






Roll ‘2d6’.  On a ‘10’
or more, Province revolts.

+X  = Cultural  Modifier
+1  if Pacified Province
-1   per Professional Unit
-2   for Dominant Culture
+1  for each Hostile
      Province of same culture

REVOLT

Other players choose
one Province to 
become Hostile to
player’s empire.

HOSTILITY

One Province, chosen
by other players 
experiences corruption.
Province gathers only
one half of normal
tax next turn.

CORRUPTION

DISASTER

One third, rounded up, of 
normal Harvest is lost.  
Place this number of Food 
Deficit Counters in 
empire.
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TECHNOLOGY
Manufacturing
and invention.

Allows production of
high-tech goods at the
 cost of 10 coins and

1 material for 3
high-tech counters.

GOVERNMENT
Foreign and domestic

policy and internal
security.

Player draws one
less event card than 

normal

CULTURE
Arts, religion,

philosophy etc...

Player receives
a -2 bonus to

test for foreign 
revolt.

ARMY
Improved organization,
training and equipment.

Player’s land units 
may re-roll natural 

‘1’s and ‘2’s one time.

NAVY
Improved organization,
training and equipment.

Player’s Galleys 
may re-roll natural 

‘1’s and ‘2’s one time.

NORTHERN



 

ARMY
Improved organization,
training and equipment.

Player’s land units 
may re-roll natural 

‘1’s and ‘2’s one time.

NAVY
Improved organization,
training and equipment.

Player’s Galleys 
may re-roll natural 

‘1’s and ‘2’s one time.

GOVERNMENT
Foreign and domestic

policy and internal
security.

Player draws one
less event card than 

normal

CULTURE
Arts, religion,

philosophy etc...

Player receives
a -2 bonus to

test for foreign 
revolt.

TECHNOLOGY
Manufacturing
and invention.

Allows production of
high-tech goods at the
 cost of 10 coins and

1 material for 3
high-tech counters.

ARMY
Improved organization,
training and equipment.

Player’s land units 
may re-roll natural 

‘1’s and ‘2’s one time.

NAVY
Improved organization,
training and equipment.

Player’s Galleys 
may re-roll natural 

‘1’s and ‘2’s one time.

GOVERNMENT
Foreign and domestic

policy and internal
security.

Player draws one
less event card than 

normal

CULTURE
Arts, religion,

philosophy etc...

Player receives
a -2 bonus to

test for foreign 
revolt.

TECHNOLOGY
Manufacturing
and invention.

Allows production of
high-tech goods at the
 cost of 10 coins and

1 material for 3
high-tech counters.

ARMY
Improved organization,
training and equipment.

Player’s land units 
may re-roll natural 

‘1’s and ‘2’s one time.

NAVY
Improved organization,
training and equipment.

Player’s Galleys 
may re-roll natural 

‘1’s and ‘2’s one time.

GOVERNMENT
Foreign and domestic

policy and internal
security.

Player draws one
less event card than 

normal

CULTURE
Arts, religion,

philosophy etc...

Player receives
a -2 bonus to

test for foreign 
revolt.

TECHNOLOGY
Manufacturing
and invention.

Allows production of
high-tech goods at the
 cost of 10 coins and

1 material for 3
high-tech counters.

ARMY
Improved organization,
training and equipment.

Player’s land units 
may re-roll natural 

‘1’s and ‘2’s one time.

NAVY
Improved organization,
training and equipment.

Player’s Galleys 
may re-roll natural 

‘1’s and ‘2’s one time.

GOVERNMENT
Foreign and domestic

policy and internal
security.

Player draws one
less event card than 

normal

CULTURE
Arts, religion,

philosophy etc...

Player receives
a -2 bonus to

test for foreign 
revolt.

TECHNOLOGY
Manufacturing
and invention.

Allows production of
high-tech goods at the
 cost of 10 coins and

1 material for 3
high-tech counters.

ARMY
Improved organization,
training and equipment.

Player’s land units 
may re-roll natural 

‘1’s and ‘2’s one time.

NAVY
Improved organization,
training and equipment.

Player’s Galleys 
may re-roll natural 

‘1’s and ‘2’s one time.

GOVERNMENT
Foreign and domestic

policy and internal
security.

Player draws one
less event card than 

normal

ARMY
Improved organization,
training and equipment.

Player’s land units 
may re-roll natural 

‘1’s and ‘2’s one time.

NAVY
Improved organization,
training and equipment.

Player’s Galleys 
may re-roll natural 

‘1’s and ‘2’s one time.


