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Trade rivalry in the age
of chartered companies
for 2 to 4 players, aged 12 and up

Author: Alexander Pfister

Development and rule book: Viktor Kobilke
[llustrations: Klemens Franz, Andreas Resch
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1 game board 4 double-sided company tracks
e (each consisting of 2 jigsaw pieces)

s Game and History ser—ssr—sr—r—

In Mombasa, players acquire shares of chartered companies based in Mombasa, Cape Town, Saint-Louis and
Cairo and spread their trading posts throughout the African continent in order to earn the most money.

Chartered companies were associations formed for the purpose of exploration, trade and colonization, which
links them inextricably to a very dark chapter in human history: global colonialism. This period lasted roughly
from the 15th century to the middle of the 20th century and is associated with exploitation and slavery.

Although Mombasa is loosely set within this time frame, it is not a historical simulation. It is a strategy game
with an economic focus that roughly refers to historical categories and places them in a fictional setting.
The exploitation of the African continent and its people is not explicitly depicted within the game play.

If you want to learn more about the underlying history, we recommend the following read:
History of Modern Africa: 1800 to the Present by Richard J. Reid. (Blackwell Concise History of the Modern
World). Wiley-Blackwell, Oxford.
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Each track has an ID made up of a letter and a number (Al to D2).

Make sure when putting the tracks together that the ID in the lower

left corner of a track is the same as that in the lower right corner.

36 starting action cards

(9 of each player color §& % 45 &)
I 16 track markers (4 of each player color) . \
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I 20 bonus markers (5 of each player color) ‘ \

4 ink jar markers @ | 4 diamond markers O I

|
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Setup of the first game

é 1. ) 6 5. N ( 6. ) g 10. )
Place the game board in the Now fill the 12 spaces of the card display Place the coins (of values : Each player chooses a color and
middle of the table. with cards drawn from the top of the 1 and 5 pounds) as a supply receives:

- > action card stack. First fill the 4 spaces next to the game board. This The plaver board of that color.

(" 2. ) of the right column from top to bottom supply is called “the bank” whicl})l h}; laces in front of him,
Return the 4 track cards to the with one face-up card each, then do the \. J (makin Slflre that there is room
box. They are not needed for the same for the middle column and finally e 7 A below ai d above the plaver
first game. Then take the company for the left column. If you did everything Now fill spaces 2 to 7 of. the round track with board) P
tracks A1, B1, C1, D1 and place right, the card in the top space of the left , "

coins from the bank according to the number

them at the edges of the game column should be a card of letter A, while of players (space 1 is always left empty):

board as follows: the 3 cards below it should show letter B.
Al at the black Mombasa edge,
B1 at the red Cape Town edge,
C1 at the white Saint-Louis edge,
D1 at the orange Cairo edge.

In a 2-player game: Take 6 coins of value 1.
Place one of them onto each of the 6 spaces of
the round track.

-~
In a 3-player game: Take 9 coins of value 1. %
Place a stack of 2 coins each onto the spaces 2,
4 and 6 of the round track. Then place 1 coin
each onto the spaces 3, 5and 7.

The 9 starting action cards
of that color, which he takes
concealed into his hand.

For the remainder of the game,
each of these company tracks is
now linked with its company: Al
is called the Mombasa track, C1 is
called the Saint-Louis track, etc.

In a 4-player game: Take 12 coins of value 1.
Place a stack of 2 coins onto each of the

\ J (e (A (= 6 spaces of the round track.

e 3. D ]| ' & .| | é | l.g); | The 4 track markers of that )
Place the 15 trading posts of each | iy 3] R e 3 P B W= color, of which he places one
color onto the spaces of their — — = j onto each starting space of the
matching company bases: the ] Wlﬁ s £ ?g% | el 228 25 2 =] 2 4 company tracks.
15 black trading posts in Mombasa, ? | 9] RREE | D | raCl I ' QE QE & g:
the red ones in Cape Town, the el @w ww
white ones in Saint-Louis and the ool oa| Tl S / a > Ll= Ll= LL Ll=
orange ones in | ! & 2 i & = I}‘ ( 8. i (/, - :
Cairo. Make sure - 1[3an] 52D || = || 2553)) Sort the 72 book tiles by ;\1 diamond mark.er, which he |
that each space ' @33 =3 W the letter on their back places onto the diamond space
of a company N 5 — = - y (A,B,C) and place them of the diamond track on his
(and any coin E : ]J & T ~ e dlein e o e player board.
icon 01(11 it) i; F [ 7 LITITT Ea m'? yor— : ) : upper right side of the ) =
covered witha |l = T = L board as the book supply.

_trading post. 3 & Round track 1 N Then fill the 12 spaces

o B . ) of the book display by
( 4 SHs 1o B B B B B ling 4 til £ h \ <
Sort the 44 action cards b oL e ~\ e Book displ | ST R S (R 1 ink jar marker A
y the letter T Tor loh L 00k disp.ay Gt letter and placing each face . .
o ioht feach £ ' % i j (which he places below his
in the upper right corner of eac 21 SOROA. \* N pe - up onto a book space of its player board for now)
card (A,B,CD,E). BT o h B letter in the book display. \ Y : ~
Shuffle the 4 cards of letter E and : e L (. 1 pound from the bank )
place them as a face-down stack next Company bases ? : - : @ (which he places next to his
to the lower left corner of the game _ ' B . player board).
board. Then shuffle the 4 cards of Card display - ) J 1 S \ <
letter D and place them face down Left Right “& _ ( Each player also receives a )
on top of this stack. (| column " column | ii ﬂi a ﬂﬁ =! ! ' number of bonus markers of
Conti.nue in this man- Middle - o his c.olor (which he places next
ner with the 11 cards of (A . to his player board):
letter C and Fhe 16 cards E‘a i‘a E‘.‘- g’;,i Hi ié In a 2-player game: Each player
of letter B. Finally place u receives 3 bonus markers.
the 9 shutffled cards 2 - In a 3- or 4-player game: Each
of letter A fe}ce down T L m— A J player receives 2 bonus markers.
9[1}11 top Oithls Silaccll('h LL— L 9 ) Return the spare bonus markers to
is stack is called the — c i
‘action card stack” Next to it, leave Place the 4 bonus tiles the box. the'y are only relevant n
e s — Room for the P O games that include the company
room for the action card discard <2 d discard pil gl 1 /LA B0 track B2
( pile. L) Action card discard pile side of the game board. | (N i J )
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11.
Determine a first player and give him the first player marker.
\.
i 12

Give each player a specific “1”-expansion card.

o The first player receives the “1”-expansion card
showing a 1 in the upper right corner.

« The player to his left (the second player) receives the
“1”-expansion card with the 2 .

« The third player (if any) receives the “1”-expansion
card with the 3 .

o The fourth player (if any) receives the “1”-expansion
card with the 4

Each player adds his “1”-expansion card to his hand,
bringing it to a total of 10 starting action cards.
\Return any spare “1”-expansion cards to the box.

( 13.
Give each player in a clockwise order a
specific starting tile:

« The first player receives this tile.

o The player to his left (the
second player) receives this tile.

o The fourth player (if any) receives this tile.
Return the spare starting tiles to the box.

Each starting tile shows the following: -
—— Zemm—_. 3 icons in a row (each representing
2B D 1 11 a certain starting action card)

7 <., starting book similar to the ones
in the book display
an ink jar icon
the starting bonus of the player

Setup of

( 14.

Now, each player carries out the following steps:

1. He places his starting tile face
up onto the space with the

3. From his starting hand, he
finds the 3 cards indicated
by the 3 icons in the left
corner of his starting

tile. He places these By LaY) LaT
cards face up above his || 22| || & || || &

player board, each card | & 3 | & » (1]
in one of the [ = & B i
3 colored
resting slots

(in any order). "

4. He receives his starting bonus. \

subsequent games

J

When you already know Mombasa, you

can use a more variable setup in which

steps 2 and 13 are carried out in a

different way:
( 2. )
Take the 4 track
cards and shuffle
them face down.
Place a random
track card face
down next to each
edge of the board,
making sure that
1 of the 2 arrows
is clearly pointing
towards that edge.
Then flip the cards
face up.
On each edge of the board place the
company track indicated by the half of the
card pointing towards that edge.
Then return the track cards to the box.

His starting bonus refers to 1 or 2 specific tracks and the
number of spaces the player must move forward on these
tracks with his marker:

4 = 3 spaces on the Mombasa tmck

w

1 space on his diamond
= track AND 1 space on the
Saint-Louis track

. J
( 13. )
Shuffle the 10 starting tiles and deal each
player 2 face-down tiles. Return any spare
starting tiles to the box.

Each player looks at his 2 tiles, secretly
chooses one of them and returns the other
one to the box.

Then players reveal their chosen tiles

.

simultaneously.
_/ . J

Object of the game

As an investor, you try to earn the most money (pounds) by investing goods in chartered
companies and spreading their trading posts from their company bases throughout the African
continent. By investing goods you increase the number of shares you hold in those companies
and by spreading their trading posts you increase the value of each share. Also, you can improve
your earnings and prospects by building up diamond stocks and by clever bookkeeping.

During the game, you earn money which you usually need to pay for certain actions.
The main portion of pounds, however, you earn at the end of the game.

Then your total is calculated by adding:

o the cash you have on hand

~

o the value of the shares you hold of each of the 4 companies

diamond track

o thelast value your ink jar
marker has passed on your
bookkeeping track

The player with highest total wins the game.

¢ Bookkeepmg
track 3 &

Company shares and their value

During the game, you can advance your marker on each company track. Whenever
you reach or pass a space with a share icon, you own as many shares of that company
as the icon shows. Also, some cards (which you can acquire during the game) may
show an additional share of that company.

The value of each share of a company is determined by the number of trading posts
that have left the company’s base: The total number of coin icons revealed in its base
equals the value of each share of that company.

~

Example: Blue has a total of 7 shares of the Cape
Town company: 5 shares on the Cape Town track and
2 shares on his cards.

As each share has a value of 6 pounds (because

6 coin icons are visible in the company base), his
shares of Cape Town are
worth a total of 42 pounds

(7 shares x 6 coin icons = 42).




Playing the game

a

)

i
Mombasa is played over 7 rounds. =3y Each round consists of 3 phases. =—————p- Phase 1: Planning phase ﬁ

=y Phase 2: General action phase ! I

=3 Phase 3: Preparation phase for the next round ('1 -»ﬁ
After the General action phase of round 7, the game ends with a final scoring phase.

e ] ) Planning phase \\\

| ) @ Resting decks g
K. N

The Planning phase is carried out by all players simultaneously and comprises 2 steps: \
a) Each player plans his Action phase by placing cards face down in his action area
b) All players turn their placed cards face up

a) Place cards face down in your action area
Choose cards from your hand and place them face down in the available action slots of your action area (the area beneath
your player board).

Note: You will use the cards in your action area during the General action phase. Thus, the cards you place will determine to a
certain extent which actions you can perform (see pages 5 to 8 for details of the cards and their actions).

At the start of the game, you have 3 action slots available (the 3 colored slots at the bottom of your player board).

Each available action slot can hold 1 card. Therefore, you can place up to 3 cards.

Later in the game, you may unlock one or even two additional action slots by reaching or passing certain spaces on your

diamond track and your bookkeeping track (see the top of page 12 for details). With each unlocked additional slot, you may Additional

place 1 additional card from your hand during the Planning phase (so you could place up to 5 cards if you had unlocked action slot

both additional action slots.)

o The card you place in each of your available action slots is up to you. However, there are certain things to consider:
Each action slot is linked to the resting slot directly above it on top of your board. At the end of your action phase, you
will move each card from its action slot up to the linked resting slot. Thus over the rounds, in each resting slot a resting
deck builds up (that comprises all cards previously played into its linked action slot). The cards of the resting decks are
inactive and cannot be used until they are recovered. However, each round, you can only return the cards of one of these
resting decks to your hand (see “End your own action phase” on page 9). Thus it can make quite a difference in which
action slots you place certain cards, as you want each of them to go onto the resting deck best suited for your plans.
Note: In the Planning phases of round 6 and 7, however, it becomes irrelevant in which of your available action slots you
place your chosen cards (because these cards cannot be returned to your hand before the end of the game.)

 You can always choose to place fewer cards than allowed.

Additional
action slot

Action area

-
\-

Each action slot is linked to the resting slot in
§ the same vertical line. )

b) Turn cards face up
As soon as all players are finished placing their cards in their action area, turn all cards face up.

2) General action phase g/f

The first player begins the General action phase by taking his turn. Then the player to his left takes his
turn, then the next player and so on. In this manner, the General action phase proceeds turn by turn in
a clockwise direction until all players have dropped out of the General action phase.

Goods cards
come in 3 types:
coffee, bananas, cotton
(each with a unit value of
1, 2, 3 or 4 units)

When it is your turn, you must perform exactly ONE of the following actions:

[E 1) Use 1 or more goods cards of one type in your action area (see page 5)

[\g,f 2) Use all expansion cards in your action area (see pages 5 and 6)

[ﬁ 3) Use 1 bookkeeper card in your action area (see page 7)

Al dice
(% 'i‘-“m) (_s% ,;.;.@)
sgam

[#,@1 4) Use 1 diamond merchant card in your action area (see page 8) TP . S
= Expansion cards [2]

(J 5) Place 1 bonus marker (see page 8 and 9)

& a8 Bookkeeper cards
( 6) End your own action phase (see page 9) ) | & llals)
cards =49

As soon as you perform the “End your own action phase” action, you drop out of the General action phase.
Once all players have performed the “End your own action phase” action, the General action phase ends.

4




Note: Depending on which cards you Example: Important: After you have used a card for an action, you must flip it

placed in your action area during the On his turn, Blue may not c x : Q%‘ "EE face down (to indicate that you have used it). Flipped cards cannot be
Planning phase, some actions may perform the “Use 1 bookkeep- %g t ‘; 4 used any more.
not be possible (because you did not er card” action as — -
place the appropriate cards). If you he has not placed a ik Exgmp l,e: .
do not have the appropriate card(s) bookkeeper in his ac- [& Aft er using his
to perform a certain action, you must tion area. (The book- diamond me‘rch‘ant
choose a different action instead. (If keeper of his middle j card, Bluc flips it
you have nothing else to do, you must resting deck does not we S [eaf) face down.
perform the “End your own action count, of course, as it ' ) | &
phase” action.) is inactive.) ) (8@ (83
( R
E 1) Use 1 or more goods cards of one type in your action area
With this action you can acquire new cards from the card display and advance your track markers on the company tracks.
To perform this action, choose from the cards in your action area any number @ - _ Example: )
of face up goods cards which show the same type of good (coffee, bananas or = & To perform this action, Blue could use:
cottqn). You must choose at l.east one card, irrespective of how many goods cards Unit value = 1 unit 3 units « the single 1-unit coffee card
of this type you have and which unit value each of them shows. X : OR « the single 3-unit coffee card
The unit values of your chosen cards add up to form your total unit value, which 18 ntel | _ OR « the I-unit coffee card and the 3-unit
you must use to: = ~T5 = coffee card combined to
o Acquire a maximum of 1 card from the card display AND/OR SNy Al VAl form a total unit value of 4 units
o Advance on 1 or more company tracks with your track marker(s). K Total unit value = 4 units @RI iotonicary )
Acquire 1 card from the card display
Acquire 1 card of your choice from the card display on the game board. Each card in the display has a specific card price. :ﬁ 35_5'4,}-. = T ¢ b~ ¥
This price is composed of 2 values: the red crate-value of the card itself AND the red crate-value on the game board right Il e '
next to it. The sum of these 2 values is the card price which you must at least match with your total unit value. Q:, _ m %
If your total unit value matches the card price, take the card from the display and place it in your hand. E ! s )
If your total unit value exceeds the card price, take the card into your hand and use the remaining units to advance on Bl @ m 28
1 or more company tracks (see below).
Note: The card display is not filled up until the end of the round. red crate-values  card price (= 3 units)
Advance on 1 or more company tracks
Use your total unit value (or the remaining units if you acquired a card) to advance on company tracks. For each goods unit, move one of your track markers
1 space forward. Do so until you have used up all units. You can split up your units in any way you want, using all of them on the same company track or
dividing them among different tracks. (See page 11 for details on the company tracks.)
Once you used all units of your total unit value, flip each card that added to this total unit value face down. Then your turn ends.
~

fExample:

( ( (
Blue uses a total For a card price of 3 units, he Finally, he

unit value of acquires the 2-unit banana flips the
4 units card from the display and puts used coffee
(by combining the » it into his hand. As he has cards in his
1-unit coffee card 1 unit left, he uses this unitto action area
and the 3-unit coffee advance 1 space on a company . face down.
card). track of his choice.
. 1\ AN
\\
73 . . : |
£  2) Use all expansion cards in your action area — i ——

3 expansion 2 expansion
With this action you can expand the companies by placing their trading posts in the regions of the map on the game board. I points

To perform this action, you must use all expansion cards in your action area at once. You may not keep any of them for a later turn.

Each expansion card shows in its helmet icon a number of expansion points (1, 2 or 3). Add up the expansion points of all expansion
cards in your action area. The result is your fotal expansion value, which you must use to expand just 1 company. Which company you
expand is up to you (but you may not divide your total expansion value among more than 1 company).

Note: It is irrelevant if any of the expansion cards you use show in their lower left corner an additional company share of any company. These
additional company shares only become relevant in the final scoring phase. You can ignore them while expanding a company.

5

Total expansion value = 5 expansion points




The 24 regions of the map are separated from one another by single line borders or double line borders. Depending on which border
you cross, entering a region consumes either 1, 2 or 3 expansion points (see below for details). Once you have spent your total

expansion value, your receive the rewards of the regions you have entered and your turn ends. ] /
To enter a region, carry out the following steps: war

1. Choose a region that is directly accessible to the expanding company. A region is directly

First, choose a company. Then spend your expansion points to enter new regions with trading posts taken from that company’s base. Doubl?e borders Region

Single lme borders

accessible if it is adjacent to either the expanding company’s base OR to any region that contains |~

a trading post of the expanding company. (Important: You may choose to enter a region that

contains a trading post of another company. It must, however, not contain a trading post of the

expanding company itself.) - = —
a0 o : x| TN L3S

2. Check how many expansion points it consumes to enter the region (going out from the adjacent ~ - =

base/region of the expanding company). If you only have to cross a single line border to enter A

it, it consumes 1 expansion point. If you have to cross a double line border, it consumes | % & ]

2 expansion points. And if there is already a trading post of another company in the region, Example:

entering it consumes 1 additional expansion point. . 1 y

& P P Columns Blue uses his total of 5 expansion points to

‘/ b expand the Cape Town company.

3. If you have enough expansion points to enter the region, ;
/ Currently First he enters regione, which consumes

take 1 trading post from a space of the expanding

company’s base to place in the region. Each company base f ;)re;nost 1 expansion point, as he has to cross the
comprises 3 columns with 5 spaces each. From which L ltng single line border [1] to reach it. He marks
column you take the trading post is up to you. However, e entering the region by taking a trading
within its column, this trading post must be currently the post (I) from the company base and
foremost (the one closest to the center of the map). placing it on its side in the region.
! : ! . ) Next he chooses to enter region @), which, again, consumes 1 expansion point (for
4. Place the trading post in the region. However, place it on its . y . g e i A (7
. ; crossing the single line border [11]). Again, he marks this with a trading post (II)
slender side, so that it stands on edge.
5 - taken from the company base.
(This is to mark that you have entered the = ! : . A g . :
e buth e notetaee e dits s vrdy - Finally he enters regzon, which consumes his remaining 3 expansion points
& Y ; (2 for crossing the double line border [ and 1 additional because a black trading
Repeat the previous steps for entering a region until your total expansion value is used up. If you post of Mombasa is already in this region). Then Blue also marks this region by
cannot or do not want to use up all expansion points, you must forfeit any excess. \placing a trading post (111) from the company base in it. )

Once you have used up your total expansion value, carry out the following steps:/( Possible rewards of the regions: )

1. Collect the rewards of each region you entered. Take the rewards in any order ) %’? )
you like (irrespective of the order in which you actually entered the regions). @& & Take the depicted number of pounds from the bank.

Move your diamond marker the depicted number
of spaces forward on your diamond track. (Ignore
R R% the mine icons below the diamond icons as they are
only relevant for diamond merchants.)

2. Oust all trading posts of other companies that are present in the regions you
entered (if any). Return each of these trading posts to an empty space of its
company base. If applicable, you may choose in which column to place a
returned trading post. However, within this column, it must be placed onto
the rearmost empty space. There is one exception: Once a column’s final

/7R

Move your track marker the depicted number of

acd oot g [eiicar endory colump) BEp pLe < AN Possible spaces for : Em\f i spaces forward on the company track belonging to
be covered again. Thus, when you return a trading post to an entirely empty Final T e h
] : the next returned the company you just expanded.
column, it must be placed onto the space in front of the final space. black tradi ; spaces
: : ack trading pos k . Use the combined number of bookkeeping points
3. Once any ousted trading posts have been returned to their company bases (there m /o the entered regions to immediately acquire books

can be no more than one trading post in each region now), tip over the upended

. . . from the book display and/or coins from the bank.
trading posts, so that they all stand up appropriately (with the rooftop up).

(See next page on how to use bookkeeping points in
detail.)

4. Finally, flip all expansion cards in your action area face down. Then your turn ends. N

Further Notes and special cases:

« On the map, there are 2 enclave regions. Each of them is entirely surrounded by another region. Thus, before you can enter an enclave region,
you must first have entered its surrounding region. (The 2 surrounding regions are the only ones on the map without any rewards).

o If there are no trading posts left in a company base, this company cannot be expanded until trading posts are returned by ousting.
If a company base runs out of trading posts while you expand it, you must forfeit any remaining expansion points.

o If you need to return an ousted trading post to its company base but there is no valid empty space left, remove the trading post from the game entirely. f

« If you only have one expansion card in your action area and its expansion points are not sufficient to enter any region you want, you must forfeit the Sutrounding region
action entirely and flip the card face down.

« In each column of a company base, the final space is the most valuable as it shows 2 coin icons and cannot be covered again. Thus, when expanding a company, it is usually
advisable to empty a column entirely before starting to empty the next column. However, if you have good reasons, emptying the columns evenly is also a viable option.

o It does not matter if a trading post in a region has any connection to its company base whatsoever, you are still allowed to enter a region adjacent to this trading post’s region.

» Company bases are not regions and thus cannot be entered.

Enclgve region

>/
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