 STRADA”ROMANA

BY WALTER OBERT

l ’ nder the Emperor Trajan in ancient
Rome, traffic was a considerable
urban problem. Hundreds of wag-

ons along the roads carried goods from Portus-

Ostia headed for Romes market-places and

forums. Manufactured products were trans-

ported from the “Urbe” to the ports. The best

“Mercatores” moved the quickest through the

traffic jam, making the most business along

the “Strada Romana”.

COMPONENTS

« 1 game board

e 10 wagons

e 36 cubes

o 36 “ware” tiles

« 10 wagon tiles

« 20 coins (yellow)

« 20 victory points (black)
« 1bag

GAME SETUP

Place the game board in
the middle of the table.

Place the 10 wagons at
random on the starting
squares: 5 on the “Portus”
side and 5 on the “Roma”
side. The wagons must be
turned towards the road.

GAME BOARD PARTS

START- AREAS I-II:
FINISH AGER ROMANUS
OSTIA- & OSTIA-PORTUS
PORTUS

Starting or Road
Finishing The black and grey
Squares in squares represent

the road where trade
occurs.

Ostia-Portus.

Place 6 “ware” tiles
(one of each colour) at
random on the dedicated
area squares. The “ware”
tiles represent the
demand of that area.
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Shuffle the 10 “wagon tiles”. Remove
one of them and put it back into the
box without looking at it. Keep the
other nine face-down in a deck near

the board.

/.

AREAS III-1V:
ROME’S
ENTRANCE/EXIT

AREAS V-VI: START-
IMPERIAL FINISH
ROME ROME

Squares for Goods Square for “ware”  Starting or
Cubes (Market-places) tiles (Area) Finishing
They represent the mar- They represent the Squares in
ket-places and forums demand for goods Rome.
where trade occurs. in that zone.

Place one cube at All the remaining

random on each
market-place along
the Roman road.
The cubes represent

the traded goods.

Choose the starting player at
random, and then proceed clock-
wise. All players receive coins

at the beginning of the game

(no coins are given to the start-
ing player). See table.

.

“ware” tiles and
cubes are kept in
the bag.

STARTING COINS
Ist player 0 coins
2nd player 1 coin
3rd player 2 coins
4th player 3 coins
5th player 3 coins
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THE WAGONS

Strada Romana is played moving the wagons
from one end of the board to the other (either
towards Rome or Ostia-Portus). The rules for
their use are the following:

« The wagons move a square at a time, without
changing direction.

« There can never be more than one wagon
on a square.

o The wagons cannot usually pass through
an occupied square. Therefore, a wagon is
blocked when it finds another wagon on the
square in front of him (regardless of its direc-
tion); it can only move if it is entitled to avail
of a Special Moves.

The coloured cor-
ner indicates the
wagon’s direction

Wagon’s
outline

Wagon’s
name

4
L MACCUS

Wagon's stand

« The wagons do not belong to any one player.
During their turn, players can move any wag-
on they like.

o Wagons can only move straight ahead or
diagonally (with the exception of the Special
Moves) on the squares that link up.

Note: the first move from the start can be
performed by any wagon on any of the first
squares (3 on the side of Portus and 2 on the
side of Rome).

WAGONS MOVEMENTS
The short lines that link

up the squares show the
— wagons’ allowed moves.

“‘\“ug,”) g\“
-
T

Wagons cannot go
sideways unless of
Special Moves.

Wagons cannot
go backwards.
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PLAYING THE GAME

The aim of the game is to score more points
than the others and become the best Mercator
of Rome.

During their turn, players can choose among
three options:

A) To MOVE THE WAGONS (possibly collecting
cubes and/or “ware” tiles);

B) To PICK A “WAGON TILE” (only three times
in a game);

c) To Pass and take a coin.

A) MOVING THE WAGONS

Players move by 3 squares, splitting the moves
as they like. For example, they can: move one
wagon by 3 squares, move one wagon by 2
squares towards Rome and another wagon by
1 square towards Ostia-Portus, or move three
wagons by 1 square.

Players must always move by 3 squares, unless
traffic blocks their way. In this case, they can
buy a Special Move (see “Special Moves”,
below).

TAKING “WARE” TILES

Each of the six areas on the map has its own
“ware” tile, representing the demand for goods
in that area, at that moment of the game.

Only when a wagon ends its move on a square
can the player immediately take the “ware”
tile of the area bordering the route square (see
“Wagon’s position and ware tile”).

WAGON’S POSITION
AND “WARE” TILES
THE THREE PARTS OF THE ROUTE

The route is divided into three big parts (black-
gray-black squares) with 2 areas each (example:
Areas I and I are in Part A).
Part A Part B Part C
i

o
T

o m ]

Players can take a “ware” tile only from the area in
the part on which the wagon ends its move.

TOP, BOTTOM AND MIDDLE SQUARES

According to their posi- I 0P SQUARES
tion, there are top, bot-
tom and middle squares

along the road.

MIDDLE SQUARES

B 307TOM SQUARES

|I| T
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BB If on a top square, the player can only take a
top “ware” tile.
If on a middle square, the player can choose a
top or a bottom “ware” tile.

Bl If on a bottom square, the player can only
take a bottom “ware” tile.

TAKING “WARE” TILES

Only when a wagon ends its move on a square
can the player immediately take the “ware” tile of
the area bordering the route square.

“Ware”
Tile

If the square is adjacent to 2
areas, as shown, the player
can choose which “ware” tile
to take. In this example, the
green or the yellow one.

A new “ware” tile is drawn at random from
the bag to replace the one taken.

As soon as a “ware” tile is collected, the player
takes one coin for each cube of the same col-
our currently on the board.

TaxiNG CUBES

Only when a wagon ends its move on a square
connected to a market can the player immedi-
ately take the cube placed on the market.

A new one is drawn at random from the bag
to replace the one taken.

The player does not receive coins (as for the
“ware” tiles).

TAKING CUBES

Cube

Only when a wagon ends its move
on a square connected to a market
can the player immediately take
the cube placed on the market. In
this case, the blue one.

NUMBER OF PLAYERS

00 0o
MAAMMM
4-5 PLAYERS

During their turn,

players can take a cube
and)or a tile.

o
2-3 PLAYERS
During their turn,

players must choose be-
tween a cube or a tile.

CUBE OR TILE CUBE AND/OR TILE

=
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COLOURS OF THE CUBES

The colour of the cubes has significance,
as also shown on the game board.

YELLOW
Corn, bread

RED
Wine, amphorae

GREEN
Oil, jars

BLUE
' Metals, jewellery

BROWN
Skins, textiles

WHITE
Marble, statues

CONTRACTS

When a player has a “ware” tile and a cube of
the same colour, he has stipulated a contract,
the main system to score points in Strada
Romana. He stacks them as shown.

CONTRACT

A contract is stipu-
lated when a cube and
a “ware’ tile of the same
colour are stacked.

B) CHOOSE A “WAGON TILE”

Players can score points by guessing which 4
wagons will arrive first at their destination.
To do so, players pick the “wagon tiles” deck
up and choose one of them; then, the deck is
put back into its place.

The “wagon tiles” are
always kept face down
(the other players may
know how many each
player owns, but not
which ones). Each play-
er can hold a maximum
of three “wagon tiles”
(which cannot be dis-

5 COINS

L 2

carded). ‘
C) Pass 1 VICTORY
. POINT
When a player decides
to pass, he takes one coin When a player

and his turn is finished.
If he owns 5 coins, he
must change them into 1
Victory Point as usual.

has 5 coins, he
must change
them into 1
Victory Point.

e =
794I;é<

SPECIAL MOVES

At the beginning of their turn, players can use
their coins to buy special features to be added
to their 3 simple “straight” moves.
Note: each special move includes all the benefits
of the cheaper ones, and can be used for all the
wagons moved during a single turn.

SIDEWAYS MOVE

*

DIAGONAL MOVE

A player pays 2 coins.
During his turn, he
can move the wagons
diagonally and
sideways.

A player pays 1 coin.
During his turn, he
can move the wagons
sideways.

EXTRA MOVE
3 A player pays 3

’ cogts.yDuI:iighis
turn, he can move
by 4 instead of 3.
He can also move the
wagons diagonally
and sideways.

MicN Extra Move

STAKING

A player pays 4
coins. A wagon can
pass through an
occupied square, but
at the end of its move
only one wagon can
stay on each square.

>
[ ]
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Occupied
square

During his turn, the player can also move

e by4 diagonally and sideways.

Special Moves can be performed in the order
preferred and as many times as wished during
the turn.

For example, a player who pays 3 coins (extra
move) can move: 1 straight, 1 diagonal, anoth-
er straight and finally the fourth (extra) move
diagonal. He would not have used the option to
go sideways.

At the end of a Special Move, the player can
collect a “ware” tile and/or cube (if the condi-
tions explained in the above rules are met).
Costs and effects of the Special Moves are
summarized on the game board.

TRAFFIC JAM

If the wagons are blocked, a traffic jam is
formed.

A player can buy a special move to solve the
jam. If possible, he must make his three moves
as usual. If the player cannot or does not want
to pay to move, he can choose a wagon tile, or
pass, taking a coin.

During the next turn, if he wants, he can move
by spending his coins.

GAME END

The game ends immediately when all the
20 Victory Point are assigned, or when the
fourth wagon reaches its destination (place
the first 4 arrived wagons on the squares
numbered from 1 to 4, regardless of the des-
tination).

SCORE
Points are calculated on the basis of:

* THE VicToRy PoINTS
* THE “wAGON TILES” owned by each player
* THE CONTRACTS.

The winner of the game is the player with
the highest score.

If two or more players tie, the winner is the
player with more coins. If there is still a tie,
the player that played last looses.

VicTory PoiNTs
‘ Each player scores 1 point for
each Victory Point token held.
1victory  Coins do not give points.
POINT

WacoN TILEs
When the game ends, all players reveal the
“wagon tiles” they own.

For each wagon that arrives at its destination
(either Portus or Rome; the order of arrival
does not matter), the player holding its tile
scores 3 points. For each wagon that has not
yet arrived, the player holding its tile looses
1 point.

Example: a player has two “wagon tiles”. At the
end of the game, only one of them has arrived.
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The player scores 2 points: 3 for the wagon that

arrived, and -1 for the one still on the road.
1. Count the Victory Points:

CoNTRACTS Number of black tokens. VICTORY
A contract is stipulated when a cube and a Coins do not give points. == POINTS

“ware” tile of the same colour are stacked.
2. Count the Wagon Points:

Each player’s score equals the number of

Winning Loosing “WAGON
colours in which he holds contracts mullti- “wagon tiles” ™™ “wagon tiles’  m= TILE’
plied by the greatest number of contracts (3 points each) (-1 point each) oY
held of a single colour.

However, he looses 1 Point for each cube or 3. Count the Contract Points:
(3 ) *
re” til ned th not form par
ware” tile owned that does not form part Number of col- Number of the
of a contract. oured contracts x more frequent — m= CONTRACT
. POINTS
stipulated colour
If there are uncompleted contracts
EXAMPLE . ;
(single cubes or tiles):
A player ends the game with: CONTRACT Single cubes o T
POINTS - > = CONTRACT
STIPULATED CONTRACTS or tiles um—
2 yellow 4 green 1red 2 blue
contracts  contracts  contract  contracts Calculate the final score:
‘ 1 white VICTORY POINTS
contract + WAGON POINTS
.\. + TOTAL CONTRACT POINTS
.\ t = FINAL SCORE
T CREDITS
UNCOMPLETED CONTRACTS
AvuTtHOR: Walter Obert
1'brown cube 4. ILLusTrATIONS: Seyyed Ghassem Farhany
1 green “ware” tile ~ GRrAFIC ProjECT: Paula Simonetti

ApaprTION: Alfredo Genovese
CoRrRrecCTIONS: Anna Genovese and Michele

5 colours: yel- Maczimum

number: Quondam
low, green, red, P
blue, white green

contracts THANKS
However he loses 2 Points: 1 for the single green My thanks to Piero Cioni, Paolo Mori, Federico
“ware” tile and 1 for the single brown cube. Faenza, Andrea Chiarvesio, Mario Sacchi, Fabio
Note: the second yellow contract and the second Cambiaghi, Tinuz and Paoletta, Diego Di Dato,

blise contract do not confribute toithe score. Marco Averone, Carlo Lanzavecchia, Paolo Vallerga,

Andrea Mainini and Alberto Vendramini. My special
20 -2 = 18 POINTS thanks to Maura Mattio, Serena and Giulia Obert for
their precious suggestions and patience. oo

One More Barrel
Boardgame

Invent a reason to invade a nation rich with petroleum,
make everyone believe that your actions are legitimate
and done in the name of freedom and justice, make
sure the media plays along by giving false information
for a long time: this is the formula for becoming rich be-
yond your wildest dreams. Luckily, this is only a game
and would never happen in real life!

3-5 PLAYERS (10+ YEARS) PLAYING TIME: 100 MINUTES

WWW.GIOCHIX.IT
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