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OVERVIEW

It is the dawn of the second century A.D. Emperor Trajan, the great general and

builder, has expanded Rome's reach to all corners of the known world through trade,
diplemacy, ond conquest. Markets as far away as China and India clamor for Roman
grain, wine, and luxury commodities, moking and breoking fortunes on both sides of the
Mediterranean. As an ombitious young merchant, you have set out to make your fortune
at the heart of it all — the imperial port of Rome, Ostia.

In Ostia, you are Roman sea traders based in one of the ancient world’s busiest

and most important ports. You each own a merchant fleet, and make your living
transporting grain and wine to lands abroad, returning with fine stone, cedar, and
exotic beasts to fill the streets, harbors, and amphitheaters of Rome, Expand your
enterprise by sailing across the known world, establishing trade posts, tapping new
markets, and delivering vital goods to those in need. With careful planning and skillful
execution, you will build a reputation and secure a spot at the top of Roman society.

Components
Note:
The Ostia Mariner
| Edition includes all
y game material from
B the original base game
1 plus the Merchant and
B Patronus expansions.
y Though some terms,
1 icons, and other
3 features have been
y updated, no game play
| has changed.
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PERSONAL PATRONUS MODULE
HONOR
MODULE

Personal Honor Suppaort tiles €20 White Corbita  Lighthouse bullding x1
cards x7 ships x2

First Player ‘
marker

Harbor Setup Public Homor Order 4 Wild Animal 4 Exotic Animal

cards X6 cards x5 cards ®d2 {lion) tokens {unicarn} tokens
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Initial Port tiles x4 Port tiles x24 Discovery tiles x20 48 bulldings
{4 each in 12 types)
o ] i
L9 o e
|m| a !
] 95 resource cubes
(65 small 1-value &
Destination tiles x7 Transit tiles 12 tokens x35 30 large 3-value)
12 Ponte {large) ships 56 Corbita (small) ships ank
{3 In each player color) (14 in each player color) .,\_‘
0000 &
out |
28 Construction discs 4 Triumph tokens

{7 In each player color) {1 in each player color) Scorepad




Main Board Setup

1. Place the main game board within reach
of all players

2. Place one building per player in each
City spade. Match the building types 1o
the space Rlustrations,

Alexandria setup with 3 players

3. shuffle the 4 yellow Initlal Port thes,
then randomly place one face up in each
of the 4 yvellow Port City spaces (Athene,
Carthago, Caesarea, and Damascus).

4. Shuffie the orange Port tiles, then
randomly place one face un in each
of the remaining B orange Port City
spaces. Refurn all unused Port files 1o
e game Do,

Shuffle the 12 Transit tiles and randormdy
place one face up In each of the hexagonal
spaces along the 4 sea routes.

6. Shuffie the 7 biue Destination tiles and
randomily place 1 face up in each of the
4 Destination spaces. Return all unused
Destination tiles to the' game box.

7. Find the 4 Discovery tiles with a
Triumph H:anﬁ. Place these on the
corresponding Discovery spaces near the
end of each sea route

Form a supply from the remaining
Discovery tiles, as shown on the table
Bedow. Returm all othar Discovery [Hes (o
the game bow. Shuffle the Discovery tile
supply and randomiy place one face up
i each Distoveny space avallable at your
player count, For example, in a 3-player
game, o not place a Discovery tile in any
space with tha iCaf

Carthago
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9. Shuffle the Order cards 1o form a deck
[eal 4 cards to form a market near the
main game board, and place the deck
iace down rnecd Do it

10. Place all 5 Public Honor cards face up
next 1o the main game board, separate
fram the order markeat
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12.1f the Port tile displayed to

11. Separate the small {1-value) and large
L

(3-value) resource tokens and place
thern next (o the game board, within
reach of all players

the right is on the board
place the 4 Wikd Animal (lion)

-
and 4 Exotic Anirmal (unican) rﬁ'fﬁ
[DORErS negr [he nesouUrce

token supplies, within reach of all playvers

13. Form 3 supphy of 7 Amphora tokens

per player and place it next 1o the main
game board, within reach of all players,
Excess Amphoras can be used later in the
game, but should be separated from this
main supplhy

= Triumph
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Player Setup

14. Choose a player color. Take a 17. Place 1 Corbita in the water of each
Harbor board. Asset board, segment of your Harbar board. Then
7 Construction discs, 14 Corbitas draw a Harbor Setup card and place
[small ships). 3 Pantos (large shipsy 1 additional Corbita in each of the 3
and Triumph token in your color. segments indicated by their action icons.
Discard the card back to the game Dax
15. Place 3 Pontos in the large rectangular You should now nave 9 Cortatas in your
cpaces, and 4 Corbitas in the small harbor — 1 eachin 3 segments, and 2
rectangular spaces in the left column of each in the ather 3 segments.
your Assel board. Mote that the bottom
ship lcon on this track is not inside a 18. Place your last Corbita in the starting
space and will be visible after you fill-all Ostia space on the main game board.

the spaces above with ships.
19. Flace your Triumph token on the 0 space
16. Place & Construction discs in the round of the Triumph track,
spaces in the right column of your Asset
board. Mote that the bottom bullding icon
on ' this track IS mot inskde a space and will
be visible after you fill all the spaces above
with discs, Set the last disc aside for the
final step of satup
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20. Take 10 small resource cubes from the

supply. Starting clockwise from the 12
a'tiock orientation, place 2 in the siorage
space (brown area) of each of the first

5 segments of your Harbor board (the
segments with the (). @ . @. &
arsd production Comns), Do not place
any cubes in the upper left Administrate
SEpMEent, a5 No resources are produced
nerg fsee page G,

22.Starting with the player to the right of the

lirst player and going counter-clockwise, all
players draft initial ports. Whan it is your
turn 1o draft, place your last Construction
disc on an empty Construction space at
ane of the yellow [nitlal Part Cities (Athene,
Canhago, Caesarea, or Damascus), Collect
a building from this port and place it in
the yellow-shaded Up2rade space in the
upper right of your Harbor board (in the

Permit segment). Your cholce determines
how you can initially spend gold when you
take the Purchase action [ses poge 1.7,

21. Thie player whio was most necenthy on a
boat is the first player, or choose a first
player randomlby. Give this player the
First Player marker. You are now ready to play Ostial

Harbor segments
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Winning the Game

Orstia is a game of careful planning and
canny strategy, where the player whio best
manages their harbor and beats their rivals
[ ey discoveries, ports, destinaticns, and
oppartunitiEes will win

Earn ship icons by raising your fleat, Earn
building icons by seltling af ports, Eam Amphora
tokers by Purchasing Craer cands, All these help
you progress on the Triumph track, which
increases your victory points (VP).

Triumphs

AL the end of the game, your progress on
the Triumpn track determinss tha VP valus
of each of your ship icons, bullding icans,
and Amphara takens. Bonus VP come from
Destination tiles, port city endgame
effects, Honor cards, and sets of animals
and nobles. a:= deseribed in the End of tha
Game section (see page 13}

The merchant with the most victory
points wins!

Iriumpns " are key o winning in Ostla, as they substantially Increassa the values of yaur most
important sources of VP bulkding icons, ship icons, and Amphora tokens

You eamn Triumphs in the following ways
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By building your 5th & 7th ships,
and Constructing your 4th & 6th discs
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By reaching the
Destination e that
ewiards Triumphs

(if it's in ploy)

# By adding your
Construction discs
to Ports with
certain tiles

By upgrading the Adrministrate
segment of your Harbor board

E By being the first to
porss the last Discovery
1 space of each route on
the game boord

Each time vou earn a Triumph, move your Triomph token one space on the Triumph track
Opporiunities to eam Triumphs are highly competitive, so keep this in mingd as you plot a

strategy for victony!



Playing the Game

In Dstia, plaers take turns in dockwise order,
starting from the first player, and continuing uril
one of the following endgame triggers is met:

= Anw player reaches the 12th space of the
Iriumiph (rack;

+ Anw player builds the last ship on their
Asset boand;

= Ay player constructs the last disc on their
Asse Doard,

+ Ay |2-||EI'J.'I2r has 3 or more snips on
DEstination tihes,; o

+ The supply of Amphora tokens is emptiad

Once the endgame |s triggered, finish the
current round (play until all players have had the
sarme numiber of irns). Then vctony points ane
toraled as described In the End of the Game
section (5ee page 191

On Your Turn

Oistla uses a mancala-siyle mechanic of
MOYINE S1EES arciLind YOU Haroor board. You
Choose 3 segment L‘lr',-ElL.-I' ooard that contains
arwy numiber of ships, produce resources
there, then collect and "drop off” those ships,
one per segment in chackwise order, unth the
last ship placed determines yoUr turn actian.

The key rude to remember when (aking
aturnis You produce {circle icon)
where you start, and act (square
icon) where you stop.

To Eake vour turn, follow these three steps
in order

Select

Produce

Act

Step 1 Select

Chaose one of the & segments of your Harbor
board that contains 1 or more ships (Corbitas
and / or Pontas) This is referred 1o as your
chosen seprment in these rules.

Step 2: Produce

Gain a number of resources equal o the
number of ships in your chosen segment.
Each Ponto (large ship) produces 1
additional resource (total 2 per Ponto).

The resgurce you produce |5 shown in the
circular icon overlapping the water and
storage in your Chosen Segment. For example,
when you choose the segment showing @ ;
you will produce wood resources.

the Administrate action does =
ot fave 3 resource loon, sono
resources are produced or stored here.

Take an eguivalent vakue in cubes fram

the supphy and place them in the chasen
segrment’s storage area. There is no limit to
the number of resources YOU it Store in a
Segment

Resources are unlimited; ifyou nun out of
FESOUNOe CUbes, LUSe 3n appiapriate substitute,

Example: Becky chooses the @-ﬂgmmt.
She has 3 Corbitas and 7 Ponto here. She
produces 5 gold this turm: 1 per ship, plus
I mare for the Ponto. She tokes 2 small
T-resource cubes and 1 large 3-value cube
and places them in the brown storage

O T PPt P A 8 P o




Step 3 Act

Collect all ships from your chosan segment.
Place them one by one in segments around
your Harbor board, starting with the next
segment in clockwise order.

The segrment where you place your last

ship determines your action (the square
icon overlapping the water and storage).
Taking this action is optional, and may not be
possible if you canT meet the requirements of
dont have the resources for the action,

There are 6 actions, described on pages 11-18.

2 (& (B

Sail Build Ships  Deliver
& |
i by Tﬂi
Construct  Purchase Administrate

Additionally. you may take the free Trade action.

ce

Trade

The Trade action s shown on the upper left of
your Harbor board. You may take this action
at any point and any number of tmes during
this step of your turn (see page 18).

Cnce you have chosen whether 1o act and /f or
trade, your tum ends and play passes to the
(2 |‘_||&}-'E-r' If clockwise order,

Play continues in this fashion until an
endgame condition is met (see page 19)

TIP: The resources needed for an action
mpmimﬂinﬂrﬂmmrﬂﬂasﬂt
m[e;.mummum;w
take the Sail action, which costs permits).

This means that actions must be carefully
planned over several tums 5o you can build
up the necessary ships and resolrces. its rare
to produce a resource and take the related
action in the same trm — you generally.
‘need 6 ships In a single segment — but |
ymcmpiﬂlrtnﬂ.ymrmmmhgm@n

Example: Becky proceeds to the action step.
She collects the 4 ships from her chosen
Segment and places them, one by one,
mmrsmh clockwise order.
She places o Corbita In the Administrate
-segment, another in the Sail segment, her
Ponta in the Build Ships segment, and her
final Corbita in the Deliver segment.

Additionally, she can take the free Trade
action at any point ond as often as she likes
during this step.




Sail Action

Launch your fleet to credate new
G- | OppOrtLNities for your growing

mercantile empire. Map safe

passage to faroway londs, gather valuable
goods, secure curious creatures you can sell in
Rome, and establish new trade relationships
Jor the future.

Whien you take the Sail action, you gain travel
steps you may spend to move your Corbials)

along the 4 sea routes on the main game board.

To 5all, choose a number of travel steps
and pay the permits shown below. This
1able is duplicated in the Sail segment of your
Harbar board. You may not travel mare than
6 steps with a single Sail action.

When traveling, follow these rules:

+You must move along a sea route (a thick
white Ene), beginnirg at the star space
on the |eft of the main board and moving
toward the Destinations on the right.

+ Each travel step lets you move a single
Corbita 1 space along its route (Le. to the
rext Port tile, Transit tile, or Destination
tile), ¥ou can never move backward
{toward Ostia).

+ ¥You may freely split travel between your
Corbitas on the main game board.

* You may only sall 1 Corbita along each
route: The only time two of your Corbitas
can be on the same route is on the first 2
spaces towards Athene; when that route
splits, your Corbitas must take different
routes, Once you have moved 2 Corbitas
towards Athene, you may not add another
to that route

- Your ships may freely move through and
occupy the same spaces as the ships of
ather players

+ A Corbita that reaches a Destination tile
£an no longer be moved, and no additional
Corbitas can be added o that roube,

* Each time you pass a Discovery space
connected to your route, immediateky
coliect an available Discovery tiein
that location. You do not nead 1o s86p
to gain this tile. Discovery tiles are
explained below.

Once you have completed off travel for this
action, gain the benefits of any Destination
and / or Transit tiles where your ships have
arrived. More information follows about these
tiles and other main board spaces,

Map Tile Effects

'.-".'hen }ﬂu Corbita crosses a
@ dotted line, if there are any
Discovery tiles remaining at
the connected supply, immediately collect
one of these tles and galn Its benafits (you
gain nothing if there are na tiles remaining).
Among the tile’s benefits, gold and Triumphs
‘ are garned immediately. If the tile displays
any Wild or Exatic Animal icons
place the Discovery tke inyour Asset Board
storage area for endgame scoring.

$ Transit Tile

When you end your movemeant at
a Transi tile, add the resources
shown to the corresponding
storage space of yvour Harbor board. For
example, if-a Transit tile shows &
2 small resource cubes (o the stone storage
segment of your Harbor board.



Destination Tile

These files are laocated at the
end of each route. If your Corbita
Is the first 1o reach a Destination
tile, place your ship in the tilke's
top space. If you arrive second or later, place
Yo Ellip irt the opmaoast unddcupied space

If the tile offers an immediate # benafit, gain
it oW,

Endgame & benefits are gained during final
scoring (see page 191

Fort Tile

Stopping at a Port ke pravides na immediate
benefit. However, traveling (0 of past a Poit
file Is a3 requirement (o Construct there e

poge 14},

Endgame Triggers

Placing your third Corbita on a Destination tile
triggers the end of the game see page 79). You
miay still sall a ship to the fourth Destination
tile, 50 long as you can do so with the same
Sall action.

Build Ships
Action

The bockbone af your fleet s its
ships. Your nimble carbitas are equally at
home in port or at sea, and your lumbering
pontos are highly efficient at domestic trode.

When you take the Bulld Ships action, you
add new ships to yvour Harbor board and /or
the main game board. Each ship you build

olso reveals a ship icon Jg
i

Increases your score at the

on your Assel board, which
{e

end of the game [see poge 19,

Ships are always built in
order, from the boltom io
the top of your Asset board.

Ta Build, choose a number of ships to build
and pay the wood costs for each. You may
build up to 2 ships with 1 action, as long as

wvou have enough wood
Example: Secky fas
2 3
Jum
i

& wood — mare than
enough to buy the
first two ships on her
5 wood for 1 Corbita
and 1 Ponro,

Placa your bullt ships as follows.

Corbita ‘

Bullding a Corbita increases the ships in your
harbor, boosting the efficlency of your turns.

When you bulld a Corbita, add it to the water
area of any segment of your Harbor board.

Fonto B

Bullding a Ponto not only provides a bonus
resource when you produce, it lets you add an
additional ship to the main game board =0 you
£an sall a neyw s&a route,

When you build a Ponto, add it to the water
area of any segment of your Harbor board.
Then remowe 1 Corbita from the same
segment and place itin the starting Ostla
gpace of the main game board.

important: You may only build a Ponto if
you have NO corbitas in the Local Sea area
of the main board (the area to the left of the
dashed line). This limit ks why you may bulid no
more than 2 ships per action.




Eonus Tl‘lumphs ] Endgame Trigaers Add the Amphora tokens to the storage area
Building your fifth and seventh ships aof your Asset board, and the resource cubes
immediately rewards you 1 or 2 Triumphs, as (o the storage spaces of your Harbor board,
indicated by the icons alongside those spaces
on your Asset board. You may fulfill as mary Order cards in the
market as you like, so long as you can pay
= When you build your fifth ship, immediately  their costs. The maximum number of Order
gain 1 Triumph. cards you can fulfill in a single Deliver action
+ When you bulid your seventh and final is 4 (the size of the market),
ship, immediately gain 2 Triumphs,
Compileting your 7th ship aleo triggers the.  Once you have finished Delivering refill the

end of the game (see page 15). market o4 cards.
/ . Endgame Triggers
DE[IVEI‘ Actlﬂn Gaining the final Amphora token from the
Rome’s great bounty of food is supply triggers the end of the game (see page
central o its trading power. You 19). However, Amphoras are unlimited for
con amass great wealth by scoring purposes; if the supply runs out, use

delwvering vital wheat to aff corners of the empire.  additional tokens from the game box or 8
suitable substitute.
When you take the Dellver action, you spend

wheat to fulfill Order cards in the market. This Wheat cost Amphora

£3rns you DOnNUs resources, pius Amphaora

tokens and noble icons for endgame scoring. Banus
Bonus cost Amphora

To Deliver, follow these four steps in order:
1. Choose an Order card in the market,

2. Pay the wheat cost in the upper left
corner (o gain 1 Amphora token. This is
reprosented by the large light-color boxes in
the upper keft and right comers of the card.

ol Ll ol

3. Ifthere are smaller, dark-color "bonus”
baxes below these, you may olso pay the
bonus cost shown on the left fwhich may
be another wheat cost) to gain the second
Amphora token shown onthe right.

L
L
E
| 3
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3

4. Galn the resources shown in the center
of the card.

5. Collect the Order card and place it face
up nextto your Asset board. The noble
icon(s)-on the bottom strip will be used

for endgame scoring. You can stack your Resources goined
Order cards o only these strips ane
showing: as o other Information on'the et collection icons (endgarme)

cards is needed for the rest of the game.




Cconstruct

Action

Establishing a successful troding
ermypire relfies not only on reach, but also
footprint, By establishing permanent troding
oulposts, you gain business apportunities
abroad and improve the efficiency of your
operations in Rome.

When you take the Construct action, you move
Construction discs from your Asset board 10
Port City spaces your ships have previoushy
visited. This can grant you Immediate benefits,
additional options with the Purchase action,
and / or endgame benefits. Each disc you
consIruct also reveals a building icon i
which increases your score at the end of the

game {see page 19).

For you to Construct, at least cne yellow or
arange Port City space must meet both of
the following requirements:

1. One of your Corbitas must be at or past
the space aiong a sea route; and

2. You must Aot fave I N
previously placed a ﬂ
Construction disc on ]
the space. Iiﬂ,-_i}

Construction discs are always
built in order, from the bottom

=0y

o the top of your Assel board.

ﬁwﬁwﬂiphﬂm

at or passed Palmyra, you
are also able to Construct at

Damascus, even If you did
=nutsallalnrgﬂufl:rhm:huf
the route.

Ta Construct, choose a number of discs to
build and pay the stone costs for each. You
ray bulld ary number of discs with 1 action,
a5 kang as you have enough stone, Place each
disc as follows:

1. Place your Construction disc in the circular
construction space above the Port tile,
stacking it on top of any other discs that
are present,

2. All players with a disc below yours
immediately gain 1 gold.

3. Take a bullding from that Port space and
add it to any emply upgrade space on
yaur Harbor board. This may grant you
a Triumph, production rate incréase, or
action discount {see page 16).

Construction discs are placed one by one,
and the benefits of a disc may be used when
following discs are placed. These benefits
ray not be applied retroactively 0o previous
actions, however.

Bonus Triumphs & Endgame Triggers
Constructing your fourth and sixth discs
ImrrTEdia[Eh,r rewards you 1 or 2 Tridmphs, a5
Indicated by the iCons akonaside those spaces
on your Asset board

«When vou construct your fourth disc,
immediateh gain 1 Triumph.

+ When you construct your sixth and
final disc, immediately gain 2 Triumphs.
Constructing your sixth disc also triggers
the end of the game (see page 19)

Cresphon



Example: Becky takes the Construct action. Checking the maln board, she sees one of her
Cortiras has sailed past Angova on @ previous turn, Since Becky has no Construction disc at
Angora, she can Construct there,

) .

=81}
| ©) §

Athene

Angora

- - Becky consuits the bottom occupied Space on the construction Irack. e
"" af her Asser board, The next disc will cost her 3 stone. She pays the f'-,l )
19 stone from her Harbor board, then removes thot disc ond ploces it —

e . iy the space above Angora’s Port tile.
| -
1
e i Kat has previously consiructed at Angora,

& A so Becky places her disc on top of Kats.
— Kar immedioely gains 1 gowd,

Angora’s random Port tile s shown fo the right. Now that
Becky has constructed o disc here, she is considered (o have
2 pgdinonal Amphorng tokens duning endgame scoring.

Finally, Becky rakes ane of Angora’s bulfdings and places T in an Upgrade space on her Harbor
board. She chopses the DELIVER -1 WHEAT space, which reduces the toral cost she pays for o
future Deffver action by 1 wheotr

Sl ool ol ol el gl ol b o gl o ¥ N ol o WK o W ¥ oy

Becky couid Construct ogain, but since na other ports are both betind ane of her Corbitas and
unoccupied by one of her discs, she ends her wrn.



Port Tile Benefits

Each Port tile provides a unigue benefit when

you Construct a disc there, The ican in the - Immediate ¥: Immadiately gain
upper left of the tile indicates how and when this benefit
this benefit is applied. - Endgame {_ : Apply this benefit
during endgame scoring.
* Purchase & : This grants you an
additional option when you take the A full reference of individual Port tile benefits
Purchase action (see page 17). can be found on pages 22-23.

Harbor Upgrades

When you place a bullding on your Harbor board, it upgrades your production or actions in the
chosen segment, as follows.

When you produce permits or wood, produce 1 additional resource of that type. E

i When you Build ships, pay 1 less wood. This discount applies to your entire
action, nof (o each ship individually (e-g. if you have this upgrade when building
your first and second ships, you would pay a total of 4 wood: 2 for the Corbita
phus 3 for the Panto, minus 1 for the upgrade).

not to each Order individually. It alse has no effect on bonus costs. For example,
if you have this upgrade and fulfill an Order costing 4 wheat, and a second Order
{ costing S wheat with a bonus cost of 2 stone, you would pay a total of 8 wheat

i and could optionally pay 2 stone.

When you produce wheat or stone, produce 1 additional resource
of that type,

i When you Construct discs, pay 1 less stone, This discount applies to your

M entire action, not to each disc individually (e.g, if you have this upgrade when
%% constructing your first and second discs, you would pay a total of 4 stone:

i 2 for the first disc plus 3 for the second disc, minus 1 for the upgrade).

Your cost to Trade Is reduced from 3 gold to:2 gold (see pope T8).




Purchase Purchasing an Honor Card
s You rmay purchase ary or all Public Honor cards
Acuﬂn beside the main board that you qualify to buy.
Roman gold is in high demand the  Five Public Honor cards are available to buy

world over. You can leverage your great wealth  during the game:
to purchase valuable goods and win the esteem

srerarens

QRIS Deel LAk GRloins: You guallfy when 2 or more of
When you take the Purchase action, you may Brb e QD St Al vEne Distat.
spend gold to gain benefits from Ports where . 26a ¢ (A ofthe dentied e
you have Construction discs, and to buy Public NI e TOR )
Honor cards I you qualify for ary. With a i
single Purchase action you may benefit from You quallfy when you have
any or all eligible Parts, and buy any number I 4 or more Amphora tokens
of permitted Public Honor cards, so long as 3 In your Asser board storage.
you have enough gold. Some Parts also have :
maximm use limits. i i i

You qualify when you have

Al ] reached 5 or mare on the
. Triumph track.

You qualify when 4 or more

Purchasing from a Port
building lcons are visible on

Al -a port where you hiave a Construction disc,

spend the goid il shown before the arrow YR R e BOAra.S
on the Port tike 1o gain the bensfit shown after
the arrow. You qualify when 4 or more

ship icons are visible on your
Asset board.*

* [cons in your Asset board storage, such
A full reference of indhddual Port tile benefits a5 those on collected m tiles ani
can be found on PAges 2223 Animal tm can be used o quaw for
eS—— =T — Public Honor cards. However, do NOT
include icons from endgame sources,
such as Port and Destination tles! For
example, you cannot use icons froma
Port tile when determining whether you
have 4 or mare bullding icons visible.

wWhen you qualify to purchase an avallable
Public Honor card, you may spend 4 gold

to by (6 Place the card face up next to your
Asset bpard. Each purchased Public Honor
card is worth 12 victory points at the end of
the game.




Immediate Support Tile lcons

If you are playing with the Patronus madule
{see page 20), icons from Immediate Support
tiles may NOT be used to determine whether
you quality for Public Honor carnds.

Personal Honor Cards

In the advanced game, you may complete
Fersonal Honor using these same rules (see
page 20,

Administrate

==
I_‘ Action

——
|6 &

The most successful merchants
operale their businesses with incredible

efficiency and clever planning to outpace and
outmaneuver their rivals,

When you take the Administrate action,

you choose and take one of the following
actions: Sall, Build Ships, Deliver, or Construct.
Then you immediately move your ships and
take a second action. With good planning
Administrate aliows for powerful combos

that can quickly push you ahead of your
oppanents.

To Admiénistrate, follow these two steps in order:

1. Choose an action to take: Sall, Bulld
Ships, Deliver, or Construct. You may
not Purchase, Follow all normal rules 1o
complete your chosen action.

2. After you have completed your chosen
action, immediately perform Step 3: Act
using all the ships in the Administrate
sogment, as described on page 10 (just as
if you'd produced there). Perform a secand
action determined by the final ship you
place in this step.

If you manage to reach the Administrate
segment with your final ship (by having &

Corbitas present in the Administrate segment),

you may Administrate again, following the
rules above.

Q@ Trade

@ Action (Free)

Trade is a free action that you
may take at any point during Step 3 of your
turn — before, during. or after completing
your action {see page 10). You may trade any
number of times per wrmn.

Each time you Trade, spend 3 gold 1o gain any
1 other resource (1 permit, wood, wheat, or
stone). Adjust resource cubes on your Harbor
board accordingly.




End of the Game

The end of the game Is triggered when ary of * ’."‘ ‘ Count all visibke building
the lollowing occurs: icons from your Assel board and the
endgame effects of Port tiles where
+ Any player reaches the 12th space of the you've consirected,

TFiLrmph frack;
= Ary player builds the last ship on their J ﬂ ¥ g.t Count all visible ship icons from
your Asset board and the endgame effects

Acsel Baard:
of Port tiles where vouve corstructed

+ Any player constructs the last disc on
£ . ¥ \ Count all Amphora tokends

their Asset board;
+ Ay player has 3 or more ships on
Destination tiles, or n your Asset board storage and army
« The supply of Amphora tokens (s emptied. Amphora icons from the endgame effects
of Port tiles where youlve constructed.
Once the endgame is triggered, finish the
current round so all players have had the 2.
same number of turs.

Destination Tiles . +Gain VP from any
Destination tles whare your ships are
present (bop value if vou arrived first, o
bottom value otherwise). All Destination
tiles are fully explained on page 21.

Motes on Endgame Triggers
+ If the player to the right of the first player
triggers the end of the game, play through
the end of their turn only, Mo other players
will take a turn.

Port Tiles . » Gain VP from each Port oty
where you have a disc, if the tibe there has

B

-A player can end the game with ships on
all 41
the fourth in the same turn as they reach

stination tiles, but onty If they Sail 1o

an endgame § effect not already counted
in Scoring Step 1. All Port tiles are fully
explained on pages 22-23

the third
+ Amphora tokens are used to track an 4,
endgame trigger, but are considered
unlimited for purposes of scoring. If the
sLpply is empty In your final turn and you
rseed more, use additicnal tokens from the
Do or use a suitabbe substifute.

Honor Cards [l [ : Gain 12 VP per Public
Honor card you bought, If playing with the
Personal Honor module, atso gain 15 VP if
you fulfifled {bought) your Personal Honor
card fsee page 20

5. lcon Sets S A& E: Gain 12 VP for each
full set of Wikd Andrmal & Exatic &nimal
Mobleman * and Moblewoman ﬂ ICons
voul have collected. For éxample, If vou have
AWl Andmal, 3 Exonic Aremal, £ Nooleman,
and 4 MNoblewoman [cons, you gain 24 VP.

Victory Points (VP)
After the final round, calculate each player’s
score as follows. Use the Included scorepad
from top o botom

1. Your token's pasithon on the Triemph
track indicates the VP value of each of
vour ship lcons; bullding icons, and
Amphora tokens. For examiple, if your
Triumgph token is at 5, 6, or 7 on the track,
vou gain 8 VP for each ship and building
bcon, and & VP for-each Amphora token
vou've collected. For this purpose:

The player with the highest score is the
most successful merchant in Ostia, and
wins the game!

If there's a tie, the tied player with the most
total resources |5 thewinner. If thiere's still a
tie, the victory Is shared,




The Advanced Game

Once you have played Ostia a few times, you can add elther or both of these optional modules

Patronus Module

A Roman potron (patronus) can extend

their prestige and financial assistance o the
merchant classes, raising funds and arronging
favars to help the young entrepreneurs build

their fledgling fleets.

With this module, vou are aided by influential
patrons, who are represented by unigue
Support tiles you draft at the start of the game

Setup

Skip Step 20 of setup (place No resounce
cubes on your | {arbor board), and take thesa
additional setup steps

23 Find the £ winbe Corbitas, Lignthouse
Bulhding, and 20 Supoit Lles. 5ot thae
Corbitas and Lighthouse aside; Shuffle the
tiles and deal & face down to each player
Returm the remaining tiles to the game box,

24. From your hand of tiles, select one o keep
and pass the remaining tes Cockwises 1o
the next player. Continue this process urtil
each player has drafied S tiles.

25, Review vour hand of 5 tiles, choose 4
[o kgep, and discard the [asr e to the
garme box

26. All players gain the immediate # benefits
on thelr chosen tiles. If two playvers have
salling benefits, the closest to the starting
player in counter-clockwise order 2oes
first. Any tiles with endgame i effects are
placed face down near your Asset board
urithl scoring.

End of the Game
Perform this additional stepwhen sconing:

6. Score VP fromyour endegame &, Support

tiles. & full reference for all Support tles
can be found on pages 26-27

Personal Honor Module

Ambitious merchants seeking acclaim and an
edge over their rivals often make private bids
for the hearts and minds of the assembly.

With this madule, each player chooses a
Personal Honor card, which they may fulfill
{bry) 1o earn additional victory points at the
end of the game

Sefup

Take these additional steps after completing
the rost of CETup Ifi"ICI'JI'_1|!I,'=_'_i the Palronus
rrsadube, IF it is used).

1. Shufile the ¥ Personal Honor cards and
reveal a number of them equal to the
number of playvers + 1. Return any unused
cards to the game box

2. In counter-clockwise order stanting with
the player ta the right of the first player,
choase a Personal Honor card and place
it face dowt neas Waur Asset board. Once
all players have chasen a cand, return the
FEMmiAIng card 1a the BaTe Dax and Beglin
e gadmme,

Fulfilling Your Personal Honor

You may fulfill your Personal Honor card as
part of a Purchase action {see poge 17). All
rudes for purchasing a Public Honor card apply
ta fulfiling your Personal Honor card. You may
use icons from collected Order cards to qualify
for a Personal Honor card

Whien you fulfill your Personal Honor card,
reveal it and place It face up Next o your
Asset board

End of the Game

During Step 4 of scoréng, you aiso gain 15 VP
If you fulfilled your Personal Honor card. A full
reference for all Personal Honor cards can be
fownd on page 25



Game Reference

Deshrlaﬂﬂn Tiles

Beneﬂ: Type |

. . Endgame
W "

L ] :

o quﬂﬂ-n"
TR

! Endgame

Endgarms

231N

b Gain

| 'Gain3e
£ token you have ¢

{ Gain9 exira '-'“'“
i Wiid Andmal, Exotic Animal,
Mobleman, and Noblewoman
Icons you have collected

24 Triumphs

Gain 3 extra VP per bullding

i lcon you have collected

{from all sources)

3 axtra VP per ship icoh

you have collected (from all

i s0Urces)

itra WP per Amphora
ofected

cerof

.[....

-J| Souf .-.H\'

| aln g VP per Corbita Yo have
 In the Distant Sea {right of the

i dashed line on the main game
board)

[ '[' Om ._'||I

t (from all

ficons yau have ¢

| Gain & VF
In the Distant Sea (right of the
|:|."|"""-':"" line an Ihl_: main
: board)

Gain 2 extra VP per building
lcon you have collected

wOiL ':.l_' i)

Gain 2 extra -.-ch-'! ship kcon
Woul hiave collected
SOUTEES)

Gain 2 extra VP per Amphora

¢ token vou have collected

} Gain b exira VP per set .:..
| Wild Animal, Exotic Anima

Moblermnan, and Moblewoman

Cotected

""‘:I

e _Ur., |_.:I Vol have

game




Game Reference

'rrutlal Port Tiles

- | Purchase action | Pay 1 gold to gain 1 permit (max 4 tmes per action)

W - | Purchase action 1 pold to gain 1 wood (max 4 times per action)

m - i Puwchaseaction § Payl goldio gain 1 wheat (max 4 times per action)

Wi > | { Purchaseaction | Pay1goldtoe gain 1 stone (max 4 times per action)

The | BeneftType iEffect . ===~

8 | immediate | Gain 2 Triumphs

El.'.ll i [ake the 53l action at no COSL moving a single Corbita up 0o

mi Vraretiate Take the Build Ships action at ng cast, building a single ship
median
*. You must meet all normal requirements to take this action

E | Take the Deliver action at no cost, clain Mg & single Ordet
- i . Immediate ¢ I:r]rﬁ if this card has a bonus cost, gain both Amphora tokens

K { Take the Construct action at no cost, ¢ anstructing a single
H'k Irrumediate i disc. You must meet all normal requirernents to take this

v l‘ i Endgame | Counts as 2 additional building icons

| =aln 2 extra VP per bullding icon you have collected
0 e Eifrom all sources)

N Endgame Counis as 2 additional ship icons

| * { - | 2ain 2 extra VP per ship icon you have collected
i Eifrom all saurces)




Benefit Type

Endgame

= ,
\- | Endgame

+|:'h1ﬁ Endgame
F I Encgame

Endgame

mio= | | Purchase action

Purchase action

Purchase acthan

Purchase action

Purchase action

PUrchase action

Purchase acton

Purchase action

Purchase action

X

Effect

Counts as 2 additional Amphora tokens

(>ain 2 extra VP per Amphora Dosen you have collected

: Counts as 1 additional Wild Animal and 1 additional
: Exotic Animal lcon

: (Galn 4 extra VP per set r:f Wild Anbmal, Exatic Animal

Mobleman, and Moblewoman kkons you have collecied

zam 5 VP per Cor

: (Irom all sources)

bita you have in the Distant Sea (right of

the dashed line on the main game board)

Pay 2 pod 1o pain A permits (max 4 Wmes Der 3C0on)

&

Pay 2 god 1o

Pay 2 gobd Lo

Pay 2 gold to

i Pay 4 gold to ga

Pay 3 gold to

B ain

3 Wi [y 4 times per action]

gain 3 wheat (max 4 times per action)

-
g.-_'|.|

[=]

4 Srone (Mmax 4 mes Der 3Con)

d ol to gain 1 Amphora token {any number of tmes

n A Triumph {amy number of imes)

take a Witd Animal token or an Exotic Anima
token from the supply. This supply is limited. When It runs
out, no further tokens may be purchased

Pay 5 gold to Sall your ship(s) up to 3 total steps (max once

=

| per action)

E‘:Im« action

|- \'.,:.nq

|..|| .

: 7 Thal il nfigalirs ]| TS [ dat cost, budldin
= Pay S g Jrka- he Bulld Ships acthon at no cost Iding
- a single ship. ®

mikist meel all normal requirements to take :

3 RO LD La ske thie Construct action st no Cost,
constructing a single disc. You must meet all normal
guirements i«

3 take this actlon




Game Reference

Public Honor Cards

nk : Have 4+ Dusding lcons revealed on your Asset Doard

i Have 4+ ship icons revealed on your Asset board

E 2+ ol your Corbitas are in the Distant 5ea

[right of the dashed line on the main game board)

Immediate Galin 2 wood

Immediate aain 2 wiheat

Immediate

Immediate




Personal Honor Cards

= Have discs at 3+ yellow Initial Port ties; and

= Have 3+ Moblevwwoman icons (from all sources)

1l

o

= Fave (iscs at 4+ orange POt oies; and
L
-

= Hawe 3+ Exotic Anlmal lcons (from al

= Have d+ ship icons revealed on your Assel board; and
= Hawe 3+ 'Wild Animal icons

= Have 4+ ship lcans revealed on your Asset board; and

* Hawe 3+ Mobieman |cons

= 2+ of your Corbitas are In the Distant Sea (riznt of the dashed line on the
main ooara); ana
= Reach &+ an the Triumph track

T E

= 1+ of your Corbitas are on Destination bles; and
i

+ Have 6+ stone and / or 6+ wood stored on your Harbor board

= Reach 4+ on the Triumph track; and
- Have 6+ wheat and / or &+ permits stored on your Harbor board

Gain 2 gold immediatety.

Counts as 1 Wild Andmal icon during endgamse

P GBain 2 gold immed| aTeh

Immegiate ¢ EF-'.']EH'TI"- e R T iy g
" Counts as 1 Exotic Animal icon during endgame

i Bain 2 gold immediately,

Immediate / Endgame Counts a5 1 Wild Animal ian and

] I Exotic Animal icon during endgame

mimeaiate | Gain T Triumph Fnmediately
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:.uppnrt Tile Benefits

Take a white Corbita from the =.:.rr;-. and r ace It fnany water
¥ ' e _ i space of your Harbor board, This ship functions identically to a
mimediate | L
| regudar Corbita, except it may not be moved to the main board
-.#.n-—-“ you tu,l i 3 F' Sl ie]
[ ke the I it 1””=Ja-. af |FJ prlace |t W amy UpErate space of
% L imrnediite J“ r Harbor board. This means you begin the game with
' T one extra production rate increase, action discount, o
prossiohyf a Tridmph

¥
—,l mimediate =all 1 step at no cost (see poge 11)
.’.
# immediate Galm 1 Triump
o
i'._:iﬂ-: mmediate Gain 2 permits
@ mmediate | Gain 2 wobd

¥ - : " y
|@= mmediate | Gain 1 or 2 gokd (number of coins shown)

. : i
\ i  Endggame | This tle counts as 1 acditional Amphiora token

= {Nis tihe Counts as 1 acoltonal YWid AnEnal icon and

: CTHAEITIE: L u el i,
‘% = : 1 atdithonal Exotic Animal oon

I Gain 3 VP for each pair of building + ship icons you have
| fram all sources

-y B iGain 3 VP for each setof Amphora token + building icon
i  Encgame | 2 el
\ . i you have from all sources




4 S i Gain 3 VP for @ach set of Amphora token + ship iCon you haie
Endgame 2wt
\ ; rom all sournces
;
i

- ! i zain & VP for each set of the fallowing you have; 2 Amphora
\\. i  Endgame i iokens + 1 shipin the Distant Sea (right of the dashed line on

i the main game board)
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Icon Reference

Resources

g Permit Wood @ Wheat @ Stone Gold

Actions

-ﬁ'—ln Sail Eﬂellver -& Purchase ,:
ﬁ E:II;{:: #" Construct ﬁ Administrate g
‘?"?-““:?.
%
Building Wild -Eutic

f—’f_;e'}

Transit tile

ﬁ» £ {& i Animal Arieal

¥

Mobleman Noblewoman Amphora . o™
A
7 @ £36 =
- = s ”"a i
Initial Port Port tile D|5‘Eﬂ"-’EF}|‘ Order Destination
tile tile card tile
Immediate Endgame %. Purchase action
benefit benefit P benefit

i

b/d/~
KVp
ol

Action may be taken as many times as you like
during 5tep 3 of your turn

Increase your production £ number of icons by this amount

Reduce the total cost of the action by this amount

Pay the price to the left / above this arrow, gain benefit to the
right / below this arrow

Multiply each icon (or set of icons) by this number of VP during
endgame scoring

The number of your ships in the Distant 5ea (right of the dashed
line on the main game board)



