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0.0.0.0. IntroductionIntroductionIntroductionIntroduction    
 

Each player controls a mighty European nation which is 

trying to expand its conquests overseas. Based on 

history with game turns representing approximately 30 

years, Colonial covers the period from the Renaissance 

to the Industrial Revolution. 

0.1.0.1.0.1.0.1. Object of the gameObject of the gameObject of the gameObject of the game    
The object of the game is to reach such a high level of 

Prestige that your nation becomes a stable and 

dominant empire. 

After 8 or more turns, the game ends. The player who 

has the most PP (after subtracting penalties due to 

loans) wins the game. Alternatively, first player to 

reach 10 PP wins the game. 

1.1.1.1. Game componentsGame componentsGame componentsGame components    
 

• One 86 x 55 cm world map 

• One six-sided die 

• 5 special six-sided dice  

• 6 x 40 15mm wooden counters (value 1 each) 

• 56 Prestige tokens 

• 35 Unrest/Mission markers 

• 7 x 7 Colony markers 

• 24 x 5/10 value cardboard counters 

• 5 Booming City markers 

• 1 First player token 

• 6 sets of 6 Character cards. The sets are: 

 

EXPLORER / CONQUEROR 

VICEROY / AMBASSADOR 

SOVEREIGN / REBEL 

MERCHANT / GOVERNOR 

TRADER / FINANCIER 

SCIENTIST / MISSIONARY 

 

• 6 players’ Nation boards 

• One rules booklet 

• 6 Player order cards (numbered 1-6) 

1.1.1.1.1.1.1.1. The BoardThe BoardThe BoardThe Board    
The board is a map divided into Territories. 

1
 

                                                                        
1
 The following Territories are not used in the game: Congo 

and Amazonia. 

 
 

Most of them feature at least one Resource indicator 

(A ), sometimes more. 

 

Featured Resources 

 
Top left to bottom right : Salt, Rugs, China, Coffee, 

Cotton, Fine Fabrics, Agriculture, Tobacco, Sugar 

cane, American Cotton, Gold, Spices, Fur, Opium, 

Silk, Tea, Precious Metals and Slaves. (10 different 

types/colours). 

Only the outside edge colour of Resources matters for 

game purposes. 

Almost all Territories also have one or more Native 

Power symbols (B), which show the size and strength 

of local civilisations. 

 

A Territory is also defined by a number ranging from 2 

to 7, which measures the Difficulty (C) of discovering 

and exploring it. 

 

A 
C 

B 
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1.2.1.2.1.2.1.2. The Market placeThe Market placeThe Market placeThe Market place    
The Market holds the Goods. 

 

 

1.3.1.3.1.3.1.3. The Loan displayThe Loan displayThe Loan displayThe Loan display    
The Loan display can hold an unlimited number of 

Loans. 

 

 

1.4.1.4.1.4.1.4. A player’s Nation boardA player’s Nation boardA player’s Nation boardA player’s Nation board    
Each player has a Nation board. 

 

 
 

The Prestige track is used to accumulate Prestige. The 

Treasury is the focal point for many game actions. You 

mainly earn Treasury by selling Goods using the Mer-

chant, or by taking out a Loan. There are many more 

ways to spend Treasury. The board also features the 

Merchant Fleet and Naval Forces boxes. 

2.2.2.2. TerminologyTerminologyTerminologyTerminology    
 
Adjacent territories 

Determining if two territories are adjacent or not is 

obvious most of the time, but a few cases are tricky, so 

follow this guide : Canada is considered adjacent to the 

Wild West ; Japan to China, Arabia to Egypt, Persia and 

Levant ; the West Indies to New France, Guyanas and 

New Spain ; the East Indies to Indochina and Australia ; 

New Spain to California. 

 

Counters, Treasuries, Goods, Squadrons 

 
Counter is the generic term used to describe the 

wooden playing pieces. Treasuries are counters in your 

Treasury box. Goods are counters in the Market, 

whereas Squadrons are counters in your Naval Forces 

box. Counters in the Merchant fleet box are called 

Merchant fleets, but they are Privateers if they belong 

to another player. The larger sized cardboard counters 

are worth 5 on one side, 10 on the other. The wooden 

ones are worth 1 for all game purposes. 

 

Booming City markers 
2
 

 

 
 

Dice 

 
 

The game features 1 standard die for Explorations and 

5 special Success dice. Success dice are blank, except 

for two sides with laurels, which are Success results. 

 

Explored Territory 

An Explored Territory is a Territory which has been 

successfully explored by an Explorer. 

 

First player 

                                                                        
2
 In the revised edition, only the value 2-4-6-8-10 are used. 
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The First player is the one controlling the First player 

token. 

 
 

The Pool  

The Pool is a convenient place away from the game 

where a player keeps his unused, or lost, counters. 

 

Unexplored Territory  

An Unexplored Territory is a Territory that has not yet 

been explored by an Explorer. 

 

 
 

Unrest / Mission markers 

 

3.3.3.3. Setting up the gameSetting up the gameSetting up the gameSetting up the game    
• Each player forms a Pool with all the counters of 

his colour and takes a set of 6 Character cards. 

• Each player picks a Nation board and places 10 

counters of his colour in the Treasury space, 3 in 

the Merchant Fleet box and 1 in the Naval Forces 

box. 

• Each player places 1 counter of his colour on the 

first space on each of the 4 Progress tracks and on 

the fourth space from the left on the Diplomacy 

track. 

• Randomly choose the player order (giving each one 

a card). The first and second players must discard 1 

Treasury.  

4.4.4.4. Turn sequenceTurn sequenceTurn sequenceTurn sequence    
A game turn is divided into 7 phases: 

 

1. Endeavour 

2. Merchant Fleets  

3. First player 

4. Naval Forces  

5. Privateering 

6. Interest 

7. Choosing cards for the next turn 

 

1. Endeavour 

The Endeavour phase is the main phase. Game actions 

are carried out by playing Character cards. There are 2 

different Characters per card and 6 different cards. 

 

During the Endeavour phase the first player chooses a 

card and plays it putting it face up in front of him. He 

uses one of the two Characters on the card. 

The second player then does the same and so on, until 

all players have played one card. 

After this round, the first player again chooses a card 

(he cannot choose the one he has already played) and 

plays it. Then each player, one after the other and in 

player order, can play one more card from his hand. 

This goes on until the players have played 5 cards. They 

set aside the last one. 

 

2. Merchant Fleets  

During this phase, players can transfer 1 Treasury to 

their Merchant Fleet box for their Monopolies and for 

the Resources they control as per the following table. 

A Monopoly is exclusive control of a Resource type. 

 

Each Monopoly +1 Merchant Fleet 

1-2 Resources +1 Merchant Fleet 

3-4 Resources +2 Merchant Fleet 

5-6 Resources +3 Merchant Fleet 

7+ Resources +4 Merchant Fleet 

 

The numbers shown above are the maximum limits. 

Players may choose to build less Merchant Fleets than 

allowed or none at all if they wish. 

 

Example: a player owns the Spice Monopoly and 

controls 3 other Resources. He can build 0-3 Merchant 

Fleets. 

 

3. First player 

On the first turn, the player order is chosen at random. 

At the First player phase, the first player card goes to 

the player with less PP. The second player card goes to 

player with less PP among the left players, and so on. 

In the case of a tie between 2 or more players, among 

them  goes first (follow the order): 
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1.the player who controls less Resources or 

Monopolies. 

2.the player with the lowest Treasury (counting 

counters in the Loan box as negative points). 

3.the player with the smallest combined fleet 

(Merchant Fleets + Naval Forces). 

In case there is still a tie, throw a die. 

 

4. Naval Forces  

Each turn, players can move Treasury to their Naval 

Forces box. The maximum number of Treasuries 

allowed per turn is equal to the player’s value on the 

Navy track. 

Before building new ships, the players have to pay the 

maintenance for their current Squadrons 

 

# of Naval Squadrons Treasuries to pay 

1-5 0 

6-10 1 

11-15 2 

16-20 3 

 

5. Privateering 

Each player may put up to 2 Treasuries in other players 

Merchant Fleet box (of the same player or of two 

different ones). These are Privateers (Privateers attack 

when the target player uses the Merchant; see 12.7). 

A player can never have more than 4 Privateers. 

A player can never have more than 4 Privateers in his 

Merchant Fleet box. 

 

6. Interest 

Each player adds 1 counter from his Pool to his Loan 

pile as per the following table. 

 

Loan Interest 

1-15 counters 1 

16-30 counters 2 

31+ 3 

 

Loans are taken out by the Financier Character, to help 

you out when you are in need. You do not have an 

Interest phase if you do not have a Loan. 

 

7. Choosing cards for the next turn 

Each player put aside n.1 card among the played ones. 

He cannot put aside the card he has not played in the 

current turn. 

The card put aside cannot be played in the following 

turn. 

5.5.5.5. Controlling ResourcesControlling ResourcesControlling ResourcesControlling Resources    
Please read carefully, this section is a core concept.  

On the map itself, counters must always be placed on 

Resource spaces.  

There is no limit to the number of counters (whether 

belonging to different players or not) that can be 

stacked on each Resource space.  

Only a counter directly on a Resource (i.e. the lowest in 

the pile if there is more than one) controls it. Excess 

counters are placed on top, in accordance with their 

order of arrival. 

5.1.5.1.5.1.5.1. MonopoliesMonopoliesMonopoliesMonopolies    
A Monopoly means having exclusive control of a 

Resource type. You have a Monopoly when you are the 

only one to control a Resource colour. 

You do not need to control all of a colour’s Resources to 

have a Monopoly; you just need to be the only player to 

control one of them! Remember that only the edge 

colour of Resources matters, not the picture. 

 

Example: Blue controls the red edge Resource (Spices). 

There is only one of this type, so he has got an obvious 

Monopoly. He also has a counter on India’s blue edge 

Resource (silk) and another on Indochina’s silk and no 

other player is on the third Resource of this type, in 

China, so that makes a second Monopoly. What’s more, 

he is the only player controlling a brown edge Resource 

(Furs), therefore he has got a third Monopoly. 

5.2.5.2.5.2.5.2. The Gold exceptionThe Gold exceptionThe Gold exceptionThe Gold exception    
Each Gold Resource (yellow edge) is considered 1 

Monopoly on its own. 

 

5.3.5.3.5.3.5.3. BreakBreakBreakBreaking Monopoliesing Monopoliesing Monopoliesing Monopolies    
When a player breaks the Monopoly of another by 

taking a free Resource space of a type that the other 

player had a Monopoly of, he immediately moves back 

1 space on the Diplomacy track, if he can. 

Of course, gold Monopolies cannot be broke! 

 

Example: Red controls West Indies’ beige edge 

Resource. Brazil and New France are not yet 

discovered. Blue explores New France and takes control 

of its beige edge Resource.  

Blue then moves back 1 space on the Diplomacy track, 

because he has broken Red’s Monopoly. 
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The penalty for breaking a Monopoly only takes place 

when taking a vacant Resource space. Other aggressive 

moves relating to Resources are dealt in other parts of 

this rules. In other words, you can never be forced to 

move back 2 spaces on the Diplomatic track when 

taking a single Resource space. 

5.4.5.4.5.4.5.4. Taking control from another playerTaking control from another playerTaking control from another playerTaking control from another player    
At any point in the game, if a player is discovered to 

have more counters than any other player on a 

particular Resource space, he immediately takes 

control of it by moving his counters to the bottom of 

the pile. Then he must move his Diplomacy marker one 

space back (i.e. to the left), if possible (see Diplomacy 

track). 

 

 
 

Example: Red has 1 counter on Brazil’s Resource spot. 

Blue uses the Viceroy and places 2 counters on Red’s 

counter (together with 1 Unrest – see 12.10). Because 

he is more numerous, Blue takes control of the 

Resource: he moves his counters under Red’s, but 

moves back 1 space on the Diplomacy track. 

5.5.5.5.5.5.5.5. Changing situationsChanging situationsChanging situationsChanging situations    
When the counter at the bottom of a pile is lost, for 

any reason, the next counter, if there is one, takes its 

place and controls the Resource. If, however, there are 

more counters belonging to another player in the 

stack, then this more numerous player takes the 

bottom position and control of the Resource, if there is 

one (this time without any diplomatic penalty). 

6.6.6.6. The Progress TracksThe Progress TracksThe Progress TracksThe Progress Tracks    
Progress tracks represent your nation’s mastery of and 

investment in four specific fields: Economy, Seafaring, 

Navy and Logistics. At the start of the game, you begin 

with one of your counters (markers) on the first space 

of each track (i.e. the one furthest to the left). During 

the game, the Scientist allows you to advance on these 

tracks, one space at a time. Note that the number 

printed on a track’s space indicates both the cost to be 

paid to reach it and the bonus gained when on it. 

Seafaring (Explorer) 

The Seafaring track reduces the Difficulty of your 

Explorations (from 0 to 3). 

 

 

 

Navy (Naval Forces phase) 

The Navy track determines the maximum number of 

Squadrons you can buy in the Naval Forces phase (1, 2, 

3, 4). 

 

 
 

Logistics (Viceroy) 

The Logistics track shows the maximum number of 

Treasuries you are allowed to move to one Explored 

Territory when playing the Viceroy (1, 2, 3, 4). 
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Economy (Trader and Governor) 

The Economy track (2, 4, 6, 10) is used when selling 

Goods with the Trader and when creating a Booming 

City using the Governor.  

It also notes economic restrictions : 

• Tea and Opium (green and purple edges Resources) 

cannot be controlled by your counters (you cannot 

move onto them) before you reach Economy level 

6 (thus, you cannot colonize India or China if your 

Economy is not at 6 or higher). 

• Black edge Resources (slaves) cannot be shipped by 

a Merchant, once ANY player reaches Economy 

level 10 (abolition of slavery), unless the player 

using the Merchant moves back 1 space on the 

Diplomacy track. 

 

 

7.7.7.7. PrestigePrestigePrestigePrestige    

 
Prestige Points are necessary to win (see 13). 

You can earn Prestige Points as follows (for 6 players): 

 

Each Monopoly 1 PP 

Each Colony 1 PP 

Colony in India/China 2 PP 

Each Booming/Relevant City 1 PP 

Wars (Sovereign) +1/0/-1 

5+ Progresses (only 1 player) 
3
 1 PP 

3+ Missions (only 1 player) 
4
 1 PP 

3-4 adjacent Colonies 1 PP  

5+ adjacent Colonies (Empire) 2 PP 
5
 

4+ 
6
 different Resources controlled 1 PP 

 

                                                                        
3
 The first player who buy the 5

th
 Progress gain 1 PP; after, the 

others need to buy 1 more than him. 
4
 The first player who build the 3

rd
 Mission gain 1 PP; after, the 

others need to build 1 more than him. 
5
 1 PP is permanent. 

6
 5 players: 5+. 

This Prestige is taken from the Pool and added to your 

Prestige track. 

8.8.8.8. ColoniesColoniesColoniesColonies    

 
The Conqueror Character can found Colonies. A Colony 

offers the following benefits to its owner: 

• Restricted access: every other player apart from 

the owner can send only 1 counter with the 

Viceroy (and only if he has no one counter already 

there), although if there were other players’ 

counters there before the Colony was founded, 

they stay (see 12.10). 

• Commercial outlets: when using the Trader, your 

Economy total is raised by 1/2 for each Native 

Power symbol (rounded up) in all of your Colonies 

(you have to round up for each Colony – see 12.9). 

 

Native Power symbols Economy bonus 

1-2 +1 

3-4 +2 

5-6 +3 

7-8 +4 

 

Example: Red has 1 Colony in West Indies (1 Native 

Power symbol) and 1 in New France (3 Native Power 

symbols). His Economy bonus in the Trader phase is 

1/2=1 + 3/2=2 for a total of 3. 

8.1.8.1.8.1.8.1. Loss of a ColonyLoss of a ColonyLoss of a ColonyLoss of a Colony    
A Colony is immediately lost when its owner no longer 

has at least (half of the Native Power symbols)/2 

counters. The Colony marker is removed, and the 

former owner loses 1 PP. 

 

Native Power symbols 
Counters necessary to 

control the Colony 

1-2 1 

3-4 2 

5-6 3 

7-8 4 

 

The Colony becomes a normal Territory or an 

Independent State (if no counter remains in the 

Territory). 
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8.2.8.2.8.2.8.2. Independent StatesIndependent StatesIndependent StatesIndependent States    

 
Independent States double their Native Power at all 

times and for all purposes, as long as they are 

Independent States. This is the only change resulting 

from being an Independent state. When a new Colony 

is founded on an Independent State, remove the 

Independent State marker (and stop doubling Native 

Power). 

A Territory can become an Independent State: 

• If a player brings back the last counter in a 

Territory to his Treasury using the Viceroy (see 

12.10); 

• During a Rebellion (see 12.11); 

• During a War (see 12.12.1). 

9.9.9.9. Unrest markersUnrest markersUnrest markersUnrest markers    

 
• A Territory which contains at least 1 Unrest marker 

can revolt as a result of playing the Rebel Character 

(see 12.11). 

• When a Territory has 5 Unrest markers on it, revo-

lution breaks out immediately following the rules 

for the Rebellion (see 12.11.3). 

10.10.10.10. The Diplomacy trackThe Diplomacy trackThe Diplomacy trackThe Diplomacy track    
The Diplomacy track works differently from the Pro-

gress tracks. Spaces don’t cost anything and you can 

only make progress to the right along this track by 

using the Ambassador Character or after a War if you 

were the Defender and you lose the War (see 12.12.5). 

The starting space on the Diplomacy track is the fourth 

from the left. Of course, you cannot go further to the 

left and right than the printed limits.  

The Diplomacy track prevents a player less advanced 

than another from waging war on him. A less advanced 

player is a player ‘further to the left’ on the track. 

 

 
 

Example: Red cannot wage war on Blue, but Blue or 

Green can wage war on Red. 

11.11.11.11. Discovery of AmericaDiscovery of AmericaDiscovery of AmericaDiscovery of America    
Before the Americas have been discovered, i.e. before 

an American Territory has been successfully explored, 

the printed Difficulty of each American Territory is 

raised by 2. 

Once the first Territory in the Americas has been 

successfully explored, the following effects happen: 

 

A. The player who has successfully explored the 

American Territory does not have any penalty in 

the following turns 
7
. 

B. All the other players have the usual penalty of -2 in 

this turn and of -1 in the following turn (after which 

no penalty applies anymore to anyone). 

C. If a player sends 1+ counters with the Viceroy in an 

already Explored Territory, the penalties doesn’t 

apply anymore for him too. 

 

 
 

Example: no American Territory has yet been explored. 

Blue tries to discover the West Indies. His Seafaring 

bonus is 1, so he must roll a 3+2-1=4 or more with a 

standard die to succeed (see Explorer Character). He 

succeeds. 

The Yellow tries to discover the New Spain in the same 

turn, so the penalty still applies to him. His Seafaring 

bonus is 0, so he must roll a 4+2=6 or more with a 

standard die to succeed. 

In the same turn the Green (Seafaring bonus = 0) with 

the Viceroy sends 1 counter to the just discovered West 

Indies, so the penalties don’t apply any more to him. 

So, always in the same turn, he plays the Explorer and 

tries to discover the Guyanas. He must roll a 4-1=3 or 

more with a standard die to succeed. 

In the following turn Black (Seafaring bonus = 0) tries to 

discover Brazil. Not having any counter in the Americas, 

the penalty still applies to him, so he needs 4+1=5 or 

more with a standard die to succeed. 

                                                                        
7
 Obviously, each player that explores successfully an 

American Territory in this same turn does not have any 

penalty in the following turn too. 
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12.12.12.12. The Characters, or actions, in detailThe Characters, or actions, in detailThe Characters, or actions, in detailThe Characters, or actions, in detail    
When using a card you can choose which of the two 

Characters to use. You always have to choose to use 

one of them but you cannot use both. 

With the exception of the Sovereign/Rebel, no 

Character action is mandatory: you always have the 

right to pass without using any of them (your action for 

this round is then lost). 

12.1.12.1.12.1.12.1. AmbassadorAmbassadorAmbassadorAmbassador    
A. The Ambassador can move his Nation marker 1 

space to the right on the Diplomacy track.  

B. Additionally, the Ambassador can remove 1 Unrest 

marker in a Territory/Colony in which the player 

has at least 1 counter. 

12.2.12.2.12.2.12.2. ConquerorConquerorConquerorConqueror    
The Conqueror can found a Colony (only 1 per play). 

You can do so in a Territory where you have at least as 

many counters as the Native Power and where you 

control all the Resources. 

If these conditions are met: 

• Remove half of the counters (rounded down) of all 

the players present in the Territory (calculate for 

each player). 

• Remove half of the Unrest markers (rounded 

down). 

• One of the removed counter of the player founding 

the Colony goes to the Conqueror Merchant Fleet. 

• place a Colony marker of your color on the 

Territory and gain 1 PP (or 2 PP if the Colony is in 

India or China).  

 

There can only be one Colony per Territory. 

A Colony cannot be established if the Territory has no 

Native Power. 

See ‘Colonies’ (8) for details on game effects. 

 

 
 

Example: Red has 5 counters on New Spain’s Resource 

and uses his Conqueror to found a Colony (Native 

Power is 4, so this is okay). Red removes 2 counters 

(losses: 5/2=2.5 rounded down 2) from New Spain, put 

1 counter in his merchant fleet, places a Colony marker 

of his color on the Territory and gains 1 Prestige. If 

Black and Blue were in New Spain too with 1 counter 

each, they would remain (losses: 1/2=0.5 rounded 

down 0). 

12.3.12.3.12.3.12.3. ExplorerExplorerExplorerExplorer    
To explore, choose an Unexplored Territory and then 

roll the standard die. In order to succeed, your throw 

must equal or exceed the Difficulty of the Territory.  

• Reduce the Difficulty by your Seafaring bonus.  

• Also reduce the Difficulty by 1 if you have at least 1 

counter on an adjacent Territory (for a maximum 

total reduction of 1).  

If you fail the die roll, you may anyway succeed if you 

pay Treasuries as per the following table. 

 

Difference between the 

modified die roll and the 

difficulty number 

Treasuries to pay to 

succeed in the 

Exploration 

1 1 

2 3 

3 6 

4 10 

5 15 

6 21 

 

Example : Red uses his Explorer. He chooses India (diffi-

culty 4). He is on Seafaring 1, so he must roll a 3 or 

above. If he had a counter in adjacent Persia, he would 

need a 2. 

 

If you succeed, you can choose one or both of the 

following options: 

• Place one of your Merchant Fleets on a Resource 

space in the Territory (establishing a trading post 

and taking control of the Resource). 

• Adventurers: Move 1+ Treasuries onto one or more 

Resource space(s) in the Territory (as per the 

Logistics track) and place 1+ Unrest markers on the 

Territory as per the following table (you may send 

0-1 Treasury even if you could send 2). 

 

Adventurers Unrest markers 

1-2 1 

3-4 2 

 

If you get a Monopoly you gain 1 PP. 

You can make other players lose 1+ Monopolies (they 

lose 1+ PP and so you lose 1+ points on the Diplomacy 

track (see above). 
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Example: Red rolls a 3 and successfully explores India. 

Then, he decides to establish a trading post there. He 

chooses to send Adventurers, so he places 1 Treasury 

on a Resource spot in India, and puts an Unrest marker 

on it as well. 

12.4.12.4.12.4.12.4. FinancierFinancierFinancierFinancier    
Take 10 counters from your Pool and put them on the 

Loan display of the board. Add the same number of 

counters from your Pool to your Treasury. 

There is no limit to the number of Loans you can take 

during the game. 

At any time, you can interrupt play to pay back Loans 
8
, 

partially or completely. For each Treasury discarded, 

you can discard one counter from Loans. 

At the end of the game, you lose 1+ PP if you have not 

paid back Loans as per the following table (see 13). 

 

Loans total Lost PP 

1-5 1 

6-10 2 

11-15 3 

every other 5 counters +1 

 

At the end of each turn, you have to pay the Interest 

(add counters from the Pool to the Loan), based upon 

the Loan total (see 4). 

 

Loans total Interest 

1-15 1 

16-30 2 

31-45 3 

every other 15 counters +1 

                                                                        
8
 Even after the end of the game, before subtracting PP from 

your total due to Loans. 

12.5.12.5.12.5.12.5. GovernorGovernorGovernorGovernor    
The Governor can place a Booming City in one of your 

Colonies, if the chosen Colony does not already have 

the current Booming City. To do so, you must discard at 

least MORE Treasuries than the value of the current 

Booming City on the map. If there is no Booming City 

on the map yet, you must pay at least 2. 

Notwithstanding, you cannot pay more than the level 

of your Economy. 

If the conditions are met, place a Booming City marker 

with the relevant paid value (2-4-6-8-10) on the Colony 

and gain 1 PP.  

When a new Booming City is successfully established, 

you keep the old Booming City (it is now only a 

Relevant City) and the associated PP, even if only the 

new one gets the Merchant bonus (see 12.7). 

 

 
 

Example : Red uses the Governor and wants to place a 

Booming City. He has a Colony in West Indies and 

wishes to place it there. There is no Booming City on 

the map yet. He pays 2 Treasuries and places a value 2 

Booming City marker on the Territory, then gains 1 PP. 

His Economy is 2, so he could only go for the 2 value 

City. Next turn, Blue uses the Governor in order to 

create a Booming City in his New England Colony. Blue 

Economy is 4, thus he can pay 4 and place the 

equivalent value Booming City marker on New England 

and gain 1 PP. The old Booming City is now a Relevant 

City; Red doesn’t lose his PP. Later, Red could place a 

new Booming City back in the West Indies, or in 

another of his Colonies, if he upgrades his Economy. 

12.5.1.12.5.1.12.5.1.12.5.1. Effects of a Booming CityEffects of a Booming CityEffects of a Booming CityEffects of a Booming City    
When a player plays the Merchant card, after having 

shipped all of his goods he MUST, If the owner agrees 

and he still has available Merchant Fleets, ship the 

Goods from the Booming City's Territory to the 

Market. 

2 
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12.5.2.12.5.2.12.5.2.12.5.2. Loosing a Booming/Loosing a Booming/Loosing a Booming/Loosing a Booming/RelevantRelevantRelevantRelevant    CityCityCityCity    
If the Colony where a Booming/Relevant City is lost 

due to a Rebellion or to a war, the Booming/Relevant 

City is lost too, so the owner loses 1 PP for the Colony 

and 1 PP for the Booming/Relevant City. 

12.6.12.6.12.6.12.6. MissionaryMissionaryMissionaryMissionary    
The Missionary permits to place a Mission marker on 

an explored Territory where the player who plays the 

card has at least a counter. 

 
Missions prevent losses during Rebellions. 

If a player places 3+ Missions, and he has placed till 

now more Mission than any other player, he gets 1 PP. 

You can place in a Territory/Colony no  more than 1 

Mission marker for every 4 Native Power Symbols. 

 

Native Power Symbols Maximum number of 

Mission markers 

1-4 1 

5-8 2 

12.7.12.7.12.7.12.7. MMMMerchanterchanterchanterchant    
The Merchant can ship Goods depending on the 

number of Merchant Fleets a player has in his 

Merchant Fleet box. 

Every Resource a player controls produces 1 Goods. 

 

A. For every Goods shipped by a Merchant Fleet from 

one of your controlled Resources add 1 counter 

from your Pool to the Market 

B. For every Goods shipped by a Merchant Fleet from 

another player Resource add 1/2 counter rounded 

up from your Pool to the Market (see the table).  

C. For each Goods that you take from a Resource ano-

ther player controls, this player adds 1 counter 

from his Pool to his Treasury (see the table). Any 

player is free to refuse to sell his Goods to you. 

 

Total Goods 

bought from 

other players 

# of Goods 

you take 

# of Treasuries 

the other 

player(s) 

takes 
9
 

                                                                        
9
 The active player can distribute the payment to the 

players that wish to sell Resources as he prefers, given 

the usual limits (Merchant Fleets and controlled 

Resources). 

1 1 1 

2 1 2 

3 2 3 

4 2 4 

5 3 5 

6 3 6 

7 4 7 

8 4 8 

9 5 9 

10 5 10 

 

The only limits to the Goods you ship from other player 

Resources are the number of your Merchant Fleets and 

the number of controlled Resources the players wish to 

sell. 

 

Example: Blue has 7 counters in his Merchant Fleet box. 

He takes all of his own, on the 4 Resources he currently 

controls, and asks Red for permission to ship 3 of his. 

Red accepts, so Blue takes 4+2 counters from his Pool 

and places them on the Market. Red adds 3 counters to 

his Treasury. 

12.7.1.12.7.1.12.7.1.12.7.1. PrivateerPrivateerPrivateerPrivateerssss    
If other players have 1+ Privateers in your Merchant 

Fleet box, they can roll 1 special die for each of them 

after you decided how many Goods to ship. Every 

Success rolled allows them to take 1 Treasury (you 

have to discard 1 Goods). The Merchant Fleets are 

never destroyed by Privateers. 

Following this attack, if you have 1+ Naval Squadrons, 

you can counterattack by rolling 1 special die for each 

Squadron, up to a maximum of 1 dice for each 

Privateer that attacked, and destroy a Privateer of the 

player attacking for every Success roll. 

The Privateers cannot fire back. 

 

 
 

Example: there are two Privateers in Green’s Merchant 

Fleets box. Green is shipping, after agreements with 

other players, 4 Goods (2 from his Resources and 2 

from Black controlled Resources). The Red Privateer 

attacks and score 1 hit. So Green loses 1 Goods, and 

Red takes 1 Treasury. Green has 3 Squadrons, but he 

can throw only 1 die to try to sink the Privateer. He 

fails. 
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In the end Green ships 3 Goods (4-1), Black earns 3 

Treasuries (for selling to Green – he is unaffected by the 

Privateer), Red takes 1 Treasury. 

12.8.12.8.12.8.12.8. ScientistScientistScientistScientist    
The Scientist can advance you 1 space on one Progress 

track if you pay (discard) as many Treasuries as 

indicated by the number on the space being moved to. 

Example: you marker is on Seafaring 0. You must use 

the Scientist and pay 1 to move to Seafaring 1. 

12.9.12.9.12.9.12.9. TraderTraderTraderTrader    
The Trader can move Goods from the Market to your 

Treasury. 

You can move as many Goods as your Economy level, 

plus 1/2 the Native Power of each of your Colonies 

rounded up (you have to round up for each Colony).  

 

Native Power symbols 

on Colonies 

Economy bonus for 

moving Goods 

1-2 +1 

3-4 +2 

5-6 +3 

7-8 +4 

 

Example: Red has 1 Colony in West Indies (1 Native 

Power symbol) and 1 in New France (3 Native Power 

symbols). His Economy bonus in the Trader phase is 

1/2=1 + 3/2=2 for a total of +3. 

 

A. When you move Goods of your color, simply add 

them to your Treasury. 

B. When you move Goods belonging to other players, 

they take them back, adding them to their 

Treasuries, and you take 1/2 counters rounded up 

for the total from your Pool and add it to your 

Treasury. Thus, both players earn something. Any 

player is free to prevent you from moving their 

Goods. 

 

Total Goods belonging to 

other players moved 

from Market to their 

Treasuries 

# of counters 

you move from the Pool 

to your Treasury 

1 1 

2 1 

3 2 

4 2 

5 3 

6 3 

7 4 

8 4 

9 5 

10 5 

 

 
 

Example: Blue uses the Trader. He has Economy 6 and 2 

Colonies, one in West Africa (3 Native Power Symbols) 

and the other in New Spain (4 Native Power Symbols). 

The maximum number of Goods he can move is 10: 6 + 

2 (3/2=1.5 rounded up to 2) + 2 (4/2=2). There are 7 

Blue Goods in the Market and 3 Red. Blue takes the 7 

Blue Goods, adds them to his Treasury and asks Red for 

his: Red accepts, so Blue takes 2 counters (3/2=1.5  

rounded up to 2) from his Pool and add it to his 

Treasury, while Red adds his 3 Goods to his own 

Treasury. 

12.10.12.10.12.10.12.10. ViceroyViceroyViceroyViceroy    
The Viceroy can place Treasury counters on the 

Resources of one single Explored Territory. 

Alternatively the Viceroy can place counters back from 

1 Territory/Colony to the Treasury. 

The maximum number of Treasury counters you can 

place is: 

• Territory: your level on the Logistics track. 

• One of your Colony: your level on the Logistics 

track. 

• Other player Colony: 1 counter but only if you 

don’t have already a counter in that Colony. 

• Taking back counters: your level on the Logistics 

track. 

 

Remember the rules of Resource control when playing 

the Viceroy. Diplomatic consequences may occur. 

You put in the Territory/Colony Unrest markers as per 

the following table. 

 

Sent counters Unrest markers to place 

1 0 

2-3 1 

4 2 
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Example: Red has 1 counter on New Spain’s Resource 

and wants to reinforce it. He uses the Viceroy. He has 

Logistics 2, so he may place up to 2 counters (from his 

Treasury) on the Resource. He decides to send 2. After 

placing the counters he places 1 Unrest marker too. 

12.11.12.11.12.11.12.11. RebelRebelRebelRebel    
Using the Rebel, you can either (choose only one): 

A. Place 2 Unrest markers on two different explored 

Territory/Colony. In a whole turn, only 1 Unrest 

marker can be placed on 1 Territory/Colony by a 

Rebel action (though others can be placed due to 

the Explorer or the Viceroy actions). To remember 

this, put one of the Unrest marker in the Territory 

on the players counters 

B. Spark a Rebellion in a Territory containing at least 1 

Unrest marker 

C. Spark a Rebellion in a Colony belonging to another 

player containing at least 1 Unrest marker. 

 

Important rule: in a whole turn, only 1 Rebellion can 

happen per Territory/Colony. To remember this, put a 

PP marker on the players counters that survived the 

Rebellion. There are 3 exceptions: 

• If other counters arrive in a Territory in which a 

Rebellion has already been in this turn, they can be 

the target of a new Rebellion in this same turn (the 

counters already there before the Rebellion started 

are safe) 

• If a player founds a Colony in a Territory in which a 

Rebellion has already been in this turn, there can 

be another Rebellion in this Colony in this same 

turn against all the players 

• If a Territory has become an Independent Nation 

during this turn due to a Rebellion or a War, there 

can be another Rebellion if other counters get 

there together with Unrest markers   

12.11.1.12.11.1.12.11.1.12.11.1. RRRResolving a Rebellion in a Territoryesolving a Rebellion in a Territoryesolving a Rebellion in a Territoryesolving a Rebellion in a Territory    
A. Roll 1 special die for 1/2 Native Power symbols 

rounded up, multiplied by the number of Unrest 

markers on the Territory. 

 

Native Power symbols Special dice rolled for 

each Unrest marker 

1-2 1 

3-4 2 

5-6 3 

7-8 4 

 

B. Each Success causes the loss of one counter on that 

Territory -1 for each Mission present. 

C. The player who played the Rebel chooses 

casualties. Casualties resulting from a Rebellion 

must be satisfied if at all possible, including, as a 

last resort, by the player who sparked the 

Rebellion, if he happens to have counters on the 

Territory. 

D. After allocating the casualties, the target player(s) 

may pay 2 Treasuries for each loss he wants to 

avert (no limit). 

 

If all the players counters are removed by the rebels, 

the Territory becomes an Independent State (see 8.2). 

Remove all the Unrest markers. 

 

Pay attention to possible changes in the control of 

Resource and/or Monopoly (but there is no loss on the 

Diplomacy track in the Rebel phase due to this 

occurrence). 

 

If the Territory has not become an Independent State, 

remove 1/2 Unrest markers rounded down. 

 

Unrest markers present Markers to remove 

1 0 

2-3 1 

4 2 

 

 
 

Example: West Africa has 2 Unrest markers, 1 Blue 

counter and 2 Green counters. Red plays the Rebel 

there, so he rolls 2 x 2 (3/2=1.5 rounded up 2) = 4 

special dice and must remove a Blue or Green counter 

for each Success, his choice. He scores 2 hits and 

decides to apply them to Green. Green pays 2T to avert 

1 loss, and so loses only 1 counter. After the Rebellion, 

remove 1 Unrest marker. 

12.11.2.12.11.2.12.11.2.12.11.2. Resolving a Rebellion in a ColonyResolving a Rebellion in a ColonyResolving a Rebellion in a ColonyResolving a Rebellion in a Colony    
A. Pay 1 Treasury for 1/2 Native Power symbols 

rounded up 

 

Native Power symbols Treasuries to pay 

1-2 1 

3-4 2 
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5-6 3 

7-8 4 

 

B. Roll 1 special die for each Native Power symbols, 

(not halved) multiplied by the number of Unrest 

markers on the Territory. 

C. Each Success causes the loss of one counter on that 

Territory -1 for each Mission present. 

D. The player who played the Rebel chooses 

casualties. Casualties resulting from a Rebellion 

must be satisfied if at all possible, including, as a 

last resort, by the player who sparked the 

Rebellion, if he happens to have counters on the 

Colony. 

E. After allocating the casualties, the target player(s) 

can pay 2 Treasuries for each loss he wants to avert 

(no limit). 

F. If the Rebellion causes the owner of the Colony to 

have less counters than 1/2 the Native Power 

Symbols rounded up, the Colony is lost (see 8.1)! 

The Rebel may now bring in the Territory 1 counter 

from his Treasury, losing in doing this 1 point on 

the Diplomacy track. 

G. If the Rebellion eliminates all the players counters, 

the Territory becomes an Independent State only if 

the Rebel doesn’t bring in the Territory 1 counter 

from his Treasury as per above (taking control of 

the Territory). 

 

Pay attention to possible changes in the control of 

Resource and/or Monopoly (but there is no loss on the 

Diplomacy track in the Rebel phase due to this 

occurrence). 

 

Pay attention to the loss of Booming/Relevant cities 

(see 8.1.) 

 

If the Territory has not become an Independent State, 

remove 1/2 Unrest markers rounded down both if the 

Colony resists or if the Colony is eliminated. 

 

Unrest markers present Markers to remove 

1 0 

2-3 1 

4 2 

12.11.3.12.11.3.12.11.3.12.11.3. AutomaticAutomaticAutomaticAutomatic    RebellionRebellionRebellionRebellion    
When a Territory/Colony has 5 Unrest markers on it, 

revolution breaks out immediately following the rules 

for the Rebellion in a Territory even if the target is a 

Colony (see 9. and 12.11.1). 

If more players are present in the same Territory/ 

Colony and they suffer more than 1 loss, the first loss is 

taken from the player with more counters, the second 

from the second, the third from the third and so on. In 

the case of a tie follow the reverse player order. 

12.12.12.12.12.12.12.12. SovereignSovereignSovereignSovereign    
With the Sovereign you can alternatively: 

A. declare War on another player who is not more 

advanced (i.e. more to the right) than you on the 

Diplomacy track. Move your Diplomacy marker 

back 1 space (i.e. to the left), if possible, after 

declaring war. 

B. declare War on the Privateers in your Merchant 

Fleet box. 

 

Important: At the end of every turn in which no war 

was fought, 1 neutral Treasury is put on the War box. 

The player who first declares a war takes the piled 

Treasuries. Repeat every turn. 

12.12.1.12.12.1.12.12.1.12.12.1. War against a NationWar against a NationWar against a NationWar against a Nation    
A. As stated above, you move your Diplomacy marker 

back 1 space (i.e. to the left) 

B. First the Attacker (you), then the Defender, asks for 

Alliances, possibly offering some Treasuries 

(maximum 3). 

C. The other players secretly chooses if they want to 

fight and with whom, and take in the right hand 

the corresponding marker. To ally with the 

Attacker, a player has to be in the same box or 

more advanced (i.e. more to the right) than the 

Defender on the Diplomacy track. When everyone 

is ready, each player reveals his choice. 

D. First the Attacker, then the Defender, may freely 

choose to ally with a player who offered his help. 

E. If any, the Attacker Ally moves his Diplomacy 

marker back 1 space (i.e. to the left). 

F. The players then resolve 1-4 years of war. 

A year of war is resolved in 2 (possibly 3) steps: 

Land, Naval and Military Expedition. 

12.12.2.12.12.2.12.12.2.12.12.2. War on War on War on War on llllandandandand    
For each Territory/Colony where both Alliances are 

present (Attacker/Ally and Defender/Ally), each 

warring Side (Attacker/Ally and Defender/Ally) 

simultaneously rolls a number of special dice 

equivalent to the numbers of Counters they have 

there, to a maximum of 5 dice (if both players roll 5 

dice, the one with less counters throws 1 die less). 

Then, casualties are removed and the war moves on to 

the next Territory/Colony. If both Allies are present in 

the same Territory/Colony and they suffer more than 1 

loss, the first loss is taken from the player with more 
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counters, the second from the other, then again from 

the player with more counters and so on. 

If the fight causes the owner of the Colony to have less 

counters than 1/2 the Native Power Symbols rounded 

up, the Colony is lost (see 8.1)! but the war goes on. 

12.12.3.12.12.3.12.12.3.12.12.3. War at War at War at War at sssseaeaeaea    
For each Naval Squadron (Allies add their forces) each 

Side (Attacker/Ally and Defender/Ally) simultaneously 

rolls a number of special dice equivalent to the 

numbers of counters, to a maximum of 5 dice (if both 

players roll 5 dice, the one with less counters throws 1 

die less). Then, casualties are removed. If both Allies 

have Naval Squadrons and they suffer more than 1 

loss, the first loss is taken from the player with more 

Squadrons, the second from the other, then again from 

the player with more Squadrons and so on. 

If one Side loses all the Naval Squadrons, and there are 

still losses to allocate, Merchant Fleets are destroyed, 

taking the first from the Attacker/Defender (number of 

Merchant Fleets doesn’t matter), the second from the 

Ally, then again from the Attacker/Defender, and so 

on. 

12.12.4.12.12.4.12.12.4.12.12.4. Military expeditionMilitary expeditionMilitary expeditionMilitary expedition    
In the first year of war only the Attacker, from the 

second year on the Attacker or the Defender (never 

the Allies), may send a military expedition against 1 

enemy Colony. To send a military expedition, a player: 

• must have the naval supremacy (the combined 

Squadrons of his Alliance must be > than the other 

one). 

• has won the last naval battle (i.e. caused more 

casualties to the enemy then suffered). 

If this is the case, the player may send counters to 

invade one enemy Colony of his choice. The rules of 

the Viceroy action apply (maximum number of 

counters to send as per the Logistics track and Unrest 

markers to place in the Colony – see 12.10). 

In this Colony now each Side (Attacker/Ally and 

Defender/Ally) simultaneously rolls a number of special 

dice equivalent to the numbers of Counters they have 

there, to a maximum of 5 dice (if both players roll 5 

dice, the one with less counters throws 1 die less). 

Then, casualties are removed. If both Allies are present 

and they suffer more than 1 loss, the first loss is taken 

from the player with more counters, the second from 

the other, then again the first and so on. 

If the fight causes the owner of the Colony to have less 

counters than 1/2 the Native Power Symbols rounded 

up, the Colony is lost (see 8.1)! but the war goes on. 

12.12.5.12.12.5.12.12.5.12.12.5.     The outcome of the warThe outcome of the warThe outcome of the warThe outcome of the war    
After each year of war, the following things happen: 

A. The Attacker Ally decides if going on with the war 

or giving up. Anyway he suffers no penalty. 

B. Then the Attacker decides if going on with the war 

or surrendering. If he surrenders, he loses 1 PP and 

the defender gains 1 PP. 

C. If the attacker decided to go on with the war, the 

Defender Ally decides if going on with the war or 

giving up. Anyway he suffers no penalty. 

D. Finally, if the Attacker decided to go on with the 

war, the Defender may decide to surrender or to 

go on. If he surrenders, the attacker gains 1 PP but 

he doesn’t lose 1 PP if his combined Squadrons 

(Defender + Ally if still present) are < than the 

attacker ones (Attacker +  Ally if still present). 

E. If one of the Side is left with no Naval Squadron, it 

is forced to surrender, as per the rules above. 

F. If both Sides are left with no Naval Squadron, the 

war ends with no winner or loser. 

G. If after the fourth year of war both Sides still have 

Naval Squadrons, the war ends with no winner or 

loser. 

H. The Attacker and the Defender pay the sums they 

offered for the Alliances (if any). 

 

Remember that the Allies never gain or lose PP for 

winning/losing a war. 

 

After the war, the normal rules for taking control of 

Territories are followed. Adjust PP on player boards 

accordingly for gaining/ losing Monopolies, Colonies, 

Booming and Relevant Cities, ecc. 

If a player has still counters in an enemy Colony after 

the end of a war, they go back to his Treasury. 

 

If the Defender (not the Ally) loses the war, he gains 1 

point on the Diplomacy track. 

12.12.6.12.12.6.12.12.6.12.12.6. EscalationEscalationEscalationEscalation    
After the outcome of a war is determined, there in as 

Escalation phase. 

A. In reverse player order each player may buy 1 step 

on the Navy track, paying the normal cost. This 

only if he had not bought the same step in the 

present turn. If a player decides to do so, he cannot 

buy another step on the same track in this same 

turn (using the Scientist or in another Escalation 

phase). 

B. In reverse player order each player may buy Naval 

Squadrons: 

• Not warring players may buy 1 Naval Squadron 

paying double cost (2T), if they have less than 5 

Squadrons. 
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• Warring players may buy Naval Squadrons, if 

they have less than 5 Squadrons, paying normal 

cost (1T) until they have 4 Naval Squadrons, 

and paying double cost (2T) for the fifth. 

 

Anyway no player can buy Naval Squadrons so has 

to exceed 5 (in the 1
st

, 2
nd

 and 3
rd

 turn this limit is 

lowered to 2, 3 and 4) Naval Squadrons (if they 

already had 5 or more Naval Squadrons before this 

phase they cannot buy even one). 

 

When is his turn to buy Naval Squadrons or 

advance on the Navy Track, each player may take  

1 Emergency Loan, putting 10T in the Loan box and 

taking 8T. 

12.12.7.12.12.7.12.12.7.12.12.7. War against PrivateersWar against PrivateersWar against PrivateersWar against Privateers    
The Sovereign rolls against the Privateers in his 

Merchant Fleet box a number of special dice 

equivalent to the numbers of Naval Squadrons he has, 

to a maximum of 5 dice. After the casualties have been 

removed, the Privateers fire back with 1d6 for each 

survived ship, sinking a Naval Squadron only on “6” 

results. 

The combat goes on for 2 rounds and then ends. 

 

Example : Blue (Naval Forces 6) and Red (Naval Forces 

3) are both on the third space of the Diplomacy track. If 

Blue had been on the 1st or 2nd space of the track, he 

would not have been allowed to declare war on Red, 

but in this case he can. Blue uses the Sovereign and 

declares war on Red, thus moving back 1 space on the 

Diplomacy track to the 2nd space. 

They both ask for Allies. No one offers his alliance. 

The war is resolved as follows: 

War on Land is fought first, Blue and Red share India, 

with 3 and 6 counters respectively. They roll 3 and 5 

dice respectively and each of their Success rolls is a 

casualty on enemy counters there. 

Moving on to the naval war, Blue rolls 5 dice and Red 3. 

Blue gets a lucky 4 Successes and Red none. Blue 

completely destroys Red’s Naval Forces and 1 of Red’s 

Merchant Fleets. 

During the surrender phase, Red has to give up. 

Blue gains 1 PP. Red doesn’t lose PP, and gain 1 step on 

the Diplomacy track. 

13.13.13.13. Game end and Game end and Game end and Game end and VictoryVictoryVictoryVictory    
The first player who reaches 10 PP (after having 

subtracted the penalties of the Loan - if any) win 

immediately. If this doesn’t happen, after the 8
th

 turn 

roll a die each end of turn and consult the following 

table 
10

. 

 

Turn Roll Result 

8 
1-2 

3+ 

the game ends 

the game goes on 

9 
1-3 

4+ 

the game ends 

the game goes on 

10+ 
1-4 

5+ 

the game ends 

the game goes on 

11+ 
1-5 

6+ 

the game ends 

the game goes on 

 

Summary of Prestige Points 

Each Monopoly 1 PP 

Each Colony 1 PP 

Colony in India/China 2 PP 

Each Booming/Relevant City 1 PP 

Wars (see 12.12.1) +1/0/-1 

5+ Progresses on all the tracks 

(only 1 player) 

1 PP 

3+ Missions (only 1 player) 1 PP 

3-4 adjacent Colonies 1 PP 

5+ adjacent Colonies (Empire) 2 PP 
11

 

4+ different Resources controlled 1 PP 
12

 

 

If a player still has a Loan to pay, he can now pay back 

it with his Treasury. If he cannot play the whole sum, 

he loses PP as per the following table (see 12.4). 

 

Loans total Lost PP 

1-5 1 

6-10 2 

11-15 3 

every other 5 counters +1 

 

The player with the most PP is the Winner. 

 

In the case of a tie, follow this order to determine the 

Winner until you find a tie breaker. 

A. the player with the most Colonies. 

B. the player with the most Monopolies. 

C. the player with the most Resources. 

D. the player with the most War Victory. 

 

 

 

                                                                        
10

 if the players agree for a shorter game, they can raise the 

die roll results to end the game. 
11

 1 PP is permanent 
12

 5 players: 5+ 


