                   L’INVINCIBLE ARMADA

             (England vs. The Spanish Armada 1588) 


by Roberto Morraglia

translation by Douglas Silfen

Rules of Play

There are up to 8 turns in the game depending on what transpires. See section 9: Winning the Game, for this. The boxes on the map correspond to turns 1-7 where there is 1 fleet per player per turn except for turn 7 when there are 2 fleets per player. Turn 8 is the conditional final battle with all ships in the game involved.
1. Components
One map, 16 fleets (8 Spanish , 8 English, each representing the lead ship of a naval sub-fleet of up to 20 ships), 2 six sided dice, 1 eight sided die, two events charts, one tactical/orders chart, and one wind chart.

Map- divided into 7 turn areas where 1 fleet from each side will match up against the other except for area 7 (Gravelines) where 2 fleets from each side will match up against each other.

Wind Chart-corresponds to 8 wind directions as thrown by a corresponding 8 sided die.

Tactical/Orders chart- each side places the orders for their 8 fleets on this chart and also keeps track of naval loses from the sub-fleet of each fleet.

Events Chart- Compares the orders given by the English player to those given by the Spanish player on the Events chart (see 10.0 for chart) and obtains the appropriate result for what happens during this turn combatwise or not.

A Fleet- one side depicts the typical Spanish War Galleon or English “Race Ship”, the other side gives the following information-

  -The Name of the Commander of that sub-fleet and his rating from 3 (least effective) to  6 (most effective).

  -The name of the flagship of the sub-fleet where that commander is stationed.

  -The Gunnery Fire Power power of that sub-fleet for Fire Combat.

- The Boarding Fighting power of that sub-fleet for Boarding Combat.

-The number of ships in that sub-fleet (usually from 14 to 20)

  -The favorable wind direction for that sub-fleet’s bearing.

2. Game Preparation
The boxes on the map correspond to turns 1-7 where there is 1 fleet per player per turn except 2 fleets per player per turn for turn 7.

On the tactical/orders chart, there are 4 tactics to choose from for each side-

for the Spanish , there is Fire Combat, Boarding Fighting, Embark troops, and Disembark Troops. For the English, there is Fire Combat, Swift Maneuvering, Close-in harrying, and Ammunition re-supply.

The tactical/orders chart must be filled in with each lead fleet ship from each side, writing which turn they will be doing those actions on. Each fleet gets only one turn (turns 1-7) to carry an order out. One fleet per turn except for turn 7 in which 2 fleets per side can carry out an action. For example, if San Martin selects to do the disembark troops action on turn 5, you will write the number 5 on the tactical/order chart in the intersection box corresponding to the San Martin and the disembarking troops order. This of course will also mean that the San Martin fleet will be placed in box 5 on the game map, information side face-down during the game placement phase. There will be one fleet per box per side for turns/boxes 1-6 and 2 fleets per side per the turn 7 box

at Gravelines. The same order must be given to both (2) fleets for each side during turn 7.

Restrictions-English Player-

The English player must choose Ammunition re-supply for at least one of his fleets during the first 4 turns/boxes. He also must choose Am. re-supply for exactly 2 of his fleets during the first 6 turns/boxes. Thus this requirement can also be fulfilled by choosing re-supply twice in the first 4 turns/boxes. Re-supply cannot be chosen more than twice in game.

Restrictions-Spanish Player-

The Spanish player may choose Embark, Embark, Disembark, Disembark in that exact order for 4 of his fleets with other orders/fleets allowed in between that exact order, or the orders Embark, Disembark, Embark, Disembark for 4 of his fleets in that exact order with other orders/fleets allowed in between that exact order. If using turn 7 for Disembarking, the spanish player must have chosen the first option of Embark, Embark, Disembark and Disembark. This is because the  Disembarking will be for both fleets during 7, thus taking up all of the disembarking orders allowed for the game. Embarking and Disembarking cannot be chosen more than twice each per game.

Game Placement Phase- according to your tactical/order chart, each side places the corresponding fleet ships into the turns 1-7 boxes on the map. Remember only 1 fleet per side per box except turn 7 where it is 2 per side per box. Place the fleets with the silhoutte of the ship facing up and the identity facing down.

3. Sequence of Play (Turns 1-6)
Phase 1- Roll for the direction of the wind on the 8 sided die. On Turn 1, the wind is in the direction that corresponds to the die roll.  On Turns 2-7, the wind can only change if the roll is in a new direction that is within 2 wind notch changes of the previous one. For example, if the wind was blowing south for turn 1, it will continue to blow south if you roll south, northeast, north, or northwest on turn 2, but it will move to the new direction if you roll southeast, east, southwest, or west. If the wind was blowing west for turn 1, it will continue to blow west if you roll west, northeast, east, or southeast. It will move to the new direction if you roll northwest, north, southwest, or south.

Phase 2- Turn over each fleet in that turn’s box (1 per side except turn 7 (2 per side) and identify that fleet’s flagship, commander and sub-fleet information.

Phase 3-Compare the orders given by the English player to those given by the Spanish player on the Events chart and obtains the appropriate result for what happens during this turn combatwise or not.

Phase 4- Resolve Combat or the Events due to the result obtained from Phase 3. Record loses, commander deaths and naval results on the tactical/orders chart.

Phase 5- Move on to the next turn. Repeat Phases 1-5 until Turn 7. 

Explanation of the Choices- 

Fire Combat- English or Spanish option. The Two fleets fire at each other with cannon, The english also make use of fire-ships and launch them at the Spanish.

Boarding Combat- Spanish option. The Two Fleets fire at each other with cannon, The Spanish also try to successfully board the English flagship and a few other english ships in order to take over ships and/or kill the English commander.

Close-in Harrying- English option. The English try to disrupt the Spanish from embarking or disembarking troops by blocking the ships from shore or by firing at the individual soldiers disembarking with small arms or cannon, etc. using their swift fleet advantage. Good against attempted Spanish Disembarkation.

Ammunition-resupply- English option. The English ships start the game low on ammunition and must resupply in order to be most effective.

Embarking Troops- Spanish option. the Spanish try to embark troops from nearbye islands or Flanders onto their ships in preparation for an invasion of the English mainland.

Disembarking Troops- Spanish option. the Spanish try to disembark troops from the Armada onto England for a land invasion and occupation of southern England.

Swift Maneuvering- English option. The English try to move in and out of the Spanish ships causing mass confusion. Good against attempted Spanish Embarkation.

Explanation of the results of the event chart-

Fire Combat- The Two fleets fire at each other with cannon, The english make use of fire-ships as well and launch them at the Spanish. See Fire Combat Section of the rules upcoming.

Disembarkment of The Spanish Troops-successful, unsuccessful, or successful only if the Spanish win the preceding Fire-Combat or Boarding Combat.

Embarkment of The Spanish Troops-successful, unsuccessful, or successful only if the Spanish win the preceding Fire-Combat or Boarding Combat.

English Ammo re-supply – either successful, unsuccessful (if no Ammo result is listed, that also means it was unsuccessful) , or successful only if the English win the preceding Fire-Combat or Boarding Combat. The Spanish player’s best hope at stopping Ammo re-supply is by selecing a Combat option and winning the battle.

If the English fail to re-supply their ammo the first time they try to do so, they subtract 1 for the result of the game for Fire-Combat, Boarding Combat and the Final Battle (turn 8)’s die roll.

If the English try a second time to re-supply their ammo and fail again, they can no longer try to re-supply and for the rest of the game they subtract 2 for the result of the game for Fire-Combat, Boarding Combat and The Final Battle (turn 8)’s die roll.

No Battle- There is no battle this turn. (Neither Fire-Combat or Boarding Combat)

Boarding Combat- The Two Fleets fire at each other with cannon, The Spanish also try to successfully board the English flagship and a few other english ships in order to take over ships and/or kill the English commander. See Boarding Combat in the rules upcoming.

4. Fire-Combat

After it is determined that fire combat will be occuring, the side with the higher ranked commander chooses first if he will try to gain the help of a reinforcement fleet. If he wants this to occur, follow the below procedure to see if it does. Next, the other commander’s side decides if he will try to gain the help of a reinforcement and if he wants this, see if this happens as well. If both commanders are ranked the same, roll a D6, highest roll decides first.

Reinforcement Procedure- On Turns 1-6, you may try to reinforce your current fleet with your fleet from the upcoming turn (or one of the 2 fleets from turn 7 if you are on turn 6), pick the fleet you wish to use as a reinforcement (there’s no real choice except on turn 6) and if the wind direction for that turn is the same as the optimal wind direction for the fleet you wish to use as a reinforcement, then that fleet arrives successfully 100 % of the time with no die roll necessary. It will also add 2 to the die roll for that battle as it is steaming into battle with help from the wind liking a charging cavalry! 

If the wind does not match direction of the fleet you wish to use as a reinforcement, roll a D6. If the result is equal or less than the commander’s rating of the fleet you wish to use as a reinforcement, that fleet arrives successfully, but with no wind bonus. If not, that fleet fails to arrive and you must carry on with the battle without reinforcement.

Combat Resoltuion- use one D6. Each Side totals their Gunnery values from their 1 or 2 fleets (if reinforcment has arrived). Each side then adds the value of the roll of one 6 sided die to that (plus 2 if a reinforcing fleet has arrived with the wind or –1 or –2 if english and if a failed re-supply penalty exists). Compare the values obtained, the side with the higher value wins the battle. If the values are tied, the fleet with the highest rated commander participating wins, if that is tied too, then no one has won the battle. The side with the lower value loses the battle. Winning the battle will matter for some of the events results described above. Subtract the values obtained from the ship amounts on both sides and note the new ship amount values on the tactical/order chart. For example if the total Spanish value in the combat is 12, and the english fleet has 20 ships, then that english fleet now has 8 ships. If the ship total ever falls to 0 or less, remove that fleet/unit/ships from the game forever. That Commander is also counted as Killed. There is a penalty for that death during turn 8- the Final Battle. If there are two fleets per side in the battle, then distribute the loses 50 % to each fleet. If the amount is uneven, the extra 1 ship loss goes to the reinforcement fleet. If it is during 7, the extra 1 ship loss goes to the fleet returning from reinforcement or if none, then to  one of the 2 fleets decided in a random manner (coin flip- die roll).

Return from Reinforcement Procedure – The Reinforcing fleet must try to return to its original turn/space after the battle is over. Wind is not a factor. Roll a D6. If the result is equal or less than the command rating of returning reinforcement fleet, that fleet arrives successfully. If not, that fleet fails to return, that turn/order may then be empty for that side for turns 2-6 or have only 1 fleet for turn 7 instead of 2, and it may affect the following turn’s event result.

5. Boarding Combat – 

same as above (including reinforcements and returns, etc and ship loses, etc etc) except you use the Boarding Combat values of each fleet instead of Gunnery values. One difference is, a reinforcing fleet arriving with the wind gets to add 3 to the die roll for that battle instead of 2 as in fire combat. It comes ramming in with the wind with the boarding blank ready to unload! Another difference is if there are 5 or less ships left in a fleet on the LOSING side, those 5 ships are taken away from the losing side (remove that fleet forever from the game) and are captured by the winner. The Commander of that captured fleet is also captured and killed. Note that there will be a captured fleet of 5 or whatever value less ships that will be added to the final battle on turn 8 for the victorious side. A final difference is that the winner of a boarding battle rolls the die and if it is a 6, then the opposition commander of the winner’s choice is killed. If a reinforcement’s commander is killed, then that fleet cannot return to where it came to reinforce from. For each of your commanders killed in the game, also, you will subtract 1 to the die roll for your side in the conditional final battle of turn 8. 

6. Changing of orders- 

if the english successfully resupply ammo, the placement of their fleets remains the same for the rest of the game, but you may erase all following orders at that very moment of resupply and substitute different orders. You can now choose among 3 options – fire combat, swift maneuvering or close-in harrying. You may not choose ammo resupply. There are no restrictions.

if the Spanish successfully embark troops, the placement of their fleets remains the same for the rest of the game, but you may erase all following orders at that very moment of embarkation and substitute different orders. You can now choose among 3 options – fire combat, Boarding combat or Disembark troops, you may not choose embark troops. If you have already failed one attempt at Disembarkation, you may only select Disembark troops for 1 fleet remaining in the game and not on turn 7. If you have not failed at any disembarkation, you may select 2 fleets to still try this. There are no other restrictions.

if the Spanish successfully disembark troops, the placement of their fleets remains the same for the rest of the game, but you may erase all following orders at that very moment of disembarkation and substitute different orders. You can now choose among 2 options – fire combat or Boarding combat. You may not choose disembark or embark troops. There are no other restrictions.

After Turn 3 - the placement of both sides’ fleets remains the same for the rest of the game, but you may erase all following orders at the very end of the turn and substitute different orders. You must adhere to the limitations of your choices of orders given above.

After Turn 6 – the orders for turn 7 can be changed. Usually the only significant change that can occur is the Spanish selecting both fleets for disembarking if they haven’t chosen disembarking thus far.

7. The Battle of Gravelines (Turn 7)- 

This will usually be a 2 fleet vs 2 fleet battle unless some fleets failed to return from being reinforcements on turn 6 in which case it can be a 2 vs 1 battle or 1 vs 1.

Use the other events chart 11.0.  The side which has lost more total ships in the game thus far picks the type of combat from the following – Fire Combat or Boarding Combat. The Spanish , if they have selected disembark as the orders for their fleets on turn 7 will get to disembark successfully, but ONLY if they win this battle. There will be no embarking, re-supply, etc following this battle. 

The Combat now takes place as normal (see 4 and 5) except with no reinforcements involved.

8. CONDITIONAL/IF NEEDED---------The Final Battle (Turn 8)-

 A Clash battle (neither a fire-combat nor boarding combat battle- neither gunnery nor boarding values are used). No embarking or disembarking etc..nothing.

The Final Battle- If the Spanish have successfully embarked their troops but have failed to disembark them by the end of turn 7, this final battle occurs.

Each side picks a surviving commander from their side as their grand admiral for the final battle. 

Roll for a wind change. If the new wind matches the preferred wind of the grand admiral you have chosen, ADD +5 to THE RESULT OF THE FINAL DICE ROLL! Your admiral comes gallantly steaming into battle with trumpets and glorious fanfare of the ages!

All remaining ships and fleets on both sides, fight in this battle. Add any captured ships to the grand total of the side that captured it. Total up the value of each side in ships remaining totals.

Each side rolls 2 D6 ! Add the above 5 if applicable, subtract 1 or 2 if you are english and have a re-supply penalty as applicable, subtact 1 for each commander your side has lost to a death of a commander in the game...

whichever side has more ships left in total following this battle, that side is the winner- see below---

9. Winning the game
Spanish Victories- 

If the Spanish successfully disembark troops in England, STOP! they win the game right at that moment with a Absolute Total Victory. The game does not to proceed any further. Queen Elizabeth I is killed and a Catholic is installed on the throne of England. England is conquered (with help from a papal army) by Spain for a time. There can never be a turn 8 final battle in such a game, but there can be a turn 7.

If the Spanish DO NOT successfully disembark troops in England, but have successfully embarked troops on their ships, and win the ship count after the final turn 8 battle- they win the following ways:

If the Spanish have 1-10 more ships (after the final battle) than the English- The Spanish win a Marginal Victory. The proud Armada returns home with a victorious final battle and some pride.

If the Spanish have 11-20 more ships (after the final battle) than the English- the Spanish win a Tactical Victory. The English coastline is bombarded by Spain. Some damage is done. 

If the Spanish have 21 or more ships (after the final battle) than the English- 

The Spanish win a Stragetic Victory. The English coastline is bombarded by Spain. Damage is done. A blockade forces Elizabeth I to abdicate and a Catholic assumes the throne of England. 

DRAW______________________________________________________________

If the Spanish DO NOT successfully disembark troops in England, but they have successfully embarked troops on their ships, and the total ship count after the final battle is equal...

THE GAME ENDS IN A DRAW. both sides go home sadly with much loss of life. Spain returns another day.

_______________________________________________________________

English Victories- 
If the Spanish DO NOT successfully embark troops troops onto their ships, the Spanish player must let the English player know that there are no more embark orders that are left for them in the game and that they have failed to embark any troops. STOP! England wins the game right at that moment with a Absolute Total Victory. The Spanish Armada proceeds to be ruined and tossed around by a series of gales and storms as it retreat home around Ireland. England is saved! (This is the historical result). There can never be a turn 8 final battle in such a game, nor a turn 7, but there can be a turn 6.

If the Spanish DO NOT successfully disembark troops in England, but have successfully embarked troops on their ships, and the English win the ship count after the final turn 8 battle- England wins in the following ways:
If the English have 1-10 more ships (after the final battle) than the Spanish- The English win a Marginal Victory.  England is saved, but with too much loss of life. Spain returns next year to try again.

If the English have 11-20 more ships (after the final battle) than the Spanish- the English win a Tactical Victory. England is saved. Spain may return another day.

If the English have 21 or more ships (after the final battle) than the Spanish- 

The English win an Strategic Victory. England is saved. The Spanish return humiliated, and will not return another day.
10. **Optional Rule**
    Instead of ending the game then and there, players may want to continue the games where an Absolute Total Victory has occured. In such a case, keep playing and include the turn 8 battle. If the other player (other than the one earlier granted total victory) has more total ships after the final battle,  

THE GAME ENDS IN A DRAW. both sides go home sadly with much loss of life. Spain returns another day.

If the other player does not have more ships after the final bettle, there is an Absolute Total Victory for the opponent as would have happened had the game ended earlier.

10.0  THE EVENTS CHART (Turns 1-6)
	Spanish Player’s choice >


	Fire Combat
	Boarding Combat
	Embark  Troops
	Disembark Troops
	Forced No Selection due to no fleet present

	English Player’s choice v
	    x
	    x
	    x
	    x
	   x

	Fire Combat
	Fire Combat.
	  Fire Combat.
	Fire Combat. Spanish Player Succeeds & Embarks Troops onto ships only if they win the battle.
	Fire Combat.

Spanish Player 

Succeeds & Troops Disembark into England only if they win the battle.

	Nothing. No Battle

	Swift Maneuvers
	Fire Combat.
	Boarding Combat.
	Spanish Player fails to Embark Troops onto Ships. 

**********

There is no battle.
	Boarding Combat.

Spanish Player 

Succeeds & Troops Disembark into England only if they win the battle.
	Nothing.

No Battle

	Close-In Harrying
	Fire Combat.
	Boarding Combat.
	Boarding Combat.

Spanish Player Succeeds & Embarks Troops onto ships only if they win the battle.

	Spanish Player fails to Disembark Troops.

***********

There is no battle.

	Nothing. No Battle

	Ammo Reloading
	Boarding Combat. English Player succceeds & Ammo is reloaded only if they win the battle.
	Boarding Combat. English Player succceeds & Ammo is reloaded only if they win the battle.
	English Player succceeds & Ammo is reloaded.

Also,

Spanish Player Succeeds and Embarks Troops onto Ships. 

No Battle.
	English Player succceeds & Ammo is reloaded.

Also,

Spanish Player Succeeds and Troops Disembark into England. 

No Battle.
	English Player Succeeds and Ammo is reloaded.

No Battle.

	Forced No Selection due to no fleet present
	Nothing.

No Battle
	Nothing.

No Battle
	Spanish Player Succeeds and Embarks Troops onto Ships.    No Battle.
	Spanish Player Succeeds and Troops Disembark into England.  No Battle.
	Nothing.

No Battle.


11.0  THE EVENTS CHART (Turn 7 GRAVELINES)
	If Spanish Player gets the choice. there are 2 options depending on how the Spanish player chose: 
	1 Fire Combat Only.

If Spanish player did not choose Disembark for this turn.

                     OR 
	2 Boarding Combat Only. 

If Spanish player did not choose Disembark for this turn.

	1 Fire Combat.

If Spanish player had chosen Disembark for this turn, 

Spanish Player 

Succeeds & Troops Disembark into England only if they win the battle. 

OR
	2 Boarding Combat.

If Spanish player had chosen Disembark for this turn,
Spanish Player 

Succeeds & Troops Disembark into England only if they win the battle.


	If English player gets the choice, There are 2 options depending on how the Spanish Player chose:
	1 Fire Combat Only. 

If Spanish player did not choose Disembark as their orders for this turn. 

OR
	2 Boarding Combat Only.

If Spanish player did not choose Disembark as their orders for this turn.
	1 Fire Combat.

Spanish Player 

Succeeds & Troops Disembark into England only if they win the battle. 

 OR
	2 Boarding Combat.

Spanish Player 

Succeeds & Troops Disembark into England only if they win the battle.


Both charts 10 and 11 - Ignore Disembark results if that is the chosen tactic and no prior successful embarking has occured. The rest of the result still applies.

