TITANIC

NORIS SPIELE

NOTE: This is NOT a translation, this is "How to Play" as told to us by the German demonstrator at Essen Spiele. We have, with his blessing, added one note that he says isn't in the rules book. Chris Baylis

NOTE #2: I have the rough output of Language Assistant. This cleared up a few points I could not fathom, and seems correct and rather more concise than the actual rules. Frank Branham

2 - 4 Players Aged 6 upwards

Preparation:

1). Lay the board flat.

2). Shuffle the playing cards (with numbers) and deal three (3) to each player.

3). Separate the tiles into the three (3) different types and place these by the side of the board.

4). Each player selects a colour and takes the pawns

(passengers) of that colour according to the number of players; 15 each (Red and Blue) for 2 players, 10 each

(include Yellow or Green) for

3 players, and 8 each for 4 players. (There shoud be 48 pawns, 2 x 15 (Red & Blue) then Yellow and Green pawns 1 x 10 and 1 x 8 (My set, in error, had 8 Green and 8 Yellow)

5). Determine by any means who is to start

Object of the Game:

To save as many of your passengers as possible. Passengers are only safe if they are in life-belts when the ship sinks (game ends).

Playing the Game:

1). On his turn the player rolls the die. What they next do

depends on the result. However,

whatever the die result players may always use their cards to move passengers who are already out, either on the ship or in the water. Whenever a new passenger is placed on the start square that passenger must be moved

immediately, before the player moves any other passenger. A

passenger may never stop on the start square.

Blue Dot: The player places a Water (all blue) tile on the square marked "1" then places one of his pawns on the start square. Using one or more of the cards in his hand, the player must move the pawn along the walkway off the start space.

Red Dot: The player places one of the tiles showing lifebelts onto the next available square

(tiles are always placed on the next number in succession). They do not start a new passenger.

Lifebelts: The tiles have 1, 2, 3 or 4 lifebelts on them.

They must be placed 1's first, then 2's (when all the one's have gone) then 3's and finally the 4's.

White Dot: The player places one of the Ice tiles onto the next square. They do not start a new passenger.

Start: The player starts a new passenger. They do not place any tiles.

Note: Passengers may never occupy the start space and must be moved off immediately.

2). In the basic game, passengers may stay in the water, on the same space, for as long as the player wishes. This means that it is possible to tread water waiting for a

lifebelt. In the regular game any passenger in the water is considered to be swimming and must move every turn

or drown (be removed from play completely). This is the only

difference between the basic and regular games as far as I know.

3). Passengers always move in a straight line per card (ie. if you played a 6 you would move 6 spaces in one direction, not 3 up and 3 along for example). More than one card can be played in a turn and the direction can be changed for each card.

4). Any passenger that lands (at the end of any card movement) on another passenger on the walkway (it is not permissible to land on a passenger in the water) pushes that passenger off the walkway and back into the owner's pool of passengers (not out of the game). This includes landing on your own passengers.

5). Once a card or cards are played they are discarded and new cards are drawn. If the draw pile expires it is shuffled and used again.

6). Our Rule: If you cannot move a passenger because the cards you hold are too high in value you may show the cards to your opponents and then discard them, drawing

replacements from the top of the draw pile. This counts as a turn and so if you have any

passengers swimming (in the regular game) they cannot move and thus they drown.

7). Passengers must move off the start square before they can begin their journey to the "top"

deck unless they swim up the sides of the boat having entered the water by moving into the blue squares surrounding the board.

8). It is not permissible for passengers to travel over, under, or through ICE at any time. If they are surrounded by ice in the water they drown.

9). It is not permissible for passengers to pass each other (ie go through the same square) in the water or on the orange deck squares. They may pass each other on the walkways only.

10). Lifebelts must be reached by the exact number. Once in a lifebelt a passenger is safe and may never leave it, even if it would mean they could reach another lifebelt and

allow another passenger into the one they are/were in.

11). Passengers may jump over the rail into the water but once a passenger enters the water they may not get back onto the ship.

12). There are exactly the correct number of tiles to fill the boat, once one type of tile is exhausted the player may choose one of the others should he roll the die and get a

result for a tile that is exhausted. Once the last tile is

placed the game ends.

[ Note from Frank: The game can also end once all lifebelts are occupied, or all men are dead. ]

The Winner:

The winner is the player who saved the most of his passengers - ie has the most pawns on lifebelt squares. A draw is a draw.

