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Gather Tax
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Victory points. Players may
la. DRAWING INDEPENDENT CARDS 8a. CONSTRUCTION SEQUENCE 9d. LAND UNIT MOVEMENT POINT COST
Number of Provinces Cards 1. Removal of existing units ACTION MP MP (NON- DAMAGE
1 3 2. Unit Construction (FRND) FRND
2-3 2 3. Unit Deployment MARCH 2! 3 1 total
4-7 1 4. Repair and Development of ATTACH 2 3 -
8 or more 0 Provinces DETACH 0 0 -
ATTACK 2 3 -
OCCUPY 3? 3 1if ‘1 -3 per unit
1b. INDEPENDENT PROVINCE UNITS 8b. UNIT CONSTRUCTION COSTS LOOT 32 3 1if'1-3 perunit®
. ) . VOYAGE ° 2 3 }
Development Level Units Professional 10G ,1M
2 1 Galley 100G ,1M 1 Both Provinces must be Friendly, otherwise cost is ‘3’ MPs.
3 2 . . 2 Units can Occupy or Loot any Provinces except their own.
4 2 or 15 G during Manpower Shortage 3 These are the costs for the initial Attach Action of a Voyage.
5 4 4 If the Province is Occupied, Looting Damage is 1 per unit.
3a. FOOD CONSUMPTION 8c. DEVELOPMENT COSTS 9e. COMBATROLLS
Development Level Units + 1 Construction Unit 3G ,1M Professional dé
1 1 - 1 Damage Point 3G ,1M Milita d6-1
2 2 to Development 1 18G ,6 M Barbarian d6-1
3 4 from 1 to Development 2 18G ,6 M Galley dé
4 6 from 2 to Development 3 36G,12M Pirate dé
from 3 to Development 4 36G,12M
4a. TRADE PHASE SEQUENCE
1. Player Trading (1% session) 9a. MILITA CONSTRUCTION COST 10a. RESOLUTION PHASE SEQUENCE
2. Independent Trade session . . . .
3. Player Trade (2nd session) Militia 3G 1. C_apltals may change location
4. Internal Trade . 2. Victory Points are awarded
or 5 G during Manpower Shortage 3. Destroyed players may restart
4.  The Barbarian / Independent deck is reshuffled
4b. TRADE MOVEMENT POINTS 5. Game may end
9b. UNIT MOVEMENT POINTS
Food 3 TMPs )
Materials 3 TMPs Land Units 6 MPs # | ARMY TNAVY CULT. | TECH. | GOVT | #PROF | #GAL
Trade Goods 6 TMPs Sea Units 6 MPs 1
Leaders 9 MPs
2
4c. TRADE MOVEMENT COST 3
9c. SEA UNIT MOVEMENT COSTS 4
Move from a Developed or Pacified 2 5
Province into an adjacent Developed or ACTION MPs
Pacified Province SAIL 1 6
All other Land Moves 3 ATTACK 1 7
Move from a Developed or Pacified 2 ATTACH 1 8
Coastal Province, via any number of DETACH 1
Sea Areas into another Developed or 9
Pacified Coastal Province 10
All other SeaMoves 3 11




