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Intropuction

Don'’t panic!

If you've just discovered this game, you're probably panicking right now. Don't panic, you'll manage. . .

Europa Universalis is without a doubt a monster game. The core rules are several hundreds pages long. Each player
has a 9 pages player's aid. The game components include two huge maps and almost 3500 counters. Lastly, a turn
usually require 2 to 6 hours to play. Hence a great campaign, the way it is meant to be played, represents between 250
and 350 hours of playing. That is, if you play one week-end per month, your game will last for a couple of years (the
game has a rather low density of counters and writing down positions between play sessions in not too hard).

However, Europa Universalis is not that hard to play. . . Great efforts have been made to streamline the rules (apart
from the specific rules). The motto being “the game is complex, not complicated”. Most actions in the game are quite
similar from one turn to another. Quickly, you will learn to do them without hesitating. Quickly, you'll will be able to
concentrate on the time-consuming but interesting aspects of the game: Diplomacy and Strategy.

Europa Universalis is about Diplomacy. This is a multiplayers game. You cannot win alone. You will need to discuss
a lot with other players. You will see that the Diplomacy phase is very important and has a lot of depth. Countries are
not balanced in term of strength. If you play a weak country, you'll need to find alliances to get money, troops, peace,
... If you play a strong country, you'll need to divide your opponents or they will still be able to crush you. We do not
advice to put a time limit on the Diplomacy phase. It is not uncommon for a single Diplomacy phase to last for 1 hour,
sometimes 2. These are usually intense hours worth playing.

Europa Universalis is about Strategy. The Military phase is the other important phase. It can lasts for 2 or 3 hours
during big wars. You will see that the Military rules are quite detailed, maybe the most complicated rules around. That
makes a good strategy really worthwhile. You will learn the geographic strengths and weakness of your country. You
will soon cherish those few +1 die roll modifiers you can grab. You will know the thrill of a good strategy winning you the
war. You will curse the stroke of bad luck that can turn an easy battle into a disaster.

Europa Universalis is a very deep game. You will feel the real position of a Monarch taking decisions that greatly affect
your country. Europa Universalis is a game with a great emotional implication of the players. You will probably want to
recall some of your best (or worse) moves even years after, or to tell them to other EU players.

Playing tip: Due to the highly interactive Military phase (with many interceptions possible), Europa Universalis is not
well suited to play-by-mail and we advice a face-to-face game.

When playing a game with beginners, the best is to have at least two experienced players. One can play the monster
(Spain), hard to begin with, while the other can play a less important country (such a Portugal or Poland) and actas a
rule layer and arbiter. If you have only one experienced player, it is probably better to have him play a small country
and be a rule layer (with time to answer questions). Give Spain to a player who is not afraid of monster games. . .
Before playing with beginners, we advice you to play an initiation session. After a quick overview of the rules, you
can ‘jump” into a new game. Everybody will make a lot of errors (both “cheating” (rule errors) and strategic or tactical
errors). But after 3 to 6 turns (1 or 2 days, usually), everybody should know the rules well enough. Then, you can start
the real game. “Loosing” 2 days of play may seem long, but compared to the duration of the game, this is actually OK.
Before playing for real, make sure that everybody knows the most common rules. Each player should also read the
specific rules of his country. The rest can be interesting but is not necessarily. Decide also on an arbiter (usually the
most experienced player) as rules conflicts will probably arise.




2 Introduction

Organisation of the game

The game is composed of: the rule book, itself split in six parts (rules, events, appendix, tables, scenarios, indexes),
the counters (more than 3000), the maps (two A0 maps), the record sheets (most individual record sheets, except two
global record sheets), ten-sided dices and pens (not included).

The first rulebook part contains the game description and mechanics. After a short overview of the game in chapters |
and II, the following chapters follow roughly the turn order. The last chapter is dedicated to specific rules.

The second rulebook part is the set of historical events (or almost historical) that make the game tick. It is divided in
economic events and political events, ordered by period of apparition (period | starting in 1492 and period VIl ending
with the French Revolution).

The third rulebook part contains various listings such as minor countries characteristics. Most of this information is
already available on counters.

The fourth rulebook part holds the game tables and players aids. There are eight pages of general tables plus one page
per country played (thirteen different countries are available during the course of the game).

The fifth rulebook contains the scenarios as well as some advices on playing the game. The game is meant to be played
as a Great campaign spanning over 300 years of history, from Columbus journey to America to the French Revolution.
Other scenarios, for a shorter game as well as ways to learn the rules progressively, might be written someday.

The sixth rulebook part contains the table of contents, the index and various lists. It is not necessary for the game (but
may be useful while browsing the rulebook).

Apart from this introduction, each point of this rulebook is fully numbered (such as “Paragraph C.3 of Section 111.3.3.3").
The counters are not pre-cutted. Thus, you will need to print them (23 pages, in full colours), glue them and cut them.
Beware that some counters are double-sided while some are simple-sided. Beware that there are two size of counters
(plus the triangle shaped manufactures). Gluing and cutting is a tiresome process. We advice to do it all before playing
(rather than waiting for the counter to be needed). You will probably need counters trays (6 is good) to hold them.

The maps are intended to be printed on a AQ sheet (each). You can try printing them smaller (A1) but they will then be
very crowded with the counters. That means that you will need one (or two) large table to hold the maps, enough room
for nine players around, and some private space for secret diplomacy. . .

Organisation of the rules

Rules

Following this informal Introduction, the rules are organised in chapters, Sections, and numbered paragraphs. Each
point being fully numbered for easy reference.

The first two chapters, chapter | (Game components) and chapter Il (The powers: at home and abroad), are introductory
chapters. They describe the components and the main concepts of the game. The following chapters, from chapter Il
(Events) to chapter XIII (Inter-turns Phase) describe the core rules. Each chapter corresponds to one phase of the game
tumn (or part of one), in order. These should be read by each player before playing.

Then, chapter XIV (Winning the game) deals about fame, glory and all that. Victory Points (VPs) are earned slowly
during the game, a bit at each turn and slightly more at the end of each period. Each player will need to read the
corresponding part of this chapter in time, but reading all of it is not necessarily.

The rules close with chapter XV (Specific Rules). This chapter explain the specific rules of each country. Both the
majors and minors countries do have specific rules (‘ways to cheat”). These specific rules are the salt of the game,
the thing that makes each country different from the other. Each player must at the very least read the specific rules of
his country. Reading the specific rules of your opponents is not required but can greatly help build a strategy against
them. Reading the specific rules of all minors countries is usually not needed but you should probably read the rules for
countries with which you will interact (that is, countries in your geographical area).
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Events

Political events

If the specific rules of each country are the salt of the game, the political events are the real meat. Each turn, four
historical events are rolled for in a more or less organised way. These events create special conditions to apply. Often,
they give opportunities (or obligations!) to create new wars. Sometimes, they provide with drastic changes of alliances
or new political situations.

Most of the events happened historically. Some of them did not happened but seemed plausible enough to be added to
the game. Political events are grouped by periods so that, say, the American Revolution may not occur before England
has a chance to colonise North America.

Even if grouped by historical periods, the events occurs in a randomly fashion. This provides a unique, yet hopefully
plausible, historical background for each game. Moreover, the way the players react to the events can be quite different
from the historical reactions of the monarchs of this time. Thus, the history in game can be quite different from the
History as it did happen.

In order to win the game, each player will need to react properly to the events. Trying to be in a good position to exploit
opportunities and to avoid major drawbacks requires a careful playing. Between the (political) choices proposed for
each event and the actual military conduct of the wars, players will have a lot to do.

Reading the events is not necessarily before playing. In some way, it is even better if nobody knows them as each
player will then enjoy the surprise of things as the historical monarchs did. However, knowing the events (especially the
big ones) helps planning. Moreover, after playing once, you will know the big events and this will give you an edge over
beginners. Each group should choose which policy to apply toward events (read them in advance or not) and stick to it
(and, especially, use fair play if you decide to keep the events secret. . .)

Revolts, diplomacy and economic events

In addition to the political events, there are also some economical events. These occur once per turn per country,
always among the same set of events. They give an additional random flavour to the game.

Sometimes, political events will simply result in a peasant's revolt as well as some diplomatic instability. This is resolved
using the revolt and diplomacy events.

Tables, Appendices, Scenarios, Index

Appendices, Tables and Index

The appendices mostly contain the complete description of minors countries. You don't need to read them before you
actually need them. You may want to browse through it in order to know which are the strong minors. It contains mostly
a lot of quite arid information that makes little sense before you actually start playing.

The Player’s aids contain the summary of all the tables required to play. They are also in the rules, so there is nothing
new in the aids worth reading before playing. Each player will need a full set of player’s aid during the game, so make
sure to print enough.

The index is used it for reference purpose only.

Scenarios

The scenarios booklet should contains several scenarios for larger and larger games. It currently only contains the
largest one: the Great Campaign.

Europa Universalis is designed to be played as a Great Campaign. You'll find there the setup for this scenario.
Someday, we might add additional setups for shorter games, both shorter campaigns and “battle” or “war” scenarios.
But frankly, this is not our most important task today.
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A couple of meta-tips about the rules

These rules use many visual tools to help the reader. Coloured boxes are sometime used to highlight some features of
the game such as the following ones:

’ Design note: Sometimes, we feel the need to explain stuff about the meaning of the rules.

History of the game In the 1990’s, Philippe Thibault wrote the original Europa Universalis game, that we refer
as “EU6” as is was designed for 6 players only. In the early 2000’s, Pierre Borgnat and Bertrand Asseray wrote
an addendum to these rules, adding two players and modifying many aspects of the game. Quickly, Jean-Yves
Moyen and Jean-Christophe Dubacq joined the project. We decided to rewrite the whole rules from scratch and to
add a ninth player. The result is thus called “EU9”.

Most terms in these rules that do refer to something precise, such as arule, an event, a leader, . . . are usually hyperlinks.
That means that if you're reading the rules on an electronic device (computer, tablet, . ..) you can click on almost
anything and jump to the page in the rules where it is described.

Example: Hyperlinks.— Try clicking on the following and see where it leads (your device probably has a “back” feature to
come back here afterwards):

ANG, chapter V (Incomes), Section VI.3.3 (Bankruptcy), BRAZIL, event I-1 (Treaty of Tordesillas), event part IV-A.a (Creation
of the Germanic Alliances), subevent VII-5.y (Reign of Terror and Directoire), I. Siileyman, Richelieu, Prinz Eugen.

Lastly, the choice of language, fonts and colours in which terms are written also carries information on what kind of
entity it actually depicts. If two terms are written in the same way, that usually means they depict similar entities (leaders,
country, troops, cities, . . .)

Example: Fonts and colours.— Consider the differences between:

NORVEGIA (a minor country, in Latin), NORWAY (a region on the map, in English), Norge (a single province, in local language)
and Mer de Norvége (a sea zone, in French).

Getting help

If you have questions about the game, or if you need help on the rules, please feel free to contact us.

You can ask us on the EU mailing list at Yahoo groups, either in English (EU-11ist@yahoogroups.com)or
in French (EuropaUniversalis@yahoogroupes. fr). Since both of these mailing lists were created for
the original Azure Wish edition of the game (EU6) and not for this BAMGames rewrite (EU9), please make sure that
you state clearly that your question is about the BAMGames rewrite. Otherwise, you might annoy people and you'll
probably get answers based on the EU6 version of the rules which, in some points, is quite different from this one.
Oryoucanaskattheforumhttp://europa-universalis.frbb.net/forum.htm (inFrench, but
we’'ll answer in English). This forum is specifically about the BAMGames version of the game. There is also a dedicated
thread on the BoardGameGeek forums: https: //www.boardgamegeek.com/thread/1278052/
eu9-9-players-rewrite

Some of us are also present on other gaming forums such as ConsimWorld (http://talk.consimworld.
com/, in English) or Strategikon (http://www.strategikon.info/phpBB3/, in French). This is
however not the most reliable way to reach us.
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Teople
Authors

The original Europa Universalis game was written by Philippe Thibaud for Azure Wish Edition in 1993. Risto Marjomaa
did a tremendous work of rewriting and clarifying all the events.

This rewrite is based both on the original version and the rewrite of the events and include many new things. Numerous
comments from the EU mailing-list were also taken into account when designing the map and balancing details of the
rules.

This text was written by the united minds of Pierre Borgnat, Bertrand Asseray, Jean-Yves Moyen and Jean-Christophe
Dubacg. Composition was made using TEX. Accompanying maps were created by J.-C. Dubacq.

lllustrations

lllustrations used in chapter headers are excerpts of famous masterpieces as follow: De astronoom (The Astronomer),
Vermeer; Port de mer avec la villa Médicis (Seaport), le Lorrain; Frangois ler regoit les derniers soupirs de Léonard de
Vinci (Francis | Receives the Last Breaths of Leonardo da Vinci), Ingres; the American Constitution; De korenoogst
(Harvesters), Bruegel de Oude (Bruegel the Elder); La construction de Versailles (Construction of the Chateau de
Versailles), Meulen; The Recruiting Sergeant, Collet; De Nachtwacht (Night Watch), Rembrandt; Ritratto di Carlo V
a cavallo (Equestrian Portrait of Charles V or Charles V at Miihlberg), Tiziano (Titian); La rendicion de Breda (‘Las
lanzas”) (The surrender of Breda), Velazquez; the Exchequer of Ireland (unknown artist); Het sluiten van de Vrede
van Munster (The Ratification of the Treaty of Munster), Borch; /8 & ZH2 (Spring Morning in the Han Palace), /L3
(QiuYing); Le sacre de Napoléon (The Coronation of Napoleon), David; Le tricheur & I'as de carreau (The Cheat with
the Ace of Diamonds), La Tour; Las bodas de Cané (Wedding at Cana), Murillo; Les miséres et les malheurs de la
guerre : La revanche des paysans (The Miseries and Misfortunes of War: The peasants fight back), Callot; Columbus
Landing, Vanderlyn; Martin Luther, Cranach der Altere (Cranach the Elder); Le massacre de la Saint-Barthélemy
(Saint Bartholomew’s Day Massacre), Dubois; De Hollanders steken Engelse schepen in brand tijdens de tocht naar
Chatham (The Dutch burning English ships during the Raid on the Medway), van Leyden; Sobieski pod Wiedniem
(Battle of Vienna), Kossak; The Battle of Culloden, Morier; Washington and Lafayette at Valley Forge, Dunsmore;
manuscript of Beowulf; World map, Mercator; Creazione di Adamo (The Creation of Adam), Michelangelo; woodcut
from an Italian chess treatise (1493); | bari (The Cardsharps), Carravagio;

Testers

Preliminary versions of the game were tested by:

Bertrand Asseray, Pierre Borgnat, Nicolas Bourgeois, Michael “MKL” Chagnon, Silvére Corsange, Sylvain Domergue,
Jean-Christophe Dubacg, Manuel Esteban, Erwan “R1” Grasland-Mongrain, Maxime le Heiget, Bruno “Boka” Kauffmann,
Gwendal Kervern, Benoit “Kloecky” Kloeckner, Thomas “Satori” Milot, Jean-Yves “Jym” Moyen, Rémi Moyen, Fabrice
Randeau, Eric “Troll” Schaeffler, Aurélien Schoumaker, Benoit Trédez, Rémi “DL” Vanicat and Benjamin Wack.
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(Game components
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Design note: This Chapter describes in details the components of the game, mostly the maps and counters.
Most of the concepts explained here are common with other strategy games.

A Europa Universalis is composed of:

A.1 Two maps. One depicting Europa and the other depicting the whole World.

A.2 3300 (?) counters.

A.3 This 650 (?) pages long book of rules.

B In order to play, you will also need:

B.1 Separate printed version of the Players aids and the various record sheet.

B.2 Pens and dices (ten-sided dices).

B.3 Some extra blank paper can be handy.

C Players aids and record sheet work best if used the way they were designed. See chapter XXVIII (Playing the game)
for details on this.

1.1 Description of the world: the maps

1.1.1  Europa and Rest of the World

A Two maps The world is divided in two distinct maps: the European map, and the Rest of the World map (ROTW).
Although there is a lot in common to the way these maps can be read, they do not work in the same way.

B Europa The European map is where most of the military game is played. Each player plays an European country.

C ROTW The ROTW map is used for the great discoveries and colonisation of the European powers.
C.1 It also holds the game turn, technology, diplomacy and exotic resources tracks.

1.1.2  Provinces and Sea Zones
A Provinces and Sea Zones Each map is divided into provinces (on land) and sea zones (at sea).

B Names Every European province has two names: the province name, and a city name (beside a fortress icon).
B.1 Although provinces and cities do not play the same role, since these names are unique, they can both be used to
designate the province.

Design note: The local name is used, as far as it makes sense. Alternatives are sometimes written in parentheses.
When the local name is too far from something readable or recognisable, a French equivalent is written in italic
typeface. A transliteration is also provided (between square brackets) for non-Latin alphabets.

B.2 Disconnected provinces Some provinces are in fact several pieces of land, e.g., the provinces Cyclades or llles
Balears (several islands), or Canakkale Bogazi (in Turkey). They are always treated as one province only.

C Multiple coasts Some provinces have two coasts that are not connected together (by sea). This is the case
of Slesvig (in Denmark), Ifrigiya (in Tunisia) and Hellas (in Greece) in Europe, and some others in the ROTW.
See Section I1X.11.1 (Special Movements) for the effects.
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C.1 All other provinces have only one coast (that may span over different sea zones).

D Terrain The colour of a provinces corresponds to its terrain type. See the terrain chart on the map. Non-plain terrains
affect movement and battle.

E Two regions are magnified on the ROTW map and one on the European map for practical purposes: North-Eastern
America, India and Belgium-Holland.

E.1 Provinces and Sea zones are thus present twice: both in and out of the magnified area. It is advised to use the
magnified area for all military counters and to keep economic counters out of the way on the un-magnified map.

E.2 Sea zones going around the magnified areas have all their contacts shown. Especially, there is no contact between
Mer des Laquedives and Quarantiémes rugissants, or Cinquantiémes hurlants and Océan Indien, but there is
between Cinquantiémes hurlants and Quarantiémes rugissants.

F Frontiers Adjacent provinces can be connected by river (blue), mountain pass (pale), regular frontier (black) or straits
(double-arrows).

F.1 Straits, mountains pass and rivers affect movement and battle. All terrain effects (both from the province and the
frontier) are cumulative.

G Lakes Lakes are impassable and do not provide contact between provinces.
G.1 Sea units cannot go through rivers or lakes.

H Reaching the Bering Strait. KAMCHATKA is considered adjacent by land with any of the four provinces neighbouring
the impassable area north of Mer d’Okhotsk. It takes one full campaign round to make this move (12MP).

| Small provinces Some islands and similar places are too small and are thus represented by a large square instead.
1.1 When the corners of the square are cut off, it means the island is not plain (usually forest, except Sulawesi S. which
is swamp). Similarly, the flag in the island is white for plains and has a black cross otherwise.

1.2 The province of Cap Breton in ACADIE is connected with its neighbouring province with a river.

1.3 Ormus is an island in Golfe Persique. It is connected with a strait to Bam and E. Oman. The province is a ROTW
province, located on the ROTW map and all counters have to be put on the ROTW map. A fortress in Ormus is also a
Preesidio for Bam.
Example: Frontiers and islands.— Normandie and Caux are adjacent provinces by river, whereas Normandie and Maine
are adjacent by frontier.
The southernmost province of GRANDS LACS is not adjacent to the north-eastern province of ILLINOIS, even though they share
a lake border.
The island of SAINTE-HELENE is a plain (regular square and white flag) while the island of Guadeloupe is a forest (cut off square
and crossed flag).

J European provinces in ROTW The ROTW map bears some European provinces: Herat (as long as in belongs to
PERsIA), Islas Canarias and Agores. Those provinces behave in every way as European provinces including the cost
of movement, income, etc.

1.1.3  Symbols in provinces

Design note: Of course, not everything could be shown through symbols on the map. For instance, annexation of
Scotland to England has not been shown. In a word, symbols on the map are not the rules.

A Income value This is the large number written in or beside the province name (in Europe).

B Anchors Anchors indicate that the province has ports (in Europe).
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Figure 1.1: A sample of possible symbols on the map

B.1 All coasts in a province with port are considered to have ports, even if the anchor symbol does not touch all coasts.
B.2 Anchors with a white circle are ports that can be blockaded with a Praesidio

B.3 Golden anchors A golden anchor indicates an arsenal, a larger port that can hold and supply larger fleet.

B.4 Red anchor Cabo Verde has a red anchor. This red anchor means that sea units of the player that owns the

province may pass from one of the four connected sea zones to any other without paying the movement inside the
province.

B.5 The Strait fortifications Red see frontier represent permanent Strait fortifications guarding entrance to the sea.

They are controlled from the province with the guard tower symbol (see §D (Strait fortifications) of Section 1X.13.1 (Effet
d'un presidio)).

C Shields The shields bearing (somewhat simplified) arms of countries are here as a reminder of several things,
related to the relation between provinces and countries.

C.1 Major countries Shields bearing the symbol of major countries define the national provinces of the major country.
They may differ from the initial setup.

C.2 Minor countries existing in 1492 Shields bearing the arms of a minor country recall the initial possessions of the
minor country.

C.3 Influence Blurred shields represent influence of a country (either major or minor) on a province. These are not
national provinces.

C.4 Commercial reminders Half-parted shields in some provinces and sea zones are reminders of commercial
specificities (see Section XV.14.8 (Commercial specificities)).
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C.5 Tordesillas reminders On the ROTW map, some shields on areas indicate the Tordesillas belonging of the area
(see event I-1 (Treaty of Tordesillas)).

Example: Shields.— The island of Gotland (in Baltic sea) has a Swedish shield. It is thus a Swedish national province even
if is does belong to Denmark at the beginning of the game. Skane has both a Swedish and a half-parted shield. It is a Swedish
national province (Swedish shield) and it plays a role in the Baltic trade (half-parted shield also present in Baltique).

Kreta has a blurred Venetian shield. It is not a Venetian national province (the shield is blurred) but Venice does have some
influence here (in this case, namely, it owns the province in 1492).

Kuban (East of the Black Sea) has both a Georgian shield and a blurred Crimean shield. It does belong to GEORGIANI in 1492
(shield of a minor country) and it may be annexed by CRIMEA (blurred shield indicating influence).

Hinterpommern (Northern Germany) initially belongs to D.S.M. THEUTONICORUM (regular shield). It can be annexed by HANSA
(blurred shield) and it can becomes part of DUCHY OF PRUSSIA (the other blurred shield). It can also be part of POMMERANIA but
this was not shown on the map.

D Gold mines Some provinces hold gold mine. If there is a number in it (in the ROTW), this is the income of the mine.
E Salt resources Salt heap in Europe allow the construction salterns (salt manufactures) in the province.
11.3.1 Wasteland area

This area represents the great size and the low density of population in those regions. This particularity will not
extend to newly conquered areas, nor will the provinces lose their specificity if conquered by some country other
than Khanates, Cossacks and Russia.

A Geographical limits The north-eastern provinces of the map are bordered with a yellowish line. They represent the
initial territories of Khanates, Cossacks and Russian principalities, as well as some Lithuanian and Ukrainian territories.
11.3.2 Cold Area

A in Europe All provinces within a whitish line on the North of the map form the European cold area.

B in the ROTW Areas with a snowflake “exotic resource” are all part of the ROTW cold area. This corresponds to
northern America and Siberia.

11.3.3 Germany, ltaly, Persia
A The provinces of the Holy Roman Empire are bordered with a red line.
B The provinces of Italy are bordered by a blue line.
C The provinces of the Persian core are bordered by a black line.

1.1.4 Cities

A Cities represent the urban infrastructure of the provinces. There is one city in each European province as well as in
some ROTW provinces.
A.1 Each city has a name.

A.2 Each province actually contains many cities, however, only one of them is used in the game (and represents all).

B Level Cities are fortified with a fortress of level 1 (single tower) or of level 2 (bunch of towers). Counters are used to
mark higher levels.

Design note: Sometimes, the cities simply did not exist in 1492, at the beginning of the game. Since it is in those
cases rarely important, a more recent city was chosen. Cities built after the 17" century have been avoided. Also,
keep in mind that a city represents the whole urban infrastructure of a province. Sometimes taking a city will really
mean “take a bunch of cities all hidden deep in the mountains”.

In the ROTW, cities are actually places where European control can be exercised, and conquest done; we do not
mean to say that India or China were empty of cities (this would be most untrue), only that most places would not lend

themselves to conquest.
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A Each province is owned by one country.

A.1 Change of ownership can only occurs by formal annexation (usually at the end of a war, sometimes by wedding or
other events).

B During wars, provinces can also be controlled by a country different from their owner.

B.1 Control of a province occurs by taking and holding the city of the province.

C ltis possible and common for a given province to be owned by a country, but controlled by another country.

Control of a province

1.1.5 Symbols in Sea Zones

A Each sea zone has a difficulty. It is the number written in the picture of a storm (or calm sea).

B Some sea zones in the ROTW have an additional malus, either +1 or +2 making travel through them even harder.
C Some sea zones are also trade zones. The trade zones are depicted with the silhouette of a ship in a coloured square
(Sea Trade Zone) or circle (Country Trade Zone).

C.1 The numbers in the silhouette are the incomes of the trade zone.

1.1.6 ROTW provinces

A On the ROTW map, provinces are grouped in areas. All the provinces of an area share some characteristics: income
value, colonisation difficulty, trading-post implantation difficulty, initial number of natives and exotic resources.

A.1 All provinces of the same area are grouped by a coloured line. The characteristics of this area are written in a box
of the same colour near the area.

B The three numbers are (in order) the income, difficulty, and tolerance of the area.

B.1 Each province of the area has these numbers.

B.2 If an area has no tolerance, use its difficulty whenever tolerance is required.

C The strength of natives in the area is written below the soldier picture.

C.1 The choice of soldier (Indian, Zulu, Samurai, ... and a couple of Easter eggs) is purely decorative and has no
influence on the game.

C.2 Natives are present in each province of the area with the same strength.

D Exotic resources are depicted with symbol (for the type of resource) and numbers (for the quantity of such resource).
D.1 Exotic resources are shared by all the provinces of the area. They are not present in the same amount in each
province. They can be exploited from any province of the area and countries will need to agree (or fight. . . ) if several
of them want to exploit the same resource.

D.2 The snowflakes are not an exploitable resource but design the cold areas in the ROTW. The higher the number,
the colder the area.

E Round the world The sea zones Pacifique Sud-Est and Pacifique Nord-Est are adjacent to Grand océan
pacifique.

1.1.7 Tracks

A The ROTW map also holds several game tracks.

A.1 There are two diplomatic tracks, one for the European diplomacy with one line per major country, and one for the
ROTW diplomacy with one box per ROTW minor country. Diplomacy works differently in Europe and in the ROTW.
A.2 The exotic resources tracks are use to store both the total amount of exotic resources exploited (by type) and the
price of them. This information is updated once per turn.

A.3 The technology track keeps both the technological level of countries (both major and minor) and the technology
goals to be reached (they will move).

Game components— military — 2016-07-13 [R]13

A.4 The turn track is coloured by periods. It can also be used to hold those counters that only come into play at precise
time (mostly historical leaders).

1.2 Counters

A Types of counters There are several types of counters: Military (land and sea units, fortresses) ; Leaders ;
Economical (colonies and trading posts, trade fleet, manufactures, gold mines, trade centers) ; Military markers (control
and ownership, siege-works, revolts, pillages) and Game markers (diplomacy, technology and exotic resources).

A.1 The military markers are in unlimited quantity. If you need more of them than provided, use whatever you think
convenient to represent them.

A.2 All other counters are in quantity limited by the game. If you need more than you have, too bad but you can’t create
them.

B Levels and side Many two-sided counters act as “containers” for smaller counters (military) or abstract economical
stuff.

B.1 These counters can hold a certain number of “levels” (usually 2, 4 or 6).

B.2 They are used on the side marked @ if they hold half or less than their maximum level and on the side @ if they
hold more than half.

1.2.1  Military counters

A All these counters are intensionally in a limited amount. If you don't have enough, you can’t do what you intended.
A.1 Exception: REBELLIS (both “Rebellion” and “Revolt’) and PIRATA counters are in unlimited amount.

121.1 Land units
A Detachments The basic land unit is the land detachment (LD). It contains both infantry and cavalry.

B Armies Army counters (A) contain both infantry, cavalry and some artillery.

B.1 An A@ is always exactly 2LD (plus some artillery). An A@ is always exactly 4LD (plus artillery).

B.2 A can be broken up at almost any time. The result is a number of counters representing the same number of LD
without creating new A counter.

B.3 Thus, an A® can be broken into an A® and 2LD, or into 4LD but never into 2AQ.

B.4 An A© can be reinforced by 2LD and turned into an A@®.

B.5 ltis never possible to merge several LD into a new A counter.

C Exploration detachments In the ROTW only, it is possible to break a LD into 3 land detachments of exploration
(LDE) as a result of battle or attrition.

C.1 Conversely, 3LDE can be merged into a LD.

C.2 LDE cease to exist the moment they enter a province or sea zone on the European map.

D Army class The roman number on each land unit it its Army Class.

D.1 Army class is an abstract representation of the military doctrine of a country. It plays a huge role during battle (it
mostly represents relative size of troops, as well as quantity and quality of artillery and cavalry).

D.2 The Arab number (or letter) is an identification number of the counter and plays no in-game role.

D.3 The image has purely decorative function and plays no role whatsoever, although armies of the same class tend
to have similar images.

E Militia and natives
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E.1 The white counters represent colonial militice and are used when not at full strength (to keep track of the current
strength).
E.2 Similarly, the BARBARIA counters are used to keep track of reduced native strength.

1.2.1.2 Sea units

A Detachments The basic sea unit is the naval detachment (ND). A naval detachment is roughly 3 or 4 ships of the
line plus accompanying smaller ships (depending on the period).

A.1 Notice that ND are on the back of LD. Thus, creating a ND de facto reduce the number of available LD. This is
intended.

B Galleys In the Mediterranean and Baltic seas, it is also possible to use galleys detachments (NGD).

C Transports Naval transport detachments (NTD) contain only transport ships. They may not participate to battles
but can be used to carry gold or troops.

D Fleet A fleet (F) counter is only a container of a certain number of ND (or NGD) and NTD.

D.1 The exact countenance of a F counter varies depending on the period and the country.

D.2 ltis always possible to break a F into its components (ND and NTD).

D.3 ltis always possible to group some ND (and NTD) into a F counter, even if the counter is not full. It is even allowed
(but usually unwise) to create a F with a single ND.

E Exploration detachments As a result of battle or attrition, a ND can sometimes be broken into three naval
detachments of exploration (NDE).

E.1 Thus, a NDE is 1 or 2 ships.

E.2 NGD can never be broken into NDE.

E.3 3NDE can always be merged into a ND.

E.4 NDE can exist both on the ROTW and European maps.

F Privateers (P) are smaller ships armed to harm enemy trade.

F.1 They are not military units per se but whenever needed, each side of a P is considered to be equivalent to IND
(e.g. for hierarchy purpose).

G The image and number on F and ND counters are here for identification purpose only.

G.1 The identification number is used to keep track of the content of each F on the corresponding record sheet.

1.2.1.3 Fortresses

A Levels Fortresses can be of level 1 to 5.

A.1 Contrary to many counters, there is one different counter for each level.

A.2 Fortresses of high level cannot be built at the beginning of the game and have different conditions before becoming
available.

A.3 Since the counters are double-sided, building a fortress of a given level usually prevents another one from being
built. Typically, building a level 5 fortress prevents the country from building the level 4 fortress on the back of the
counter.

B Permanent fortress Each city (in Europe or not) also holds a fortress of level 1 or 2. These are permanent fortresses
and no counter is needed to represent them.

C Forts Fort are considered as fortresses of level 0. They can only be built in the ROTW.

D Level 1 fortresses also exists as generic (white) counters. These are in unlimited amount (make more if needed)
and are used only to depict temporally diminished fortresses during wars and to depict the permanent fortress of level
6 COL in the ROTW.
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D.1 Each country has its own set of level 1 fortresses in case it needs a permanent level 1 fortress (usually, in the
ROTW).

1.2.2 Leader counters

1.2.2.1 Values of leaders

A Categories and name Leaders all have a symbol depicting their category (e.g. general, admiral, . . . ) The category
indicates which actions a leader can do (e.g. an admiral leads fleet, not armies).

A.1 At the top of the counter, the name of the leader is written. It can be either a real name (for historical leaders), a
generic name (such as “King”), or a (@ (for anonymous commanders).

A.2 The colour of the counter, as well as the shield on the right, indicates which country the leader serves.

B Life and death On the left of the counter of historical leaders are two numbers. They indicate the turns at which the
leader is available.

B.1 The leader is active during all these turns. Thus a leader with the numbers “3-7” is available from the beginning of
turn 3 to the end of turn 7.

B.2 Historical leaders may die during battle and thus become unavailable earlier than what is indicated on the counter.
B.3 Some leaders have instead a first number in Roman number (e.g. “Ill-20"). These are leaders arriving into play by
an event and the number identifies this event (in this case, event I1l-20 (The Great Moghol Akbar)).

C Values The bottom of the counters holds the proper values of the leader.

C.1 The letter is the rank. The earlier in the alphabet, the higher the rank (i.e. rank “A” is better than “B” and so on).
C.2 The three numbers following the rank are the values of (respectively) manoeuvre, fire and shock. They are use
during movement and battle and are often the most important piece of information concerning a leader. They range
between 1 (sometimes 0) and 6.

C.3 Some leader have a fourth value (between 1 and 4), the siege value.

D Modifiers Some leaders have optional modifiers on the right of the counter. See below for their meaning.
D.1 Special powers that only exists for leaders of one country are shown using a different colour for the symbol depicting
category.

E Pachas are special Turkish leaders. See §C (Pashas) of Section XV.8.1.2 (Turkish Military system) for details.

1.2.2.2 Symbols on leaders

A Information on the leader counters can be read as shown in figure 1.2 (A sample of all leader counters possible).

B The meaning of the various symbols that define the leaders in this rulebook is as follows:

B.1 For the main category: & (admiral), & (conquistador), & (explorer), X (general), # (engineer), & (king), &
(admiral-king), =% (privateer), # (governor), Mis (missionary).

B.2 For the optional marks: R (allowed in the ROTW), $ (allowed only in AMERICA), * (main side of the counter), @
(allowed only in AsiA), P (is also a privateer), m (allowed only in the MEDITERRANEAN SEA), © (does not die at the first
failed survival test in battle).

B.3 The country-specific powers are marked with a main category of different colour: Dutch Indonesian Conquistadors
(©), English Sea hound (-, ), French Licensed privateers (3, £), Portuguese Viceroy (&, &, &), Turkish Barbary
Coast privateers (%, £) and Turkish Viziers ().

B.4 Two leaders (Marlborough and Friedrich Il) have their name and values written in a different colour (white instead
of black or yellow). They have a bonus (actually, an absence of malus) to their survival tests in battle.

C Double-sided leaders Some leader counters have two sides (both representing the same individual).
C.1 In most cases, one of the sides bears a *. This denotes the main side of the leader.
C.2 Under no circumstances the two sides of a counter may be used at the same time.




[R]16 Counters
Conquistador  Explorer Admiral Privateer General Engineer
Viceroy Privateer  Sea hound Name IOyt tums ~~ (general)

5 1 5 y
; @X’% 5 %}%
B 555 .3 B 555
Double-sided counter
Main side has a *

America only

Manoeuvre/Fire/Shock

King King Minor King  Governor Pasha counter
(General) nt Normal Corrupted
" Toledo Amar Amar
¢ 16 9 4y @
17 ﬁ Rl ¢ \
4 D 422/ V 101 2 000
Asia only ROTW Force (D)  Pasha id

Figure 1.2: A sample of all leader counters possible

C.3 When the leader dies while on one side, and unless special rules specifically counter this rule, the leader is definitely
dead (for all sides).
C.4 See Section 1X.5.1.1 (Double-sided Leaders) for details.

1.2.3 Economical counters

A All these counters are intensionally in a limited amount. If you don't have enough, you can’t do what you intended.
A.1 Exception: Gold mines counters are in unlimited amount.

A.2 A country may freely destroy any of its COL, TP, MNU or TF at the beginning of the Administrative phase in order
to reuse it elsewhere.

1.2.3.1

A Colonies (COL) and trading posts (TP) represent the European colonial effort to either populate the New World or
trade with the natives.
A.1 Each counter can hold up to 6 levels.

Colonies and trading posts

1.2.3.2 Manufactures

A Manufactures (MNU) are pre-industrial centres of production of goods.
A.1 Each counter has only two levels: one per side.

1.2.3.3 Gold mines

A These counters represent discovery (or depletion. . . ) of new mines in Europe.
A.1 Although they are called “gold” mines, they can actually be silver, gems, or other precious mineral.

12.3.4 Trading fleet

A Trading fleet (TF) represent the relative commercial power of each country in each of the sea trade zones.
A.1 Each TF can hold up to 6 levels.

1.2.3.5 Trade centres

A Sea trade zones are grouped into commercial areas. The country with the most levels of TF within a given area get
the corresponding Trade centre.
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A.1 Trade centres provide a large amount of money to their owners.

1.2.4  Military markers

A All these counters are in an unlimited amount. If you don't have enough, print more or use whatever you think
convenient to represent the missing counter.

B Ownership markers are used when the owner of a province changes: simply put the marker of the new owner (with
its shield) on top of the shield printed on the map.

C Control markers are used during wars as reminder of which fortresses have fallen into the hands of another country.

D Siege-work, Revolt, Pillage, Flood Use these markers whenever required by the game.

1.2.5 Game markers
A All these counters are intensionally in a limited amount. If you don’t have enough, you can’'t do what you intended.

B Technology There is one technology marker for each of the technological goals (both land and naval) that can be
reach during the game.

B.1 Conversely, there are two such markers (land and naval) for each major country as well as for some more or less
culturally consistent groups of minors.

B.2 Whenever the marker of a country is beyond the marker of a goal, that means that the country has reached this
technological goal. This usually provides huge advantages in battles.

C Exotic resources There are two markers for each kind of exotic resource: one to keep track of the total amount
exploited and the other to keep track of the current price of the resource.
C.1 There is also one marker for the current percentage of inflation.

D European diplomacy Each minor country in Europe has a diplomacy marker with its diplomacy values written on it.
D.1 When a major country gains influence over a minor country, put the corresponding diplomatic marker on the major
track.

D.2 Thus, at most one major country can have influence over each European minor country at a given time.

E ROTW diplomacy Most major country have Relation/Treaty (FR/AT) markers. These are in limited amount.
E.1 When a major gains influence over a ROTW minor, put one of his FR/AT marker in the corresponding box.
E.2 Thus, several majors can have influence over the same ROTW minor country at the same time.

F Various markers There are some other various markers (for turn and round, for convoys, or for keeping track of
various in-game information such as variable incomes) to be used when needed.

1.3 Tables and dice

1.3.1 Tables

A Each player has its own Player’s aids that groups all tables and information most relevant to play. It is recommended
to keep at least one clear copy of each.

B Most of the table are common for each country (8 pages). Each country also has one page with its own specific
tables and reminder of special rules.

1.3.2 Dice

A The dice used in this game are ten-sided. A zero on the die always represents ten.
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A.1 Sometimes, the player will be asked to roll 1d100. This is done by rolling two dice, using one as units and the other
as tens. 00 always represents 100.

A.2 When required to roll 2d10, roll two dice and add the results (thus giving a result between 2 and 20).

B Having between 10 to 20 dice appears to be a good number to play comfortably without spending to much time
looking for them. . .

1.3.3 Players aids and Record sheets

A Players aids There are two kinds of players aids:

A.1 The generic players aids (8 pages) contain all the tables common to all players. They are organised roughly in turn
order.

A.2 The specific players aids (1 page per country) contain the tables specific to each country, as well as a quick
reminder of the specific rules of that country.

B Players record sheet Each player has a set of record sheet to record his actions, his military forces and strengths,
his treasury, his income calculations. . . These are:

B.1 Two Economic Record Sheet (ERS), one for computation of incomes and expenses and the other for keeping
track of the Treasury and Loans.

B.2 One Monarch sheet on which characteristics of the country and its ruler can be written. This is also used to write
all diplomatic and administrative actions before performing them.

B.3 One Colonial sheet to keep track both of the colonial, commercial and naval estates of the country.

C Global record sheets are provided to keep track of global information or as summary of some look-up rules, namely:
C.1 The Exotic resources sheet keeps track of which country exploit which exotic resource.

C.2 The Trade fleet sheet keeps track of the levels of the various TF in the various STZ/CTZ.

C.3 The summaries of minors countries and of objectives, as well as the revolt tables are used as quick look-up.

C.4 The events tables are used to note which historical events already happened.

D See chapter XXVIII (Playing the game) for a detailed discussion on how these sheet are meant to be used.

1.4 Lexicon

1.4.1  Major countries

A Full-time major countries

Spain, named HISPANIA
France, named FRANCIA

ANG| England, named ANGLIA

Turkey, named TURCIA
Russia

B Part-time major countries

Venice, named VENETIA
Portugal, named PORTUGALLIA
Poland, named POLONIA

HOL| Holland, named HOLLANDIA

Sweden, named SUECIA
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AUSTRIA (see also HABSBURGUM). This name is used for the major power
C Part-ime major countries: some notations

Either PORTUGALLIA or minor PORTUGALLIA

Either PRUSSIA or minor BRANDENBURGUM

Either HOLLANDIA or minor HOLLANDIA or TERRE DEPRESSA or PRIMA HOLLANDIA
Either POLONIA or minor POLONIA (and LITUANIA before Union of Lublin (11-13))
Either AUSTRIA or minor HABSBURGUM

[AUS/HIS]| When pointing to a player, either AUSTRIA if it is a major country; if not, HISPANIA after Dynastic Alliance of
the Habsburg (I-A)

German Empire (never existed, also GERMANUM IMPERIUM)
HRE| Holy Roman Empire, a political entity of central Germany (also SRI)

1.4.2 Various terms used throughout these rules

Army, a large-size land force.
Administrative value of a Monarch.
Casus Belli, a reason that makes declaring the war towards another country easier.
Commercial centre (a regional platform of trade).
Colonies (overseas European settlement).
Country Trade Zone, something that represents the foreign trade of a country.
@ A military detachment, either a LD or ND.
Ducat, the monetary unit of the game.

Dynastic Crisis, that may occur when some monarch dies (see §C (Dynastic Crisis) of Section 11.2.1 (New
monarchs)).

Diplomatic value of a Monarch.
Domestic Trade Index, a value that measures the domestic commercial power of a major power.
Economic Record Sheet.
Fleet, a large-size naval force.
Foreign Trade Index, a value that measures the international commercial power of a major power.
One level of fortress, obtained through reinforcements.
Land Detachment, a small land force.
Land Detachment of Exploration, a smaller land force meant for the ROTW.
Land Detachment or Naval Detachment.

Detachment of Exploration (any kind).

Line of Supply, a path along which supplies can be brought without crossing enemy territory..
A major power, the main country of a player.

Military value of a Monarch.

@] A minor power.

Manufacture, a centre of goods production in a country that is of special importance.

PRU| PRrUSSIA (see also BRANDENBURGUM). This name is only used for the major power

[W] Movement Points, to define distance on the maps.
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Naval Detachment (any kind).
Naval Detachment of Exploration, 1 warship.
GD| Naval Galley Detachment, about 10 galleys.
TD| Naval Transport Detachment, about 10 transport ships.
NWD| Naval Warships Detachment, a small naval force (about 3 warships).
PA| Products of America, the goods that came from the New World: tobacco, dye and other various goods.
Products of Orient: all kinds of goods coming from the Far East: tea, precious wood, porcelain, jade, etc..
Privateer or Pirate unit, a small naval force of privateers that aim for trade ships and pillage.

Revolt/Disorder, a state of general disarray in Europe that makes certain alliances and internal conflicts go
wrong.
The major power controlling rebels in various events descriptions (not the rebel side itself).

ROTW| Rest-of-the-World, everything on Earth outside Europe.
Royal Treasury.
STZ| Sea Trade Zone, something that represents the sea trade throughout some area.

TP| Trading Post, a small commercial establishment used as a European foothold overseas.

Trade Fleet, a fleet of merchants represented by a level (from 1 to 6) on the Trade Fleets Sheet and a

counter in their STZ/CTZ of activity.

TFI| Trade Fleet Implantation, an administrative operation that may increase the level of a TF.

Galeasses Detachment, large galleys firstly used by Venice.
Victory Points (accumulated through the game by each player). Also VPs (plural).

FElEE
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1.4.3 Continents and Sea regions in the ROTW

Design note: For game purposes, continents are composed of a given set of Areas and provinces. In several cases,
this significantly differs from the actual geographical continent baring the same name (e.g. AsIA does not include
SIBERIA). In game, continents are usually areas of influences of some power and thus include only the geographical
zone where that power actually tried to impose an exclusive power (e.g. HISPANIA tried to impose a Spanish exclusive
in SPANISH WORLD without bothering about the Portuguese in BRAZIL (as a result of the Treaty of Tordesillas)).

In short: beware that in game “continents” are not always exactly the same as geographical continents.

is the whole continent of Africa, inland from MAURITANIE to SOUDAN and including the islands of
SAINTE-HELENE, CABO VERDE, MADAGASCAR, MASCAREIGNES and SEYCHELLES.

is all the New World, including MALOUINES, CARIBBEAN and BRAZL.

contains all the ROTW sea zones that can be reached (by sea) from Atlantique without exiting a
zone with malus, including Cap Horn.

is the following Areas: BELEM, RECIFE, Ri0. Note that this is exactly the American Areas with a @ shield
(Tordesillas reminder).

contains all the inland areas of AMERICA South of CHICHIMECA (included), excluding BRAZIL. Note
that this is exactly the Areas with a blurred % shield. Note that the island of Trinidad is part of GUYANA,
hence of SPANISH WORLD even if it is an island.

contains all the inland areas of AMERICA North of CHICHIMECA (excluded).

is composed of HAITI, CUBA, ANTILLES and FLORIDA. This is exactly the Areas with a % shield
(commercial reminder). Note that FLORIDA is both part of NORTH AMERICA and CARIBBEAN. Note that the

Game components— military — 2016-07-13 [R]21

island of Trinidad is part of GUYANA hence not of CARIBBEAN.
is the union of the following areas: JAPON, FORMOSE, CHOSON, MANDCHOURIE, PEKIN, NANKIN,
CANTON, PHILIPPINES. Note that this is exactly the Asiatic Areas with a @ shield (Tordesillas reminder).
is the part of the Indian sub-continent magnified on the map. Namely: DELLT, AYODHYA, BANGLA, GUJARAT,
PAJAB, INDUS, ORISSA, GONDANA, MUMBAI, HYDARABAD, MALABAR, KARNATAKA and SINGALA.
contains Quarantiémes rugissants plus all the sea zones of the STZ Océan Indien, STZ Mer
d’Arabie and STZ Cap des Aiguilles, except Cap des Tempétes.
is the archipelago South-East of Asia, namely SUMATRA, JAVA, BORNEO, CELEBES, ILES DE LA SONDE
and ILES AUX EPICES.
contains BIRMANIE, MALACCA, AYUTTHAYA and DAI VIET.
is the arabic peninsula (NEDJ, OMAN and ADEN, including the island of Seqotra), plus Ormus,
AFGHANISTAN, BALOUCHISTAN and ARAL.
contains all the sea zones of the ROTW that are neither in ATLANTIC OCEAN nor in INDIAN OCEAN,
plus Cap Horn (which belong both to ATLANTIC OCEAN and PACIFIC OCEAN).
is the union of all northern territories from SIBERIE to AMOUR and KAMCHATKA.
is composed of MIDDLE EAST, INDIA, INDOCHINA, EXTREME ORIENT, INDONESIA and OCEANIA (thus excluding
SIBERIA).

1.4.4 Land and Sea regions in Europe

contains the provinces marked with a ¥ shield, namely: Alabania, Hellas, Moreas, Dalmacija,
Montenegro, Corfou, Bosna and Serbia.

contains the sea zones Baltique, Baie de Botnie.

BLACK SEA| contains the sea zones Mer Noire occidentale and Mer Noire orientale.

[SPANISH NETHERLANDS] contains the provinces of the Burgundian legacy that are marked with a solid  shield,
namely: Vlaanderen, Flandre, Hainaut, Brabant, Limburg, Luxemburg, Artois. Note that
Franche-Comté is part of the legacy but not part of SPANISH NETHERLANDS (it is marked with a blurred
shield). Note that Liége is not part of the inheritance and thus not part of SPANISH NETHERLANDS either.

contains all the initial provinces of DANIA that are neither in NORWAY nor in SWEDEN, namely Slesvig,
Sjlland, Jylland.

[DUCHY OF COURLAND (HERZOGTUM KURLAND)] is initially empty and may contain the provinces marked with a blurred
2 shield, namely: Kurland and Livonija.

[DUCHY OF PRUSSIA (HERZOGTUM PREUSSEN)] contains the provinces marked with a blurred # shield, namely:
Memel, PreuBen, Hinterpommern.

contains the provinces marked with a blurred @ shield, namely: Finland, Tavastland, Nyland, Karelen
and Kexholm.

contains the provinces marked with a blurred @ shield, namely: Mumhan, Laighean, Connacht,
Brega, Uladh.

contains all the provinces of the italian peninsula within the blue thick line, plus the Italian islands, namely
Savoia, Nice, Monferrato, Liguria, Lombardia, Trentino, Mantova, Veneto, Friuli, Parma, Lucca,
Modena, Romagna, Toscana, Siena, Lazio, Umbria, Marche, Abruzzo, Campania, Puglia, Basilicata,
Calabria, Sicilia, Palermo, Saldigna.

MEDITERRANEAN SEA| contains all the sea zones of the Mediterranean and Black seas (Mer Noire occidentale, Mer

Noire orientale, Marmara, Mer Egée, Bassin Levantin, Adriatique, Mer lonienne, Mer Tyrrhénienne,
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Golfe de Gabeés, Golfe du Lion, Mer d’Alboran).

contains the provinces marked with a blurred @ shield, namely: Trendelag, Vestfold, @stlandet.

contains the four easternmost European provinces of PERSIA, outlined in black and barring a solid &
shield, namely: Pars, Isfahan, Bam, Meshhed.

contains all the national provinces of SUECIA that are not part of FINLAND, namely: Sméland, Jamtland,
Gastrikland, Bergslagen, Svealand, Vastergotland, Gotland, Skane.

contains the provinces marked with either a solid or blurred ¥ shield, namely: Podolie, Ukrainya,
Poltava, Zaporozhye, Donets and Don.
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Chapter 37}}

Design note: This Chapter describes the main concepts used in the game: structural limits of a country, stability,
colonial settlements. It also includes the detailed turn sequence.

Several concepts are common with other diplomacy and wargames while some of them are specific to Europa
Universalis. This Chapter only gives an overview of them so that the rest of the rules is readable. The rest of the rules
is ordered in game turn order and each concept will be fully described (with all the rules governing it) in due time.

1.1  Generalities

I.1.1  Fair play

A Due to the nature of the game, it is extremely easy to cheat by “accidentally” making errors while computing incomes,
expenses or modifiers, by putting the wrong number of counters on maps, . . .

A.1 In case of genuine errors, correct them as best as you can. Often, it is possible to correct a wrong computation of
income or expense by simply reporting it to the current tumn (if it did not happen too long ago). Sometimes, the error is
too old or backtracking too complicated, improvise as best as you can. . .

A.2 The game designers may not be held responsible for any physical damage that could occur as a result of fellow
players discovering that you've cheated.

11.1.2 Precedence

A In case of apparent contradiction within the rules, resolve the conflict with the following precedence:

+ Event descriptions supersede any other rule (and often create abnormal situations).

« Specific rules take precedence over regular rules. They are “ways to cheat” allowed (or mandatory) for each country.
+ Common rules only apply if not contradicted elsewhere.

B If there is a contradiction between two events, then the one that occurred the latest takes precedence. But this is
usually not intended and probably is a bug in the rules.

C If there is a contradiction between two specific rules, or between two regular rules, this is a bug. Please contact us
SO We can answer it.

1.1.3 Rounding

A When rounding is required, it is always done in the disfavour of the player performing the action (unless otherwise
specified).

A.1 Especially, any gain (in money, victory points, . .. ) is rounded down while any loss is rounded up.

A.2 In case of doubt, use the rule of thumb “who can the more can the least”. If a country should gain 1.9 I, it has not
gain 2 1, thus the sum must be rounded down; conversely, if a country has to pay 1.1 I, it has to pay more than 1 [y
and the debt must be rounded up.

A.3 Note that if country A decides to give 1.5 [} to country B, then country A has to pay more than 11, hence 2 )
(round loss up) but country B has gained less than 2 [, hence only 1 ) (round gain down). Free hint: don't plan do to
this if you don’t want money to disappear. . .
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11.1.4 Order of resolution

A Often, several similar actions should theoretically be resolved simultaneously but may require decisions of players
and are thus resolved one by one (e.g. sieges, attacks of natives, automatic competition . . . ) Normally, it is explicit in
the rules how to do the resolution in case of disagreement. If not, use the following guidelines.

A.1If a single player has a decision to make before each roll (e.g. for sieges: assault or undermining), then each
alliance, in decreasing order of initiative, resolve its action in the order of its choice (in case of disagreement inside the
alliance, in a random order).

A.2 If several players have a decision to make before each roll (e.g. for automatic concurrence), then the actions are
resolved in a random order.

A.3 Most of the time, the precise order of resolution is not really important and the actions may be resolved in any
order if the players involved agree. Especially, when different players are involved it is possible to resolve the actions
simultaneously to save time.

I.1.5 The letter and the spirit

A As much as possible, we try to write precise and unambiguous rules. We also try to explain the “spirit” of the rules
and to make our intention clear.

A.1 Insome cases, the rules are very technical, almost “algorithmic”, and you may not understand the whys immediately.
In those cases, apply them without thinking.

B In a couple of cases, the precise description of the rule is too complicated to write (as this is not a mathematics
book. ..) and we may explain only the spirit without formalising completely the letter. Those cases will always be
explicitly mentioned in the rules.

B.1 In those cases, use good sense to interpret the rules. In case of disagreement, use discussions and votes (among
players not implied) and create home rules as needed.

C If any rule seems strange, allows some non-historical behaviour, or is abused by tricky players, you are welcome to
create home rules to circumvent the problem. After all, this whole rule book is mostly home rules and clarifications on
the original Europa Universalis game by Philippe Thibault.

1.2 Countries

A Majors and minors Countries are separated into Majors countries and Minors countries.

B Majors countries are the ones who, during the historical framework of the game, played a role of great influence in
Europe or even in the whole World, thus shaping History as we know it.

B.1 Some majors countries had a more local (geographically or timely) influence.

B.2 Each player plays one Major country at a time. Some players play the same Major during all the game while some
switch mid-game.

C Minors countries are countries who played only a small role in History.

C.1 This can be either because they were too small (e.g. COLONIA) or because they were quickly destroyed by their
powerful neighbour (e.g. SYRIA) , or because their influence was very local and only influenced a couple of other nations
(e.g. PERSIA or SCOTIA).

C.2 This does not mean that minors countries did not shape History, but merely that they lack the World-wide or
Europe-wide influence that, say, England or Austria had and that playing them would be less interesting.

D See Section 1.4.1 (Major countries) for a list of majors countries and Section XXV.2 (Short list of all minor countries)
for a list of minors countries.

E Europeano-centrism The game is, voluntarily, centred on Europe and European powers. This is because we want
to focus on the Age of Discoveries and the way the colonial powers managed to take control of almost all the World.
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E.1 Thus, non-European powers are always minors countries, even those who did had a large influence and territorial
base such as CHINA or MOGOLIS IMP.
E.2 This choice allows the game to focus on intra-European relationships.

Il.3 Religions and cultural groups

1.3.1 Religions and standings

A Religions Each country, major or minor, has a religion.

A.1 Several actions or events in the game depend on the religion of a given country.

A.2 Several countries (both major and minor) may (or must) change religion during the course of the game.

A.3 The religion of minor countries is indicated in the description of the country, see Section XXV.2 (Short list of all
minor countries). The religion of major countries is indicated in scenario description.

A.4 Religions are also indicated on the map. The colour of the border of the main (non-blurred) shield in each province
depends on the religion of the province (which is usually the religion of the country).

B Standings Several religions are further subdivided into standings. Some actions depend not only on the religion but
also on the precise standing of the country.

B.1 Minors countries usually have no standings, unless explicitly stated.

B.2 The precise standing inside a religion is noted as “Religion/Standing” such as “Catholic/Counter-Reformation”.
Sometimes, only the standing is specified (e.g. “Counter-Reformation” means “Catholic/Counter-Reformation”).

B.3 If no standing is precised, then the effect apply to all countries of the given religion, whether they have a standing
or not.

B.4 Majors countries have no standing at the beginning of the game and have to choose one when event |-8 (1)
(Reformation) happens or when they change religion as well in a few other circumstances. Some Majors may stay
without standing.

1.3.2 Cultural groups

A Each country (major or minor) belongs to one cultural group (except POL and RUS who belong to two groups).

A.1 These groups are used to determine the technological level of minor countries and the way they progress.
Check Section VI.8.1 (Technology) for details on technology.

B A cultural group usually contains all countries of one or more religion. Thus, we may use the same names (or symbols)
to depict them. But these should not be confused.

C The cultural groups in which a minor country belongs is indicated as its “Military doctrine” in the Appendix.

11.3.3 List of religions and cultural groups

1.3.3.4  Catholic t
A Before event I-8 (1) (Reformation), this religion has no standings
A.1 Atter, there are two Catholic standings: Conciliatory and Counter-Reformation (also called Counter-Reform).
A.2 Unless specified otherwise, consider Catholic minors as being Catholic/Counter-Reformation.
B Catholic provinces have a golden shield border.

1.3.3.2 Protestant T

A This religion is created by event I-8 (1) (Reformation).
A.1 Before this event, treat all Protestant countries as Catholic.
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B There are four Protestant standings: Anglican and Puritan (available only for ANG) ; Rigorous (or Strictly protestant)
and Tolerant (available only for SUE).

B.1 Protestant minors, as well as other Protestant majors, have no standing.

C Protestant provinces have a white shield border.

1.3.3.3 Latin T
A The Latin cultural groups contains all Catholic and Protestant countries, plus POL, plus RUS after its army reform.
1.3.3.4 Orthodox ¥
A There are two Orthodox standings, available only for RUS: Religious tolerance and Champion of Orthodoxy.
A.1 Orthodox minors, as well as POL if it choose to become Orthodox, have no standing
B Orthodox provinces have a orange/brown shield border.
C The Orthodox cultural group contains all Orthodox countries, plus POL.
C.1 Notice that POL belongs to both the Latin and Orthodox groups, whatever its religion but that POLONIA (once it
becomes minor) belongs only to the Latin group and is always Catholic whatever the religion of POL.
11.3.3.5 Christian

A Christian countries are either Catholic, Protestant or Orthodox.
A.1 If an event of effect affects Christian countries, then it affects all countries of these three religions.

1.3.3.6 Sunni <

A This religion has no standings.
B Sunni provinces have a green shield border.

1.3.3.7 Shiite C

A This religion has no standings.
B Shi'ite provinces have a blue shield border.

11.3.3.8 Muslim

A Muslim countries are either Sunni or Shi'ite as well as some ROTW countries.

A.1 If an event of effect affects Muslim countries, then it affects all countries of these two religions and ROTW minor
Muslim countries.

A.2 European Muslim countries are either Sunni or Shi'ite. ROTW Muslim countries do not have this distinction.

A.3 ROTW Muslim countries are the one with a €symbol on the ROTW diplomacy track: ACEH, ADEN, AYMAN, SUDANIA
and GUZARATE. Other ROTW countries are considered as having the Other “religion” for game purposes.

1.3.3.9

A The Islam cultural group contains all European Muslim countries and some ROTW countries.
A.1 beware that in the ROTW the Islam group and the Muslim minors are not the same things. eg: GUZARATE is Muslim
but not in the Islam group while MoGoLIS IMP. is within the Islam group but not Muslim (for game purposes).

Islam C

Design note: The effect of being Muslim is to give Diplomatic bonus to TUR on the minor. Since MOGOLIS IMP. was
a large independent country, TUR should not easily ally with it (and only smaller ROTW countries are Muslim). The
effect of being in the Islam group is a faster technological advance. Thus, only larger ROTW countries are in the Islam

group.

1.3.3.10  Other religions 9

A The Other “religion” groups all religions that are not already specified.
A.1 It mostly includes Hinduism, Buddhism, Shinto and various Paganism.
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A.2 We do not mean that these religions are all the same. But they played no role in European conflicts and were
treated more or less the same way by Christian missionaries in India, Africa, America or Asia. Thus, they have the same
effect in game.

A.3 Similarly, we do not mean that religions or standings not listed here (eg Judaism) did not exist. But they had no
large scale effect and do not require special rules within the game.

1.3.3.11

A The Medieval cultural group contains INCA and AZTECA.
A.1 Natives in AFRICA, SIBERIA, OCEANIA and PACIFIQUE are considered to be part of this group.

1.3.3.12 ROTW

A The ROTW cultural group contains all ROTW countries that are neither in the Islam group nor in the Medieval one.
A.1 Natives in continents and areas not listed as Medieval are considered to be part of this group.

Medieval

S

11.3.3.13 Special cases

A Beware of the distinction between Islam (cultural group) and Muslim (religion) in the ROTW (they do contain the
exact same European countries).

A.1 Some ROTW countries are of Muslim religion but belong to the ROTW cultural group.

A.2 Some ROTW countries are of “Other” religion but belong to the Islam cultural group.

A.3 In short: always check the precise religion and cultural group of ROTW minors when needed. . .

B HELVETIA is both Catholic and Protestant.

B.1 Whenever a major attempts an action on it, considered its religion to be the worst possible case between them.
B.2 Typically, HELVETIA is always considered to have another religion for Diplomatic actions ; Catholic/Counter-Reform
countries have no religious CB against HELVETIA and may not convert it (as it is also Catholic) ; and so on.

C UNITED STATES is either Protestant or Catholic, but not both.

C.1 lts religion depends on the religion of the major against who it declared its Independence. See event VII-4 (War of
Independence in the Colonies) for details.

C.2 UNITED STATES may be created several times (representing Bolivarian revolutions as well as hypothetical revolutions
in Canada, India or Indonesia). In this case, each of the different UNITED STATES may have a different religion.

1.3.4 Religious enmities

A When the game start (in 1492), religious enmities are actives. They last until the end of event IV-A (Thirty Years’
War).

A.1 Religious enmities mostly make relations between Catholics and Protestants harder, but they also hamper a bit
relations between Christians and Muslims.

I.4 The passing of time

11.4.1 Periods

A period represents a number of game turns, historically homogeneous, with a duration of approximately 30 to 50 years.
The 62 game turns are distributed in seven periods to simulate the different epochs of the era covered by the game.
These periods give the rhythm of the campaign game, especially the 1492-1792 Grand Campaign. Each player
possesses for his country, a series of strucutral limits to his purchases and actions that is determined for each one of
the periods covered in the game. These limits are a maximum that cannot be exceeded, except for a very few specific
cases.
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11.4.2 List of periods

The seven periods (with corresponding length in game turns and main historical features) covered by the game are the

following:

+ Period |, 1492-1519: 6 turns (discovery of the New World, Wars in Italy and consolidation of the powers)

+ Period I, 1520-1559: 8 turns (Turkish expansion, exploration and colonisation by HIS and POR, Reformation and
first religious struggles)

+ Period I, 1560-1614: 11 turns (Spanish domination, Dutch war of independence, French wars of religion, Swedish
rise to power)

+ Period IV, 1615-1660: 9 turns (Dutch commercial domination, Thirty Years War)

+ Period V, 1660-1699: 8 turns (French “Grand Siécle”, wars of Louis XIV)

+ Period VI, 1700-1749: 10 turns (Russian and Prussian rise to power)

+ Period VII, 1750-1800: 10 turns (English domination, from the Seven Years War to the American Revolution)

11.4.3 Limits by period

A Within each of the above periods, countries played by the different players have a certain number of structural limits
for their different actions and purchases as well as for the number of available counters (whether military or commercial)
and the content of these counters.

B Limits These limits are valid each turn during the period for which they apply.
B.1 The period limits cannot be exceeded, except for some particular cases specified in the rules.

C Limits Tables The limits, for each player, are regrouped in two different tables on the specific player’s aid. The first
presents the limits per period applicable globally for the whole duration of a period, such as the maximum number of
counters of a given type usable in the period. The second table presents the limits per turn within each period, such as
the maximum purchase available each turn.

C.1 Taking into account the variable length, in number of turns, of the different periods, it is usually necessary to read
the numerous information printed on these tables at the beginning of a given period, their usage proving then very
repetitive within a same period, thereby making them self learning.

C.2 The monarch sheet holds space to write down the limits of the current period to allow an easy access in game.

Example: Player’s Aid.— If you are unfamiliar with the game, take a player’s aid with you before reading the following. We
advice to use the Portuguese one as it contains few exceptions and is thus easier to understand.

1.4.3.1

A The limits fixed in this table cannot be exceeded in principle. This is valid in any and all turns of the period.
A.1 Some events or other particular circumstances may change the limits. These special cases are all recalled in the
table.

Period limits table

B Trade The DTI (Domestic Trade Index) represents the global dynamic of the internal trade of the country. The FTI
(Foreign Trade Index) represents the global dynamic of the foreign trade of the country.

B.1 Some countries also have a special FTI usable only for a precise set of actions. See the Specific rules of the country
for details.

B.2 DTI, FTl and special FTI may vary between 1 and 5.

B.3 The actual value may never exceed the limit for the current period printed in the table.

B.4 The actual value of the DTI, FTI and special FTl is written by the player on his monarch sheet.

B.5 If, for any reason, the actual DTI, FTI or special FTI of a country is above its period limit, immediately decrease it
to its maximum value.
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B.6 If the actual value is 1 and an event require it to be decreased, don’t change the value. The actual value may never
be smaller than 1.

B.7 The actual value of the special FTI may never be smaller than the actual value of the FTI. If the case arise, increase
the value of the special FTI so that it is equal to the FTI.

C Manufactures The country has a limit of MNU (Manufacture) counters (triangle shaped) that it may have in play, on
the map of Europe, during a given period.

C.1 This is a limit in terms of counters. Each counter has two sides representing an increasing capability of the MNU.
C.2 This limit may be exceeded by 2 counters, at the risk of economical losses. See Section 11.4.3.2 (Exceeding Limits
in MNU).

D Colonial establishments The country has a limit of COL (Colonies) and TP (Trading Post) counters that may be
placed on the map, outside of Europe, for the whole length of a period.

D.1 This is a limit in terms of counters. Each counter has two sides with up to 6 levels representing an increasing
development of the establishment.

D.2 This limit may never be exceeded. If at any moment a country has more COL or TP on map than counters available
for the period, immediately remove (at player’s choice) exceeding counters.

E Fleet Each country has a maximum number of ND that may be in play at the same time.

E.1 This counts both the ND counters and the ND inside the F counters.

E.2 NGD only count as half.

E.3 This limit may not be exceeded. If a country ever owns more ND than this limit, immediately destroy exceeding ND
(at player’s choice).

F Troop size Land and sea unit have some specific size. This is a structural description of the military doctrine of the
country rather than a real limit.

F.1 AF counters may contain up to a certain number of ND (first value) and NTD (second value), depending on their
side. NGD count as half a ND. F counters are only containers and may be created for free at any time if the need
oceurs.

F.2 An A® counters automatically contains the indicated number of Artillery. An A® only contains half as much (round
down). A counters do contain artillery even with Medieval technology (this is siege artillery only).

F.3 Land troops belong to a certain class of army. This is the military doctrine of the country and may not be changed
voluntarily. Armies of the same class hold roughly the same number of infantry and cavalry.

Example: Period limits Table.— During period I, Portugal has a maximum DTI of 3, as per scenario description, it is also its
actual value in 1492. Thus, POR will not be able to increase its DTI during period I. However, the maximum DTl switch to 5 in
period Il. This does not automatically increase the actual DTI, but simply allows POR to attempt administrative actions to do so.
During period I, POR may never have in play more than 3 MNU counters. Since two of them are placed in 1492, POR may only
create one more before 1520, when a fourth counter will be available. POR may also increase the level of its MNU (and flip
them to their ® side) since this does not create new counters. A total of 6 Portuguese MNU are provided in order to give the
player choice on which industry to develop.

During the first three periods of the game, F© of POR may contain at most 2ND and 1NTD. Its F® may contain only 4ND and
INTD. It is possible to have a non-full counter (such as a F@ with only 1ND and no NTD or a F® with 3ND and INTD). The
exact content of the counter being written on the colonial sheet. Note that due to maintenance cost, it is usually most unwise
to have F counters with very few ND in them. POR may not, in period I, have more than 12 total ND on the maps (including
those in F).

In period I, A® of POR automatically contain 2 artilleries (an abstract measure of the guns, howitzers and such). In 1520,
this switch to 3 and all existing A are automatically upgraded to this value (as the typical content of field forces evolves with
time). A® contains half that many artilleries, round down, hence only 1 in this case. Troops of POR are of class lll, an abstract
measure of the military doctrine of the country (notably with respect to typical size of field forces as well as cavalry number and
doctrine). This never changes (only a handful of countries change their army class). Class Il regroups most occidental powers.
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1.4.3.2 Exceeding Limits in MNU

A A player can decide to exceed the limits of a period by up to 2 MNU counters, with the restriction that the absolute
limit is the number of such counters provided in the game. However, this puts the economical stability at risk.

B If a revolt occurs in such a power, and if the result of the die-roll serving to determine the strength of the revolt is
even, then the power immediately suffers economical losses.

B.1 Exception: If it has created its Stock Exchange HOL (event event I11-2 (Amsterdam Stock Exchange)) and ANG
(event IV-8 (1) (Creation of the London Stock Exchange)), suffer from losses only if the die is 10, 12, 14, 16, 18 or 20.
B.2 If there was no die-roll (eg some revolts caused by events), roll to check for economical losses.

C Ifthe power is at Stability-1, -2 or -3 at the beginning of a turn (before rolling for monarch survival), it has 50% chance
to suffer economical losses in addition.

C.1 Exception: If it has created its Stock Exchange HOL and ANG may suffer losses only if Stability is -2 or -3 at the
beginning of a turn.

D Economical Losses The power loses 1 in Stability and 2 MNU counters (not levels) are eliminated (chosen at
random).

11.4.3.3 Actions and investments

A At each turn, each country is allowed to do a certain number of actions (administrative or diplomatic) to increase its
economical capacity or diplomatic influence.

B Most actions are performed by spending a certain amount of money. There are usually three possible costs, called
investments, for each kind of action.

B.1 Paying an higher investment increase the chances of success of the action.

B.2 Specific value of the monarch also have a lot of influence on the chances of success.

Playing tip: It is usually better (in term of probability of success relative to the amount spent) to do several time the
same action at the basic investment than to do it once at high investment. However, it will also take more time as
some attempts will fail.

Thus, for the long term development of the country (almost all administrative actions and often for Diplomacy), it is
usually a good idea to use only basic investments. In some cases, however, the result has to be achieved as fast
as possible (typically for raising Stability or technology, and in some case for administrative actions to meet certain
objectives). Then, a higher investment is the way to go but the result might cost a lot of [ . . .

C Each turn, all actions are first written down, and payed for, before being resolved simultaneously. Thus, it is impossible
to wait for the result of a given action before deciding to do another one.

D Most administrative actions are resolved on table VI.1 (Administrative Actions) by cross-referencing a column
(depending on the estate of the power and the investment for the action) and a die-roll.

11.4.3.4 Turn limits Table

A The turn limits per period concerns essentially diplomatic and administrative actions, and also the logistical elements
(recruitment, etc.) for each country and each period of the game.

B Diplomacy Each country has a maximum number of diplomatic actions relative to its diplomacy on minor countries
allowed during each turn of the period.

C Administration Each country has a maximum number for every administrative operation that it can attempt each
turn within the period, in particular:

+ Commercial Development

+ Colonisation

+ Establishment of Trading Posts

+ Competition Action
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D A country may always use fewer actions (or even none) than allowed by his maximum period/turn limit.

E Technology In addition to these specific limits, each country may attempt each turn to increase both its land and its
naval technology.

E.1 However, only one of the two technology increases may be attempted with more than a minimal investment.

F Domestic action Each country may also each turn attempt one (and only one) of the following actions:

* Increase its actual DTI.

* Increase its actual FTI. This does not increase the special FTI unless the FTI becomes larger than the special FTI (in
which case the special FTl is raised at the same value as the FTI).

* Increase its actual special FTI.

+ Create a new MNU. This can either switch an existing counter from its@ side to its @ or create a new @ counter.

* Raise exceptional taxes.

G Free maintenance Basic forces indicate the number of units considered to have a free maintenance (i.e. those in
play without having to pay their maintenance each tumn). Land units of this basic force are veterans.

H Military force purchase The military force purchase indicates the maximum number of forces, (either LD or ND),
that the country may buy in each Purchase phase.

H.1 NGD count only for half a ND in the purchase limit.
H.2 Exploitation of wood and fisheries increase the limit of ND, see Section VII.2.3 (Naval forces).
H.3 The ND limit may not be exceeded.

H.4 the LD limit may be exceeded. Every LD recruited below the limit is payed at normal cost, then every LD below
twice the limit is payed at double cost and finally every LD below three times the limit is payed at triple cost.

H.5 ltis not possible to recruit in a given turn more LD than three time the turn limit.

| Minimum Leaders The player must also have in permanence a certain number of leaders, specified by type (&, X,
©, &, &). If the historical (named) leaders that the player receives do not suffice to reach this minimum leader quantity
per type, he can take some additional leaders at random, among his available unnamed ) leaders of the required

type.
1.1 The @ leaders of majors countries are removed each turn and new ones are drawn if needed.

1.2 The monarch leader as well as the Turkish Vizier and Swedish heirs are never counted in this limit (they all bore a
“monarch” symbol (crown)).

1.3 If a country as more named leader than its limit, then no unnamed one is drawn.

1.4 Should a country fall below its limit during the turn (due to death in battle), a new @ leader is drawn at the beginning
of the next round in order to reach the limit again.
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Example: Turn limits Table.— In period |, POR may attempt each turn up to 2 diplomatic action, 1 Trade Fleet Implementation,
1COL, 2 TP and 2 concurrence actions. None of them is mandatory. Any action performed must be paid for and is not guaranteed
to succeed.

In period I, POR maintains for free one F© and 3D. The D may be used either for LD or ND.

In period I, POR may not buy more than 4ND each turn. It may buy up to 2LD at normal cost, plus 2 more at double cost and
again 2 more at triple cost. It cannot buy more than 6LD in a given turn.

In period |, POR must have each turn at least 1, 1%, 1 and 18. At turn 1, its only historical leader is Dias, an &-. Thus POR
must draw at random amongst its leader one (?) %, one @ £ and one (D C.. Should Dias dies during the turn (eg, speared by
natives in the Cape peninsula), he is replaced by a () & at the beginning of the next round. Similarly, if the () % attempts a
war in MAURETANIA and dies in the desert, he is replaced by another () % (possibly the same) at the beginning of next round.
At turn 2, the leader limits have not changed but POR received new historical leaders and now has: Dias (provided he did not
die on turn 1), an &; Cabral, another &; and Da Gama, who counts as a . Thus, it must draw a @ > and a@ £. Having
2 & (more than the limit) is not a problem since both of them are named (historical leaders). However, if one of them happen
to die during the tum (eg, lost at sea near BRAZIL), the other one is enough to fulfil the limit of 1 an no ) & is drawn. If, by a
stroke of bad luck, both Dias and Cabral die during the turn, then a @ & (and only one) is drawn as replacement in order to
reach the limit (of 1).

Note that Da Gama may be used as a & but always counts towards the limit of & (as per Section IX.5.1.1 (Double-sided
Leaders)). Thus, it is possible for POR to have 3 & active at the same time (Dias, Cabral and Da Gama), but Da Gama still
counts as aC and no @ C is drawn. Similarly, if both Dias and Cabral die, a @ & is drawn whichever side Da Gama is used.

I.5 Estates of a Power

11.5.1 The monarch

A The player represents the monarch of the country he is in charge of. He may execute different actions thanks to
values of his monarch, whose reign has a limited duration.

B Reign Length A monarch has a reign length evaluated in number of turns. A monarch must undergo a survival test
each turn, and if he succeeds them all successively, he dies at the beginning of the turn following its last turn of reign.
The reign length of a monarch is determined at the moment of his advent.

B.1 Monarchs may die earlier than scheduled due to failure of the survival test.

C Characteristics of a monarch Each monarch possesses 3 values:

C.1 ADM: Administration

C.2 DIP: Diplomacy

C.3 MIL: Military

D These values usually vary between 3 and 9. Very few exceptions can drop these values below 3 in which cases the
new limit will be explicitly stated.

E Each one of these characteristics is determined only once, at the time a new monarch ascends the throne (after the
death of the precedent).

F Administrative Value ADM is the main modifier for most administrative operations, either for the choice of the
column, or for die-roll modifications (see §C (Administrative operations) of Section VI.2.1 (General mechanism and list
of actions)).

G Diplomatic Value DIP is the main die-roll modifier for diplomatic actions, such as the attempt to get control of a
minor country (see Section 1V.3.2 (Diplomatic actions)).

H Military Value MIL is the main modifier of the technology improvement operation (see Section V1.8.1.2 (Technology
improvement)). It also serves to determine combat values (maneuver, fire, shock) of the monarch when serving as a
General.
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I No monarch If a country has no monarch for any reason (usually because he was captured and not yet ransomed, or
killed and the new monarch will only be rolled at the next monarch segment), it is considered to have a 3/3/3 monarch.
1.1 Ministers may still be used.

1.5.1.1

A Each monarch has to make a survival test at the beginning of each turn.

A.1 if amonarch dies due to failure at this test or arriving at his scheduled reign length, the player has to roll for a new
monarch.

B The procedure is explained in details in Section I1.2 (Monarch survival).

1.5.1.2

A The initiative of each player is the sum of their respective monarchs values.

A.1 Ties must be solved by unmodified competitive die-rolls, once per turn, the first time initiative is needed.

B The initiative is used during the military phase, to determine the order of play for the turn between the different players.
B.1 Players (or alliances) play in turn, according to the descending order of initiative

11.5.1.3 Ministers

A Countries may get an excellent minister to administrate them, either by event E-2 (Excellent ministers) or by some
political events.

A.1 For each of the three characteristic (ADM/DIP/MIL), always use the best between the one of the monarch and the
one of a minister.

A.2 Exception: For determining the values of monarchs as general, use the MIL of the monarch, not the MIL of a
minister.

B List of named excellent ministers (arriving through political events or special rules):

Colbert, Heinsius, Kaunitz, Kopriilii, Mazarin, Olivares, Oxenstierna, Patkul, Pitt, Potemkin, Richelieu, de Witt.

1.5.2  Stability

Stability is the most important indicator for a country in a campaign game. It is Stability that allows players to best
manage their country because it has an impact on most administrative operations, as well as monarch survival, income,
war duration and on peace levels achieved.

A The Stability of each country fluctuates between -3 and +3. A positive Stability is a good thing while a negative one
hampers the country.

A.1 The Stability of each country is recorded on the Stability track on the ROTW map.

A.2 Each major country (as well as some other entities) has a Stability counter used to record its Stability.

The survival test

Initiative

B Variation of the Stability The Stability varies according to the actions of the players or situations affecting the player
(e.g., state of war), or else by events.

B.1 These variations are indicated here and there in the concerned rules or events. It is not necessary to learn each
and every one variation, as they will be reminded to the players when the need arises.

B.2 The main reason to loses Stability is by wars (either declaring one or going on in a existing war). Stability may also
be lost because of revolts, bankruptcy and some other events.

B.3 The main way to gain Stability is by paying the Stability improvement operation at the end of turn (see Section X1.5
(Stability Improvement)). Stability may also be gained by ending war and a handful of events.

11.5.3 Technology

A Technology is an abstract representation of the weapons, army discipline, military doctrine and such.
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1.5.3.1

A Levels and goals. Each major power and cultural group, as well as some other entities, has a technology level
between 1 and 70.

A.1 Technological goals represent major breakthrough in the art of war. They also have a level between 1 and 70.
A.2 Whenever the level of a country is higher than the level of a goal, the country possess the corresponding technology.
A.3 These level are recorded with counters on the technology track (on the ROTW map).

A.4 The initial level of each technological goal is written on its counter (or specified in the scenario). The initial level of
majors and groups is given in the scenario.

Generalities about technology

B Land and Sea. Technology levels and goals are split in Land technology (affecting armies and sieges) and Naval
technology (affecting navies and exploration).

B.1 Always ignore anything dealing with Land technology when handling Naval technology and always ignore anything
dealing with Naval technology when handling Land technology. Typically, Land technological goals do not affect Naval
technological levels and so on.

B.2 Neither AUS nor PRU have a Naval technology counter. Their naval forces have the same technology than the
Latin group.

C Cultural groups. The technology of a minor country is the technology of its cultural group.

C.1 Major countries also belong to cultural groups. Whenever the technology of a major increase, the technology of its
groups may also increase.

1.5.3.2 Technological goals

A Mobile markers Mobile markers are used to record the level of the different technological goals and thus show
which country possess the corresponding technology.

A.1 There is no counter for the technologies known to everybody in 1492 (Medieval for Land technology, Carrack and
Galley for Naval technology). Their level is always 0.

A.2 There is also a marker for the Tercios technology (that can be taken only by HIS) and for the Galleasses technology
(that can be taken only by VEN).

A.3 Each of the mobile markers has a tumn (and the corresponding year) written on it. This indicates the first possibility
of access to the corresponding technology.

A.4 If a country has a too rapid progression, its technology marker will be blocked at the level just below the goal until
the turn written on it is reached.

Example: Blocked by a goal.— Technology Arquebus may not be discovered before turn 11, its initial level is 21 (as indicated
on the counter).

At turn 9, FRA has a Land technology of 19 and succeed in gaining 2 levels. That should bring it to level 21 and give it
Arquebus. However, Arquebus is not accessible yet. So the Land technology of FRA is instead blocked at level 20 and the
extra progression level is lost.

At turn 10, FRA may still not get Arquebus. Thus, trying to improve its Land technology is useless as no level may be gained.

B Stacking of counters. Two technological goals counters (of the same kind: Land or Sea) may never be at the same
level (or in the same box of the track) and must always have at least one free level between them. If a goal should move
to the same level as another, or to the level immediately above, it stops two levels ahead.

B.1 The technology marker of a country (or group) may never be exactly at the same level as a technological goal (of
the same kind). If it stop on it, it gains a one level bonus. Conversely, if a goal drops, it stops one level before any
marker of the same kind.
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B.2 Exception: Ignore the Tercios and Galleasses for everybody (including HIS and VEN).

Example: Stacking technological counters.— At turn 11, the Land technology of FRA is at level 20, just before Arquebus
at level 21. Arquebus becomes available and FRA tries to raise its Land technology and manage to gain 1 level. This should
put its marker at level 21 on top of the Arquebus marker. Since stacking of a marker and a goal is forbidden, FRA gets a bonus
level of Land technology and goes directly to 22.

At turn 21, after technological improvement, no one managed to get Muskets and the higher level of Land technology is 29. As
per goals adjustment (see Section VI.8.1 (Technology)), Muskets should loss 1 level from 30 to 29. However, that would put it
on top of a marker, which is forbidden, thus it stays at 30 instead.

1.5.3.3 List of technologies

A We give here a list of all Land and Naval technologies, in chronological order, together with the year and turn of
availability. For historical reference, we also give the first country (or countries) that acquired this technology, as well as
a short commentary on what it represents. Only the first three columns are of interest in game.

A.1 Note that some countries are sometime allowed to gain technologies earlier than the indicated turn, thus the dates
here may be later than the historical occurrence of the technology (typically, SUE gets Baroque in the 1630's and ANG
gets it in the 1640's).

B List of Land technologies:

Name Year Tum First Remark
Medieval 1 At start.
Renaissance | 1492 1 FRA, TUR | Generalisation of field artillery.
Tercios 1520 7 HIS HIS only. Mix of guns and pikes.
Arquebus 1540 1 FRA “Trace italienne”.
Muskets 1590 21 HOL Better infantry firepower.
Baroque 1650 33 SUE, ANG | Léderkanonen, New Model Army.
Manoeuvre 1685 40 FRA, AUS | Vauban fortification system.
Lace 1770 57 PRU “War in lace”, oblique order.
C List of Naval technologies:
Name Year Tumn First Remark
Galley 1 At start. Mediterranean and Baltic seas only.
Carrack 1 At start. Caravels, Nefs, Great ships, . . .
Nau-Galeon | 1492 1 POR, HIS | Portuguese Nau, Spanish Galleons.
Galleon-Fluyt | 1560 15 HOL, ANG | Dutch Fluyt, British race-built galleons. Smaller and faster.
Galleasses 1560 15 VEN VEN only. Galleys with cannons.
Battery 1590 21 HOL, ANG
Vessel 1645 33 || ANG, HOL | Ship-of-the-line, primitive battle line.
Three-decker | 1690 41 ANG British standardisation, early professionalisation of the navies.
74’s guns 1735 50 FRA, ANG | Better blockade, faster 2nd line ships.

1.6 Troubles at land and sea

11.6.1 Revolts

A revolt is determined randomly, conceming where and when it occurs. A revolt usually brings a drop in the Stability
level of the victim country. This country has to crush the revolt as quickly as possible otherwise taking the risk to witness
an extension of that revolt (that can go as far as overthrowing the country’s monarch).
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Revolts are generated by events. The revolt tables indicate the strength and location of the revolt, according to the
period in play. The revolt tables are located at the start of the Events handbook.

One table is used to determine the victim country. Another group of tables (one per country) helps determining the
revolting province. Finally a table gives the strength of the revolt.

A Resolving Revolts Revolts are rolled for when required per the political events. See Section 1.7 (Revolt events)
for full details on the procedure.

B Revoltand Income Provinces in revolt bring no income during the country’s income phase. Rather than recomputing
the income of unrevolted provinces each turn, this is recorded as a loss on the Economic Record Sheet (line ).

C City control Unless specified by the event causing the revolt or by the strength of the revolt, the city in a revolted
province is still controlled by whoever controlled it last for all aspects of the game (eg for supply).

D Technology Revolted troops (if any) have the same characteristics (class, number of artillery, . .
country in which the revolt occurs.

D.1 The technology of the revolted troops is the technology of the country in which it occurs at the beginning of the
turn. Hence, it may be lower than its actual technology if the country managed to increase it during the turn.

.) as troops of the

E Crushing revolts During the military phase, a country may attempt to crush a revolt by sending troops in the revolted
province.

E.1 Revolts occurring inside minor countries that are not active are automatically removed at the end of turn.

F Only national units from the country in which it occurs may be used against revolts. No units belonging to minors
(even vassals) or major allies may be used.

F.1 Exception: the Emperor may use Holy Roman Empire units to repress revolts in the HRE.

F.2 Exception: ANG may use troops of ScoOTIA (after event VI-8 (Act of Union)) to fight all its revolts and troops of
HANOVERE (after event VI-6 (Vassalisation of Hanovere)) to fight revolts inside his or HANOVERE's territory.

F.3 Exception: during religious or civil war, any country at war or in intervention may fight revolts allied to the other side.

G Revolts and Stability At the end of turn, existing revolts cause loss of Stability as indicated in Section X.4.2 (Loss
of Stability due to Revolts).

H Extension of revolts If one or more revolt still exists at the end of turn, it extends in the same or adjacent provinces,
see Section X.4.3 (Extension of Revolf).

| Revolt stacking Each province may contain up to two revolt counters (any side) in addition to other military units
(with usual stacking).

1.1 Two Revolt © in the same province are immediately exchanged for one Revolt @, before stacking limit is enforced.
1.2 If a third counter had to be created in a given province, simply ignore it but apply all the other effects of this revolt
(eg taking the fortress, adding troops, . . .)

J Successful revolts If they spread too much, revolts may have two separate but very negative effect on a country.
J.1 If half the national provinces of a country are revolted at end of turn, then its tyrant is overthrown (executed or exiled)
and replaced by a new benevolent monarch, see Section X.4.6 (Execution of the Monarch).

J.2 If some specific provinces of a given group (eg Ireland) are revolted, the owner may choose to give independence to
the revolted principality rather than trying to crush it now. See Section XV.14.9 (Independence of Revolted Principalities)
for the list of concerned provinces.
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11.6.2 Pirates

Pirates appear in STZ/CTZ each turn and also due to some events. Each turn they remain in play, pirates will try to
weaken all the commercial fleets, during the redeployment phase of the turn.

Pirates are represented by the abstract minor “country” PIRAT/, mostly with P counters as well as some X representing
famous pirates (such as Blackbeard).

A Appearance of Pirates Pirates appear each turn in the ROTW STZ according to the Economic Situation die roll,
see Section lII.5 (Piracy).

A.1 The presence of named PIRAT/E X increase the risk of pirate appearing.

A.2 The economical event event E-12 (Pirates) causes several appearances of pirates.

B Stacking of pirates Two PIRATE PO in the same STZ/CTZ are immediately exchanged for one PIRATE P@.
PIRATZ P® and © can coexist in a STZ/CTZ, without limit.

C Effect of pirates PIRATE P (as well as countries P) attack the commercial fleet of other countries.
C.1 They may be fought during the military phase by navies.

C.2 At the end of turn, they can cause loss of levels on TF.

C.3 See Section X.3 (Attacks by Pirates & Privateers)

Il.7  The economical system

A The economical system in Europa Universalis tries to reproduce the constant need of (short term) loans that
countries of the epoch endured, as well as the heavy strain caused by wars, bringing even large and rich superpowers to
bankruptcy and the brink of ruin. Inflation is usually very high (due to the massive amount of gold and silver coming from
America) thus preventing any country from stockpiling large amount of money (these quickly lose their value because
of inflation).

B The count unit is the ducat, written 1.

I.7.1 Economic Record Sheets

A Each player has two sheets, separated in three actual ERS.

A.1 ERS A keeps track of the Royal Treasure (RT) of a country. This represents the amount of gold stockpiled in the
King's chests. . . or the amount of debts he has. The final value of the RT is carried over from one turn to the other.
A.2 ERS Bis used to compute the income and expenses during each turn. The values are useless after the end of the
turn. However, since income does not change that often, it is usually efficient to copy almost all of the column of the
previous turn.

A.3 ERS C (below ERS A) is used to record loans. This information carries over from one turn to the following one.

B Each column of the ERS is used for one turn only. Information for the following turn should be written in the next
column.

C The lines of the ERS are organised in turn order. They are usually filled from top to bottom. However, sometimes it
is easier to plan expenses in advance and fill the corresponding lines as a reminder.

C.1 The turn starts on top of ERS A, there is a “break” after line A8 for computation of incomes and expenses on ERS
B.

D The RT can well be negative (representing debts). This does not cause extra trouble (as long as the amount of the
debt is not “too big”).
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I.7.2 A Three stage process

Design note: We explain here the spirit of the economical system. For the technical explanation on how to really get
it working (and the precise rules), see Section XI.3 (Exchequer test).
The rules here try to explain the whys of the system while the more technical rules there explain the hows.

A The bulk of the economical system works in a three stage process during each turn.

A.1 First, the gross income is computed (Administrative phase).

A.2 Then, the expenses are computed (Administrative and Military phases).

A.3 Lastly, the Exchequer test tells how well the taxes were collected and the monarchs try to find money to fill the
gaps (Exchequer test segment during the Budget and Peace phase).

1.7.21

A Income is computed during the Administrative phase. Income comes from various sources such as:

A.1 Provinces income (basically, taxing the peasants and the artisans).

A.2 Industrial income (European gold mines and manufactures).

A.3 Trade income (TF and trade centres).

A.4 ROTW income (Colonial establishments and the resources they exploit).

B Lines in ERS B are grouped by kind of income in order to make partial sums and ease computation of the total.

B.1 Income does not vary much from one turn to another (except for exotic resources). Hence, most of the time
computing income is done by copying the previous column.

C Gold from the ROTW is not received as regular income. It must be physically brought back to Europa and then arrives
directly into the RT (this is better).

D The total income is called the Gross income it is computed on line B25 (Gross income B) and copied back on line
A14 (Gross income A) .

I.7.2.2 Expenses

Incomes

A Expenses come in two kind:

A.1 The administrative expenses are used to maintain troops and buy new ones and to develop commercially or
industrially a country.

A.2 The military expenses are used to move troops during wars. This quickly becomes very expensive.

B Administrative expenses are written and computed during the administrative phase.

B.1 They include loan interest and loan refund.

C Military expenses are computed during the military phase.

I.7.2.3 The Exchequer test

A The gross income computed during the administrative phase is only a rough approximation of what will be available
if taxes go well.

A.1 At the end of the turn, each country performs the Exchequer test to discover how well the taxes went and how
much money really made it to the palace.

A.2 Low stability and wars tend to make taxes go wrong.

B The Exchequer test splits the incomes into three parts: the regular income, the prestige income and the national
loan income.

B.1 These incomes are expressed in percentages (of the gross income).

B.2 ltis possible (and intended) that these three percentages sum up to more (or less) than 100%.

C The regular income is used first to cover for the expenses.
C.1 In the rare cases where the regular income is larger than the expenses, the surplus can be stockpiled into the RT.
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D The prestige income may be used to cover for the expenses.

D.1 Any part of it that is not spent to cover for expenses (either surplus or voluntarily kept) is immediately spent for
“prestige” expenses such as building palaces or churches, organising receptions, . . .

D.2 Prestige expenses provide VPs at the end of each period.

E The national loan income is the maximum amount of money that can be borrowed from national nobles and
burghers.

E.1 National loans are never mandatory and each country always choose how much to borrow (within the limit of this
income).

E.2 Money from national loans can be used to pay for expenses or can be stockpiled into the RT.

E.3 Loans have a fixed interest rate of 10% that must be payed each turn until the loan is refunded.

E.4 Refunding of national loans is never mandatory. A country may choose to continue paying interests each turns
rather than refunding its citizens. . . (which rather represents refunding old loans and simultaneously contracting new
ones).

E.5 However, having too many loans tends to hamper further Exchequer tests.

F International loans Sometimes, especially when the Exchequer test went poorly, a country will be in dire need for
money and can ask for an international loan.

F.1 International loans give money that can be used to pay for expenses or to be stockpiled in the RT.

F.2 International loans also have a fixed interest rate of 10%.

F.3 International loans, however, must be refunded within 15 years (3 turns).

1.7.2.4 Bankruptcy and inflation

A Bankruptcy During the administrative phase, countries can choose to go bankrupt.

A.1 Sometimes, the poor economical situation of a country (too many loans and debts) forces it to go bankrupt.

A.2 Bankruptcies allow a country to erase some or all of its loans and debts.

A.3 However, it usually cause some agitation (loss of Stability) and economical disarray (loss of TF and MNU) as well
as a slight dishonour (loss of VPs).

B Inflation At the end of each turn, inflation will decrease the amount of the RT.

B.1 ltis worth noticing than even a negative RT will suffer from inflation. Going into debts is not a good way to get ride
of inflation.

B.2 Because of inflation, each country needs to get at least some money into its RT each turn.

I.7.2.5 Examples

Example: Exchequer test— A country has a gross income of 300 . It has a total expenses of 200 Iy (includes administration,

loans interest and refund and military) and 40 ) in RT. During the Exchequer test, the results give 50% in regular income, 40%

in prestige income and 20% in loans (a good result). Thus, its regular income is 150 £ (50% of 300), its prestige income is

120 [ and its maximal national loan amount is 60 .

Money must be spent first from the regular income. So the 150 ) of the regular income are used and 50 ) of expenses

remains. There are several solution to cover this:

« It is possible to use 50 I of the prestige income to pay for expenses. The 70 f) remaining must be spent for prestige VPs and
cannot go into the RT. No loan is required and so none is contracted and inflation has to be payed from the 40 fj of RT.

« It is also possible to choose to get more VPs by spending all the 120 ) of prestige income into VPs. A new loan of 60 ) can
be contracted to pay for the remaining expenses (50 ) and get 10 extra I into the RT (to pay for inflation).

« Another possibility is to spent all the prestige income in VPs but forgo the loan. The remaining 50 i) of expenses is then
payed from the RT (thus going to -10 ) and inflation will lower it some more (probably not the wisest choice).

Several other possibilities exists and are up to the player choice. Notice that the easiest way to get money back into the RT (to

pay for inflation and Diplomacy) is to contract a new loan.
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Example: The loan trick— Loan refund being expenses, they can be payed by the prestige income thus giving a process to
circumvent the prohibition of putting prestige money in the RT:

A country has 100 ) in loans and 200 fj in incomes. Its expenses are 80 f) and it choose to spend an extra 50 i) to refund loans
(this must be chosen before the military phase, so do it carefully while at warl) Thus, its total expenses is 130 .

The Exchequer test gives 80 I of regular income, 60 I of prestige income and 60 ) of loans. The 80 I of regular income is
spent and 50 ) of expenses remains. These can be covered from the prestige income (and 10 ) of prestige is spent for VPs).
A new loan of 50 ) is contracted and all its amount can go into the RT. The net effect on the loans is null and all happened as if
prestige income went into the RT . . . But to do this trick you need to have some loans to refund (and re-contract immediately)
and you need to carefully estimate the Exchequer test as a bad result can cause a huge hole in your RT. Trying to be too
greedy when doing this is a good way to force you to take an international loan.

Example: When things go wrong: international loans.— A country has 500 [} of gross income. Being at war, and forced
to pay the interest of previous loans give a total expenses of 700 ) (those armies and fleet don’t move for free). Fortunately,
the RT is still quite OK at 10 f).

The Exchequer test goes badly (as often in wars) and gives a result of 30%/20%/40%. So the regular income is 150 , the
prestige income is 100 ) and a maximum loan of 200 £).

The regular income covers a small part of the expenses and the prestige income is also quickly swallowed to pay for some
troops rather than receptions. . . 450 ) still need to be found. The burghers reluctantly loan 200 ) still leaving a 250 Iy large
*hole’in the budget.

Rather than going badly into debt (usually a bad idea), the country choose to appeal to Genoese and Dutch bankers and
manage to get a 140 ) loan. Not bad but still not sufficient to cover the expenses. Moreover, the international loan must be
refunded within 15 years (hopefully this won’t happen in the middle of another war).

The 140 Iy of the international loan cover for part of the expenses but the extra 110 i) must be taken from the RT, bringing it to
-100 £ with 340 [) more in loans than at the start of the turn. Another similar turn and bankruptcy will knock on the door. Maybe
now is a good time to try and make peace after all. . .

I.8 The Great Discoveries

Countries can launch great expeditions in order to discover and explore the New World as well as find new routes to
India and its riches. After the exploration, they may invest in order to build trading post and increase their hold on the
spice and sugar trade or they may try to colonise the New World to either exploit gold or populate it.

A Exploration During the military phase, countries may send stacks in the ROTW to try and discover new seas and
new lands.

A.1 The presence of an explorer (on sea) or a conquistador (on land) greatly increases the chance of success of the
voyage.

A.2 New discoveries have to be brought back to known areas in order to be effective.

A.3 See Section VIIL9 (Explorations).

1.8.1 Forts
Forts are small fortifications that bring little protection but are inexpensive to build and maintain.

A Building forts Forts may be built by LD during the military phase in the ROTW only.
A.1 Forts are considered to be fortresses of level 0.

B Number of forts The number of forts a country may have in play is limited by the number of counters only.
B.1 Forts are free to build.
B.2 Each fort costs 1 [ per turn to maintain.
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C Forts and supply Forts are supply sources for LD and ND only. They do not provide supply for A or F counters.
C.1 Coastal forts are considered as ports for ND, but not for F.

1.8.2 Colonies and Trading posts

Colonies (COL) and Trading Post (TP) are placed on the map after payment (and success) of an administrative
Colonisation or Trading post implantation operation.

A newly implanted COL or TP begins at level 1, then it progresses according to actions of Colonisation or Trading post
implantation of the owning country until it reaches the level 6 (maximum).

A COL generates an income according to its level (1 I per level), and the wealth of the Area (simple or double income
according to the COL side), as well as from exotic resources that it can exploit. It may also be fortified.

A TP generates an income (1 or 2 ) according to its side) and exploits most exotic resources (except square-shaped
resources of AMERICA and AFRICA).

TP are vulnerable to actions of Competition from the other players. They can also be burnt down during wars. COL are
more resilient and can only be exchanged as peace condition or in dowry.

11.8.2.1 Description

A Number of establishments For each period, the maximum number of COL and TP counters is limited and can
never be exceeded (See Section 11.4.3.1 (Period limits table)).

B Placement New COL or TP may only be placed on map via the colonisation or trading-post administrative action.
B.1 Using a conquistador, missionary or explorer greatly improves the chances of success.
B.2 TP may be turned into COL in some cases as a colonisation action.

C Level of an establishment A newly placed COL or TP is automatically level 1, and placed side © on the map.
C.1 Each following successful colonisation or trading-post operation increase its level by 1.

C.2 Up to level 3, the COL/TP is placed side © on the map.

C.3 From level 4 up, the COL/TP is placed side ® on the map.

C.4 A COL/TP may never have more than 6 levels.

D Establishments and port Each COL/TP located in a coastal province is considered to be also a port.

D.1 In case of provinces with multiple coasts (e.g. PANAMA), the principal coast, where the port is located, must be
chosen upon creation of the COL/TP. At least one sea zone on which the establishment is a port must be known (e.g.
one may not build a COL on the Pacific coast of PANAMA if only the Atlantic coast is known).

E Fortifications COL/TP may be fortified. A f marker can be built in a COL/TP provided the owning country has the
required technology.

E.1 Unfortified COL of level 5 of less and TP are considered to have only a fort as a fortification. A level 1  has to be
built before further fortifications.

E.2 The cost of construction and maintenance of a f is double in the ROTW than in Europe.

E.3 In TP and COL of level 5 or less, only f of level 1 or 2, or the special arsenal-f may be built.

E.4 Arsenal may be built in COL/TP instead of a f of the same level. They provide an arsenal (rather than a port) in
addition to the benefits of the f. The limit of arsenals building is the counter limit.

F Colony of Level 6 A COL of level 6 is considered to be a European province for all military purposes.

F.1 Ithas an intrinsic f level of 1 even if no f was built. Use a white level 1 fortress counter as reminder, possibly freeing
any existing country-specific level 1 fortress here. Since this is an permanent fortress, it does not require upkeep and
may not be voluntarily destroyed.

F.2 f of any level may be builtin COL of level 6. They cost the normal (European) price both to build and to maintain.
F.3 It becomes known to every country without need to discover the province.
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F.4 The cost in MP for entering the province is now computed as if it was an European province and not a ROTW one.
F.5 However, its income is still computed as a COL (including exploitation of gold or exotic resources).

11.8.2.2 Colonial militia

A Each COL has an intrinsic colonial militia of 1LDE of conscripts per 2 levels plus 1LDE is there is a mission.
A.1 Militias have the same military feature (technology, class, . . . ) as the player owning the COL.

B Utilisation of Militias These colonial militias can never leave their Colony of origin. They are never counted in
stacking limit.

B.1 Militias can either stay within the fortress or fight in the field (eg to try and repulse a landing party) at controller's
choice.

B.2 In case of combat, just add the force of militias to military units already present in the Colony (up to 8LD participating
in the battle on each side).

B.3 If militia are lost, use the generic militia counters (white) to remember how many LDE are still present.

B.4 Ifthe COL is still controlled by its legitimate owner, militias are automatically reconstituted for free at the end of turn.

11.8.2.3 Destruction of TP

A TP that are military occupied during wars may be destroyed by the occupant during the redeployment phase.
B ltis possible to do concurrence action on TP. Each successful concurrence action reduce the level of the TP by 1.
B.1 When the TP reach level 0, remove it from the game. The counter may be reused by its owner.

11.8.3  Exploitation of Exotic resources

A Resources Exotic resources are exploited by Colonies (COL), Trading-Posts (TP) or Manufactures (MNU). There are

A.1 Salt and Fish are the only resources that are also exploited through MNU, in Europe. All other resources are only
exploited in the ROTW.

A.2 The Exotic Resources Record Sheet keeps track of the exploitation of Exotic Resources (globally) while each
player has a Colonial sheet to record the exotic resources exploited by his colonial establishments (and MNU).

B Each exotic resource has a price, recorded on the prices track (on the ROTW map).

B.1 Prices change each turn, partly because of the global economic situation (one die roll) and partly because of a
specific market situation (one die roll per resource, depending on the exploited quantity). See Section VI.12 (Exotic
resources price variation, Trade centres and convoys) for details.

B.2 Exotic resources bring to each country an income equal to the product of the price of the resource and the quantity
exploited by that country.

C Exotic resources are depicted on the ROTW map by a symbol as well as a number in a coloured shape. The number
indicates how many resources of this type are available while the shape indicates how the resource can be exploited.
C.1 The shape of the symbol of the resource indicates how it can be exploited. See Section V.5.2 (Exotic resources)
for details about exploitation of exotic resources.

D Monopoly on Exotic Resources A country exploiting at least 6 resources of the same kind can claim a monopoly.
D.1 A partial monopoly is if the country exploits at least as many units as all other countries together.

D.2 A total monopoly is if the country exploits all exploited units but two.

D.3 Resources exploited by minor countries are counted in the total, but see §B of Section IV.4.4.5 (Guzarate, Ayman,
Aden, Aceh).

E Progressive appearance Some resources appear only late in the game: Sugar (in BRAZzIL) in 1560 (turn 15, period

1750 (turn 53, period VII).
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E.1 In 1615 and 1750, when the resources appear, they appear at the rate of exactly one resource per turn per Area.
If there are several possibilities for a given Area, the resource is determined at random.

Example: Progressive appearance of exotic resources.— GUYANA provides 3 resources that appear in 1615: 2 Sugar and

chosen at random) appears and only in 1625 (turn 28) will the three resources be exploitable.

ANTILLES has 8 Sugar. Thus, it will only reach its full production capacity by turn 33 (1650).

In 1615, there are in ANTILLES both colonies of FRA and ANG with enough levels to exploit 1 Sugar each and a colony of HOL
with enough levels to exploit 2 Sugar. The first Sugar appears and 3 countries can exploit it. Thus an automatic competition is
done. The resource is finally exploited by FRA.

In 1620, a second Sugar appear. FRA still has the right to exploit the first one and keeps it, hence FRA has no more free levels
in ANTILLES to exploit the new resource. An automatic competition in done between ANG and HOL only and the resource goes
to HOL.

In 1625, a third resource appears. Both ANG and HOL still have the capacity to exploit it (because HOL has enough levels to
exploit 2 Sugar). Hence a new automatic competition is resolved and the resource goes again to HOL.

In 1630, FRA managed to raise its COL and can now exploit 2 Sugar. Thus, both FRA and ANG are able to exploit the fourth
Sugar. However, the players agree and FRA forfeits its claim. The resource is exploited by ANG.

In 1635, the fifth resource appear and only FRA can exploit it, thus taking it without need for competition.

In 1700, several other COL have been settled in ANTILLES thus exploiting the 8 Sugar there. HIS wants a part of the trade and
successfully create a new COL. Since all the resources are already attributed, there is no automatic competition and HIS will
need to do some voluntary competition (spending money and action and angering other players) in order to exploit some Sugar.

F Development of trade in India The trade of exotic resources changes during the game in India. Some events may
change the flux of goods towards south India and Bengal.
F.1 Before the fall of the Kingdom of BISINAGAR (due to event II-A (Mogolis Imp. Expansions), event I1l-21 (Wars in

F.3 Before event I1l-20 (The Great Moghol Akbar), BANGLA is limited to 1 resource of each type. Use a marker as
reminder.

F.4 After event IlI-20 (The Great Moghol Akbar), BANGLA can now exploit 2 resources of each type. Flip the marker to
its 2" side.

G Fishing and naval construction The owner of many fisheries get some reward from the great numbers of fishers
in his country related to the construction of military naval units (see §B (Increasing the limit) of Section VI1.2.3.1 (Naval
recruitment in Europe) and §C (Fisheries) of Section VI1.2.3.2 (Naval Recruitment in the ROTW)):

11.8.4 Trade of Wood

A Wood is not an exotic resource. As such, it does not bring any income coming from a fluctuating price. However, it is
exploited in a similar way (through colonial establishments or manufactures).

B Wood production Wood is produced each turn, and cannot be kept. Each unit of wood can be produced by either
a MNU or a ROTW establishment.

C ROTW Wood A COL@® or TP@ in an Area with a Wood resource can be turned in a Wood factory: it brings the
normal income, and produces 1 unit of wood that can only be used by the owner of the colony.

C.1 A wood factory TP or COL cannot exploit any exotic resources, nor a gold mine. Several different players can
produce wood in the same Area, but only one unit of Wood can be produced per player per area.
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C.2 The exploitation of wood begins with a simple declaration (as a diplomatic announcement) and can only be stopped
by the loss of the establishment.

C.3 A minor country wood factory does provide the wood to its Patron (in the case of PORTUGALLIA). However, it is not
possible to turn an establishment of a minor into a wood factory (that is, if POR creates a wood factory, it stays so and
will provide wood for the patron of PORTUGALLIA, but the patron of PORTUGALLIA may not decide to turn a Portuguese
establishment into a wood factory).

D European Wood A Wood MNU of level 1 produces 1 unit of Wood that can only be used by the producer. A Wood
MNU of level 2 produces the same thing, plus 1 unit of Wood that can only be sold to a foreign country.

D.1 The price is fixed to 10 ) per unit, that goes in line A4 (Wood and Slaves) of ERS.

D.2 The buyer must not be at war with the seller, and either the buyer has a commercial fleet in the seller's CTZ, or the
seller has a commercial fleet in the buyer's CTZ.

D.3 For this purpose, PRU, POL and SUE count the STZ Baltique as their CTZ, and POR uses CTZ HISPANIA.

E Use of wood Wood raises the naval construction limits and the free maintenance (see §G (Effect of Wood.) of
Section VI1.1.1 (Basic forces) and §B (Increasing the limit) of Section VI1.2.3.1 (Naval recruitment in Europe)).

11.8.5 Minors colonial politics

A Some minor countries did also attempt to colonise the new world with more or less success.
A.1 These attempts are resolved using event part E-19.a (Minor country colonisation).
1.8.5.1

A Effects Minor establishment exploit 1 resource per side (whatever the usual rules for this resource).

Minor establishments

B Military A Minor establishment © is a fort with 1LDE of veteran militia (Latin, class Ill).

B.1 A Minor establishment @ is a fort with 2LDE of veteran militia (Latin, class IIl).

B.2 The militia fights out of the fort if and only if enemies are landing in the province (it stays inside if the enemy comes
by Land). It can only retreat in the fort and will never attempt retreat at the end of first day of battle.

B.3 Minor establishments never trigger native reaction or declaration of war by ROTW minors.

C Destruction Any country may attack a Minor establishment during any round.

C.1 Each establishment attacked during the tum costs 1 Stability (declaration of oversea war against an unspecified
country).

C.2 A Minor establishment is immediately destroyed if a country controls it.

D Competition Minor establishment cannot be target of competition, and always win automatic competition.
1.8.5.2 Pirate haven
A Effects Pirate haven (arsenals) give a malus to fight PIRATZ P in the CTZ they are located.
B Military A Pirate haven © is a fortress of level 1 with 1LD of conscript militia (Latin, class Ill).
B.1 A Pirate haven @ is a fortress of level 2 with 2LD of conscript militia (Latin, class Ill).
B.2 The militia fights out of the fortress if and only if enemies are landing in the province (it stays inside if the enemy

comes by Land). It can only retreat in the fortress and will never attempt retreat at the end of first day of battle.
B.3 Pirate haven never trigger native reaction or declaration of war by ROTW minors.

C Destruction Any country may attack a Pirate haven at no cost during any round.
C.1 A Pirate haven is immediately destroyed if a country other than PIRATZ controls it.
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1.9 The detailed game sequence

A Each game turn is composed of several phases, each of the phase is subdivided into several segments.

A.1 The Military phase is instead composed of several rounds repeating the same segments. The second segment of
the phase is composed of one impulse per alliance, each alliance performing the same actions (movement and battle)
in order during its impulse.

B Theoretically, each segment must be completed before moving to the next.

B.1 However, most of the diplomatic discussion and administrative stuff (incomes and expenses) can be played
simultaneously by all the players and do not require strong synchronisation (it is common to have some players still
discussing while some other are already planning their administrative actions).

B.2 Even the military phase can be de-synchronised when several distinct wars are ongoing, but this require a bit more
adaptation to deal with the end-of-phase test.

C Between period

C.1 Before the start of the game, between each period and after the end of the game, the is an Inter-period phase.
C.2 During this phase, VPs for the elapsed period (if any) are counted, as well as VPs for transfer and end of game
when the case arise.

C.3 Next, objectives for the next period are chosen.

C.4 Before choosing objectives, players may discuss between them and make agreement. This is however not a
Diplomatic phase, hence no change of game state may arise and agreements at this point are purely verbal.

’ Design note: The following chapters of the rulebook describe each of the phases and segments roughly in turn order. ‘

D Events (lll)

D.1 Monarch survival (111.2)

D.2 Economical events (lI1.3)

D.3 Economic situation (1ll.4)

D.4 Piracy (I.5)

D.5 Historical/Political events (111.6)

D.6 Revolt events (1II.7)

D.7 Diplomatic events (111.8)

E Diplomacy (IV)

E.1 Declarations of Wars caused by events, and induced

Reactions

E.2 Negotiations between Players

E.3 Announcements of Alliances

E.4 Other Announcements: Agreements, Trade Refusal,...

E.5 Declarations of War, and Reactions

E.6 Diplomacy on Minor Countries

E.7 Resolutions of Diplomatic Actions (

E.8 Diplomatic Counter adjustment (
(

F.3 Choices of actions (V1.4)
F.4 Maintenance (VII.1)
F.5 Recruitment (VI1.2)
F.6 Resolution of actions (V1.9)
F.7 Administration for minor countries (V1.10)
F.8 Removal and Placement of leaders (VI1.3)
F.9 Automatic competitions (VI.8.2.2)
F.10 Exotic resources price variation, Trade centres and
convoys (VI.12)
F.11 Technology adjustment (V1.8.1)
G Military (VIII)
G.1 Military setup (VIII.2)
G.2 For each round (VIII.3):
1. Wintering (VII.3.1)
2. Impulse (per alliance):
(a) Supply (VIII.4)
b) Choice of campaign (VI11.5)
c) Movements (VIII.6), Interceptions (VII1.8)
d) Explorations (VII1.9)
(e) Battles (VI11.10)
3. Sieges (VIII.11)
4. Continuation roll (VIII.3.4)

E.9 Activation of ROTW minors, and reactions

F Incomes (V), Administration (V1) and Logistic (VII)
F.1 Income computation (V.7)

F.2 Mandatory actions and bankruptcies (V1.3)
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5. End of round (VIII.12)

G.3 Military cleanup (VIII.14)

H Redeployment (X)

H.1 Attacks by Natives (X.2)

H.2 Attacks by Pirates & Privateers (X.3)
H.3 Revolt and Rebellion (X.4)

H.4 Land Military Looting (X.5)

H.5 Building Preesidios (X.6)

H.6 Redeployment of land troops (X.7)
H.7 Return to Port (X.8)

H.8 Gold repatriation (X.9)

| Exchequer test and budget (XI)

1.1 Exceptional taxes (XI.2)

The detailed game sequence

1.2 Exchequer test (X1.3)

1.3 Budget (XI.4)

1.4 Stability Improvement (X1.5)

J Peaces (XII)

J.1 Ransoms (XI1.2)

J.2 Peace offers and discussions (XII.3)
J.3 Stability adjustment (XII.4)

J.4 Inflation (XI1.5)

J.5 Test for crusade (XII.6)

K Inter-turns Phase (XIII)

K.1 Trade centres (XII1.2)

K.2 Monarchs, Natives, Militias and Fortresses (XII1.3)
K.3 VPs per turn (XIV.2)
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Cvents

Chapter JJ7

lll.1  The events phase

A Overview. During the event phase, all players simultaneously check for monarch survival. If the previous monarch
is dead (either because he died at the die roll or he was scheduled to die), a new one is rolled for. Each player then
makes a roll for one economical event. A die is rolled for the economical situation and then 4 (sometimes 5) political
events are rolled.

A.1 Economical events are always rolled on the same table while political events are rolled to the table corresponding
to the current period.

A.2 Political events or other circumstances can call for a Revolt event (either anywhere or on some specific country
table) as well to create some diplomatic disarray among minor countries.

B Sequence.

B.1 Monarch survival (Il1.2)

B.2 Economical events (IIl.3)

B.3 Economic situation (I11.4)

B.4 Piracy (1ll.5)

B.5 Historical/Political events (1l1.6)
B.6 Revolt events (111.7)

B.7 Diplomatic events (I11.8)

.2 Monarch survival

A Monarchs that are scheduled to die at the current turn die. Their players roll for a new monarch.

B Players whose monarchs are not scheduled to die at the current turn roll for monarch survival.

B.1 Some historical monarch are exempted from survival rolls during the first few turns of their reign. Check the specific
rules of each country for details. If such a monarch is currently ruling a country, the corresponding player does not roll
for monarch survival.

C Some events give a modifier for survival tests. These modifiers are cumulative.

C.1 Countries with negative stability have a +1 modifier for survival tests.

C.2 Monarch with fragile health have a +1 modifier for survival tests.

C.3 Turkish sultans with less than 7 in MIL also have a +1 modifier for survival tests.

D The result of the survival test can be found in the “survival” column of the table table Il.1 (Reign).

D.1 If the net result is 1, the monarch will rule 1 more turn than initially scheduled. This can only happen twice for each
monarch (more “1” results are ignored). Mark this on the monarch sheet.

D.2 If the net result is 10 or more, the monarch dies immediately. The player has to roll for a new monarch.

E For TUR only, if the result is 9 or more, a Revolt in Turkey is rolled as per Section I11.7 (Revolt events).

E.1 In addition, for the Turkish player, if the result is 11 or more there is an automatic dynastic crisis when rolling for the
new sultan.
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1d10 | Survivalroll | Successionroll | reign |Survival roll Succession roll
Surv. | TUR Succ. | age | length +1 if Fragile Health | Fragile Health Reroll
<1 | T DC 3T | *t2tun 1 after a DC for age
2 _ 47 ||/*1tum 2 aftera DC |DC Dynastic crisis,
3 — 5T | !+1if Stability <0 stats/2 at tumn 1,
4 _ 6T |Age penalty -2 Stability, reroll
5 Pasha | — 77 | -1 teenage — Use same line for
6 Pasha — 8T -2 child }(not a leader) age
7 Pasha — or | -3 baby
8 — teen 10T | -2 VEN for reign length, no DC
9 R — child | 11T | -2 POL for DClreign length
10 | dead R Fragile | baby | 12T | +1 TUR for Survival/revolts if
>11 | dead | RtDC | health MIL <7
Table I11.1: Reign

lll.2.1 New monarchs
A Players whose monarch died roll for a new monarch.

B Reign length First, a die is rolled in table I1l.1 (Reign) to check for dynastic crisis as well as reign length.
B.1 Some countries have die roll modifier for this die. Check the specific rules of each country.

C Dynastic Crisis If the result is 1 or less, a dynastic crisis occurs.

C.1 The country immediately loses 2 Stability and the values of the new monarch will be halved at the first turn (minimum
value remains 3).

C.2 In addition, if the country is at war or had dynastic ties with another major country, a succession war may occur as
per Section XV.14.5 (The Wars of Succession).

C.3 Anew die as to be rolled to determine reign length. Neither dynastic crisis nor fragile health may occur this second
time.

D Fragile health If the result is 10, the new monarch will have fragile health.

D.1 A monarch suffering of fragile health has a +1 modifier for all its survival tests.

D.2 A new die has to be rolled to determine reign length. Neither dynastic crisis nor fragile health may occur this second
time.

E If the result is neither 1 nor 10, or if this is the second roll (after a 1 or 10), read the 'age’ and 'reign length’ columns
of the table.

F The scheduled reign duration of the new monarch is found in the “reign length” column of the table.

F.1 On a result of 8 or more, the new monarch is young and will have limited capacities until he reaches adult age.
F.2 On a result of 8, the monarch is only a teenager. He will have a -1 to all characteristics on his first turn of reign.
F.3 On aresult of 9, the new monarch is still a child. He cannot be used as a general and he will have a malus of -2 to
all characteristic on his first turn of reign. He will become a teenager on the second turn (-1 to all characteristics) and
an adult on the third.

F.4 On aresult of 10, the new monarch is just a newborn. On its first turn of reign, he will have -3 to all characteristics
and cannot be used as a general. He will become a child on the second turn of reign, a teenager on the third and an
adult on the fourth.

F.5 These maluses can never drop the characteristic below 3.
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G Note: the extreme results (1 or 10) for duration of the monarch may only occur as the second die roll in case of a DC
or fragile health.

11d10
1

(Base col for each MAJ]
TUR 4

POL 5

RUS 5 (before reign of

Peter the Great)

FRA 5 (before I1I-11)
HIS 6+endogamy mod.
Others 6

+1 col. if former>base
-1 col. if former<base
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Table I1.2: Successor’s Values

H Characteristics For each of the three characteristics, roll for a new value in table table I11.2 (Successor's Values).
H.1 The base column for each country is indicated on the side of the table.

H.2 If the deceased monarch had a characteristic higher than the base column of his country, roll in the column
immediately to the right of the base column for his successor (for this characteristic).

H.3 If the deceased monarch had a characteristic lower than the base column of his country, roll in the column
immediately to the left of the base column for his successor (for this characteristic).

H.4 If a dynastic crisis occurs this turn, the values of the new monarchs are always rolled on the base column of the
country.

| Military average Unless specified for some named monarchs, the monarch can also be used as a general (or admiral
for VEN) and lead troops in battle. However, the exact values of monarchs as military leaders are not known precisely
before they actually fight a battle. Instead, only a “military average” is known which gives a global indication whether
the monarch will be a good or bad leader, but surprises may arise.

1.1 Once the characteristic of a monarch are known, roll 1d10 and cross-reference the result with the MIL of the monarch
in table 111.3 (Monarchs’ Military Skills) to find the military average. Report this value on the monarch sheet.

1.2 When needed, and only when needed, the precise values for manoeuvre, shock and fire are determined. This
usually happens at the first battle involving the monarch, except for manoeuvre which may be needed earlier due to
attrition.

1.3 For each of the value needed, roll a die on the bottom of table I1.3 (Monarchs’ Military Skills) to obtain a modifier
between -2 and +2 and add this modifier to the military average to get the exact value.

1.4 These final values can never be less than 0 or more than 6.

J Siege Only monarchs whose military average comport a « may have a siege value. All other have a siege value of 0.

J.1 Ifamonarch with a « is implied in a siege, consider his base value for siege as 1, modified as the other characteristics
by a roll on table I11.3 (Monarchs’ Military Skills) (minimum 0).
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Example: New monarch.— It is the beginning of turn 3. The Doge, Barbarigo is scheduled to die now, so VEN has to roll
for another one. The values of Barbarigo are 8/5/6 (for ADM/DIP/MIL). Since there is no specific monarch in the rules for the
succession of Barbarigo, the regular procedure for new monarchs is used.

Firstly, VEN rolls for reign length. He rolls a 7 which is modified by -2 per specific rules for VEN (see the modifier on the right
of table Ill.1 (Reign)) for a result of 5, hence Loredano will last for 7 turns. He becomes Doge on turn 3 and is thus scheduled
to die at the beginning of turn 10. (historically, he will fail a survival roll on turn 7).

Then VEN rolls for the characteristics. Looking on the right of table IIl.2 (Successor’s Values), there is no special case for VEN,
so the base value if 6. Since the ADM of Barbarigo is 8, larger than the base value, VEN gets a 1 column shift bonus for
this characteristic. He rolls a 4, cross-referencing it in column 7 gives a new ADM of 6. Then, VEN rolls for DIP and gets a 6,
cross-referencing it in column 5 (-1 column for the less than base value of the predecessor), he gets 5. Lastly, he rolls a 8 for
MIL which, in column 6 (predecessor has the same as base value), gives 7.

So, Loredano is 6/5/7, rather a good monarch.

Remark: The die rolls for determining the values of the Doge should all be modified by +1 as per specific Venetian rules. This
has been omitted here to simplify the example. Consider that the actual rolls were 3, 5 and 7 to obtain the same results.

Then, VEN rolls for military average and gets a 9! Cross-referencing it with the MIL of 7 in table Il.3 (Monarchs’ Military Skills)
gives a military average of 3. The new Doge could even be a military genius.

Later, on turn 5, HIS, FRA and SANCTA SEDES ally themseves in the League of Cambrai and attack VEN! The player decides
to send his Doge as an admiral to try and repulse the enemy fleet. When the Venetian galleys go at sea, VEN needs to known
the manoeuvre of his Doge. He rolls a die and gets 6, this means no modification from the military average of 3. A bit later, the
Venetian fleet engage the Spanish and the fire and shock of the Doge must be known. VEN rolls two dice, getting respectively
2 and 10 for modifiers of -1 and +2 from the military average.

So, as an admiral, the Doge is a leader 325. Quite good news for a galleys admiral in this age of boarding.

1d10 +—, Average value as a leader
ML |12 3 4 5 6 7 8 9 10
3 0000 0O0OT1T 1 1
4 o o0o0o0o01 11 1 2
5 oo 1t 1111 1 2 3
6 o111 11 2 2 3 3
7 o1 111 2 2 2 3 3
8 11 1 1 2 2 3 3 4 4
9 1 11 2 2 3 3 4 5
Siege value: 0, unless « is present = 1 + mod.
Modifier for each value
Roll 1d10+?
[ 1d10 123 47 89 10)Fnal value is
Modifier | -2 -1 1 +2 Jmin 0. max 6

?=POL +1 in Manoeuvre/Shock ; SUE +1 in Fire/Shock
Table 11.3: Monarchs’ Military Skills

K Excellent Ministers Some events can give Excellent Ministers that enhance the characteristics of the monarch for
some time.

K.1 Unless specified otherwise, the value of the Minister may be used instead of the value of the Monarch when rolling
for a new Monarch.

K.2 Unless specified otherwise, a Minister retires after the “new Monarch” segment of the event phase (during the turn
he is scheduled to leave office).
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"lIL3 Economical events

A Each player rolls for an economical event during the “Economical events” segment of the Event phase.

B To roll for an economical event, each player rolls two dices and look for the result on table XVI.1 (Random economical
events).

B.1 The first die gives a column. The second die gives a line. By crossing the column and line, the number of an
economical event is found.

B.2 The effect of the event applies immediately. Check chapter XVI (Economical events) for the description.

C Unless explicitly specified in the description, each economical event only affects the player rolling it.

D In case of disagreement, economical events are rolled in decreasing order of initiative and resolved as soon as rolled.

"lll.4 Economic situation

A Economic Situation A die is rolled for both the global economic situation and raise of piracy.

A.1 Combined with the event E-12 (Pirates), it is now possible to place Piracy on the map.

A.2 Place the Economic situation marker on the track on the ROTW map to remember the result of the roll. It will be
used during the Administrative phase to handle the variation of prices of exotic resources. See Section VI.12.1 (Price
of exotic resources).

B Inflation

B.1 If “Inflation” is obtained (1 or 10), increase the level of inflation by 1, that is move the marker one box to the right
(without exceeding the maximum level). This is the same effect as event E-32 (Inflation) except that it can happen the
same turn as another event E-32 (Inflation) or event E-45 (Deflation).

Design note: The die roll for economic situation must be made during the event phase as it has an influence on
piracy (see below). However, variation of prices must be made after the diplomatic phase as speculation has an effect
on prices and is declared during diplomacy. Thus, the result of this die must be kept and reused later in the turn.

In practice, speculation is rare and the important point is that prices variation occurs once per turn.

5 Piracy

I1.5.1  Raise of Piracy

A The roll for economic situation, read in table 1ll.4 (Random Piracy and Economy Roll), may cause the apparition of
some Pirate (PIRATZ P). The result is partly modified if there is a named pirate in play at this turn, see Section 111.5.2
(Named Pirates).

A.1 A Pirate PO or Pirate P® is placed in the target STZ according to the table, unless a result of 1 or 10 was
obtained, in which case the procedure below is used.
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Piracy in America and Inflation

STZ Golfe de Guinée

STZ Caraibes® or Piracy in America if leader
STZ Amérique

STZ Mer de Recife

STZ Cote de Patagonie & Cap des Aiguilles
or Piracy everywhere if leader

STZ Mer d’Arabie

STZ Mer de Chine®

STZ Océan Indien®

Piracy in Asia and Inflation

Crisis

o O WO

Normal
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Table I1l.4: Random Piracy and Economy Roll

B If the economical situation roll was 1 or 10 (or 3 or 6 and a named PIRATA X is alive) or if event E-12 (Pirates) was
obtained this tum, several Pirate may appear. Determine the target of piracy for the tum.

B.1 If there are two or more causes for piracy, then the target is “Everywhere”.

B.2 If the only cause for piracy is the economic situation, the target is indicated in the table.

B.3 If the only cause for piracy is a single economical event, then the target is rolled at random: 1-5: America ; 6-10:
Asia.

C For each STZ in the target, in the order indicated below (this is relevant for named pirates), roll on die. If the die is
greater or equal than the appearance threshold of the STZ, place a Pirate® there.

C.1In a STZ with several Pirate@®, or with a named pirate, check whether they stay at see or try and loot an
establishment.

D Targets of piracy Depending on the target, roll for the STZ indicated, in order.

D.1 Everywhere: STZ Caraibes, STZ Amérique, STZ Océan Indien, STZ Mer d’Arabie, STZ Golfe de Guinée,
STZ Mer de Recife, STZ Céte du Pérou, STZ Mer de Chine, STZ Céte de Patagonie, STZ Cap des Aiguilles,
STZ Mer des Canaries.

D.2 America: STZ Caraibes, STZ Amérique, STZ Golfe de Guinée, STZ Mer de Recife, STZ Cote de Patagonie,
STZ Cap des Aiguilles, STZ Mer des Canaries.

D.3 Asia: STZ Océan Indien, STZ Mer d’Arabie, STZ Céte du Pérou, STZ Mer de Chine, STZ Mer des Canaries.
D.4 Yes, STZ Mer des Canaries is both for piracy in America and in Asia. Yes STZ Golfe de Guinée and STZ Cap
des Aiguilles are only for America. Yes, STZ Céte du Pérou is for Asia.

E Appearance threshold The appearance threshold for Pirate for each ROTW STZ is written on the right-hand-side
of the STZ symbol.

E.1 Some STZ have several thresholds. Use the largest one if only one country has COL/TP bordering the STZ; use
the second number if two countries have COL/TP bordering the STZ and use the smallest number if three or more
countries have COL/TP bordering the STZ.

E.2 Remember that the STZ contains the seazone where the symbol is located as well as all adjacent seazones. Thus,
an establishment borders the STZ if it is coastal and touch any of these zones.

F Pirate Placement When placing Piracy counters on the map:

F.1 No Pirate counter may be placed if there is no commercial fleet in the target STZ.
F.2 Two Pirate@ are immediately exchanged for a single Pirate@®.

F.3 There are no limits to the number of P counters that can coexist in a single STZ.

Events— military — 2016-07-13 [R]53

lI.5.2 Named Pirates

A Some famous pirates appear as named PIRATE % and are treated like other named leaders.

A.1 If a named pirate is alive and not yet on the map, he will take command of the first Pirate that appears in his area
of action (AMERICA, ASIA, or ROTW).

A.2 Named pirates may never be placed in Europe, even if a Pirate can be placed in Europe due to various events.
A.3 If more than one named pirate is in play, place them in decreasing order of Rank. It is possible that one or more
named pirate are not placed at a given turn. It is possible that a pirate admiral is placed in the same STZ that another
(existing from previous turn).

B Pirate with named admiral always test to check if they loot a TP or COL, with a modifier to the die roll equal to the
shock of the admiral.

C Atthe end of a tum, if there is a Pirate® with a named admiral, it becomes a Pirate®. Pirate®, even with admiral,
remain unchanged.

D As any privateer, named pirates use their manoeuvre to protect the Pirate they are stacked with and check for
survival if their Pirate is destroyed.

ll.5.3 Sea or land?

A If there are no named pirate and no more than one Pirate® in a given STZ, then all Pirate in this STZ will attack TF.
A.1 Ifthere is a named pirate, check if he stays at sea or tries to loot an establishment.

A.2 Whenever a second Pirate® is placed ina STZ,immediately check if he stays at sea or tries to loot an establishment.
B Each Pirate that may loot is tested by one die, modified by +1 for each (other) Pirate© and +2 for each (other)
Pirate@® present in the STZ.

B.1 Named pirates also add their shock value to this test.

B.2 Aresult of 10 or more means a looting, otherwise the pirate will attack the commercial fleets.

B.3 The target of the looting is chosen at random among all TP or COL bordering the STZ. Move the counter to the
target (it is considered to disembark at the beginning of the first round of the military phase).

.6 Historical/Political events

A Political events are grouped by period. To each period corresponds both a set of events and a table to roll for these.
Events are rolled using two consecutive die rolls. Each result is either the number of an event or a 'R’ followed by the
number of an event.

B Each turn, 4 political events are rolled. It may happen that a fifth event is required. No more than 5 political events
can happen on the same turn.

C To roll for an event, roll two dices.

D If the first result is 10, the second die indicates what to do according to the “10” column in the table.

D.1 Aresult of “+1” (event) indicates that a fifth event will be rolled this turn.

D.2 A period number (either the previous or next one) indicates that this event will be rolled on the table of the given
period instead of the current one.

E If the second result is 10, the last line of the table indicates what to do.

E.1 Usually, this event will have to be redrawn in either the next or previous period. A third roll might be needed to
decide between next and previous period.

F In no case can more than 5 events occur in the same turn. If the “+1” result is obtained more than once, this only
means that the corresponding event will be rolled on another period table, as indicated.

G In no case events of a period other than the current, next or previous one can occur.

G.1 In such cases (double-next or double-previous), restart from the current period table.
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H If none of the die roll is 10, proceed as follows:

H.1 The first die gives a column in the table.

H.2 The second die determines the precise event.

H.3 Results of the table are counted from the top of the column.

H.4 Already marked off results are skipped.

H.5 If the bottom of the column is reached, then the count resumes in the next column (wrap around to the first column
if the last column with events of the table was already reached).

H.6 When the count reaches the second die, the result reached by the count will be applied.

Design note: This counting down is slightly more complicated than a simple cross-referencing of two numbers (as
done for the economical events). It has, however, interesting properties with respect to the probabilities of each event
oceurring.

The first columns of each event table are usually more likely to be rolled than the last ones, hence events there are
more likely to occur. However, marking off an event has the effect of “reducing” the size of its column, thus events at
the top of the following column become more probable.

Moreover, once an event is marked off, say, in the first column then the one on top of the second column can be
reached in two different ways: either by rolling in the second column (and "1’ for second die) or by rolling in the first
column and '9’ for second die. Thus it becomes really more likely.

Hence, in a given period, events of the first columns are likely to occur early in the period while events in the last
columns are unlikely to occur early but become more and more likely to occur as time goes.

I Once the result is found, if the corresponding event can be applied, mark the result off in the table as it must be
skipped in future counts.

1.1 Some events cannot occur if certain conditions are not met, in which case an event must be re-rolled with or without
marking off the corresponding result in the table. Check the precise event description for details.

1.2 Most events can only happen a given number of time (usually, only once). If an event is drawn after already occurring
its maximum number of time, mark off the result in the table but play R/D instead (see below).

1.3 Some events share the same number in the events list for the period, such as event I-11 (1) (The End of the Golden
Horde) and event |-11 (2) (Russian Annexation of Pskov and Ryazan). If this number is obtained in the table, apply
these events in order. It is possible that all the events with the same number occur in the same turn if this number is
rolled several time in the table.

J Revolts If the result is 'R’ followed by a number, a R/D (Revolt/Diplomacy event) may occur.

J.1 1f no R/ID occurred this turn (either by another 'R’ result or because a specific event description told to apply a R/D
event), then a Revolt/Diplomacy event (R/D) happens as per Section I11.7 (Revolt events) and Section 11.8 (Diplomatic
events). Mark off the box.

J.2 If one or more R/D already occurred this turn, then the event given by the number may occur. Consider that the box
only contains the number and proceed as described above.

J.3 Events creating revolts or rebellions without explicitly applying a R/D event (eg event I-7 (2) (Revolt of the
Comuneros)) are not considered as a R/D and thus do not prevent further 'R’ result to be treated as a R/D rather than
anumber.

K If the result is a number, the corresponding event may occur.
K.1 Check the event description for effects and applicability.
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Example: Rolling for events.— It is the first turn of the first period. Political events are thus rolled on the Table of chapter XVIll
(Political Events of Period I). The first die roll is 9. The second is 6. In the column 9 of the event table for period I, we look at
the sixth non marked off number. It is “R6”. Since no revolt has been rolled this turn, the first event will be R/D and this box of
the table is marked off.

Then, for the second event, the rolls are 10 and 1. This indicates that there will be 5 events this turn.

Then, we reroll for the second event. The rolls are 7 and 9. In the column “7-8”, the ninth non marked number is 3. Since -3 (1)
(Wars in Italy (Napoli)) can happen (as explained in the event description), the box is marked off and the event will happen.
Then, we roll for the third event. The die are 3 and 4. The fourth number in column “1-4”is 1. However, I-1 (Treaty of Tordesillas)
cannot happen at the first turn (America has not been discovered). Hence, as per event description, the event is not marked off
and the dice are rerolled.

Rolling again for third event, we obtain 10 and 2. Since there are already 5 events scheduled for this turn, there cannot be 6.
Hence, according to what is written in the last column, the event has to be rolled in period II.

Rolling for third event in period I, the dice are 10 and 5. It should be an event in period Ill. However, in period I, no event of
period Ill may happen. Hence, we go back to period | instead. . .

Rolling again for third event, the dice are 8 and 2. The second non marked box in column “7-8” is “R11”. Since there already
was a revolt this turn (as first event), the 11 is applied. The box is marked off and I-11 (1) (The End of the Golden Horde) will
happen.

Then, we roll for fourth event. The dice are 7 and 5. In column “7-8”, we looked for the fifth non marked off box. Since the
second box (‘R11’) has been marked off at the third event, it is skipped. The fifth non marked box is in the sixth line, “R4”. Since
there already was a revolt this turn, -4 (1) (Declaration of Hungarian Freedom) is applied (and the box is marked off).

Lastly, we roll for the fifth event. The dice are 5 and 10, indicating that we must roll on the next period.

We roll for fifth event on period Il. The dice are 8 and 6.Looking for the sixth non marked box in column 8, the result is 7. The
box is marked off and II-7 (War between Poland and Turkey) will happen.

So, to sum up, there will be 5 events this turn (instead of 4) and these will be, in order:

R/D, event I-3 (1) (Wars in Italy (Napoli)), event I-11 (1) (The End of the Golden Horde), event I-4 (1) (Declaration of Hungarian
Freedom), event ll-7 (War between Poland and Turkey).

The revolt is resolved as explained below. The other events are resolved as per their specific description.

Playing tip: One player, usually one knowing the game quite well, should be designed to take care of political events.
This “events-keeper” ask other players to roll the dice and take care of counting the boxes and marking off the results
as needed, making note of which events do occur each turn.

It is easier to start by rolling all four events (with the event-keeper quickly checking that the event can occur). Then,
once they are known, the event-keeper should read (aloud) the events descriptions for all to hear.

Since the precise order in which the events are resolved is usually not an issue, the events-keeper can read them in
an order different from the one they were rolled. Especially, it is advised to first announce all the events names and
then read the descriptions. It is also often preferable to start reading small events with few specific rules and finish
with the big stuff.

Then while players start to discuss the new diplomatic situation created by the events, the events-keeper can ask
another player to roll for the revolts and diplomatic events. Due to their many switching between tables, revolts are
best rolled by one other player. Diplomatic events, on the other hand, require a lot of reading on the same table and
are best rolled by the event-keeper with another player near the diplomatic track to implement the results.

lll.7 Revolt events

A Revolf may occur either when a R/D is rolled in the event table (either a result 'R’ in the table, an event already
occurred its maximum number of times or specific event condition) or because a specific event needs to roll for a Revolt
in a given country (e.g. the survival test for TUR may require to roll for a Revolf in TURCIA).

B If the Revolt was rolled as an event (R/D), a Diplomacy event also happens as per Section I11.8 (Diplomatic events).
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C For each Revolt, dies are rolled in order to determine:

C.1 The country where the Revolt occurs.

C.2 The province where the Revolt happens.

C.3 The strength of the Revolt.

C.4 Some times, some of these dice are not needed as per description of the effect thatcauses the Revolt (e.g. Revolt
caused by the survival roll of TUR always happen in TURCIA and there is no need to roll for the country where it
occurs. .. )

D Country Roll 2d10 and read the revolted country in the column of the current period on table XVII.3 (Revolt table:
target area and strength). The target country may be a MIN or other abstract entity in which case a pseudo-stability is
provided in brackets.

D.1 Decrease this pseudo-stability of minors in the table by -1 if:

* This is HOL* and HIS perceived the taxes at the preceding turn;

* This is POR* at the turn of event I1I-6 (Portuguese Disaster in Africa) or after.

D.2 Even if the Revolf was caused by an event from another period, always use the column of the current period for
determining the target country or area.

E Location Roll 1d10+the Stability of the target (or modified pseudo-stability) on the target country’s table and read
the result in the column corresponding to the current period (for some countries, there is only one column to use for all
periods).

E.1 Even if the Revolt was caused by an event from another period, always use the column of the current period for
determining the revolted province.

E.2 Exception: For Revolt is FRA cause by event Ill-11 (Wars of Religion in France), follow the instruction on top of
the table.

F Groups Often, the result will be a group of provinces; a further roll is required to choose the resulting province.

F.1 In some groups, the number of targets may vary: roll with equal probability between all possible choices.

F.2 Some groups bear the same name but do not have the same content. Use the definitions attached to the table.

G The revolt is against the owner of the province. This may be a different country than the one whose table was used
(e.g. arevolt rolled on the table for FRA may well occur in HIS in which case the revolt is against HIS for all purposes).
G.1 Revolts inside minors countries are automatically suppressed if the minor stays inactive for one full tumn. Otherwise,
they do expand as usual and hamper supply or income as well as Stability of the diplomatic patron.

H Strength Lastly, roll 2d10 in the last column of table XVI1.3 (Revolt table: target area and strength) to find the strength
of the revolt.

H.1 There may be any of the following: Revolf counter (either® or @), troops (LD or AQ), X and sometimes seizing
the f (simply noted “f” in the Table).

H.2 Ifthere are troops, they are considered to have the same characteristics (size, artillery, . . . ) as the country in which
the revolt occurs. Their technology is the technology this country had at the beginning of the turn. They may not move,
are supplied within the revolted province and can only retreat in the f after battle (they are thus destroyed if forced to
retreat and they do not hold the f). They may cause a major battle with the usual loss of Stability. They do besiege the
f, even if there are less LD than the level of the T (exception to the normal siege rules).

H.3 X sometimes leads the revolt, sometimes the troops, sometimes there are two leaders, one for each. If the X is
written after the Revolt, he leads it, if he’s after the troops, he leads them.

H.4 If the f is seized, the LD is inside it. The X leads the Revolt and retreat inside the f once the revolt is crushed (if
the rebels still hold the ).

H.5 A CTZ or STZ may be rolled as a revolted province. Roll for the strength as usual but put in a Pirate@ or Pirate@
instead of a Revolt. Ignore the troops or capture of the city if any and use a & instead of a . The Pirate attacks all
TF in the CTZ/STZ.
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ll.7.1  Revolts and Rebellions

A Revolts may occurs both from R/D events or during civil wars events. In the second case, they are called Rebellions.
A.1 Both of these case may put Revolt (or Rebellion) counters as well as A or LD in play.

A.2 Unless specified otherwise, use counters labelled “Rebellion” when they come from a political event and counters
labelled “Revolt” in all other cases (R/D, TUR survival roll, . . .)

B “Revolt” and “Rebellion” counters are not considered friendly to one another. That is, if a R/D occurs during a civil
war, it is considered to be a peasants revolting against any and all factions at war.

B.1 As a general rule, “Revolt” counters (either troops or Revolf) are friendly only with other “Revolt’” counters in the
same province (but typically not with “Revolt” counters from another province) while all “Rebellion” counters within the
same country or entity are friendly one to another and they may be friendly to other powers.

C Apart from this, Revolt and Rebellion work in the same way. Especially for rolling dice to determine where it occurs
and at which strength.

C.1 Unless otherwise specified, rules applying to Revolt also apply to Rebellion.

lll.8 Diplomatic events

’ Design note: Description and meaning of diplomatic status of minors can be found in chapter IV (Diplomacy). ‘

A Every time a R/D occurs, both a Revolt and a Diplomacy event occur.

A.1 Diplomacy events do not occur when revolts are rolled as per a specific event description or special rule. Only the
R/D event (result 'R’ in the table) triggers a Diplomacy event.

A.2 In some conditions an event cannot be played (e.g. because it was already played) and is resolved as a R/D result
instead. Hence there may be several Diplomacy events in a given turn.

B Troubled religion When a Diplomacy event occurs, a first die is rolled to know which religion suffers from troubles.
B.1 Even if several Diplomacy events occur, only one religion will suffer from troubles.

B.2 The troubled religion is rolled in table XVII.1 (Troubled Religion table).

B.3 On some results, an additional check for §D (Uprising of a conquered minor province) of this Section will be made.

C Troubled minors Then, for each Diplomacy event, roll for a group of minors to test in table XVI1.2 (Diplomatic table).
C.1 For each minor country in the group, roll 2d10 (+3 if the minor is of the troubled religion).

C.2 If the result is higher than the fidelity of the minor, the diplomatic status of the minor is lowered by one for each
extra point (the marker goes one box to the left toward Neutral).

C.3 For ROTW minors, if the roll is 2 more than the fidelity, then all FR are broken to NR while AT go to FR; if the result
is 5 more than the fidelity, all AT and FR are broken to NR.

C.4 If the fidelity of the minor is higher than the result, nothing happens.

C.5 Countries that either do not exist (yet or any more) or are still/already a major country are not tested even if they
do appear in the table.

D Uprising of a conquered minor province If a result of 1, 4 or 7 was obtained for the first die (troubled religion),
check for the autonomous uprising of a province of a Minor country that would be owned by another power.

D.1 The group or groups affected is obtained by rolling 1d10 in table XVII.2 (Diplomatic table). A group is defined by a
name in bold (2 groups are sometimes obtained on a given result leading to 2 possible uprisings).

D.2 Then, in each group, in the order written, find the first (still existing) minor country that either (i) does not own all its
National territory (non-blurred shield) or (ii) has a Preesidiio in a province it owns or (jii) has an AT with somebody.

D.3 There is no priority between the conditions above. The first minor in the group that meets one of them is affected,
whatever the condition met or the situation of other minors in the group.
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D.4 Note that only one minor is affected in each group, even if several fulfil the conditions. And they are always checked
in the order written.

E Effect of the uprising

E.1 An uprising minor immediately takes control and ownership of one of its national province (non-blurred shield) it
currently does not owns. If it owns all its national provinces, a Praesidio on its territory is immediately destroyed. Ifits a
ROTW minor, it breaks one (and only one) AT to NR.

E.2 Troops in a province that changes ownership that way may retreat immediately, using the peace evacuation
procedure of §D (Peace Evacuation) of Section XI1.3.7 (General Consequences of the Peace); they may also decide
to stay in the province.

E.3 The province, Preesidio or AT is chosen at random if needed.

E.4 This creates an immediate state of war (oversea if a Praesidio or AT was destroyed) between the minor and the
former owner of the province (or Praesidio, or AT).

E.5 This is not a declaration of war per se and no effects of declaration of wars are applied.

E.6 Diplomatic announcements concerning this war are allowed as if it was continued from previous turn, except that
an oversea war cannot be generalised this turn.

E.7 The major victim of the uprising may decide to sign immediately a white peace with the minor, thus forfeiting the
uprising province. This cancels the rest of the effect.

F Uprising and allies

F.1 A neutral uprising minor will not call for allies.

F.2 If a non-neutral minor uprises, its patron has a CB (or Overseas CB) to enter the war, to be used immediately.
There is no penalty in non using it.

F.3 If the uprising of a minor is against its diplomatic patron, then the patron choose to either sign an immediate white
peace (forfeiting the province but keeping the minor ally) or to fight back (in which case the minor immediately becomes
neutral).

G Minor declares a war If a result of 10 was obtained for the first die, a random minor declares war to a random
neighbour.

G.1 The minor is chosen by first rolling 1d10 for a set of countries in the table XVII.2 (Diplomatic table) and then
randomly choosing one existing minor of this set. For this purpose, consider each result as a single set even if there
are two names in bold (two groups).

G.2 The chosen minor declares war to one of its neighbours, chosen randomly.

G.3 If the minor is a ROTW country, its neighbours are other minors countries owning areas adjacent to its own areas,
as well as countries having a TP or COL in its areas or adjacent ones.

G.4 If the minor is a ROTW country, the war is an overseas war.

G.5 Usual calls for allies happen during Diplomacy phase, for all countries involved in this war.

G.6 In case of PERSIA/ORMUS, it is considered as a single country with neighbours both in Europa and in the ROTW
but will only declare war (regular or overseas) to one of its neighbours.

G.7 If the war is waged only between minors, it will end in a white peace at the end of the turn.
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Diplomacy
Chapter 37)/

IV.1 Diplomatic phase

A Overview. This phase is played simultaneously. Players may negotiate to establish agreements between them
(official alliances or informal agreements). During this phase also, players may declare wars (between them or against
minor countries). They end this phase by making diplomatic actions with minor countries to control them (or to lower the
level of control of other players). These levels of control are appreciated to various degree (Royal Marriage, Subsidies,
Military Alliance... etc.).

B Sequence.

B.1 Declarations of Wars caused by events, and induced Reactions
B.2 Negotiations between Players

B.3 Announcements of Alliances

B.4 Other Announcements: Agreements, Trade Refusal,...

B.5 Declarations of War, and Reactions

B.6 Diplomacy on Minor Countries

B.7 Resolutions of Diplomatic Actions

B.8 Diplomatic Counter adjustment

B.9 Activation of ROTW minors, and reactions

IV.2 Agreements between Major Powers

IV.2.1 Negotiations

IV.21.1 Negotiations between Players

A Players can negotiate freely between them to get into various kinds of agreements, as long as they respect the letter
and the spirit of the rules. Players’ diplomatic relationships may however be "officialized" in alliances, or may be broken.
B Players negotiate between them, freely. Itis advised that the time of negotiations be limited to at most 10 minutes on
an average (5 is counselled, but not always possible or realistic).

IV.21.2 Outcome of Agreements

A When negotiations are closed, players announce their agreements: informal agreement, or formal agreements:
alliance (by specifying which), or some possible trade refusal.

A.1 This is done during the Diplomatic Phase on the fourth segment (the Announcement Segment), after Declarations
of Wars caused by events, but before the declarations of War and any Diplomacy on minor countries.

A.2 Formal Agreements should be decided before the Announcement Segment. Then they are made made loudly in
the order of the initiative. As the Agreements need not be written beforehand, a player could change his mind just when
doing announcements: this is allowed but no negotiation can take place at this time.

A.3 The simple public announcement of the agreement suffices to validate it. This public agreement bears treaty value.
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A.4 Aformal agreement can be written down during the phase of negotiations. If this is the case and one player refuses
to make the announcements, his power loses 1 Stability.

A.5 Formal agreements can be kept secret: they have value only if written down and signed by all allies. They can be
used later, but with reduced value.

B There exist several types of Announcements: Alliances of different kinds, each corresponding to a precise agreement,
and Trade Refusal. The type of alliance must always be publicly announced to all other players, or kept secret and
written down.

IV.2.1.3 Alliances

A Only players possessing a determined alliance can co-operate in the various domains considered hereafter. Alliances
are of 4 different levels:

A.1 Dynastic Ties

A.2 Loan Treaty

A.3 Defensive Alliance

A.4 Offensive Alliance

B Generalities Alliances are concluded between two or more players. A player can conclude as many different
alliances as he desires with the same player, and/or with different players, with the restrictions given for each type of
alliance as described hereafter.

B.1 A Formal Agreement (except Loan Treaty) is valid for this tum, the two following ones, and the very beginning of
the next turn, until the beginning of the segment of Announcements (at which point the Formal Agreement that ends
could be signed again).

B.2 Secret agreements must specify the type of alliance, the powers involved, the first turn of the alliance, or would be
void. They last 3 tumns (like announced alliances). Dynastic Ties are always public and can not be kept secret (secret
Dynastic Ties are void).

C Dynastic Ties A pair of players may conclude a marriage between the ruling families of their realms, so as to create
family ties. They can no longer declare war on each other without Casus Belli (CB). This alliance lasts for the whole
duration of the next 2 consecutive turns, except when specific events occurs, forcing its cancellation.

C.1 To conclude this marriage, one of the two players has to offer a dowry to the other. The dowry has to be 100 I
(minimum, more can be offered up to the gross income from previous turn of the Power), or consists of one single
province, COL or TP, immediately ceded to the other, receiving, party upon conclusion of the agreement, at the end
of the Diplomatic Phase. Note that the province is still owned by its former controller for the following segment of
Declaration of Wars, the transfer would be latter, at the end of the phase.

C.2 Money transferred is recorded on line A3 (Gifts and loans between players) of ERS.

C.3 The ceded province, Colony or Trading Post must be owned and controlled by the ceding player, i.e. it is not
possible to cede any territory in revolt or occupied by another player at the time of the dynastic treaty.

C.4 The two players are authorised in addition to exchange an extra province, COL or TP. This exchange may be made
in addition to the dowry (e.g., exchange of one province + dowry of a province/or 100+ ), but it is not compulsory and
may never involve national provinces. The previous condition on control holds.

C.5 The dynastic alliance can be cancelled at any given time. The party that cancels it loses 2 Stability levels.

C.6 Only a dynastic alliance allows players to cede or exchange a province, COL or TP. Each ceded possession has
to be specified at the time of the alliance conclusion.

C.7 Each ceding of a province, COL or TP, costs 1 level of Stability to the ceding party.

C.8 War of Successions. The player that pays the dowry can benefit from a War of Succession inside the other player’s

country, if a dynastic Crisis occurred in the country that received the dowry. After Dynastic Ties are established, the
rights in case of War of Succession are valid for 8 turns. When a dynastic Crisis happens, the power is allowed to
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declare war on that country as if he had a CB, or on the contrary he is allowed to enter as an ally of that same country,
as if he had a defensive alliance with it. See Section XV.14.5 (The Wars of Succession) about the conditions of this war.
C.9 A dynastic alliance cannot be renewed with the same player less than 3 complete turns after the official end (i.e.
be it after two turns or earlier be-cause it was previously broken) of the previous alliance.

C.10 A dynastic alliance cannot be formed with a player of a different religion unless a 2 Stability level loss is incurred
for doing so. This applies until the end of Religious Enmities between Protestant, Catholic and Orthodox countries. It
always applies between all Christians and Muslims.

C.11 No Dynastic alliance can be formed by TUR with any other player.

D Loan Treaty Only players that have agreed on a Loan treaty can lend money from one to the other. One is referred
to as the "lender", the other as the "borrower".

D.1 The sole possibilities for a player to give money to another are by Dynastic Ties (as a dowry), by Peace Resolution
or by a Loan Treaty.

D.2 Money transferred by loan treaty is recorded on line A3 of ERS.

E Restrictions on loans
E.1 Powers having different religions and signing Loan Treaty lose 1 Stability if they transfer 50 I or more to the same
borrower in one turn.

E.2 Exceptions. FRA, if Catholic/Conciliatory, and ANG beginning with Period [V, may lend money to any MAJ with no
penalty for Religion. HOL, after being recognised by HIS (see event lll-1 (1) (Revolt of the United Provinces)), may also
lend money to any MAJ with no penalty for Religion.

E.3 The lender can not give more than 150 ) per turn to a given borrower.

E.4 Exception. HOL or ANG if it has created its Stock Exchange (event Ill-2 (Amsterdam Stock Exchange) and
event [V-8 (1) (Creation of the London Stock Exchange)) can transfer up to 250 [ per Loan.

E.5 Restriction: during one turn, the lender is forbidden to lend more than his gross income when adding all the transfers
made.

E.6 A given Power can not be both borrower and moneylender in different Loan Treaties at the same time.

F Modalities of refunding

F.1 Modes of pay-back and interest are left to the discretion of players. The "loan" can be even a gift without refund.
F.2 The treaty remains valid as long as the borrower has not paid back all received ducats. Other loans can be
concluded on following turns, but always in the same way (moneylender to borrower). No new, additional, loan treaty
can be concluded between these two players as long as that one remains valid. Loans that are gifts end at the end of
turn.

F.3 The borrower can break the treaty at any time, and refuse to pay interest and/or the capital owed to the lender. In
such a case, he loses immediately 1 Stability level and receives a negative modifier of —1 on the Exchequer test during
5 turns.

F.4 The moneylender may freely abandon the Loan and transform it in a gift at any Declaration Phase of a following
turn. This ends the Treaty.

F.5 If an event releases a CB between the moneylender and the borrower and that the war is declared between them,
the treaty is immediately broken without penalty. In such a case, no back payment or reimbursement is to be made by
the borrowing country.

G Defensive Alliance A player linked to another player by a defensive alliance may has to declare war on any other
country that attacks his co-signer. He benefits from a CB for this specific declaration.

G.1 The Alliance is effective to be used on the turn of its contracting.

G.2 The player can either enters the war by its own will or if the co-signer ask him to honour the alliance.
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G.3 Ifthe player is called by his ally and refuses to declare war along with his co-signer, he immediately loses 2 Stability
levels and the alliance is cancelled. The co-signer also receives a temporary CB against the defaulting player.

G.4 The co-signer player may also prefer not to call for his Ally (or Allies). In this case, the allied player is left free to
declare his participation in this war (with a CB) or not. If the Ally chooses not to participate, he suffers no penalties and
the Alliance is not considered as broken.

G.5 If a secret alliance is called for and the co-signer refuses to declare the war in response of this alliance, the loss is
reduced to 1 Stability instead of 2. The betrayed power still has a temporary CB against the defaulting power.

G.6 This Alliance lasts for the duration of the next 2 turns, except when and if cancelled by events or voluntary
cancellation by one (or even both) of the co-signer.

G.7 All declarations of war by this way cost only 1 Stability level (whatever number of declarations in the current turn).
(.8 When the players are forming an "Alliance", they have to sign together the same peace with their enemies. With a
minor country: count all the modifiers enemy minor/all allies. If peace is accepted, the allies must share the gains. With
a major country: as for minor country, except for allies make an average of their Stabilities (rounded down).

G.9 If at war against the same enemy, all allied players move and play together (at the lowest player’s Initiative rating
rank).

G.10 If an ally is twice at -3 Stability at the phase of Peace, he must sue for peace, and sign a separate peace. In this
case, his Alliance is not considered as voluntarily broken (and there is no CB).

H Offensive Alliance Same as for the preceding type of alliance, except that it applies also in the case where the
co-signer is at the origin of the war declaration on another, third-party player or minor.
H.1 The details are the same as for a Defensive Alliance.

IV.2.1.4 The Trade Refusal

A A player can refuse the access of his market to the foreign trade of another player, even in peace, but that costs him
1 Stability level at the moment he announces his decision. Once taken, the decision can be maintained from one turn
to the other (without any additional decline in Stability); the decision can be repelled later by the power at no cost.

B Reaction of the Other Player

B.1 The other player whose trade has been denied then receives a temporary Commercial CB against the player
refusing him trade. This CB is to be used in the segment of Declarations of Wars and starts a new war.

B.2 Alternatively, he may refuse his own trade in reaction and reprisal. He then suffers from the same effects (loss of 1
level of Stability, and Commercial CB to the enemy). This is to be announced immediately.

C Value of Trade Refused

C.1 When a player is refused the trade of another, a foreign trade loss is assigned: it is calculated on the basis of the
refusing player's European Trade value, i.e. the income of the refusing player’s provinces, including vassals. This value
is added to the amount of the European Market that is denied as foreign trade.

C.2 The player being refused trade gains also no income from Commercial fleets in the own CTZ of the refusing MAJ
(neither regular nor monopoly incomes).

C.3 The player being refused trade gains half of its usual income (trade plus monopoly income if he has the
monopoly) in some STZ, depending of the MAJ that refuses Trade:

* TUR: STZ Mer Caspienne, STZ Mer Noire occidentale, STZ Mer lonienne;

+ VEN: STZ Golfe du Lion, STZ Mer Noire occidentale, STZ Mer lonienne;

* POR: STZ Mer des Canaries, CTZ HISPANIA;

+ POL and SUE: STZ Baltique.

+ HOL and ANG: STZ Mer du Nord.

C.4 These TF still count toward ownership of trade centres and the income of trade centres is not affected.

D A Trade Refusal breaks any past Loan Treaty between the two Powers with no further penalties. It forbids any Loan
Treaty as long as the Trade Refusal continues.
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IV.2.1.5 Others Announcements

A Others announcements can be made during the Diplomatic phase.

A.1 Most of them come from events specifying that a given choice must be made “as a diplomatic announcement”.
A.2 Speculation on exotic resources is made as a diplomatic announcement. See §E (Speculation) of Section VI.12.1.2
(Variation of price) for the effect.

A.3 Trade of wood is decided as a diplomatic announcement. See Section 11.8.4 (Trade of Wood) for the effect.

IV.3 Diplomacy with European Minor Powers

IV.3.1 Presentation

IV.3.1.1 Actions and control

A Informal Overview After having negotiated between them, players may "negotiate” with minor countries. Each
player has 1 to 6 diplomatic actions per tum. This number is given for each country and each period, as per the
Limits table located on Players’ Aides. Each diplomatic attempt against one minor country uses 1 such action and an
investment in ducats which can be basic, medium or strong. Actions and diplomatic expenses have to be written on
line A5 (Diplomatic actions) of ERS. Results of those actions are assessed: each is solved with the help of three dice. In
case of success, the influence that the player exerts on the minor is adjusted. Each minor country that is influenceable
by the diplomacy of players has a diplomatic status marker displaying the relevant indications for the diplomatic game.
Each such counter is placed on the diplomatic track located on the Rest-of-the-world map. Such a counter must be
found in permanence placed in a square corresponding to its attitude towards a player or in the square reserved to the
neutrals.

B Levels of Diplomatic control The principle of the diplomacy with European minor countries is that there can be
only one influence of any one single player on a given minor, meaning that this player has a preponderant influence, or
diplomatic control of the minor country; he is also names the "Patron” of the minor country. This influence is divided into
different levels of increasing importance, which are:
Neutral| Neutral (not really a status, rather the fact of being independent).

Royal Marriage (dynastic ties unite the reigning families of the two countries).

Subsidies (the countries share economic ties and have mutual debts).

Military Alliance (the two countries have concluded military alliances and may help each other during wars).

Expeditionary Corps (the minor country is susceptible of sending larger armed forces).

Entry in war (the minor country may be called for a full participation in a war).

Vassal (the minor country is effectively dependant on the authority of the major country, and will participate
in wars).

Annexation (the minor country has really become part of the major country in some form, and counts for
many things as such).

C Limit This influence may be limited sometimes to a maximum level for some specific minor countries or for some
particular players. It is even possible that a player could not make diplomatic action against a particular minor (e.g. the
Turkish player against PERSIA).

D The Diplomatic Track Each player has a line of his own on the diplomatic track situated on the Rest-of-the-world
map. Columns indicate the different diplomatic status that the player can achieve on a minor, as described immediately
above.
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E Diplomatic Counters Each counter (front/back) regroups information concerning the minor country mentioned on
that counter. All this information also figures in the Annexes dealing with minor countries.

IV.3.1.2 Other

A ltis possible to give a province to a minor country if either this is a province formerly owned by it (at any point during
the game) or it has a blurred shield of the minor.

A.1 This is not an action, this does not count toward the limit of actions per turn.

B If the minor is not existing anymore, it is immediately recreated as a VA of the major giving a province.

B.1 If the minor cannot be VA, put it on the highest possible diplomatic level allowed for it instead.

IV.3.2 Diplomatic actions

IV.3.2.1 Principles of diplomatic actions

A A player has a number of diplomatic actions which is limited according to the period in play (from 1 to 6 actions per
turn). Even though the Diplomatic Actions are resolved after the Declarations of Wars, the rules are explained here
(because Diplomatic control is helpful to understand the wars).

A.1 The action is aimed at increasing the level of control of the player on that minor country, or decreasing the level of
control of another power on a minor country.

A.2 The player registers on his monarch sheet all his diplomatic actions of the current turn, by specifying which minor
countries are aimed at. He must pay the cost of each action (written on line A5 of ERS) and indicate on his monarch
sheet the level of investment placed in that action (either basic, medium or strong).

A.3 Diplomatic Supports The player can also declare that he is supporting one action of another player. This support
is a diplomatic action of the player by itself (it has to be paid as a basic investment diplomatic action), and must be
written on the supporting player monarch sheet.

A.4 Supports can be discussed and established as an informal agreement between the player granting support and
the one receiving it.

A.5 “Selling” supports is possible by contracting a loan treaty at the same time, but remember the limits on loan treaties.

B Writing actions When deciding which actions to make, a player should write all of them in details on his monarch
sheet: the tumn at which the action occurs, the country targeted, the amount of money spent (investment) and the
resulting bonus to die roll (as explained below). Writing all this before actually resolving any of the actions will greatly
speed up and smoothen play.

C A player can make only one action on a given minor country per turn.

D No diplomatic action is allowed on a European minor country that is fully involved in any war (even a Civil War) even
by a major country that is not part of the war. The only "diplomatic" action allowed on minors at war with the player is
separate peace. There is no such restriction for minors in limited interventions.

E Cost of Diplomatic actions The costs are the following:

E.1 Basic investment: 20

E.2 Medium Investment (+2 to the die-roll): 50 Iy

E.3 Strong investment (+5 to the die-roll): 100 f)

E.4 Support (+1 to the die-roll): 20

F Actions must have been written down to be considered as valid.

IV.3.2.2 Resolution of an action
A Order of Resolution Intended actions are first written down by all players, then they are announced and then solved,
minor by minor, the order of which being of no importance (choice of minor according to the initiative if contentions
between players), in the following order:
A.1 players decide of their reactions;
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A.2 resolve opposed actions (on minor countries already controlled by a power, or if two powers aim at the same Minor);
A.3 resolve remaining unopposed actions.

A.4 Note that all actions should be announced first, then all reaction should be decided and only after should the action
be resolved. If you start resolving your actions earlier, don’t complain that your opponent bases his ones actions or
reactions on the results of your actions.

B Reactions by Another Player on a Minor it controls

B.1 When an action is made on a minor already on the track of a player, this power may react depending on whether it
was also making an action to increase his own level of control, or not.

B.2 Ifthe Patron is doing an action There is no "reaction" investment to be paid by the controlling player excepts that
the player may decide to immediately raise his level of investment and pay the difference. This level of investment is
paid for his own action and the action will be considered at the same time as a the "reaction”.

B.3 If the controlling player did not plan to make any action on that minor He is then allowed to take a "reaction" on
that minor by paying the investment required. This reaction is in addition to the actions he is normally entitled for the
current turn.

B.4 If the controlling (i.e. defending) power refuses to make any reaction by not paying any investment in reaction,
the minor country is immediately placed in Neutral position and defends itself according to his new Neutral stance.

B.5 Note that the defending player benefits from a bonus applicable to the die roll according to the degree of control
that he exerts on the minor. This bonus is reminded to the player's attention at the top of the Diplomatic track on the
map.

B.6 Money spent for reactions (if any) is recorded on line A6 (Diplomatic reactions) of ERS.

C Resolution of Opposed Actions If several powers are doing actions (including reaction) on the same minor, these
actions are resolved together at the same time (each player rolls his die-roll and modifies it). The player that obtained
the best result (i.e. the highest modified result) is selected to proceed further.

C.1 Solve ties by competitive unmodified die-rolls, but the original result will be used for the resolution.

C.2 If a reaction (that was not originally an action) is the best result, do not proceed further (no progression point can
be gained, the reaction only served to keep the minor).

D Resolution of the Action The power selected with the best result compares its result to the following score:

D.1 the score in reaction (even if it was originally a normal action) of the controlling power if it was opposing the attempt
and did not achieve the best result (only the controlling players can use his score here, not another player attempting
an action on the same minor);

D.2 otherwise, the sum of 2d10 in all other cases.

D.3 The player earns a number of progression points equal to the difference between his (modified) die roll and this
[atter result.

D.4 If the difference is null or negative, it does get any points of progression (there is no "negative" progression).

E Modifiers Any player that rolls for this Minor Diplomacy has his die-roll modified as follows:
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+? DIP value of his monarch

+0/+2/+5 Investment (20 ), 50 [, 100 1)

+1 per other player supporting the action

+1 RM or SUB box (controlling player only)

+2 MA or EC box (controlling player only)

+3 EW, VA or AN box (controlling player only)

+1 same religion

-4 different religion (until the end of Religious Enmities)

-2 between Islam and Christianity (after the end of Religious Enmities)

-3 For TUR against some Barbaresque countries

+1 bonus of player's country as per the diplomatic marker of the minor country

-3 on POLONIA (not applicable if Absolutism was established, or due to some events)
+7 as per applicable event

+N if the MAJ gives a province of value N to the minor country this turn

-1 for each province of the minor country owned by the MAJ.

-3 if the player is or was at war (full or limited) against the minor during the current or preceding turn

F How to read the Diplomatic Values of each Minor Each Status (i.e. box) on the diplomatic track has a variable
cost of progression, according to the level of control (status name is printed at the top of the track) and the concerned
minor country.

F.1 Political status Neutral, RM and SUB cost always 1 point of progression. Exception: to enter the SUB box for
HELVETIA costs 3 points.

F.2 The cost is variable for the other status according to minor countries. It is indicated on their diplomatic marker, as
well as in the list of minor countries located in the Appendix handbook

F.3 If a « figures on the diplomatic marker for a particular status, it indicates that this political status is not achievable
with this minor country.

F.4 If initials appear instead of a figure (cost), they indicate that only the country having these initials can reach this
political status, under the restriction that a specific event allowing it has occurred.

G Diplomatic Markers Adjustment Costs of progression indicate the minimum number of points of progression to
advance the counter of the concerned minor on the diplomatic track.

G.1 When all diplomatic actions have taken place, the minor country diplomatic marker is moved according to the
number of points of progression obtained for that minor and the costs to enter the various status boxes, in favour of the
player having obtained the success on this minor.

G.2 Advancing a diplomatic counter is never mandatory. A player may always stop the marker progression even if
sufficient progression points remain.

G.3 Moving back a marker is mandatory. If the marker reaches the Neutral box while doing so and some remaining
points of progression are still available, the marker can then progress in favour of the player that has succeeded in the
action as explained below.

G.4 All points of progression balance that do not suffice to enter into the box is lost and not applicable.

G.5 The diplomatic marker of a minor country is moved on the track until it reaches a political status box, as allowed
by the number of points of progression and the various costs to enter those boxes. If the marker has progressed,
intermediate boxes indications are ignored. Apply only the result and benefits of the status corresponding to the box
where the marker is located.

H Handling reactions When an action is opposed by a reaction (orin case of a competitive action lost by the controller),
the score need to be compared both to the reaction score and later to 2d10 (as per regular minor).
H.1 Comparing the action score with the reaction gives a number of progressions points used to reach Neutral.

Diplomacy— military — 2016-07-13 [RI67

H.2 Once the minor is Neutral, roll 2d10 for it. Compare the (original) score of the action with them to get a number of
progression points, then subtract the number of points previously used to reach Neutral. The result (if positive) is the
number of progression points used to raise the

Example: A simple action.— At turn 1, FRA tries to do some diplomacy on SABAUDIA which is already in MA, the French
monarch is Charles VIl with a DIP of 9 and he chooses to make a basic investment only. Both FRA and SABAUDIA share the
same religion (Catholicism). Thus, the total modifier for FRA is +12 (+9 for DIP, +1 for religion and +2 for control).

FRA rolls a 3, for a net result of 15. Someone else rolls 2d10 for SABAUDIA and gets 6 and 5 for a result of 11. FRA thus scores 4
progression points. SABAUDIA is already in MA, the next box is EC. According to the diplomatic value (in the Appendix), it costs
2 points to raise SABAUDIA to EC. There are still 2 points left. However, raising SABAUDIA to EW would cost 3 extra progression
points which FRA doesn’t have. So, SABAUDIA stops in EC and the 2 extra progression points are lost.

Example: A competitive action.— At turn 1, both ANG and HIS want to make an action on PALATINATUS (which is Neutral).
The three countries are Catholic (PALATINATUS will become Protestant later but it begins Catholic). Both ANG and HIS choose
to make a basic action, their respective DIP is 7 and 6, thus giving modifiers of +8 for ANG and +7 for HIS.

ANG rolls 4 for a final result of 12 while HIS rolls 7 for a final result of 14. Thus, only HIS is allowed to do an action. Someone
rolls two dice for PALATINATUS and gets 4 and 9 for a total of 13, to the amusement of ANG. HIS thus only scores 1 progression
point, enough to get PALATINATUS in RM but no further.

Example: A reaction.— At turn 1, FRA also wants to try and get SANCTA SEDES out of Spanish hands. Thus, he makes his
second diplomatic action on it, still with a basic investment resulting in a +10 modifier.

HIS did not plan any action on SANCTA SEDES and shocks when he learns about the French villainous move, claiming that he
is the most Catholic king out there and should morally be the only one with ties to the Pope (after all, the soon to be elected
Alexander VI is Spanish. . . ) FRA smiles and calmly asks if HIS wants to react to this action or forfeit his illegitimate claims on
Rome (adding that bringing the Papacy back in Avignon looks like a promising idea).

If HIS chooses not to react, then SANCTA SEDES will immediately becomes Neutral and the French action is then resolved
normally. However, HIS wants to keep his lead on SANCTA SEDES and thus chooses to react. It has to decide at which investment.
Since its DIP is only 6, a basic investment will yield in a +8 modifier (+1 for religion and +1 for control), somewhat smaller than
the French +10. So, HIS decides to limit the risks and use a medium investment, thus spending an extra 50 [ but reaching a
+10 modifier.

Both roll a die. FRA rolls 7 for a total of 17 while HIS only rolls 1 for a total of 11. Thus, FRA gets 6 progression points. The first
one is used to bring SANCTA SEDES back to Neutral. Then, the rest of the action is resolved as against a normal Neutral (and
the extra progression points against HIS are lost). HIS swear to take his revenge and quickly grab two dice, rolling 6 and 8 for a
total of 14. FRA initial total was 17, so he has 3 progression points against SANCTA SEDES, however, one is considered to have
been already used against HIS, so there are 2 left, just enough to bring SANCTA SEDES in SUB.

Even if HIS had initially rolled 9, for a total of 19, higher than FRA, he could not have raised his control on SANCTA SEDES
because this was a reaction and not a planed action.

Playing tip: It is more efficient to have all the players simultaneously write down all the diplomatic actions they want
to do this turn, including the computation of the bonus ; then have pair of players (as soon as they are finished) roll for
their actions (with the other rolling for the minor) and write done the result (number of progression points) ; and lastly
implement the results (going to the diplomatic track and moving the markers, maybe rolling for subsidies or dowries.
This avoids numerous back and forth journeys to the diplomatic track to implement the results and speeds the rolling
process by pre-computing everything (thus requiring less time overall).

Note also that the influence of the diplomatic actions of other players on the immediate other phases (incomes and
expenses) is almost null. So, as soon as one has resolved ones diplomatic actions, one can begin computing ones
incomes and thinking about expenses. Only the military phase will require further synchronisation between players.

| Reading markers The cost for entering the different boxes is specified in the Appendix. Additionally, it is written on
the diplomatic counters for easy reference during game. The front of the counter shows values for dowry, subsidies and
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MA while the back (with the “at war” strip) shows values for EC, EW, VA and AN.

IV.3.3 Effects of the Diplomatic control

IV.3.3.1 Royal Marriage

A The Royal Marriage (RM) box gives the advantage of a bonus of +1 during any ulterior diplomatic phase as long as
the player controlling the minor country retains this status.

B The Dowry When the minor country diplomatic marker reaches the RM box by advancing (not by moving back), the
player rolls one die. If the result is:

B.1 Even the player receives the sum of the dowry in ducats as indicated on the diplomatic marker.

B.2 Odd: the player has to pay the dowry.

C This sum (positive or negative) is written on line A7 (Subsidies and dowries) of ERS.

D if the player refuses to pay the dowry, the marker is returned immediately to the Neutral box.

IV.3.3.2 Subsidies

A The position of a diplomatic marker on the Subsidy (SUB) box gives a bonus of +l during any ulterior diplomatic
phase for the player controlling the minor country.

B Payment of Subsidies. When the minor country diplomatic marker reaches the SUB box by advancing (not by
moving back), the player rolls a 1d100 He modifies the obtained die-roll result by the Subsidy modifier (always negative)
indicated on the minor country marker. If the result is:

B.1 positive: it indicates the number of ducats that the player receives from the minor;

B.2 negative: it indicates the number of ducats that the player has to pay to the minor.

C This sum (positive or negative) is written on line A7 of ERS.

D If the player refuses to pay, the marker is immediately and directly returned to the Neutral box.

E The positive net amount obtained by Subsidies can never exceed 50 ), except explicit precision of the contrary as
explained in some events.

F When a players pays the subsidies, the ducats thus transferred to the minor are deducted from the player treasury
(and just marked-off i.e. there is no such thing as "minor country treasury").

IV.3.3.3 Military Alliance

A The position on the Military Alliance (MA) box gives a bonus of +2 during any ulterior diplomatic phase for the player
controlling the minor country.

B Alliance. As itis an alliance, if the MIN is declared war upon or if it declares war, it will call for its patron, that is also
an ally.

C Limited Intervention in wars. Conversely, the MIN is allowed to be involved in a limited way in the wars of their
patron. This declaration is a Reaction, and is shown by placing the forces of the MIN on the map. Additionally and as
an exception to the rules of reaction, a limited intervention can be declared at the instant a status of MA (or better) is
obtained, so at the end of the phase of Diplomacy (and not at the usual segment where reactions are allowed).

C.1 Alimited intervention of a minor country is made only with its basic forces. It can draw supply only from its own
provinces (and so can not go further than 12 MP from its country).

C.2 Units can not go out of the European map if the minor country has no TP/COL on the ROTW map. They can not
participate in discoveries if it is not specified for this minor power (mainly PORTUGALLIA and HOLLANDIA are allowed).
C.3 In MA, the intervention is at most of one land stack and one naval stack outside the minor country.

C.4 The MIN receives reinforcements each turn in the administrative phase. The base reinforcement is given in the
Appendix. These reinforcements are only used to recreate the basic force of the MIN, should they be diminished.
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C.5 The MIN has a free active campaign each turn, and free passive campaign each other round. Its Patron may
increase the level of the campaign by paying for this.

C.6 The MIN is in fact out of the war: its territories can not be attacked or trespassed if it is only in limited intervention.
The MIN is not part of the Peace Treaty that will end the war. The MIN may withdraw from the war if its diplomatic status
changes.

C.7 AMIN that is announced in limited intervention in a war offers a free CB to the enemy alliance to involve fully the
MIN in the war.

D Full involvement in wars. Some events, or declaration of wars may involve fully the minor country in a war.
D.1 In this case, the status is shown by by putting the Diplomatic marker of the MIN on the side reading "At War" and
the Diplomatic position is increased to Entry in War (EW).

IV.3.3.4 Expeditionary Corps

A The position on the Expeditionary Corps (EC) box gives a bonus of +2 during any ulterior diplomatic phase for the
player controlling the minor country.

B Alliance. Asiitis an alliance, if the MIN is declared war upon or if it declares war, it will call for its patron, that is also
an ally.

C Limited Intervention in wars. Conversely, the MIN is allowed to be involved in a limited way in the wars of their
patron. The conditions are the same as in MA, except that the MIN in EC add one LD or ND (controller's choice) to its
reinforcements each turn.

D Full involvement in wars. Some events or declaration of wars, may involve fully the minor country in a war. The
conditions are the same as in MA.

IV.3.3.5 Entry in war

A The position on the Entry in War (EW) box gives a bonus of +3 during any ulterior diplomatic phase for the player
controlling the minor country.

B Alliance. Asiitis an alliance, if the MIN is declared war upon or if it declares war, it will call for its patron, that is also
an ally.
B.1 Additionally, the Patron may ask for a full entry in war on the minor country, as an ally fully involved in the war. This
is done during the announces of Reactions to a declaration of war (as if calling for alliances of MAJ). To participate, a
minor must be rolled for and a modified result of 6 or more must be obtained on 1d10.
B.2 Modifiers to this entry die-roll depend on the country the player wants his minor to declare war upon. They are the
following:

+7? political bonus of the MAJ on the country

+2 if the enemy has a common border with the MIN

-2 if the closest enemy province is 6 MP or more from the minor territory, and more than 2 sea zones away from a

minor coastal province

-2 if the religion of all enemies is the same as that of the minor (until the end of Religious Enmities).

-3 for POLONIA (not applicable if Absolutism was established, or due to some events)

-4 if the minor country is already involved in a different war

B.3 Failure to this test lowers the diplomatic control to EC immediately, and forbids the Major power to declare a limited
intervention of this Minor country at the current turn in this war.

C Limited Intervention in wars. Conversely, the MIN is allowed to be involved in a limited way in the wars of their
patron. The conditions are the same as in MA, except that the MIN in EW add one LD or one ND (controller’s choice)
to its reinforcements each turn.
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D Full involvement in wars. Some events or declaration of wars may involve fully the minor country in a war.

D.1 In this case, there is no restriction to the manner that the MIN conducts the war. The status is shown by putting the
Diplomatic marker of the MIN on the side reading "At War".

D.2 It maintains up to its Basic Force at the begining of each turn. Additional forces can be maintained by their Patron.
D.3 It receives reinforcements based on a roll on the Reinforcement Table. It has, for free, an active campaign for each
round, plus some major (or multiple) campaigns given by the reinforcements table. The Patron may complete the cost
of those to a higher level of activity if need be.

D.4 It will have to sign a Peace Treaty to cease the war (a Separate Peace or the common Peace Treaty).

IV.3.3.6 Vassalisation

A The position on the vassalisation (VA) box gives a bonus of +3 during any ulterior diplomatic phase for the player
controlling the minor country.

B Income Vassal income from provinces, colonies, Trading Posts, exotic resources and commercial fleets is included
in the controlling player’s income, both during war or peacetime.

B.1 Their income is added to blocked foreign trade for Foreign trade income, and count for domestic income.

C The territory of a VA country is always open to its controlling power. The allies of this powers and its enemies can
pass through the VA if (and only if) the Patron has been in it before during the current turn.

C.1 Movements, supply passing through, staying in and battles are permitted to those countries. The territory is friendly
to the controlling power and its allies, and enemies to others.

C.2 No siege or pillage are possible. The cities are supply sources only to the Vassal minor country.

C.3 Fortresses may be maintained by the Patron.

D Alliance. A VA is tightly associated to its Patron.

D.1 The controlling power may decide to fully use its VA in war, or to declare only a limited intervention, or do nothing
(except that the territory of the VA is accessible as said above). All those declarations can be made as reactions at any
turn of the war. Once a VA is fully involved in a war, it stays so until a Peace is signed.

D.2 The enemies of the Patron can declare during the diplomatic phase that they fully include any VA in an existing
war: the VA is now in full war. Also, a declaration of war against a VA is actually a joint declaration of war against the
Patron.

D.3 A'VA can only be involved in war (full or limited way) if the VA is at the distance of 12 MP or 4 sea zones from one
enemy province of a Power fully involved in the war.

E Limited Intervention in wars. The VA can be involved in a limited way in the wars of their patron. The conditions
are the same as in MA, except that the MIN in VA gain no free reinforcement each turn, including its own basic
reinforcements.

E.1 Instead, the Patron may pay for reinforcements, on his own treasury, to raise troops up to the basic forces of
the country. The maximal reinforcements so raised are the basic reinforcements indicated in the Annexes, plus 2
detachments (LD or ND).

E.2 All the basic forces of the MIN can be used.

F Full involvement in wars. Some events or declaration of wars may involve fully the minor country in a war.
Additionally, its Patron or the enemies of this power may declare at any Diplomatic Phase that the VA is now fully
involved in the war.

F.1 The conditions are the same as in EW.

F.2 Vassals and Separate Peace A vassal ally never accept to sign a separate peace unless its capital is under enemy
control (and unbesieged by friendly forces), or it is forced to accept an unconditional peace (when totally conquered),
or its monarch is captured and ransomed for the right to attempt a separate peace.
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IV.3.3.7 Annexation

A The position on the Annexation (AN) box gives a bonus of +3 during any ulterior diplomatic phase for the player
controlling the minor country. When the minor country marker is in the AN box of a player, that country is considered
as annexed by the player.

B Units and Income of Annexed Minors All force of an annexed minor are removed, and provinces of that minor
are annexed, although they cannot be considered as national provinces of the annexing player.

B.1 The player receives allincome from annexed provinces as if they were his own, including for Manufacture percentage
income.

B.2 He may build units there as in other non-national provinces.

B.3 For military operations, the annexed country is part of the controlling power.

C Condition of Annexation To be annexed diplomatically, a minor country has to be adjacent to a province already
controlled by the annexing player, otherwise the diplomatic counter of this minor cannot be move up to the Annexation
box.

D Dis-annexion An diplomatically annexed minor can be dis-annexed if another player succeeds in moving the
diplomatic marker of the MIN on the diplomatic track, away from the AN box.

D.1 A minor can also be dis-annexed by a Diplomatic Agitation during the event phase, by a change that could make
the marker’s present position be moved one or more boxes.

D.2 Destroyed minor countries (possible by some events, or by rules on Turkish, Russian or Polish Annexions) are not
annexed for this rule: their diplomatic marker is not put in Annexion and the Diplomatic Agitations do not affect them.

IV.4 Diplomacy with non-European countries

IV.4.1 Diplomacy status in ROTW

A The following minor countries are on ROTW map. INCA, AZTECA, GUZARATE, BISINAGAR, MOGOLIS IMP., CHINA, IAPONIA,
SIBERIA, AYMAN, ADEN, SUDANIA, MYSURIA, HYDERABADA, IROQUOIS, DURRANIS IMP., ORMUS (a special part of PERSIA).
The relations between European Major Powers and those countries are governed by different diplomatic rules.

B Generalities A Major Power has a specific status regarding each one of those countries:

No relation.

Formal relation.

Alliance Treaty.

B.1 NRis not recorded;

B.2 FR and AT are recorded by placing a ROTW diplomatic counter of the Major Power in the diplomatic status box of
the relevant minor country, that is found on the ROTW map, on the side showing FR or AT as needed.

B.3 Note that the number of ROTW Diplomatic counters provided to each MAJ is limited by design. A Major Power
may always decide to lose a relation in order to free a needed counter. Each counter allow for one FR (front) or one AT
(back).

C Diplomatic status is achieved by doing diplomatic actions, as described in the Section IV.3.2 (Diplomatic actions). A
diplomatic action on a country in the ROTW counts as one of the allowed actions, but it is resolved differently.

IV.4.2 Diplomatic actions in the ROTW

A Conditions to attempt actions. In order to attempt a diplomatic action on a ROTW minor country, a Major Power
needs to have discovered at least one province of the minor country, and needs to
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A.1 either have a TP/COL in an area owned by, or adjacent to the country, or adjacent to the same seazone,
A.2 or have a Commercial fleet in a seazone bordering that country,

A.3 or have an emissary in the minor country at the diplomatic phase,

A.4 or be TUR attempting action on AYMAN, ADEN or SUDANIA,

A.5 or be VEN after subevent I-13.a (War in Indian Sea), attempting action on ADEN, AYMAN and GUZARATE
A.6 No diplomatic action is allowed if the power is fully at war against the minor country of the ROTW.

B Emissaries An emissary is a Conquistador (or an Explorator used as a C, with values divided by 2), a Governor, a
Missionary, or a Mission. To be helpful, an emissary has to be in the target minor country, or in an adjacent region, or
in a province bordering the same (discovered) sea as the minor country.

C Resolution of diplomatic actions in ROTW The result of the action is always given by the difference between
1d10 rolled by the MAJ (plus bonuses below) and the resistance given by the sum of 2d10.
C.1 as for actions on European minors, the actions (and final bonus) has to be written on the monarch sheet and the
cost is recorded on line A5 of ERS.
D Modifiers to the diplomacy die-roll

+0/+2/+5 Investment (20 ), 50 [, 100 1)

+FTI (the one applicable in the ROTW)

+? Manoeuvre of one emissary (3 for Mission; Bonus+Manoeuvre for Missionary)

+2 if same religion (TUR with AYMAN, ADEN, GUZARATE, and SUDANIA)

-2 for Christian on Muslims (until the end of Religious Enmities)

+2 in defence if the MAJ has already in AT

E Results (modified roll minus the resistance)
<0 Failed, missionary killed
>2 one level gained
>5 goes to AT

E.1 An adjusted roll strictly higher than the resistance (2d10) plus one raises the diplomatic status of one level (from
NR to FR, or from FR to AT), or of two if the difference is 5 or higher (all the way to AT).

E.2 Going to a higher level of relations is always voluntary and can be declined.

E.3 More than one power can make a diplomatic action on a country in the ROTW at the same time. The attempts are
not in opposition. Several major countries may have FR or AT with the same minor at the same time.

E.4 An adjusted roll less or equal to the resistance causes nothing, except that a Missionary that served as an Emissary
is killed (and may come back afterwards).

F Reaction Any MAJ sharing an AT with the MIN has the opportunity to react. It uses the same condition and modifiers
as diplomatic action in ROTW. As a reaction, the MAJ pays the action (according to the investment), this is recorded in
line A6 of ERS, but the action is not counted as one of its own at this turn. If the roll of the reacting player is higher than
the resistance (sum of 2d10), the result of the action is given by the comparison with his roll.

G Opposing to other countries’ relations. A Diplomatic action may be aimed at diminishing the diplomatic relations
of some or all Major Powers with the minor. This counts as one diplomatic attempt and is allowed provided the power
satisfies the conditions to make diplomacy on this minor country. The opposed MAJ (s) is/are announced before the
action and they defend their status as usual, by paying the cost of a Diplomatic action (that is not counted as one of
their permitted actions for the turn), if they have no action planned.

G.1 Both opposing MAJ make a roll of 1d10, modified as above. If the acting MAJ obtains a higher roll than an other
MAJ opposing the action, the result is that this MAJ lowers its diplomatic status of one level (from AT to FR, from FR to
NR).
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Example: Diplomatic action.— During turn 2, Da Gama lands in India and stays inside the territory of BISINAGAR at the end
of turn. Thus, he may act as an emissary during the diplomatic phase of turn 3. The special FTI for ROTW of POR is 5 and the
player chooses to make a small investment only. Thus, the final bonus is +11 (+6 for the Manoeuvre and +5 for the FTI) which
is already rather good. . .

POR rolls 6, for a total of 17 while the minor rolls 4 and 8 for a total of 12. The difference between the two is 5 which is enough
to go directly to AT. POR now has to pay 2d10 i) as presents to the local Rajahs (see below).

Example: Diplomatic reaction.— At turn 8, TUR manages to get an AT with ADEN, allowing it to get part of the spice trade.
Since subevent I-13.a (War in Indian Sea) occurred earlier, VEN, always eager to get more hold on the spice trade, attempts
some diplomacy on ADEN and TUR decides to react. None of them has emissary in the country. The FTI are 4 for VEN and 3
for TUR. VEN chooses to make a medium investment for a final bonus of +4 (FTI, +2 for the investment but -2 for the religious
difference) while TUR only reacts with a small investment for a final bonus of +5 (FTI, +2 for being both Muslims).

VEN rolls 8, for a total of 12. ADEN rolls 3 and 2 for a total on 5. If the action was not opposed, this would be enough to get an
AT! However, TUR rolls 5, for a total of 10. Thus, the Turkish roll is taken into account rather than the minor one and VEN only
gets a difference of 2. Still enough to go to FR.

Example: Hampering another status.— It is turn 53 (1750). Both FRA and ANG have an AT with MYSURIA. Sensing that
colonial tensions may arise in a state of war sooner or later, the East Indian Company decides to play on the intra-indian
struggles and sends Clive in a attempt to convince MYSURIA fo break its alliance with FRA. The Compagnie des Indes Orientales
learns about it and quickly sends Dupleix to try and counter the English deeds.

ANG makes an action on MYSURIA, specifically to lower the relation with FRA, with a FTI of 5, a manoeuvre of 4 for Clive and
a medium investment, thus getting a final modifier of +11. FRA also has a FTI of 5 and a manoeuvre of 4 for Dupleix but only
reacts with a small investment (after all, India can’t be more important than the sugar Islands of the Caribbean, says the King)
for a final modifier of +11 (+2 for defending its AT).

ANG rolls 8, for a final result of 19 while FRA rolls 7, for a final result of 18. Since the English result is higher, the diplomatic
status of FRA is lowered by one level and goes to FR.

IV.4.3 Consequences of "Formal Relations"

A In the provinces of the minor country, neither Native Activation (during each round), nor reaction of the MIN due to
the presence of military forces, will be made if only stacks of one LD would be responsible of the test.

A.1 The presence of more than one LD in any one province, or of an A may still cause such activation.

B Any war (normal or overseas) between the powers and the minor country will break the status to NR. Native reaction
in a province of the minor country is not a war and changes nothing.

IV.4.4 Consequences of an "Alliance Treaty"

IV.4.41 Generalities

A For INCA, AZTECA, GUZARATE, MOGOLIS IMP., CHINA, IAPONIA and DURRANIS IMP., the MAJ has to pay 1d100 Iy
immediately, or the status remains FR only.

B For BISINAGAR, SIBERIA, AYMAN, ADEN, SUDANIA, MYSURIA, HYDERABADA, IROQUOIS, and ORMUS, the MAJ has to pay
2d10 I immediately, or the status remains FR only.

C The effect of FR on lone LD is still applied.

D Supplementary effects vary according to each MIN.

E Having an AT is analogue to a VA status for Victory Conditions.

IV.4.4.2 |APONIA and CHINA

A The MAJ can have a TP in each area of the minor country that will not cause a test of reaction of the Native country
at the beginning of the tumn.
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B Closure of China or Japon. Events subevent I1-22 (1).a (Closure of China) and subevent IV-22.a (Tokugawa’s
Commercial Restrictions) close respectively CHINA and IAPONIA for the following effects:

B.1 The reaction level of the country is raised to 11 (so a reaction is automatic if the conditions are met); the fidelity is
raised to 16.

B.2 The country refuses any diplomacy, except as detailed afterwards; existing diplomatic status remain so (and other
powers are forbidden to try opposing existing relations);

B.3 AT allow each country to keep only one TP in CHINA or IAPONIA, and not one per area (that TP causes no reaction
of the minor country);

B.4 No new TP counter can be placed in any area belonging to the country, by means of administrative actions, except
in FORMOSE or CHOSON;

B.5 The only way to have a new TP is to take control of the TP of another country (by military means, and a peace, or
by placing a new TP in the same province and using automatic concurrence to try to replace the existing TP) in which
case the Treaty status is given to the new controller of the TP and lost by the previous one.

B.6 New areas that would be conquered later by CHINA or |APONIA would suffer from the same restrictions, but existing
TP or COL are not destroyed immediately (unless the event says so). Moreover, for the new areas controlled, the
Activation level is 6 only (and not automatic). In these area, it is possible to create new TP by administrative action, but
the rest of the restrictions apply.

C Treaty of Nerchinsk. Event event V-19 (The Treaty of Nerchinsk) results in the annexion by CHINA of area AMOUR,
and some provinces in BAIKAL.

C.1 The Activation level of CHINA is 6 herein.

C.2 Powers having a COL/TP in this area are allowed to attempt diplomatic actions on CHINA. If they manage an AT
status, they can have and keep up to 2 COL/TP in AMOUR, or (exclusive) keep one existing in the rest of CHINA (as per
the previous rule ; note that such a TP can not be created) that will not cause reaction of the minor.

IV.4.4.3 BISINAGAR

A BISINAGAR will not react to the presence of TP in its provinces. It will react to the presence of COL.

A.1 Exception: with an AT of POR, BISINAGAR will never to the presence of a Portuguese COL in its territory.

B Neither BISINAGAR nor natives in its territory will react to the presence (movements or remaining) of stacks of at most
one A@ in its territories.

IV.4.44 MoGOLIS IMP., SIBERIA, SUDANIA, DURRANIS IMP.

A The concerned minor country will not react to the presence of TP@ in its provinces. It will react to the presence of
COL or of TP@®.

A.1 Exception 1: with a Treaty, DURRANIS IMP. will not react to the presence of a COL in Herat.

A.2 Exception 2: with a Treaty, SUDANIA will not react to the presence of COL of TUR.

A.3 Exception 3: with a Treaty, MoGoLIS IMP. will never react to the presence of a Portuguese COL in its territory.

B Neither the minor country nor natives in its territory will react to the presence (movements or staying there) of stacks
of at most one A@ in its territories.

IV.4.4.5 GUZARATE, AYMAN, ADEN, ACEH

A Neither the minor country nor natives in its territory will react to the presence (movements or staying there) of stacks
of at most one A® in its territories.

B If there is only one power having AT with the country, the resources produced by the TP/COL of the minor country
are given to this power (it gains the income and count those resources as its own to obtain a monopoly).

C The minor country can be used as an ally in wars.

D They do not react to COL of TUR, except ACEH.

E AymaN controls Soqotra if no power has an establishment (fort, TP or COL) in the province.
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IV.4.4.6 MYSURIA, HYDERABADA

A The minor country will not react to the presence of TP in its provinces. It will react to the presence of COL.

B Neither the minor country nor natives in its territory will react to the presence (movements or staying there) of stacks
of at most one A@ in its territories.

C The minor country can be used as an ally in wars.

IV4.4.7

A IRoQuols will not react to the presence of TP@ in its provinces. It will react to the presence of COL or of TP®.

B Neither IROQUOIS nor natives in its territory will react to the presence (movements or staying there) of stacks of at
most one A@® in its territories.

C The minor country can be used as an ally in wars.

IV.4.48 ORMUS, part of PERSIA

A Specifics of Ormus. Ormus is a ROTW province in Golfe Persique belonging to PERSIA. In general, Ormus is
dealt with as a normal ROTW province (allowing forces to enter in it without war declaration, placement of TP, etc.),
with usual Native reaction, or country ORMUS reaction.

A.1 No COL can ever be placed in the province (but a TP may be).

A.2 A reaction of the minor ORMUS is actually a declaration of Overseas war by PERSIA, as is a war declaration against
ORMUS.

A.3 A country at war against PERSIA and the owner of forces or TP in Ormus is allowed to attack it from the European
map also.

A.4 The fortress in Ormus acts as a Praesidio against Bam.

A.5 See also §1.3 of Section I.1.2 (Provinces and Sea Zones).

IROQUOIS

B Effects of a Treaty. AT with ORMUS allows a player to have a TP in Ormus that attracts no reaction from ORMUS,
as long as the AT holds.
B.1 The power can also enter this province with military forces, or fortify the TP. This draw no reaction from ORMUS.

C Afghanistan. PERSIA may also own AFGHANISTAN because of some event. It will not react to the presence in this
area of TPO of a power having a AT with ORMUS. It will react to the presence of COL or of TP@®.

C.1 PersIAwill also not react to the presence (movements or staying there) of stacks of at most one A@ in AFGHANISTAN,
if those are owned by a power having a AT with ORMUS. Neither would natives react under this condition.

IV.4.4.9

A Permanent AT of Incas and Aztecs. In 1492, INCA and AZTECA are always in AT with every power. This can
change because of event event II-19 (Resistance of the American Empires), or when a power besieges their capital.

INCA and AZTECA

B Effect of AT.

B.1 The concerned minor country will never react, neither to military forces, nor presence of TP/COL.

B.2 Natives in the area of the country can be attacked with no declaration of war. The capitals of the empires can also
be attacked without war against the country (but Natives has to be attacked first for assault or siege).

C Fall of the American empires.

C.1 Ifits capital is controlled by a power at the end of a turn, an American empire is destroyed. The number of Natives
in each province is now 2 LD (instead of 20 LD).

C.2 Place immediately a COL of level 3 on the city, owned by the power controlling the city. If this power is HIS, it must
immediately place a mission there, either by drawing an available mission in the pool, or by moving a deployed mission
that is in the same area; then the highest rank Conquistador present in the region is nominated as Vice-Roy of the area.
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D Attack on capital Whenever the capital of INCA and AZTECA is attacked, a test of reaction is made at the end of the
round (after the result of siege or assault). If there is a reaction, the concerned minor country declares an immediate
Overseas war against the aggressor.

D.1 lts troops are deployed (even in occupied provinces) and Natives in all its provinces are activated for the war.

D.2 If this is the last round of the turn, the Fall of the Empire is suspended for this turn (but may happen on the future
turn).

IV.4.5 Countries from the ROTW as ally

A Some countries from the ROTW in AT can be used as ally in wars: ADEN, AYMAN, GUZARATE, MYSURIA, HYDERABADA
and IRoquois. The power having the AT can ask for a limited intervention. This is a declaration in reaction, and is shown
by placing the forces of the MIN on the map.

A.1 If more than one power have AT, all that want can ask for limited intervention. Then they all roll 1d10, modified by
the modifiers for diplomatic actions in the ROTW. The power that rolls highest gains the intervention for this turn (in
case of ties, no intervention). This test should be renewed at each turn, and the side of intervention thus may change.

A.2 Reciprocal alliance. As itis an alliance, if the MIN is declared war upon or if it declares war, it will call for its patron,
that is also an ally. If the power does not respond the alliance (at the least a limited intervention), the status is broken to
FR.

B Conditions of the Limited intervention in ROTW.

B.1 A limited intervention of a minor country is made only with its basic forces. It draws supply only from its own
provinces (and so can not go further than 12 MP from its country). Its units can not go on the European map.

B.2 The intervention is at most of one land stack and one naval stack outside the provinces of the minor country.

B.3 The MIN receive reinforcements each turn in the administrative phase. The base reinforcement is given in the
annexes. These reinforcements are only used to recreate de basic force of the MIN, should they be diminished.

B.4 All campaign costs for the MIN are paid by its ally.

B.5 In the provinces that it controls, the MIN is allowed to attack forces of enemies, but the Natives are not activated
(only the basic forces may attack). During the end of turn, the forces can do "Native attack" on TP/COL of an enemy
power that is in an area the MIN controls, but this does not use also the Natives (unless specified in the description of
the country).

B.6 The MIN is in fact out of the war. The MIN is not part of Peace Treaty. But its territories could be crossed as it is
usually permitted.

IV.4.6 Military Diplomacy and Treaty

A A power at war (normal or overseas) against a country in the ROTW signing a victorious peace treaty of level 2 or
higher, and forfeiting all other conditions of peace, may do the following:

A.1 reducing any or all AT and FR of other powers, to respectively FR and NR. A power that has its diplomatic status
broken this way gains a temporary free Overseas CB against the responsible power;

A.2 and, sign a FR with the ROTW country, or upgrade a FR in AT.

B A power at war (normal or overseas) against a country in the ROTW achieving a peace of level 4 or higher, and
forfeiting all other conditions of peace, may do the following:

B.1 break any or all AT and FR of other powers to NR. A power that has its diplomatic status broken this way gains a
temporary free Overseas CB against the responsible power;

B.2 and upgrade its position by imposing a AT to the ROTW country.

C Note that Allies in this victorious war can each apply the previous effects (excepted to break or reduce FR or AT of
Allies in the same war).
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IV.4.7 Activation of ROTW minors

A At the end of the diplomatic phase, a test is made for each ROTW minor to see whether it declares war against
countries inside its territory.

A.1a ROTW minor may react against any or all countries having either troops (including LDE, forts of fortresses)
or colonial establishment (COL or TP) inside its territory (the areas it owns and the provinces with its own colonial
establishments).

A.2 FR and AT may allow some troops and/or establishment inside the territory of a minor without triggering activation,
as explained above.

A.3 Leaders alone (with no troops) never cause minor activation.

B For each minor and each country that can cause activation of the minor, roll one die.

B.1 If the roll is strictly smaller than the Activation level of the minor, it declares an oversea war against the offending
country (and breaks an eventual AT or FR to NR).

B.2 Otherwise, nothing happens.

B.3 Activation levels are given in the Appendix (in the description of the minor) and recalled on the ROTW diplomatic
track (on the ROTW map).

B.4 Remember that for some countries (eg CHINA), the activation level may depend on the province where the troops
or establishment are located.

B.5 Itis completely possible for a minor country to declare war this way against one offending country but nor against
another, even in the same turn. The test is made for each offending country separately (in decreasing order of initiative
in case the order is relevant).

C Reactions after these declarations of war happen as usual.

D Activation of ROTW minor should not be confounded with activation of the natives.

D.1 The former is the whole country declaring war, it is done in the diplomatic phase and result in diplomatic
announcements.

D.2 The later is local population reacting, it is done during each military round and does not causes a new war or
change the diplomatic status. Moreover only one province is concerned each time.

D.3 Colonial establishments usually to not cause native activation (the local population is rather happy to trade) while
it may cause minor activation (the government is not happy to see its trade regulation broken by European).

D.4 The same troop, however may both cause minor activation and native activation (and thus must roll both in the
diplomatic phase and each military round as long as the condition for activation exists).

Design note: Since the activation happens at the end of the diplomatic phase, you have one attempt to get a good

diplomatic status after landing troops. This typically occurs in two cases:

+ Atthe end of a military phase, an emissary lands in a country. During the upcoming diplomacy phase, the emissary
has one attempt to establish diplomatic status with the country before the troops he might have with him cause
minor activation.

+ During the event phase, a R/D causes the diplomatic status of a ROTW minor to decrease. You have one attempt
to re-establish it before seeing your trade burnt to the ground (or more if by chance the minor is not activated this
tumn. . .)

IV.5 Onwars

IV.5.1 How Wars Begin

Wars take place due to independent decisions of any player or players (announced during the Diplomatic phase) or
may be started by events.
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IV.5.1.1 Wars caused by events

A Some wars may be caused by events, offering a CB to some MAJ, or telling that some MIN declares a war.

A.1 The description of political events may offer a CB to some countries. The CB that are described under the "Event
Phase" part are used during the first step of the Diplomacy Phase, before formal Agreements are made and before
private discussions are allowed. By order of Initiatve, all players announce which declaration(s) of war allowed by events
they use, or not.

A.2 The reaction on wars breaking down this way are resolved at that time. Note that no new Formal Agreement could
have been signed at this turn, but Alliances of a past turn are usable (they finish in the next segment only).

A.3 If an event gives a CB under the “Diplomacy phase” part of the description, then the CB is used normally after
discussion and other agreement, including new alliances.

A.4 If an event gives several CB, all countries using these CB against common enemies are automatically allied for this
war (only), unless the event specifically speaks of distinct wars being possible.

B Wars continuing other wars If a war should begin between two countries already at war against each other, the
exact meaning of this depends on the nature of the war about to begin for the country declaring the war: mandatory,
incompatible with other wars, or provoked by the country. Most events are mandatory; the other ones are explicitly
mentioned in the event.

B.1 Mandatory war The new conditions of war described in the event are added to already existing conditions. A MAJ
can announce at the diplomatic phase that an already running conflict becomes the new war. Calls for allies are made
at this point (according to the conditions of the new war) because the war’s motives change. The only thing that should
be ignored is the initial declaration of war, since the country is already at war (a CB for this turn is deemed to have been
used).

B.2 Incompatibility The new war can be made incompatible with wars between the two countries about to begin the
new one. Usually, the event calls for a replacement event (the event did not happen at all, and another one is rolled for
instead). However, a war with incompatibilities can be followed by a mandatory war.

B.3 Controlled war The new war is indicated as being controlled by a country. It may delay the event (which, as above,
did not happen at all and is replaced by another one), or accept the event and apply it as if it were mandatory.

B.4 Armistices An Armistice may not be signed for an ongoing war that is transformed by either a controlled or a
mandatory war.

IV.5.1.2 Wars by voluntary declarations

A Wars are also declared during the Diplomatic phase by the attacking player, in the fourth segment of the phase, after
the segment of Announcements of Formal Agreements. No private negotiation is permitted between the Announcements
and the Declarations of Wars.

B War using CB described under the section "Diplomacy Phase" of an event, has to be declared at that time.

C A whole segment of reactions following these declarations of wars is then made.

D Restriction on Wars A War is usually declared against an Alliance that is either a power currently at peace, or an
Alliance already formed in an ongoing war.

IV.5.2 Casus Belli

A A Casus Belli (CB) allows declaring war by losing only 1 Stability level, without any loss of victory points (VP). CB
are of two different types, permanent or temporary, and may be usual or free. Free CB allows declaring of wars without
loss of Stability.

Diplomacy— military — 2016-07-13 [R]79

B Temporary Casus Belli The temporary CB is provided by events, or by the rules. Usually it may be used only once
and is then cancelled; a temporary CB is valid for 6 turns, excepted if specified differently in the description of the CB.
Some temporary CB are linked to the existence of a condition: the CB is valid as long as the condition is met; if the CB
is used and the war terminates, the CB could still be valid if the condition is satisfied.

C Permanent Casus Belli Here are the permanent CB:

C.1 Following the event event |-8 (1) (Reformation), all Catholic countries have a permanent CB against all Protestant
countries (and vice versa). This is no longer valid after the end of Religious Enmities.

C.2 HIS has a permanent CB against all Pagan or Muslim countries. This is no longer valid after 1700, included.

C.3 TUR has a permanent CB against all Christian countries, against PERSIA, against £GYPTUS and against SYRIA.
This is no longer valid after 1700, included.

C.4 A player has a permanent CB against any country (player or minor) that has has annexed a national province of
the player.

IV.5.3 Cost of a War Declaration

A A declaration of war costs VP, as well as a loss of Stability, according to whether the player has a CB or not.
B Cost in Victory Points

B.1 No VP: with CB

B.2 -10 VP: without CB, against a player or a minor country vassal of a player.

B.3 -5 VP: without CB, against a minor (except vassal minor country - see above).

C Cost in Stability

C.1 none: with a Free CB.

C.2 -1 level: with CB.

C.3 -2 levels: without CB.

C.4 Note Cost in lost Stability may be altered by existing treaties and alliances between players, or also by event
description. Especially, breaking and alliance (either defensive or offensive) costs 2 extra levels of Stability.

D Wars and reduction of Trade The war forces all belligerent players to refuse mutually the trade access to their
market. This influences the calculation of their foreign trade income as follows:

D.1 The European market value of each power is decreased by the amount of Income of the enemy player’s provinces
(including vassals).

D.2 Other commercial income sources (commercial fleets, exotic resources, etc...) are not affected directly by the state
of war.

D.3 Note that this reduction of Trade does not affect the commercial fleet, as would do a Trade Refusal declaration (but
a declaration for this effect can be added to the war).

IV.5.4 Overseas Wars

IV.5.41 Commercial and Overseas CB

A Some CB are obtained to wage a restricted kind of war that is called an Overseas War. They are called Commercial
CB or Overseas CB and may be free, permanent or temporary as usual. Some events, or conditions in the rules, give
other Commercial or Overseas CB, as indicated in their description.

B Overseas CB not coming from events

B.1 TUR vs. all Christian countries in periods Il and Ill;

B.2 Permanent CB against any country that has the monopoly of the player's CTZ (be it a MAJ or a MIN);

B.3 Permanent CB against any country that is in Trade Refusal against him;

B.4 VEN vs. TUR (both ways) as long as the BALKANS are troubled;
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B.5 HIS (before l1I-1 (1)), HOL, FRA, ANG have a permanent CB against owner of CC Atlantic;

B.6 HIS against powers having TP or COL in SPANISH WORLD (free) or in CARIBBEAN; (recall that SPANISH WORLD
does not include BRAZIL and the islands)

B.7 Any Protestant country against HIS and POR (or PORTUGALLIA) during periods | to IV;

B.8 HOL against catholics having COL/TP in Asia in period Ill and IV after creation of the VOC;

B.9 All Christian countries have a permanent CB against the Barbaresques countries;

B.10 All MAJ have a permanent CB against minor countries from the ROTW (excepted ORMUS);

B.11 POR with a Vice-Roy, against ROTW minor countries (except ORMUS) (free CB).

C A Commercial/Overseas CB may be used to initiate an Overseas War. Declaring an Overseas War without a
Commercial/Overseas CB is not allowed.

D When an Overseas War is declared, reactions caused by the war may be made as usual.

IV.5.4.2 Permanent State of Overseas War

A Barbaresque countries. Barbaresque countries (XV.13.1.3) (countries of the Barbary coast) are CYRENAICA,
TRIPOLIS, TUNESIA, ALGERIA and MAURETANIA. They are always in a state of restricted Overseas War against every
Christian countries.

A.1 It allow them to use Privateers and naval forces (no land forces) to attack Christian countries. Christian countries
can use their own naval forces or Praesidios to fight against the Barbaresques.

A.2 As an exception, Privateers of the Barbaresque countries (XV.13.1.3) may loot European provinces adjacent to the
STZ they attack, even if they are European provinces usually outside the scope of Overseas Wars.

A.3 TUR plays the Barbaresques that are neutral, and the diplomatic patrons play those that are not. The specific rules
tell the STZ that are attacked by the Privateer.

A.4 This state of war causes no loss of Stability.

A.5 Reinforcements They receive some reinforcements each turn: ALGERIA gains a PO each turn; in periods | to 11l it
receives also a ND or 2 NGD (player's choice) and in periods IV and after, only one NGD or a NDE. Other countries
gain only a P@ 2 turns after their Privateer has been destroyed.

A.6 Exception. Whenever Dragut is in play and if it used in its Privateer leader role, a P@ of TUNESIA is raised (even if
eliminated at previous turn).

A.7 Mandatory Sea Sortie The Privateers usually have to go out at sea each turn, except if their Patron decides against
it: a test is made at the beginning of the 2nd round if the Privateer is not at sea, by rolling 1d10 for each country the
Patron wants to keep the Privateer at port. This is permitted if the result is lower or equal to the number of the current
period plus the Diplomatic status bonus and the geopolitical bonus.

B The Knights. The ORDO HOSPITALIS is always in a state of restricted Overseas War against TUR.

B.1 It allow them to use Privateer and naval forces (no land forces) to attack TUR. TUR can use their own naval forces
to fight against them.

B.2 The diplomatic patron of the ORDO HOSPITALIS play this forces, or HIS if it is neutral.

B.3 The annexes specify the reinforcements gained by the ORDO HOSPITALIS each turn: a P@ (or @ if in Rhodos),
and a NGD or a NDE.

B.4 This state of war does not cause automatic Stability loss at the end of turn. But, at each turn that the pirate of The
Knights inflicts losses on Turkish commercial fleets, TUR loses at least 1 Stability level (that is, the Knights’ privateer
causes a loss of Stability if and only if TUR does not already loose Stability for another reason at the end of turn (war,
revolts, . . .))

IV.5.4.3 Restriction in Overseas Wars

A Reaction of the victim. A country that has an Overseas war declared upon gains a temporary CB against the
attacker to declare a regular war.
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A.1 If/\When this CB is used, the war changes and causes a whole new set of reactions allowed by this new full-blown
war. The state of Overseas war is no more.

A.2 This CB can be used in reaction as a free CB on the first turn of the war, or as a normal CB to declare a full war on
following turns (as long as the Overseas war continues).

B Reactions other than this case are restricted:

B.1 Calls of allies (Formal Alliance or Limited Alliance) are made as usual excepted that they give only Overseas CB;
B.2 No minor country may be involved completely in an Overseas war if it was not the victim of the war, or if it is not a
VA of an involved MAJ;

C The course of the war.

C.1 Overseas wars can cause no military action on the European mainland (that is all land provinces on the European
map), except provinces in Barbaresque countries (XV.13.1.3), £GYPTUS and MESOPOTAMIA.

C.2 No trade refusal or reduction is applied (except if an added declaration of Trade Refusal is made by one country).
C.3 An Overseas War is not exactly a state of War for the power. If it is its only war, a MAJ would have to use the costs
of Maintenance as if at peace.

C.4 Minor countries in EW cannot be called for a full intervention in the war.

C.5 In any other aspect, except when specified, an Overseas War is conducted as a regular war. For instance, any
naval operation, attacks by Privateers, fights in the ROTW (COL, TP, in any provinces on the ROTW map) are allowed,
as well as limited intervention of MIN.

D Peace and Overseas wars.

D.1 A minor country always accepts a proposed white peace to end an Overseas War at the end of a turn.

D.2 A peace treaty ending an Overseas War may not involved change of ownership of any province on the European
map.

D.3 Transfer of TP (even ©) counts as a full province.

D.4 If an Overseas War is not finished at the end of a turn, the loss of Stability (due to this war) by involved countries is
limited to 2 levels per turn (instead of 4).

IV.5.5 Reactions to a Declaration of War

IV.5.5.1 Generalities about Reactions

A On both segments allowing Declarations of wars, Reactions can be made by any power, after all initial Declarations
of War. Going through in the order of initiative, and then circling again until no-one has anything left to declare, each
power can make none, one, or several declarations in reaction.

A.1 Note that some reactions can only be made just following some initial declaration (usually a new war, or mere new
conditions due to events) — at the same turn and segment; whereas others can be made spontaneously at any turn.

B Reactions immediately after a declaration of war

B.1 Call for help by a MIN at war of its Patron (this is done before other reactions of Major powers, see afterwards)
B.2 Call for a MAJ Ally (offensive if aggressor; defensive or offensive if attacked)

B.3 Use of an offensive or defensive alliance (even if not explicitly called by the ally — it cannot forbid it)

B.4 Signing an Alliance for Intervention (and thus declaration of limited intervention by a MAJ)

B.5 CB to transform an Overseas War into a full-blown war (free CB)

C Reactions at any turn

C.1 Begin/End a limited intervention of a MIN in MA, EC, EW or VA

C.2 Begin/End a limited intervention of a country from the ROTW with which one has AT

C.3 Call for full intervention of one of its own minor in EW; requires a test, not permitted in Overseas Wars (no further
than 12 MP from the nearest enemy)

C.4 Full implication of one of its VA, no further than 12 MP or 4 sea zones from the nearest enemy fully involved
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C.5 Full implication of one of the VA of the enemy, no further than 12 MP or 4 sea zones from the nearest ally fully
involved

C.6 Association of two alliances at war against the same third alliance; not on the first turn of war of any of the alliances
C.7 Declaration of War against an alliance that is at war against the same third alliance as the declaring country (this
is done with a CB and is not allowed in Overseas Wars)

C.8 Armistice in a war continuing from a previous turn

C.9 CB to transform a continuing Overseas War into a full-blown war (normal CB)

C.10 Foreign Intervention in a Religious War, or a Civil War

C.11 Declaration of complete Trade Refusal against powers that are at war with the reacting power

IV.5.5.2 Guidelines about successive declarations of wars.

A No new war can begin by reactions (excepted by reacting to a Trade Refusal). Reactions are mere extensions of an
existing war. One can react after a reaction, broadening further the scope of the war.

B When a reaction puts a country in a war, this country has to join a whole alliance and its thus at war against every
enemies of this alliance. If it is allied to countries in both sides of the war, it has to break one of the alliances.

C The sole possibilities to have multi-sided wars is then to have different wars involving the same country(ies). All
country that join the alliance at war against several alliances at the same time will have to declare war against all those
alliances.

C.1 Conversely, entering the war at the side of an alliance B, when alliance A is at war against B and C, is a war only
against A and the Neutrality is conserved regarding C, i.e. no co-operation, no supply, no passing through provinces
controlled or occupied by the other alliance. Note that this situation gives a CB to alliances B and C against the other
one, or on the contrary, they could declare that they ally together in this war.

C.2 Three-sided wars (or more) where more than two alliances are at war against each other are allowed.

IV.5.5.3 Signing an Alliance for Intervention

A Alliances for Intervention are signed in reaction to a declaration of war. Such an Alliance involves two Major powers,
one at war and another one. The second country enters then the war in a limited intervention at the side of the alliance
of the first power.

A.1 This is a kind of alliance and the intervening power uses a CB given by the alliance to enter the war in this limited
way: it loses 1 Stability.

A.2 Usually, only a country that is victim of a declaration of war (even in reaction due to alliance, or by a minor country)
can sign an Alliance for Intervention.

A.3 Exception: ANG and PRU may always sign Alliances for Intervention with attacking countries.

A.4 Signing an Alliance for Intervention is only possible on the first turn of a war (or new developments), except if written
otherwise in some events.

A.5 Limited intervention is forbidden in Religious or Civil Wars, excepted if the event explicitly says otherwise.

B Conditions of a limited intervention of a MAJ.

B.1 The power is not at war because of the intervention. It uses the costs of Maintenance at peace (if not involved in
another war).

B.2 The power can use up to one land stack and one naval stack to do anything as part of the war. Once a land or
naval stack has been committed, no other land or naval (respectively) force of the power can be involved in this war.
These forces are the only one that can move in provinces at war, attack, besiege, assault, do naval transport of forces
at war, make a blocus, fight against Privateers, and so on. . . All conquests (including captured monarchs) are made for
the sake of the alliance at war (he chooses one country, a MAJ is possible). All pillages made by his stack go in his TR.
B.3 All other forces of the power doing a limited intervention are as if at peace. All provinces of the power are also not
part of this war and only its forces can enter them.
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B.4 Minor countries controlled by the power are not part of the intervention (this includes VA). Exception: see §C of
Section XV.1.1 (English intervention in wars).

B.5 A power can do limited interventions at the same time in more than one war. It cannot intervene on the side of
enemy alliances.

C Continuation of a limited intervention.

C.1 After the Truces, if the war is still going on, any power of the enemy Alliance has first the possibility to declare Full
war against the intervening Power, having a CB and paying 1 Stability to do so.

C.2 Else, a limited intervention ends at the end of the turn, excepted if the power doing the intervention spends 1
Stability at the end of turn (after Stability improvement action), in addition to any other loss of Stability.

C.3 Ifthe intervention ends, the forces are redeployed as when signing a white peace. There is no gain of Stability.

C.4 Ifthe intervention continues, the power will be able to send reinforcements as long as those are stacked at the end
of the first round with the intervening stacks.

C.5 If the intervention continues, the enemy alliance has a free CB at the following Event Phase to declare a full war
against the intervening power.

Example: Alliance going into flames.— It is turn 10. HIS, VEN and POL are allied in a holy Catholic league (defensive
alliance) while TUR and FRA also have a defensive alliance. TUR decides to send the Levant convoy (see §B (Levant Convoy)
of Section VI.12.2.1 (The convoys)) to FRA, thus providing a commercial CB to VEN (who owns the Mediterranean centre of
trade and thus believes he should get the convoy).

VEN decides to use this CB (thus loosing 1 Stability). TUR reacts by turning the war into a full blown war, hoping to advance in
the Balkans (no Stability lost as this is a free CB). Since VEN has now been victim of a declaration of war, the Doge calls his
Polish allies (to protect the Balkans) and POL accepts and declares war on TUR (cost 1 Stability for POL). TUR then decides
to call its minor VA, CRIMEA, fully into the war to chop on the Polish flank.

In the West, HIS was not called into the war, however, Carlos V decides that this is a good opportunity to try and seize Tunis.
Thus, HIS uses the CB provided by his alliance and declare war to TUR and then to its VA, TUNESIA (1 Stability lost). Frangois
¥, always eager to harm the Hapsburg, then uses its alliance to react to the Spanish aggression by also declaring war. He'd
like to declare war only on HIS but cannot as war must be declared against the full alliance, in this case VEN, HIS, POL (and
maybe some minors allies). This cost him 1 Stability.

HIS would then like to call for a full war his ally, PALATINATUS, in order to open a second front against FRA. However, PALATINATUS
is only in EW. Since PALATINATUS is not adjacent to FRA but nonetheless less than 6 MP away, and HIS has no specific bonus
on it, he must roll 6 or more on a die to successfully call it. HIS rolls 7 and PALATINATUS declares war on FRA.

Back in the East, RUS believe that this could be an opportunity to weakens the Crimean. So, he react to the Turkish attack by
signing an alliance for limited intervention with HIS, VEN and POL (cost 1 Stability).

After Diplomatic actions on minors are made, both CAZAN and ASTRACAN are on the Turkish diplomatic track, thus TUR decides
to call them for limited intervention in this full blown war (to defend CRIMEA).

Both CRIMEA and PALATINATUS are fully at war. They will thus receive reinforcements in the upcoming administrative phase. On
the other hand, CAzaN and ASTRACAN are only in limited intervention. They will only have their basic forces but are not part of
the war (and thus cannot be entered by enemy troops). RUS is also not fully at war. He will use the (more expensive) peace
maintenance cost and cannot send more than one stack in the war ; moreover all his conquests will be made for the behalf of
another major (for example HIS), and count as his for peace purpose. But no enemy troops can enter Russia and besiege his
fortresses.

At the end of turn, RUS can choose to stop its intervention. In this case, Russian troops go back in Russia but the fortresses he
has conquered are not given back to TUR (they are still controlled by HIS). Alternatively, RUS can choose to stay in intervention
(loosing 1 Stability). In this case, at turn 11, TUR can choose to generalise the war and fully imply RUS in the war (with no
Stability lost, this is a free CB to be used at the same time as CB provided by events). If this is done, this new declaration of
war can causes a full new set of reactions. . .
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Example: Three-sided wars.— In 1700 (turn 42), event VI-1 (The Great Northern War) is rolled. As per event description, it

provides both RUS and POL CB against SUE (plus some other conditions). Both RUS and POL separately decide to use them.

So, there are two wars going on: RUS (and eventual allies) against SUE, and POL (and allies) against SUE. However, Russian

may not enter Poland or attack Polish troops and conversely as these countries are not in the same war. Swedish troops (and

allies) can go both in Poland and Russia as SUE is at war against both. Note that if a Swedish fortress is besieged and taken

by RUS, POL cannot later go and besiege it as this would be an attack against a Russian fortress. . .

In turn 43, the war is going on. Since there are two alliances (namely RUS and POL) at war against the same third alliance

(SUE), they can do one of the following:

* Keep the wars separate and continue as the previous turn.

+ Decide to join the wars. RUS and POL will then be allied for the duration of the war (only). They can now go in each other
territory, stack troops together, . . . but must sign a peace together.

+ Declare war one to another. The alliance (RUS or POL) declaring the war loses 1 Stability for this (normal CB). Then, there
will be a three-sided war between SUE, RUS and POL. Each of them can go in each other territory, or attack each other
troops. Polish troops can now besiege a Swedish fortress that was previously taken by RUS and, in case of success, the
fortress will be controlled by POL (and count as such for peace). Three different peaces will need to be signed as there are 3
wars, each peace using specific differential for its own war. . .

IV.5.5.4 Armistice

A An armistice can be signed in any war that began in a previous turn (but not if it begins this turn, or has new conditions
due to an event or a transformation from Overseas to full war). All powers in both enemy alliances has to agree the
Armistice; if not, none is signed.

A.1 Usually, no Armistice is allowed in Religious or Civil Wars, excepted if the event says otherwise.

A.2 Some events call for mandatory Armistices: no one has to agree. . .

B The countries stay at war for the turn but can make no offensive action against the enemy alliance. All besieged
provinces at the time of the Armistice has to be freed on the first round. Provinces that are controlled by the enemy stay
S0.

B.1 During the turn, it is forbidden to enter a province, COL or TP of the enemy that was not controlled at the beginning
of the turn. Interception, siege, attack by naval units or privateers are also forbidden.

B.2 Use of Preesidios or Strait fortifications, however, is still allowed (as when the countries are at peace).

C At the end of the turn of the Armistice, if no peace is signed, the enemy alliances lose 1 Stability in addition to
normal losses (after Stability improvement action), in remplacement of the Stability losses normally caused by this
war. Moreover, this turn will not be counted as a turn of war to compute the length of the war (and the Stability loss
associated).

C.1 The countries are still considered at war for attempts of Stability improvement and maintenance.

IV.5.5.5 Religious Wars, Civil Wars

A Some wars caused by events are said Religious Wars, or Civil Wars. In a Religious War, any Major Power that
shares the religion of one of the two sides may intervene in the war to help the side having the same religion. In a Civil
War, any Major Power can intervene for one side or the other.

A.1 Those interventions are ruled by the Foreign Intervention (§B of this Section) limits.

A.2 Several kinds of more important interventions (limited war or full war) may be allowed in the precise description of
the event. Except for those allowed, interventions, any other kind of war or attempts to be involved in a Religious or
Civil War implies the effects described in "Excessive Foreign Implication".

A.3 Exception: during event Ill-1 (1) (Revolt of the United Provinces), wars against HIS or HOL do not qualify as
Excessive Foreign Implication if fought out of Holland and the Spanish Netherlands.

A.4 ListofReligious Wars.
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Provinces), event lll-1 (3) (League of Nassau), event IV-A (Thirty Years’ War), event IlI-B (Religious War in Sweden),
event llI-C (Religious War in Poland), event I1-15 (2) (The Time of Troubles in Russia), event IV-1 (1) (Bohemian
Revolt), event IV-1 (2) (Revocation of the Truce of Augsburg), event IV-7 (1) (English Civil War), event IV-14 (Revolt of
La Rochelle)

A.5 List of Civil Wars. event IV-16 (The Fronde), event [V-2 (2) (War for the Unity of the HRE), event IV-13 (2) (Agitation
of the Swedish Nobles), event IV-7 (2) (The Parliament and the English Kings), event V-4 (The War of Spanish
Succession), event V-3 (The Glorious Revolution in England), event VI-11 (War of Polish Succession), event VI-13
(War of Austrian Succession), event VI-4 (Jacobite Rebellion), event VI-14 (War of Succession in Kurland), event VII-
13 (Revolt of Pugatchev), event VII-4 (War of Independence in the Colonies), event VII-5 (The French Revolution),
event VII-2 (The War of Bavarian Succession).

A.6 Added to these lists, any War of Succession following a Dynastic Crisis becomes a Religious Civil War before the
end of Religious Enmities, and a Civil War afterwards.

B Foreign Intervention Other countries may, without declaring a war on the country suffering the civil war, send units
to fight in that country. In Religious Civil Wars, the intervention is necessarily on the side of a faction that shares same
religion as that of the intervening player.

B.1 This Foreign Intervention is not a war (nor a declaration of war) and costs 1 Stability for each intervention. It is
announced as a reaction during the Diplomatic Phase.

B.2 This intervention is limited to a maximum of one land stack of at most one A@, and/or one F counter per allied
player. (i.e. per country, not group of countries). These forces are the only one that can move in provinces involved
in the Religious/Civil War (including provinces of powers that are fully involved in the war); movements or campaigns
in the ROTW is not allowed (excepted if the event says otherwise). All conquests are made for the sake of the side
supported in the war. All pillages made by his stack go in his own TR.

B.3 Minor countries controlled by the power are not part of the intervention (this includes VA).

B.4 A power can do Foreign interventions at the same time in more than one war. It cannot intervene at the same time
on the side of enemy alliances.

C Continuation of a Foreign Intervention.

C.1 A Foreign intervention ends at the end of the tumn if no force of the Foreign power stays in a province at war.

C.2 If the Foreign Intervention continues, no reinforcement can be send in the war; no Stability is lost by the intervening
power. It is possible to end an intervention and resumes is afterwards (see next point) so that new forces are sent.
C.3 A Foreign intervention can be resumed at any turn after it has ended but this costs 1 Stability to the Foreign power
intervening. In Civil Wars, the Foreign intervention could resume as an ally of the other side.

D Excessive Foreign Implication. No player can send more than one A@ on the side of any one faction in such a
war, if a limited or full intervention of his power is not allowed in the event.

D.1 If ever a power declares war on the country where the civil war rages, the civil war stops temporarily in a mandatory
Armistice. The victim country may use units of both factions in his civil war to fight against the invader(s). In addition:

. Revolts do not incur any Stability loss during excessive foreign interventions.

P. Rebel and loyal units may not collaborate (i.e. transport, stack and/or fight together).

B. If an Excessive Implication occurs, events concerning the same Civil War are still marked off but their application is
suspended. On any following turn when the intervention is over, such already marked off events (during the above
intervention turns) will occur in addition of regular events on a even roll of 1d10 (no more than 1 per turn).

D.2 However, the units of both factions are kept under the control of the victim country until the peace is signed with all

foreign invaders.
D.3 Once the Excessive Implication is over, the civil war is resumed and the rebels receive reinforcements if they have

event II-9 (War of the Schmalkaldic League), event III-D (Religious Wars in France), event lll-1 (1) (Revolt of the United | lost 25% or more of their initial strength (proceed as per first turn of the civil war).




[R]86 On wars

Design note: Excessive foreign intervention is not really meant to happen. If you start to think that it is often a good
thing to do to achieve your goals, you're probably abusing some loophole in the rules. Typical games should not see
more than one or two excessive foreign intervention (and most of the time, none should occur).

Typically, trying to use excessive foreign intervention to artificially lengthen a civil war, lower the Stability of your
enemy or destroy loyal troops while keeping rebels alive to give them the edge are abuses.

Excessive foreign intervention should only arise when another event is rolled and call for a new war with a country
already in civil war.

IV.5.6 Call for ally by Minor countries

IV.5.6.1 Generalities

A A minor country can be involved in various ways in a war:

A.1 Limited intervention, as per the previous rules; this intervention is possible in a war of its Patron if the diplomatic
status is MA, EC, EW or VA;

A.2 Full intervention if it was declared war upon, or if it declares war. When a European minor country is fully involved
in a war, no-one is allowed diplomacy action on it.

A.3 In Overseas wars, the intervention are of the same kinds, but constrained by the limits of Overseas wars.

B A minor country can declare a war in the following occasions:

B.1 Some events (including R/D);

B.2 AVAis fully involved by its Patron, as a reaction. This costs no additional Stability.

B.3 The country is in EW and its Patron tests for declaration of war by the minor country (as explained in Section IV.3.3.5
(Entry in war)) and successes.

B.4 A country in the ROTW may declare an Overseas war due to reaction against European presence.

C A minor country can be declared war upon in the following occasions:

C.1 As a usual declaration of war (with, or without CB; sometimes caused by events);

C.2 Ifitis a VA, only as part of a declaration of war jointly against its controlling country ; or as a generalisation of the
war against the patron.

C.3 Ifitis in limited intervention in a war and the enemy alliance decides to fully involve the minor country in the war
(this is done in reaction).

D Note that some specific alliances are dealt with different rules. That is for instance the case of the alliance between
HIS and minor HABSBURGUM, or of some alliances forced by events.

IV.5.6.2 When a minor country is attacked

A A minor country that is attacked will call for some help according to the rules explained here. Those calls are the first
reactions resolved, in a random order, before other kinds of reactions announced by Major powers.

B If the minor country is Neutral. The first power listed in the Appendix in the preference list, and that is not at war
against the MIN, is called as an ally in the war.

B.1 The MAJ can refuse any help, in which case it plays the minor country but is by no means involved in this war and
the MIN stays "Neutral";

B.2 If it accepts, he makes a limited intervention (as if signing a Alliance for Intervention) in the war, and the minor
country is put in MA of the intervening power.

B.3 Ifthe limited intervention ends before the war against the minor country, this is a break of alliance: it costs 2 Stability
to the power breaking the alliance, and the MIN is put as "Neutral".
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C If the minor country is in RM or SUB.

C.1 The controlling power can refuse its help, in which case the diplomatic status is broken, the MIN is now "Neutral"
and the previous situation is applied, ignoring the MAJ that just refused to help.

C.2 The controlling MAJ may accept to do a limited intervention (as if signing an Alliance for Intervention) in the war,
and the minor country is put in MA of the intervening power.

C.3 If the limited intervention ends before the war against the minor country, this is a break of alliance: it costs 2 Stability
to the power breaking the alliance, and the MIN is put as "Neutral".

C.4 The controlling MAJ may accept to do a full intervention in the war, that is to declare a war with a CB against the
attacking alliance; the minor country is then put in EW of the MAJ.

D If the minor country is in MA, EC, EW or AT (in ROTW).

D.1 The controlling power can refuse its help, in which case the diplomatic status is broken, the MIN is now "Neutral"
and the previous situation is applied, ignoring the MAJ that just refused to help. If the status was EW or AT, the MAJ
loses 1 Stability (for the breaking of this alliance).

D.2 The controlling MAJ may accept to do a limited intervention (as if signing an Alliance for Intervention) in the war,
and the minor country is put in MA of the intervening power (or stays in AT in the ROTW).

D.3 Ifthe limited intervention ends before the war against the minor country, this is a break of alliance: it costs 2 Stability
to the power breaking the alliance, and the MIN is put as "Neutral".

D.4 The controlling MAJ may accept to do a full intervention in the war, that is to declare a war with a CB against the
attacking alliance; the minor country is then put in EW of the MAJ (or stays in AT in the ROTW).

E If the minor country is a VA or in AN. The declaration of war is only possible jointly against the controlling power,
or if a war against this power is already active.

F Note that in the frequent case where the MAJ is already at war when one minor country it controls is declared war
upon, the existence of the existing war is sufficient to respond the alliance (and the minor is raised in EW if it had a
lower status).

1IV.5.6.3 When a minor country is declaring war.

A If the minor country is Neutral. Excepted if an event says otherwise, the first power listed in the Annexe in the
preference list that is not at war against the MIN, is called as an ally in the war.

A.1 The MAJ can refuse any help, in this case he will play the minor power, but he is by no means involved in this war
and the MIN stays "Neutral";

A.2 If the MAJ accepts, he makes a limited intervention (as if signing an Alliance for Intervention) in the war, and the
minor country is put in MA of the intervening power.

A.3 If the limited intervention ends before the war against the minor country, this is a break of alliance: it costs 2 Stability
to the power breaking the alliance, and the MIN is put as "Neutral".

B If the minor country is in RM or SUB.

B.1 The controlling power can refuse its help, in which case the diplomatic status is broken, the MIN is now "Neutral"
and the previous situation is applied (ignoring the MAJ that just declined).

B.2 The controlling MAJ may accept to do a limited intervention (as if signing an Alliance for Intervention) in the war,
and the minor country is put in MA of the intervening power.

B.3 If the limited intervention ends before the war against the minor country, this is a break of alliance: it costs 2 Stability
to the power breaking the alliance, and the MIN is put as "Neutral".

C If the minor country is in MA, EC, EW or AT (in ROTW).

C.1 The controlling power can refuse its help, in which case the diplomatic status is broken, the MIN is now "Neutral"
and the previous situation is applied (ignoring the MAJ that just declined intervention). If the status was EW or AT, the
MAJ loses 1 Stability (for the breaking of this alliance).
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C.2 The controlling MAJ may accept to do a limited intervention (as if signing an Alliance for Intervention) in the war,
and the minor country is put in MA of the intervening power (or stays in AT in the ROTW).

C.3 Ifthe limited intervention ends before the war against the minor country, this is a break of alliance: it costs 2 Stability
to the power breaking the alliance, and the MIN is put as "Neutral".

C.4 The controlling MAJ may accept to do a full intervention in the war, that is to declare a war with a CB against the
attacking alliance; the minor country is then put in EW of the MAJ (or stays in AT in the ROTW).

D If the minor country is a VA. The declaration of war by a VA gives a free CB to the controlling power, to be used
now (in reaction), or at any following turn as long as the war continues.

IV.6 Conflicts against non-European

IV.6.1 Generalities

A Areas owned by minor countries. The Natives in areas owned by minor countries in the ROTW, and the cities,
can not be attacked by a power if it is not at war against the minor country. Exception: a reaction during the turn by
Natives may cause battles in such a province without involvement of the minor country; in this case the power can
continue to attack the Natives in this province until the end of the turn, but not the cities.

B Wars in the ROTW. An overseas war is sufficient to make a war against a country in ROTW, by definition of this
kind of war.

B.1 Forces of a country in the ROTW may never go on the European map. They are deployed in any province they
own (even if there is COL or TP or enemy forces; in the last case, an immediate battle happens before the first military
round).

B.2 A country in the ROTW always receives fixed reinforcements each turn of limited or full war, as described in the
Annexes. Those can only raise their force to the basic forces of the country.

B.3 If a minor country is at peace during one whole turn, its basic forces come back entirely.

B.4 The forces of a minor country are always in full supply in the provinces of owned areas, and use those provinces
as supply sources if outside the area. A province where there is a TP/COL or a fort controlled by an enemy can not be
used as supply source to go outside (but minor troops are still supplied within the province).

B.5 A country in the ROTW uses all the Natives that are in the areas that it controls. Natives are of moral “conscript’
(exception: Natives in JAPON are “veteran”) and are added to regular forces if there is any in the province. They never
move. They will attack TP and COL in their provinces if they are at war against the owning country.

B.6 Natives and regular forces of minor countries can do "Native attack” in owned areas at the end of the turn to destroy
COL or TP. Additionally, regular forces can burn down controlled TP as per normal rules (Natives cannot).

C Areas with no minor countries. Some areas are less organised: no minor country owns them. A European
country can decide to attack Natives or cities in the corresponding provinces without being at war, with no declaration
beforehand.

C.1 If Natives are attacked in a given province, they will continue to react (as defined afterwards) against the aggressor
until the end of the turn.

C.2 To assault or besiege a city, a power has first to attack the Natives of the province (or they have to be already
active).

Design note: By ‘less organised”, we do not mean, of course, that areas such as South-East Asia or Indonesia
were lacking states. Dai Viet, Ayutthaya, the sultanate of Borneo and other countries clearly exists. However, these
countries were of a rather local importance and their relative strength and tolerance to the Europeans is directly
represented by the values of the corresponding area. ROTW countries correspond to large empires such as China or
the Mogols, with a large territorial base or a powerful army.
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IV.6.2 Reactions by countries in the ROTW

A At the end of the phase of event, a test of reaction is made in a country from the ROTW where one of the conditions
is met:
A.1 there is a military force in one of its province (excepted if this force is in a foreign COL settled in the province, or if
allowed by a FR or AT);
A.2 there is a European COL or TP that is not allowed by diplomatic status (or a special rule).
B The test is 1d10, compared to the Activation level of the country. If it is strictly lower, the minor country declares an
Overseas war against any and all powers that satisfy one of the previous conditions.
B.1 List of the Activation levels:
9/3 MogoLls Imp. before/after event VI-17 (The Last of the Great Mughals)
9/11 CHINA and IAPONIA before/after subevent 111-22 (1).a and subevent IV-22.q, except in newly conquered areas (6)
9 GUZARATE
8 IROQUOIS, SUDANIA
4 INCA, AZTECA, BISINAGAR
6 All others: SIBERIA, AYMAN, ADEN, MYSURIA, HYDERABADA, DURRANIS IMP., ORMUS

IV.6.3 Reactions by Natives during the rounds

A At the end of each military round, before the sieges, a test of reaction is made in every province in the ROTW where
there is a European military force that is

A.1 Neither in a COL of a European power;

A.2 Nor allowed by some FR or AT in this province by a minor country owning the area.

A.3 When a land stack moves also through a province where none of the two previous conditions hold, a test of reaction
is also made before it leaves the province.

A.4 Finally some attempts of putting TP or COL in a province may cause an automatic reaction of the Natives, see §B
of Section V1.7.2.1 (Normal procedure) and §B (Critical failure) of Section VI1.7.3 (Trading posts).

B The test of reaction is resolved by rolling 1d10. If it is strictly inferior to the Tolerance level in the area, the Natives
react. When the Tolerance is "-", no reaction can happen.

C Effect of a reaction.

C.1 The reaction is an attack of the Natives against the units that caused the reaction, and all units of the same country
in the province (not area).

C.2 The attack is revolved immediately (as an interception if it is caused by a movement, or a regular battle if it is at the
end of the round or due to botched TP/COL action).

C.3 The reaction last until the end of the turn and the Natives will attack any other force of the power causing the
reaction that is in the province. Only one battle is possible each round (at the time of the first interception by reaction,
or at the end of the round). Natives will then attack COL/TP owned by the power at the end of the turn. Note that if A
has activated the Natives against him, and controls a fort of fortress of the side B who has not, the Natives would attack
A and besiege its forces (attrition if A is withdrawn in the fortress) but would not attack a COL/TP owned by B (even if
controlled by A) at the end of the tumn.

C.4 If units of another player enter the province later in the turn, they can also provoke a reaction of the Natives against
them.
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Tncomes
Chapter )

V.1 Incomes

A Overview The Income segment of the administrative phase is detailed here. It is played mostly independently (the
only information that one may need from the other players is their Gross Land Income if they are at war or doing Trade
Refusal). Each player will compute the income of their country, coming from various sources.All this is summed up to
form their new RT. It helps to refer to the Economic Record Sheet (B) to better understand this Chapter.

The Economic Record Sheet (B) serves as a register for all financial operations of the country. The RT and on-going
loans are stored (and computed) on the other ERS (A and C).

Computation of income is only the first segment of the administrative phase. However, its rules are separated from the
rest of the phase for clarity.

Part of the income is differed (gold form ROTW, Convoys, Exceptional taxes) and only perceived at the end of the
turn (usually with some hazards on the way). They are however briefly described here in order to have all the income
sources together. Check the corresponding Chapters for a complete definition of these incomes.

V.2 Landincome

A The player registers three kinds of land income:

* The income of all his provinces in line B1 (Provinces income) of ERS;

+ The income of all the provinces of his vassal minor countries in line B2 (Vassal provinces income) of ERS;

* In negative, all the provinces (either his of his vassals’) that are inexploitable (due to revolts, military occupation,
looting, enemy control, or corrupted pashas) are recorded in line B3 (Occupation, Pillages, Revolts) of ERS.

+ Some random events (e.g. event E-4 (Agricultural crisis)) mark their gains or losses in line B4 (Event) of ERS.

A.1 The sum of all this is the Land Income, and goes in line B5 (Land income) of ERS.

Example: Land income.— All along, the examples will details the income phase of the first turn for POR.

At the beginning of turn 1, POR owns the provinces of Tras-os-Montes (income 5), Beira (3), Tejo (6), Alentejo (6), Algarve
(5), Tanger (2) and Agores (2) (counted as an European province even if located on the ROTW map). Thus, its Provinces
incomes is 29 ), written in line B1 .

At the beginning of the game, POR has no minor ally, especially no VA and no Vassal provinces income. However, since the
Diplomatic phase occurs before the income segment, it is possible that a lucky Diplomatic action succeeded in getting POR a
VA. This is unlikely and we'll suppose it did not happen. So POR has no Vassal provinces income and can leave line B2 empty
(or write 0'in it, but leaving it empty is usually more readable).

Let’s suppose that the events of turn 1 resulted in a revolt in Beira. Then POR write -3 in line . Notice that it is easier to do
this count in negative because the content of line B1 will usually be the same every turn (except when one annexes or loses
provinces) while the revolts change almost every turn. This avoid tedious recomputation of incomes each turn.

Thus, the Land income of POR is 29+0-3=26 [), written in line B5 .
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V.3 Industrial income

V.3.1 Manufactures

A Manufactures represent industries of all types developed by the player (triangular-shaped counters).

' | B The manufactures all have a fixed income.

B.1 The sum of all the incomes of the manufactures goes in line B6 (Manufactures val.) of ERS

B.2 The income of resources exploited by various manufactures (fishing, salt) is not recorded here.

B.3 A MNU brings no income if the province it is located also brings no income (due to military occupation, revolt,
pillage, corrupted pashas, . . .)

C All manufactures bring other advantages than their incomes.

the bonus (that is, only consider the MNU of this type of higher level).

C.2 Otherwise, the advantage is summed for all manufactures of this type.

MNU in Tras-os-Montes has an of 4 ).
Since none of them are in the revolted province of Beira, both provide their income. Thus, the income is 7+4=11 ) (written in
line B6 ).

V.3.2 European Gold

A Each European mine brings a fixed income of 20 ) as long as that mine is not depleted (this may happen
following event E-26 (Depletion of a mine)). The European mine income is registered on line B7 (European mines) of
ERS.

A.1 A mine brings no income if the province it is located also brings no income (due to military occupation, revolt,
pillage, corrupted pashas, . .. )

B The income of mines located outside of Europe is processed separately, because it has to be repatriated to Europe
before it can be credited to the player’s treasury.

B.1 Exception: Elmina. If POR is a major country and owns a TP in COTE D’OR, it exploits two gold mines as European
mines (for a total of 40 ). Destruction or loss of ownership of this TP definitely cancels this effect.

Example: European gold.— As per Specific rules, POR can exploit two gold mines in Elmina as if it were European gold
(see above and Section XV.4.1.5 (The African gold)). Thus, its European mines income is 40 ) (20 ) per mine), recorded in
line BT .

V.3.3 Industrial income

A The sum of all these incomes is put in line B8 (Industrial income) of ERS.

Example: Industrial income.— The Industrial income of POR is 11+40=51 j.
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V.4 Trade income

V.4.1 Domestic trade

A The Domestic Trade is computed by cross-indexing the Total provinces Income (the sum of line B1 of ERS and
line B2 of ERS, that is the province income of both the country and its vassals without considering pillages, revolts,
military occupation or other hazards) added to bonuses provided by MNU against the DTI of the country in table V.1
(Domestic Trade Income).

only.

A.2 The result is put in line B9 (Domestic trade income) of ERS.

Land DTI
Income+? | 1 2 | 3| 4 5
1-40 1 2 | 3|4 5
41-80 316|912 15
81-120 5110 | 15|20 | 25
121-160 | 7 [ 14 | 21| 28 | 35
161-190 | 9 [ 18 | 27 | 36 | 45
191220 | 12 [ 24 | 36 | 48 | 60
221-240 | 15| 30 | 45 | 60 | 75
241-250 | 18 | 36 | 54 | 72 | 90
>251 20 | 40 | 60 | 80 | 100

Table V.1: Domestic Trade Income

Example: Domestic trade income.— The Total provinces income of POR is 29+0=29 ) (the revolt in Beira does not change

computation) allowing it to look in the second line (41-80) for a total of 9 ). So, in addition to its fixed and variable incomes,
this MNU would bring 6 I of Domestic trade income each turn and will quickly refund itself. . . (it may, however, not be the best
strategical choice to do immediately).

V.4.2 Foreign trade

A The Foreign Trade is computed according to the Blocked trade and the FTI of the country.

B Each country has a Basic blocked trade (corresponding to its Domestic market), expressed below table V.2 (Foreign
Trade Income).

B.1 For some countries, this is fixed and for some other it depends on the provinces owned.

B.2 Note: countries not mentioned (POL, POR, PRU, VEN) have a Basic blocked trade of 0 ). RUS also has a Basic
blocked trade of 0 I before it fulfils the condition indicated in the table.

C Each country has an Extra blocked trade which is the sum of its vassals income, trade refusal (including due to wars)
and some other events.

C.1 The Extra blocked trade only is reduced by 50 I for each side of Wine or Cloth MNU owned by the country (thus
100 I for a level 2 MNU).
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C.2 The Extra blocked trade can never be reduced below 0.

D The sum of the Basic blocked trade and the Extra blocked trade is the Blocked trade.

D.1 Note that the Basic blocked trade is never reduced. Thus, the Blocked trade will always be at least equal to the
Basic blocked trade.

D.2 Locate the line corresponding to the Blocked trade in table V.2 (Foreign Trade Income).

D.3 For each UNITED STATES that exists and is at peace, go up one line in the table (several UNITED STATES may be
created as result of revolts in the colonies of other countries than ANG).

D.4 Cross-referencing the line for the Blocked trade with the column corresponding to the FTI of the country gives the
Foreign trade income, to be put in line B10 (Foreign trade income) of ERS.

Blocked FTI
Trade 1 2 3 4 5
<49 30 60 90 120 150
50-99 27 54 81 108 135
100-149 | 24 148 72 96 120
150-199 | 21 42 63 84 105
200-299 | 18 36 54 72 90
300-399 | 15 30 45 60 75
400-549 | 12 24 36 48 60
550-699 9 18 27 36 45
700-899 6 12 18 24 30
900-1099 | 3 6 9 12 15
>1100 1 2 3 4 5

Basic blocked trade per country: FRA 200 [)/ ANG 100 i)/ HOL, SUE 50 I

HIS 50 1, or 100 I if owns 2 of: BURGUNDIA, SICILIZ, HOLLANDIA |NB: a country

AUS 50 1), or 100 ) if owns 2 of: BURGUNDIA, BOHEMIA, HUNGARIA |is owned when
RUS 50 I if owns 3 Khanates (or Cossacks) countries half (round up) its
TUR 100, or 200 I if owns 2 of: HUNGARIA, SYRIA, EGYPTUS | POVINCes are owned.

Extra blocked trade: Vassals, Trade refusals, wars, events.
Wine and Cloth MNU: reduces extra blocked trade by 50 ) x sides
If UNITED STATES exists and is at peace, up one line in the table

Table V.2: Foreign Trade Income

Example: Foreign trade income.— POR has a Basic blocked trade of 0. Let’s suppose it declared war on MAURETANIA on
turn 1 and TUR chose to defend MAURETANIA . . . Then MAURETANIA is refusing trade to POR, creating an Extra blocked trade
of 12 Iy (the sum of the incomes of its provinces). Similarly, TUR refuses trade to POR creating an Extra blocked trade of 88 f).
The total Extra blocked trade of POR is 12+88=100 f).

However, POR has a Wine MNU of level 1. This allows it to reduce its Extra blocked trade by 50 i) for a final value of
100-50=50 f.

The Blocked trade of POR is 0+50=50 ), so it will look its Foreign trade income in the second line of the table (50-99). Its FTI
is 2 (never use special FTI here), so POR looks in the second column and find the result of 54 ) for its Foreign trade income,
written in line B10 .

What happens with TUR? At turn 1, it has a Basic blocked trade of 100 ). POR creates an Extra blocked trade of 29 ). Even if
TUR had a Cloth MNU (this is not the case at turn 1), it would only reduce the Extra blocked trade by 50 §). So it will actually
reduce it by 29 ) and the extra 21 ) of bonus would be lost.
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V.4.3 Commercial fleets

V.4.3.1 Trading zones

A Each TF bears a letter for identification and has a level between 1 and 6 recorded in the Commercial fleet table
situated on bottom left of the Colonial record sheet.

A.1 The counter is to be placed on its @ side if the level is between 4 and 6, on its © side otherwise.

A.2 Counters are placed in a CTZ or a STZ. Each country can have only one TF per CTZ or STZ.

A.3 For easy reference, a global Trade fleet sheet is also provided to record the level of each country in each sea zone.
Itis best kept by a player with heavy commercial activity (POR, HOL or ANG, usually).

B A commercial fleet in a STZ brings an income of 1 I per level.

B.1 A commercial fleet in a CTZ brings an income of 2 I per level

B.2 Exception: Baltic Each level of TF in STZ Baltique brings an income of 2 I, as if it were a CTZ.

B.3 These incomes are reported in line B11 (STZ+CTZ level income) of ERS.

Design note: There is no CTZ for Sweden, Poland and Prussia, that went through the Baltic Sea for their trade.
However, there was an intense flux of merchandise going through this area.

Example: TF level income.— At turn 1, POR has a TF of level 3 in STZ Mer des Canaries, bringing 3 f) of Level income
(1 per level in STZ) and a TF of level 1 in STZ Golfe de Guinée for another 1 ) of Level income.
So, its total STZ+CTZ level income is 3+1=4 [ written in line B11 .

V.4.3.2 Monopolies

A Ifinany CTZ or STZ, a country has a TF of level 6, it has a total monopoly and can register the sum inscribed in
large print in the CTZ or STZ symbol in line B12 (STZ+CTZ monopoly income) of ERS.

A.1 Note that in this case, no other country may have a TF in this CTZ or STZ. See Section VI.8.2 (Competitions).

B Otherwise, if it has a TF@®, it has a partial monopoly and can register half the sum inscribed in large print in the CTZ
or STZ symbol in line B12 of ERS (round down).

B.1 Only one country may have a TF® in a given CTZ or STZ. See Section V1.8.2 (Competitions).

C For each CTZ or STZ where a country has a TF@, it can register the sum inscribed in small print in the CTZ or STZ
symbol in line B12 of ERS.

C.1 This sum is usually 1/10™ of the large sum, or 1/5™ on the ROTW map.

D Players also register the number of partial and total monopolies they have in Trade Zones as these bring VPs. This
is recorded in line B13 (Partial/Total monopolies (trade)) of ERS. This is used for VPs computation.

Example: Monopolies income.— POR has no monopoly. However, it has TF in two STZ and still gets a presence bonus
equal to the number in small print in these STZ. For STZ Mer des Canaries, this is 4 f) while for STZ Golfe de Guinée, this is
3 1. Thus, its STZ+CTZ monapoly income is 4+3=7 ) written in line B12 .

Since it has no monopolies, it has nothing to write in line B13

V.4.4 Trade centres and convoys

V.4.41 Trade centres

A Trade centres represent the main hubs of trade in selected areas of the World. They are given to the country
dominating the trade in these areas (usually by having more TF) and bring a substantial income. Trade centres must
be located in a province of the owning country.

B There are four Trade Centres, marked by counters: Great Orient, Atlantic, Mediterranean and Indian.

B.1 Position of the Trade Centres change during the Interphase (at the end of turn). However, we remind here how
they are attributed. See Section XIII.2 (Trade centres) for details.

Incomes— military — 2016-07-13 [R]95

C The initial positions are Nil for the Great Orient centre, Veneto for the Mediterranean centre, Vlaanderen for the
Atlantic centre and Dju for the Indian centre.

D If the province in which the Trade Centre is located is militarily occupied, the trade centre does not bring any income
this turn.

D.1 Revolts, pashas, pillages or other hazards do not impact the Trade Centres income.

V.4.4.2 The Great Orient centre

A The Great Orient centre is initially located in Nil and moves to izmir as soon as Nil is not own by £GYPTUS (usually
at the time of conquest by TUR).

B The income of the Great Orient centre is 100 ), plus modifiers.

B.1 10§ are added for every complete group of 3 non-European COL or TP counters (any side).

B.2 Exception: If a minor is giving its colonial income to a Christian major other than VEN due to §B of Section IV.4.4.5
(Guzarate, Ayman, Aden, Aceh), do not count its establishments as non-European ones (don't count them as European
ones either).

B.3 10 ) are subtracted per complete set of 5 COL or TP counters (any side) in AsiA (except SIBERIA) of a Christian
player (all but TUR).

B.4 10 are added for Muslim control of Ormus; 10 ) for Soqotra; and 10 ) for either S. Malacca or Central
Sumatra. For these rule, these provinces are considered controlled, in decreasing order of precedence by (i) a major
(other than VEN) having a AT with a country with a COL/TP in the province ; (i) any country (major or minor) having a
COL/TP in the province ; (iii) Muslim controlled if the province is empty.

B.5 101 are subtracted per Christian TF counter (any side)in STZ Mer d’Arabie and STZ Océan Indien, with
maximum of -50 [j.

B.6 50 ) are subtracted if TUR and PERSIA are at war.

B.7 It can never be negative. At worse, it becomes 0 If.

B.8 Therefore, the income at turn 1 of the Great Orient centre is 170 b, since there are 10 TP of GUZARATE, 1 TP and 1
COL of AbeN and 1 COL of AYMAN and the 3 straits are controlled by Muslims (GUZARATE for S. Malacca and Ormus
and empty for Soqotra).

B.9 Notice that if POR signs an AT with ADEN, then its COL and TP are not counted as “non-European” anymore
(without being counted as “Christian”), thus there will only be 11 non-European establishment instead of 13 and the
income of the centre will drop to 160 ).

B.10 This income is registered in line B14 (Trade centres income) of ERS of the country owning the centre.

All along the 16th century, there was a commercial (and sometime military) fight to bring the goods from Orient
(pepper and other spices, silk, . .. ) to Europe. The historical road went mostly through land with the Silk road from
China and the indo-arab trade in the Red sea. Portuguese opened a sea road going round Africa.

The land road went through Egypt and Turkey, both of them raising heavy taxes on this trade represented by the
Trade centre income. Venice was principally in charge of distributing it in the Mediterranean, again with heavy
profit, thus building its commercial empire.

As soon as Christian found a new road for these good, they try to get rid of the Turks and Venetian in between.
Portuguese, then Dutch and English merchants seized the spice trade.

Thus, the “land road” income decrease with the number of Christian establishment buying or producing goods and
sending them to Europe along the “sea road”. Venice is an exception to this because it still wanted to use the
“land road” rather than the “sea road”. Minor countries tend to keep the old (land) road except if they have specific
agreement with majors. Controlling the straits also allows to control the trade.

The growth of the “sea road” is reflected in the appearance of the East Indies convoy described after the Trade
centres.

C As long as the Great Orient centre is in Nil:
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C.1 One half of its income is gained by £GYPTUS if at war ; or VEN otherwise.

C.2 The other half is gained by SYRIA if at war ; or TUR if SYRIA is either conquered or not at war and on the turkish
diplomatic track.

D The Great Orient centre moves to TUR when AGYPTUS is conquered.

V.4.4.3 Atlantic, Mediterranean and Indian Ocean centres

A The Atlantic and the Mediterranean trade centres bring a fixed income to their owner of 100 .

A.1 The Indian Ocean trade centre brings a fixed income to its owner of 50 [f.

A.2 They are given to the country having the most levels of TF in the corresponding STZ and CTZ. See Section XIlI.2
(Trade centres) for details.

A.3 This income is registered in line B14 of ERS.

V.4.44 Trade centres losses

A “Guerre de course” is not reliable for a country which is dominating trade in a region as privateers are likely to turn
against the most numerous vessels rather than against the sparser enemy ships.

B If a P belonging to a country allied with the owner of a Trade centre (including the owner himself) causes permanent
losses on an enemy TF in a STZ or CTZ belonging to this centre, then the income of the centre is decreased by 10 [
per permanent loss caused for the next turn.

B.1 See Section X.3 (Attacks by Pirates & Privateers) for details.

C This loss is recorded (in negative) in line B15 (Trade centre losses) of ERS.

V.44.5 Convoys

A Convoys represent heavy trade of specific resources (gold or spices). They are given to the country dominating trade
in this resource (usually by exploiting most of it). They do not bring income per se but must be brought back to Europe
where the gold they carry can be unloaded. However, the journey can be dangerous and convoys can be attacked and
seized by pirates, privateers or enemy fleet.

A.1 Convoys are not taken into account during the Income segment. However, they do bring income at the end of turn
(especially the Spanish gold fleets) so we remind here how they are attributed.

B There are four possible convoys: the Levant fleet of izmir, the East Indies convoy, the Flota de Oro, and the Flota
del Pert.

B.1 Convoys are attributed during the Interphase.

B.2 Each convoy represent a certain number of ships carrying gold. During the Military phase they must be moved
toward Europe and can be attacked by P or enemy F.

B.3 When a convoy safely reaches Europe, its gold is unloaded into the country’s RT (line A10 (Gold from ROTW and
Convoys) of ERS).

C The Flota de Oro and Flota del Pert convoys are given to HIS when it exploits sufficiently many gold in AMERICA.
D The Levant convoy is given to TUR as soon as it owns the Great Orient trade centre. TUR must send it to another
player each turn.

and Spices if it exploits at least 10 of them.

V.4.5 Trade income

A The sum of all these incomes is put in line B16 (Trade income) of ERS.

Example: Trade income.— POR does not own any Trade centre at the beginning of the game, so it has nothing to write in
lines B14 and B15.
Thus, its Trade income is 3+54+4+7+0-0=68 [ written in line B16 .
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V.5 Colonial income

V.5.1 Colonies & Trading-posts

A Each COL brings an income registered in line B17 (Colonies) of ERS:

A.1 A COLO brings 1 ) per level, and as many [ as the income value of the Area (first number, see Section 1.1.6
(ROTW provinces)).

A.2 ACOL® brings 1 I per level, and twice the income value of the Area.

A.3 However, COL exploiting gold do not provide income. See §A.4 of Section V.5.3 (ROTW gold).

B Each TP brings an income registered in line B18 (Trading posts) of ERS:

B.1 ATP® brings 1 .

B.2 ATP@® brings 2 .

C COL and TP do not bring any income if they are pillaged, revolted or military occupied.

D [BLP] If the path between a COL or TP and Europe goes through a Fortified strait, the controller of the Strait may
choose to close it.

D.1 This has to be announced in the Diplomatic phase. This immediately gives an Overseas CB to the owner of the
establishment.

D.2 Establishment behind closed Straits do not bring any income this turn. Neither regular income or resource income.

Example: Colonial income.— At turn 1, POR has a COL of level 3 in Cabo Verde bringing an income of 3 (level) + 1 (one
time the income of the CABO VERDE area) = 4 [ written in line B17 .

It has a TP of level 3 in Elmina, bringing an income of 1 ) (it is side © and the income of COTE D’OR is not taken into account
for TP) written in line B18 .

V.5.2 Exotic resources

A COL and TP, as well as certain MNU in Europe can exploit a limited number of exotic resources.

A.1 The income of the exotic resources is the product of the number of exploited resources of each kind, multiplied by
the price of each resource (computed as per Section VI.12.1 (Price of exotic resources))

A.2 This is recorded in line B19 (Exotic resources) of ERS.

A.3 Players exploiting sufficiently many resource can speculate to try and increase the price. See §E (Speculation) of
Section V1.12.1.2 (Variation of price).

Example: Exotic resources income.— At turn 1, the TP in Elmina can exploit 3 Slaves as it is level 3 (and does so even if it
produces gold as per Portuguese special rule). The initial price of Slaves is 2, so POR gains 3x 2=6 [y, written in B19..

B Manufactures MNU can have only 2 levels per counter.

B.1 A Fishery (Fish MNU) may only be built in a coastal province. It exploits as many Fish as its level (1 or 2).
B.2 A Salter (Salt MNU) may only be built in a province with Salt resource (the number indicating the quantity).
B.3 A Salter of level 1 exploits 1 Sal.

B.4 A Salter of level 2 exploits all Salt from the province (up to 3).

B.5 Exception: A Venetian Salter of level 2 in Veneto exploits all the Salt from Venetian coastal provinces.

C Square resources.

those resources are subject to the need of Slaves in AMERICA (see §L (Slaves and plantations) of this Section).
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D Fish. It requires 1 COL level to exploit 1 unit of Fish.

E Fur.

E.1 Each TP level can exploit up to 2 units of Fur.

E.2 One level of COL can exploit all the Fur in an Area. However, each COL@® in the Area reduces the number of
available Fur by 1 unit.

TP exploits up to 1 unit of the resource.
G Gold. See §A.4 of Section VV.5.3 (ROTW gold) if there is a gold mine in the province where a COL is.

H Wood. Wood does not bring income as other resources, but it brings advantages in naval constructions and can be
sold to other countries. See Section 11.8.4 (Trade of Wood) for exploiting and selling Wood and §G (Effect of Wood.)
of Section VII.1.1 (Basic forces) and §B (Increasing the limit) of Section VI1.2.3.1 (Naval recruitment in Europe) for the
effects of Wood.

1 AROTW minor country will exploit resources if and only if it has TP or COL to exploit them, following the same rules
as major countries.

J Exotic resources on the ROTW map are shared for a whole Area (see Section 1.1.6 (ROTW provinces)).; if there is
only two resources of Spices in an Area, two outposts in different provinces of the same Area will have to share the
exploitation.

J.1If there is disagreement for the exploitation of resources, this is settled through the competition mechanism
(Section VI.8.2 (Competitions)), that eliminates levels until there can no more be disagreement.

J.2 Note, however, that the right to exploit a resource may change only if there is a change of situation in the Area (new
level of establishment, a country announce that it stop its exploitation, . . .)

K New exploitation There are only a few cases where there might be a disagreement for the exploitation of a resource:
anew resource appeared (through events, because of competition or military intervention in the previous turn, because
it is one of the resources that appear late), or the number of levels available to exploit the resource changed in this tumn.
K.1 Those two cases will lead to automatic competition. At the end of the administrative phase, a competition will
take place until there are enough resources (or no more enough levels) for everybody to be satisfied with the current
attribution of resources.

K.2 If the whole market in an Area is already attributed, there is no automatic competition. The players have to spend
competition actions (see Section VI.8.2 (Competitions)) to change the market repartition, or do it through the use of
diplomacy (exotic resources exploitation can change in the Diplomatic phase by a simple announce).

L Slaves and plantations Some resources require Slaves to be exploited in plantations in AMERICA (the square

resource requiring slavery.

L.1 Triangular trade These units of Slaves can come either from the same country exploiting it (and gaining income
both for the Slave and the other resource), from another major selling its Slaves, from minors allies or from contraband.

L.2 Reselling of slaves If a major country wants too sell part of its Slaves production, it is free to do so at any price. He
must perceive the sum during the diplomatic phase (written in line A4 of ERS). However, the sold Slave units cannot
be used in his own plantations (obviously).

L.3 Contraband of slaves If a country has at least one level of TF in STZ Mer d’Arabie or STZ Golfe de Guinée, or
if another MAJ in this position gives him this right, he can use the contraband of Slaves for his colonies. He receives
only half the usual income (round down for each unit of the resource) for the exotic resources exploited with contraband
Slaves.
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L.4 International contraband If a country needs Slaves but does not fill the conditions above, it still can use the
contraband of Slaves, but he will receive no income for the exotic resources exploited that way. The resources,
however, are considered exploited for price variation purpose (it is not possible to “hold back” exploitation).

L.5 Slaves of allies Minor countries can sell for free the Slaves they exploit to their Diplomatic patron (e.g. PORTUGALLIA
during event llI-7 (Annexation of Portugal by Spain)).

L.6 Note that Slaves always bring income to the country that produce them. The sale of Slaves happens independently
of this income and does not change it.

M Players also register the number of partial and total monopolies they have in Trade Zones as these bring VPs. This
is recorded in line B20 (Partial/Total monopolies (resources)) of ERS.

5). Thus, it should theoretically bring an income of 6x 6+3x 5=51 [J.

However, since all this is done in AMERICA, Slaves are needed to work in the plantations (ASIA had much more local population
that was used as workers in the plantations). ANG only exploits 4 Slaves (price 7).

If ANG do not find anyone wanting to sell Slaves and has no TF close to AFRICA, it must use international contraband. Thus,
Slaves) + 4x 6 (for the Sugar exploited with them) + 0 (for the other resources exploited with contraband Slaves) = 52.

Note that (i) Slaves both brings income per se and allows other resource to bring income, making it a very valuable resource ;
and (i) ANG cannot choose not to use contraband Slaves and not to exploit the remaining resources (lower exploitation has a
better chance of raising prices). If it has sufficient levels of COL to exploit it, it must do so.

Now, suppose that the treaty of Methuen has been signed. PORTUGALLIA is on the Diplomatic track of ANG and gives its 2
Slaves for free, for a total of 6 Slaves. Only 3 resources still require Slaves. HIS agrees to sell 1 Slave for 3 ). ANG cannot
find the last ones but has a TF in STZ Golfe de Guinée allowing for direct contraband.

Thus, the situation is now:

For HIS, the Slave both brings an income of 7 i) during incomes and a “gift” of 3 ) during the Diplomatic phase.

For ANG, 3 I are payed to HIS for 1 Slave during the Diplomatic phase. So ANG has a total of 7 Slaves (4 of its owns, 2 of
its minor ally and 1 brought to HIS) and must use two from contraband for the last resources. It get to choose which resources

V.5.3 ROTW gold

Note: Gold may be produced by gold mines located in the ROTW map. This gold is not registered in the country’s
income immediately, because it has first to be repatriated to Europe. But it is nevertheless produced during the income
phase. The repatriation of the gold takes place during the Military phase.

A To exploit a gold mine, a COL (with any number of levels) has to be in the province containing the mine symbol. If a
country wishes to exploit gold, it simply has to announce it during the Diplomatic phase.

A.1 A country is never obliged to exploit a mine even if it has a Colony in that province.

A.2 Once announced, the exploitation is definitive until depletion of the mine (by event E-26 (Depletion of a mine)) and
cannot be voluntarily stopped.

(AzTECA), producing 40 I}, and the mine in Potosi (INCA East), producing 50 . Both these incomes are recalled on the
map.

A.4 A COL exploiting a mine produces no other income, nor does it exploit Exotic Resources. The gold produced is
reported on the Colonial Record Sheet.

A.5 No slaves are needed to exploit a gold mine.

A.6 Gold has a major influence on the variation of inflation, see Section XII.5.1 (Increase of Inflation).
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B Gold can be transported by earth during the income phase or during the redeployment phase (see Section X.9 (Gold
repatriation)) (or both).

B.1 During the income phase, Gold can be stored in any port COL in the Area where it was produced or an adjacent
one.

B.2 From the ports, the gold has to be repatriated to Europe using NTD, the Flota de Oro convoy or the Flota del Perd.
Each NTD can carry up to 15 i) worth of gold (each Transport point is worth 5 ).

Example: ROTW income.— Since POR has a specific rule for its gold in Elmina, there is no ROTW gold for it.
So, it's ROTW Income is 4+1+6 = 11 ).

V.6 Other incomes

V.6.1 Events & diplomatic incomes

A Economic events may change the RT. The economical events all tell exactly at which point their effect goes in
the ERS. The political events usually act between line A1 (RT at start of tun) and A2 (RT after Events) while the
economical ones usually act on lines A2 , B4 and B24 (Events) .

B Diplomatic events modify the RT in two ways: expenses for the diplomatic actions, subsidies and gifts or loans
between major players. The latter go in line A3 of ERS, the first and second in line A5 of ERS, line A6 of ERS and
line A7 of ERS. Reimbursement of loans between major players also comes at this point.

V.6.2 Exceptional taxes

A Exceptional taxes are an administrative operation. However, since it brings money, the computation is recalled here.
A.1 Exceptional taxes being a domestic action, it cannot be performed at the same time as another domestic action,
and it might be forbidden by bankruptcy.

A.2 Check Section V1.6.3 (Exceptional taxes) for details.

B Exceptional taxes may be raised only if at war and if Stability is not -3.

C Summary. To compute the exceptional taxes modifier:

C.1 First, lower Stability by 1 (except if an enemy stack besiege or occupy a province during a non-civil war).

C.2 Then, add 3 times the Stability to the ADM of the monarch.

D The modifier is written in line B39 (Exceptional taxes modifier B) of ERS and copied in line A11 (Exceptional taxes
modifier A) of ERS.

D.1 At the end of turn (only), roll 1d10, add the modifier and multiply the result by 10.

D.2 This is the amount of ) gained (or lost in case of a negative number) by the taxes.

V.7 Income computation

V.7.1 Gross income

A The Gross income is the sum of the Land Income, Industrial Income, Trade Income and Colonial Income. It is
written in line B25 of ERS and copied in line A14 of ERS.

A.1 The Land Income was defined in Section V.2 (Land income) and is the income of owned provinces.

A.2 The Industrial Income is the sum of the various incomes of Section V.3 (Industrial income), i.e. Manufactures
income and European Gold.

A.3 The Trade Income is the sum of the various incomes of Section V.4 (Trade income), i.e. Commercial fleets,
Domestic Trade, Foreign Trade and Trade Centres (but not Convoys).
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A.4 The Colonial Income is the sum of the various incomes of Section V.5 (Colonial income), i.e. Colonies & Trading-
Posts income and Exotic Resources exploitation, but not ROTW gold.

A.5 Stability The Gross Income has an effect on Stability at the end of the turn (see §E (Prosperity) of Section X1.5
(Stability Improvement)).

Example: Gross income.— Thus, for POR at turn 1 (with a Revolt in Beira and a war against MAURETANIA and TUR), the
results were :

« 26 [ of Land Income in line B5 of ERS ;

« 51 [ of Industrial Income in line B8 of ERS ;

+ 68 i) of Trade Income in line B16 of ERS ;

+ 11 [y of ROTW Income in line B21 (ROTW income) of ERS.

For a grand total of 156 ) written in line B25 of ERS. This is not much and should increase quickly as the colonial empire
expands. Maybe that war against MAURETANIA and TUR is not such a great way to start the game. . .
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Amunstration

Chapter )}j}

VI.1 Expenses

This chapter and the following one describe mainly all the logistics (maintenance and purchase of new forces), country
management and development operations. All of these form the administrative phase, that may be cut into three
main sections: administrative operations, automatic actions, and logistics. Administration and Logistic are conducted
independently and simultaneously by all players while automatic actions resolve the conflicts that arise from the new
state (incompatible placements of new colonies, monopolies, etc.) Most of the parameters of administrative operations
were explained in chapter Il (The powers: at home and abroad), and serve mostly in chapter V (Incomes) and theses
chapters. The nature of military troops is explained in Section IX.1 (Description of Military forces).

Even if the Incomes and Logistic are parts of the Administrative phase (and, for Logistic, is interleaved with other
actions), they are in separate Chapters to keep things clearer.

Playing tip: The easier way to play the administrative phase is to have all players simultaneously compute their
income and plan their expenses (both administrative and logistic). Once all expenses are planned, players can resolve
them two by two (one player resolves his actions with the other watching the die rolls).

Often, one will find out that planning logistic ahead (prevision for campaigns cost, then buying troops and fortresses)
has do be done before planning administration as military can be the priority expense and administration only gets
the “leftover” money. Of course, this must be based only on an estimate of the income, since the exact amount will
only be known at the end of the turn, after the Exchequer test. . .

The most efficient way to plan and resolve actions is to write everything on the monarch record sheet: nature of the
actions, investment, column and bonus. Thus, resolving the action is very fast: simply announce column and bonus
and roll one die with the other player checking the result in the table. Writing down the result of your actions (success,
failure, or amount of progression gained) will allow to quickly resolve all the actions in a row. Then, you can “release”
the other player and actually implement the results obtained (which can require finding the right counter and similar
things).

A Sequence.

A.1 Income computation (V.7)

A.2 Mandatory actions and bankruptcies (VI.3)
A.3 Choices of actions (V1.4)

A.4 Maintenance (VII.1)

A.5 Recruitment (VI1.2)

A.6 Resolution of actions (V1.9)

A.7 Administration for minor countries (V1.10)
A.8 Removal and Placement of leaders (VII.3)
A.9 Automatic competitions (V1.8.2.2)

A.10 Exotic resources price variation, Trade centres and convoys (V1.12)
A.11 Technology adjustment (VI.8.1)
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VI.2 Overview of Administrative actions

VI.2.1 General mechanism and list of actions

A Mechanism Most administrative actions are solved according to the following scheme: all administrative actions
are written down (including all details); a column and die-roll modifier is determined for each administrative action; the
column mostly depends on the investment, that is the amount of money put into the action, and the characteristics of
the monarch (for domestic operations) or of the country (for external ones); one die is rolled for each action in table V1.1
(Administrative Actions); the result qualifies the success or failure of the action.

A.1 The Technological roll reads the table in a slightly different way (see Section V1.8.1.2 (Technology improvement)).
A.2 Exceptional taxes and Bankruptcies are resolved in a different way and don't use the table (see Section V1.3.3
(Bankruptcy) and Section V1.6.3 (Exceptional taxes)).

A.3 If an action has become impossible, the cost is still to be paid. This is especially the case for competition (because
the target of the competition can be eliminated by somebody else), or any operation that would raise the level of a COL,
a TP or a commercial fleet beyond 6 (such as two identical actions on a level 5 COL to diminish the chances of failure).
B The general motto here is that “every thing is paid before anything is actually resolved”.

B.1 Thus, the flow of the administrative phase is to first write down all your actions and logistic, then compute the final
price, and lastly roll to resolve as needed.

C Administrative operations The following operations are available:

C.1 Bankruptcies.

C.2 Domestic operations: Creation of MNU, FTI improvement, DTI improvement, Exceptional taxes.
C.3 External operations: Commercial fleet implantation, Colonisation, Trading-post establishment.
C.4 Technological operations: Land Technology Improvement, Naval Technology Improvement.

C.5 Competitions: Normal competition (often called simply Competition) and Automatic competition (used to resolve
abnormal situations resulting from simultaneous actions of different countries).

C.6 Administration for minors: Some minors countries have administrative actions (usually TF implementation, some-
times colonisation) that are handled by their diplomatic patron.

D Administrative limits Each player is entitled to a certain number of actions:

D.1 Domestic operations are mutually exclusive. Each country can attempt at most one each turn.

D.2 The limitations for the external operations and (normal) competition are given in the player-specific tables. They
form an upper bound on the number of operations and a player can choose to do less external operations than this
limit. See Section 11.4.3.4 (Turn limits Table) for details.

D.3 Both technological operations (naval and land) can be done each turn but only one may have an investment higher
than a Basic investment.

D.4 If a player has a limit greater than 1 for a given type of operation (e.g. Colonisation or Competition), he can choose
between either several separate attempts or a multiple attempt on the same objective (or any combination).

Example: Administration limits.— With 2 actions of Colonisation per turn in period VI (1700-1759), the English player can
make 2 attempts on the same Colony or 1 attempt each on 2 different Colonies, in the same turn. . . or no attempt at all since
the actions are not mandatory.

D.5 Some players are entitled to actions with specific restrictions (e.g. HIS may have actions restricted to POR
administration while event IlI-7 (Annexation of Portugal by Spain) is in effect).
D.6 Bankruptcies may change the limits of a country on the turn they occur.
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E Investment Most administrative actions have a general mechanism called investment: each action can be made
with a Basic investment, a Medium investment or a Strong investment.
E.1 The values of the investments are 10 ), 30 I and 50 [ for the following operations: Commercial Fleet Implantation,
Trading-Post Establishment, Normal Competition.
E.2 The values of the investments are 30 I, 50 ff and 100 I for the following operations: MNU creation, FT/ or DTI
improvement, Colonisation, Technology improvement.
E.3 The investment changes the column used in table V1.1 (Administrative Actions) for the die-roll. Each action is done
with one (and only one) investment, but two similar actions (such as two Colonisations) can be done with different
investments during the same turn.
E.4 The sum of all investments goes in line B35 (Administrative actions) of ERS.
F Each action (except Exceptional taxes and Bankrupcy) is resolved using table VI.1 (Administrative Actions).
F.1 In each case, a column of the table is determined as explained for each action.
F.2 Ineach case, the investment adds 0, 1 or 3 columns to this computation. In each case, the column s first thresholded
between -4 and +4 and then investment is added. Thus, attempting to improve technology with only 3 in MIL (without
MNU) and a strong investment results in a base column of -6 (3-9) thresholded at -4 and then switched to -1 (+3 columns
for a strong investment).
F.3 Once the column is determined, a modifier is also determined.
F.4 The result is read by rolling 1d10 plus the modifier above and cross referencing this with the column used for the
action.
G Results of administrative actions is either S, %2 or F (sometimes with a «).
G.1 Usual meaning of these are:

S The action is a Success.

"2 The action may be successful. Roll 1d10 and compare with the FTI of the country (special FTI may apply). If the

roll is less or equal than the FTI, treat as S, otherwise, treat as F.

F The action is a Failure. The money for the investment is lost but nothing happens.
G.2 Check each specific action for the precise explanation of the results. They may differ from the general case
explained here. Especially, Technology improvement uses a different mechanism to read its result.

Die | 4 -3 -2 A 0 1 2 3 4

<1 Fx Fx Fx Fx Fx F« F F F
2 Fx» " Fx F« Fx F F % % Vx
3 F«+ 'Fx F« F oo o Vo Vex U
4 F« " Fx F Voo Voo Voo Vex Vax o Vax
5 Fsx " F % % Y% YVx Vo YVax S
6 F % Y% Y Yx YVax Y S S
7 Yo Yoo Vax Vo Yx S S S S
8 o VxS S S S S S S
9 Vox S S S S S S« S S

>10 | S S S+ S« Sx S« Sx S+ Sk

Ya. If 1d10<FTI — “S’, else “F" (special FTI may apply)
Native attacks: if unmodified die on COL attempt is 1 or 2
and 1d10<TOLerance — Attack of Natives on target province

Table VI.1: Administrative Actions
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VI.2.2 Counters limitation

A The number of COL, TP, MNU and TF counters that a country may have in play at a given time is limited.

A.1 This is a limit on the number of counters, each of them may have any number of level in it (within the allowed values
for this counter: 1 or 2 for MNU, between 1 and 6 for the others).

A.2 The limit of MNU (only) may be exceeded as per Section 11.4.3.2 (Exceeding Limits in MNU).

A.3 The limit of TF is usually the number of counters provided by the game (exception: SUE), while the limit of COL
and TP evolves as the game goes and can be found in the country tables (see Section 11.4.3.1 (Period limits table)).

B If, for some reason, a country has more counters of one type that allowed, it must immediately remove the exceeding
ones (at controlling player’s choice).

B.1 Counters lost that way are simply removed from the map. The levels in them are lost and nothing is gained in
exchange of this loss.

C A country may not attempt an action that would create a counter of a kind whose limit is reached. For example, a
country having reached its maximum number of COL for the period may try to increase the level of existing ones but it
may not attempt to create a new COL.

C.1 However, it is possible at the beginning of the administrative phase to voluntarily destroy COL, TP, MNU or TF in
order to free counters and use them elsewhere. It must be done before actions are planned (and resolved).

VI.3 Mandatory actions and bankruptcies

VI.3.1 Commercial fleet adjustment

A Temporary losses TF suffer temporary losses from piracy. This is handled by having a maximum level and a
current level.

A.1 The current level represents the current amount of trade a country has in a trade zone.

A.2 The maximum level represents the potential trade that a country will have once the turmoils caused by piracy will
be tamed and repaired.

A.3 Both the current and maximum levels must be kept for each TF (by its owner and on the general TF sheet).

A.4 Both these levels are between 0 and 6.

A.5 The current level may never be larger than the maximum level. If this somehow happens, decrease the current
level to the value of the maximum level.

B Current level Unless specified, when the level of a TF is mentioned in the rules, use the current level.

B.1 Specifically, use the current level for deciding which side (© or @) the counter should be, computing incomes,
deciding monopolies, allocating Trade Centres and modifying TFI actions.

B.2 If the current level is 0 but not the maximum level then the TF still exists: the counter is still here and cannot be
used elsewhere and the TF is considered as present for all effects where presence only (ie whatever the level) affects
game (eg as modifier for TFI or concurrence done by other countries).

C Maximum level The maximum level is used mainly to determine objectives and monopolies for end-of-period VPs
(in order to limit the “end of period” effect of a last turn attack).

D Changing levels Unless specified, any change of level (whether gain or loss) changes both the current and
maximum level.

D.1 Especially, bankruptcies, TFI and competitions affect both the current and maximum levels.

D.2 If this would cause the current level to go below 0, or the maximum level to go above 6, then only the level that
can be affected is modified (eg, if your opponent has a TF with a current level of 0, you can still do competition on it to
decrease its maximum level ; conversely, if one of your TF has a maximum level of 6 and a current level of 2, you can
spend money to do TFI on it and speed up the recovery process).




[R]106 Mandatory actions and bankruptcies

D.3 Only piracy and automatic adjustment (recovery from piracy) may affect the current level without affecting the
maximum level.

E Automatic adjustment Each TF whose current level is smaller than its maximum level increases its current level
by 1 (that is, recovers from previous temporary losses).

E.1 This gain is of 2 levels for a TF that has a maximum level of 5 or 6.

E.2 Notice that this adjustment automatically happens for each TF of each country in each CTZ/STZ. That is, a player
does not have to choose which TF is adjusted and may not transfer adjustment from one TF to another or save it for a
further turn.

VI.3.2 Loan management

A Interests Each country must pay a 10% interests on all ongoing loans.

A.1 For international loans, it is 10% of the original amount, even if it was partly refunded. Note that once the loan is
totally refunded (even before term), it is no more ongoing and does not require paying interests anymore.

A.2 For national loans, it is 10% of the current amount (round up).

A.3 Interests must be paid the turn the loan is refunded (ie refunding loans happens after paying interests in turn order).
This prevents one turn interest-free loans.

B Interests are written on the loan ERS, in line C2 (International loans interests) of ERS and line C6 (National loans
interests) of ERS.

B.1 line C2 of ERS is filled when an international loan is contracted.

B.2 line C6 of ERS is filled at this segment, it is 10% (round up) of line C5 (National loans at start) of ERS.

B.3 The sum of line C6 of ERS and line C2 of ERS is copied in line B26 (Loan interests) of ERS.

C Mandatory refund International loans must be refunded at most 3 turns after they are contracted. If line C3
(International loans refunds) of ERS is not empty, an international loan ends this turn. Write in line B27 (Mandatory loan
refund) of ERS the amount in line C3 of ERS.
C.1 National loans don’t need to be refunded. . .
Example: Loan interests.— At turn 1, POR contracts an international loan of 70 ). It must pay 7 ) interest at turns 2, 3 and
4 and refund the loan no later than turn 4.
Even if POR refund 20 ) of this loan at turn 2, the interests at turns 3 and 4 are unchanged (7 ). However, if POR fully refund
the loan at turn 3 (in this case, by paying the 50 I left from turn 2), then it is no more ongoing and there are no interest to pay
atturn 4.
At turn 1, FRA contracts a national loan of 54 ). At turn 2, it has still 54 £ of ongoing national loans and must pay 6 ) interest
(rounding in disfavour of the player, as always). Then, still at turn 2, FRA decides to refund 30 [ of this loan but contracts a
new one of 83 . At turn 3, it has 54-30+83=107 I of ongoing national loans and must thus pay 11 I of interests. These loans
do not need to be refunded and may well last for the whole game if the player wishes so (but interests must be paid each turn,
actually this represent refunding old obligations and contracting new ones).

D Treasure collapse At this point, if the sum of the RT and the Gross income minus the loan interests and the
mandatory refund is negative, the country suffers a collapse. This usually happens when the RT is highly negative
because of several turns of spending much more than the income.

D.1 In case of collapse, the country must makes a Complete bankruptcy (see Section V1.3.3 (Bankruptcy) below).

VI.3.3 Bankruptcy

A Players decide whether their country attempts a bankruptcy and which kind (small, major or complete).

A.1 In case of Treasure collapse, the country must undergo a Complete bankruptcy (see above).

A.2 Bankruptcies must be declared and resolved before planning administrative actions as their result can prevent
some of them.
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A.3 Bankruptcies are declared and resolved immediately.
A.4 Notice that bankruptcies are declared and resolved after interests and mandatory refund of international loans are
computed, thus one still has to pay those on the turn a bankruptcy is made.

B Complete bankruptcy In case of Complete Bankruptcy, do all the following, in order:

B.1 Set the RT to 0 I} (change the value in line A8 (RT after Diplomacy) of ERS).

B.2 Erase all national loans: Write in line C7 (National loans bankruptcy) of ERS the amount which is currently in line C5
of ERS.

B.3 Erase all international loans: Write in line C4 (International bankruptcy) of ERS the amount of ongoing international
loans (sums of the amounts in line C3 of ERS of all the following turns) and erase any values currently in line C2 of
ERS and line C3 of ERS for the following turns.

B.4 Loss 30VPs.

B.5 Apply the worst possible bankruptcy result: loss 2 Stability; loss either 2 levels of TF or 1 level of MNU (player's
choice when a choice exists); this turn, the country may not attempt domestic actions (DTI or FTI improvement, MNU
placement, Exceptional taxes); the country has 2 TFI actions less than normal this turn.

B.6 Loss 1 level of DTI (unless this would put it below the minimal value of 1).

B.7 Counts as 2 bankruptcies: it will hamper further Exchequer tests for 5 turns.

C Major bankruptcy In case of Major bankruptcy, do all the following, in order:

C.1 Erase loans: choose between erasing all national loans (write in line C7 of ERS the amount which is currently in
line C5 of ERS) or up to 200 [} international loans (write any number between 1 and 200 in line C4 of ERS and diminish
the line C3 of ERS of the following turns by the same amount (may be split among many loans), if this puts the amount
of ongoing international loans at 0 [, erase the value in line C2 of ERS for the following turns). Only one of the two
possibilities can be made with each Major bankruptcy.

C.2 Loss 15VPs.

C.3 Apply the worst possible bankruptcy result: loss 2 Stability; loss either 2 levels of TF or 1 level of MNU (player’s
choice when a choice exists); this turn, the country may not attempt domestic actions (DTI or FTI improvement, MNU
placement, Exceptional taxes); the country has 2 TF| actions less than normal this turn.

C.4 Counts as 1 bankruptcy: it will hamper further Exchequer tests for 5 turns.

D Small bankruptcy In case of Small bankruptcy, do all the following, in order:
D.1 Determine amount: choose the amount of national loan erased, between 1 and 200 I). This amount may not be
larger than the current amount of national loans (line C5 of ERS). Write this amount in line C7 of ERS.
D.2 Determine effects: roll 1d10 and add the following modifiers:
+ADM ADM of the monarch;
+STAB Stability of the country (may be negative);
+1 if the country has a Stock Exchange (HOL after event Il1-2 (Amsterdam Stock Exchange) or ANG after event IV-8
(1) (Creation of the London Stock Exchange));
-3 if attempting to cancel strictly more than 100 i of loan;
-1 per MNU counter above the limit;

+? per event or other special rules.
Find the result in the first column of table VI.2 (Bankruptcy Roll) to determine the line in which effects are read. All

effects are applied.

D.3 Loss Stability: According to the effect, a certain amount of Stability may be lost.

D.4 Loss TF: According to the effect a certain number of TF levels may be lost by the country. These may be lost in
any STZ or CTZ. If the resultis 10 or less, the player may choose to loss 1 level of MNU instead of all the levels of TF if
the choice exists (that is, it is not possible to choose to “lose” 1 or 2 levels of nonexistent TF in order to save a MNU, if
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the country has less levels of TF than what must be lost and the result is 10 or less, one level of MNU must be lost).
However, if the country has no TF and no MNU (or no TF and the result is 11 or more), then nothing is lost.

D.5 Loss actions: According to the effect, a certain number of TFI are lost for this turn only (if this is more than the
allowed number of actions in a given turn, no TF are allowed this turn but there is no “carry over” of lost actions to the
next turn). If the result is 14 or less, in addition, the country may not do any domestic operation this turn (DTI or FTI
improvement, MNU creation or Exceptional taxes).

D.6 Loss 5VPs.

D.7 Counts as 1 bankruptcy: it will hamper further Exchequer tests for 5 turns.

Playing tip: Bankruptcies affect the Exchequer test for the next 5 turns. In order to remember this, one can put a
small « in line A14 of ERS of the next 5 tumns.

Example: Bankruptcy.— At turn 10, with 150 ) of national loan, more than its income, RUS tries a bankruptcy. The monarch
is Ivan IV who is not afraid to take money from its boyars without asking; he has an ADM of 6. RUS decides to do a small
bankruptcy in order to “erase” all the debt (150 f). RUS has a Stability of 2.

Thus, the die roll is modified by +6 (ADM of Ivan IV) +2 (Stability) -3 (larger than 100 §) bankruptcy) = +5. RUS rolls 7 for a net
result of 12. Looking in the table in the line “11-14”, RUS lose 1 Stability (going to 1), 1 TF level (but since it has none, nothing
is lost), 1TFI for this turn (again not a loss since RUS has no TFl in period Il) an may not do any domestic action for this turn.
If the die roll had been 4, and the result 9, then RUS would had to choose between losing 1 TF level or 1 MNU level, and since
it has no TF at this point, it would had to lose 1 MNU level.

1d10 | Stability | TF | Actions
+mod. lost lost lost
<1 2 2t | 2TFI,
2-5 2 17| 2TFI, «
6-10 -1 1t 1TFI, «
11-14 -1 1 1TFI, «
16-17 -1 0 ATFI |*or one level of MNU (player's choice)
18+ 0 0 0 » No Domestic Action: no Exceptional taxes nor DTI, FTI, MNU.

(Test: 1d10+ADM MonarchzStability|

+1 has a Stock Exchange

-3 if larger than 100 ) Small Bankruptcy

-1 per MNU counter above limit

+ per event (HIS: +1 if Expulsions)
(Types of Bankruptcy|
Small (up to 200 [ National Loan): test (-5VPs?)

Major (all National Loans or up to 200 ) International Loan): lose 15 VPs, apply the worst result
Complete (all Loans, RT=0): lose 30 VPs, automatically worst result , DTI -1, counts as 2 Bankruptcies

Table VI.2: Bankruptcy Roll

E Results of the bankruptcy are applied immediately, especially before any administrative action is planned.

E.1 Since the modifiers for some actions depends on the Stability, the levels of TF or of MNU, this may have an impact.
E.2 Moreover, knowing which TF are lost might give another country trade opportunities (at monopolies or Trade
centres) and thus affect the choice of actions and not only their resolution.
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Playing tip: Complete and Major bankruptcies are very costly and should be avoided. . . But sometimes it's better to
hang the bankers rather than curse the debt.

Small bankruptcies can be done quite frequently. Especially with a good monarch. Felipe Il made a huge use
of bankruptcies during his reign to avoid paying the bankers. With a good monarch and a good Stability, a small
bankruptcy can be almost harmless and a huge relief for the budget. However, a backfire is always possible, so don't
try them during wars.

The loss of TF and TFI make small bankruptcies quite costly for the commercial powers (such as ANG or HOL),
especially during the periods where the Trade centres are disputed. On the other hand, powers such as RUS or POL
will usually not loss much more than 1 Stability. Beware that a poor result (below 10) will still cost them 1 MNU which
can be very expensive for these countries with less means to build new ones.

Bankruptcies hamper the Exchequer test, but loans also do (and they cost money each turn in interests). So, using
small bankruptcies is often a good way to manage loans. . . Don't hesitate to borrow some money from your nobles
when in need (at war, usually), even if you don't intend to repay them. But take into account the fact that you will
need some time at peace in order to do your bankruptcies in a good situation (and to refund other loans if wanted).
Moreover, the Economical system works better if you have a small amount of loans all the time, so take that into
account when deciding whether to go bankrupt or not.

VI.4 Choices of actions

A All players simultaneously chose which administrative actions they wish to perform. The description of actions is
done in the following Sections (from Section V1.5 (Loan refund) to Section V1.8 (Other administrative operations)).

A.1 Each planned action is written down. Even if the explanation of the resolution of the action is done together with
the explanation of the action itself, resolution occurs only when all actions have been planned.

B Maintenance and recruitment of troops and fortresses is also part of the administrative actions. Even if they have
their own description later and their own Segments in the turn sequence, they must be planned as other actions.

VI.5 Loan refund

A Countries may refund loans. Either national loans (this is never mandatory) or international loans before they come
to term.

B National Loans Choose the amount of refund you want to do. It must be smaller than the current amount of National
Loan (difference between line C5 of ERS and line C7 of ERS).
B.1 Write this amount in line C8 (National loans refunds) of ERS.

C International Loans Choose the amount of refund you want to do in advance. It must be smaller than the current
amount of International Loans (the total of line C3 of ERS for all the following turns, but not the current one).

C.1 Write this amount in line C3 of ERS, adding it to the current value if any.

C.2 Decrease the values in line C3 of ERS by the same total amount, distributed as wanted among all the following
turns.

C.3 If this put one value to 0 I, decrease the value of line C2 of ERS by 10% of the initial amount of that loan, for all
the turns between the current one (excluded) and the last turn of the loan (included).
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D Write in line B29 (Optional loan refunds) of ERS the sum of line C3 of ERS (the part that was not taken into account
in line B27 of ERS) and line C8 of ERS.

Example: Simple loan: contracting the loan.— At turn 1 (during the Budget phase), FRA contracts an International Loan of
100 ). As per §D (International Loans) of Section XI.4.1 (Expenses), it writes 100 ) in line C1 (New International loan) of ERS
of turn 1 (new money), 100 ) in line C3 of ERS of turn 4 (refund in 3 turns) and 10 ) in line C2 of ERS of turns 2, 3 and 4. The
loan ERS of FRA is:

Turn 11 2| 3 415
C1 (new) 100

C2 (interest) 10 | 10 10

C3 (refund) 100

Example: Simple loan (cont.): partial refund.— At turn 2 (during the Administrative phase), FRA decides to refund 40 b of
this loan. Thus, it write 40 in line C3 of ERS of turn 2 and decrease line C3 of ERS of turn 4 by the same amount (leaving 60).
Since the loan is still ongoing, the interest are not changed. The loan ERS is now (with changes in red):

Tumn 1 2| 3 415
C1 (new) 100

C2 (interest) 10 | 10 10

C3 (refund) 40 10060

Note that the interests do not decrease if the capital does not reach 0.

Example: Simple loan (cont.): term.— Suppose that FRA does not refund its loan at turn 3. Then, at turn 4 its loan ERS is
still:

Tumn 1 2] 3 415
C1 (new) 100

C2 (interest) 10 | 10 10

C3 (refund) 40 16060

Thus, FRA has no choice and must refund now the 60 ) of capital still due (in addition to the 10 ) of interests).

Example: Simple loan (cont.,): complete refund.— Suppose now that at turn 3, FRA decides to refund the last 60 ) of the
loan. Thus, it writes 60 in line C3 of ERS of turn 3 and decrease line C3 of ERS of turn 4 by the same amount. Since this
amount reaches 0 f), the loan has been entirely refunded and no more interests shall be paid. Thus, FRA erases line C2 of
ERS for turn 4 only (all the turns between 3 excluded and 4 included). The loan ERS looks like:

Turn 1 2| 3 415
C1 (new) 100

C2 (interest) 10 | 10 100

C3 (refund) 40 | 60 | 160600

Note that interest must be paid on the turn where the capital is refunded. Note also that if FRA did not remember the initial
amount of the loan (typically because another loan is ongoing), it can always find it by looking back at line C1 of ERS 3 turns
before the term that was just erased.

Design note: Most practical cases fall in the previous examples. The following example is an extreme case that
almost never happens.

Example: Double loan: contracting the loans.— At turn 1, POL contracts a 50 ) International Loan and at turn 2 another
60 ) one. Thus, it's loan ERS is as follows:

Turmn 1 2 3 41 5
C1 (new) 50 | 60

C2 (interest) 5| 811 | 511 6
C3 (refund) 50 | 60
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Example: Double loan (cont.): partial refund.— At turn 3, POL decides to refund 60 ) of international loans. Thus, it writes
60 in line C3 of ERS of turn 3. POL now has to decrease the amount of ongoing loans (that is, line C3 of ERS of future turns)
by 60. It may choose to either refund the first loan and part of the second, or refund the second, or refund part of both (probably
not the best solution). POL chooses to refund the second loan. This will remove more interests (two turns), but also means that
the first loan will have to be refunded at turn 4.

Thus, POL sets line C3 of ERS of turn 5 to 0. This is a 60 f) decrease, hence no other action is needed on that line. Since a
loan has be entirely refunded (set to 0), its interests also have to be removed. Thus, POL removes 6 from line C2 of ERS of
turns 4 and 5 (between now and the term of the loan). The loan ERS is:

Turn 1 2 3 4 5
C1 (new) 50 | 60

C2 (interest) 5| 811 | 15 | 6
C3 (refund) 60 50 | 60

Example: Double loan (cont.): partial refund.— Suppose that instead of refunding the second loan, POL chooses to refund
the first one completely as well as 10 ) of the second one. Since the second loan is still ongoing, its interests have to be paid
in full and the loan ERS is:

Turn 11 2 3 4 5
C1 (new) 50 | 60

C2 (interest) 5| 811 | 8116 6
C3 (refund) 60 50 | 6050

There are more interests to pay, but the final refund is later. Thus, it is not clear which solution is the best, and it may depend
on the situation. Typically, if POL is planning to be at war at turn 4, it may be best not to have a refund scheduled at the same
time.

VI.6 Domestic operations

A Each country may attempt at most one Domestic operation each turn.
A.1 Bankruptcies may prevent countries from doing any Domestic operation at a given turn.

VI.6.1 Manufacture creation

A The operation of MNU creation uses column ADM +DTI-9+Investment.
A.1 The following modifiers to the die-roll are used:

+? Stability of country

-1 For HIS if inflation level is 10% or more.

+2 For ANG, from period VI onward.

+7? By event
A.2 Ifthe resultis a “S”, then one level of MNU is gained. One can either turn a counter on its second level side, or take
a new MNU counter.
A.3 The place where the MNU is built must respect the location restrictions (below).
A.4 For limits on the number of counters, see Section 11.4.3.1 (Period limits table) and Section 11.4.3.2 (Exceeding Limits
in MNU).
A.5 If the result is “F”, nothing happens (and the money is lost).
A.6 If the result if “%2", use the normal procedure: roll 1d10 if the result is less or equal than the FTI, treat as “S” if larger
than the FTI, treat as “F”. Note that FTI is used even if it played no other role in this operation (ie it is not used to
compute the column, only to resolve '%).
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B Manufacture placement The MNU has to be placed on the European map, in a province which is both owned and
controlled. Some kind of MNU have specific locations:

B.2 Wood MNU must be put in a wooden province (either sparse or dense forest). By exception, ANG must put it
preferentially in IRELAND (but may move it elsewhere if it loses the province), and TUR is allowed to put it in Lubnan.
B.3 Salt MNU must be put in a province with a Salt resource in it.

B.4 Fish MNU must be put in a coastal province.

B.5 Art MNU must be put in a province with an income of 5 or more.

B.6 Only one MNU may be put in a single province, unless the country does not own sufficiently many provinces.

B.7 Relocating a MNU is possible only if the province is ceded or conquered. In this case, simply take the counter and
place it in another legal province.

Example: Developing MNU.— At turn 1, POR wants to develop a MNU (either to switch one of the two existing one from side
© to side @ or to create a new one). It has a DTI of 3 and the monarch has an ADM of 8. Thus, the base column is 8+3-9=2.
Depending on the investment (30, 50 or 100 ), the final column will thus be 2, 3 or 5.

Spending 100 f) would be quite a waste since column 5 does not exist. POR may choose to either spend 50 i and roll on
column 3 or to spend only 30 £ and roll on column 2. The difference between the two columns is a % changed into a S, that is
roughly 10% more success. However, with a DRM of +3 for its Stability, POR things that the odds are already pretty good and
spending more money is useless. So he decides to only spends 30 I on this action.

Design note: Note that is it usually better in term of overall probabilities of success to attempt several similar actions
with a Small investment rather than a single one with a higher investment. This is especially true for external actions
(because there is no real limit to the number of levels of TF or COL that one country may have, thus even in case of
success you will do the action another time the next turn) but stay true for domestic ones. Making several actions,
however, takes more time and if one needs the result immediately, a high investment can be a good idea.

Typically, in this case, with a Small investment (column 2 at +3 with 2 FTI) POR has 76% of success, with a Medium
one (column 3), this goes to 84% and to 92% with a Strong one. Thus, for the same amount of money (100 [, that
is 3 Small investments, 2 Medium or 1 Strong), the average number of MNU created would be 0.92 with Strong
investments, 1.68 with Medium investments and 2.28 with Small investments.

Example: Developing MNU (continued).— So, POR decides not to spend too much money at once and do a Small
investment, resulting in a column of 2, with a final DRM of +3 for Stability. He rolls the die for a result of 3, modified to 6. In
table VI.1 (Administrative Actions), cross-referencing column 2 and line 6 he reads the result of %. So he must roll 1d10 under
the FTI. Since this is a domestic operation, special FTI does not apply and the FTI of POR is only 2. Rolling another die gives
1, less than the FTI, thus the operation is a success. POR may either flips one of the two existing MNU from side © to side @
or take another MNU counter and put it on side ©.

Playing tip: The risk for exceeding limits of MNU is only checked at the beginning of a turn, before the administrative
phase. Thus, at the last turn of a period, if your limit in MNU increase in the following period, you may attempt a MNU
creation at no risk.

VI.6.2 Trade index improvement

A The improvement of either FTI or DT uses column ADM-9+Investment.
A.1 The following modifiers to the die-roll are used:

+? Stability of country

-1 For HIS if inflation level is 10% or more.

+2 For ANG, from period VI onward.

+? Bv event
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A.2 A"S"is a success, and the FTl or DTl increases by 1.

A.3 A“F”is afailure and nothing happens.

A.4 A“Y5"is resolved as normal: roll 1d10 and treat as “S” if less or equal than FTI, “F” otherwise.
A.5 For limits, see Section 11.4.3.1 (Period limits table).

B Other Trade Indexes Some countries (POR, RUS, HIS, HOL) have two FTI: one reserved for some operations in
the ROTW, and one for all other operations.

B.1 The specific FTI can be used in all covered administrative operations instead of the normal FTI, to determine the
column as well as for the case where a %z is obtained.

B.2 Improvement of the FTI does increase the two values; that is, consider the special FTI to be “regular FTI +n” rather
than a value by itself.

B.3 However, it is possible to increase the special FTI only (to avoid going over the limit of regular FTI). This is done
by a regular FTI improvement action.

B.4 Conversely, if the special FTl is already at its maximum, increasing the regular FTI does not change it.

Example: Increasing FTl.— At turn 1, RUS has a FTI of 1. Since this is also its limit for the first period, it may not increase it.
However, RUS has a special FTI with a limit of 3 for period I. Thus it may attempt to increase its special FTI. With a ADM of 6,
this gives a base column of -3 before investment. The DRM is +2 (+3 for Stability but -1 for Russian under-development before
Let's suppose that by the end of period V, RUS managed to increase its special FTI to 4 (the regular one is still at 1 since this
is the limit). At the start of period VI, the Russian limit for FTI becomes 2. Thus, RUS may increase its regular FT to 2. In case
of success, this also increases the special FT to 5.

However, since the special FTl is already at its limit of 5, it does not change.

Playing tip: Since the DTI improves the column for MNU creation, it is easier to first improve DTl and then try to
improve MNU. But MNU provide more advantages than simply money and you may want then asap.

VI.6.3 Exceptional taxes

A Condition In order to raise Exceptional taxes, a country must both:

A.1 be at war (including civil or religious wars but excluding overseas wars and mere interventions) and

A.2 be able to pay the eventual cost in Stability (see below). That is, a country at -3 Stability may not raise exceptional
taxes unless these don't cost a loss of Stability.

B Loss of Stability A country raising exceptional taxes immediately loses 1 Stability unless both of the following
conditions occur:

B.1 The country is involved in at least one regular war (ie neither civil nor religious nor overseas, interventions don’t
count) and

B.2 At least one national province is either controlled or besieged by an enemy in this war.

Design note: In other words:

+ Oversea wars don't allow one to raise exceptional taxes because the people won't see the need of raising funds to
defend a few acres of snow.

+ Religious or civil wars allow to raise taxes but this always causes turmoil (loss of Stability) because there is always
an opposite faction within the country to disagree with the need.

+ “Normal” wars allow to raise taxes and if a province is occupied the people even see that the nation is in danger
and everybody gladly gives money for war effort without second thought.

« If you're not able to pay for the Stability cost, that means that the country is so wary of the war that people can't and
won't do more efforts. . . except in case of great danger (where you don't need to loss Stability).
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C To proceed with the taxes, the player announces he will perceive the taxes, and his country loses 1 Stability level (if
needed). The decrease in Stability occurs immediately at the beginning of the administrative segment (hence, before
any other administrative action is resolved).

C.1 The modifier is obtained by adding the ADM of the monarch, the value of Stability level multiplied by 3, and other
possible modifiers (from events). It is written in line B39 of ERS and copied in line A11 of ERS.

C.2 Only at the end of turn (after expenses. . . ) will the real amount of the taxes be known. It will be obtained by rolling
1d10, adding the previous modifier, and multiplying this sum by 10. This number of [ is added to the RT in line A12
(Exceptional taxes) of ERS.

C.3 The result could be negative, with a low Stability.
C.4 See Section XI.2 (Exceptional taxes) for the details.

D Remember: do not roll for exceptional taxes during income. Only write down the modifier. The exact roll will happen
at end of turn, once expenses are planned. Thus, one can only get a rough estimate of this amount and must spend
money according to this estimation.

Example: Good taxes.— At the beginning of the Seven Years War, Friedrich Il decides to gets extra income to prepare the
invasion of Saxony and raises exceptional taxes. The Stability of PRU is +3 (as the war was declared with a free CB), so PRU
is allowed to raise taxes. It immediately loses 1 Stability.

The ADM of Friedrich Il is 9, the Stability of PRU is now 2 (3-1). Thus, the modifier is 9 (ADM) + 3 x 2 (Stability) = 15, written
in line B39 of ERS and copied in line A11 of ERS. At the end of the turn, PRU checks the precise amount of the taxes by rolling
1d10 and gets 7. Thus, the final amount is 10 x (7+15) = 220 ). All in all, a good operation, but things could not go wrong with
high Stability and ADM.

war in Bohemia did not went that well and war weariness took its toll, thus decreasing the Prussian Stability to 0. Friedrich Il
decides to raise exceptional taxes again. Since one national province (Brandenburg) is currently besieged by Russian troops,
there is no need to loose Stability. Hence the modifier for the taxes is 9+3x 0=9. This still guarantees a good income (at least
100 ).

Example: Bad taxes.— During the French wars of religion, the French monarchy is desperately looking for money to fund its
campaigns against the Huguenots and repeatedly summons the Etats Généraux in successive attempts to increase taxes.
The French king, Henri lll has an ADM of 6. and FRA has a Stability of -2 due to the already long turmoil. Since it can loss
1 Stability, FRA is allowed to raise exceptional taxes. Then compute the modifier of 6 (ADM) + 3 x -3 (Stability) = 6 - 9 = -3.
Write this on the ERS.

At the end of the turn, the exact amount of taxes is computed. Rolling 1d10 gives only 2, for a final amount of 10x (2-3) =
-10f). .. FRA actually has to pay some money as result of this operation (representing cost for gathering members of the Etats
Généraux and to send tax collectors without a large success). Note that it is not possible to renounce this “tax” once the result
is known, so better check the modifier before deciding and estimate risks cautiously.

move, Henri lll decides to assassinate the League leader, Guise. This creates such a turmoil that the Stability of FRA goes to
-3 and a new religious war erupts.

controlled but this does not provides “cost-free” taxes during religious wars (many people supported the late Dukeof Guise and
are rather reluctant to help fund the war against his followers. . . ) So, exceptional taxes are not possible until FRA somehow
manage to raise its Stability.
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VI.7 External Operations

VI.7.1 Trade fleet Implantation

A Commercial Fleets The operation of Trade fleet implantation targets a STZ/CTZ. Then, use base column FTI-
#Fleets+Investment.
A.1 See the access limitations in Section V1.7.4.1 (Trade fleet) for restriction on the seas that may be targeted.
A.2 #Fleets is the number of foreign commercial fleets in the targeted STZ/CTZ, whatever their side.
A.3 When targeting its CTZ, a country adds its DT to the initial column.
A.4 When targeting the CTZ of another country, the DTI of the owner of the CTZ is subtracted from the initial column.
A.5 POR and HOL (after creation of the VOC) use their special FTI if targeting a STZ in the ROTW, both for column
computation and to resolve %2.
A.6 The following modifiers to the die-roll are used:

+1 If attempting country’s TF is already @.

-1 If at least one PIRATZ P is present in the STZ/CTZ.

-1 If there was at least one battle or P (from any country, including the one attempting the action) during the previous

turn in the targeted STZ/CTZ.

+7? By event.
A.7 Aresult of “S” increases the level of the TF by 1. If this is the first level, put a counter in the STZ/CTZ (beware that
the number of counters is a restriction on the number of TF a country may have, and some countries have other limits).
If the TF reaches level 4, turn the counter on its @ side. A TF may never have more than 6 levels.
A.8 See §D (Fleets) of Section V1.8.2.2 (Automatic competitions) if two fleets are @ in the same STZ/CTZ or when one
TF reaches level 6.
A.9 Aresult of “F” is a failure: nothing happens but the money is lost.
A.10 A result of “¥%2" is treated as normal: roll 1d10, if less or equal than FTI (use special FTI if allowed), treat as “S”,
otherwise, treat as “F”.

Example: TF implementation.— At turn 1, ANG wants to increase its trade in the Baltic sea and attempts a TFl in
STZ Baltique. The base column is 2 (FTI) - 4 (for the presence of 4 others TF: HOLLANDIA, DANIA, HANSA and SUECIA) = -2, the
DRM is 0. Maybe, trying to raise the FTI first could be a good idea.

At turn 1, VEN wants to increase its trade in the Adriatic and attempts a TFl in CTZ VENETIA. The base column is 3 (FTI) + 3
(DT, since the target is its own CTZ) = 6 which is thresholded to 4 (the maximum possible) and the DRM is +1 because the TF
is already @®.

At turn 1, TUR wants to try and steal the Venetian trade in Adriatic and attempts a TFl in CTZ VENETIA. The base column is 2
(FTI) - 3 (DTI of VEN since the target is someone else CTZ) -1 (for the presence of the Venetian TF) = -2 and the DRM is 0.

VI.7.2 Colonies

VI.7.21

A Colonisation The operation of Colonisation targets a province in the ROTW that does not already contains a foreign
COL, a Minor establishment or a Pirate haven. Then use column FTI-Difficulty+Investment (where Difficulty is the
Difficulty value for the Area).

A.1 See the access limitations in Section VI1.7.4.2 (Pioneering [TBD]), Section VI.7.4.3 (Inland advance) and Sec-
tion VI.7.4.4 (Native empires) for restriction on the provinces that may be targeted.

A.2 Countries with a special FTI use it, both for column computation and to resolve .

Normal procedure
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A.3 The following modifiers to the die-roll are used:

+2 If the province has been pacified (all natives killed).

-1 If at least one battle occured in the Area during the preceding turn.

+2 If it is the improvement of an already existing COL.

-3 For the first ever colonisation attempt by the country during the whole game.
-2 For the second colonisation attempt (see above), if the first was a failure.

-1 For the third colonisation attempt (see above), if the first two were failures.
+7? By event.

A.4 Use also one (and only one) of the following modifiers:

+M Manoeuvre of a & (or half manoeuvre of a &) or a € in the province.
+B Bonus of a Mis in the province.
+1 If a # is in the Area.

A.5 Aresult of “S” increases the level of the COL by 1. If this is the first level, put a counter in the province (beware that
the number of counters usable during each period is restricted). If the COL reaches level 4, turn the counter on its @
side. A COL may never have more than 6 levels.

A.6 Aresult of “F” is a failure: nothing happens but the money is lost.

A.7 A result of “4" is treated as normal: roll 1d10, if less or equal than FTI (use special FTI if allowed), treat as “S”,
otherwise, treat as “F”.

B An unmodified result of 1 or 2 (even if the action is a success) requires a second roll of 1d10: if it is strictly less than
the Tolerance value for the Area, the natives are immediately activated and will attack during the redeployment phase
(as per Section X.2 (Attacks by Natives)).

B.1 Note that Area with no Tolerance (eg in AMERICA) are not subject to this critical failure.

C Special cases

C.1 If per chance several players choose the same province for a first COL implantation, they will do an automatic
competition between their COL. Resolve it as automatic competition between TP with the loser(s) losing 1 level of COL
until only one country still has levels here. See Section VI.8.2.2 (Automatic competitions).

C.2 If the province was occupied at the beginning of the administrative phase (either by a fort, or military forces, or a
TP of another country), the implantation gives an Overseas CB to this country (even in case of failure). By exception,
this CB is used at the end of the administrative phase. Minors never use this CB.

C.3 IfaCOL is successfully created and survives automatic competition, enemy Forces in the province are immediately
repatriated to the nearest TP or COL using the peace evacuation procedure (see §D (Peace Evacuation) of Section XII.3.7
(General Consequences of the Peace)), an enemy fort or TP in the province is destroyed.

C.4 There is a rule to transform a TP in a COL if a city is present in the province. See below.
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Example: Developing COL.— At turn 1, POR wants to raise its COL of La Praya in CABO VERDE. The Difficulty is 3, the FTI
of POR is 5 (special FTI for the ROTW) and POR chooses to make only a small investment. Thus the base column is 5 (FTI) -
3 (Difficulty) = 2. There is a +2 DRM because the COL already exists.

POR rolls a 2 for a net result of 4, in column +2 this gives a %. So POR has to roll lower than its FTI (use special FTI again)
and rolls a 6. This is a failure; the COL gains no level but the 30 ) of the action are lost. It is an unmodified die roll of 1 or 2 and
can thus activate natives! But since there is no Tolerance in CABO VERDE, it has no impact.

On turn 2, HIS has left Colon (& <R> H 6.1.1 [T1-T3]) in CuBA and wants to create a COL in the rich new World. The FTI of
HIS is 2, the Difficulty of the Area is 3. This gives a base column of -1. Since HIS wants a base in America has soon at possible,
it does two COL actions there and each of them with a Medium investment (50 ) to roll on column 0 (which has one less F
than column -1).

There is a +3 DRM for the MAN of Colén (halved on land for &). Since HIS has not succeed in any COL attempt in the game,
one of the attempts (player’s choice, but in this case it is not important since they are otherwise the sames) will be the “first
one” and suffer a DRM of -3 while the other only has -2. Note that since all actions must be scheduled before any is resolved,
the second malus will stay even if the first attempt is successful (the worst case for the player applies).

So, the first attempt is in column 0 at 0. HIS rolls 6 and gets %, a second roll of 4 is larger than the FTI, thus it is a failure.
The second attempt is still in column 0, but at +1. HIS rolls 7 for a net result of 8. It's a success! A COL of level 1 is put in the
province and HIS won't suffer the “first attempts” malus anymore (on following turns).

Playing tip: The MAN of a © is very important for creating COL (and TP). Indeed, each point of MAN is basically
10% more chances of success. So, at the end of a turn, you have to think in advance to where you'll want to colonise
on the next turn and place your leaders there.

For countries with many good € (HIS, POR and in a smaller measure HOL then FRA), correct placement is the key
to a very fast grow of the colonial empire at small cost. Since even in column -4 there is a success, with a ‘& with a
MAN of 5, this means 60% chance of S (plus some other for the %). . .

On the other hand, countries with less & (ANG) will sometimes need several actions to put a COL. The bonus for an
existing COL will help them to concentrate on existing establishments, but spreading the empire is harder and must
be done either with the few & you'll get or with massive amounts of money (Large investments).

The malus for first attempts is very painful, especially with no & to overcome it. Basically, unless you have someone
competent or vast amount of money at your disposition, consider that there is a 90 [ “fee” to enter the colonial game
and that the first three attempts are wasted in paying it. A good surprise may arise.

VI.7.2.2 Transforming a trading-post in a colony

A ATP in a province with a city or with a mission can be turned into a COL following this procedure:

A.1 The MAJ announces this during the diplomatic phase.

A.2 The MAJ must declare war (overseas or regular) to the ROTW minor country owning the Area (if any). If already at
war against it, there is no need to declare a new war.

A.3 The natives of the province are automatically and immediately activated and will attack at the end of the turn as
per Section X.2 (Attacks by Natives)).

A.4 The country must spend one COL action with strong investment (100 I}) during administrative phase. There is no
die roll to resolve this colonisation attempt.

A.5 The city must be controlled at the end of the military phase (either taken this turn or a previous one). The fortress
level used for the defence against the native attacks is the better between the one of the TP and the one of the city.
A.6 If, after the native attack, the TP still exists and the city is controlled, the TP is turned into a COL of the same level
as the TP. The fortress level used for the COL is the maximum between the fortress of the city and the one of the TP
(put a fortress counter for free is needed).

A.7 If a mission was used to convert the TP to a COL, there is no need to capture the city (if any), but the mission can
never be removed unless the COL is lost.
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B Bengal If MoGoLis IMP. own the BANGLA, and some country has a AT with them, the transformation of a TP in a
the city, nor for the presence of forces in the province to do it, and troops of MoGOLIS IMP. do not participate in the
indigenous attack at the end of the turn (see also §F (Development of trade in India) of Section 11.8.3 (Exploitation of
Exotic resources)).

B.1 Note, however, that the presence of a COL afterwards can still trigger reaction of MOGOLIS IMP. as per Section IV.4.4.4
(Mogolis Imp., Siberia, Sudania, Durranis Imp.).

Great Mughals)).

VI.7.3 Trading posts

A Trading posts The operation of Trading-post establishment targets a province in the ROTW that does not already
contains a foreign COL. Then use column FTI-Tolerance+Investment (where Tolerance is the Tolerance value for the
Area, use Difficulty if the Area has no Tolerance).
A.1 See the access limitations in Section V1.7.4.3 (Inland advance) and Section V1.7.4.4 (Native empires) for restriction
on the provinces that may be targeted.
A.2 Countries with a special FTI (except HIS) use it, both for column computation and to resolve %.
A.3 The following modifiers to the die-roll are used:

-1 Per TP of another country in the Area.

-1 If target already enemy occupied (fort, forces, TP).

+2 If the province has been pacified (all natives killed).

-1 If at least one battle occured in the Area during the preceding turn.
A.4 Use also one (and only one) of the following modifiers:

+M Manoeuvre of a Conquistador or a Governor in the province.

+B Bonus of a Missionary in the province.

+1 If a Governor is in the Area. o ) ) )
A.5 Aresult of “S” increases the level of the TP by 1. If this is the first level, put a counter in the province (beware that

the number of counters usable during each period is restricted). If the TP reaches level 4, turn the counter on its @
side. A TP may never have more than 6 levels.

A.6 Aresult of “F” is a failure: nothing happens but the money is lost.

A.7 A result of “4" is treated as normal: roll 1d10, if less or equal than FTI (use special FTI if allowed), treat as “S”,
otherwise, treat as “F".

B Critical failure A result of “F«" means that in addition to the failure, the natives are immediately activated and will
attack during the redeployment phase (Section X.2 (Attacks by Natives)). A result of “F” means a simple failure.

C Special cases

C.1 If per chance several players choose the same province for a first COL and a first TP implantation, and both
succeed, the TP is eliminated.

C.2 If the target province contains several TP at the end of the round, there will be an automatic competition between
the TP of the province.

C.3 If the province was occupied at the beginning of the administrative phase (either by a fort, or military forces, or a
TP of another country), the implantation gives an Overseas CB to this country (even in case of failure of if the automatic
competition allows the former TP to stay in place). By exception, this CB is used at the end of the administrative phase.
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C.4 Ifa TP is successfully created and survives automatic competition, enemy Forces in the province are immediately
repatriated to the nearest TP or COL using the peace evacuation procedure (see §D (Peace Evacuation) of Section XI1.3.7
(General Consequences of the Peace)), an enemy fort or TP in the province is destroyed.

D Trading-posts, forts and cities A European fort or TP is considered as a separate place as the city in the same
province. Sieges are made against one or the other (besieger’s choice).

D.1 However, the TP of a ROTW country is considered to be in the city. This means that in order to take military control
of the TP, a power must take the city. This may require being at war against two minor countries (typically in INDIA
where GUZARATE has TP in cities owned by BISINAGAR).

Playing tip: America is meant to be colonised, not to receive TP. So, the missing number in American areas is the
one used for TP. If you don’t remember whether the second or third number should be used for COL or TP placement,
look in America: the missing number is the one to use for TP.

VI.7.4 Limited access to the ROTW

A Trade and colonisation in the ROTW must progress slowly through unknown areas. Thus, itis not possible to colonise
any province nor to attempt trade (with TF) before having strong contacts with natives or colonists.

B Some countries have other specific restrictions on where they may put their establishments. See specific rules for
details.

VI.7.41 Trade fleet

A Caspian sea In order to target the STZ Mer Caspienne for TFI, one must own either the CC Grand Orient, the
CC Mediterrannee, or a province (or a COL or TP) adjacent to the sea (even without port).

B ROTW STZ In order to target a ROTW STZ for TFI, at least one sea zone must have been discovered in the STZ,
and at least one condition among the following must be fulfilled:

B.1 The country has a COL/TP bordering the STZ

B.2 The country has trade rights given by somebody that has a COL/TP bordering the STZ (a minor country that is at
least in MA will give the rights). Once given, the trade rights are removed by trade refusal, or as soon as the minor
country is no more in MA.

B.3 The STZ is either STZ Mer des Canaries, STZ Golfe de Guinée, STZ Mer d’Arabie, STZ Océan Indien or
STZ Mer de Chine and the country has discovered all the sea zones of the STZ (i.e. the sea zone in which is the
symbol, plus all neighboring ones).

C Ifthe condition allowing a new implementation disappears, the TF can no more increase in level through administrative
actions, but remains where it is.

D Competition for trade fleets TF competition can be done if either a TF implementation would be allowed, or if a
TF already exists.

Design note: At least one sea must be known in order to known where to send traders. Then, the other conditions
represent who will trade with you: either your own colonists and merchants, or those of a country giving you trade
rights or those of natives in organised areas once you know the sea sufficiently well.

Example: Access to STZ Mer des Canaries.— Notice that even if STZ Mer des Canaries touches Europe and European
provinces on the ROTW (Agores and Cabo Verde), this is not sufficient to increase its trade there. A COL/TP (such as La
Praya) must be here. Specifically, at turn 1, ANG, FRA, HIS and POR all have a TF in STZ Mer des Canaries but only POR is
allowed to increase it. Other may do it after exploring all the seas of the STZ. Because they have a TF there, ANG, FRA and
HIS may do competition targeting any other TF in STZ Mer des Canaries.
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VI.7.4.2 Pioneering [TBD]

A During periods |-V, a province with a COL of level 2 or 3 may not be the target of colonisation attempts unless one of
the following conditions is verified.

A.1 Provinces with gold mines always ignore this resriction.

A.2 Provinces with missions always ignore this restriction.

A.3 Provinces with arsenals always ignore this restriction.

A.4 If a country benefits from an event E-19 (Rush of colonists), an event E-20 (Refugees), or a Colonial Dynamism
political event (as well as a few other events), it may ignore this restriction for the turn.

A.5 TUR ignores this restriction in Area belonging to Muslim minors (ADEN, OMAN, SOUDAN and, if they still belong to
GUZARATE, GUJARAT and MALACCA).

A.6 SUE ignores this restriction if it has a policy of Overseas expansion.

A.7 HOL may ignore this restriction after event Ill-1 (2) (Vereenigde Oostindische Compagnie) on turns it chooses to
destroy another COL.

VI.7.4.3

A Settlements A province may not be targeted by a COL or TP attempt unless the province has been discovered by
the country, is linked to a province on the European map by a continuous path of known sea zones and provinces (even
if enemy-occupied or through closed straits fortifications), and at least one of the following conditions is true:
The province is coastal and linked by a continuous path of known sea zone to a COL, TP or European province
owned by the country.

OR The province is within supply distance (12MP) by land only of a COL, TP or European province owned by the
country; this path may not go through provinces belonging to a minor, or with any kind of establishment not
belonging to the country (troops do not hamper it)

A.1 No exception.

Inland advance

B Inland advance [TBD ] A province with a COL (any level) may not be targeted by a colonisation attempt unless one
of the following conditions is true:
The province is coastal.
OR The Area contains a COL@® or a mission of the same country.
OR The Area is adjacent to an Area containing a COL® or a mission of the same country.
OR The Area is adjacent to an European province owned by the country.
B.1 No exception.

Design note: Thus, one must first colonise coasts before going inland. Two attempts on an empty province may
raise the COL to level 2 without problem. Notice that to raise a COL with an inland gold mine to a high level, you must
still fulfil this condition (by, typically, building a mission in the Area).

VI.7.4.4 Native empires

A Siberia A province of SIBERIA, east of the Area SIBERIE may not be targeted for TP or COL implementation as long
as the minor country SIBERIA exists. Provinces of Area SIBERIE can be targeted though.

A.1 This restriction is permanently removed when SIBERIA is destroyed (see §C (Siberia) of Section XV.13.4.2 (The
Nordic Orders, Pskove, Rezane, Siberia)).

B Cities A province with a city may not be targeted by a colonisation attempt unless one of the following conditions is
true:

B.1 A COL of the country already exists in the province.

B.2 This is an attempt to transform a TP to a COL as per Section VI.7.2.2 (Transforming a trading-post in a colony).

Administration— military — 2016-07-13 [R121

B.3 The country attempting the action has taken military control of the city (in an Overseas war), and still holds it during
the administrative phase (meaning that the war still is in effect). Note that since the war is still ongoing, the new COL
may well be destroyed by native attacks later this turn. . .

B.4 No (other) exception.

VI.8 Other administrative operations

VI.8.1 Technology

Vi.g.1.1

A The administrative action of raising technology is special because it is done both by the major countries and the
minors countries (or rather the cultural groups). Moreover, some progression may occur due to events as well as in the
administrative phase. Lastly, the Administrative table is not read in the usual way when resolving this action.

A.1 Once everybody has performed its increase technology action (both majors and minors), an adjustment of counters
occurs. Check the precise procedure below and follow it closely. The order in which the adjustments occur is important
and must be precisely respected.

Procedure for technology progression

B Technology: general procedure The improvement of technology is done as follows, each step must be completed
by all countries before moving to the next. Some steps occur both during event and administrative phases while some
occur only during the administrative phase (during the Technology adjustment segment).

B.1 Progression through events (majors and cultural groups, event phase);

B.2 Progression through administrative operations (majors, administrative phase);

B.3 Minor countries progression (cultural groups, administrative phase);

B.4 Cultural groups adjustment (cultural groups, administrative phases);

B.5 Goals adjustment (goals, administrative phases);

B.6 Goals time adjustment (goals, administrative phase).

C Progression When a country or cultural group gains technological levels, advance the corresponding marker (Land
or Naval) in the corresponding box.

C.1 Amarker can never stack with a goal of the same kind (Land or Naval). If a technology marker exactly reaches the
box where a goal is, then it gains one extra level for free and is put just after the goal.

Example: Technological advancement: bonus box.— At turn 11, the Land technology of FRA is at level 20 and the goal
Arquebus at level 21. FRA manages to gain 1 level of Land technology, thus reaching level 21. Since the marker for FRA may
not stack with the marker for Arquebus, FRA gains an extra level for free and is now at level 22.

D Events and majors Follow the text of any event (economical or political) that tells to move some technology markers.
D.1 Major country may progress in technology through an administrative action. See Section VI.8.1.2 (Technology
improvement) for details.

E Cultural groups progression There are four symbols in the turn track: T €, ¥ O When one of these symbols
is in the current turn box, the technology counters (both Land and Naval) for this group advance of 1 box during the
administrative phase.

F Cultural groups adjustment If the technology of a cultural group is 7 or more levels below the technology (of the
same kind: Land or Naval) of a major belonging to that group, increase the level of the cultural group so that it is only 6
levels below the highest major of that group.
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F.1 Remind: POR, HIS, FRA, ANG, VEN, HOL, SUE, AUS, PRU are in the Latin group ; POL is both in the Latin and
Orthodox groups ; RUS is in the Orthodox group and also in the Latin group after its reform ; TUR is in the Muslim group.

Example: Technology: Cultural group adjustment— At turn 11, the Land technology for FRA is at 20 and for the Latin
group at 15. FRA manages to raise its technology to 22. Latin do not increase normally at turn 11. However, at the end of
the administrative phase, the Latin marker is more than 6 boxes below the French one. Since FRA is part of the Latin group,
increase the Latin Land level to 16 (=22-6).

G Goals adjustment At the end of the administrative phase, each goal that was reached during the current phase is
moved down until it is in a box preceding a country or group technology counter or two boxes above another goal of the
same kind.

Example: Blocked by a marker.— At turn, 11, suppose that we have the following positions of markers and goals: Land HIS
at 18, Naval VEN at 19, Land FRA at 20 and Arquebus at 21. FRA tries and manages to raise its Land technology at level 22
thus reaching Arquebus. Suppose that none of the other markers moved (eg HIS missed its action and other countries are too
far away). After all technological improvements, the situation is: Land HIS at 18, Naval VEN at 19, Arquebus at 21 and Land
FRA at 22.

Since Arquebus was reached, it must be moved down at the end of the administrative phase. Since it is a Land technology, it
ignores the Naval marker of VEN (Land technologies always ignore Naval technologies). However, it is stopped by the Land
technology marker of HIS and is thus at level 19.

After adjustment, the situation is: Land HIS at 18, Naval VEN and Arquebus at 19, Land FRA at 22. Now that the French leart
the trace italienne and its art of fortification, the Spanish will be quick to learn on the field and should manage to get Arquebus
on next turn. .. but there will still be five years of technical domination by the French armies.

Example: Blocked by another goal.— Suppose that Renaissance is at level 3 (blocked by the ROTW group at level 2),
Arquebus at level 10 and only the RUS marker, at level 9, is between them. RUS increases its Land technology and gets
Arquebus. Thus the marker must be adjusted down. There are no Land technology marker to block it, but it is blocked by the
goal marker of Renaissance and stays at level 5. The “empty” level 4 is here to force ROTW to access new technologies one
at a time.

H Time adjustment If a goal is available (the current turn is larger or equal to the turn written on the goal counter) and
not blocked by another goal or marker (as above) of the same kind (Land or Naval), the goal is adjusted down by one
level.

Example: Technological goals: Time adjustment— At turn 21, after technology improvement, suppose that the best Land
technology of countries and groups is 27. Since Muskets is available at turn 21 and at level 30, it decreases to level 29. If nobody
manages to raise its technology at turn 22, then Muskets will still be available and ahead of countries, so it will decreases
further to 28.

Then Muskets will be at level 28, blocked by the Land technology of someone at level 27, thus it will stop its time adjustment
(but will do goal adjustment as soon as somebody acquires ).

Example: Technological goals: Blocked by another goal.— Suppose that the ROTW Land technology is at level 2, the
Renaissance at level 3 and Arquebus was adjusted down at level 5 per Goal adjustment. Since Arquebus is available, it
should move down due to Time adjustment. However, it is still blocked by Renaissance (one free box must stay between two
technologies) and stays in place.

Playing tip: Time adjustment only occurs for goals that nobody possess. Indeed, goals reached by someone undergo
Goal adjustment which directly move them down until they are blocked. And since they are blocked, they do not move
by time adjustment any more. So, only the newest technology may undergo Time adjustment.
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Design note: The order in which the different steps occur is very important and should be respected carefully.

Especially:

+ Cultural group adjustment occurs after scheduled progression of groups.

+ Goals adjustment occurs only once per turn (during the Administrative phase) and not each time someone reaches
a goal. So, a country 3 levels behind a goal may not hope for someone else to reach the goal and make it drop
before raising its technology on the same turn (however, this can be done in 2 turns).

To do it properly: at the end of the administrative phase, one player should do the Cultural groups progression followed

by all the adjustments in order.

VI.8.1.2 Technology improvement

A Administrative operation

A.1 Toincrease its technology, a MAJ must do an operation of Technology improvement. Both technological operations
(Naval and Land) can be done each turn but only one may have an investment higher than a Basic investment (either
Naval or Land).

A.2 Resolution The base column for Technology improvement is MIL-9 (minimum -4).
A.3 Add 1 (or 2) bonus column if the country has a MNU of level 1 (or 2) of the adequate type (Metal for Land,
A.4 Then add 1 or 3 columns for Investment as usual.
A.5 The following modifiers to the die roll are used:

+? If the MAJ is late behind its group, +1 per level beyond the fifth (see below).

-1 for TUR, depending of its Military Reforms (see §A.4 (Technology limitation) of Section XV.8.1.2 (Turkish Military

system)).

+? By event.
A.6 When a MAJ is late behind its own group, it receives a bonus of +1 per level beyond the fifth counting from the
marker of its group (Latin for countries belonging to two groups).

B Result of the Technology operation The result depends on whether the next Technology goal is available or not.
B.1 Result “F” is always a failure: the money is spent and no level of technology is gained.

B.2 Ifthe next Technology goal is available, Results “S” or “S+” add 2 levels, Result “2” adds 1 level (no test under FTI);
B.3 Ifthe next Technology goal is not available, Result “S«” adds 2 levels, Results “S” adds 1 level, Result “¥2” is treated
as normal: roll 1d10, if less or equal than FTl treat as “S” (never as “S«”, even if this was a “¥2+"), otherwise, treat as “F”.
B.4 Count Tercios and Galleasses as a “next Technology” (that can be available) for every country even if only HIS
and VEN (respectively) gains the advantage of these technology goals.

Example: Next goal unavailable.— At turn 10, FRA has a land technology of 19, a FTI of 2, a MNU of Metal with two levels
in Champagne and its king is Frangois I°" with a MIL of 9. FRA tries to raise its Land technology. The base column is 9-MIL =0
and FRA has 2 bonus columns for its MNU (notice that another metal MNU would be useless). So, the player decides to only
makes a small investment and roll in column 2. There is no DRM.

FRA rolls 5 and gets %. The next technology is Arquebus, available on turn 11, hence it is not available now and % is treated as
usual. So, FRA rolls another die, gets 2 which is smaller than its FTI, so the result is treated as “S”. Since the next technology
is not available, this only gives 1 level and FRA is now level 20 in Land technology.

Example: Next goal available.— On turn 11, FRA still wants to increase its technology and still makes a basic investment,
thus rolling again in column 2 at +0. FRA rolls 3 and get another %. However, now the next technology (Arquebus) is available,
so this gives 1 level to FRA. FRA reaches level 21. Since this is also the level of the Arquebus goal, FRA gets a bonus level
and reaches 22. At the end of the phase (after technology improvement of other countries), Arquebus will need to be adjusted.

Example: Lagging behind.— Suppose that RUS is level 14 for Naval technology, and the Orthodox group is level 22.
Therefore, RUS will receive a +3 (= (22-14) - 5) bonus to his die-roll for naval improvement.
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Example: Lagging behind goals.— On turn 10, RUS has still not reached the Renaissance technology. So, for RUS the
“next goal” is Renaissance, and it is available. RUS will use the resolution for “next goal available” even is the absolute next
goal of every countries is Arquebus, which is not available. The resolution is relative to the situation of the country attempting
the action.

Design note: The technological track does not bounds the technological level a country may reach. In the rare case
where a country reaches a technological level above 70, use any mean you want to record its technological level (we
advise buying another copy of the game so you can have a second technological track and put stickers on it with the
correct numbers).

VI.8.1.3 New Technology

A Reaching a new technology After reaching a new technology, a country must pay a cost of conversion to this new
technology.

A.1 This cost of conversion has to be paid immediately for the totality of armies, fleets or detachments of the concerned
country (except vassals) that are currently on the map.

A.2 The cost is 10 I per A® or F® counter, 5 ) per A© or FO, 1 b per detachment (any kind).

A.3 Naval forces composed only of NGD do pay for technological conversion even if they usually do not benefit from it
(there is still some minor changes done on the galleys over time).

A.4 Minor countries never have to pay conversion costs, whatever their diplomatic status.

A.5 Write this amount in line B37 (Other expenses) of ERS, even if the new technology was obtained during the Events
phase (i.e. it is a scheduled expense that must be done this turn).

B Remark that from now on, the price of the various forces is changed (according to the new technology).

B.1 Since all administrative actions (including logistic) must be paid before any is resolved, troop raised the turn a new
technology is reached are recruited at the old cost (the new technology is not reached when planning the construction
of troops) but conversion cost must be paid for them. Follow the turn order, as well as the order of the lines on the ERS
closely.

C Technology advantage Beyond the fact that countries with different technologies do not use the same columns on
the combat result table, technology has the following effects:

C.1 There is a +1 DRM to the die-roll for interception in land combat if the Land technology counter of the intercepting
country is 6 boxes or more in advance related to the intercepted force.

C.2 There is a +1 DRM to the die-roll for wind-gauge in naval combat if the Naval technology counter of the country is
6 boxes or more in advance related to the opposing force.

Playing tip: “6 boxes behind” is the limit where things occur. If a major is “6 boxes behind” its group, it starts getting
a bonus to technology improvement. Conversely, groups may be “6 boxes behind” majors but no more before being
adjusted. Between majors, being “6 boxes behind” gives a combat bonus to opponent.

VI.8.1.4 Special technologies

A Two technologies are available only for one country each:

A.1 Tercios (Land) is available only for HIS.

A.2 Galleasses (Naval) is available only for VEN.

A.3 Check the special rules of these countries for details on the effect of these technologies.

B The markers for the special goals never block the progression of other technology markers.

B.1 Neither do these goal prevent stacking of markers on their box (no free box when reaching them).

B.2 For example, any country (including HIS) may have its Land technology higher than the Tercios counter, or even
on it, at any point.
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C When resolving a technology improvement action, if a special goal is available but not the next regular goal, a country
use the resolution for “next goal available” even if it cannot benefit from the special goal.

C.1 Special goals undergo Time adjustment.

C.2 Special goals never undergo Goal adjustment.

D The special goal is reached by a country if both:

D.1 it's level is equal or larger than the level of the goal;

D.2 and the goal is accessible (the current turn is equal or greater than the one written one the counter).

E A special goal marker may be removed as soon as it stop having effect, that is:

E.1 It has been reached by the allowed country;

E.2 and the next regular goal is available.

V1.8.1.5 Former majors

A When a major powers become minor during the game (POR, VEN, POL), do the following with its technology markers
(both for Land and Naval):

A.1 If the marker is below the marker for the Latin group, immediately remove the marker of the former major.

A.2 Otherwise, keep it.

B Every time the technology of the Latin group increase, also increase the technologies (both Land and Naval) of each
former major by 1 level (if it is still on the track).

C As soon as the technology of the Latin group is at the same level (or above) than the one of a former major,
immediately remove the marker of the former major. This occurs because only the group undergoes Cultural Group
adjustment.

D When a former major (PORTUGALLIA, VENETIA, POLONIA) is involved in battle:

D.1 use the technological level of the marker or this major if it is still on the track;

D.2 otherwise, use the technological level of the Latin group.

VI.8.1.6 Military Revolutions

A Some events/leaders give the possibility of Military Revolution. One (and only one) of the two effects below may
happen each turn for each concerned country:

A.1 Catching up If the country does not already have the newest land technological goal that can be obtained, it gains
it and its marker goes to the box immediately after it. It may gain several technologies in one turn (if it was really lagging
behind) in which case it pays the conversion cost that many time.

A.2 Breakthrough If the country has the highest land technology goal available, and the next one will become available
during the current period, the country obtains this goal, and its marker is placed two boxes ahead of the goal marker
which is not moved ; the goal will not undergo Goals adjustment nor Time adjustment before the turn written on the
counter. The country may not increase its technology further before the goal is regularly available for everybody. The
country has to pay the conversion cost for reaching a new technology as usual.

B Note that military revolutions are free and replace the technology advancement action on the turns where they occur.

C Spreading breakthrough If a country participate in a battle including at least one of its A and one A of a country
that has a technology which is not yet available, it gains the right to reach this technology on following turns.

D The two A involved may be either allies or enemies in said battle, that is one may learn both the easy way (by looking
ones allies) or the hard way (by being crushed with new weapons).

D.1 The countries that do not directly benefit from the breakthrough must still increase their technology as usual in
order to reach the goal.

D.2 The goal is still considered as not available when resolving the action.

D.3 The goal does not undergo Goal or Time adjustment before being regularly available.
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D.4 Countries that did not directly benefit from the breakthrough must stop at the level immediately above the level of
the goal (ie, the level immediately below the level of the country benefiting from the breakthrough).

D.5 Neither the country benefiting from the revolution nor the ones getting the technology some other way may improve
their technology further until the technology is available for everybody.

E Existing Military Revolutions:

E.1 during event IV-7 (1) (English Civil War), due to Cromwell (Baroque (representing the New Model Army), or
Arquebus in period I1l);

E.2 during event IV-A (Thirty Years’ War), due to Gustav Adolf (usually Baroque, representing L&derkanonen and
other innovations);

E.3 due to Friedrich Il (Lace, representing the Oblique order).

Example: Spreading technological revolutions.— At tumn 27, event IV-1 (1) (Bohemian Revolt) occurs and at turn 28, it
degenerates into event IV-A (Thirty Years’ War). At turn 29, SUE enters the war and, as per event description, it benefits form
a Military Revolution on each turn of the war.

Suppose that the current technology of SUE is only Arquebus. Since SUE does not have the best technology available
(Muskets), it only has a Catching up and immediately gets Muskets for free. Nothing more happens. SUE still need to pay for
conversion costs on this turn.

On turn 30, SUE does have the best technology available. The next one is Baroque, available at turn 33, which is during the
current period (IV). So SUE benefits from a breakthrough. It immediately gets Baroque and is placed 2 levels above (hence
level 42). It may not move before Baroque is available (turn 33). SUE still need to pay for conversion costs on this turn (and is
usually happy to do so).

During turn 30, a battle takes pace at Brettenfeld involving 1A of SUE (plus Saxons allies) against 1A of AUS (plus Bavarian
allies). The Austrians are severely beaten, but since they experimented the new tactics the hard way, they can now reach
Baroque (of course, not before turn 31 since technology does not increase during military phase).

At turn 31, SUE cannot gain the next technology as it is not available during this period, so even if it still benefits from a military
revolution (one per turn during the event), it has no effect. AUS can get Baroque and succeed. It must stop at level 41 (one
level above the goal) and may not move further before turn 33 (when the goal will be available).

During turn 31, a stack composed of 1A of AUS and 1A of HIS fight against 1A of HOL. HOL learns the new tactics the hard
way, but HIS learn them from watching their allies. Thus, at turn 32 both HOL and HIS will be allowed to reached Baroque (and
stop at level 41). At turn 33, everybody may reach Baroque and countries that already have it may move further.

VI.8.2 Competitions

A The competition mechanism is the way to settle all matters of conflicts of the administrative phase. This is used to
reduce other people’s trading fleets, settle the cases where two TP or COL are installed at the same time in the same
province or where a single resource may be exploited by several outposts, etc. There are two kinds of competition:
normal competition (one country pays for an action that will target another country), and automatic competition (some
conditions are not respected in a specific zone, and there is competition until the conditions are respected).

B Sequence Normal competition happens during the administrative phase, at the same time as other administrative
actions. Automatic competition happens at the end of the administrative phase, after all other administrative actions
have been resolved, to solve conflicting situations. Automatic competition for the exploitation of exotic resources may
also happen after the Peace phase (since peace may change owners of TP or COL or destroy TP).

VI.8.2.1 Normal competitions

A Target The administrative action of normal competition targets an item of another country (major or minor).

A.1 Competition may target: a commercial fleet, a TP, or a COL exploiting resources.

A.2 ATP or COL can only be targeted if the country has a TP or a COL in the same Area.

A.3 A commercial fleet in the ROTW may only be targeted if it is in a legal STZ according to Section VI.7.4.1 (Trade
fleet).
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B Reaction The target country, may react by paying a Basic investment, Medium investment or a Strong investment.

B.1 This does not count towards its own limit of actions. There is no limit on the number of reactions a country may do
each turn.

B.2 The player must be informed of all the details of the action (target and investment) before choosing whether to
react. The player may wait to know all the competitions that are done against him before deciding whether to react for
each of them. That is, Administrative actions (including competitions) should be all planned, then announced publicly
before deciding to react; and only after reactions are decided can actions be resolved.

B.3 Minor countries automatically react with a medium investment.
B.4 Money expanded for reactions is recorded in line B36 (Administrative reactions) of ERS.

C Column The competition actions are resolved in table VI.1 (Administrative Actions). The column is: (FTI country) +
(Investment country) - (FTI target) - (Investment target).

C.1 Investment adds (or subtracts) 0, 1, 3 columns for Basic, Medium, Strong (as usual).

C.2 Iftargeting a TF in a CTZ, the owner of the CTZ adds its DTl to his FTI (as bonus if it is the acting country, malus if
this is the target).

C.3 If the target chooses not to react at all (no investment), then do not subtracts its FTI nor its DTI for finding the
column.

D Modifiers The die-roll is modified as follows:
D.1 Commercial fleet -1 if there is at least one commercial fleet of a third party in the target STZ or CTZ.
D.2 TP or COL -1 if at least one third party TP is in the Area.

D.3 Wars -1 if there were battles (including fighting privateers or piracy) in the Area or the STZ (or CTZ) in the previous
turn.

E Results

E.1 Aresult of “S” decreases the level of the target by 1 (Exception: COL, see below). If this is the last level, remove
the counter in the province or sea zone. If the TF or TP reaches level 3, turn the counter on its © side.

E.2 Aresult of “F” is a failure: nothing happens but the money is lost.

E.3 A result of “2" is treated as normal: roll 1d10, if less or equal than FTI (use special FTI if allowed), treat as “S’,
otherwise, treat as “F”.

F Competition on COL If a competition targets a COL and succeed, the COL does not loss a level.
F.1 However, it loss, for this turn only, the possibility to exploit one of its resources.
F.2 The resource is thus freed and can be exploited by other establishments in the Area.

G freeing resources If a COL is victim of competition, or a TP is victim of competition and does not have enough level
to exploit all its resources anymore, it must free one resource (or more) for other establishments to exploit.

G.1 The freed resource is chosen by the owner of the establishment. Minor countries always free the resources that
currently cost less, in case of equality the resource whose maximum price is the smallest (at random in case of further
equality).
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Example: Freed exotic resources.— At turn 2, Da Gama, in a brief war against GUZARATE, manages to seize the TP in S.
Malabar and thus exploits the Spice and the PO that it exploits. During turn 3, POR wants to seize the other Spice in the Area
and does competition on the TP of GUZARATE in Kolikot (since POR has a TP in the same Area, it may do competition). POR
chooses to do two competitions (its limit for the period) on the TP, each with Medium investment (60 ) total).

The minor country automatically reacts with Medium Investment and a FTI of 2 (as explained in Section VI.10 (Administration
for minor countries)). Thus, the column is 5 (Special FTI of POR) + 1 (Investment of POR) - 2 (FTI of GUZARATE) - 1 (Investment
of GUZARATE) = 3. There is a-1 DRM as battles (in this case sieges) occured in the Area on turn 2 for the capture of the TP.
For the first action, POR rolls 7 for a result of 6. It's a success and the TP of GUZARATE losses a level. For the second action,
POR rolls 3 for a result of 2, it's a %. A second roll gives 5, less than the FTI of POR (5), so it's also a success and the TP
losses a second level.

Since the TP of GUZARATE is now of level 1, it can not exploit 2 Spice anymore (it can only exploit 1). So it must free one of
the two exploited resource (in this case, the choice has no importance). If POR also managed to raise the level of its newly
conquered TP, it can immediately exploit this resource (otherwise, since there are no other establishment, the resource is not
exploited immediately).

VI.8.2.2 Automatic competitions

A Conditions Automatic competition occurs when abnormal situations arise after resolving administrative actions.
Namely:

A.1 A STZ or CTZ contains several TF®.

A.2 A STZ or CTZ contains one level 6 TF and one or more other TF.

A.3 Players disagree on the repartition of exploited resources in a given Area (and there has been a change of situation
in this Area: new resource, new levels of COL/TP, successful competition freeing some resource, . . .)

A.4 There are two COL or two TP in the same province (note that this may only happen if both were created this turn).

B Mechanism Automatic competitions use the following mechanism: every country involved in an automatic competition
rolls one die and checks the result in table VI.1 (Administrative Actions).

B.1 The column is usually (FTI country) - (Highest FTI of opponent). There is no investment.

B.2 Treat Y2 as usual by a roll under FTI.

B.3 A “F” implies the loss of one level for the field of competition.

B.4 The procedure is reiterated again until the conditions of automatic competition do not apply any more.
B.5 The automatic competitions do not count in the limit of competitions for the turn.

B.6 Resolve automatic competition in each STZ, CTZ or Area separately. That is, if a country competes against two
different opponents in two different STZ, each one will use a different FTI of enemy.

C Ifthere is a disagreement concerning the order in which automatic competitions should be resolved, they are resolved
in a random order.

D Fleets All TF® in a given STZ or CTZ must compete between them. Simultaneously, each level 6 TF competes
again all other TF in its STZ or CTZ.

D.1 Note that TF of current level 0 do exist and thus compete against TF of level 6 (and loose maximum level in case
of failure).

D.2 Each country use the highest FTI of opponents involved in competition against it.

D.3 In its own CTZ, a country adds its DTI to its FTI (both as a bonus for itself and a malus for opponents), before
finding the highest FTI.

D.4 No modifiers apply.
D.5 Each country that does not obtain “S” (including after ¥2) loss one level of TF.
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D.6 Repeat the procedure until the conditions for competition do not exist anymore.

Example: Mandatory competition of TF.— Suppose, that during period V, the CTZ FRANCIA contains a TF of level 6 of HOL
(FTI'5), a TF of level 4 of FRA (DT 2, FTI 4) and a TF of level 2 of ANG (FTI 5). Since there is a TF of level 6, it must compete
against all other.

FRA being in its CTZ adds its DTl to its FTI for a total of 6. Each other only has 5. Since ANG does not compete against FRA
(both their TF could co-exist), it use the FTI of HOL as opponent. So, FRA rolls on columns 1 (6-5), ANG in column 0 (5-5) and
HOL in column -1 (5-6). FRA rolls 7, it is a S; ANG rolls 4, %, a second rolls give 7, thus a F and the level of the fleet decrease;
and HOL rolls 3, a F.

So, after 1 round of competition, there is a TF of level 5 of HOL, a TF of level 1 of ANG and a TF of level 4 of FRA. The English
TF is no more in danger but there are still several TF ®, so competition goes on between HOL (column -1) and FRA (column
1) until one of them goes down to level 3.

E Establishments in a province There is an automatic competition when several countries happen to create a COL
or TP at the same time in the same province.

E.1 There is no automatic competition if a country creates a COL and one creates a TP in the same province at the
same time: the COL remains.

E.2 Use the highest FTI of opponents involved in the competition.

E.3 Any country that does not roll “S” loss one level to its establishment.

E.4 The competition ends when only one establishment remains in the province.

F Resource exploitation When players disagree on the exploitation of free resources in an Area, automatic competition
occurs.

F.1 Resources that were exploited on the previous turn are not subject to this competition unless they are first freed
somehow (usually, by regular competition).

F.2 New resources appearing in a province are subject to automatic competition if several countries have enough levels
to exploit them and the players disagree.

F.3 When several establishments gain level in a given Area, there may be more levels than necessarily to exploit all
the remaining resources, in which case automatic competition occurs if the players disagree.

F.4 A player may, as a diplomatic announcement, free some (or all) resource exploited by its establishment in some
Area. Note that this happens before the Income computation, thus the freed resources will not generate income on this
turn and can be exploited by someone else only at the end of the Administrative phase.

G Area with multiple resources In Area producing several kind of resources, competition is done for each resource
in an order chosen by the involved country with the better initiative.

H Order of competitions If the player disagree on the order in which the competitions should be resolved, do it in a
random order.

H.1 Players may renounce to their rights of exploitation at any time during the process. Typically, after a successful
automatic competition in one Area, a player may magnanimously decide to leave the resources to someone else in
another Area.

H.2 Agreements between players may be done globally for several Area. Any agreement announced publicly must be
respected.

H.3 If a country chooses to stop competition before the end in a given Area (to avoid loosing levels), it may not exploit
any of the remaining non-attributed resources in this Area during this turn (in case every body else loses).

H.4 TP lose levels permanently, COL do not lose levels but only rights of exploitation for the turn. A TP reaching level
0 is destroyed.
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H.5 Resources are not freed in case of Speculation (§E (Speculation) of Section V1.12.1.2 (Variation of price)).

Example: Automatic competition for exotic resources.— HOL, ANG and FRA are competing for the exploitation of two
Spices resources. HOL and FRA both have enough levels to exploit one and ANG can exploit both. ANG and HOL have TP
while FRA has a COL.

After one roll, nobody lost and the situation is unchanged. ANG does not want to risk its levels and says it agree to leave the
competition if the other leave 1 Spice to ANG. The other are reluctant but finally convinced after seeing the size of the English
navy. So ANG takes 1 Spice and loses the possibility to exploit the second one this turn. The competition goes on between
FRA and HOL.

At the next roll, both HOL and FRA are unsuccessful and thus lose the possibility to exploit the new Spice this turn. Since HOL
had a TP in this competition, it losses a level. The French COL does not loss any level but is simply prohibited from exploiting
one resource this turn.

ANG is not allowed to take the remaining free resource, even if it has the possibility to do so, because it has already renounced
its rights this turn. This last Spice will be exploitable next turn, both by ANG without creating new Establishment (as one of its
level still remains with no exploitation), by FRA without creating new establishment (as the “extra” level of COL will regain its
rights for exploitation on the next turn) and by anybody successfully managing to create new levels.

VI.9 Resolution of actions

A Once all players have chosen their actions, and written them down with all relevant column, DRM, and such, they
can be resolved.

A.1 In practise, conflicts are few and players may start resolving their actions as soon as they have finish planning
them.

Playing tip: Players should “pair” to solve their actions. One of them state his actions, one by one, with relevant
column and DRM, and roll the die while the other check the table to see whether it's a success or a failure.

B The procedure to resolve the action is described together with the action itself, check the relevant Sections.

VI.10 Administration for minor countries

VI.10.1 Trade fleet

Note: The minor’s trading fleets are characterised by three different levels, their current level, their maximum level,
and their reference level. If the first two resemble those of the major countries, the third one is the threshold that gives
the minor countries TFI actions.

A Commercial fleet levels Some minor countries have commercial fleets. Their reference level is the one of 1492,
sometimes changed by events. Reference level is not reduced by competitions and piracy and may only change by
events explicitly stating the change.

A.1 Exception PORTUGALLIA and VENETIA have their reference levels fixed by event Il1-6 (Portuguese Disaster in Africa)
for PORTUGALLIA and at the time it becomes minor (usually 1615) for VENETIA.

B There also exists both a current level and maximum level for the fleet, as for the major countries, used to distinguish
between losses by piracy and losses by competition.

B.1 Competitions and TF| affect both the maximum level and the current level.

B.2 Piracy (either privateers or pirates) diminish the current level, but not the maximum level.

B.3 Current level increase automatically at the beginning of the administrative phase if it is lower than the maximum
level.

Administration— military — 2016-07-13 [R]131

B.4 Allin all, maximum and current levels work for minor countries exactly in the same way as they work for majors.

C Commercial indexes PORTUGALLIA, VENETIA, GENUA, SUECIA, DANIA and HOLLANDIA have a FTI of 3 in periods I-llI
and 4 in periods IV-VII.

C.1 Other minors have a FTl of 2 in periods I-Ill and 3 in periods IV-VII.

C.2 HOLLANDIA has a DTl of 4. Other minors have a DTI equal to their FTI.

VI.10.2 Colonisation by minor countries

A Former major countries (PORTUGALLIA and VENETIA) keep their colonial establishments when becoming minors. They
have specific actions to increase them, depending on the events that already occured.

A.1 Some other minor countries did explore and colonise during the game period. They do not have actions and this is
abstractly represented by event part E-19.a (Minor country colonisation).

VI.10.3 Administrative actions of minors

A Minor countries have administrative actions (TFIl, COL, TP and concurrence).

A.1 Only PORTUGALLIA has COL, TP and concurrence actions. VENETIA also has a specific limit of TFI.

A.2 These actions are free (paid by the minor) and always made at medium investment.

A.3 These actions are never mandatory.

A.4 They are planned (and resolved) by the diplomatic patron of the country. If neutral, use the first major not at war
against this minor in the preference order for controlling it.

B Portugal

B.1 Before event lIl-6 (Portuguese Disaster in Africa), PORTUGALLIA has each turn one COL, one TP and one TFI action.
B.2 Between event l1I-6 (Portuguese Disaster in Africa) and annexation by HIS, PORTUGALLIA has each turn one COL
or one TP action (choice every turn) and one TFI.

B.3 While annexed by HIS, PORTUGALLIA has no actions but HIS may use its own for the minor.

B.4 After event VI-7 (Treaty of Methuen), if it is no more annexed by HIS, PORTUGALLIA has each turn one COL or one
TP or one TFl action.

B.5 By exception, in period ll, these actions are planned and resolved by HIS whatever the diplomatic status of
PORTUGALLIA (and even if HIS is currently at war against PORTUGALLIA).

Design note: This latest exception prevents other players form poorly playing a country that will soon be part of HIS
for a long time.

C Venice
C.1 During periods IV and V, VENETIA has 1 TFl each turn.
C.2 Afterwards, it is treated as other minor countries.

D Vassals
D.1 Vassals have no actions. However, their diplomatic patron may use its own TFI for the benefits of a vassal.
D.2 In this case, the patron has to pay for the action.

E Other cases

E.1 Non-vassal minors have 1 TFI each tumn if and only if there is at least 1 CTZ/STZ where their maximum level is
strictly less than their reference level.

E.2 This action must target one CTZ/STZ where the maximum level is strictly less than the reference level.
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VI.10.4 Logistic of minors

A Like major countries, minors have to maintain and recruit troops. See Section VII.1.4 (Maintenance of Minor Powers)
and Section VII.2.4 (Recruitment of Minor Powers) for details.

VI.11  Administrative expenses

A Write in line B38 (Adm. total) of ERS the sum of line B26 of ERS, line B27 of ERS and all lines between line B29 of
ERS and line B37 of ERS included.

VI.12 Exotic resources price variation, Trade centres and convoys

VI.12.1 Price of exotic resources

VI.12.1.1 Exploitation level

A Exploited quantities. The “exploited quantities” markers must always be adjusted to their correct values (in practice,
it is usually sufficient to do it at the end of each administrative and peace phases).

A.1 The following things may require an adjustment of the counters: new colonies or trading posts, competition, burned
trading posts, peace conditions implying the assignment of resources exploitation to other trading-posts, events that may
have changed the number and level of trading-posts or colonies, and any other event that may change the exploitation
of exotic resources.

A.2 Minor ROTW countries do exploit resources where they have a TP or a COL. They do not exploit in other provinces
(typically in provinces they own but without an establishment).

A.3 Even if they do not appear at the same time, the Sugar in BRAZIL and elsewhere is still considered to be the same
resource. Same thing goes for the Cotfon in AMERICA and ASIA.

B Bookkeeping quantities. Each resource has an exploited quantity marker to denote on the Exotic resource tracks
the amount which is exploited.

them to recall which track to use for which resource.

B.2 There is also an Exotic resources sheet with one box per exploitable resource. This is a global sheet and whenever
a player exploits (or stops to exploit) a resource, he should note it on this sheet. This allows for easier counting of the
exploited quantities and avoid some errors where players accidentally exploit the same resource twice.

C Depending on the amount of resource exploited and the maximum amount exploitable for this resource (20, 30 or
40), each resource has an exploitation level which is either rare (green), low (blue), medium (white), large (purple),
high (yellow) or excess (red).

C.1 These levels are colour-coded on the tracks for easy reference.

C.2 The colour of the box in which each exploited quantity marker is indicates the exploitation level for this resource.

VI.12.1.2 Variation of price

A Economic situation.

A.1 The economic situation die roll gives an economic situation on table Ill.4 (Random Piracy and Economy Roll). The
economic situation can be one of Crisis, Normal or Boom.

A.2 Remember that this roll is done during the Event phase as it also controls apparition of piracy. See Section 1.4

(Economic situation). The situation is recorded on the ROTW map.
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A.3 Crossing the economic situation with the production level of each resource gives a basic variation of the prices,
from -2 to +2 boxes (see table V1.3 (Exotic resources variations)).

A.4 table VI.3 (Exotic resources variations) is recalled on the ROTW map, near the exotic resources tracks, using the
same colour-code as them for exploitation levels.

oM [ oe oW e g il gyeesS
Crisis 0 0 -1 -1 -1 2
Normal +2 + +1 +1 0 0
Boom 2 +2 +2 +1 +1 +1

Table VI.3: Exotic resources variations

B On each price marker of each resource, there are two numbers: left is for the low price threshold, right is for high
price threshold.

C Market variation. Roll a die for each resource, and add it to the current price of the resource. If the result is less or
equal to the low threshold, then the market variation will be +1. If the result is greater or equal to the high threshold, the
market variation will be -1. Otherwise, the market variation is 0.

C.1 The combination of the basic variation and of the market variation gives the number of boxes the price marker will
move to the right (positive value) or to the left (negative value).

C.2 The price variation cannot exceed 2 boxes to the left or to the right. If the two variations sum up to +3 or -3, use +2
or -2 instead.

D There is a minimal value and maximal value for all resources. Under no circumstances shall the price marker go out
of those bounds.

D.1 The price marker stops when reaching the maximum or minimum value.

D.2 These values are written in the exotic resources prices track, on the top line for the minimal price and on the bottom
line for the maximum price.

E Speculation A MAJ may speculate on a product to have a better chance of increase of the price of this product. He
must announce it before the price adjustment, and he will gain only half of his normal income for this resource.

E.1 Speculation on price must be announced during the Diplomatic phase, as a diplomatic announcement.

E.2 Ifhe has either a total or partial monopoly (see §D (Monopoly on Exotic Resources) of Section 11.8.3 (Exploitation of
Exotic resources)), he puts the production counter upside-down. The resource is considered to have a rare production
level (green) for the computation of its basic variation.

E.3 If he has no monopoly but at least 4,6 or 8 units exploited (according to the maximal production of the product that
could be 20,30 or 40), the counter is put left-to-right to show that a —1 will be added to the roll for market regulation of
this resource.

F Price for all resources is computed independently, but there is only one economic situation roll, common to all
resources.

F.1 Price variation comes from the global market dynamism, and individual adjustments depending on threshold prices.
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Example: Prices of exotic resources.— The production of Spice is 32, current price is 7, and the production of Salt is 3,
current price is 6 (rightmost box). The die-roll of economic situation gives a 10: a Boom. First thing, the inflation marker is
moved one box to the right. The thresholds for Spice are 8 and 16, the thresholds for Salt are 7 and 15.

The basic variation of the Spice price is +1 (since there already is high production). A dice is rolled for a result of 9. Adding
the price (7) to it yields a total of 16, larger than the high threshold, thus giving a market variation of -1. Therefore, the price
variation of Spice is +1-1=0, the price does not change at all.

The basic variation of the Salf price is +2, because there is only a rare production. Adding a die-roll of 1 to the price (6) yields a
result of 7, smaller than the low threshold, thus giving a market variation of +1. The total variation is thus +3, which is capped
at +2. The price marker should be moved 2 boxes to the right. However, the maximum price for Salt is the leftmost 7 box, so
the marker stops there.

VI.12.2 Attribution of centres of trade and convoys [to move in Interphase]

A Convoys represent heavy trade of specific resources (usually gold). They are given to the country dominating trade
in this resource (usually exploiting most of it). They do not bring income per se but must be brought back to Europe
where the gold they carry can be unloaded. However, the journey can be dangerous and convoys can be attacked and
seized by pirates, privateers or enemy fleet.

B There are four possible convoys: the Levant fleet of izmir, the East Indies convoy, the Flota de Oro, and the Flota
del Peru.

VI.12.2.1 The convoys

A The convoys are represented as a special ND, and may be moved during the military phase as any naval unit.

A.1 They represent a certain number of NTD, each carrying 15 I} that is credited only upon arrival in a port during the
military or redeployment phases, to the owner of the port (or its Patron, if it is a minor vassal).

A.2 The sum is reported in line A10 of ERS.

A.3 They can be attacked by either enemy fleets, pirates or privateers (see Section VIII.8.5 (Convoys)).

B Levant Convoy This convoy contains 2 to 4 NTD, each carrying an income of 15 . It appears every turn in izmir,
at the administrative phase, if the CC Grand Orient is owned by TUR.

B.1 If izmir does no more belong to TUR, any Turkish port on MEDITERRANEAN SEA will do instead.

B.2 The actual content of the Convoy depends on the current income of the CC Grand Orient: 4NTD if 100 ) or more,
3NTD if 50 i) or more and 2 NTD if less than 50 ).

B.3 The convoy is attributed by TUR to any other player of his choice, provided that this player either has a port in
MEDITERRANEAN SEA (owned or vassal) or controls the CC Mediterranee, and it accepts the convoy. This attribution is
done as a diplomatic announcement (and thus can be part of a larger agreement such as “buying” the convoy).

B.4 If TUR attributes the convoy to another player, it receives 20 ) as soon as the convoy reaches the other player (in
line A10 of ERS).

B.5 The Turkish player may refuse to grant the convoy or possibly no one accepts it. In such a case, TUR immediately
loses 20 ) from its RT and 1 Stability.

B.6 If the convoy is not attributed to the player that controls the CC Mediterranee, this player receives an immediate
and temporary CB against TUR (overseas or normal) at this turn only.

B.7 The convoy can be escorted by TUR or by the receiving MAJ. TUR decides when the convoy leaves the port (and
thence, who escorts it).

B.8 Income of the convoy is credited in the player’s treasury immediately upon arrival in any home port or vassal port
of that player in Europe, i.e. during the Military or Redeployment phase (and not the Logistics sub-phase).

B.9 Any player at war with either TUR or the receiver of the convoy (except TUR and the receiver) may try to intercept
the convoy. The escorting force may always participate in the defence of the convoy, whatever the status of war between
the interceptor and the escort (see Section VI11.8.5 (Convoys)).
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B.10 If the convoy never arrives at its final destination (in a port of the designed MAJ), the penalty for not attributing the
convoy is applied immediately to TUR.

C East Indies convoy ltis attributed to the player that does exploit the most of the following resources: Silk, Products
of Orient, Spices, and at least 10 of them.

C.1 In case of ties, the convoy is attributed, among the tied countries, in the first one in the following order: the country
controlling the Atlantic Trade Centre ; HOL (before 1700, turn 42); ANG (after 1700, turn 43). If the tie cannot be broken
that way, the convoy is not attributed.

C.2 The East Indies convoy must start from a COL® or a TP@ in AslA, and must reach a port of its owner on the
Europe map. Itis worth 4 NTD carrying 15 [j each.

C.3 The gold obtained when reaching a port on the Europe map with a convoy is accounted for in line A10 of ERS of
the receiving player (either the original owner or someone else seizing it during the trip).

D Spanish convoys The Spanish gold fleet can only transport gold stored in Spanish ports. The Flota de Oro and the
Flota del Perti are each equivalent to 5 NTD.

D.1 The Flota de Oro appears in a port on the Atlantic coast, the Flota del Perti appears in a port on the Pacific coast.
D.2 Spanish convoys can load and unload gold in ports, thus transporting gold from port to port, and finally to Europe
(see §C (Flota de Oro) of Section VII1.6.3 (Sea)). They are initially empty, as opposed to the other convoys.
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Logistic

Chapter )}ja}

Design note: This Chapter describes the Logistic aspects of the Administrative phase: Maintenance of old forces,
buying new ones and Leaders management.

Beware that most of this is interleaved with administrative actions (described in the previous Chapter). Logistic rules
are grouped here for easier reference.

VI.1  Maintenance

A Each turn, forces existing from a previous turn must be maintained or disbanded. Maintaining troops costs money.

VIl.1.1 Basic forces

A Depending on the period, each major country is entitled to some basic forces. These forces are maintained for free.
Basic forces can be found in the player’s aids.

A.1 The units maintained as part of the basic forces are maintained as Veteran.

B The basic forces comes in three kinds: specific land forces (such as A®, A@, 3LD), specific naval forces (such as
F®, 1ND, etc.) or generic detachments (D) that can either serve as LD or ND.

B.1 In some cases (see below), it is possible to convert basic forces from one denomination to another. For these
conversions (only), use the equivalences: 1A @ =2LD, 1A ® =2A © =4LD; 1F © =2ND, 1F ® =2F © =4ND. Note
that for naval forces this can be sensibly different from the actual content of F.

C If possible, the basic forces must be used to maintain (fully or partially) counters that are the same size or larger than
them.

D If all basic forces cannot be used to maintain counters that are the same size or larger than them, then the rest can
be converted to LD (or ND) and used to maintain forces of any size.

E At most one land counter and one naval counter may be partially maintained with the basic forces (due to the fact
that already deployed forces are larger than the basic forces).

E.1 The units partially maintained with basic forces will have to be maintained with a Veteran maintenance.

F Some basic forces include P counters. These forces cannot be converted to anything else. If no P is used, the basic
force is lost.

G Effect of Wood. Each Wood resource, that can be either bought or produced by a MAJ, increases the basic forces
by 1 ND.
G.1 AMAJ may use up to 3 Wood each turn (thus gaining up to 3ND of basic force).

VIl.1.2 Extra Maintenance

A All the units that are not maintained by basic forces must be payed for in order to be kept.

A.1 If a unit s partially maintained, the part which is not maintained is disbanded (destroyed).

A.2 Maintenance costs depends both on the technology and the country. They can be found in the player’s aids.
B The maintenance cost for land units also depends on the state of war of the MAJ.
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B.1 A country at peace (including if it is only engaged in Overseas Wars (see Section IV.5.4 (Overseas Wars)) and
limited interventions (see Section IV.5.5.3 (Signing an Alliance for Intervention))) uses the Peace maintenance and its
land forces are automatically Veterans.

B.2 A country at war must choose, for each counter, whether it is maintained as Veteran or Conscript and use the
corresponding price.

B.3 A counter cannot be maintained partially as Veteran and partially as Conscripts.

C the maintenance price is found by cross-referencing the country’s technology with the kind of maintenance used (size
of counter and Veterans/Conscripts status).

D A counter must be maintained as a whole. That is, it is not possible to maintain one A @ for the price of two LD.
D.1 However, itis possible to partially maintain a counter and have the rest destroyed. That is, one A @ may be broken
before maintenance and only one of the two LD maintained (and the other is destroyed).

E For troops partially maintained by basic force, use the conversion of basic forces to determine what is left to be
payed.

E.1 Example: if a F @ is partially maintained by 3ND (=F ©, ND) of basic force, only 1ND is missing and must be
payed as extra maintenance (whatever the actual content of the F).

F P that are not included in basic forces may not be maintained. They can, however, be recruited anew.

G the sum of all extra maintenance costs is written in line B30 (Unit maintenance) of ERS.

Example: Maintenance of forces.— HIS is with technologies Renaissance and Nau-Galeon, at war, during period Il. It has
a basic force in period Il of 2A® and 3D. Its existing troops are 2A®, 1F® and 4LD and it wants to maintain all of them.
Since basic forces must first be used to maintain unit of the same or larger size, the 2A ® of basic forces must be used to
maintain the 2A @ counters (i.e. they may not be used to maintain the LD). However, the 3D may be used either to maintain
some LD and/or (part of) the F.

HIS may choose to use the 3D to maintain 3LD. This leaves 1LD and 1F @® to pay for. The LD may be maintained as either
Veteran (7 ) or Conscript (4 ) while the F @ costs 80 ) to maintain.

The less expensive solution however is to use the 3D to partially maintain the F. Since, for maintenance purpose, 1F ® is
considered to be 4ND, this leaves only 1ND to maintain (17 ) and the 4LD must also be maintained (for 4 or 7 f) each,
depending on their status).

It is also possible to use 2D to maintain F © and the third to maintain one LD. This leave 3LD and F © to maintain.

IfHIS only has 1A ®, 4LD and 1F @®, then it is possible to use the second A® of basic force to maintain the the 4LD (because
there is no counter of same or larger size, thus the remaining A @ of basic forces is turned into 4LD).

If HIS only has 2A ® and 3 A © (and no naval forces), then the 2A @ of basic forces must be used to maintain the 2A @ of
actual troops. Then, the 3A © will use the 3D. However, since at most 1 land counter may be partially maintained by basic
forces, it is not possible to use each D to partially maintain 1A @ (leaving 3LD to pay). Thus, HIS must use 2D to maintain 1A
©, then 1D to partially maintain the second A ©. This leaves 1LD (7, since it is a partially maintained counter, it must be
maintained as Veteran) and 1A © (12 or 8 i) to pay for.

Design note: Since all administrative actions must be planned (and payed) before any is resolved, troops are always
maintained using the cost for the technology that the country had at the beginning of the Administrative phase. Indeed,
maintenance is planned and payed at the same time as administrative actions, thus it is not known whether a new
technology will be reached or not.

VII.1.3 Maintenance of fortresses

A All fortresses that are not at their basic level have to be maintained in activity (including Preesidios). The cost of
maintaining a fortress is indicated in the last column of table VII.1 (Cost of Fortresses).

A.1 The maintenance cost of a fortress is payed by its controller.

A.2 The maintenance cost of a fortress in Europe is its level.
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A.3 Maintenance is doubled in the ROTW. A fort or Mission requires a maintenance of 1 f.

A.4 Maintenance is doubled for fortresses of level 3 before obtaining the technology Arquebus (representing the
spreading of the “trace italienne” during the Wars in ltaly).

A.5 Maintenance is doubled for fortresses of level 4 before Turn 40 (representing the spreading of the ideas of Vauban).

A.6 The free forts given by TP or COL do not need any maintenance. The ones given by missions do, even if the local
fort/fortress is of a higher level. The free level 1 fortress of a level 6 COL also remains free.

A.7 The level of a fortress can be lowered by its owner if he controls it. A lowered fort is destroyed.

B Arsenals An arsenal is maintained at the same cost as a fortress of the same level.
C the sum of all maintenance costs of fortifications is written in line B31 (Fort. and presidios maintenance) of ERS.

Level Cost Required Maint.
EU/ROTW | Technology EU/ROTW
Miss. NA/one missionary NA/
Fort NA/LD +2 rounds NA/
1 (25)125 ) or COL level 6 12
2 25/50 Medieval 2/4
3 *50/(1001) | Renaissance *3/6
4 **75/(150t) | Baroque **4/8
5 100/NA Turn 40&Man. 5INA

*= x2 before Arquebuse **=x2 before Turn 40
t=in ROTW, only arsenal may be at level 3 or more.

Table VII.1: Cost of Fortresses

VIl.1.4 Maintenance of Minor Powers

A At peace a MIN maintains up to its basic forces. Extra forces (troops, navy, fortifications) are destroyed.
A.1 Exception: a MAJ may pay to maintain fortresses of a VA. [TBD: remove]

A.2 Exception: former MAJ (PORTUGALLIA, VENETIA and POLONIA) maintain all their fortresses for free (unless otherwise
specified, typically for non-absolutist POLONIA).

B At war a MIN maintains up to its basic forces.

B.1 The diplomatic Patron of a MIN fully involved in a war, may maintain any or all forces above the basic forces of the
MIN, up to its counter allowance.

B.2 The costs are the same as those of the MAJ for the Technology of the MIN.

B.3 A MAJ may pay to maintain fortresses of a VA. [TBD: remove]

B.4 Other minors (non VA) at war maintains all their fortifications in addition to their basic forces. [TBD: remove]
B.5 Minors fully at war without MAJ allies maintain all the forces they have.

C Moral Troops maintained by minors are always Veteran.
C.1 Troops maintained by the diplomatic patron are either Veteran or Conscript, depending on the cost payed.
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Design note: Cost of maintenance The cost may vary according to the technologies and to the countries, but the
cost per LD is usually higher for the A@, then the LD, then the A®. That is, the cost for 1A @ is usually more
than twice the cost for 1LD while the cost for 1A @ is usually less than the cost of 4LD. To achieve the cheapest
maintenance (but it may not be always the best due to the Veteran distinction), it is better to try and use basic forces
to maintain those in this order.

Similarly, the cost per ND (on the basis of 1F© =2ND) is usually F©, ND, F®. However, a FO contains more than
2ND (sometimes a lot more), so fleets are usually a better way to maintain the naval forces (if they are regrouped
enough). As for the D, they are usually best used as ND (costing much more than LD to pay), unless the naval forces
are few enough to be covered by the naval allowance.

VI.2 Recruitment

VIl.2.1 Land forces

Vil.2.1.1
A Limit
A.1 Each country has a recruitment limit, expressed in LD, varying by periods (and some specific conditions).
A.2 It can be found in the player's aid of each country, in the column “Troops purchase”.

A.3 ltis also summarised in table VII.2 (Recruitment per Country) (first line for each country).
A.4 Each turn, it is possible to recruit up to 3 times this limit.

B Costs

B.1 Each country has a recruitment cost, for LD and A @, varying with its current technology.

B.2 It can be found in the player’s aid of each country, in the columns “Land Purchase”.

B.3 The cost for one A © is usually the cost of 2LD (exception: RUS).

B.4 In order to buy an A ®, a country usually buys 1A @ and 2LD and immediately (during the administrative phase)
merge them into 1A @. It is also possible to do so by buying 2A @ but it is usually more expensive and requires two A
counters instead of one.

Land recruitment in Europe

C Recruitment area. Each country has a Recruitment area. Unless specified in its specific rules, it is all the provinces
in its national territory.
C.1 Exceptions: HIS, TUR, RUS and SUE.

D Recruitment. Each country decides how many troops it wants to purchase, where it wants them recruited and under
which form (counters). Then it computes the cost for these.

D.1 Recruitment can only takes place in owned, controlled, not besieged and not revolted provinces.

D.2 The cost is written in line B33 (Units purchase) of ERS (together with the cost of newly brought navies).

D.3 The new units are put on the map when resolving administrative actions.

E Multipliers. Counters are brought in order chosen by the player. The total number of LD recruited so far is tallied
and compared with the limit to compute the exact price of the counter.

E.1 Any counter that can fully be recruited under the limit is paid at the cost listed in the tables.

E.2 Any counter that cannot be recruited under the limit but can be recruited under twice the limit is paid at twice the
price listed.

E.3 Any counter that cannot be recruited under twice the limit but can be recruited under thrice the limit is paid at thrice
the price listed.

E.4 Any counter that cannot be recruited under thrice the limit cannot be brought.
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E.5 Any counter recruited out of the Recruitment area has its cost doubled.
E.6 These multipliers are cumulative.

Playing tip: The order of recruitment can be important in some cases. Because of the multipliers, it can change the
price one pays for the counters (see the examples below).

Do not put new counters immediately on map. Recruitment is supposed to be simultaneous, that is all countries
plan which troops they want to buy and then put them on the map. If you put your troops on the map before your
opponent has finished planning his actions, don’t complain that he changes his mind and decide to recruit more (or
less) troops. . .

When buying A @ or reinforcing A © by buying 2LD for them, you can directly put the A @ counter on the map
(rather than placing 1A ©, 2LD and immediately turning them into 1A @). Especially, stacking limits are not enforced
between the purchase and the conversion.

F Moral. The newly recruited troops are always Conscripts (except for SUE and PRU).

Period ] [ [ v Vv Vi VI Max F/IND
VEN 4 5 4 3
4/12 6/15 6/18 6/18 2/4
HOL 4 4 5 4 3 3 3
8/28 7132 7136 5/30 5/25 5/8
AUs 3 3 4 4 4
0+1/143  0+1/1+43  0+1/2+6 (1y3
POR 2 3
4/12 4115 6/18 1/8
SUE 4 4 3 3 3
2/12 4/15 4/18 3/18 3/15 2/6
HIS 5 5 5 5 4 3 3
4/12 [6/15 7/30 7126 5/24 4124 4/24 4/10
FRA 4 4 4 4 4 4 4
218 3112 4/14+2 5/18+2 6/26%6 7/30+6 7/38 6/8
ANG 3 4 3 3 3 3 3
3/8 4112 4/18 6/24 6/24 7136 7142 6/10
TUR* 4 4 5 5 4 4 4
5/12 [7/15 9/30 9/26 8/24 6/22 5/18 6/6
RUs* 4 4 4 4 4 4 4
0/0  1/2 2/4 142/5  142/10 2+2/18 3+2/22 3/8
POL 4 4 4 4 3 3 3
0/1 0/2 1/4 114 1/6 17 17 1/3
PRU 4 3
11 172 0/3
LD per tun

-1 LD after reform. ND per turn/max ND

Table VII.2: Recruitment per Country

Example: Under the limit— HIS is Arquebus in period Il (recruitment of 5LD), and wishes to recruit 1A ® in its recruitment
area. Since 1A @ is 4LD, this is less than the limit and can be recruited at simple cost. HIS recruits 1A @ and 2LD for 60 )
and immediately turn them into 1A ®. Actually, it is easier to directly put the A @ in play to save time and manipulations.

Example: Limit and whole counters.— HIS wants to buy 3A@ with its 5LD recruitment limit. The first two correspond to
4LD total and can thus be recruited at simple cost for 30 + 30 ). The third one, however, makes the total goes to 6LD, over
the limit but under twice the limit. So, it must be recruited at double cost (for another 2x 30 ). Even if 1LD of the third A is
still within the limit, the whole counter price is doubled because it makes the total number of LD recruited go over the limit.
HIS, however, could choose to buy 2A@ and 2LD. In this case, both A@ and the first LD are within the limit and only the last
LD is payed at double cost. This, however, produce fewer A counters and hence might not be the wisest solution.
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Example: Small limits and big counters.— In period Il, POR has 3LD of limit and is at technology Renaissance. It wants to
recruits 1A ® in Tejo (in the recruitment area). POR does so by recruiting 1A © and 1LD under the limit for 24 + 12 f) and
another LD above the limit for 2 x 12 ). The total is thus 60 f) and POR can directly put the A ® in play.

Note that if POR wanted to recruit its A @ by merging 2A © instead of 1A © and 2LD, then the second A © does not fit
within the limit and thus has to be paid entirely at double cost bringing the total to 24 + 2 x 24 = 72 Ip. Moreover, this is simply
impossible because it would require 2A counters and POR has only one (even if the A ® can be directly put on the map, the
two A © are virtually here at some point during the process).

Example: When order matters.— In period |, POR has 2LD of limit and is at technology Medieval. It wants to recruits 2 LD
in Tejo (in the recruitment area) and 2 in Tanger (out of the recruitment area).

POR may chose to first recruit the 2LD in Tejo. Since they are below the limit and in recruitment area, the cost is not multiplied
and they cost 10 + 10 = 20 f). Then , POR recruits the 2LD in Tanger. Since they are above the limit, their cost is doubled.
Since they are recruited out of the recruitment area, their cost is doubled a second time. Thus, they cost 2 x2 x (10 + 10) =
80 0. The total cost is 100 .

On the other hand, POR could first recruit the LD in Tanger. Thus, they are below the limit and the cost is only doubled once
(for being recruited out of the area) for 2 x 20 = 40 . Then POR recruits the LD in Tejo. Since they are above the limit, their
cost is doubled for 40 1. But the total is only 80 .

Because multipliers are cumulative, the order in which troops are recruited may change the final price.

Example: Big computation.— HIS is Arquebus in period Ill (recruitment of 5LD), and wishes to recruit 2AQ, 1A® and
3LD, 2 of which are not in its Recruitment Area. The A@® is bought with 1A and 2LD, which brings the total to 3A © and
5LD. The cheapest way to purchase this is to purchase 2A and 1LD (out of Recruitment Area) under the limit (for the cost of
30+30+2x 15), 1 A, the second double-cost LD and two other LD under twice the limit (for 2x 30+4x 15+2x 15+2x 15) and
the last LD for 3x 15, which brings the total to 315 . This is big, even for the Spanish treasury!

Playing tip: Even if it was frequent in the examples, recruiting above the limit is uncommon and recruiting at thrice
the price is a very rare occurrence. Especially, when there are very few troops above the limit, it is often better to
simply recruit a bit less and wait for next turn. Typically, in the last example, the 11th LD cost 45 [} alone and it would
probably be better to simply not recruit it right now.

This means that recruitment sometimes has to be planned a bit in advance. Especially for countries with small limits
(typically, ANG). If you plan to go on war, you may want to recruit one turn in advance. Obviously, that would cost the
maintenance for one turn, but that will lower the recruitment cost at the crucial time and save money for campaigning
(maintenance is lower than recruitment, especially at war). Moreover, that allows more troops to become veteran.
On the other hand, sometimes you just suffer several defeats and lose many troops and need to raise them asap if
the war goes on. Recruiting above the limit when at peace is rarely a good idea. Similarly, maintaining a large army
at peace is very costly and it is cheaper to demobilise it. But raising it again will require a bit of planning if one wants
all its troop at the right time. . .

VII.2.1.2 Land recruitment in the ROTW

A Recruitment in the ROTW is even more restricted than in European provinces that are not part of the recruitment
area.

A.1 European provinces in the ROTW are considered as European provinces.

A.2 Even if they are usually considered as European provinces, recruitment in level 6 COL is also restricted.

A.3 Troops recruited in the ROTW are tallied against the limit, and their price might be doubled or tripled, just like other
troops. This is the same limit as in Europe: both recruitment in Europe and in the ROTW are added to know if the limit
has been reached.

B COL level 6. Ina COL of level 6, itis possible to recruit each turn up to 2LD (at normal cost) or 1A © at double cost.

C Other Establishments. In other COL/TP, it is possible to recruit either 1LDE at normal cost or 1LD at double cost.
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C.1 Itis not possible to recruit in a mission or a fort.

D Exploration. A LDE count as half a LD for recruitment purposes: its price is half the price of 1LD, rounded up ; and
it is considered as half a LD in the recruitment limit.
Example: Recruitment in the ROTW.— During period I, POR is Renaissance and has a recruitment limit of 2LD. POR wants
to recruit 1A © in Goa (a level 6 COL), 2LD in Tejo (in the recruitment area) and 1LD in BRAZIL (in level 2 COL in the ROTW).
POR can choose to recruit first the LD in Europe for 12 + 12 = 24 [y, then the A © at quadruple cost (doubled because it is an
A®ina COL of level 6 and doubled because it is above the limit) for 2 x 2 x 24 = 96 ), and lastly the LD in BRAZIL at 6 times
the cost (thrice for being above twice the limit and doubled for recruiting 1LD in the ROTW) for 3 x 2 x 12 = 72 I for a grand
total of 24 + 96 + 72 = 192 .
By recruiting first the A ©, then the Brazilian LD and lastly the European LD, POR would have paid only 156 f).
If POR wants to recruit 1LD in Europe and 3LDE in 3 different ROTW establishments, the cheapest way is to recruit first the
LD for 12 Iy, then the first 2LDE at normal cost for (12/2) + (12/2) = 12 ) and lastly the third LDE is above the limit (even if a
LDE represent a third of a LD, it takes half of an LD in recruitment limit), thus at double cost for another 12 ). The total is thus
36 0. If POR starts by recruiting the 3 LDE at simple cost, then part of the LD is above the limit and it must be payed at double
cost for a total of 42 .
Note that it is not allowed, during a single turn, to recruit several LDE at the same place ; or to recruit 3LD or more (including
1A ®) in a COL of level 6.

VIl.2.2 Purchasing fortresses

A Generalities. Fortresses can be raised above the level indicated on the map, up to level 5.

A.1 Each turn, the level of each fortress may only increase by 1.

A.2 Fortresses of high level may only be built in the late game when the corresponding land technology is reached.
A.3 A fortress may only be built in a controlled, not besieged and not revolted province. Note that ownership of the
province is not required.

A.4 Preesidios are not built as other fortresses.

A.5 The “fortress” counters can be exchanged at will (they are two-sided counters, and not always equivalent). A
combination of counters with the desired levels has to exist to be allowed to build fortresses.

B Technology. In order to raise a fortress to a given level, a country must have at least the land technology indicated
in the “Required Technology” column of table VII.1 (Cost of Fortresses). Note that since all administrative actions are
planned before any is resolved, that means that one cannot increase a fortress on the same turn it reaches the required
technology.

B.1 In addition, no fortress of level 5 may be built before turn 40.

C Cost. The cost for each level of fortress is indicated in the “Cost” column of table VII.1 (Cost of Fortresses).

C.1 The first number is the cost to build a fortress of this level in Europe (usually, 25 I per starting level of the fortress).
The second is the cost to build a fortress of this level in the ROTW (usually, twice more).

C.2 The cost of all fortresses of level 3 is doubled for countries that do not have the land technology Arquebus
(representing the spreading of the “trace italienne” during the Wars in ltaly).

C.3 the cost of all fortresses of level 4 is doubled before turn 40 (representing the spreading of the ideas of Vauban).
C.4 The total cost for building fortresses is recorded in line B34 (Fort. purchase) of ERS.

D ROTW. COL of level 6 are treated like European provinces for building fortresses.
D.1 In other provinces, it is not possible to build a fortress of level higher than 2, unless it is an arsenal.
D.2 Fortresses of level 1 can be build in any COL or TP.

E Arsenals are built instead of a fortress of the same level. That is, instead of building a fortress of a given level, one
can build an arsenal of the same level. All conditions (and price) for building this level of fortress must be met (or paid).
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E.1 Except for the named arsenals of Gibraltar, Sebastopol and S-Petersburg, arsenals may only be built in a coastal
TP or COL (including COL of level 6).

E.2 The named arsenal Brazilié can only be built in BRAZIL.

E.3 The named arsenal Gibraltar can only be built in Gibraltar or Tanger.

E.4 The named arsenal Sebastopol can only be built in a province bordering the BLACK SEA.

(Construction of S-Petersburg (CanxT-Metepbypr)) of Section XV.6.1 (Russian under-development)).

F Forts are built during the military or redeployment phases.
F.1 ALD is required and the construction takes 2 rounds.
F.2 A Mis can be transformed in a Mission during the redeployment phase.

G Wasteland In the Wasteland (see Section I.1.3.1 (Wasteland area)), until 1615 (periods I-Ill), fortresses may not be
more than 1 level higher than the basic level on map (i.e. the maximum level is 2 on provinces with a basic level of 1
and 3 in provinces with a basic level of 2).

G.3 This does not remove other conditions on fortresses level (such as Land Technology level).

H Praesidios are built only according to rule Section X.6 (Building Preesidios), during the redeployment phase of the
turn. The maximum level of any Preesidio is 3.

H.1 As an exception to fortress building, Preesidio can be constructed directly at any level. The cost is the sum of cost
for all intermediary levels.

Example: Building fortresses.— At turn 3, FRA has Renaissance and, being at war against HIS, wants to fortify its Southern
border. FRA would like to build fortresses of level 3 both in Béarn and Languedoc. However, since the current fortress of
Languedoc is only of level 1 (the default level for this province), it is not possible to go directly to level 3.

So, FRA decides to increase by one level the fortresses of Béarn and Languedoc. In Languedoc, FRA builds a fortress of
level 2 (on top of the existing level 1) for 25 ). In Béarn, FRA build a fortress of level 3. Since FRA is not Arquebus yet, the
cost is doubled for 100 I). The total is 125 Iy, to be written in line B34 of ERS. FRA now has to find the proper counters in its
counters mix to put on the map (this should be easy at this point).

In turn 4, the war is still going on, so FRA wants to increase the fortress of Languedoc. Since there is already a fortress of level
2, it is possible to build a level 3 here, for 100 ) (since FRA is still not Arquebus).

VIl.2.3 Naval forces

Vil.2.3.1
A Limit
A.1 Each country has a recruitment limit, expressed in ND, varying by periods (and some specific conditions).

A.2 It can be found in the player’s aid of each country, in the column “Troops purchase”.

A.3 ltis also summarised in table VII.2 (Recruitment per Country) (second line, first number).

A.4 Each turn, it is possible to recruit up to this limit. Contrary to land recruitment, it is not possible to recruit more than
the naval limit.

A.5 NGD and NDE count as half a ND for this limit. NTD and VGD count as a full ND.

B Increasing the limit

B.1 Each Wood brought or produced increase the naval recruitment limit by 1ND, up to a maximum augmentation of
3ND.

B.2 In addition, a country having a partial or total monopoly on Fish adds 1ND to its naval recruitment limit.

Naval recruitment in Europe
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C Navy size

C.1 Each country has a maximum number of ND allowed on map at the same time, varying by periods. This counts
both ND counters and ND in F counters.

C.2 It can be found in the player’s aid of each country, in the column “Max. ND”.

C.3 ltis also summarised in table VII.2 (Recruitment per Country) (second line, second number).

C.4 NGD and NDE count as half a ND toward this limit. NTD and VGD count as a full ND.

D Costs

D.1 Each country has a recruitment cost, for NWD, NTD, F ©, and sometimes also for NGD and F © of NGD,
varying with its current technology.

D.2 It can be found in the player's aid of each country, in the columns “Navy Purchase” and “Purchase (other)".

D.3 The cost for one F © is the cost for a full counter, up to its countenance.

D.4 Beware! Countries with small recruitment limit (e.g. POL or RUS) may not recruit a F @ in one turn unless they
first increase their limit. That is, the existence of a price for a counter does not remove other conditions for buying it.
D.5 Even if they do not benefit from the technologies, the cost of NGD varies with them.

D.6 NDE cost half the price of a ND, rounded up.

E Recruitment area. There is no specific recruitment area for navies. They can be brought in any European province
with a port, including European provinces in the ROTW and (coastal) COL of level 6.

F Recruitment. Each country decides how many ships it wants to purchase, where it wants them recruited and under
which form (counters). Then it computes the cost for these.

F.1 The cost is written in line B33 of ERS (together with the cost of newly brought armies).

F.2 The new units are put on the map when resolving administrative actions.

F.3 Since F counters are containers, it is possible to recruit some ND directly “inside” them (if there is still room left for
them) without physically putting the ND counter on the map.

Example: Naval recruitment— In Period IV, the recruitment limit of SUE is 4ND. Since its F ® contains 5ND and 2NTD,
SUE may not buy one of them in one turn.

If the naval technology of SUE is Battery, SUE can in on turn buy one F © (containing 2ND and 1NTD) for 150 ), plus an
additional NWD at 55 I). This makes a total of 4ND, the recruitment limit for a given turn. The NWD may be directly incorporated
within the F, since a F © is too small to contain 3ND, the counter is turned ® (and will require maintenance of a full F @,
thus it might be way cheaper to keep this stack as 1F © and 1ND). On the next turn, SUE may buy another F © and merge
all of this into a full F @®.

Example: Wood.— Continuing the previous example, suppose that SUE has one Wood MNU of level 1 and also buys a
second Wood from ANG. Each of these Wood increases its limit by 1ND to a total of 6ND. Thus, SUE may now recruit 2F ©
on the same turn (but still not a full F @®).

If SUE exploits Wood in the ROTW and has the possibility to buy another Wood from POL, that would make a total of 4 Wood

available. However, the limit may only be increased by 3ND. That is, the fourth (and subsequent) Wood is useless and, in this
case, buying it is a waste of money.

Example: Galleys.— In Period Ill, TUR may “only” recruit 9ND per turn. However, NGD count as half, so TUR may recruit
up to 18NGD per turn! Its F @® can hold up to 5SND and 1NTD, that is 10NGD and 1NTD. Thus, TUR can largely buy 1F @
and 1F © each tumn. ..

This is, typically, what happened after Lepanto where the Turkish navy was crushed but rebuilt in a couple of years. Given the
high cost of both building and upkeeping navies, it is very rare to buy that much ND during a given turn and things are usually
more evenly spread over time.

VIl.2.3.2 Naval Recruitment in the ROTW
A Level 6 COL are considered as European provinces and follow the normal rules for naval recruitment.
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B Other establishments. Each ND (or NTD) builtin a COL (of level 5 or less) or TP costs twice the normal price and
counts as 2ND in the recruitment limit.

B.1 When building F © in the ROTW, make sure that the recruitment limit is high enough!

B.2 ltis not possible to build navies in forts or missions (alone).

C Fisheries In a COL (including of level 6) where Fish is exploited, up to 1NDE per two levels of Fish exploited can
be built outside of the construction limit, at normal cost.

Example: Naval recruitment in the ROTW.— In Period IV, FRA has a COL of level 4 in TERRE-NEUVE, exploiting 4 Fish.
Thus, it may build there 2NDE that do not count toward the recruitment limit (of 5ND). If FRA wants to build 2ND there, that
is 3NDE plus 1ND, the first two NDE do not count toward the limit, but the third counts twice (thus, as a full ND) and the ND
also counts twice, so this takes 3ND of recruitment.

If the technology of FRA is Battery, this would cost 23 ) (22.5 rounded up) for each of the first two NDE, then the cost of the
rest is doubled. This brings the total to 23 + 23+ 2 x 23+ 2 x 55 = 167 ).

VII.2.3.3 Privateers

A P may be recruited in any controlled and owned port, including in the ROTW.

A.1 Each side cost 10 [ and counts as 1ND toward recruitment limit.

A.2 When P are included in basic forces, they are rebuilt for free (both cost and limit) if destroyed (up to the basic
forces).

A.3 Some P are also obtained via specific rules (see rules dealing with each power, especially Section XV.2.1.1 (French
Privateers) and Section XV.14.8.4 (Ragusa)). These are free of the costs mentioned here (both in ) and construction
limit) but the specific rules may entail specific costs.

VIl.2.4 Recruitment of Minor Powers

Vil.2.4.1

A When a minor country enter wars, immediately (during the Diplomacy phase) put all its basic force in play. Especially
the “one more fortress level per turn” rule do not apply for basic forces (only for reinforcements).

A.1 Former majors may have some fortress already in play (maintained from previous turns). These levels are subtracted
from any level of fortress they have in basic forces. That is, basic forces is the minimum the country has upon entering
war, not the amount it gains.

A.2 Basic forces are only received if the country was fully at peace and enters war. No basic forces are received in the
middle of a war, even if the basic forces of the country change (due to some events, usually).

B Next, during the Administrative phase, minor receive reinforcement as described below.

Going to war

Example: Minors basic forces.— VENETIA has a basic force of 4 f. If there already are 5 extra levels of fortress on the map
when war occurs, VENETIA do not receive any more. If there are 3 extra levels on the map, then VENETIA would only receive 1
level as basic force (to reach the total to 4).

Before event IV-11 (The Great Elector Friedrich-Wilhelm of Prussia), the basic forces of BRANDENBURGUM are A®, LD. After,
they switch to A®, LD. If this event occurs while BRANDENBURGUM is at war and only as A@ in play (more than the old basic
force, but less than the new one), BRANDENBURGUM do not gain any new forces (it will roll for reinforcement as usual). That is,
the country needs one turn of peace to recruit its troop up to its basic forces.

VIl.2.4.2 Minors fully at peace

A Troops and Navies A minor which is fully at peace (no war, overseas war or Limited intervention) recruits up to its
basic forces.

A.1 Remember that troops in excess of the basic forces are disbanded (except some fortresses), see Section VII.1.4
(Maintenance of Minor Powers).
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A.2 Thus, itis not necessarily to put these counters on map. Once a minor is at peace during the Administrative phase,
all its counters (except some fortresses) may be removed from the map. The next time the minor goes to war, it will
receive its basic forces.

B Fortresses

B.1 [TBD ] A minor country with Land Technology Baroque or higher has an extra basic force of one level of fortress
for every two provinces it owns.

B.2 [TBD ] A minor country with Land Technology Manoeuvre or higher has an extra basic force of one level of fortress
for every province it owns.

B.3 [TBD ] These levels do not need to be evenly spread over the provinces and may be grouped into the same
province.

B.4 In addition, during periods V-VII, each minor country with an Income of 16 or more gets one extra level of fortress
in its basic forces.

B.5 Before Arquebus, a fortress of level 3 can only be placed by minor countries at the cost of 2 levels of fortress on
top of an existing level 2.

B.6 Before turn 40, a fortress of level 4 can only be placed by minor countries at the cost of 2 levels of fortress on top
of an existing level 3.

Example: Fortresses.— ALGERIA normally owns 6 provinces and has an Income of 17. If its technology is Baroque, in period
1V, it receives 3 levels of T as Basic forces and may choose to put 2 of them in Algérie (thus reaching level 3) and 1 in Oran
(going to level 2). Note that it is not possible to put a level 4 fortress in Algérie as the fourth level (above a level 3) itself costs
two levels before turn 40.

In period V, ALGERIA gains a fourth level of fortress as Basic force due to its high Income. It may now put a level 4 fortress in
Algérie (if allowed by technology). However, before turn 40, that would cost the four levels as going from level 3 to level 4 cost
two levels.

If ALGERIA reaches technology Manoeuvre, it now has a total of 7 level of fortress when going to war (1 per province plus 1 for
high Income) and may choose to barricade the cost with level 3 fortresses in Oran and ‘Annabah, and a level 4 in Algérie.

VII.2.4.3 Minors in Limited Intervention or Overseas wars

A Maximum recruitment

A.1 A MIN which is doing a Limited Intervention or is involved in an Overseas War (and is not fully at war in some
other war) recruits troop if it has less than its Basic forces.

A.2 Troops recruited during Limited Interventions or Overseas Wars may not raise the total number of troops above
the Basic Forces.

A.3 If the allowed reinforcement would bring the total number of troops above the Basic Forces of the country, then it
only recruits up to its Basic Forces and excess reinforcement is lost.

B Recruitment of non-VA

B.1 A MIN which is either Neutral, RM, SUB or MA may recruit its Basic Reinforcement (indicated in the country
description in the Appendices).

B.2 AMIN in EC or EW may recruit its Basic Reinforcement plus one LD or ND (controller's choice).

B.3 These recruitment do not cost anything to anybody. There are considered as payed by the minor, whatever its
actual income may be.

C Recruitment of VA

C.1 AMIN in VA gains no free reinforcement each turn.

C.2 Instead, the Patron may pay for reinforcements, on his own treasury, to raise troops up to the basic forces of the
country.
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C.3 The cost are those of the Controller, with the technology of the minor.
C.4 These troops are not counted toward the recruitment limit of the major.
C.5 The maximal reinforcements raised this way are the basic reinforcements, plus 2 detachments (LD or ND).

D Moral

D.1 All land reinforcements of MIN are Conscripts, except:

D.2 SUECIA recruits all its new forces as Veteran;

D.3 HELVETIA recruits its new forces as Veteran if its Land Technology is Muskets or less;
D.4 PERSIA recruits half of its new forces as Veteran (round down).

E Campaigns

E.1 Neutral minors in overseas wars or interventions have 1 active campaign each round.

E.2 Countries that are neither Neutral nor VA receive 1 passive campaign each round, plus one active campaign for
the turn. The controller may pay for larger campaigns (paying the difference between the chosen campaign and the
passive one).

E.3 VAin overseas wars or interventions have no campaign. All their campaign cost must be payed by their diplomatic
patron. The patron may either chose to move the minor’s troops with its own campaign or pay a whole new campaign
only for the minor (in addition to the one used for its troops).

Vil.2.4.4 Minors fully at War

A Generalities

A.1 Minor fully at war, whatever their diplomatic status, receive reinforcements according to a Reinforcement roll.
A.2 These roll are made during the Administrative action of minors (incl. recruitment) segment.

A.3 In case the order is relevant, each MAJ, in decreasing order of initiative, roll for reinforcements of its minors.
A.4 The reinforcement roll provides troops, campaigns, fortress levels and leaders.

B Attitude

B.1 Before rolling for reinforcements, the controlling player chooses an Attitude for each minor.

B.2 The choice is usually free (but may be constrained by events). Typically, a minors that was declared war upon can
choose an Offensive attitude.

B.3 The attitude chosen may change at each turn of the war.

B.4 Some attitudes entail constraints on the moves the country will be allowed to do during the turn.

C List of attitudes
C.1 Offensive: this attitude gives more troops and campaigns

C.2 Defensive: the troops of the minor country may only move in provinces that it owns or owned at some point in the
game, as well as provinces adjacent to the ones it currently owns. This is the best attitude for getting fortresses.

C.3 Naval: this attitude may only be chosen for a minor country that has naval counters at its disposal. It is the only
attitude that gives naval forces.

D Reinforcement roll

D.1 Roll 1d10, add some modifiers as indicated on the right of the table and cross reference the result in table VII.3
(Reinforcements of Minor countries Fully at War) with the attitude chosen.

D.2 This die roll gives troops, fortress levels, campaigns and a leader value (in the last column).

D.3 Political There is a Political modifier specific to some minor countries and periods (or events). These modifiers

are indicated on the right of table VII.3 (Reinforcements of Minor countries Fully at War), and also in the country's
description in the Appendix.
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1d10 . Minor country attitude +1 FRATRES MILITIE CHRISTI and

+mod. | Offensive Defensive Naval Leader? D.S.M. THEUTONICORUM before
<1 1LD 1LD de 0 I-H
2 1LD f de 0 +1 Barbaresque countries in
3 2LD 1LD/f de/MC 1 periods -l
4 2LD/MC 2LD 1LD/de/MC 1 +1/+3 BRANDENBURGUM after
5 3LD/MC 2LD/f 1LDND/f 1 V-11V-13
6 3LD/2MC 2LD/2f 1LD/AND/MC 2 +2 PERSIA in periods -1
7 4LDAMMC | 2LD/2fIMC | 1LD/f/IND 2 +1 DANIA and SAXONIA in periods
8 4L.D/2MC 3LD/f 2LDIF© 3 [y
9 5LD/MC 3LD/fIMC 3LD/FO©/MC 3 +1 BAvARAA after IV-1 (1) or VII-2
11 | 6LD/fi2MC | 4LD/2f ALDIFOIfIMC 5 +1 SABAUDIA in periods IV-VI
12 6LD/2MC 4L.D/3f 4LD/F®/f/MC 6 +1 HANOVERE in periods VI=VII
13 7LD/MC 5LD/fIMC 4L.D/3ND/MC 6 +2 POLONIA if Absolutism
14 7LD/2MC 5LD/2f/2MC | 4LD/3ND/2f/MC 7 established

215 8LD/2MC 6LD/3f/l2MC 5LD/F®/f/2MC 8 +3 PORTUGALLIA before lI-6

2LD—AQ, 4LD—A®, t=1 fortress level, 1de=1NDE or 1NGD,
1ND =INWD, 1 VGD, 2NGD or 1INTD.
MC=1 multiple campaign. Note: 1 free active each round.
Leader: reroll 1d10, if result<Leader? column, 1 random leader
During pV-VII, add f to basic forces if Income>16.

+1 VENETIA in periods V-V
-1 0<Income<5

+1 16<Income<30

+2 31<Income

Table VII.3: Reinforcements of Minor countries Fully at War

D.4 Incomes There is also an Economical modifier depending on the income of the country. This modifier is used
for all minors and is cumulative with the Political modifier. It is based on the income of the provinces that are owned
and controlled by the minor, and neither besieged, revolted or pillaged at the time the roll is made (i.e. the provinces
that would count in the Land income if this was a major country). Industrial income (gold), Commercial income (TF,
Monopolies) and ROTW income (exotic resources, COL, TP) also count toward this total for the few minors concerned.
D.5 The initial income of each minor is written in the appendices. The actual figure has to be recomputed each time
it is needed, the figure in the appendices is only the initial income of the country and typically varies if it loses or gain
provinces.

E Troops

E.1 The reinforcement roll can give some LD and ND to the minor. The new troops must be placed in owned and
controlled provinces that are neither besieged nor revolted.

E.2 LD may be freely converted into A as the usual rate of 2LD =1A®, 4LD =1A®.

E.3 ND may be used for either 1 NWD, 1 NTD, 1 VGD or 2 NGD.

E.4 Naval forces can be included into F, according to the fleet size of the minor.

E.5 There is no limit to the amount of recruited troops other than the counter limit for the country.

F Moral

F.1 All land reinforcements of MIN are Conscripts, except:

F.2 SUECIA recruits all its new forces as Veteran;

F.3 HELVETIA recruits its new forces as Veteran if its Land Technology is Muskets or less;
F.4 PERSIA recruits half of its new forces as Veteran (round down).
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G Fortresses. Some levels of forfresses are obtained by the Reinforcement Roll. The new levels must be placed in
controlled provinces that are neither besieged nor revolted.

G.1 Agiven fortress can not be improved by Reinforcements by more than one level at a given turn. This rule does not
constrain the fortresses that are in the Basic Forces.

G.2 Before Arquebus, a fortress of level 3 can only be placed by minor countries at the cost of 2 levels of fortress on
top of an existing level 2.

G.3 Before turn 40, a fortress of level 4 can only be placed by minor countries at the cost of 2 levels of fortress on top
of an existing level 3.

H Campaigns

H.1 Each minor fully at war gets 1 active campaign each round.

H.2 In addition, it may receive multiple campaigns (MC) per reinforcement roll.

H.3 The diplomatic patron may pay for more campaigns (paying the difference between the chosen campaign and the
active one).

| Military Leaders of Minors: basic forces

1.1 If there is a living named leader of the country, he automatically comes into play.

1.2 Some minors have military leaders in their basic forces. If there are not enough named leaders to reach this limit,
the minor receive ?) leaders. If possible, take these among the minor country pool, otherwise among the generic grey
leaders (of “country” QUIDAM).

1.3 Contrary to major countries, (?) leaders of minors are not changed each tum. They are only removed when the
country is fully at peace. If, due to death, the country falls below its basic forces (in number of leaders), it immediately
receive a new one.

J Military Leaders of Minors: reinforcements

J.1 By cross-referencing the (modified) reinforcement roll with the last column in table VII.3 (Reinforcements of Minor
countries Fully at War), one gets a Leader value.

J.2 1d10 is rolled. If less or equal than this value, the minor receive a leader for the duration of the war. This does not
change its basic forces (that is, no replacement if the leader is killed).

J.3 If the attitude of the minor is Naval, then it receives eithera @ & ora @ % (controller's choice). Otherwise, it
receives a (@ .

J.4 This leader is taken at random among those of the minor, if some exist and among the generic grey ones otherwise.
J.5 Like other ) leaders of minor, the leader will be available for this minor until it is fully at peace.

K Military Leaders of Minors: double-sided monarchs

K.1 Several Minors have generic double-sided monarchs. These leaders are usually in the basic forces of the minor.
K.2 These are treated like ) leaders. That is, one of the side is chosen (at random) when the minor is activated and it
is kept until the minor is fully at peace (or until the death of the leader).

K.3 List of concerned leaders (and countries): Al-Ashraf Qansuh Al-GhawrilAl-Ashraf Tuman Bay Il (FEGYPTUS), House
of Giray (CRIMEA) and Shah (PERSIA).

K.4 Note that Grand Maitre (ORDO HOSPITALIS) is not concerned as it is the same leader that may serve either as  or
.

L Military Leaders of Minors: named and generic monarchs

L.1 Some minors have two (or more) different counters for their monarch, usually an unnamed one (as above) and a
named one.

L.2 The named one replace the unnamed one when he is alive. He enters game either at a given turn or following
certain rules or event.
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L.3 As long as a named monarch is available for a minor, the unnamed one is not available and may not enter game
(even through reinforcements).

L.4 List of concerned leaders (and countries): La Valette replaces Grand Maitre (ORDO HOSPITALIS), Shah 'Abbas |
and Nadir Shah Afshar both replace Shah (PERSIA) and Akbar replaces Great Mughal (MOGOLIS IMP.).

L.5 Note that the (@  of DANIA and UNITED STATES are not concerned. They are always available for these countries
as reinforcement leaders even if there are some named leaders alive.

Example: Minor reinforcements.— At turn 10, ALGERIA is at peace. Thus, whatever it had left on previous turn, it rebuilds
and keeps only its basic forces of A© and FQ (the P is left out of this example). There is no need to keep these counters on
map. The technology of ALGERIA is Renaissance and ALGERIA is a VA of TUR.

At turn 11, event lll-10 (Revolt in Sierra Nevada) occurs (earlier than historically) and TUR decides to go to war, together with
its ally ALGERIA.

Basic forces. First, the basic forces of ALGERIA are put on map. TUR puts the A@ and the F© both in Algérie. Then, since
Barbarossa is still alive, he is also put in play (or, probably, kept).

Reinforcements. Next, TUR rolls for reinforcements of its minor (after all majors have finished their administrative actions,
especially after TUR and HIS both have brought their own troops). Since ALGERIA is one of the Barbaresque countries
(XV.13.1.3), it gets a +1 political DRM (in periods I-11l). Since its total income is 17 I (it still own all its original provinces and no
more), it also gets a +1 economical DRM (for income between 16 and 30 ).

TUR chooses a Naval attitude for ALGERIA as it wants to try and invade Spain. The roll is 5, modified to 7. Thus, ALGERIA gets
1LD, 1 level of fortress and 1ND. The leader value is 2. TUR rerolls on die for the leader and gets a 2, smaller than the leader
value, thus ALGERIA gets an extra leader for the duration of the war. Since it already has an £ (Barbarossa), TUR chooses to
take a * for ALGERIA (at random among the grey (D) ). Then, TUR raise the fortress of Algérie to level 2. As for the troops,
TUR chooses to take 2NGD instead of TND and put them directly in the F (and note on its record sheet the exact content of
the Algerian F). The LD is put in Algérie, waiting to board for an invasion of Spain. . .

VI.3 Removal and Placement of leaders

Design note: Note that removal of leaders must physically occur before placement of new ones because it is possible
that the same () counter is immediately reused (at the same place or elsewhere). However, they are considered to
happen simultaneously, especially for the replacement of ©/& in the ROTW.

VII.3.1 Removal of leaders

A Death Each named leader whose last turn of activity has passed is removed from the game.
A.1 For leaders with turns on the counter, it happens if this turn is the after the second turn written on the counter.

A.2 For leaders with event on the counter, or other special conditions, check the description of the event to known how
long the leader lasts.

A.3 Named major monarchs are removed during the Monarch Survival phase (Section I1l.2 (Monarch survival)) at the
time where the Monarch dies.

A.4 Note that leaders may be removed earlier due to death in battles.
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Design note: Turns of “life” may either represent the actual life of historical people or their period of military activity.
“Death” of a leader (whether scheduled or during battle) may be either actual death, retirement of old age or after a
severe wound, change of career (often to become minister), fall in disgrace, . . .

Turns of life are sometimes longer than the actual life of the historical leader. This may happen for several reasons,
mostly because the actual historical character died early (in battle) and the counter allows for a “what if he didn’t die”
or for game balance reasons. A leader may last one or two turns more than its historical counterpart to ensure that
a given country has a good enough leader at a crucial period. Typically, leaders active in one war are often given
“extended” lifetime over the following peace as the in-game wars and peace won't match the historical ones and there
are no great historical generals during peaces. . .

Example: Removing named leaders.— It is Administrative phase of turn 47. Marlborough (% A 5.5.6 -2 [T43-T46]) is
scheduled to live for turns 43-46. Since his last turn of activity (turn 46) has passed, his counter is removed from the game
(historically, he died in 1722, in the middle of turn 47).

At the beginning of turn 26, event IV-1 (1) (Bohemian Revolt) occurs. As per Event description, BAVARIA receives Tilly (*% A
4.4.4 -1 [Event IV-1]) for 4 turns. Thus, he is considered as having turns 26-29 on his counter. At the Administrative phase of
turn 30, if he is still alive, Tilly is removed from game (historically, he died facing Gustav Adolf at the battle of Rain in 1632,
during turn 29).

B Anonymous

B.1 All(® leaders of major countries retur to their respective pool.

B.2 Exception: besieged leaders stay on the map.

B.3 All mercenaries leaders return to the pool of mercenaries.

B.4 @ leaders of minors countries fully at peace return to their respective pool.
B.5 @ leaders of minors at war stay on the map.

C Free redeployment Each player may choose to redeploy any of its named leader still alive. The counter is removed
from the map and will be replaced immediately as a new leader arriving this turn.

C.1 Exception: besieged leaders must stay on the map.

C.2 Exception: Leaders in the ROTW with unknown discoveries must stay in place (hint: you should have redeploy
them to an establishment during voluntary redeployment of previous turn).

Playing tip: In other words, named leaders have a free “teleportation” movement at this point. Use this either to
change your frontlines or to ensure hierarchy is respected. This is also the occasion to redeploy % to other Areas.

VII.3.2 Placement of leaders

A New leaders Each leader who is schedule to be active starting this turn is placed on the map by its controller.
A.1 Each leader that was removed due to free redeployment is also placed.
A.2 Leaders that were wounded but did not recover during the previous turn are also placed.

Example: New leader.— This is the Administration phase of turn 43. Marlborough (% A 5.5.6 -2 [T43-T46]) is active starting
with turn 43, thus he is placed on the map now. ANG chooses where to place him (see some restriction below).

B Anonymous Major countries check their minimum leader limit.

B.1 For each category of leaders (%, £, &, C, #) where a country as less leaders than its minimum, draw as many
@ leaders as necessary to reach the minimal value (among those of the country).

B.2 If a country has more leaders than its minimal value, none is received but none is lost either.
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B.3 Note that () leaders that are besieged and thus stay on map are counted toward the limit.

Example: Minimum leaders.— At turn 2, RUS has one > (Shchenya (% A 3.1.4 [T1-T5]), provided he did not die during
turn 1) but (for period ), RUS has a minimum limit of 2%. So, RUS gets one (?) * at the Administrative phase of turn 2.

At turn 4, suppose Shchenya is still alive. RUS receives I. Vorotynsky (% B 5.1.3 [T4-T7]) as he is scheduled for turn 4. Thus,
RUS now has 2 %, equal to its minimum limit, and does not receive any () *.

C Missionaries Some countries receive Mis. Check the specific rules of the country to know when.
C.1 If this is the case, new Mis are placed now.

D Placement All leaders deemed to be placed at a given turn are placed simultaneously. That is, one first draws all its
@ leaders before placing any.

E Where to place?

E.1 Mis must be place in an owned, controlled and unbesieged province of the European map.

E.2 % must be place in an owned, controlled and unbesieged establishment (COL, TP or fort) in the ROTW, possibly
in a COL of level 6. The Area in which they are placed will restrict their possible movement.

E.3 Other leaders (%, &, &,C) may be placed either with any unbesieged troop of the same country or in any owned,
controlled and unbesieged province. Note that they may be placed with troops in enemy territory if a war is going on.
E.4 Additionally, 8 and & may be placed in any province or seazone where another leader of the same category was
just removed, even if there are no more counter of the country here and even if the discovery of this province or seazone
has still not been brought back home (the expedition is too small to be represented, but there are still some members
to take the lead once the initial leader is dead).

E.5 Note that & or & may be placed either in Europe or in the ROTW.

Example: Replacing a C.— At the end of turn 3, HIS decides to let the lone Colon (& <R> H 6.1.1 [T1-T3]) in CuBA. At turn
4, Coldn dies and the counter is removed from game. The province is now empty. However, Solis (& <R>J 4.4.2 [T4-T7]) is
scheduled to arrive at turn 4, hence he is placed now. Since both are &, Solis may be placed exactly where Coldn was.

ANG leaves a lone @ & on the cost of AMERICA. Since this is an ) leader, it must be removed at the end of turn. However,
ANG receives another @) C for the next turn and may choose to place him at the same place. Note that since ANG has only 3
@ C, there is 33% chance that the new one is the same as the old one.

F Geographic restrictions Some leaders have Geographic restrictions as where to be placed (America, Asia or
Mediterranean).

F.1 In addition to other rules, these leaders must be placed in a province or seazone where they are allowed.

F.2 Thatis, e.g., a » with a $ (America) restriction must be place with a stack or establishment in AMERICA and may
not be placed in Europe or Asia.

F.3 Note that leaders without capacity to go in the ROTW are de facto restricted to Europe and thus must be placed
on the European map.

G Hierarchy After placement of leaders, hierarchy must be respected.
G.1 If not, you should probably have use free redeployment to solve the problem.

H Pashas TUR receives new Pashas each turn as per §C (Pashas) of Section XV.8.1.2 (Turkish Military system).
They are placed now.

H.1 The correct procedure of placement is (i) decide a province where a Pasha will be placed ; (ii) draw a random
Pasha and place it here ; (iii) repeat until all new Pashas are place.

H.2 That is, TUR may not wait to see the actual values of a new Pasha before deciding where to place him.

H.3 Placement of Pashas may break hierarchy.
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Design note: This Chapter focuses on the description of the Military phase in Segment order. The main concepts
and common rules used during it are described in the next Chapter. Most of these concepts are common with many
other wargames and do not need to be perfectly defined in order to understand the flow of the Military phase, which is
why precise description is postponed. You should refer to the next Chapter whenever a point in these rules requires
clarification.

VIll.L1  Overview

A Sequence

A.1 Military setup (VIII.2)

A.2 For each round (VIII.3):

1. Wintering (VII.3.1)

2. Impulse (per alliance):
(a) Supply (VIII.4)
(b) Choice of campaign (VII1.5)
(c) Movements (VII1.6), Interceptions (VII1.8)
(d) Explorations (VII1.9)
(e) Battles (VI11.10)

3. Sieges (VIII.11)

4. Continuation roll (VII.3.4)

5. End of round (VIII.12)
A.3 Military cleanup (VII1.14)

VIll.1.1  Military setup
Setup for the military phase.

VIll.1.2 Rounds

The military phase is split in a certain number of rounds (between 3 and 11). During each round, each alliance, in
decreasing order of initiative, has an impulse where it can moves its troop and fight. Some matters are resolved before
any alliance has its impulse (continuation, wintering) and some after each had its one (siege, piracy, revolt). After that,
anew round begins.

VIll.1.2.1  Continuation roll
Determine the new round to be played.

VIIl.1.2.2 Wintering
Stacks may suffer from attrition, leaders may be redeployed.
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VIIl1.2.3  Impulses

Each alliance, in decreasing order of initiative, plays an impulse. Each impulse consists in five steps: supply, choice of
campaign, movements (and interceptions), exploration, and battles.
The alliance taking its impulse is called the phasing alliance. All other are non-phasing.

ViIl1.2.4 Sieges
Resolve all sieges, fights against Revolt/Rebellion and P.
VIl1.2.5 End of round
Declare new Exceptional Levies and use old ones. Refit Damaged ships.

VIll.1.3 New round

A new round begin with the Continuation Roll segment.

Vill.1.4 Military cleanup

Compute the final cost of all campaigns paid this turn.

Playing tip: Simultaneity Most of the time, there are separate wars that cannot affect each other (typically, with
different antagonists in each), or even separate actions for a given alliance (typically action in the ROTW and in
Europe). In this case, the resolution of the impulses do not need to be as strictly sequential as explained in the rules.
The military phase is long enough and, typically, a FRA-HIS war and a RUS-POL war can be played simultaneously
in order to make things a little faster.

It is normally recommended to synchronise all players for the continuation roll (because it is a point where some
crucial new information is gained). Sometimes, it is however possible for two players to quickly completely play a small
war (noting the results of the continuation roll in secret to communicate it later) while other players are still struggling
in the first round of a big war. Sometimes even while other are still planning and resolving their administration. . . This
typically allows to “free” those players to go and buy food for everybody. . .

Similarly, the rules describe a strict order for the resolution of actions in the military phase but in practice it doesn’t
often need to be respected that strictly. Typically, two battles can be resolved simultaneously if they don’t have the
same participants, or sieges can be resolved in any order (rather than on a per alliance basis) if players agree that
this has no importance. The rules, however, must provide a strict order to be able to solve any disagreement in the
order of resolution of actions for the rare cases where it does matter.

VIll.2  Military setup
VIlL.2.1 Initiative

Determine the alliances in effect this turn and the order of initiative between them. Alliances are transitive (the ally of
my ally is my ally) for this purpose (but not for stacking purpose and such). Each alliance plays at the lowest initiative of
one of its member, resolve any tie at random.

Stacks in interventions (whether limited or foreign) act at the same initiative than the alliance for which they intervene.
Minors at war alone act at the initiative of the country controlling them.

Vill.2.2  Starting round

Roll one die to determine the starting round (read the result in the boxes of the rounds display). This die roll is never
modified. The weather for this round is determined as usual (see below).

Itis possible for the Sund to be frozen during the first round if the die was "1’ and event E-24 (Poor weather) happened
this turn.
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VII.3 Rounds

During each round, perform the segments detailed below. The Impulses segment is repeated for each alliance in
decreasing order of initiative.

Each round is labelled by a letter indicating the season ('S'ummer or 'W’inter) and a number (between ‘0’ and '5’)
indicating the year.

Design note: Do not take the seasons and years too seriously when interpreting what happens during a turn. This is
more a modelisation artefact that gives good macro results than a real attempt to simulate military actions on a lower
scale (especially, the 'S" and "W’ rounds happen simultaneously in the North and South hemispheres. . .)

VIIl.3.1  Wintering

If the current year is different than the year of the previous round, then a Wintering segment occurs. Otherwise, skip to
the Impulses segment.
There is a Wintering segment when the 'End’ box is reached, that is, it is considered as being 'S6'.

VIII.3.1.1  Cold area

Any stack in a non-controlled, non-national province within the Cold area rolls for attrition. Resolve this as a Supply
attrition (see below). It is, however, a different roll and a stack may have to roll for attrition both during the Wintering
and Supply segment in some cases.

VIIl.3.1.2 Pashas
Any stack containing Timarfar out of TUR national territory rolls for attrition. Check specific Turkish rules for details.
VIIL.3.1.3 Hierarchy

Leaders may be redeployed. Leaders that were wounded during a previous round come back now.

Each country may choose to redeploy its leaders on its stacks any way it wants (no maximal distance or such, in other
words it's a free teleportation). If it chooses to do so (including return of wounded leaders), then the hierarchy must be
globally respected after this redeployment. It is always possible to choose not to redeploy leaders at this point, but as
long as at least one leader is redeployed, the country must respect hierarchy globally.

Exception: besieged leaders as well as leaders on stacks with discoveries that have not been brought back to Europe
must stay in place and are not checked toward global hierarchy.

VIIl.3.2 Impulses

Each alliance, in decreasing order of initiative, plays an impulse. Each impulse consists in five steps: supply, choice of
campaign, movements (and interceptions), exploration, and battles. Check details of these steps below.
The alliance taking its impulse is called the phasing alliance. All others are non-phasing.

Vill.3.3 Sieges

Each alliance, in decreasing order of initiative, resolve its sieges, fights against Revolt/Rebellion and P. Check details
below.

VIll.3.4 Continuation roll

Roll a die, modified by +2 in case of event E-24 (Poor weather) and -1 if this is period VI or VII. Follow the arrows on
the rounds display to determine the new round.

If the new round is the 'End’ box, then the rounds stop immediately. Proceed with one last Wintering then Military
cleanup.
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If the followed arrow is red (modified roll of 1-5 after a Summer round), then the new round is played with an extended
campaign. See choice of campaign for the implications.

If there is an extended campaign after a (unmodified) continuation roll of '1’,’3" or 'S, then the round is played with Bad
weather.

If event E-24 (Poor weather) happened this turn, then each Winter round is played with Bad weather, no matter what
was rolled (included after a Winter/Winter transition). Additionally, in this case, if there is a Winter after an unmodified
roll of 1", the Sund is frozen (see event E-24 (Poor weather)).

Playing tip: End of the Military phase may happen somewhat brutally. You should always check the probabilities
before planning long term actions (sieges) in years 4 or 5.

Given the shape of the rounds track, at least one round in each column must happen. Thus, the minimum number
of rounds left to play is the number of columns and the maximum is twice that number. Moreover, long Military
phase implies lot of extended campaigns. Take that into account when planning both long term actions (sieges) and
expenses for the rest of the phase.

VIII.3.5 End of round

Each alliance, in order of initiative, declare new Exceptional Levies and use old ones, refit Damaged ships. Check
details below.

Vill4  Supply

Each phasing land stack which has no supply for two consecutive rounds is immediately destroyed. Getting back supply
temporarily during the round is enough to avoid this destruction.

Each phasing land stack which has no supply or is in weak supply must roll for supply attrition. Additionally, each
phasing besieged land stack must roll for Siege Afttrition (exception: if the fortress was supplied during the previous
round (see naval movement), the besieged stack does not roll for attrition and is considered in full supply (even if it
should normally be only in weak supply)). Naval stacks never roll for attrition during the supply segment. Beware that
besieged stacks roll for siege attrition during this segment, which has a similar procedure as supply attrition but with
slightly different modifiers.

If a besieged stack is also in weak supply, it does not roll for supply attrition. The Siege Attrition replaces this roll.

Vill.4.1 SoS, LoS, weak supply

Vill.4.1.1  Atland

A Source of Supply (SoS) is either a controlled city, TP, COL or fort, or a large enough naval stack in an adjacent

seazone. A Source of Supply may supply as many stacks as wanted.

The Line of Supply (LoS) goes from a Source of Supply to the stack. The MP cost is counted as if the stack itself was

doing this movement (typically, LD in the ROTW compute the length of their LoS using the special MP costs for LD). A

LoS has a maximum length of 12MP.

A stack is in weak supply if at least one of the following condition is true:

« its Line of Supply is as least 6MP long (exception: in the ROTW, LD do not check this condition);

« its Line of Supply goes through desert;

« its Source of Supply is not owned by a member of its alliance (only controlled);

« it is supplied by a naval stack that is not adjacent to a port or arsenal able to supply it (exception: in the ROTW, LD
do not check this condition).
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Itis possible to take its supply from a further SoS to avoid weak supply (typically, to have an owned SoS, or to circumvent
a desert).

A naval stack can act as a SoS for an adjacent land stack if it is large enough. Supplying is a naval action (see below)
and thus must be declared during the naval stack movement. It is valid until the next impulse of the naval stack (which
may be during the next turn).

+ A stack containing only NDE may supply stacks of at most 1LD;

+ A stack containing only ND may supply stacks of at most 3LD and no A counter;

+ A stack with a FO© (but no F®) counter and at least 2ND in the stack may supply any small land stack (up to 5LD
and 1Pasha);

+ A stack containing a F@ counter and at least SND may supply any land stack.

NTD in Convoys are not counted when checking Supply capacity of a naval stack. This information is summed up in the
last two columns of table VIII.1 (Naval Supply): find the size of the naval stack (or smaller) in the “Naval Size” column
and read in the same line in the “Land supplied” column the size of land stacks that can be supplied.

Port | Naval | Land
size | size supplied
Fort | INDE | 1LD
Fort | ND 3LD, K
Port | F© 5LD, A
Port | F® All

Ars. | 2F All

NGD, NTD: counts as ND
FO>2ND, F®>3ND
Convoys: no supply

Table VIII.1: Naval Supply

In the ROTW, forts (including missions) can only supply LD. TP and COL can supply any stack.
Supply is never used up. Thus a SoS can supply several stacks if it can supply each of them individually.

Vill4.1.2 Atsea

A naval SoS is a controlled, non-blockaded port or arsenal large enough ot hold the naval stack. Fort and mission can
only supply ND; TP, COL and regular ports can supply stacks with at most 1F counter; arsenals can supply any naval
stack. Preesidios and Siegework do not blockade ports, only enemy naval stacks may do so.

A naval LoS goes from the SoS to the stack. Its length is the number of sea zones crossed (both entered and exited).
Thus, a naval stack adjacent to a port has a LoS of length 0.

VIll4.2  Supply Attrition

Attrition (in Europe) is obtained by rolling one die, modified as follows, and cross-reference the modified result
in table VIII.2 (Discoveries and Attrition) in the “Land, Europe” column that corresponds to the size of the stack. In the
ROTW, the result is read in the “ROTW and Sea” column. Note that a result of 5 or less has no effect.

Modifiers for Supply attrition:
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1d10 Discovery ROTW Land, Europe (fct. of #LD)
+? Sea Lland || orSea | 1LD 2LD 3-5LD >6LD
<5 S S 0% — — — —
6 S S 10% — P P 1+P
7 S S 20% — P P 1+P
8| St S 30% — P P 1+P
9 Y Y 40% P P 1+P 2+P
10 ) Y 50% P P 1+P 2+P
1| F* 7 60% P 1 1+P 2+P
12 || F* Ff 70% P 1 1+P 2+P
13 || Ft F 80% P 1 1+P 2+P
14 || F F 90% P 1 1+P 2+P
>15 || F i 100% | 1+P  1+#P  2+P 3+P

Table VIII.2: Discoveries and Attrition

+2 per cause of attrition above the first

+2 in case of massed forces (the stack contains more than 5LD and 1Pasha)

+2 if the stack has no LoS

+2 if the fortress of the province is controlled by the enemy

-M MAN of the commander of the stack

+7? if the stack is supplied by a naval stack, and the LoS of this naval stack goes through one or more Strait
fortifications, add the DRM of all the Strait fortifications along this path (2 in Europe, level/2 in the ROTW)

+1 per Pillage®, Revolt® or unfriendly Rebellion® in the province

+2 per Pillage®, Revolt® or unfriendly Rebellion® in the province

+7? in an uncontrolled province of the ROTW cold area, add the number of Snowflakes “resource” (+0 to +2
depending on the Area)

Design note: Massed force Note that a massed force is not a cause of supply attrition by itself (contrarily to
movement attrition) but if the stack suffers attrition, it is still an aggravating factor. For the sake of space, this is not
repeated in the tables and considered to be part of the “per extra cause” modifier, even if it's not an extra cause stricto
sensu.

Note also that for supply (or siege) attrition, the massed force malus always only happen at 6 or more LD, even in
case of a campaign without logistic.

Modifiers for Siege attrition (besieged):
-S siege value of one besieged leader
+S siege value of one besieger or blockading leader
-3 if besieged in an unblocked port
+1 per Siegework®
+3 per Siegework®

VIll.4.3 Result of attrition

In Europe, the result of attrition is either nothing (—), a number (between 1 and 3), a'P’ or both a number and a'P’.
The number indicates how many LD are lost immediately. The controller of the stack chooses which.
AP’ is interpreted differently according to the technology of the stack.
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+ If the technology is Mediieval, Renaissance or Arquebus, then 1 more LD is lost and a Pillage® is placed into the
province (and immediately merged into a Pillage® if there was already another one here).

+ If the technology is Muskets or better, then the controller chooses to either loss one more LD or place a Pillage®
(note that foraging has no effect during siege or supply attritions).

Besieged troops cannot place Pillage and thus must loss one LD in case of 'P". There is no extra effect for the lost

Pillage with low technology. Similarly, if there are already two Pillage@® in the province, it is not possible to add more

and any 'P’ must be resolved by loosing one LD.

Note that since Pillage will make further attritions harder, it is sometimes wiser to loss LD rather than let the troops

plunders. Note also that since Pillage© will be removed at the end of the turn, small troops with a not too bad technology

don't suffer a lot from attrition.

In the ROTW, cross reference the percentage obtained with the size of the stack in table VIII.3 (Remaining troops

after attrition (naval and ROTW)). The resulting number indicates the number of LD still alive after attrition while the 'd’

indicates one or two LDE still alive. If there is a «, then there is 50% chance to lose an extra LDE.

Stacks in COL of level 6 use the Attrition in Europe procedure.

% lost | 10 20 30 40 50 60 70 80 90
d d d dx dx  dx  dx
2d 2d 20 d d d dx  dx
1D 1% 2d 2d 2d d d d dx
2D 2% 1+2d  1+d 1+d 1 1 2d d dx
3D 2+2d  2+d 2 2 1+d  1+d 1 2d d
4D 3+d 3 3 2+d | 2 1+d 1+d @ 2d d
5D 4+d 4 3#+d 3 24d 2 1+d 1 d
6D 5+d 5 4 3+d 3 2+d 2 1 20
7D 6 5+d 5 4 3+d 3 2 1 2d
8D 7 6 5#d 5 4 3 2 14d 2
9D 8 7 6+d 6 5 4 3 2 1%
10D 9 8 7 6 5 4 3 2 1

Table VIII.3: Remaining troops after attrition (naval and ROTW)

VIlL.5 Choice of campaign

Each country of the phasing alliance chooses its campaign for the current round. Make a tick in the correct line of the
ERS to count how many campaigns of each type you've done so you can pay for them.

More expensive campaigns allow for more actions. In case of extended campaign, there is a single campaign that
spans over two rounds and that can be upgraded at this point.

Each country must pay for campaign in order to move its troops, however multinational stacks are moved as part of the
campaign of the commander of the stack.

A Campaigns for MIN

A.1 Minors in limited intervention have 1 simple campaign each turn and 1 passive campaign each round. The controlling
MAJ may upgrade to any kind of campaign by paying the difference.

A.2 Minors fully at war (including oversea wars) have 1 simple campaign each round. They may receive multiple
campaigns through reinforcement. The controlling major may upgrade to an kind of campaign by paying the difference.
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B Campaigns and interception. Interception is allowed according to the last campaign paid.

B.1 For player without initiative, this is the campaign of the previous round.

B.2 During first round, players without initiative may intercept (before their first move) as if they had done a passive
campaign.

VIll.5.1 List of campaigns

A None 0 [): No action, no movement, no exploration, no siege, . . . allowed (troops may retreat before battle and will
fight back if attacked). No interception allowed.

B Passive 10 [i:

B.1 Interception allowed only in friendly provinces.

B.2 On land: only passive moves.

B.3 At sea: Moving stacks of 1F maximum. No active action.

C Active (aka Simple) 20 [: All allowed by Passive plus

C.1 Any interception.

C.2 On land: one stack of < 5 LD + 1 Pasha may do an active move.

C.3 At sea: any stack may move; one stack with at most 1F counter may do an active action, other stacks may only do
passive actions.

D Active/No Logistic 10 [): Same as Active but
D.1 At sea: one stack without F counter may do an active action.
D.2 On land: all stacks > 3LD roll for attrition (even if not moving).

E Major 50 Ij: All allowed by passive plus

E.1 On land: either one stack of any size may do an active move; or all stacks < 5 LD + 1 Pasha may do active moves.
E.2 At sea: either one stack without restriction (neither size nor acton) or all stacks with at most 1F counter may do
active actions.

F Multiple 100 [: all stacks may act without restriction.
G When moving both at sea and on land, the cost of both campaigns is computed separately and only the maximum
cost is paid.

H List of active naval actions. See §A (List of active naval actions.) of Section VII1.6.3 (Sea) for details:
Battle, Blockade, Supply, Fight P, Naval Transport.

| List of passive naval actions. See §B (List of passive naval actions.) of Section VII1.6.3 (Sea) for details:
Exploration, Continue Blockade/Supply/Fight against P, Friendly Naval Transport.

Example: Major campaign.— A Major campaign allows to both:

« attack with one naval stack of 3F;

+ move without attacking (exploration possible) with as many naval stacks as wanted (passive actions are not restricted) ;

* maintain as many blockades and fight against P as wanted (maintaining blockades and fight against P are passive actions,
only initiating them is active).

+ aftack with as many small (< 5LD) land stacks as wanted (the reason for which the campaign is Major needs not to be the
same at sea and on land) ;

+ move without attacking as many large land stacks as wanted (non-active movement is not restricted) ;

* maintain as many sieges and fights against revolts with large stacks as wanted (only movement is restricted).
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VIll.6 Movements
VIIl.6.1 Generalities

Each country of the phasing alliance may move its stacks, according to the campaign it paid for the round. Each
movement must be completed before the next one start. The phasing alliance choose in which order it moves its stacks
(at random in case of disagreement).

Each non-phasing stack may attempt interception. Resolve battles caused by interception immediately.

Each phasing stack (moving or not) may have to roll for attrition.

All rules here apply to all movements and may be further restricted by choice of campaign. That is, the “no restriction”
in campaigns descriptions should be understood as “no further restriction”.

The moving stack may pick up and drop units along its movement, however all these units are considered as having
moved and may not move again. Since each movement has to be completed before starting the next, this de facto
prevents two stacks from rendezvousing, merging, and continue movement together. Moreover, the distance moved is
the total (even if no single unit did its totality) and in case of attrition the size of the stack is considered to be the total
number of all troops that took part in the movement (and they may all suffer from attrition).

Combined land and sea movement is possible and it is the only case where two stacks (one naval and one land) move
at the same time. The land stack must start in a coastal province and embark immediately but may continue moving
after disembarking. The naval stack, however, can move before picking up the land stack but is constrained in what it
does after. If a naval stack transporting troops suffer loses, troops inside may also suffer some loses.

VIIL6.2 Land

When moving, land stacks expend MP depending both on the terrain of each province they enter and the frontier by
which they entered it. The cost of each terrain differ in Europe and in the ROTW and are indicated in table VIIl.4
(Movement points costs).

Condition Europe  ROTW | 4 only for
Friendly/Enemy Clear Terrain 112 2/4 |native troops
Enemy Mountain 3 6 |*2/3 only if
Other Rough Terrain 2 6(4T) |embarking and
Strait, river, pass +1 +2 | disembarking
In or out of swamps +1 +2 |in friendly
Naval move 32 6(3%) ports/arsenals

ROTW: Moving along a river = clear terrain for LD movement
Out of national territory:

Wasteland 2xMP for movement and LoS unless waste-native.
Through Desert 2xMP for LoS, always weak supply.

Table VIII.4: Movement points costs

Each unit may move a maximum of 12MP. Stacking limits may be ignored during movement, but at the end of movement
of each stack, units over the stacking limit must be destroyed (chosen by the controller of the stack).

Aland stack may be carried over water by a sea stack. The land stack must start its movement in the province where
it embark but may move after disembarking. The land stack may embark or disembark from a non-controlled port
(evacuation or landing), but at least one of the endpoint must be a controlled port/arsenal large enough to contain the
naval stack.

A land stack must roll for attrition if at least one of the following cases is true:
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+ the stack is Massed force, that is

+ either the stack contains at least 6LD (not counting those in Pasha) or at least 2 Pashas;

+ or the stack contains at least 3LD and this is a campaign without logistic.

Massed Forces roll for attrition even if they don’t move, ignore this cause between interceptions (see below);
« the stack moved at least 6MP;
+ the stack moved at least 3MP and there is Bad weather;
+ the stack used ships to make a naval move and at least one of the endpoint is not a controlled port/arsenal large

enough to hold the transporting navy.
Note that large stacks must roll for attrition even if they don’t move. Thus, it is usually better to have half of the stack
doing a back and forth move so that none of the part has to test attrition. While this is harmless at home, doing this
on the frontline can increase the cost of campaign (because coming back on a siege is an aggressive move) or offer
opportunities for interception to your opponents (and thus opportunities to crush your stack half by half), so use this trick
wisely.
Note also that a campaign without logistic does decrease the “massed forces” threshold but only one “massed forces”
causes may apply (i.e. a 6LD stack moving without logistic has only 1 cause of attrition). On the other hand, Bad
weather creates a new atrition cause, and the normal “distance” cause may also apply (i.e. a stack moving 6MP or
more during Bad weather has two causes of attrition: “6MP” and “3MP during Bad weather” hence it must roll for
attrition and will suffer from a “extra cause” malus).
In case of interceptions, the conditions for attrition are checked for each part of the movement (between the beginning
and the first interception; between each interception; between the last interception and the end). If one part of the
movement triggers attrition, it is resolved immediately before the interception battle occurs and its results (especially
foraging) are applied and effective for the next battle only. Exception: being a large stack is not enough to trigger attrition
between interceptions, only at the end of movement. It is, however, still considered an extra cause of attrition with the
corresponding malus.
If none of the parts trigger interception but the whole movement does, then one and only one final attrition is resolved
at the end of the movement (thus, possibly after a lost interception battle). For this final check, being a large stack is a
cause for attrition as usual.

Example: Attrition and Interception.— A small stack moves 6MP and is intercepted. Since 6MP is a cause of attrition, it
resolves it immediately. If the stack wins the battle, it may move on. It moves 6 more MP (for a total of 12) and thus rolls for
attrition again. If it has a reqular battle at the end of the movement, then any foraging result obtained during the first interception
is “used” by the first battle and no more effective.

A small stack moves 4MP, get intercepted and wins, move 4MP, get intercepted and wins and moves a final 4MP. None of the
“legs” of movement were enough to trigger attrition, but the total movement of 12MP is. Hence the stack makes a final attrition
test at the end of its movement. Note that even if the first two ‘legs” represent 8MP and thus would trigger attrition, it is not done
before the battle as only the latest ‘leg” is checked at this point. However, if the stack loses its second battle, then it must stop
movement and has moved 8MP, thus it must resolve an attrition test now (after the battle).

A small stack moves 6MP and get intercepted. It resolves its attrition and then wins the battle. It moves 5 more MP before
ending its moves. The last leg is not enough to trigger aftrition. The whole movement is enough to trigger attrition but since an
attrition test already happened (before the battle), it is considered done and no extra test occur.

A large stack moves 5MP and is intercepted. The movement is not enough to cause attrition and stack size is ignored at this
point. If the stack loses, at the end of movement it has been a large stack moving, a cause for attrition, and thus must resolve it.
A large stack lands in enemy territory and is intercepted. The movement is enough to trigger attrition and the “large stack” will
count as an extra causes and gives +2 to the roll. If it loses the battle, since it already rolled for attrition during its move, it does
need to do so again.

Any movement that enters a province with unfriendly forces (land stack, Revolt/Rebellion, fortress (even if besieged),
... ) is active and cannot occur as part as a passive move. Passive campaign allow only passive moves while other
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campaigns allow one or more active moves. Note that not moving from, or exiting an unfriendly province can be done
as a passive move.

Land stacks may not enter provinces that contains neutral unbesieged forces.

When exiting a province whose fortress is not controlled, a stack must either empty the province (removing the siege)
to go back to a friendly province (no enemy (even besieged), no Revolt/Rebellion, ... ) or leave enough troops to
maintain siege (1LD per level of the fortress).

Movement of leaders alone is allowed. A leader moving alone has a move capacity of 20MP. It never rolls for attrition.
It can use naval transport even if it does not start adjacent to sea, and it does not need a naval stack to be carried (the
leader sails on some non represented ships). On sea, a leader alone cannot enter sea zones with malus and has (for
the land leaders) a Manoeuvre of 0. A leader alone dies immediately if he enters a province with unbesieged enemy
forces (and no friendly force) or if he is intercepted. Moving leaders alone can help enforce hierarchy or quickly change
your frontline. It is considered a passive moves even if the leader enters a province with enemy force (typically to take
command of a stack). Note that hierarchy rules strictly constraint moving leaders alone and such change of command
is normally done during the wintering segment.

A stack entering a province with enemies may declare an overrun if it contains at least four times as many LD. Overruns
are resolved after all interception attempts in the province are resolved. If the phasing stack contains at least 8 times
as many LD, then the non-phasing stack is immediately destroyed without battle and its leader must roll for wounds as
after a regular battle where all the troops are destroyed; the phasing stack does not roll for attrition before the overrun
and may then continue moving as if nothing happened. If the phasing stack contains at least 4 times as many LD,
then the battle occurs immediately, as an interception battle (roll for attrition if needed, the phasing stack may continue
movement if it wins). It is possible to overrun forces that just intercepted the moving stack (typically when several
interceptions are attempted but only one succeed).

Similarly, if a moving stack enters a province with 4 or 8 times as many enemy LD, the non-phasing stack may declare
an overrun. In that case, there is no need for interception (it is automatic). If the province already contains forces friendly
to the moving one (including besieged forces), the overrun is only possible if the non-phasing forces contains at least
four time as many LD as the moving one.

Phasing stacks may not enter provinces with presence of unbesieged neutral countries (that are neither at war with
(allied) nor against (enemy) the phasing alliance). In the ROTW, provinces that do not explicitly belong to minors are
not concerned by this restriction.

In the ROTW, each time a land stack enters a province whose natives are not yet activated, it must test for activation.
Exception: leaders alone never test for activation, natives in some ROTW countries are not tested if the moving stack
has an AT with the country.

To test for activation, roll 1d10. Ifitis equal or less than the Tolerance of the Area (third value), the natives of the province
(only) are activated and attack the stack. Treat this as an interception battle where the natives are the interceptor.
Before the test for activation, the stack may decide to attack the natives. In this case, do not roll for activation. The
phasing stack must stop and the battle will be resolved together with regular battles. Note that even if this is a regular
battle, there was no enemy in the province before the stack entered it (and activated them), hence this is still a passive
move.

In the ROTW, a land stack may try to convert natives to its side in each province it moves into by rolling on table VIII.5
(Conquistadors Effects). It may only attempt to do so if the natives in the province are not already activated when it
enters it. This roll is made before any activation test and will automatically activate the natives.

A Conquistador table The Conquistador table may be used only:

A.1in AMERICA and AFRICA, by any C and & (half sum of values, round down) ;

A.2 in INDONESIA by Coen, van Diemen and Maetsuycker only ;

A.3in INDIA by all 'C restricted to Asia (@). Namely, Clive, Dupleix, Bussy and the minimum & @ of FRA and ANG in
period VII.
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1d10  Sum of the Conquistador’s stats
+mod. <12 13-15 >16
<1 R80/D8 ' t/D70 1/D70
2 R70/D70 = R80/D80 T
3 R50/D70 = R80/D90 R90
4 R30/D80 R70/D70 R80/D80
5 R20/D80  R50/D80 R80/D90
6 R10/D90 ' R30/D80 R70/D70
7 — R20/D80  R50/D70
8 — R10/D90  R30/D80
9 — — R20/D80
10 — — R10/D90
>11 — — —

Table VIII.5: Conquistadors Effects

Roll 1d10, modified as follows and cross-reference the result with the sum of the & value. The result may contain: a 1,
a—, aRfollowed by a percentage or a D followed by a percentage. Apply all the results obtained, starting with the D.
List of modifiers (cumulative):

+1 for each previous time in the game that the table was used in any province of the Area.

-1 if there is a Mis in the stack.

+1 if the stack contains at least 4LD.

-1 if the stack does not contain any A counter (only take into account counters of actual countries, not the generic

BARBARIA ones).

+1 if the leader using the table has a sum of stats of 6 or less.
Explanation of the results:

+ —: all the natives in the province resist (same as 'R00’).

* t: no native resist (same as 'R100).

+ Dxx: apply table VIII.3 (Remaining troops after attrition (naval and ROTW)) with xx% on the number of natives in the
province. The result is the number of native LD that desert and join the stack. Use BARBARIA counters to denote
them (using A counters to denote 2 or 4 LD as needed).

* Ryy: apply table VIII.3 (Remaining troops after attrition (naval and ROTW)) with yy% on the number of natives in the
province. The result is the number of native LD that resist and fight.

+ All natives that neither resist nor desert are eliminated from the province (they will come back at the end of the turn
following normal rules).

Next, a battle occurs between the resisting native and the stack (including the new recruits). Treat this as an interception

made by the resisting natives.

Natives in a stack never count toward stacking limit and do not hamper technology or moral. They must stay stacked

with the  that used the table and cannot use naval transport. They are automatically disbanded if the < is wounded

or killed, leave land, or at the end of the turn.

Example: Conquistadors Table.— If there are 6LD of natives in the province and the result is 'R30/D80’ the by cross-
referencing 80% with 6LD we see that there is 1LD of natives joining the © and by cross-referencing 30% with 6LD, we see
that there are 4LD that resist and fight. The last LD of natives is killed. That is the province now only contain 4LD (those that
resist) which are activated and fight following usual rules.

Note that due to the way the table is read, 'R30/D80’ actually means that there is 100-80=20% of the natives that desert and
100-30=70% that resist.
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VIIL6.3 Sea

Naval stacks have an unlimited movement capacity. A naval stack that does not stay in a port always rolls for attrition
(even if it does not move and simply stays at sea). The attrition roll is modified by the distance moved, hence the farther
a naval stack moves, the more attrition it suffers (especially for large stacks).
Each new sea zone or port entered during the movement is counted as a “zone” for the distance. Entering ports is
usually done at the end of movement, to avoid certain dangerous sea zones, or to pick up troops for combined move.
At the end of its movement, a naval stack is allowed to do one naval action (some actions are actually composed of
several others). This is never mandatory. Especially, battle is not mandatory and naval stacks of different alliances may
coexist in the same sea zone without problem.
Most actions are active and can only be done as part of an active campaign. Some are passive and can be done as
part as any campaign. Note that many passive actions are simply “continuing the active action from previous round
without moving.”
Actions are announced when the naval stack enters the sea zone where the action will occur. Announcing a naval action
ends the movement of the stack and attrition (for the whole movement) is rolled immediately before any interception (in
the last zone) is declared and before actually resolving the action.
Naval stacks may only enter port/arsenal that are large enough, that is that are SoS for it. Especially, it is never possible
to enter a port/arsenal controlled by another alliance.
Naval stacks may be intercepted. In case of interception (during movement), do not roll for attrition before the interception
battle. Attrition is only resolved once at the end of movement. The attrition takes into account the whole movement of
the stack, whatever the number of interception battles that may have occurred during it. If a naval stack is intercepted
and looses battle, roll for attrition only once (for both movement and retreat), taking into account the whole movement
(e.g. the distance moved is the total of what was moved before the battle and during the retreat).
Each time it tries to enter or exit a blockaded port, a stack must roll to escape blockade. Roll 1d10 modified as follows:

+M Manoeuvre differential between the moving leader and the blockading one. Only count it if it is positive (i.e. if the

moving leader has more Manoeuvre).

+1 if the blockading stack is smaller (in number of ND).

+1 if the blockading stack is composed of NWD and does not have technology 74’s guns.
If the result of the modified roll is 8 or more, the stack managed to escape the blockade and may pursue its movement
as wanted.
If the result is 6 or 7, the stack did not manage to escape blockade. If it was trying to exit a port, it must stays in (and
its movement ends). If it was trying to enter it, it may either stop moving or return to the closest friendly port/arsenal (at
choice, if any), in both cases it may not do any action.
If the result is 5 or less, the stack did not manage to escape blockade (as above). Additionally, the blockading stack
may choose to immediately engage the moving stack. This is treated as an interception battle (i.e. the blockading stack
automatically succeeds any interception attempt against the moving stack). If the moving stack was a P, there is no
battle but it immediately loses one side.

Level | Fort 1 2/13 45
Size | INDE ND FO F®
INGD=1ND;FO@>2ND;:F®>3ND

Table VIII.6: Naval Size for Blockade

A List of active naval actions.
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A.1 Battle. The moving stack declares a battle. The battle will be resolved during the Battle Segment of the impulse. A
non-phasing stack that is engaged in battle may not intercept any more. Each non-phasing stack may only be attacked
by one phasing stack (i.e. you need to merge before battle).

A.2 Blockading an enemy port/arsenal. The naval stack must have sufficient size according to table VIII.6 (Naval Size
for Blockade), depending on the size of the fortress. Note that to blockade a level 2 or 3 fortress, one must have have at
leasta F © counter and 2ND in the stack similarly blockading a level 4/5 fortress requires a F ® counter and 3ND in
the stack. Put the stack close to the blocked port/arsenal. Blockade makes siege easier. Only one stack may blockade
each port (if several allied stacks want to blockade the same port, they are automatically merged; it is not allowed to
blockade a port already blockaded by a third party). Blockade last until the next movement of the naval stack, including
possibly in the next turn.

A.3 Supplying troops. The naval stack must have sufficient size for supplying the troops as indicated in table VIII.1
(Naval Supply). Note that a naval stack is allowed to supply several adjacent land stacks since it acts as a SoS and
supply is never “used up”. Supply last until the next movement of the naval stack, including possibly in the next turn.

A.4 Blockade + Supply. A stack may both blockade a port/arsenal and supply land troops. However, in this case it can
only supply the land stack in the province of the port/arsenal it is blockading.

A.5 Supplying a besieged port. The stack must have exited a non-blocked friendly port (either starting from it or moving
in and out) during its movement and entered the besieged port. Moreover, it must be a stack large enough to blockade
the supplied port. This will remove the “blockade” situation of the port for the siege segment of this round (only) and
remove any attrition roll for troops inside for the next supply step (only). Note that this is mostly useful if the port is
blockaded and thus require escaping it. . . Moreover, the stack will end its movement in the supplied port as actions
end movement. It is possible to decline the possibility to supply in order to continue moving (for example to embark
besieged troops and retreat them before the fortress falls).

A.6 Fight P. The stack can initiate fight against P from the sea zone it is in. The P counter (or counters) targeted by
the stack must be in the same sea zone. Only one stack per alliance may fight against P in a given sea zone.

A.7 Naval Transport. See details below. Can be combined with blockade and/or supply of the invaded province (or
reinforced fortress) only.

B List of passive naval actions.
B.1 Exploration. Resolved during next step.

B.2 Continuing blockade and/or supply. The naval stack may not move and must have already been blockading the
same port (or supplying from the same sea) on the previous round (including on previous turn if this is the first round).
Conditions on stack size and on combined blockade+supply are still enforced.

B.3 Continuing fight against P. The naval stack may not move and must have already fighting P from the same sea
zone on previous round. Only one stack per alliance may fight against P in a given sea zone.

B.4 Friendly naval transport. If both endpoints of the naval transport are friendly, the transport is a passive action.
Additionally, in the ROTW, if the combined stack contains a &, G or %t and no A counter then embarking from or
disembarking in a province with no enemy presence (activated natives, city, establishment, troops, .. . ) is considered
as a friendly port (not arsenal).

C Flota de Oro As soon as the Flota de Oro (and only this convoy) is sunk or reaches Europe, it reappears in a
Spanish port on the Atlantic coast.

VIIl.6.4 Combined move

A combined move, or naval transport, happens when a naval stack carries a land stack and they move together. The
land stack may not move before embarking but may move after. On the other hand, the naval stack may move before
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embarking troops but disembarking troops is a naval action and ends its movement. Hence, there is always only one
stack moving, first it is solely naval, then it is a combined land and naval stack and finally it is solely land. A naval stack
may not embark troops if it has already been engaged in a battle this impulse (i.e. after winning an interception battle).
The naval stack must be large enough to hold the land stack, as indicated in table VIII.7 (Sea Transport for Armies).
Each A ®, depending on its army class and the period, needs a certain number of transport points as indicated in the
table. An A © requires half that number, a LD requires 2 points and a LDE half a point. Conversely, each NWD or
NGD provides 1 point, each NTD 3 points and each NDE half a point. The sum of the transport capacity of the naval
stack must be at least equal to the sum of the transport points required for the land stack.

A® see Table .

AO = A® period | Il V-V VI VIl
LD 2and LDEO5 | LM |10 10 10 10
Gold 1 per 51 LimA| 8 8 8 8

Ships capacity Il 6 6 8 8
T for NWD, NGD llim 6 8 8 8
3 for NTD vV 6 8 2 12
0.5 for NDE VM 6 6 0 12

Table VIII.7: Sea Transport for Armies

Either the start (evacuation) or end (invasion) of the naval transport may be uncontrolled but not both. That is, at least
one of the endpoint must be a controlled port or arsenal large enough to contain the naval stack. Since the transport is
an action of the naval stack, when disembarking in a controlled port, the naval stack ends its movement in that port,
not in the adjacent sea zone. It is possible to choose to disembark out of the port to keep the naval stack at sea but this
obviously removes any advantage of disembarking in the port (it becomes an active action, cannot be done after an
evacuation, costs more MP for the land stack and is a cause of attrition for it).

Even if the transport is an action for the naval stack it may be followed by a blockade+supply of the landing province or
city (only). That is, the action is transport + blockade + supply (invasion) or transport + supply (reinforcing a besieged
fortress).

As any action, the landing must be announced when the naval stack enters the zone, before any interception are
declared or resolved. Announcing a landing gives bonus to interception. As for any action, it is resolved after any
interception and resulting battle (and thus only if victorious).

If both endpoints contains a large enough controlled port or arsenal, then the transport is a passive action. Otherwise, it
is an active action. If the combined stack contains a &, C or #, then any province with no enemy presence (activated
natives, enemy troops, enemy city or establishment (even besieged), .. .) is considered to contain a controlled port
(not arsenal) (both for embarking and disembarking).

Note that disembarking troops in a besieged fortress is actually a passive action since the port is controlled. However, if
the fortress is resupplied as part of the same move, then it becomes an active action as supplying a fortress is an active
action. Itis possible to decline the possibility to re-supply the fortress in order to keep the transport as a passive action.
A land stack may not stay in the ships. That is, both embarking and disembarking must occur as part of a single move.
Especially, if the naval stack is intercepted and looses the battle, it retreats to port (as per normal rules) and the land
stack is automatically disembarked. As usual, the land stack may continue its move after such an automatic landing (it
did not loose an interception battle, only the naval stack did).

As an exception, in the ROTW, a land stack that do not contain any A counter may stay inside ships at the end of
movement and even from one round to the next. If it starts the round in the naval stack, it is considered to have embarked
in a controlled port for all purposes.
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If the naval stack suffers attrition or losses during exploration, then the land stack suffers the exact same percentage of
loses (one cannot choose which ships are sunk in a storm. . . ) This does include the attrition done for the movement of
the naval stack as it is resolved before the landing itself (attrition of naval stacks is always resolved before their action).
However, if the naval stack suffers loses from battle, the land stack does not suffer any damage (it is assumed that the
loaded ships were better protected and the exposed empty ships took the damage).

If the transport capacity of the naval stack falls below the requirement to carry the land stack (due to loss during attrition,
exploration or battle), then the land stack immediately suffers enough loss to be small enough to be carried by the
resulting naval stack.

For the land stack, embarking or disembarking out of a controlled port is a cause for attrition. It also costs more MP
than if both endpoints are controlled ports.

If the land stack fights in the province where it lands, whatever the cause (previous enemy presence or interception),
it will suffer from the disembarking malus on the 1st day of battle. This includes both the case where the land stack
disembarks in a besieged controlled fortress and immediately attempts a sortie against the besieger and the case where
alanding is intercepted in a previously completely friendly province.

Gold can be carried as land forces. It requires 1 transport point for every 5 ). Gold can only be embarked in a controlled
port and is immediately disembarked when it reaches a friendly port on the European map (and added to line A10 (Gold
from ROTW and Convoys) of ERS). Gold may stay inside ships from one round to another. It does suffer attritions and
exploration loses in the same proportion than the carrying stack. During battle (especially during the retreat), gold can
be specifically targeted by the enemy. The Flota del Oro and Flota del Pert convoys may also be used to carry gold
(it is tere only purpose). On the other hand, the others convoys are already created full of gold and cannot be used to
carry more.

VIIl.7  Attrition

VIIL.7.1  Generalities

Moving stacks may have to roll for attrition. The procedure is similar on land and at sea but with different modifiers and
a different way to read the table. Attrition is always resolved by cross-referencing a modified die roll and the correct
column in table VIII.2 (Discoveries and Attrition). On sea or in the ROTW, a further read in table VIII.3 (Remaining troops
after attrition (naval and ROTW)) is required.

Beware that even if the procedure is very similar to supply or siege attrition, the modifiers and the way to implement the
results are different.

VIlL.7.2 Land

Check the movement rules to determine when a moving land stack has to roll for attrition. The modifiers are:
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+2 per cause of aftrition above the first;
-M MAN of the commanding leader;
+2 if the stack had no LoS at the beginning of its move;
+7 if, at the beginning of its movement, the stack is supplied by a naval stack, and the LoS of this naval stack goes
through one or more Strait fortifications, add the DRM of all the closed Strait fortifications along this LoS (2 in
Europe, level/2 in the ROTW);
+2 if the stack enters at least one enemy province during its movement (i.e. not when exiting enemy territory); or if it
stays in enemy territory without moving,
+1/+2 per Pillage @I®, Revolt ©/@® and unfriendly Rebellion ©/® in each province exited or entered during the
move (i.e. count all the Pillage, Revolt and unfriendly Rebellion along the path, including in the start and end
provinces);
+? for each uncontrolled province of the ROTW cold area exited or entered during the move, add the number of
Snowflakes “resource” (+0 to +2 depending on the Area).
In Europe, cross-reference the result with the “Land, Europe” column of the Table that corresponds to the size of the
stack. The result of attrition is either nothing (—), a number (between 1 and 3), a’P’ or both a number and a 'P’.
The number indicates how many LD are lost immediately. The controller of the stack chooses which.
AP’ is interpreted differently according to the technology of the stack.
+ If the technology is Mediieval, Renaissance or Arquebus, then 1 more LD is lost and a Pillage® is placed into one
of the provinces of the movement (possibly the start or end of the move).
+ If the technology is Muskets, Baroque or Manoeuvre, then the controller chooses to either loss one more LD; or to
both place a Pillage® in one province of the movement and to forage during the next battle of this impulse (only).
+ If the technology is Lace then the controller chooses to either loss one more LD; or to place a Pillage® in one
province of the movement.
As usual, two Pillage © are immediately merged into a Pillage @®. It is not possible to add a Pillage in a province that
already contains two Pillage @®.
Note that foraging only affects one battle (interception or regular, whichever occurs first) and necessarily during this
impulse. Hence, a stack that does not fight immediately will not suffer from foraging, typically, if the opposing alliance
attacks it during the next impulse.

In the ROTW, the result is read in the “ROTW or Sea” column. Cross reference the percentage obtained with the size
of the stack in table VIII.3 (Remaining troops after attrition (naval and ROTW)). The resulting number indicates the
number of LD still alive after attrition while the 'd” indicates one or two LDE still alive. If there is a «, then there is 50%
chance to lose an extra LDE. Repeat this procedure for every set of 10LD in the stack, and for the remainder.

If all the provinces of the movement (including start and end) are European (including COL of level 6), use the Attrition
in Europe procedure. If at least one is a ROTW province, use the Attrition in the ROTW province. Note that only the
land provinces are considered for this. Sea zones crossed during a naval transport play no role in deciding whether to
use attrition in EUrope or in the ROTW.

VIll.7.3 Sea

Naval stacks at sea always roll for movement attrition, even if they are not actually moving. Naval stacks that stay in a
port do not roll for attrition.

When computing Attrition modifiers for naval stacks, it is important to know the greatest sea difficulty. First, consider all
the sea zones of the movement (including start and end) and look at their difficulties; next reduce the difficulty of any
sea zone with a SoS for the stack (i.e. friendly large enough port) by 2; lastly take the greatest of these modified values.

Example: Sea difficulty.— If a naval stack moves from a sea zone of difficulty 5 with a port into a sea zone of difficulty 4
without port, then its greatest sea difficulty is 4.
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When computing both distance moved and distance to port, remember that only the number of zones (either ports or
sea zones) entered counts. Thus a naval stack adjacent to its port has a LoS length of 0 and a naval stack that simply
moves from a port to the adjacent sea zone has a move length of 1.
List of naval attrition modifiers:

-6 Always

-M MAN of the commanding leader

+7? if, at the beginning of its movement, the LoS of the stack goes through one or more Strait fortifications, add the

DRM of all the closed Strait fortifications along this LoS (2 in Europe, level/2 in the ROTW)

+X add the malus of each sea zone with malus entered during the move

+1 for NWD in Carrack technology

-1 for any stack in Battery technology

-2 for any stack in Vessel or Three-decker technology

-3 for any stack in 74’s guns technology

+2 if there is Bad weather this round

+? Createst sea difficulty (as explained above)

+1 per 4 zones entered (round down), if the stack contains 0 or 1 F counter [BLP]

+2 per 2 zones entered (round down), if the stack contains 2 F counters [BLP]

+4 per 2 zones entered (round down), if the stack contains 3 F counters [BLP]

-1 if the stack contains several F counters and moves from an arsenal to another arsenal

+3 if the stack starts its movement 1 sea zone away from its port (ie not adjacent to port)

+6 if the stack starts its movement 2, 3 or 4 sea zones away from its port

+9 if the stack starts its movement 5 or more sea zones away from its port

+1/+2 per unfriendly P ©/@® in each sea zone exited or entered during the move (i.e. count all the P along the path,

including in the start and end zones) [BLP]
-S siege of one & or & in the stack if it is blockading a port a the start of its move [BLP]

+? half the level (round up) of fortress blockaded at the start of the move [BLP]
Note that the distance moved modifier (for large stacks) is “+2 (or 4)/2 zones” and not “+1 (or 2)/1 zone”. Thus, a large

stack that only moves one zone does not have this malus.

The result is read in the “ROTW or Sea” column. Cross reference the percentage obtained with the size of the stack
in table VIII.3 (Remaining troops after attrition (naval and ROTW)). The resulting number indicates the number of ND
still alive after attrition while the 'd’ indicates one or two NDE still alive. If there is a «, then there is 50% chance to lose
an extra NDE. If the stack contains more than 10ND, apply this procedure for each set of 10ND and for the remaining
ND separately. The controller of the stack chooses which ND are sunk (and which ones are turned into NDE).

Any NTD or NGD that suffers only 1INDE of loss (i.e. 2d’ remaining) is left untouched, any NTD or NGD that suffers
2NDE of losses (i.e. 'd’ remaining) is destroyed.

VIII.8 Interceptions

VII.8.1 Generalities

Non-phasing stacks may attempt to intercept a moving enemy stack under certain conditions. Interceptions are declared
whenever a moving stack enters a new zone (sea zone or province) and resolved immediately. Interceptions can be
attempted by stacks in the same or adjacent zone (sea zone, port or province) All interceptions are announced before
any is resolved.

A non-phasing stack may decide to split before intercepting, that is intercept with only part of the stack (typically to
maintain a siege or blockade with the other part). Hierarchy and other usual rules for movement and splitting stacks
must be respected in such a case.
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If an interception is successful, the intercepting stack is moved into the zone of the interception (note that this does
allow free moves that are not counted as part as any campaign and may allow, typically, to lay new sieges). Once all
interceptions are resolved, a battle occurs immediately between the moving stack and all the successful interceptors.
If stacks of different alliances attempt to intercept the same stack in the same zone, then interceptions are announced
and resolved in decreasing order of initiative. Once one alliance successfully intercepted one stack in a zone, other
alliances may not attempt to intercept the same stack in the same zone anymore (to avoid three-sided battles). It is
however possible to intercept in another zone if the moving stack wins and goes on.

After an interception battle, if the moving stack won it may continue moving, if it didn't it must stop movement. For
campaign costs purposes, check only the part of the movement that was effectively done, not the intention (i.e. if a
naval stack declares a landing (an active action) but is defeated in an interception battle before it actually occurs, then
it has done no action and does not count toward an active campaign, similarly, a land stack that is defeated before it
could enter enemy territory only did a passive move).

A stack that already fought a battle without winning this impulse (i.e. a previous interception, lost or tied) may not attempt
to intercept. A stack that is already engaged in battle (to be resolved after all moves) may not attempt interception.
Each non-phasing stack may attempt to intercept each moving stack only once during the whole move (not once per
zone). If a moving stack drops and picks up units, it is considered as a single moving stack even if all the units actually
composing it changed.

Interceptions are resolved by a modified die roll. These rolls are similar on land and at sea but with different modifiers.
Manoeuvre plays a huge role in these.

Vill.8.2 Land

Non-phasing stacks of countries who made no campaign at all during their previous impulse (except during the first
round if they had no impulse yet) may not intercept at all. Non-phasing stacks commanded by countries who paid only
a passive campaign during their previous impulse (including, during the first round of each turn, stacks that had no
impulse yet) can only intercept in a friendly province (no enemy presence, even besieged).

A non-phasing stack which is in the same province as a non-besieged, non-moving phasing stack is engaged into battle
and cannot intercept. Thus, whenever a moving stack enters a province, any non-phasing stack here may (i) attempt
to intercept and fight immediately, in case of victory it will be able to intercept again this impulse but in case of defeat
the moving stack may continue its move; or (ii) do nothing, this de facto locks both the moving and non-phasing stack
in a battle (to be resolve later) but prevent further interception from that stack, moreover, the phasing alliance may now
move more troops in the province before the battle occurs.

After one or more successful interceptions, before the interception battle is resolved, phasing stacks may attempt to
counter-intercept. Stacks already “locked” in battle may not counter-intercept. Counter-interception is resolved in the
same way as interception. It is not possible to counter-counter-intercept. That is, first non-phasing players declare and
resolve all interceptions, next phasing players declare and resolve all counter-interceptions and finally the battle is
resolved. As any interception, counter-interceptions are free (they do not count toward campaign cost).

Before resolving the interception battle, check if aftrition of the moving stack is triggered and resolve it if any. Any
foraging result apply for the interception battle. Intercepting and counter-intercepting stacks do not roll for attrition.
The interception battle normally occurs between all the successful interceptors versus the moving stack and all the
successful counter-interception. If one side contains troops of an European country and more than 8LD +2 Pashas,
exceeding troops do not fight (but stays in place). After the battle, if there is still too many troops in the province
(more than the stacking limit), any intercepting or counter-intercepting troop may choose (controller’s choice) to retreat
in the province where it was before intercepting. This retreat does not trigger attrition and does not counted toward
any campaign cost. Any exceeding troops after that are destroyed. Such an overstacking typically occurs when many
unlikely interceptions are declared and they all succeed. . .
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If a stack moves into a province where there are already forces (whether friendly or enemy) and get intercepted, then
the interceptor can choose to either resolve this immediately as an interception battle, hence only between the moving
and intercepting troops; or to resolve this later as a regular battle, hence merging all the troops in the province prior to
battle and “locking” everybody into battle (but the phasing side may decide to bring more troops).
To resolve an interception, roll a die modified as follows (all modifiers are cumulative):
+? Manoeuvre differential between the commanding leaders (intercepting stack-intercepted stack); in case of
counter interception, consider that all the interceptors are merged in a single stack before finding the commanding
leader.
+1 If the intercepting stack has a technology which is at least 6 levels above the technology of the intercepted stack.
+1 If the target province contains a friendly force (other than the intercepting one) or city (even besieged).
+1 If intercepting in the same province.
-1 If the target province contains swamps.
-1 If the intercepting stack is in a swamp province or a flooded province.
-2 If there is Bad weather.
-2 If the interception occurs across a river or mountain pass.
-2 If the target province contains an unbesieged enemy force other than the intercepted one.
-1 If the interceptor is besieging.
If the unmodified die is 10, or if the modified roll is 8 or more, then the interception is successful.

VII.8.3 Sea

Non-phasing stacks of countries who made no campaign at all during their previous impulse (except during the first

round if they had no impulse yet) may not intercept at all. Countries who paid only a passive campaign during their

previous impulse (including, during the first round of each turn, stacks that had no impulse yet) may only intercept with

stacks containing at most 1 F counter.

Non-phasing stacks engaged into battle may not intercept. It is not possible to intercept in a port/arsenal (only in a sea

zone). It is not possible to counter-intercept. Non-phasing stacks that already lost a battle this impulse (i.e. losing an

interception battle) may not intercept anymore.

A The correct timing for moving and intercepting is:

A.1 amoving stack enters a zone;

A.2 the moving stack either declares an action in the zone or decline to do one;

A.3 if the moving stack declared an action, it rolls immediately for attrition;

A.4 non-phasing stacks declare interceptions;

A.5 interceptions are resolved;

A.6 interception battle is resolved, if any;

A.7 after the battle:

« if the moving stack is victorious, it may either do its action (if it declared any) or continue moving (if it declared no
action);

« if the moving stack is defeated, it must retreat; additionally, if it did not roll for attrition (because it declared no action),
the distance of the whole movement is added to the distance of the whole retreat for the attrition of the retreat.

Note that it is possible to try and intercept a moving stack that just declared it will also battle. If a non-phasing stack

allied to the attacked stack succeed in interception, it may decide to either resolve this immediately as an interception

battle or to merge with the attacked stack and resolve this later as a regular battle. If a non-phasing stack not allied with

the attacked stack succeed in interception, this must be resolved as an interception battle.

Several non-phasing stacks may attempt interception. As on land, only one alliance may actually succeed. As on land,

the stacking limit is only enforced after the battle and an optional retreat of exceeding forces, but exceeding forces do

not take part in the battle.
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As on land, interception occurs as soon as the stack enters the sea zone, hence before it can merge with other forces
here.

If the moving stack attempts to avoid a blockade and roll 5 or less (“Forced battle”), then the blockading stack may
declare an interception which automatically succeeds. It must still be allowed to intercept (i.e. not already engaged into
battle), this simply remove the need for rolling.

Unless in case of automatic success, interception is resolved by a die roll modified as follows. Cumulative modifiers:

+7? Manoeuvre differential between the commanding leaders (intercepting stack-intercepted stack).
+1 If the intercepting stack has a technology which is at least 6 levels above the technology of the intercepted stack.
-2 If there is Bad weather.

-1 If the interceptor is blockading.
Non-cumulative modifiers:

+1 If the intercepting stack has technology Three-decker or better.

+1 If intercepting in the same sea zone.

+2 If the moving stack announced a landing either (i) from the same sea zone as the one where the intercepting
stack is; or (ii) in the province where the intercepting stack is stationed at port; or (iii) from a sea zone adjacent to
the arsenal where the intercepting stack is stationed.

-3 If the interceptor is in a port (not arsenal).

Note that the +2 in the non-cumulative list is the very reason why actions must be declared upon entering zone (and
before interceptions). Landing close to an intercepting stack can provide huge bonus to interception (it is assumed that
the battle actually occurs while the moving stack is closing the cost and beginning the preparation for landing, hence it
is much easier to find).

If the modified roll is 8 or more, or if the unmodified roll is 10, the interception succeeds.

Example: Naval interception modifiers.— A naval stack at port in Cornwall may intercept in either Mer d’Irlande, Mer
Celtique or Manche, all adjacent to the province. It will, however suffer a malus of -3 to the roll representing the time it take
to actually get out of port (or ports) and regroup for battle. As long as it is at port, it is also protected from enemy attacks (they
may not enter the port to fight) but is likely to be blockaded.

If an enemy stack declares a landing on Cornwall, where the stack is located, interception becomes much easier since the
enemy stack is basically staying very close to the actual costs of the province and cannot really try to avoid contact while still
attempting to disembark troops. . . Not only the =3 disappears, but it is replaced by a +2.

The naval stack may decide to cruise in Mer Celtique rather than stay at port in Cornwall. In this case it will have to roll for
attrition every round (for staying at sea) and is likely to be attacked by an enemy naval stack. However, it will not only be allowed
to intercept in Mer d’Irlande, Mer Celtique and Manche but also in Golfe de Gascogne and Bassin de Rockall. Moreover,
its interceptions no longer have the -3 malus for being at port, and may even get a +1 for the same sea zone if intercepting in
Mer Celtique.

If an enemy stack attempts a landing on Cornwall (or another) from Mer Celtique, this +1 is replaced by +2, not only the stacks
are closed but the enemy is landing. However, if the enemy attempts a landing on Cornwall from Manche the +1 is lost (not
the same sea zone) for good (it is assumed that the stack more or less patrols and the enemy has more possibilities to snick in
unnoticed).

interception as arsenals are assumedto Ibe designed as military ports built for quick reaction with small unrepresented flotillas
running around. Even better, if an enemy attempt to disembark anywhere from Manche (e.g. Wessex, Normandie, Picardie

designed to allow any fleet in it extend its control into the neighbouring waters.
Now, you should be able to build a “Fleet in being” strategy.
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VIll.8.4 Prasidios, Strait fortifications and Siegework

A Preesidio, Strait fortifications or Siegework can intercept a naval stack (in case of Siegework, this represent progress
made by the besiegers to attack the port). Strait fortifications can intercept stacks moving through it. Preesidios and
Siegework can intercept stack entering or exiting the port. The interception is decided by the controller of the Preesidio,
Strait fortifications or Siegework.
Although it it an interception, it is resolved differently than usual ones and does not result in battle. It may, however,
stop the moving stack and cause some automatic loses on it.
The interception is resolved by rolling 1d10 modified by

+? level of the Praesidio;

+2 Strait fortifications on the European map;

+1 per Siegework®®;

+? half the level (round down) of the fortress controlling the Strait fortifications on the ROTW map;

+1 if the moving stack contains at least one F counter.
If the result is 9 or more, then the moving stack must stop moving immediately (before crossing the Strait, Praesidio or

Siegework) and roll for aftrition as usual. It may not attempt any action this round.

Additionally, if the result is 11 or more, the stack loses 1ND (or 1 side of P) and if the result is 13 or more, the stack
loses 1 more ND (or side of P) (for a total of 2).

If a naval stack carrying troops is stopped by a Praesidio, Siegework or Strait fortifications, it must go back to the
closest (in number of zones) friendly port large enough to hold it, ignoring ports that are behind a Preesidio or Strait
fortifications or have Siegework. This is a move, hence a cause of attrition, and may be intercepted. In the rare case
where there are no ports reachable without going through a Praesidio, Strait fortifications or Siegework, the naval stack
may cross them and the attrition rolls suffers a malus of +2 per Praesidio, Strait fortifications or Siegework crossed.
Note that even if they may stop naval stakcs going through them, neither Strait fortifications nor Praesidios nor
Siegework are actually blockading the port for any purpose (especially when undermining the fortress or when finding
SoS for naval stacks).

VIll.8.5 Convoys

’ Design note: Do not use if using the experimental system for Revolts, P and Natives.

Naval stacks carrying gold, most notably convoys, may be intercepted and attacked by P when they enter a sea zone
of the STZ or CTZ in which the P is acting. Note that this does allows interception by a P which is not adjacent to
the entered sea zone (e.g. a P in Petites Antilles, acting in STZ Caraibes, may attack a convoy entering Golfe du
Mexique; it is assumed that the P acts in the whole STZ and its location represents its main ports rather than its actual
zone of activity). These attacks never stop the movement of the stack.

In order to attack the P must be allowed to attack the owner of the convoy and must be @. P of Barbaresque countries
(XV.13.1.3) may only attack this way stacks that are in the MEDITERRANEAN SEA. Several P may attack the same convoy
in the same zone, but only one per alliance. These attacks are resolved after the moving stack declared an action
(or declined to do one) but before regular interceptions are declared. PIRATZ P always attack (if ®) and their attacks
are always resolved first, then any other in decreasing order of initiative; each attack being resolved before the next is
declared. If several P of PIRATZ may aftack, only the one commanded by the highest ranking & does (at random in
case of ties). If several P of an alliance may attack but their controller do not reach an agreement on who should do the
attack, none does. P of Neutral minor countries are considered as controlled by the first country in their list of controller.

A Attack Procedure
A.1 Roll for naval interception by the P. P of PIRATZ with no & use 2 as Manoeuvre.
A.2 If the interception fails, the attack stops immediately; if it is successful, reduce the P to © and proceed further.
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A.3 The attacked stack rolls as for fighting P (see Section VIIl.11.4 (Fight against P) for details); if successful, do not
reduce further the P but stop the attack immediately; if it fails, proceed further.

A.4 Resolve the attack by rolling on table X.1 (Pirates, Privateers and Natives raids) (see Section X.3 (Attacks by
Pirates & Privateers) for details); read the result in column “TF@”, the number corresponds to the number of NTD (or
NWD) captured (each with 15 [ (5 [ for NWD)).

A.5 Gold captured by P of minor countries is lost; gold captured by P of major countries is immediately added to line A9
(Pillages, privateers) of ERS of the controller (i.e. the gold is “teleported” in the RT and may not be intercepted again).
A.6 After the attack, P of PIRATZ stay in the sea zone and may act again. Any other P must return to port immediately
(as if they lost an interception battle) and may not act again this turn (you may put the counter on the 'End of turn’ box
of the Rounds track as an easy way to remember this).

VIIL.9 Explorations

Each phasing naval stack not engaged in battle (including interception) may attempt to explore an adjacent unknown
seazone. In case of success, the stack automatically moves into the explored zone. Exploration is the action of the
naval stack.
Next, each phasing land stack not engaged in battle (including interception) and not carried by a naval stack engaged
in battle (including interception) may attempt to explore an adjacent unknown province. In case of success, the stack
automatically moves into the explored province.
Note that a naval stack embarking troops may explore a new seazone from which the troops may then disembark to
explore a new province.
Any stack may attempt an exploration, but the presence of a &, G or % will greatly reduce the risks encountered. A
leader alone may also explore but the presence of troops greatly remove the risks of death during the exploration.
Exploration is not a movement and thus may not be intercepted and is never subject to attrition (but severe loses are
usually suffered in the process). Notably, a landing during an exploration is never a cause for attrition.
Exploration is resolved by rolling on table VIII.2 (Discoveries and Attrition), the result is read both in the “Discovery”
column corresponding to the type of exploration (land or sea) and the “ROTW or sea” column. The roll is modified by:

+4 for all explorations;

-M Manoeuvre of the commanding &, & or # only; or Manoeuvre of a Mis in the stack (see below).
For exploration at sea, the roll is further modified by:

+X when exploring a sea zone with malus, add the malus;

+1 if the exploring stack has technology Carrack;

-1 if the exploring stack has technology Battery;

-2 if the exploring stack has technology Vessel or Three-decker;

-3 if the exploring stack has technology 74’s guns;

+2 if there is Bad weather;

-2 if this is period IV or later and the sea zone is already known by at least one other country (including minor

countries).

Note that X or . do not use their Manoeuvre during exploration (nor during a possible further test in case of Tor *).
On the other hand, if a Mis is present in the stack (even if not commanding) its Manoeuvre may be used instead of the
one of the commanding leader.
& may explore coastal provinces (with or without troops) and stay in the province afterwards; they may never go
further inland but may explore a coastal province from an adjacent coastal province (they don't need to reembark,
this represents moves along the coast with smaller ships). On land, all their values (especially Manoeuvre) are halved
(round down).
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The result of the exploration is read both in the “Discovery” column and the “ROTW or Sea” column. The later gives a

percentage of loses that is applied to the stack as if it suffered it from attrition.

The “Discovery” column contains either a'S', a 'F' or a %4, plus sometimes a Tor *.

+ 'S’ means Success. The exploration succeed. The stack is moved in the newly explored province or sea zone.
Exception: if the explored province contains an establishment of a neutral country, the stack stays in place. The
discovery is noted on the discovery sheet of the player but cannot be used until being “brought back home” (see
below).

+ 'F" means Failure. The stack does not move and the zone is still unknown.

« "4 are resolved by rolling an unmodified die on the small table on the right. Treat results of '1-3' as FT; '4-5" as F*;
'6-8' as S'; and '9-10" as S*.

* Ifthere is a ™", or if there is a ™’ and the exploration is done by a leader alone; then the leader (whose Manoeuvre
was used (either the commanding one or a Mis in the stack)) must test his death. Roll 1d10, if this is strictly more
than the Manoeuvre (halved for & on land as usual), the leader is dead (remove him from the game); otherwise, he
survives. Note that £ or X having a Manoeuvre of O for exploration, they automatically fail this test (and die) if they
explore. ..

If a leader die during exploration and the country falls below its limit of - or &, the new one may be put in the same

place as the old one only if some counters are still present (a replacement &, X or € must be placed following usual

rules). Otherwise, it is assumed that the whole expedition has been whipped out and the discoveries it may had are

lost. . .

When a discovery is successful, only the stack that made it knows about it (in case of a multi-national stack, only
the commanding country (and its units) carry this knowledge). This means that other stacks of the same country still
consider that the zone is unknown for all purposes. Typically, they must explore again if they want to enter that zone.
Even if two stacks know the zone (but the country doesn'’t), they may not merge in it.

As soon as a stack carrying discoveries reaches an establishment (fort, TP, COL or European province) that was existing
at the beginning of the military phase, the countries immediately and definitely gains knowledge of the discoveries. Any
stack of that country also gets that knowledge as soon as it is not itself carrying unknown discoveries (i.e. either it is
wandering in known land, possibly enemy or empty, or it has finished its own explorations and reached home again).
A stack carrying discoveries may “meet” another stack if this happen in a zone whose discovery has been brought back
and both stacks have knowledge of this zone. In that case, if both stacks are of the same country (not alliance), they
share their discoveries: they may both use the zones discovered by the other and any of them is able to bring all these
back home. Discoveries are never shared that way with another country.

If a stack carrying discoveries is entirely destroyed, its discoveries are lost (unless they've already been shared with
another stack). Note, however, that attrition is rolled once the movement is finished, hence if a stack return home and
is destroyed by the attrition of this movement, its discoveries are brought back before the attrition (and destruction)
happens. Hint: when the stack starts being very small (1 or 2 NDE), it may be a good idea to rush home before it’s too
late). Similarly, even if LDE may not exists on the European map, they are only destroyed at the end of the movement,
hence a lone LDE may bring back discoveries directly in Europe.

Discoveries carried by stack must be noted and remembered. Once a discovery is brought back home, shade out the
corresponding zone on the mini-map of the player to remember this.

Note that bringing the discoveries home is not a naval action and happens automatically as soon as the stack enters
an establishment. Thus, typically, when exploring seas around one of your COL, it is possible to move in the port of the
COL (bringing discovery of previous round), move out and a bit further and then as an action explore an adjacent sea.
This makes the move a bit longer (thus increasing attrition risk) but greatly reduce the risk of the stack being sunk with
many discoveries (something you definitely do not want to happen).

If two stacks (allied, enemy or neutral) are in the same zone and both of them are carrying the discovery without it being
brought back home yet, they may not interact (fight, merge, . . . ) If one of the stack is from a country who already knows
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of this zone, then this stack may initiate any interaction (battle, interception, . .. ) following regular rules.
When a land stack enters a province by exploration, test for activation of natives as if this was a movement (including
the possibility to use the Conquistador table and to voluntarily attack the natives).

A Diffusion of discoveries
A.1 From period |V onward, discoveries spread among all players.

A.2 Atlantic At the beginning off turn 25 (period V), all sea zones without malus in the ATLANTIC OCEAN that are known
by at least one country (including minor) are immediately known by everybody; from now on, any newly explored sea
zone without malus from the ATLANTIC OCEAN is known by everybody at the beginning of the turn following its discovery
by anybody.

A.3 On sea Ifthis is period IV or later, any sea zone that is known by at least one country (including minor) has a bonus
of -2 for discoveries by other countries

A.4 On land At the beginning of period IV, all provinces containing a COL or TP become known by everybody.

A.5 On land If this is period IV or later, any province containing a COL or TP become known by everybody at the
beginning of the turn following the one were the establishment was created.

A.6 Level 6 COL of level 6 are European provinces and thus known by everybody. As soon as a COL reach level 6
(even during period 1), its province becomes immediately known by everybody.

VII..10 Battles

VIII.10.1 Generalities

Resolve all non-interception battles caused by the movement, in order of choice of the phasing alliance (at random in
case of disagreement). Each battle must be fully resolve before the next one starts.

Battles caused by interceptions are resolved immediately (during movement) but follow the same procedure as this
one.

Land and sea battles follow the same sequence with slight modifications.

Battles are always only fought between two stacks of belligerent alliances. There cannot be a three-sided battle. If,
for some reason, several stacks of the same alliance participate in a battle, they are automatically considered merged
before the battle starts (notably to find the commander of the stack) and for its entire duration.

For the sack of clarity, commanding leaders are always referred as > or £ even if (in the ROTW), they may also be
©, # or B If a & happens to fight on land (typically activating the natives after an exploration), each of its values is
halved (rounded down). Similarly, Shock is often used instead of Boarding for sea battles.

ViiL.10.1.1

A Each battle follows this sequence of steps:

A.1 Evasion test (VII.10.2): non-phasing, non-intercepting stacks may attempt to avoid the battle and retreat before it
starts.

A.2 Battle parameters (VI11.10.3): determine battle parameters, notably the columns of the CRT and DRM to use.

A.3 Two days of battle (VIII.10.4): each battle can last up to 2 days. Each day is further split in a Fire and a Shock (or
Boarding at sea) roll.

A.4 Pursuit (VI11.10.5): the winner (if any) pursues the loser.

A.5 Loss modifications (VII1.10.6): actual losses are computed from the battle result.

A.6 Retreat (VII.10.7): any non-winning stack retreats.

Battle sequence
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A.7 Battle cleanup (VII1.10.8): determine major victory, test death of leaders, . . .

This Battle sequence, and its details explained below, must be followed in strict order. Changing the order of some
steps will result in incorrect results that can have drastic influence. Especially, because of the threshold on some effects
(e.g. 'Major Battle’), a small change can have a big consequence.

VIIl.10.2 Evasion test

A non-phasing, non-intercepting stack engaged in battle may attempt to evade the battle and retreat before it starts.
Evasion is decided by the controller of the stack at the time of the battle. Failing an evasion test does not entail any
penalty.

The evasion test is made by rolling 1d10 and adding the Manoeuvre differential (non-phasing - phasing) of the leaders,
only if positive. If the result is 8 or more, the evasion is successful.

If the evasion is successful, the ‘battle’ is over. Resolve the evasion and then proceed with Aftermath (VI1.10.8.3).

At sea, the evading stack must go to the closest (in number of zones) friendly port large enough to hold it (controller's
choice if any). This is a move, hence it must roll for attrition. If it's large enough, the phasing stack may follow and
blockade said port (only). If it choose to follow and blockade, this is also a move, hence the phasing stack must also roll
for attrition.

Automatic success. If a land stack is in a province with a friendly fortress then it may, with no test, retreat in the
fortress as many LD as it can hold (1/level), the rest (if any) must then stay outside and fight. It may choose to roll to
try to retreat in another province but doing so forfeit the possibility to automatically retreat in the fortress of the province
with no test.

On land, the stack may roll for evasion. If successful, it must move into an adjacent friendly unbesieged province (i.e. a
province where it could go with a passive campaign). It is not possible to evade battle via naval transport. If the province
where the battle occurs is friendly, it is possible to retreat part of the stack in its fortress and another part in an adjacent
province (but this does require a successful evasion roll). It is possible to split even if the whole stack could fit in the
fortress. It is not possible to retreat part of the stack in another province and let another part fight.

Land stacks evading do not roll for attrition.

VII.10.3 Battle parameters
VIIL10.3.1  Sortie

If this is a land battle in a province with besieged troops friendly to one side, the troops may decide to attempt a sortie
and join the battle. In this case, they are considered merged into a single stack for the battle (notably to determine
commanders). It must, however, be remembered which troops come from the sortie as they may have to retreat back
in the fortress.

VIIl.10.3.2 Replacements leaders

If a stack engaged in battle has no leader (the commanding country has no leader in the stack), a replacement leader
is rolled.

Cross-reference 1d10 (never modified) with the commanding country in table VIII.8 (Replacement leaders). The three
values correspond to the Manoeuvre, Fire and Shock of the leader. These values will be used for the whole duration
of the battle.

Additionally, when rolling for a POL &, subtract 1 from Manoeuvre and when rolling fora PRU &, subtract 1 from Fire.
Note that Replacement leaders are rolled after evasion and hence cannot be used to evade battle.

If the stack is commanded by the TUR Vizier, and if the Vizier was already rolled for an evasion test, do not roll him
again but use the same values.
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1d10 1 2 3 4 5 6 7 8 9 10
Minor 224 133 313 423 232 111 222 211 331 342
ANG 222 221 332 322 422 232 132 121 212 142
HIS 232 1223 332 31 122 111 121 221 211 333
FRA 333 322 312 412 322 111 132 223 211 124
AUS* M1 213 222 321 122 412 231 322 211 323
HOL 323 222 223 313 [ 222 211 232 321 112 333
POL' 412 511 322 213 512 311 221 323 321 314
PRU* 1M1 232 122 241 221 222 212 133 321 242
POR 222 (111 212 333 323 211 232 221 113 332
RUS 212 411 322 313 422 222 223 311 231 314
SUE 222 232 231 132 432 113 211 113 223 333
TUR 323 422 512 421 312 111 212 223 113 314
Vizier* | 212 444 224 233 322 533 415 122 232 434
VEN 312 221 122 213 313 111 331 422 222 413
Natives | 104 = 405 322 412 114 513 214 | 313 404 433

POL £: -1 Manoeuvre  *PRU &: -1 Fire  *Vizier: odd die=1 siege

Table VIII.8: Replacement leaders

VII10.3.3  First line ships and Wind Advantage

This only happens for sea battles.

If a side is composed of both NGD and NWD, it must choose which kind of ships will go in battle. The other kind does
not take part in the battle. It will, however, retreat or pursue with the stack if needed. It may also suffer loses if the loses
are more than the number of first line ships. Any VGD are automatically used if (and only if) the first line ships are NGD.
If a side is composed solely of NTD (notably, convoys alone), it must use them as first line ships. This is the only case
where NTD may be used as first line ships. In this case, the opponent automatically gets Wind Advantage (even if they
are using NGD as first line ships), NTD do not roll during the battle and they automatically break and rout after the First
Fire (they have 0 Morale).

Design note: While mixed fleet did exists, the battle mechanisms (and parameters) are handled differently in game
for galleys and warships. Hence, mixing them in battle would complicated things a lot. . . Moreover, most of the mixed
fleet were using mainly one kind of ships (the other kind being in much smaller quantities and often mostly used as
support ship). This is also the reason why in game NGD are only allowed in the MEDITERRANEAN SEA and the BALTIC
SEA: even if Galleys were also used elsewhere, it was mostly as second line ships and North Sea fleets (for example)
were composed mostly of warships plus some galleys (that are thus represented as part of the counters).

Note that if you have INWD and 10NGD, you may be tempted to put the NWD on first line to try and save the NGD
... However, if you suffer more than 1 loss, the extra will carry onto the NGD.

Next, in a sea battle where at least one stack is not using NGD as first line ships, roll for Wind Advantage.

First, each side cross-reference its technology (line) with the technology of its opponent (column) on table VIII.9 (Wind
Advantage Determination) to find a DRM (- means no DRM). Only one side has a DRM for Wind Advantage. (no,
Battery has no DRM against Galleon-Fluyt, it already has +1 morale and that's a large enough bonus. . .)

Next, each side rolls 1d10 and adds the Manoeuvre of its commanding & . The side with a technological DRM adds it
to its result.

The side with the highest modified result has Wind Advantage for the whole duration of the battle. In case of tie (orin a
battle where both side use NGD), no side has Wind Advantage.




[R]180 Battles
Opponent’s technology

Jech. | NGD ' CAR Nau GAL BAT VE TD  74s
NTD X X X X X X X X
NGD na - - - - - - -
CAR -3 0 - - - - - -
Nau -1 +2 0 - - - - -
GAL +2 +3 +2 0 - - - -
BAT +2 +3 +3 0 0 - - -
VE +3 +4 +3 +2 +1 0 - -
D +4 +6 +4 +3 +2 +1 0 -
74s +4 +6 +4 +3 +2  +1 o+ 0

Table VIII.9: Wind Advantage Determination

VIII.10.3.4 Morale and CRT column

Use either table VII1.10 (Naval Technology Table (Fire/Boarding)) or table VIII.11 (Land Technology Table (Fire/Shock))
to determine morale of both sides and the columns of the CRT it will use during the whole battle.

lyou/opp.— | GA | CAR Nau GAL BAT VE TD ' 74s | Morale
NTD e e s e e e 0
Galley « E/A E/A EB EB EB EC ED EE 2t
Carrack EE DIC DIC EIC | ED EE EE EE 1
Nau-Galeon CC CC DB C/IC CIC DIC ED  ED 2
Galleon-Fluyt | BB BB BIC CIC C/C DD ED ED 2
Battery « BB AA AB BB BIC C/C DD DD 3
Vessel BB AA AA BB BB BB CIC CIC 3
Three-decker | BB =~ AA AA AA AB BB BB CIC 3t
74’s guns AB AA AA AA AA BB BB BB 3t

» Battery: all NGD contains VGD; t: Morale +1 if Veteran

Table VII1.10: Naval Technology Table (Fire/Boarding)

First, each side finds the line corresponding to its technology and reads in the "Morale’ column its morale (between 1 and
4). Veteran stacks (see Section X.1.4 (Veteran and Conscripts)) add 1 to this value. Stacks with Tercios technology
add 1 until Arquebus included (cumulative).

A stack with Renaissance technology has morale 1 if the enemy has Medieval technology and 2 otherwise (+1 if
Veteran, as usual).

Design note: Renaissance already provides the possibility to fire. Together with an extra morale point, this would
give them a devastating advantage against Medieval stacks. This way, the fire step already gives Renaissance vs
Medieval a big advantage to the Renaissance stack but the possibility of surprise still exists. . .

Next, determine the CRT columns to use for the battle. Each side will use possibly different columns. Column A is better
than Column B and so forth.

Each side cross-references its technology (line) with the technology of the opponent (column) and find two letters.
The first is the Fire CRT column, the second is the Shock (or Boarding) CRT column. The bold letters in the table
correspond to the symmetrical situation where both sides have the same technology (which happens most of the time).
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Jyou/opp.— | MED ' REN ARQ MUS BAR MAN L | Morale

Medieval A -B -B -IC -IC -D -E 1

Renaissance CA CIA CB DIC ED EE EE/| 1«2t

Arquebus BA CA CB CB DD EE EE 2t

Muskets AA  BA BB CB DIC DD EE 3

Baroque AA  BA BA BB BB DB DIC 3

Manoeuvre AA | AA AA BA BB CIC CIC 3

Lace AA  AA AA AA  AA BB BB 3

+ 1 vs. Medieval, 2 vs. other 1 +1 for Tercios. Veteran troops Morale = +1

Table VIII.11: Land Technology Table (Fire/Shock)

Stacks with Medieval technology have only one letter in this table. They never roll for fire and thus only have a Shock
CRT column.

VII.10.3.5 Die rolls modifiers

Compute DRMs for the battle. Note these DRMs for easy use later on. Unless explicitly stated otherwise, all these
DRMs are cumulative.

All the modifiers here are computed at the beginning of the battle and are valid for its entire duration, even if the
conditions to use them are no more met (because the stack suffered from loses, typically). The two modifiers that
appear mid-battle are listed in Section VII1.10.4 (Two days of battle) (they are: morale modifier on sea and failed retreat
modifier on land).

Playing tip: It is advised to prepare a sheet of blank paper to note the battle results as it unfolds. Make two columns
(one for each side). On the top of each column, write the DRMs this side will have for the 4 rolls of the battle. Use the
rest of the column to write the battle results themselves.

Modifiers are usually very similar for both days of battle. Hence, it is usually easier to only compute modifiers for the
first day and update them at the end of the first day. The four modifiers that are different from one day to the other are
the 'second day’ modifier, the ‘foraging’ modifier as well as the two 'crossing’ terrain modifiers.

Modifiers that do not change between days are listed here in a 'F/S’ format where F is applied to both Fire rolls and S
to both Shock rolls. Modifiers that do change between days are listed in a 'F1/S1//F2/S2’ format.

A General modifiers. Apply these modifiers during any battle.
+F/0 Fire differential. The side with the greatest Fire value (for its leader) adds the differential between Fire of the
leaders to all its Fire rolls. [TBD: max +3]
0/+S Shock differential. The side with the greatest Shock value (for its leader) adds the differential between Shock of
the leaders to all its Shock rolls. [TBD: max +3]
0/0//-1/-1 always (second day malus).
0/-2 if 'Facing the Ottomans’ (see Section XV.8.3.4 (Facing the Ottomans)).

B Sea technology modifiers. Apply these during any sea battle, depending on the technologies of the participants
and the kind of first line ships used.
+1/0 for a side that has VGD in its stack if the other side uses NGD as first line ships. Before Battery, a side needs
two VGD to gain this modifier; starting with Battery, all NGD stacks are considered to contain VGD. If both side
have VGD in their stack, they may both have this bonus.
+1/+1 for a side that uses NGD, if (i) the battle occurs in the MEDITERRANEAN SEA; and (i) the other side uses NWD
or NTD; and (ii) this is turn 25 or earlier.
-1/-1 for a side that uses NGD if both (i) the other side is usina NWD: and (ii) this is turn 35 or later.
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C Other sea modifiers. Apply these during any sea battle.

+1/+1 for the side with Wind Advantage.

0/+1 for a side that has at least 1 more ND than the other side.

0/+1 for a side that has at least 7 more ND than the other side (for a total of 0/+2 when combined with previous

modifier).

+1/0 for a side that has at least 3 more ND than the other side.
Remark: The “5 more ND” tier will provide a bonus to Pursuit.
Remark: count all the ND used as first line ship. Notably, each NGD counts as 1ND. Because there are usually much
more NGD than NWD in a stack (the stacking limits being twice as big), NGD vs NWD often get these modifiers. Take
that into account when trying to figure out the best time to switch from an NGD navy to a NWD one. . .

D Other land modifiers. Apply these during any land battle.
-1/-1//0/0 for a side that is foraging.
0/-1 for a side that does not have an A counter of class either I, IM, Il or lIm, if the enemy has Tercios.

E Terrain modifiers. Apply these during any land battle.

0/0 if the battle occurs in a Plain province.

-1/-1 if the battle occurs in a Forest (any kind), Swamp or Desert province.

-1/-1 for the phasing side if the battle occurs in a Mountain province and this is not an interception battle.

0/0 if the battle occurs in a Mountain province, for everybody but a phasing, non-intercepted side.

-1/-1//0/0 for the phasing side, it if has crossed a river or a mountain pass to enter the province (including when
being intercepted immediately after said crossing).

-2/-31/0/0 for the phasing side, if it has crossed a strait or used naval transport to enter the province, including when
being intercepted, including in a previously friendly province (hence including when being intercepted at the end of
a friendly naval transport).

F Artillery modifiers. Apply these in any land battle.

-1/0 for a stack with no A counter. Exception: during periods | to IV, a stack commanded by a ‘& (not a % or a &)
does not suffer from this malus. This malus does apply for ROTW countries; it also applies for natives with less
than 2LD (natives with 2LD are automatically merged into an A ©).

+1/0 for a stack that contains at least 6 Artillery (check §E (Artillery of stacks.) of Section 1X.1.1.2 (Military doctrine)
for how to compute Artillery in a stack).

G Size Cavalry modifier. Apply this in any land battle.
0/+1 for a stack with at least 3LD more than its opponent.

H Structural Cavalry modifiers. During any land battle, any stack gain a 0/+1 DRM if (i) it contains an A counter of
the indicated country or army class; and (ii) this is the indicated periods; and (iii) the battle occurs in the indicated terrain.
lIM during periods | to IV, in a Plain or Sparse Forest province.
lliIM during periods IV or V, in a Plain or Dense Forest province.
IV during periods Il to V, in a Plain province.
SUE during periods Il to VI, in a Plain or Northern Forest province.
TUR before reform M-2, in a Plain or Desert province (Sipahi cavalry).
Whatever the conditions, this bonus may only be claimed once by each side of the battle.
Note that since Northern Forest provinces are necessarily Dense Forest and SUE is of class IlIm, the specific SUE
bonus is actually only effective during periods Il and VI.
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Example: Battle parameters.— This is late period Ill and HIS tries to helps SANCTA LEGA put the Duke of Guise on the French
throne. In the Northern French plains (Artois), 7A@ and 1LD (total of 5LD) of Veteran Spanish Tercios (technologies Muskets
and Tercios) encounter 2A® (total of 8LD) of Veteran French troops (technology Muskets) coming from ile-de-France.
First, Morale and CRT columns are computed. With Muskets, each side has a Morale of 3; being Veteran each side has a
bonus of +1 to Morale; Hence the Morale is 4 (3+1) for both.
Remark: Tercios gives no Morale bonus in Muskets. However, with Arquebus FRA would have a Morale of 3 (2+1) and HIS of
4 (2+1+1).
Cross-referencing the Muskets line with the Muskets column, both sides find a C/B for the columns to use during this battle. If
each side has a different technology, the columns will be different, here with the same technology the same result will obviously
be read twice.
Next, the DRMs are computed. First a comparison is made between the X of each stack. Let's suppose that the French troops
are lead by a 242 X while the Spanish are lead by a 423. This result if +2 to Fire for FRA and +1 to Shock for HIS. The terrain
is Plain and no river or mountain pass was crossed, hence no terrain modifier.
HIS has only 1A ®, hence little Attillery. On the other hand, FRA may have enough. . . In period Ill, FRA has 3 Attillery per A
®. However, when computing Atillery for a stack, the second (and subsequent) A may not add more than 2, hence the French
stack has only 5 Artillery which is not enough to get a bonus. Each side has an A counter, so no malus either.
FRA is of class IV. In period Ill, with a least one A counter in the stack and in Plain, this gives a +1 cavalry bonus. FRA has 3
more LD than HIS and thus gets another +1 cavalry bonus.
HIS is Tercios, this gives a -1 malus to the French Shock.
Once summed, the total modifiers are:
* French Fire: +2 (leader);  French Shock: +2 (cavalry) -1 (Tercios) = +1;
+ Spanish Fire: +0 (nothing);  Spanish Shock: +1 (leader).
Thus, after factoring the second day modifiers, we obtain for FRA +2/+1//+1/0 and for HIS 0/+1//-1/0. FRA has an overall
advantage with the DRMs.
Note that if FRA only had 7LD in the Battle, that would cancel its second cavalry bonus and result in modifiers of +2/0//+1/-1
making its overall advantage slighter on par with the Spanish ones. Don't forget to grab all those +1, in the end they will save
the day. . .

FRA \ HIS
+2+1//+1/0 \ 0/+1/-1/0

The combat result sheet should now look like:

VIll.10.4 Two days of battle

G0 A [ B ] € [ D [ E
Q|- - = = = = = = = —
4B - = = - - = = = =
5028 — B — B — B — = —
6|1 — B — B — "B — p —
718 « 1« 2B . 23— 23 —
8| 1B « AR « 1« 1« 1 —
912 w BB« B . B 1
10 | 28 «x 2 *ok (- 123« 13 «
M| 28 «x 2B wx 2 A 123«
1213 o 2B ax 2B o 2 a2
13 | 313 wan 3wk 2B w23 s A——
>14 | 4 s PR ok 3 wkx 2B aax | 2B s

Table VIII.12: Combat results (Loss/Morale)
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The battle itself consist in two days, each one split in a Fire and Shock rolls. Each roll is made on table VIIl.12 (Combat
results (Loss/Morale)), by cross-referencing the correct column (see Section VII1.10.3.4 (Morale and CRT column)) with
the result of 1d10 modified by the correct DRM (see Section VII1.10.3.5 (Die rolls modifiers)).

The results of each roll can be — (nothing); a number of losses (in increment of /3); or some » (Morale losses). Both
the losses and Morale losses are applied (if any).

Between the rolls, various checks are made to see if the battle ends now (e.g. if one side is routed or wants to retreat).
Again, apply the battle sequence described here in strict order.

Losses and morale losses are tallied during the battle. It is advised to note them down when they happen to ease the
process.

Playing tip: On the sheet where you've noted the DRM, you should have some space to note the result. Write in
each column the results inflicted by the corresponding side (alternatively, you may write the results suffered by said
side, but in any case make a choice and stick to it).

To handle the full losses and '/3 or 2/3 ones, it is convenient to note the full losses as | and the 1135 as dots: one dot
fora'/3(.), a second one for a/3 (:) and connect them in a | when it becomes a full loss (see example below).
Morale losses can be written as . Be sure to leave some space for writing more things as the battle unfolds (it may
be convenient to tally the losses on the left-hand part, from right to left (i.e. from centre to outside) while the « are
tallied on the right from left to right (i.e. from centre to outside), that way you won'’t run out of space or risk one tally to
“crash” into the other).

The first few battles you play will probably be a bit slow to unfold cautiously. After a handful of battles (that is, usually,
one turn of war), you'll lean the process and things will move smoothly. Beware that land battles are more frequent,
so be sure to check the small differences when handling the less frequent sea battles.

A First fire
A.1 Fire. Both sides roll for Fire of the first day. Note results.

A.2 Technology. On the European map, stack with Renaissance technology and no A counter does not roll for Fire.
A stack with Renaissance technology only apply the «. A stack with Arquebus technology only does half (round down
to lesser '/3) the indicated losses. A stack with NGD and no VGD only does half (round up to larger '/3) the indicated
losses.

A.3 Rout. If one side has suffered at least as many « than its Morale, it is immediately routed. It loses the battle and its
opponent wins it. Go to Section VII1.10.5 (Pursuit).

A.4 Retreat. At sea (only), the side with Wind advantage may decide to retreat. If it does, it loses the battle and its
opponent wins it the but there is no pursuit. Go directly to Section VII1.10.6 (Loss modifications).

B First shock

B.1 Shock. Both sides roll for Shock of the first day. At sea, the side that suffered the most « previously in this battle has
a-1DRM (note that this is not necessarily the side with less Morale or less remaining Morale); in case of tie, nobody
gets the malus.Tally results.

B.2 Rout. If one side has suffered at least as many « than its Morale, it is immediately routed. It loses the battle and its
opponent wins it. Go to Section VII1.10.5 (Pursuit).

C End of first day: Destruction. Only do this for land battle. Using the computation described at Section VIII.10.6
(Loss modifications), check if one side has suffered more losses than its size. If so, go to Section VIII.10.5 (Pursuit) (the
Pursuit may cause extra Morale loss and turn this into a rout and, possibly, a Major Battle). The destroyed stack loses
the battle and its opponent wins it.
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D End of first day: Retreat. Each side has the possibility to attempt to break battle and retreat (thus loosing the battle).
If this an interception battle, the phasing side decides (and resolves) first, otherwise the non-phasing side decides first.
D.1 To attempt a retreat, one side must roll 1d10 and compare it to the sum of the Manoeuvre of its commanding leader
and its remaining Morale (initial Morale minus number of « suffered).

D.2 If the result is <Morale+Manoeuvre, the retreat succeeds. The retreating side loses the battle and its opponent
wins it. Go to Section VIII.10.5 (Pursuit).

D.3 Otherwise, the retreat fail. the opposing side will get a +1/+1 modifier for 2nd day.

D.4 ltis possible to attempt retreat after a failed retreat by the opponent, thus it is possible for both sides to get the
+1/+1 modifier for failed enemy retreat. . .

E Second fire

E.1 Fire. Both sides roll for Fire of the second day. At sea, the side that suffered the most « previously in this battle has
a-1DRM (note that this is not necessarily the side with less Morale or less remaining Morale); in case of tie, nobody
gets the malus.Tally results.

E.2 Technology. On the European map, stack with Renaissance technology and no A counter does not roll for Fire.
A stack with Renaissance technology only apply the «. A stack with Arquebus technology only does half (round down
to lesser '/3) the indicated losses. A stack with NGD and no VGD only does half (round up to larger '/3) the indicated
losses.

E.3 Rout. If one side has suffered at least as many « than its Morale, it is immediately routed. It loses the battle and its
opponent wins it. Go to Section VIII.10.5 (Pursuit).

E.4 Retreat. At sea (only), the side with Wind advantage may decide to retreat. If it does, it loses the battle and its
opponent wins it the but there is no pursuit. Go directly to Section VII1.10.6 (Loss modifications).

F Second shock

F.1 Shock. Both sides roll for Shock of the second day. At sea, the side that suffered the most « previously in this
battle has a -1 DRM (note that this is not necessarily the side with less Morale or less remaining Morale); in case of
tie, nobody gets the malus.Tally results.

F.2 Rout. If one side has suffered at least as many « than its Morale, it is immediately routed. It loses the battle and its
opponent wins it. Go to Section VII1.10.5 (Pursuit).

Example: Morale at sea.— During a sea battle, suppose that one side started with a Morale of 4 and suffered from 2x while
the opposing side started with a Morale of only 2 but suffered only 1x. In that case, the first side will get the =1 malus for “more
Morale losses” even through its remaining Morale (2) is higher than its opponent (1).

On land, it may happen that a ROTW minor or BARBARIA stack fight with more than 8LD. In that case, the stack rolls,
for each roll, 1d10 for each group of 8LD. One of these dice must be designed (before roll) as ‘main die’ and another
one as 'last die’. Only count the « caused by the ‘main die’. Count the losses of all dice but tally the losses of the ‘last
die’ separately (they will be reduced as the 'last die’ may correspond to less than 8LD).

Any other stack fights normally, whatever the number of LD in it. Notably, TUR stacks may have more than 8LD due to
Pashas but nonetheless use the normal rules. Similarly, this rule only apply for ROTW countries (including BARBARIA)
and thus stacks with < that “converted” natives to their side may contain a large number of LD but still fight normally.

Example: Large natives stacks.— The Togukawa shogun decides to get ride of the Portuguese traders and the population
thér-r-l vaI -c-éuse « but they will all cause losses. . .

If, after a first battle, there are only 35LD of Natives in the province, then they still use 5 dice in battle but now the last one only
represent 3LD and not 8 (35 =4 x 8 + 3). Losses caused by this die are tallied separately as they will need to be reduced as
any losses caused by ‘only’ 3LD.
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Example: 2 days of battle.— Continuing the previous FRA-HIS battle. FRA has 8LD and modifiers of +2/+1//+1/0 with a

Morale of 4. HIS has 5LD and modifiers of 0/+1//-1/0 with a Morale of 4. Both roll on columns C/B.
First day, Fire:

* FRA rolls 8+2 = 10, resulting in 128« x.
« HIS rolls 6+0 = 6 resulting in '/3. .
FRA has not lost any Morale. HIS has lost 2 Morale, less than its initial 4 and thus still has Morale left. Nobody routs, hence the

HIS
0A+1/-1/0

+2+1//+1/0

:|**

battle goes on.
First day, Shock: FRA HIS
* FRA rolls 4+1 = 5 resulting in /3. Its total is now 2« . +2/+1//+1/0 | 0/+1//-1/0

« HIS rolls 7+1 = 8 resulting in 1'/3 x. lts total is now 12/3 «.
FRA has lost 1 Morale, less than its initial 4. HIS has lost 2 Morale, less than its initial 4. Nobody routs, the battle goes on.
Since this is the end of first day, one check whether one side is completely eliminated. See details of the computation
in Section VIII.10.6 (Loss modifications). FRA has actually suffered only 1 losses (1%/32/3 because HIS only has 5LD), less
than its initial 8LD hence he’s still alive. HIS has actually suffered 2/3 losses (2 becoming 22/ because FRA has +1 size), less
than its initial 5LD hence he’s still alive. Since there are still men in both troops the battle goes on.

Remark: complete elimination of a troop after first day only happens with small troops (3LD or less) or extreme results (rolling
10 for both Fire and Shock with good modifiers).

Since this is the end of first day, each side has the possibility to try and retreat. FRA suffered almost no losses and decide to
stay. HIS has already lost 223 «  and feels like a major defeat is coming. . . Since he has 4 in Manoeuvre, he decide to try to
flee. 4 Manoeuvre + 2 remaining Morale, the retreat threshold is 6. HIS rolls. . . 7 and fails!

During the second day, FRA thus gets a +1/+1 modifier (it basically cancels the -1/-1 for second day) and thus actually stays at
+2/+1. HIS, as computed, is now at -1/0.

Notice that the artillery and cavalry bonus (or any other) are not recomputed between each day and stay the same than in the
beginning of the battle, even if some of the troops were lost. The actual losses are only implemented at the end of the battle
and at this stage we still use the initial forces.

Second day, Fire:

* FRA rolls 2+2 = 4 resulting in nothing. Its total is now 2x «.
« HIS rolls 9-1 = 8 resulting in 1+. lts total is now 223 « .
Since the beginning of the battle, both side suffered from 2 Morale losses, less than their initial Morale. Nobody routs, hence
the battle goes on.

Second day, Shock:

* FRA rolls 6+1 = 7 resulting in 1«. Its total is now 3x x .

« HIS rolls 5+0 = 5 resulting in /3. Its total is now 3 =.

Nobody routs. With 3 losses on each side, the battle even looks quite balanced. . . so far.

”* * Zl*

HIS
0A~+1//-1/0

ZH* *

FRA |
+2/+1//+2/+1 ‘

[|x *

HIS
0+ 1/-1/0
Ml «

FRA |
+2/0//+2/+1 ‘

[[[% % %

Example: Variations.— Keeping the previous example, if HIS was Conscript it would have lost its last Morale point and
rout during the last Shock. Similarly, if FRA was Conscript (and HIS Veteran), they would both end up with only 1 Morale left,
resulting in a tie (see below).

Don't neglect that extra Morale point for Veteran troops, it may cost some upkeep but not paying it will cost much more once
the fighting actually start. A good drill makes a good soldier.

If both side had Arquebus technology, then the Fire losses are halved (round down) and the final result would be 2x  « for FRA
and 2x » for HIS. A much less deadly result.

VIIl.10.5 Pursuit

A Determine winner.

A.1 First, using the computation described at Section VIII.10.6 (Loss modifications), check if one side has suffered
more losses than its number of LD. If so, that side is declared loser and the other winner, even if a winner and loser
were already declared during the battle.

A.2 Next, if one side has already been declared winner, it wins and the other side loses.
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A.3 Otherwise, the side with the most remaining Morale (starting Morale minus number of « suffered) loses and the
other side wins.
A.4 In case of tie, no side wins and no Pursuit happens. Go to Section VIII.10.6 (Loss modifications).

Design note: Destruction It may happen that one side breaks and routs due to no more Morale during the battle.
But, at the end of the day and after gathering remaining troops and such, they discover that the other side is actually
no more a battle-effective force (total destruction). Thus they can stay and keep the ground. This may indeed change
the winner of the battle.

Entirely destroyed forces are pursued nonetheless because Pursuit can cause a rout (and a Major Battle), and
because on sea Pursuit can capture ships.

Example: Destruction.— 4LD of HIS fight against 8LD of TUR in Arquebus. TUR has a size differential of +2. TUR is
Conscript (because of its Timarlar) and thus only has 2 Morale while HIS has 4 Morale (Veteran and Tercios).

At the end of the Second Fire, TUR has suffered 23 « » (modified HIS rolls were 7, 3 and 7). At the same time, HIS has suffered
3%« » (modified TUR rolls were 9, 7 and 7).

With « », TUR breaks and routs. This happens immediately. However, before rolling for Pursuit, a quick check is made. TUR
has actually only suffered 0 losses (¢/32/3 because of only 4LD causing them). HIS has actually suffered 4'/3 losses (because
of the +2 size differential). Hence, the Spanish troop is actually entirely destroyed. TUR wins the battle. The poor state of its
troops (rout) does not allow him to pursue the looser (which could turn this in a Major Battle), but TUR nonetheless stays in
place and is considered winner for all purposes.

Basically, the Turks broke during the battle but in the days following it they gathered their troops and discovered that they
still had an army. At the same time, between losses in the battle and desertions in the following days, the Spanish could not
manage to gather a combat-effective force and simply had to leave.

The winner pursues the loser. Exception: if the winner has been routed during the Battle, it does no pursue. Pursuit is
made by rolling 1d10, modified as follows, on column E of the CRT. Exception: use column C when pursuing NTD or
NGD (used as first line ships by the loser).
General modifiers (used in any battle):

+2 if the battle ended during the First day (including total destruction at the end of the first day).

+1 if the battle ended after a Fire roll, ) o B
Note that these modifiers are cumulative, hence a Pursuit after First Fire will get a +3 modifier.

Land modifiers (used in land battles only):
+S Shock differential. Differential between the Shock of the pursuing » and the pursued X, only if positive.
-1 if the battle did not occurred in Plain terrain.
+1 for TUR Sipahi cavalry, if (i) there is at least one TUR A counter in the pursuing stack; (ii) reform M-2 has not
been made; and (jii) the battle occurred in Plain or Desert terrain. This is exactly the same conditions as for getting
the Cavalry bonus to Shock and because losses haven't been applied yet, TUR gets either both or none.
Sea modifiers (used in sea battles only):
+M Manoeuvre differential. Differential between the Manoeuvre of the pursuing £ and the pursued £, only if positive.
+1 if the pursuer has at least 5SND more than its opponent. Note that losses haven’t been applied yet, hence this uses
the number of ND each side had at the beginning of the battle.
+1 if the pursuer has Wind Advantage.
The result of the Pursuit is read by cross-referencing the modified roll with column E of the CRT. Exception: use column
C when pursuing NTD or NGD. « and losses obtained are tallied together with the ones obtained during the battle.
Large BARBARIA stacks roll one die per 8LD as for any roll of the battle.
Additionally, at sea, for each « obtained the pursuer may choose to capture either INWD, 2NGD, or 2NTD. These
captures may occur on any ships in the stack (not only the first line ships). Remove them from the pursued stack and
add the same number to the pursuing one (they may be of any nationality already present in that stack, controller's
choice). Next:
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+ If the pursued stack was transporting troops, it must immediately loses a number of troops whose transport points
are equal or greater than the transport capacity of the captured ships (only). It is assumed that the pursuit specifically
targets those troops-heavy transports that were purposely left out of the battle. . .

+ Ifthe NTD captured were carrying gold, for each NTD captured 5 [ are sunk (lost) and 10 [} are seized by the
pursuer. These ducats are immediately tallied in line A10 (Gold from ROTW and Convoys) of ERS (i.e. for the sake
of simplicity they are 'teleported’ in Europe and we do not handle chain of capture and re-capture of the Gold fleet).

Finally, check if the losing side has any Morale left. If no, then there is a Rout. Morale left plays no role from now on.

Example: Pursuit— In the previous battle, no side is entirely destroyed at the end of the two days. FRA has 2 Morale left
while HIS has only 1. Hence, FRA wins the battle and pursues the Spanish. The DRM for Pursuit is here 0 (Shock differential is
negative, battle occurred in Plain, battle ended after Second Shock). FRA rolls 9 which, in column E gives 1x. Now, that fourth
 brings the Spanish Morale down to 0 thus transforming an organised Retreat into a Rout!
The « can now be forgotten. FRA suffers from 3 losses. HIS suffers from 4 loses and a rout.

If FRA had Conscript, then both sides would end up with 1 Morale left hence there is no winner. Note that the extra Morale
point of Veteran gives the victory to FRA!

Also, note that FRA had globally worse rolls than HIS (8, 4, 2, 6 vs 6, 7, 9, 5) but the bonus DRM make them sufficient to fetch
victory. Note also that what's important in a battle is to grab those « (i.e. in the usual B or C column to roll 7 or higher, 10 or
higher being better). Even if they inflicted the same number of losses during the battle (3 each), FRA managed to inflict one
more « (thanks to its +2 to Fire and its +1 to Shock). That's all it need to win the battle! If they had roll the same number of «,
then the battle would end in a draw rather than a French victory. . .

Also, note that the failed Spanish retreat is here very costly. The +1 to the Second French Shock turns a 6 into a 7, causing the
third «. Globally, the +1/+1 gives 10% more chances to get »  on each roll (at +0, there are three » and one » «; at +1 there are
still three « but two x =), hence around 0.4x. Don't try to retreat without good Morale or good Manoeuvre, this is a sure recipe
for disaster.

Lastly, note that in Medieval vs Medieval, with only 1 or 2 Morale (for Veteran) and rolling in column A (with « = on 9 or more)
the battle can end very brutally and any side may rout unexpectedly. On the other hand, once both sides start having a lot of
Morale and using columns B or C, the battle cannot anymore end on a single roll and several good results are needed, thus
greatly diminishing the luck factor (and giving more weight to the DRM).

Playing tip: Don’t send Conscript stacks into battle. Ever. Don't be cheap with your upkeep and make sure that all
your stacks are Veteran. Always.

Don't raise new troops (that will be Conscript) close to your opponents (especially if you don't have initiative) as you
want to reorganise your stacks into Veteran ones before sending them to battle.

Paying for new troops just to see the opponent march on them and win the battle “by default” because they started
with 1 more Morale is a painful experience. Seeing the troops you've just payed for being annihilated immediately
because they don’t know how to fight is very painful. Having your opponent claim a Major Battle in the process is an
error you normally make only once.

Before upkeeping and sending Conscript into battle, think twice. And then take a break and think again. If you still
believe it's a good idea, you're probably wrong. Just pay that extra upkeep and drill your soldiers.

You may think that a very good general will get sufficient bonus to win despite having untrained soldiers. Alternatively,
you may want to give your best troops to your best general that is going in the front lines to destroyed the enemy.
Once the enemy has no more troops, it will be time to lay siege with these Conscript that survived so far.

VIII.10.6 Loss modifications

The losses obtained during the battle are correct for similar stacks (in terms of actual composition of typical armies of
the period) of 8LD. They must be corrected taking two factors into account. Firstly, the losses causes by small stacks
(less than 8LD) are reduced; next losses are adjusted to the relative structural size of both armies. A similar procedure
is used at sea.
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In any cases, the modified losses may not go below 0. If this should happen for any reason, the modified losses
becomes 0. (for example, if 1LD only inflicts /3 losses, this results in 0 losses, not '/3-2=-12/3).

VIII.10.6.1 Small stacks

#ND (NDE ignored) 0 1 2 | 3] 415
#LD | LDE | 2LDE | 1 | 1+LDE | 2 3145 | 6
Mod. | -3 22 P Al A A B

7:1d10
i odd

Table VIII.13: <L1/S1> Loss modification for small stacks

Reduced the losses inflicted by any stack with less than 8LD (or 6ND). Firstly, find in table VIII.13 (<L1/S1> Loss
modification for small stacks) the column corresponding to the number of ND (first line) or LD (second line) in the stack.
Next, read in the last line (“Mod.”) a modifier to apply to the losses inflicted by this stack (with 7LD, there is only 50%
chances to have -'/3).
Finally:
+ on land, losses inflicted are capped by the size of the stack, remove any exceeding loses;
+ at sea, losses inflicted are capped by twice the size of the stack, remove any exceeding loses; if a side was routed,
the losses it suffers are always at least 1ND, increase them if needed.
Example: Capping losses.— Suppose that at the end of a battle, 2LD inflicted 4 losses. First, find the correction for 2LD
which is -1'/3’, thus the losses are reduced to 4-1'/3 = 22/3. This is still more than the number of LD in the stack, hence the
losses are capped to 2 before proceeding further. Basically, it is not possible to kill more enemies that you have soldiers.
A native force that rolled more than one die has to apply this procedure for the losses caused by its 'last die’ (only),
using the number of LD represented by that die. After that, all the losses caused by that force can be added together.
Other forces with more than 8LD (e.g. TUR with Pashas) can simply keep this step.
VII10.6.2 Size Comparison

Note that the procedure described here to find the size differential and use it looks more complicated than it actually
is. ..

Class | Name Period Countries
| 1 YA A VAR B VA B Y/ |
Im Russia 7|77 14 |34 |4 RUS
| Hordes 717|714 |44 |4 TUR, Khanates, Cossacks
Reformed TUR | 4 | 4 |4 |2 |2 |2 | 2 TUR after reform M-1a
Il Orient 4 1414 |2 2|2 |2 Islam
[Im Mixed Orient 4 141412 (2|2 |2 POL, HUNGARIA, Orthodox
llim Mixed Occident | 0 | 0 |0 |2 |2 |3 |3 SUE, SAXONIA, SABAUDIA
11} Occident 0 0|00 | 0|2 |2 | VENHOL HISPOR, AUS* Latin
v Major 2121212 3|4 |4 FRA, PRU, AUS, UNITED STATES
VM Mixed Major 00|00 0|2 |4 | ANG
A Other 7 7|7 7 |74 |4 Asia, Americas, Africa

Table VIII.14: Army Classes — Repartition and Size

First, find the Army size of each stack involved into battle. For mono-national stacks, cross-reference the nationality or
army class with the current period in table VIII.14 (Army Classes — Repartition and Size) to find a number between 0
and 7. For multi-national stacks, check Section IX.3 (Stacking).
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01 2 3 4 5 6 7
7142 42 +2 +1 +1 +1 0 0
6(+2 +2 +1 1 1 0 0 O
5(+2 #1 +1 1 0 0 0 -1
4 1+1 +1 +1 0 0 -1 -
3+ 0 0 0 -1 -1 41
2 1¥1 10 0 -1 1 1 -2
110 0 0 -1 -1 1 2 -2
0|0 0 -1 1 4 -2 2 -2

Table VIII.15: Size Comparison

Next, compare the size of both sides. This can be done in two ways. The easiest way is to cross-reference both sizes
in table VII1.15 (Size Comparison) to read a size differential between -2 and +2. The Table is symmetrical hence if one
side has, say, a size differential of -1 then the other automatically has +1. The other way is to directly compute the size
differential by taking the difference between sizes, dividing by 3 and rounding to the closest integer.

Both methods give the exact same result and using one or the other is mostly a matter of ease with the computation or
the cross-referencing. Note that a difference between sizes of 0 or 1 gives a size differential of 0, a difference of 2, 3 or
4 gives a size differential of +1/-1 and a difference of 5 or more gives +2/-2.

Note that size differentials are not transitive. For example, in period I, POL has +1 vs FRA and FRA has +1 vs HIS but
POL still only has +1 against HIS.

At sea, a stack with 7 to 12ND uses a size differential of +1, a stack of 13 to 18ND uses +2 and a stack of 19ND or
more uses +3.

2 [[TB] B 2 13 213 3 4 4#B[ #2458
A0 ™1 2 3 4 5 6 >6
+1 || T 2| 173 215 3B 4B 6 T | #+
+2 ([ 28] 1 || 1?3 23 4B B 7T 8 | #2
+3 ([ 28] 1] 2 3 5 7 9 10| #+4

Table VIII.16: <L2/S2> Loss Modification by Size

A Finally, once the size differential is found, adapt losses inflicted according to table VIII.16 (<L2/S2> Loss Modification
by Size):

A.1 On the line “-1/0” (in bold), find the number of losses inflicted and use that column. If this is not an integer (e.g. 22/3
), find both the number of full losses and the number of thirds. If more than 6 losses were inflicted, use the last column.

A.2 Cross-reference the column (or columns) obtained above with the line corresponding to the size differential. The
new number (or sum of numbers) is the actual losses inflicted. If more than 6 losses were inflicted, you'll find instead a
number to add or subtract to the losses.

Note that this last correction is not capped as the previous one. It basically represents the fact that, what is represented
by a TUR LD contained actually almost twice as many men as what is represented by a HIS LD. Thus, during a
TUR-HIS battle, if TUR inflicts 1 losses, this roughly correspond to 1 of its LD and is a much larger HIS casualty.
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Example: Losses modifications.— Continuing the previous FRA-HIS battle. HIS had 5LD and inflicted 3 losses. FRA had
8LD and inflicted 4 losses.

First, because HIS has less than 8LD, its losses are reduced according to <L 1>. In the '4/5LD’ column, the last line reads "2/,
Hence, HIS has only inflicted 3/3=2'/2 losses. This is less than its number of LD (5), hence it is not capped further. FRA had
8LD and its losses do not need to be reduced (they may still need to be capped in extremely bloody battles).

Next, compute the size differential. In period Ill, FRA has a size of 2 and HIS has a size of 0. Hence the size differential is +1/-1
favouring FRA.

Lastly, adapt losses according to it. HIS first looks in the “0” line to find the columns corresponding to both "2’ (fourth column)
and /3’ (first column). Next, HIS has to look at the numbers in this columns in the “1” line. Because the “1” and “0” lines are
the same (“1/0”), the same numbers are obviously found. Hence the losses inflicted by HIS are actually 2'/3.

FRA finds in the “~1/0” line the column corresponding to 4’ (sixth column). Next, it looks in the “+1” line what's written in this
column and finds a 423. These are the losses really inflicted by FRA.

Note that the differences in size, both structural (the +1 of FRA) and conjectural (HIS only has 5LD) end up playing a huge role
on the final losses. The losses differential was 1 before these computation and has now become 2'/3!

Example: Size differential.—

Inflicting 4 losses at -2 results in 3 actual losses.

Inflicting 3/ losses at +1 results in /3 +28 =412,

Inflicting 223 losses at -2 results in 113 +13 =123,

Inflicting 7 losses at +2 gives a #+2’ modifier and results in 7+2=9 actual losses.

Inflicting 8'/3 losses at +3 gives a #+4’ modifier (the thirds are ignored if more than 6 losses are inflicted, the last column already
takes that into account). This results in 123 actual losses.

Design note: Size differential usually does not vary a lot, especially since your favourite enemy won't change. You'll
quickly learn against who you have a +1 or a -1. Then, the use of table <L2/S2> is much quicker to do than to
explain. . . Find a number (in the correct line) and go up or down one or two lines to find the result. After half a dozen
battles, this will become an extremely quick procedure, even if its description in the rules seems very complicated.

VIII.10.6.3 Losses at sea

At sea, losses must be split in three categories:

* Refitted ships come back into play immediately. They are not actually lost.

+ Damaged ships are no more battle effective. They may however be refitted later this turn (during the End of round
segment) or during a later turn (during the Administrative phase). Tally Damaged ships on the Colonial Record
Sheet and remove them from play. They are grouped per region where the battle occurred (owner’s choice in case of
a battle in Cap Horn).

+ Destroyed ships are sunk and removed from play immediately.

Design note: The Damaged ships represent a structural size of the various navies. Even if numerous ships were
actually sunk, powers of that time were usually quick to rebuild a navy of comparable size. Much quicker than they
would be to build the same number of ships “in normal time”. Hence, Damaged ships represent ships that are actually
sunk but that the power somehow 'think’ that they should be rebuilt fast.

This is typically what happened after Lepanto where the Turkish navy was practically annihilated (loosing more than
80% of the forces engaged in the battle) but nonetheless quickly rebuilt in the couple of years following the battle.

Losses are split in these categories by group of 3. One loss is affected in the first group, one in the second, and one in
the third. Then, looping around to the first group, remaining losses are affected in the same way. Any thirds are always
affected as if they were the last loss. When NWD suffer thirds of losses, use NDE (1NDE ='/3 NWD). When NGD or
NTD suffer thirds of losses, round them up to the nearest largest integer.
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« For the winner of the battle (if any), the first loss is Damaged, the second is Destroyed, and the third is Refitted.

+ For any non-winner, the first loss is Damaged, the second is Destroyed, and the third is Damaged.

If some ships were captured during Pursuit, reduce the number of Damaged ships by the same amount (this does not
reduce the amount of losses suffered).

Losses (whatever the category) must be taken first from the first line ships. If there are more losses than first line ships,
other ships suffers from losses. In any cases, the controller of the stack chooses which ND actually suffer the losses
(when there is a choice).

If the losses are more than the total number of ND in the stack, the splitting in losses category must still be done entirely.
Then, start by applying the Destroyed losses, next the Damaged ones and finally the Refitted ones.

Additionally, if a fleet containing VGD and using NGD/VGD as first line ships is routed, then at least one of the losses
(either Damaged or Destroyed, controller’s choice) must be a VGD.

Example: Applying naval losses.— A winning fleet suffers 4 losses. The first is Damaged, the second is Destroyed, the third
is Refitted, then, looping back to the start, the fourth is Damaged. This results in 2 Damaged ND, 1 Destroyed, and 1 Refitted.
Decrease the number of ND in the stack by 3 (Destroyed and Damaged) and tally 2 Damaged ships in the correct geographical
area on the colonial sheet. The number of losses suffered by the stack is still 4 for all purposes (notably for determining if this
was a Major Battle).

A loosing NWD fleet suffers 53 losses. The first is Damaged, the second is Destroyed, the third is Damaged; looping back the
fourth is Damaged, the fifth is Destroyed; there is no full sixth loss, hence the thirds act as a partial sixth loss and are Damaged.
Reduce the number of ND in the stack by 5/ (i.e. 5ND and 2 NDE), and note that 33 are Damaged.

If a NGD stacks suffers 5'/2 losses, then because there are no thirds of NGD, the losses are rounded up to 6 and split in the
usual way.

A winning stack of 5ND suffers 8 losses. Splitting 8 losses for a winning stack gives 3 Damaged, 3 Destroyed, and 2 Refitted.
Because the losses exceed the actual size of the stack, the Destroyed are applied first (2ND remain) and next the Damaged.
This results effectively in 3 Damaged and 2 Destroyed.

A stack of INWD and 10NGD chooses to use its NWD as first line ships. It loses and suffers &/2 losses (using NGD as first
line ships, its opponent used these +1/+2 bonus for larger fleet with deadly efficiency). Splitting the losses gives 3 Destroyed
and 528 Damaged. The Destroyed are applied first, on the first line ships. Once there are no more first line ships, the remaining
losses (2 Destroyed and 5/ Damaged) are applied to the rest of the stack (here on the NGD, hence the 23 is rounded up). If
2NGD were captured during the Pursuit (x), then “only” 4 are Damaged now. The losses suffered stays at 9 anyway.

Note that losses on land are not applied yet. They will only be applied after the Retreat.
Even if losses are applied now for naval stacks, the commander of the stack does not change before the Retreat.

VIII.10.7 Retreat

Any non winning force must retreat. Any losses suffered during the retreat are counted as losses suffered during the
battle (notably, to determine if this is a Major Battle).

Awinning stack may also decide to retreat (typically, because it is now too small to besiege a fortress), but this is usually
mandatory; it is only possible if the province of the battle contains no unbesieged enemy forces that were not part of the
battle (e.g. not after intercepting a phasing stack that was trying to merge with immobile troops, you'll have to fight the
rest later). If it retreats, it has too follow the whole procedure here (including the roll and losses); this does not change
the winner of the battle (the stack is still winning the battle and may still claim a Major Victory).

In some cases, the winner is not allowed to stay in the province of the Battle and hence must choose to either retreat or
continue its movement (in case of interception). Typically, after an interception in a neutral province of the HRE, or when
attacking a stack besieging a third party country (it is not possible to stay in a province containing a neutral fortress).

VIIL.10.7.1 At sea

Retreat is done toward the closest (in number of zones), non-blockaded, friendly port large enough to hold the remaining
fleet (before applying the retreat losses), ignoring ports that are behind a Preesidio or Strait fortifications or have
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Siegework. In the rare case where there are no ports reachable without going through a Preesidio, Strait fortifications
or Siegework, the naval stack may cross them.

Retreat is a move and thus any retreating fleet must roll for attrition as for any naval move and the attrition rolls suffers a
malus of +2 per Preesidio, Strait fortifications or Siegework crossed.. If a Replacement . was rolled for the battle, he
is still available during the retreat (providing its Manoeuvre for the attrition roll). However, if the fleet was routed during
the battle, then the Manoeuvre of its & is considered to be 0 for the retreat.

Any ND sunk during the retreat counts as 1 loss for the Battle. Any NDE counts as '/3.

If it is large enough, the winning fleet (if any) may decide to follow the retreating fleet and blockade the port where it
goes (only). This is also a move, hence a following fleet must roll for attrition as usual (using the Replacement & if
applicable). Any ND or NDE sunk during this follow-up are counted as battle losses. A winning stack may decide to
split and only part of it follows (typically, after an interception to allow the rest to carry on with its move and action). The
part that follows must be large enough to blockade the port and usual hierarchy rules are enforced when splitting the
stack.

The retreat may not be intercepted and is not subject to Praesidios or Strait fortifications. A possible follow-up may not
be intercepted but can be subject of Strait fortifications.

VII.10.7.2  On land

1d10-M
Losses

12 34 56 710
HE 2B+

Table VIII.17: <L3> Retreat

Any retreating stack must roll on table VIII.17 (<L3> Retreat). Roll 1d10 and, if the stack was not routed, subtract the
Manoeuvre of the commanding % (a Replacement leader used during the battle still provides its Manoeuvre). The
resulting losses are added to the current total.

Retreating forces must retreat in one of the following possibilities. These possibilities have no priority (controller's
choice) but are further restricted by the conditions of the battle.

+ the province of the battle itself;

+ the fortress of the province, if friendly to the retreating stack;

+ an adjacent province with no unbesieged enemy presence (notably, with no unresolved battle).

In some cases, explicitly specified, it is possible (or mandatory) to retreat through one or more adjacent neutral provinces
and into a further friendly province. This is notably the case for a phasing stack that entered the province from one
where it is not allowed to stay (e.g. HRE, frozen Sund).

It is possible to split a retreating stack between the fortress of the province and an adjacent province, only. Any other
splitting is not allowed.

It may happen that a troop cannot retreat in its entirety or cannot retreat at all, usually because the fortress of the
province is too small to accommodate the troop (1LD/level) and there is no legal adjacent province. In this case,
exceeding troops are destroyed and the losses are part of the battle. On the other hand, stacking in provinces is only
checked after the battle ends and any loss due to overstacking is not part of the battle.

If this was an interception battle, then the non-phasing side has to retreat first (if needed) followed by the phasing side
(if needed). If this was a regular battle, then the phasing side has to retreat first (if needed) followed by the non-phasing
side (if needed). Exception: if the winning side decides to retreat, it always retreat second.

Itis only possible to retreat in the province itself if retreating second (especially, it is not possible if the other side won
and does not retreat).

If the fortress of the province was besieged prior to battle, and only one side has to retreat, then the troops that were in
the fortress must retreat back in it and any other troops must retreat in an adjacent province. In case of tie, any friendly
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troop can retreat in or out of the fortress.

The only adjacent province in which a phasing stack may retreat is the one were it come from. If this was a landing, the
phasing stack must retreat back in the ships and the carrying fleet must move back to a friendly port and roll for attrition
accordingly; it may not be intercepted during this move and it is not subject to Praesidios and Strait fortifications.

The only adjacent provinces in which a non-phasing stack may retreat after an interception battle are the ones from
which a least one intercepting LDE came from. If interceptors came from several provinces, they may not retreat in
several province; they must retreat in a single adjacent province (or the fortress) as a single stack but can choose in
which (among those from where interceptors came).

Retreat is not a move. It may not be intercepted and never causes attrition.

Design note: Most of the time, only one side has to retreat in which case the other (winning) side stays in place and
occupy terrain.

Retreat must be done toward “where you came from” which can have various meaning. . .

When both sides retreat (tie), then the one who moved into the province first retreats second and thus may decide to
stay in place. Basically, the battle is assumed to happen on the frontier of the province and either the invasion force
does not manage to enter (regular battle) or interceptors are repulsed. Even if there is no winner, hence this is not
really a decisive battle, one side happens to keep control of the land.

As said in the Interception, when a phasing stack enters a province where there is a non-phasing stack and gets
intercepted by a force of the same alliance, then the interceptor can choose to either resolve this as a separate
interception battle or to merge and resolve this as a regular battle. In case of tie, if this is resolved as a regular battle,
then the non-phasing (non-intercepting) side was here first and the phasing must retreat first.

On the other hand, if this is resolved as an interception battle (between phasing and interceptor only) then the phasing
stack was here first and the interceptor must win in order to stay in place. If the phasing side stays after such an
interception (either winning, or tied and decide to stay), then this is in a province with unbesieged enemy presence,
hence the phasing stack must stop movement and will resolve a regular battle against the troops that are still here
(i.e. the ones that were here before the interception).

When a battle happens around a besieged fortress (usually to attempt to lift the siege), then a tie allow to mix and
match troops in and out of the fortress during the retreat. The siege is not necessarily lifted (depending on the precise
outcome) but in the chaos of the battle troops were able to sneak in or out. On the other hand, if the besieger side
wins, then the besieged side must retreat the “in” troops in the fortress and the “out” troops out of the fortress. And of
course, if the besieged side wins, the siege is lifted and the question does not arise anymore.

Lastly, on the European map, round total losses suffered by each side to the closest integer. This rounding is part of
the losses suffered during the battle.

Each full loss corresponds to 1LD and each '/3to 1LDE. These losses must be removed now. As usual, it is possible to
break A (and LD) counters to get the “change”. The controller of the stack choose which troops are killed. If the stack is
smaller than the losses, then it is destroyed and the losses are considered to be only the size of the stack (i.e. if a 2LD
stack suffer 6 losses, it is entirely destroyed but it is considered that it only suffered 2 losses as only 2LD are killed).

In some case, there is not enough counters to satisfy the losses (e.g. if an A® suffers from 1 loss but the country has
no more LD available). In this case, losses are increased until they can be satisfied (e.g. rounded up from 1 to 2 and
the A@ is flipped @). This increase is counted as losses suffered during the battle.

Similarly, if TUR decides to kill one or more Pashas that represent more LD than the number of losses, then the total
number of LD killed is counted toward the total losses.
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Example: Retreat— Continuing the FRA-HIS battle. HIS was routed and suffered 42/ losses while FRA won and suffered 2
'/3 losses. Being the only non-winning stack, HIS must retreat.

Being routed, HIS simply roll 1d10 on Sub-table <L3> (Manoeuvre is not used after a rout). Luckily, it rolls 2 and this does not

cause any extra loss.

Losses are now rounded because the battle occurred in Europe. HIS rounds the 42/ losses it suffered to 5 (nearest integer)

and is actually entirely destroyed! FRA rounds the 2'/2 losses it suffered to 2 (nearest integer). The final result is that HIS is

routed and suffers 5 losses while FRA only suffers 2 losses.

The Spanish stack is removed from play. The French stack losses 2LD (typically, flipping an A from ® to ©).

Example: From an actual gaming session.— At the beginning of event IV-7 (1) (English Civil War), FIDELIS REGI controls
Cornwall but neither Gloucester nor Wessex. It nonetheless decides to put its newly recruited army (2A®, Conscript) in
Cornwall, commanded by Rupert (% C 4.3.4 [Event IV-7]).

Due to an early and already finished event IV-A (Thirty Years’ War), Gustav Adolf has nothing to do and decides to go and
save Protestantism in England (maybe hoping to turn that Anglicanism into true Protestantism). The Swedes do a foreign
intervention with 1A® (Veteran) and Gustav Adolf (& A 6.6.6 [Event IV-A]).

The Swedes land in Wessex where Rupert fails its interception, and march onto Cornwall. Being Baroque vs Muskets, SUE
rolls in columns B/B and FIDELIS REGI in columns D/C. Moreover, SUE has 4 Morale and FIDELIS REGI only 3. SUE fights at
+3/+3 (structural cavalry bonus) while FIDELIS REGI is only at +1/+1 (artillery and size cavalry bonus).

For the first Fire, Rupert rolls only 5+1=6, causing '/3. At the same time, Gustav Adolf rolls a lucky 10+3=13 and causes 3« « +!
Trembling at the mere name of the Lion of the North, the royalists troops flee in panic at the first shots of the Laderkanonen!
Gustav Adolf now pursues at +5 (+2 Shock, +2 First Day, +1 after Fire) and rolls 4+5=9 causing 1 more. These 4 losses are
reduced to 3'/3 due to the small SUE stack (4LD) and the +1 size differential brings that back to 4. On the other hand, the /3
losses suffered by SUE are not modified (8LD causing them, -1 size differential does not change anything) but are rounded to
0.

Rupert retreats and roll 3, causing '/2 more. The 4'/3 losses are rounded to 4. However, the only retreat possibility for FIDELIS
dishand and desert without any possibility to gather them into a fighting force, and many of them surrendered to the Swedes.
Thus, the actual losses suffered by FIDELIS REGI are 7LD (8LD initial - 1LD who managed to retreat). Note that in this particular
case, there was actually no need to roll for the retreat. . .

Design note: “Lost” troops can be either killed, captured, disbanded, deserting, ... In any way, they are no more
combat-effective, but a huge casualty does not necessarily means a bloodbath. The game use the term “kill” to denote
all these casualties for the sake of simplicity.

VIIl.10.8 Battle cleanup

VII.10.8.1 Major Battle

A Battle is called a Major Battle if all of the following conditions are true:

one side won;
AND the loosing side was routed;
AND (on land) the loss differential is at least 3LD, or 4LD if the winning side has a size differential of +2;
AND (at sea) the loss differential is at least 5 (if winner used NWD) or 8 (if winner used NGD);

AND (on land, in the ROTW) the loosing side had at least one A counter from an European country at the start of the
hattla
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Design note: The battle has to be decisive (rout and loss differential). If far away (ROTW), it also need to include
sufficiently many (A counter) “real” (European) troops. Thus, typically, victories of HIS over AZTECA are never Major
Battle because nobody in Europe cares about killing a bunch of natives. On the other hand, battles like Saratoga or
the Plains of Abraham involved European A counter on the loosing side. They had huge impact on the European
politics and population and thus do qualify as Major Battle. In other words, there may be Major Battles in the ROTW
but they need sufficiently many European troops to have an impact on European population.

Even if the looser needs an European A, it is not the case for the winner. If a large Spanish invasion force happen to
be crushed in the New World, this will have a huge impact on the Spanish (and European) population, maybe slow
down the conquest a bit (“It's too dangerous to go there, it's not worth it”), . . . Similarly, a few lone LD may sometimes
score a Major Victory.

A In case of Major Battle, apply all the following effects:

A.1 the loosing side loose 1 Stability (no penalty if already at -3);

A.2 the winning side wins 1 Stability (no bonus if already at +3);

A.3 the winning side wins 5VPs.

Minor countries never gain or loss Stability or VPs. It is, however, possible to gain or loss Stability or VPs when fighting
against a minor country. In case of multi-national stacks, the gain or losses are for the country which commanded the
troops during the battle.

Design note: Note that because a side may not suffer more losses than it has troops (exceeding losses are not
counted), it is never possible to have a Major Defeat if the loosing side has only 2LD involved. Also, keep in mind
that a rout is necessarily for a Major Battle.

VIII.10.8.2 Death of leaders

Any Replacement leader used during the battle is now forgotten. It's not needed any more and a new Replacement
leader will be rolled the next time it's needed.
Every commanding leader has to test a possible casualty in battle. roll 1d10, modified as follows:

-1 for any non-winning side;

-5 for a side entirely destroyed during the battle;

-1 if the leader has a value of 6 in either Fire or Shock (exception: Marlborough and Friedrich Il do not have this

malus, this is hinted on the tokens with their names and stats in white instead of black or yellow).

Exception: if the battle occurs on the European map and the opposing side had strictly less than 3LD at the beginning
of the battle, do not roll for leader casualty.

Design note: In Europe, if you don't risk Major Defeat, you can't kill the enemy leader either (this prevents a gamey
technique).

If the result is 1 or less, the leader suffered from the battle. Roll 1d10 (never modified) to check the result:

« if this result is odd, the leader is killed, remove it from play;

« if this result is even, the leader is merely wounded. The wounds will last for a number of rounds equal to half the
result of the die. Count rounds on the Round track using the longest possible path (S1, W1, S2, W2, . .. ) and place
the leader in the box corresponding to the round when it will come back (or the 'End’ box if this is after W5).

Countries that have less leaders than their minimal will get new ones at the beginning of next round. See §A (Replacement

of unammed leaders) of Section [X.5.1.3 (Deployment of leaders).

If a monarch was commanding a stack that is entirely destroyed and he is part of the casualties (first roll <1), do not

test his death. Instead, he is captured by the winning side and will be ransomed at the end of the turn (see Section XII.2

(Ransoms)). Remove its counter from the map and keep it close to the capturing country (captured monarchs may not

evade or get freed in anyway and must be ransomed at the end of the turn).
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If a monarch s killed or captured in battle, his country cannot uses his values anymore. Instead, the country is considered
to be ruled by a 3/3/3 monarch until either the ransom or the determination of a new monarch.

Design note: Here also, a ‘killed’ or 'wounded'’ leader is a game term not to take too seriously. It may mean a capture,
a disgrace removing the leader from commanding position (permanently or temporarily), or a severe wound causing
the leader to stop the military carrier and maybe become minister or ambassador, or retiring in his family castle, . . .

VII.10.8.3  Aftermath

If any side is now in a province with an enemy fortress, the fortress is considered besieged for all purpose (even if
the winning side lacks sufficient troops, this will only be check during the Siege segment). If the fortress was already
besieged, the siege merely continue from the same situation (yes, this does allow to “steal” a siege in three-sided wars).

On the other side, blockade is not automatic and can only be started if the fleet is large enough.

If the fortress of the province was besieged and the province now contains only friendly troops, the siege is now lifted.
Remove any Siegework counter there might be here, move besieged troops out of the fortress and merge them with
the stack here.

Similarly, if a blockading naval stack is now too small to blockade, the blockade is immediately lifted and the stack stays
in the sea.

If one of the stack involved in the battle is now overstacked (normally due to retreat in an already crowded province or
lifting a siege without taking any loss), exceeding troops are removed. This is not part of battle casualties and thus does
not count toward Major Battle.

Change commanding leaders of stacks according to the new situation.

If this is an interception battle won by the phasing side, the stack may continue its movement. If this is an interception
battle, any non-winning side may not intercept or counter-intercept again during this impulse.

Example: Ending the FRA-HIS battle.— HIS was routed and suffered 5 losses while FRA won with only 2 losses. Thus, the
losses differential is 5-2=3 and all the conditions for a Major Battle are met. FRA immediately gains 1 Stability and 5VPs while
HIS loses 1 Stability.

Once again, note how the seemingly tie after the two days of battle (3 x » vs 3x «) turned into a Spanish disaster due to that
single additional « (mostly) aided by the various external factors correcting the losses (size differential and small stack).

Next, leader casualties are checked. FRA rolls 3, not modified, and nothing happens. HIS rolls 6 - 1 (loser) - 5 (entirely destroyed)
= 0, hence its % is part of the casualties. HIS rolls again to see if he’s dead or wounded and obtains 4. It's an even number,
hence the general is wounded for 4/2=2 rounds. Suppose this was W4, he will come back in two rounds, that is during W5. Put
the token on the W5 box of the round tracks.

If the second roll of HIS was 7, an odd number, then the leader would have been killed and removed from the game. If it was
10, he would be wounded for 5 rounds. That is the non-existent 'S7’ hence the X would be put on the 'End’ box and returned
at the beginning of next turn (see §F (No lasting wounds) of Section XIII.3 (Monarchs, Natives, Militias and Fortresses)).
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Playing tip: Winning battles In order to win battles, you should, in decreasing order of importance:

fl. roll 10s;

P. convince your opponent to roll 1s;

8. have a better general;

4. have more troops, more artillery, more cavalry, . .. and catch your opponent crossing a river;

b. have a better technology.

Joke aside, this does not mean that battles are a mere luck-fest, especially in the late game. But the surprise can
always arise and if one side roll four 10 while the other roll four 1, there is little doubt on who the victor will be, whatever
the other conditions.

Especially, in the late game, with a lot of Morale, many high rolls are needed to win the battle. A battle in Medieval,
even with Veteran troops, ends as soon as one side rolls 9 or more and that can indeed feel extremely luck driven
(well, Medieval battles tend to be quite unpredictable). On the other hand, after Muskets, with 4 Morale, and, typically,
if rolling at -1 because of Forest, then routing the enemy require 4 rolls of 8 or higher. This is not often achieved by
mere luck and usually require a bit more planning and preparation. Typically, in the SUE-FIDELIS REGI example, even
if SUE got lucky by rolling 10, fighting at +3 gives a huge advantage: you only need to roll 4 or more to cause Morale
loss.

As illustrated in the long FRA-HIS example, what's important in a battle is not to cause losses but to cause . They
are linked, but typically, the difference between /3 and 1« is huge while the difference between 1+ and 1'/3 « is almost
negligible. When you fight, you need to roll 7 or more to cause those «. Baring luck and rolling 10s while your opponent
rolls 1s, you best possibility is to come with as much positive DRM as possible and give as much negative DRM as
possible to your opponent. Crossing a river to attack a troop stationed in Mountain means fighting at -2/-2, now you
need 9 or more to cause « while your opponent need 7 or more. A pretty bad situation.

Playing tip: Losses The other part of the battle is the losses. That lead to different tactics depending on the situation.
Typically, if you have a global advantage on the strategical level, you may want to seek a decisive battle, destroying
as many enemy troops as possible to prevent any counter-attack or similar funny move and to start besieging in
peace. In that case, you want the battle to happen with as many positive DRM as possible, even if it costs you some
more troops. Try to fight in Plains with large stacks.

On the other hand, if you're on the defensive, then you probably want to keep you troops alive as long as possible.
5LD can be a good “army in being” able to launch a raid to lift a siege close to its end, to cut supply or similar actions,
while zero troops are obviously useless. In that case, you want to get as many negative modifiers as possible. Try
to fight in Mountain or Forest, to intercept enemy as soon as they cross rivers, . . . These often lead to inconclusive
battles (draw) but that is often enough to delay your opponent for 1 or 2 rounds, which is usually all that you need.

An example of successful delay of the “guerrilla” side happened during another gaming session. During event VII-4
(War of Independence in the Colonies), ANG tried to bring troops to America and land them in one of the pro-British
COL. However, they got intercepted by Washington (% <$> A 6.2.2 [T55-T60]) and some patriots. Due to the -2/-3
for disembarking and the -1/-1 of the Forest, the Royal troops couldn’t do a lot of damage during the Battle. At the
end of the First Day, Washington decided to retreat which, with 6 Manoeuvre and 4 Morale was automatic. . . The
British won the battle and could move on but the American raid costed them maybe /3 or /3, enough to flip one A
counter and remove artillery bonus for the next battle. A perfectly well done raid disrupting the ANG move and forcing
the player to think a bit more about what to do.

VIll.11  Sieges

Resolve all sieges, fights against Revolt/Rebellion and P.
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If a land stack is in a province with an enemy fortress and has less than 1LD per level of the fortress, it must roll
for Siege Attrition. If a land stack is in a province with an enemy fortress and has no LoS, it must also roll for Siege
Attrition. If, for some reason, a blockading naval stack is too small to blockade the fortress (what did you do wrong?),
the blockade is lifted and the stack stays in the sea.

Next, each alliance, in decreasing order of initiative, resolves all of its actions (sieges, fight against Revolt/Rebellion an
P) in an order of its choice (at random in case of disagreement).

Naval stacks whose action is to fight P resolve it now. Land stacks in a province with either an enemy fortress or an
enemy Revolt/Rebellion must besiege or fight the Revolt/Rebellion. If a stack is in a province with both an enemy
fortress and an enemy Revolt/Rebellion, it cannot both besiege and fight. It must do one of the two but the controller of
the stack chooses which; if it has no LoS or is too small to undermine, it may not fight the Revolt/Rebellion either (i.e.
it must either assault or redeploy).

Design note: Order of resolution between alliances is rarely relevant. Sieges, Revolt/Rebellion and P may usually
be resolved in any order. Use the precise order here only if there are disagreements. Especially, when there are
separate wars, it is normally possible to resolve sieges simultaneously in each war (notably if they are waged by
different players) rather than waiting pointlessly.

VIll.11.1  Siege Attrition

Siege Attrition is resolved as any attrition by cross-referencing a modified 1d10 on the correct column of table VIII.2
(Discoveries and Attrition). Use the “Land, Europe” column corresponding to the size of the stack if the siege is in
Europe, and the ROTW column + table VII1.3 (Remaining troops after attrition (naval and ROTW)) if the siege is in the
ROTW.

Note that besieged roll for Siege Attrition during the Supply Segment while besieger roll for it (sometimes) during the
Siege Segment.

Modifiers for Siege Attrition (besieger):

+2 if the stack has no LoS;

+2 if the stack contains 6LD or more;

+2 if there is Bad weather;

+7? if the stack is supplied by a naval stack, and the LoS of this naval stack goes through one or more Strait

fortifications, add the DRM of all the Strait fortifications along this path (2 in Europe, level/2 in the ROTW);

+? in the ROTW cold area, add the number of Snowflakes “resource” (+0 to +2 depending on the Area);

+1 per Pillage®, Revolt® or unfriendly Rebellion® in the province

+2 per Pillage®, Revolt® or unfriendly Rebellion® in the province

-S siege value of one besieger or blockading leader; even land stacks may use the siege value of one blockading &;

+§ siege value of one besieged leader;
Note that there is no +2 for being in an enemy province as the besieger more or less already has control of the
countryside, the fields, and the roads. Thus, it can easily take part of its supply on the spot. In the Table, the +2 is
cancelled by a specific -2 for the besieger. . . Also, the Bad weather and Massed force modifiers are not recalled in
the table and are considered part of the “per extra cause” modifier.
Result for Siege Aftrition is read as usual. As for Supply Attrition, foraging has no effect here (so we don't have to
remember which stack was or wasn't foraging a long time ago) and thus can be ignored.

VIll.11.2  Sieges

A besieging stack may either Undermine the fortress, Assault it, or Redeploy. In order to undermine, a stack must have
a LoS and at least as many LD as the level of the fortress. Besieging stacks must do one (and only one) of the three
actions listed above. It is not possible to do nothing.
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If a stack chooses to Redeploy, it abandon the siege (remove any Siegework on the fortress) and goes back to a
friendly unbesieged province using the Redeployment procedure (see Section X.7 (Redeployment of land troops)).
These Redeployments are not simultaneous (they are resolved immediately when the decision is taken); they may
happen by sea at the usual conditions for Redeployment; they are cause of attrition as normal Redeployments; they are
never voluntarily (even if the stack is large may undermine). A stack may choose to redeploy even if it may undermine.
A too small stack (or a stack with no LoS) that redeploys rolls twice for Attrition (one Siege Attrition because it is too
small and one Movement Attrition because of the redeployment).

Design note: A very small stack managing to assault a very large fortress represents a surprise attack with troops
managing to storm the fortress before its gates are closed or similar heroic action.

flevel | 0|12 ]3|4]|5 /| bonus
Al |1 [1][2[4][5]6]+
=3/|3|3|4|5|6]|7]|+

[
<2/|5|6|7|7|7]|8]+3

Table VIII.18: Artillery bonus against Fortresses

Both undermining and assault use an Artillery bonus against fortresses. To obtain it, find in table VIII.18 (Artillery bonus
against Fortresses) the column corresponding to the level of the fortress (column '0’ corresponds to forts). In that column,
find the largest number that is still less or equal than the number of Artillery in the besieger stack (check §E (Artillery of
stacks.) of Section 1X.1.1.2 (Military doctrine) for how to compute Artillery in a stack). In the line corresponding to that
number, find in the last column the Artillery bonus.

Example: Artillery bonus.— Again, this is a computation which is more complicated to explain than to perform. . .

A stack with 4 Artillery besiege a fortress of level 1. In the 1’ column, the numbers are '1’, '3’ and '6". The stack has less than 6
Attillery, hence it cannot claim that bonus. It has more than 3, hence it can claim that bonus. This is the +2’ line, thus its Artillery
bonus is +2.

Against a fortress of level 2, this stack still has +2 but against a fortress of level 3 it only has +1 and no bonus against a fortress
of level 4 or 5.

Design note: As usual, game terms used here must not be interpreted too strictly when figuring out what is happening.
time were rather short (Vauban, in his Traité sur I'attaque des places and Traité sur la défense des places, consider
that a correctly defended fortress can hold 48 days against a correct siege). Hence, besieging a city for more than
one round is not “realistic”.

However, actual provinces contain much more than a single city. The “city” in a province actually represents the whole
defence system of the province consisting not only in many fortified cities, but also various other fortresses spread
over the land and along roads. Thus, a Siegework token, even if it uses the standard one-city siege vocabulary may
actually represent the fall of one or more of these fortifications and the whole “siege” of a province corresponds to
many actual sieges in the same area.

As usual, game terms and mechanisms should not be strictly interpreted. They provide a good macro effect suitable
for our level of abstraction.

VIi11.21  Undermining

To resolve the undermining, roll 1d10. The roll is modified in two different ways, thus giving two different results. The
first one is used to check the effect of the undermining on the fortress (usually adding some Siegework); the second
one is used to check if the besieger suffer from Siege Attrition. It is possible to both suffer from attrition and force the
fortress to surrender (especially toward the end of long sieges).
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1d10 Result
<3 —
4-6 SO
7-9 S®
10-11 B
12 B or WH
>13 R

Table VII1.19: Undermining

Effect on fortress modifiers:

-N level of the fortress;
+? Artillery bonus;
-? terrain malus (see Section 1X.12.1 (Ports and terrain modifiers) for details), non cumulative:
-2 Europe, non-Plain, no port;
-2 Europe, non-Plain, blockaded port;
-2 Europe, Plain, non-blockaded/supplied port;
-3 Europe, non-Plain, non-blockaded/supplied port;
-2 ROTW, non-blockaded/supplied port;
-2 ROTW, non-Plain, no port;
-1 fort, non-blockaded/supplied port;
-1 fort, non-Plain, no port;
-0 all other cases;
+1 [TBD] if there has been no Breach this turn, but an assault that managed to cause at least 1 loss;

+2 if a Breach was obtained previously this turn;

+1/+3 for each Siegework@/@® on the fortress;

-S Siege value of one besieged leader;

+S Siege value of one besieger or [BLP] blockading leader;
+1 if there are troops inside the fortress, but no A counter;
+3 if there is an A counter inside the fortress.

When using Siege value of leaders, only one leader in each side may provides its value but he does not need to be the
commanding leader. In any case, always use the largest Siege value available in the stack.

The effect of undermining is read in table VIII.19 (Undermining). The various possible effects are:
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SO add a Siegework® counter. If there are now two Siegework® counters, immediately merge them in a
Siegework@. If, after that, there are three or more Siegework, only keep the largest two.

S@ add a Siegework® counter. If there are three or more Siegework, only keep the largest two.

B The walls have been breached. The besieged may immediately attempt an Assault using the (more favourable)
Breach condition. This Assault is not mandatory. This is the only case where both undermining and assault can
be done on the same fortress in the same round. If the besieger does not assault, the presence of at least one
Breach still makes further undermining easier.

B or WH The besieger must decide to either apply the B result or to give War Honour to the besieged. If giving War
Honour, the fortress falls and any troops and leaders inside the fortress, plus 1LD (representing the garrison) are
“given back” to the besieged who must immediately place them in any unbesieged friendly province (they may be
split in different provinces, they may 'teleport’ at the other end of the World for the sake of rules simplicity).
Exception: if a Monarch happen to be trapped in a fortress given War Honour, he is captured.

R The fortress surrenders. It falls and troops inside it are destroyed (captured, likely, as executing defenders after
the fall was not a common practise), any leader inside is “given back” to the besieged who must immediately place
them in any unbesieged friendly province. Exception: if a Monarch happen to be trapped in a surrendering
fortress, he is captured.

When a fortress falls (WH or R), first put a control marker of the besieged (of the country of the commander) on the
fortress. This fortress is now controlled by that country. Next, the new controller must choose to either man the fortress
again or not. If the fortress is manned again, the besieger must loose 1LD (from the besieging stack) and the fortress
loses 1 level; otherwise, the fortress loses 2 levels. In the ROTW, fortresses may be entirely destroyed that way. In
Europe (including European provinces in the ROTW and COL of level 6), the minimal level a fortress may have after
this is 1. Fortress may “fall down” to level 1 even if the minimal level on the map is 2, in which case a white level 1
fortress is used to denote this.

Playing tip: Free tip: when taking a fortress of level 1 or 2, whether you re-man it or not, it will end up level 1. Don't
waste a LD for nothing. . . When taking a fortress of higher level, the question arises.

Playing tip: Non-Plain terrain provides a -2 to the roll, which is more than an extra level for the fortress (only -1).
However, with lower level, it is easier to get Artillery bonus and the fortress is more likely to fall in case of Assaulf.
Thus, as a rule of thumb, you can consider that non-Plain terrain roughly has the same defensive power as one more
level of fortification (a bit less for low-level fortress that are likely to be assaulted immediately).

Thus, when planning your defence, if you want an evenly spread defence line you should put lower level fortresses
in non-Plain terrain along your “wall”; but if you want an impregnable stronghold holding at all costs even if the rest of
the land is lost, you should put high level fortresses in non-Plain terrain.

The same reasoning roughly goes for ports if your enemy has no naval power to blockade it (typically, when SUE
wants to defend against RUS or POL).

Attrition check modifiers:

+4 if this is the first round of siege this turn for this fortress;

-2 if the siege is continuing from a previous turn;

-S siege value of one besieged leader;

-? number of LD in the fortress (A® = 2LD, A® =4LD).
If the result is strictly smaller than the distance (in MP) from a SoS, then the stack must roll for Siege Attrition.
There is no adverse effect of using a weak supply source for this test. Thus, it is possible to choose, during the Supply
Segment, a full SoS that is, say 5SMP away (and thus avoid Supply Attrition) and to choose for this check a weak SoS
that is only 2MP away (and thus possibly also avoid Siege Attrition). Basically, there is no memory of which SoS was
used previously and as long as the stack is not too far away from a SoS, everything is fine.
Note also that the SoS is only checked when needed. Because sieges are actually resolved in a chosen order, it may
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happen that a first siege succeeds and thus creates a new SoS (the fortress is now controlled) to use for the next siege.
VIIl.11.2.2  Assault

Assault looks like a simplified battle. It has many concepts in common, but a few specificities. Notably: there are less
columns in the CRT; there is only one day of fight; there are no terrain modifiers; losses modifications are simpler (no
size differential to compute); . . . As for Battles, the sequence described here must nonetheless be strictly followed.

BESIEGED BESIEGER
1d10 | Fire Breach | Shock Breach Fire Shock
<3| — — — — — —

4 13 — 13 — 13 13
5 2B« — 23 * — 2/3 2/3
6 2B« — 1 * 2/3 1
7 1 |« — 1" « 13 1 % |18 «
8 13 | ax 13 18 | ax 23 "8« | 128 «
9 2B 2f3 2 ok 1 18 « 2 *
10 2 Fokk 1 2 *kk 1 2 H*ok 2 *k
11 2 ok 1 2'/3 s 13 2 Lax | 23 s
>12 | 2B wwx 13 203 sk 2B | 23wk | 2B ax

Table VIII.20: Assault Results

Assault parameter. If one side has no leader, draw a Replacement general. Next, depending on its technology, find
the Morale of each side (besieged are always Veteran, even if there is a lot of Conscript troops in the fortress).

CRT column. The besieger always use the “BESIEGER” columns of table VII1.20 (Assault Results). The columns used
by the besieged depends whether there has been a Breach or not. Note that the Morale losses column (x) is always
the same. If this assault immediately follows a B result during an undermining, then the besieged uses the “Breach”
columns of the Table, otherwise, it use the “Fire/Shock” columns (even if a previous Breach was obtained, hasty
reparations have cancelled most of its effect). Note that the “Breach” columns do always exactly 1 less loss than their
counterpart, that is, assaulting after a Breach is much less dangerous.

Design note: No, the “only” « « on line 11 is not an error. It's a statistical feature: the probability to obtain « « « is 10%
both if rolling at +0 or +1 and you need to manage to get a +2 (hence a very good leader) to have 20% of x « .

Note that the columns used by the besieged are quite brutal when compared to the battle CRT. « tend to happen very
fast and high casualties are common.

A DRMs for the besieged:

+F/0 Fire differential, if positive;
0/+S Shock differential, if positive.

B DRMs for the besieger:
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+F/0 Fire differential, if positive;

0/+S Shock differential, if positive;

+1/+1 if the besieged has Medieval technology;

-1/-1 if the besieged has Arquebus technology or better;

-N/-N if the assault does not immediately follows a Breach, subtract the level of the fortress (0 for forts);
+?/+? Artillery bonus against the fortress;

+1/+1 [TBD] if a previous assault caused at least 1 loss.
Fire. Both sides roll for Fire and tally both the losses and « they inflict. The besieged always Fire at full power (heavy

siege artillery is stored in the fortress). Besieger stacks with Medieval technology do not Fire; besieger stacks with
Renaissance technology only counts the « and besieger stacks with Arquebus technology halve the losses they cause
(round to the nearest lesser '/3).
Shock. If a side has been routed during Fire (suffered at least as many « as its Morale), the other side rolls for Shock
anyway. If no side has been routed, both sides roll for Shock. Tally losses and .
Losses modifications for besieger. If the besieger has less than 8LD, the losses it causes are modified as follows
(cumulative):

A3 if 6LD or less;

/3 if 4LD or less (hence /3 when combined with the previous one);

213 ifthere is no A counter (hence -1'/3 when combining all three).
Next, add 213 if the besieger stack contains at least one A® (not 2A@!) of POL (during periods | or 1), RUS (during
periods | to lll), or TUR Yenigeriler (before M-1a, during periods | to Ill).

Level Fort | 1123 4 5
Resistance | 23 [ 123 3 | 3
If Breach s 2p] 2] 1 | 1"B] 1/

Table VIII.21: Fortresses Resistance

Losses modifications for besieged. Cap the losses caused by the besieged to twice the resistance of the fortress
(read in table VIII.21 (Fortresses Resistance)) plus the number of LD inside (A® = 2LD, A@ =4LD). Next, add 2/3 if
the besieger has been routed (has suffered as least as many « as its Morale).

Result of the assault. If the besieger is entirely destroyed, the fortress does not fall, whatever the other conditions. If
the besieged has suffered as least as many « as its Morale, the fortress fall. Otherwise, losses caused by the besieger
are first used to kill troops inside the fortress. If the remaining losses are at least equal to the resistance of the fortress,
it falls. Losses suffered by the besieger are rounded to the nearest integer in Europe and then simply remove the
corresponding number of LD (and LDE in the ROTW) from the stack.

Resistance of the fortress depends on its level and whether the assault immediately follows a B result or not. As for the
use of the “Breach” column, use the lesser resistance only if the assault immediately follows a B. Use this resistance
both for capping besieged losses and to determine if the fortress falls.

Death of leaders. Check death of leaders as after a battle.

Aftermath. If the fortress didn't fall, nothing happens. It regain all its Resistance for any future Assault. If the fortress
has fallen due to lack of Morale, troops inside are removed (captured or killed) and any leader inside are given back to
the besieged who must immediately place them in an unbesieged friendly province (exception: monarchs are captured).
When a fortress falls (no more Morale or Resistance), first put a control marker of the besieged (of the country of the
commander) on the fortress. This fortress is now controlled by that country. Next, the new controller must choose to
either man the fortress again or not. If the fortress is manned again, the besieger must loose 1LD (from the besieging
stack) and the fortress loses 1 level; otherwise, the fortress loses 2 levels. In the ROTW, fortresses may be entirely
destroyed that way. In Europe (including European provinces in the ROTW and COL of level 6), the minimal level a
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fortress may have after this is 1. Fortress may “fall down” to level 1 even if the minimal level on the map is 2, in which
case a white level 1 fortress is used to denote this.

VIll.11.3  Fight against Revolt/Rebellion

’ Design note: Changed with the experimental fight against Revolt/Rebellion/P.

Each troops fighting against a Revolt or Rebellion resolves this by rolling 1d10 modified as follows. If the natural rollis 10
or if the modified result is 8 or more, this is a success: the controlled of the troops removes one side of Revolt/Rebellion
(either removing a @ one or flipping a @ one to ©).
List of modifiers:

+1 for each LD (A® = 2LD, A@ =4LD) in the stack;

+1 for each Pasha in the stack (whatever the number of LD in the Pasha);

+M Manoeuvre of the leader commanding the stack;

-M Manoeuvre of the leader commanding the Revolt/Rebellion;

-N level of the fortress of the province, if it is friendly to the Revolt/Rebellion;

-1 for each LD (A@ = 2LD, A® =4LD) in the fortress, if it is friendly to the Revolt/Rebellion;

-3 if the province is not Plain;

-2 for each Revolt/Rebellion® counter.
Note that Replacement leaders are never rolled for this, hence if the stack or the Revolt/Rebellion has no leader, it

uses a Manoeuvre of 0.
A Revolt/Rebellion in a minor country that is not active will be automatically removed at the end of the turn (see Sec-
tion X.4.1 (Revolts in minor countries)). Revolt/Rebellion in other minors must be fought.

VIll.11.4  Fight against P

Revolt/Rebellion/P.

Land troops fighting against P that are raiding use the exact same procedure as fight against Revolt/Rebellion.
Naval stacks fighting against P at sea use a similar procedure but with different DRMs. Roll 1d10, modified as follows,
on a natural 10 or a modified 8 or more, reduce the P by one side.
List of modifiers:
+1 if the stack has naval technology 74’s guns;
+2 per F@ in the stack;
+4 per F@® in the stack;
+1 if the stack contains no F counter but at least on INDE, NWD or NGD;
+M Manoeuvre of the leader commanding the stack;
-M Manoeuvre of the leader commanding the P;
-2 for each P@ in the sea;
-2 if the P has a non-blockaded friendly port in the sea zone;
-2 for the ORDO HOSPITALIS P, if there is a non-blockaded Christian port in the sea zone;
-2 for a PIRATA P, if there is a Pirate Haven in the STZ;
-1 if there has been a naval battle in the sea zone this turn;
-7 if there are in the sea zone naval forces enemy to the one fighting the P (even if there are not friendly to the P),
non-cumulative:
-4 if there is an enemy F@®;
-2 if there is an enemy FO;
-1 if there is an enemy NDE, NWD or NGD.

’ Design note: Changed with the experimental fight against
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If there are several P with several %, always use the largest Manoeuvre. Replacement leader are never rolled for
fighting P, a side with no leader has a Manoeuvre of 0.

A Minor countries against Piracy
A.1 Minor countries at war can use their naval forces against P in STZ or CTZ where they have a TF of their own (only).

A.2 Christian Minor countries whose TF are attacked by P of Barbaresque countries (XV.13.1.3) may also use their
naval forces to fight against those privateers (Patron’s choice to move their forces), even if at peace. They may stack
with their Patron’s naval unit to fight those P but will not take part in any other battle.

A.3 Remember that minors at peace have only Passive campaigns each turn, thus the Patron must pay for moving
(when entering the zone where P are located).

A.4 Against PIRATA, minor countries at peace fight in an abstract way in the STZ where there are no major country TF
(usually in AsiA in the early game): each round, roll 1d10 for each STZ with PIRATAZ P and no major TF and add 1 for
each side of commercial fleet of a minor country. If the result is 8 or higher, one side of P is eliminated.

VIll.12 End of round

Vill.12.1 Exceptional levies

A Declaring Exceptional Levies

A.1 Any country who (i) is fully involved in a regular war (not a civil, religious, or oversea war, not a limited or foreign
intervention); and (ii) suffered a major defeat in a land battle this round may declare Exceptional levies.

A.2 The country immediately loses 1 Stability. Levies may be declared by a country already at -3 Stability, at no
additional cost.

A.3 Once declared, levies are available for the rest of the tumn. It is not possible to declare Exceptional Levies several
times during the same turn.

A.4 Exception: SUE and PRU may declare levies after any defeat in a land battle (not necessarily major). Moreover,
one of them may declare levies after a major defeat without paying 1 Stability.

A.5 Exception: POR may declare Exceptional Levies during Overseas Wars, if it has a Vice Roy alive. There are
specific conditions for these levies, see Section XV.4.1.1 (Viceroys of the India).

B At the moment exceptional levies are declared, the number of LD recruited this turn by the country is reseted to 0.

C Recruitment after Exceptional Levies

C.1 If this is not the last round, any country that has declared Exceptional levies (this round or previously) may recruit
land troops.

C.2 The recruitment limit is halved (rounded up) and all LD recruited with Exceptional levies are counted toward the
same limit (even if not recruited during the same round, the count is reseted only once).

C.3 Recruitment due to exceptional levies follows the normal recruitment rules, with this new limit.
C.4 The cost of recruitment is written in line B44 (Exceptional recruitments) of ERS.
C.5 SUE and PRU do not recruit Veteran troops with Exceptional Levies.
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Example: Exceptional levies.— During Period IV, HIS has a land recruitment limit of 5LD. Exhausted by the Thirty Years
War, it suddenly has to face FRA in addlition to the Protestants! Thus, it decides to recruit 6LD (one at double cost) during the
administrative phase. HIS has a Stability of only 0, due to the already long war. Its technology is Baroque.

Alas! At Rocroy, the Spaniards are hopelessly crushed by Grand Condé, a major defeat. HIS loses 1 Stability because of the
defeat (thus going to -1) and then decides that there are way too many blue counters on the map and that adding some yellow
ones is required. Thus, it declares exceptional levies. This brings the Stability down to -2.

Now, HIS may recruit troops anew. The limit is halved (to 3LD), but the number of troops recruited so far is reseted. HIS decides
to recruit an A @, that is 4LD. Since the limit is 3LD, the fourth is doubled for a cost of 50 + 25 + 2 x 25 = 125 ).

On the next round, HIS manages to avoid the main French armies and wage a war of attrition, thus suffering no new major
defeat but still loosing some troops in skirmishes. Since levies are declared for the full turn, it may still recruit troop at the end
of this round. The treasure fleet made its way safely from AMERICA, thus HIS decides to raise another A ®, that is 4 new LD.
Since it has already recruited 4LD last round with exceptional levies, and the limit is only 3LD, that means that 2LD are below
twice the limit and the last 2 are at triple price, for a cost of 2 x 50+ 3 x 50 = 250 ! Hopefully, disagreement within the French
nobility will prevent this war from lasting too long. . .

Later this turn HIS suffers yet another major defeat at Nordlingen. Since 8LD were already recruited with Exceptional Levies, it
is possible to recruit only one more. Thus, HIS would very much like to declare Exceptional Levies a second time to reset the
count of recruited troops. However, this is not possible and HIS has to hold for the rest of the turn with what is left of its armies.

VIIL.12.2  Refit

Any country with Damaged ND may decide to refit them. It is not possible to refit ND that were Damaged this round,
only ones that were Damaged during a previous round. The country must pay half the recruitment price of each ND it
wants to refit, there is no special price for refitting F, there is no limit to the number of ND refitted in a round or turn.
Damaged ND are grouped by naval regions (MEDITERRANEAN SEA, all other European seas (“Atlantic (EU)), ATLANTIC
OCEAN, INDIAN OCEAN and PACIFIC OCEAN). Refitted ND must be placed preferentially in a controlled arsenal in the
corresponding region (with enough room to hold them, possibly immediately creating new F counter); if this is not
possible, they must be placed in any controlled port of the region (with enough room); if this is still not possible, they
may be placed in any controlled port.

When refitting ND, simply decrease the number of Damaged ND and place the corresponding counters on the map. As
always with naval counters, they may be immediately (before stacking is enforced) merged into an existing F counter
or used to create a new one.

VIIl.12.3  Building forts

A stack containing at least 1LD may decide to build a fort in the ROTW. The counter is placed on its “under construction”
side. Building a fort costs nothing. At least 1 LD must stay in the province for 3 rounds and the fort is built at the end of
the third rounds (e.g. when beginning construction, place the counter upside down on its construction side, at the end of
next round place it in the correct direction on its construction side and at the end of the third round flip it on its fort side).
If a fort under construction is with less than 1LD of the country, it is immediately destroyed.

VIl.13 New round

A new round begin with the Wintering segment.

VIll.14  Military cleanup

Forts that were not finished during the turn are immediately finished: flip any fort under construction on their fort side.
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Mlitary Concepts
Chapter 37&

Design note: This Chapter describes the main concepts and common rules used during the Military phase, such as
stacking limits, handling of multi-national stacks, supply, . . .

The proper rules are presented in Segment order in the previous Chapter. Most concepts presented here are common
with others wargames and a rough idea about them is enough to both understand the flow of the military phase and
play the most frequent situations. Thus, the main rules are presented first. Of course, even if concepts are common
with other games, the precise details are not the same and you should refer to these rules when the need arise.
You may probably skip this Chapter during a first reading, as it sometimes becomes “precisions for the insanes”.

IX.1 Description of Military forces

We describe here the different kinds of military forces: troops, navies and fortifications. Troops and navies work in
similar ways, especially with the notion of detachment, but with small differences.

All these forces are in limited amount. The number of counters provided in the game is an absolute limit on what is
usable. Different countries have different number of counters of each kind.

Exception: PIRATA P, BARBARIA troops, neutral fortresses and revolted/rebelled troops are not limited. If you need more
than provided by the game, you may use whatever you wish to represent them.

IX.1.1 Land forces

1X.1.1.1  Troops

A Troops are represented by three different kinds of counters corresponding to various size of land forces: Army (A),
Land Detachment (LD) and Land Detachment of Exploration (LDE).
A.1 The basic count unit is one LD.

B Detachments. One LD represent some infantry and cavalry. The precise number of them depends on the country
and the period. LD are abstract representation of small field forces and consists roughly in 1000 to 10000 soldiers.

C Armies. A counters have two sides. An A@ is two LD plus some field and siege artillery. An A® is four LD plus
more artillery.

D Breaking armies. An A counter can be broken into an equivalent number of LD (2 or 4) of the same country at any
time in the game. Note that artillery is lost in the process.

D.1 Similarly, an A@® can be turn into one A@ and two LD at any time.

D.2 However, an A@ may not be broken into two A@ as this would create an A counter (see below).

D.3 Especially, A can be broken during movement or to satisfy losses (whether combat or attrition). If one A® suffers
a1LD loss, there is one A© and 1 LD remaining.

D.4 However, if there are not enough LD counters to satisfy the loss, heavier loss are suffered. If one A@ suffers a 1
LD loss but there are no more unused LD of the same nationality available, then the entire A@ is annihilated.
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E Creating and reinforcing armies. The only way to create a new A counter is to buy it during the Administrative
phase (logistic segment).

E.1 Especially, it is never possible to “merge” two LD into an A@ nor to break an A@ into two AG.

E.2 On the other hand, it is possible to reinforce an A@ with two LD (in one stack) and turn it into an A@. This can be
done at any time in the game.

E.3 ltis also possible to merge two A@ into one A®.

F Special armies. The armies of SRl and PEREGRINI act as containers. Each may contain up to 4LD of some nationality
and can be created at any point during the turn. The precise contents of these armies must be written done in order to
give back the LD to their owners when the army is broken.

F.1 As an exception to normal rules, these A can be created during the military rounds.

G Detachments of Exploration. One LDE represents roughly one third of a LD.

G.1 LDE can only exists on the ROTW map (including European provinces on the ROTW map). As soon as one LDE
enters the European map, it is immediately destroyed.

G.2 One LD can be splitin 3 LDE at any time (especially to satisfy losses in the ROTW). 3 LDE stacked together must
be turned into 1LD after movement.

G.3 For maintenance and purchase, 1LDE costs as much as half a LD.

(.4 LDE are never counted in stacking and supply limits.

H Natives. Each ROTW Area holds a certain number of natives per province. They are written on the ROTW map in
number of LD or LDE.

H.1 Counters (from the BARBARIA “country”) are provided to remember losses of natives in each province. You may use
A®IO to represent 4/2 LD of natives but this is for convenience only: they are not considered as A for game purposes.
These counters are in unlimited quantity.

IX.1.1.2 Military doctrine

A Each country has an Army Class written in roman numerals on its counters.

A.1 The class of a country determines three factors: its Size, its Cavalry and its Artillery.

A.2 Some countries (mostly majors) belong to one army class but have special cases for artillery and cavalry.

A.3 The army class of each country can be read in table VIII.14 (Army Classes — Repartition and Size). There is one
line per class with its number and name on the left and the list of countries belonging to it on the right.

A.4 Most minor countries are grouped according to their cultural groups.

A.5 The army class of minor countries can also be found in their description in the appendices under the name “Military
doctrine”.

A.6 Note that when these values change (with a new period), each existing land counter is automatically updated to
the new values.

B Size. The army size of each country, per period, can be read in table VIII.14 (Army Classes — Repartition and Size)
by cross-referencing the army class of the country (or its name) with the current period.

B.1 The result is a number between 0 and 7 representing an abstract measure of the typical size of forces fielded by
this country during that period.

B.2 Alarger size means that the country usually fielded more men in battles. However, this is an abstract measure and
there is no direct correspondence between the size and an actual number of soldiers. Moreover, these numbers are
relative (to other countries). A decreasing size does not mean that the country had smaller armies, but rather than its
neighbours started having larger ones.

B.3 Countries with larger size do more damage in battle when facing countries with smaller size.

C Cavalry is abstractly represented by giving a small bonus in battle to certain classes of armies during certain periods
of the game.
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Class | Name Period Countries
T VA B VAR B VA R B |
M Russia 717|714 (3[4 |4 RUS
| Hordes 717|714 |44 |4 TUR, Khanates, Cossacks
Reformed TUR | 4 |4 |4 |2 |2 |2 |2 TUR after reform M-1a
I Orient 4141412 2|2 |2 Islam
[Im Mixed Orient 4 1414 |2 |2]|2 |2 POL, HUNGARIA, Orthodox
M Mixed Occident | 0 | 0|0 |2 |2 |3 |3 SUE, SAXONIA, SABAUDIA
Ml Occident 000 1|0 | 0|2 |2 | VENHOL HISPOR, AUS* Latin
1\ Major 21222 |34 |4 FRA, PRU, AUS, UNITED STATES
VM Mixed Major 0/0]01]0 |0|2 |4 |ANG
A Other 7|7 |7 |7 |74 |4 Asia, Americas, Africa

Table IX.1: Army Classes — Repartition and Size

D Artillery. Each A@ and A@ contains a certain number of artillery. This number is an abstract representation (rather
than an actual number of guns and howitzers) of the amount and efficiency of field and siege artillery.

D.1 The number of artillery per A® can be read in table IX.2 (Artillery per A®) by cross-referencing the country (or
class) with the current period.

D.2 An A© always contains half the number of artillery of an A® (rounded down).

E Artillery of stacks. When two (or more) A are stacked together, their artillery numbers do not simply add. Instead,
use the following computation:

E.1 Take the artillery value of one A in the stack (the larger the better); add +2 if there is another A with 2 or more
artillery otherwise, add +1 if there is another A with 1 artillery.

Example: Military doctrine.— FRA is of class IV (‘majors”). In periods [ to IV, it has a size of 2, then 3 in period V and 4
afterwards.

In period Il, FRA has 3 artillery per A®. Thus, it has only 1 artillery per A® (3/2, rounded down). A stack with 2A@® of FRA is
thus considered to have 3 (first A) + 2 (second A with 2 or more artillery) = 5 artillery for all game purposes (battles and sieges).
A stack of A® A® has 3 + 1 (second A with only 1 artillery) = 4 artillery. Lastly, a stack of 3 A® of FRA only has 1 (first A) +
1 (second A with 1 artillery) = 2 artillery (i.e. the third A counter does not add any artillery to the stack).

IX.1.2 The Navy

A Naval forces are represented by three different kinds of counters corresponding to various sizes of naval forces:
Fleet (F), Naval Detachment (ND) and Naval Detachment of Exploration (NDE).
A.1 The basic count unit is one ND. However, there are several kind of ND corresponding to various type of ships.

B Warships and Galleys. ND can represent different kinds of ships. Mostly warships, galleys or transports.

B.1 Thus, there are several kind of ND: Naval Warship Detachment (NWD), Naval Galley Detachment (NGD) (also
the Galleass, written VGD because they are first used by VEN) and Naval Transport Detachment (NTD).

B.2 All those naval detachments are treated differently, but some rules apply to all. In this case, the generic term ND
will be used.

B.3 VGD are considered NGD when the case apply (i.e. whenever there are rules for NGD without special cases for
V/GD, these rules apply).

B.4 NGD can only exists in the MEDITERRANEAN SEA and the BALTIC SEA.
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Table IX.2: Artillery per A®

C Detachments. One ND represents roughly 2 to 6 first category ships (galleys, galleons, man-o-war, . . . ) plus various
second category ships. The precise number depends on the country, the period and the kind of ships involved.
C.1 NTD only contains transport ships. They do not participate in battles but can be used to transport troops or gold.

D Fleets. F counters are containers. They may hold a certain number of NWD (or NGD) plus some NTD.

D.1 Unlike A, the exact content of a F counter depends both on countries and period (representing evolution of the
naval doctrines).

D.2 The (maximal) content of the fleets is detailed in the table IX.3 (Countenance of Fleets). It can contain a number
of NWD (a NGD counts for half a NWD) and a number of NTD. This number depends on the period and the country
involved.

D.3 Thereis one line per country (or class) and one column per period. Each box contains fournumbersas “z /y : @’ /y"".
The first two (/) are the maximum number of NWD/NTD in a F© and the last two (2’ /') are the maximum number
of NWD/NTD in a F@®.

D.4 A Fis put on the side @ only if there is not enough room in a FO to accommodate all the ND. The counter is
turned as necessary.

D.5 Since the exact content of F counters is not fixed, it must be written down. There is space for this on the colonial
record sheet of each country.

D.6 Note that when the capacity change (with a new period), existing F counters are not automatically “topped up” to
their new capacity. They keep the same number of ND and nez ones must be brought. It is however possible that the
content of a not full F @ suddenly fits into a new size F© . ...
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Country Period NWD/NTD (F-):NWDINTD (F )
! | I I \ v Vi Vil
ANG | 21411 211411 2151 211502 3162 3T 3NTR2
AUS | 211:41 2141 21141 21141 21411 2141 211502
HIS | 211411 2142 21152 311611 362 3162 3162
HoL 2M:41 3151 3M6M 31612 31602
FRA | 21411  211:4/1 21151 21151 3162 3172 31712
POL | 1121 M3 1131 21141 21414 2152 21502
RUS 1121 21131 21152 2152 3162 3TN
TUR | 21:41 245 2151 31502 3152 3162 31602
VEN | 21:41 245 2151 21502 | 3MBR2 3162 31602
SUE | 211411 2M1:41 21141 21512 211502 3152 31612
ILA | 2141 211410 20141 2141 2451 21451 21:501
ILPOR | 211:41 | 2M:4M 21141 31572 3152 31162 3162

Table 1X.3: Countenance of Fleets

E Creating and breaking fleets. A F may be broken into several ND (depending of its content) at any time.

E.1 Similarly, several ND can be merged into a F (or incorporated into an existing one) at any time. F counters may
be created this way.

E.2 Even if it does not provides a direct military advantage (such as the artillery for A), using F rather than ND usually
decrease maintenance cost and allows for more concentration of forces (because of stacking limits).

F Detachments of Exploration. One NDE represents roughly one or two warships (one third of a NWD).

F.1 NDE can exists both on the ROTW and European maps.

F.2 One NWD (only) can be splitin 3 NDE at any time (especially to satisfy losses). 3 NDE stacked together must be
turned into INWD after movement.

F.3 For maintenance and purchase, 1NDE costs as much as half a NWD.

F.4 NDE are never counted in stacking and supply limits.

G Pirates. The last naval forces are pirates and privateers. They represent independent sailors that attack trade fleets.
Privateers (P) work for one country; pirates are represented by the (abstract) minor country PIRATA (who mostly has P
units).

H Trade fleets (TF) are not naval forces. They only represent trade activity (not specific ships), do not move and can
only be attacked by P.

Example: F size.— In period Ill, the size of English fleets is “2/1:5/1". Thus, a F © of ANG may contain up to 2NWD and
1NTD while a F @ may contain up to SNWD and INTD.

If ANG wishes to group together SNWD (and no NTD), it must use a F @ (and pay the maintenance cost for one) because
this cannot fit within one F ©.

In period lll, TUR has also a fleet size of “2/1:5/1”. However, since NGD only count as half a ND in fleet countenance, one F
® of TUR may hold up to 10NGD and 1NTD.

IX.1.3 Fortifications

A Fortifications are immobile forces used to defend provinces. There are two kinds of fortifications: fortresses and forts.
In Europe, fortifications represent the whole defence system of the province thus including several actual fortresses,
citadels, fortified towns, . . .
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A.1 Fortifications are also supply sources for both land and naval troops.
1X.1.3.1

A Fortresses have a level between 1 and 5.

A.1 Each European province, as well as some ROTW provinces, has a basic fortress of level either 1 or 2 drawn of the
map.

A.2 Fortresses of higher level may be built provided the country has a sufficiently high technology.

A.3 Fortresses may lose levels due to sieges. If this puts the fortress below its basic level, use the white level 1 counters
to denote it. In no case can the fortress of a province with a basic fortress go below 1.

A.4 Note that fortresses counters are double-sided. Thus, building a fortress prevents a country from building the one
on the back of the counter. It is always possible to switch one fortress counter for another (of the same level (and
country)) if the need arise.

Fortification counters

B Forts are sometimes referred to as “level 0 fortresses”. They may only exist in the ROTW.

B.1 All colonial establishments (COL and TP), as well as missions automatically have a fort.

B.2 Other forts may be built during the military phase by land forces.

B.3 A COL of level 6 is considered to be an European province. Thus, it gains for free a basic fortress of level 1. Use
white level 1 counters to denote it. Since this is a basic fortress, there is no need to pay for its maintenance.

C Prasidios are small fortifications built in enemy territory to try and control access to the sea rather than the land
itself.

C.1 In European provinces where there is a circled anchor (whatever its colour), a foreign country may build a Preesidio.
See Section X.6 (Building Preesidios) for building it and Section 1X.13.1 (Effet d'un presidio) for its effects.

D Arsenals. Some countries have fortresses counters with a gold anchor on them. These are arsenals.
D.1 Arsenals can only be built in the ROTW (exception: Gibraltar, Sebastopol and S'-Petersburg).

1X.1.3.2 Fortifications as Supply sources

A Land Supply.

A.1 Forts may only supply detachments (LD or LDE).

A.2 Other fortresses can supply any number of land troops, whatever the level of the fortress.

A.3 COL and TP, although they only have a fort, are supply sources for any number of land troops (that is, the
establishment has more supply capacity that its intrinsic fort).

B Naval Supply.

B.1 Forts may only supply detachments (ND or NDE).

B.2 Regular (non-arsenal) ports can supply any number of naval stacks containing at most one F counter (each),
whatever the level of the fortress.

B.3 Arsenal can supply any number of naval forces of any size.

B.4 COL and TP, although they only have a fort, are supply sources as regular ports: each can supply any number of
naval stacks containing at most one F counter (that is, the establishment has more supply capacity that its intrinsic fort).

Design note: Note that supply limits are cumulative. That is, a single fortress may supply as many stacks (land or
naval) as wanted, as long as it can supply each of them individually. There is no “using up” of the supply capacity.
The “extra supply capacity” of COL or TP (with respect to their fortification level) is reminded in the size of the counter:
they use big counters because they have a lot of food.
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IX.1.4 Veteran and Conscripts

A Veterans and Conscripts. All land forces can be either Veteran or Conscripts. A Veteran army has seen more
battles than conscripts, is better trained, and less likely to flee in the presence of the enemy. A Conscript army is formed
of newer soldiers and paid less.

A.1 Veteran have a bonus in battle (better moral). However, their maintenance cost is also higher.

B Who is Veteran? If the country is at peace (being only engaged in Overseas Wars (see Section IV.5.4 (Overseas
Wars)) and limited interventions (see Section 1V.5.5.3 (Signing an Alliance for Intervention)) counts as being at peace),
all land forces are maintained as Veteran forces, using the Peace maintenance price.

B.1 If the country is at war, then all land forces already existing at the beginning of turn can be maintained (unit by unit)
as either Veteran or Conscript. Newly recruited units are Conscripts.

C Mixed stacks. A force formed by stacking or merging several units is Veteran only if more than half of the LD
composing the units are Veteran.

Example: Veteran or Conscript?.— An A® composed by the merging of 1 Veteran LD and 1 Veteran A@ and 1 Conscript
LD is considered to be a Veteran unit. But if this A® is stacked with an A@ of Conscripts, this stack is considered Conscripts
(since there are as many Conscripts as there are Veteran). However, if one LD of this stack is destroyed (due to battle or
attrition), one LD of Conscripts will be removed (leaving either 2A@ and 1LD or TA® and 1LD), and the stack as a whole will
be Veteran.

Playing tip: Think twice before upkeeping troops as Conscripts. The extra moral will make a huge difference in
battles and is usually worth your money.

D Navy Naval forces are Veterans if they are maintained from a previous turn, or Conscripts if there are newly recruited
this turn.
D.1 The difference only occurs for Naval technologies Vessel and Three-decker.

IX.2 Initiative

Initiative of a country both in intervention and at war.
Initiative of a minor alone controlled by a country otherwise at war.

IX.3 Stacking

A Empilement

A.1 surterre, [3 pions et 8 DT] + 2 pachas

A.2 sur mer [3 pions] + 2 Tr

A.3 de et dc ne sont pas comptés, mais au plus 2 dans une pile.

A.4 Arsenaux et ports Ports réguliers ne peuvent contenir plus d’'un pion F. Seuls les arsenaux (en Europe: indiqués
sur la carte; ROTW (et cas particuliers) : indiqué sur le pion forteresse) peuvent accueillir 2 ou 3 F. Les forts ne peuvent
accueillir que des ND ou NDE.

La taille d'une pile militaire est donnée par la moyenne, arrondie a l'inférieure, des tailles de chaque unité. Cette
moyenne est comptabilisée en équivalents détachements (donc une A+ compte pour 4 fois plus qu'un DT) et arrondie
strictement a l'inférieur.

Exception: Si des pachas accompagnent 'armée, le moral est forcément conscrit. Le restant (taille et technologie) est
déterminé selon la regle normale.
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+ techno d'une pile (médiane). ATTENTION, besoin d’une valeur numérique pour l'interception (arg).

+ bouger ici moral d'une pile ? artilleries d'une pile ? taille d'une pile.

+ bouger ici commandement d’'une pile multinationale ? (implique de bouger avant la section commandement pour def
de “commandement immédiat”)

IX.4 Friendly/Enemy

When is a province friendly or enemy?

IX.5 Command

Leading multi-national stacks.

IX.5.1 Leadership

1X.5.1.1 Double-sided Leaders

A Some leaders have two different sides for the same country and the same turns but with two different roles, and can
be used as either one or the other of their roles.

A.1 The counter has a « written on one of the sides, indicating in which limit the counter counts (independently of the
role for which it is used).

A.2 Kings that can also be something else do not count in the limits as soon as they are kings.

A.3 For most countries, the role has to be determined at the beginning of the round, effective for the whole round. POR
is an exception (see §A.1 of Section XV.4.1.6 (Portuguese Explorers)).

B Some leaders have two sides but no .

B.1 The side they're used (and the category they're considered) has to be determined at the beginning of each turn
and is effective for the whole turn.

B.2 In most cases, the choice is restricted because each side denotes a change of state of the leader (e.g. change of
nationality, crowning, . . . ) and thus only one of them is available at a given time.

B.3 Especially, generic monarchs of minor countries (e.g. Shah) are chosen at random when the country goes at war
and cannot be changed before total peace.

C Beware! Some double-sided leaders do not have the same turns of activity on each side. Thus during certain turns
only one side will be usable.

I1X.5.1.2 Leaders of Multi-national stacks

A On land

A.1 If there is a Leader with a monarch symbol (Monarch, Turkish Vizier or heir allowed to lead troops) in the stack, he
must takes command.

A.2 Otherwise, the leader with the most troop of its country (or troops he is allowed to command) takes command (this
may be a replacement leader if the country with the most troops has no leader in the stack).

A.3 In case of tie, highest ranking tied leader takes command.

A.4 If tied again, players choice (at random in case of disagreement).

A.5 The country of the commanding leader pays for campaigns and win/loss Stability in case of Major Battle.

B At sea

B.1 If there is a Monarch, he take command.

B.2 Otherwise, the highest ranking leader among those which can command at least one F counter takes command.
B.3 Otherwise, highest ranking leader takes command.
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B.4 In case of tie, players choice (at random in case of disagreement).
B.5 The country of the commanding leader pays for campaigns and win/loss Stability in case of Major Battle.

1X.5.1.3 Deployment of leaders

A Replacement of unammed leaders

A.1 If, during military rounds, one player falls below the minimum limit of leaders for one category (due to death or
injury) he gets as many random (@) as necessary to reach the limit again.

A.2 The new leader arrive at the beginning of next round, in the same place (& and & may also be placed in Europe
orin any COL/TP).

A.3 This may break the hierarchy in which case the player must try to restore it.

A.4 When a wounded leader comes back, the lowest ranking () leader of the same category is removed and the
wounded may take command of any stack without breaking the hierarchy.

Example: Replacing unnamed leaders.— At the beginning of turn 1, FRA has two X: Foix (rank A) and (@ 2 (rank F).
During the military campaign in Italy Foix get ambushed by perfidious Spaniards near Napoli. He barely escaped with several
sword wounds and must rest for many months.

Since FRA has now only one *, he pick at random a () * and gets @ 1 (rank E).

A few rounds later, Foix comes back and can take command of any stack. Since 2 2 has the lowest rank (F), he is relieved
from command and removed from the game.

During turn 2, POR has two & (Dias, if not dead during turn 1, and Cabral). Dias boldly tries to circumnavigate America but
dies, his ship crushed in the ice at Cape Horn. Since POR still has 1 &, which is larger or equal to his limit for period I, he does
not get any @ & in replacement.

B Admirals in the ROTW An admiral temporary gets the possibility to go in the ATLANTIC OCEAN if both the following
conditions are fulfilled:

B.1 The country has no naval leader allowed in the ROTW (either & or a & with the ROTW, '$’ or '@’ capacity).

B.2 ltis period V or later, or the country as at least 3 COL/TP in AMERICA.

B.3 The & allowed to go in the ATLANTIC OCEAN (for this turn) is the lowest ranking & . He may not go in seazones with
a malus. If he arrives this turn, he must be placed in Europe.

IX.6 Hierarchy

Fear this!

IX.7  Supply

Source of Supply, Line of Supply, Supply by naval stacks, ports, arsenals.
1X.7.0.1 Sources of Supply, Lines of Supply

A Source of Supply - Land

A.1 Source of Supply on Land: any controled city; TP or COL. Exception: neither owned nor allied: gives weak supply.
Fortresses in desert: gives full supply in the province, only weak supply further.

A.2 Forts: are Sources of Supply on Land for LD or LDE only.

A.3 Preesidios are Sources of Supply only for forces inside the fortress.

B Supply by naval forces Naval forces may provide SoS to Land forces in coastal provinces.
B.1 donly: can supply up to 1LD (and 2LDE) and blocade only fort.
B.2 ND counters: supply up to 3LD (without A) and blocade up to f level 1.
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B.3 One F counter and at least 2 ND in the stack: may supply up to 5LD (including A) and blocade up to f 3.
B.4 F@® with at least 3ND in the stack: may supply any stack and blocade any f.
B.5 Convoys and are never taken into account for supply and blocade.

C Source of Supply - Sea Arsenals are SoS for all naval forces; other ports of city, COL or TP are SoS for stacks
with at most one F;

C.1 Forts (not of TP) are SoS only for stack with at most one ND (and possibly NDE).

C.2 Preesidios are SoS for naval forces without F; however, a naval force containing up to one F may enter a Praesidio
to supply it (if besieged) or bring forces.

C.3 Stacking: Arsenals contain any size of force; Normal ports can have at most one F inside; forts may contain only
ND, NDE (no F).

D Line of Supply - Land LoS goes from SoS to troops.

or event VI-1 (The Great Northern War) (whichever occurs first). TODO: not via fleet

D.2 In non-nationnal desert, double the cost in MP for LoS.

D.3 When supplied by naval forces Length of LoS is 3MP (6MP in Wasteland or Desert) plus 1 per sea crossed
from a SoS able to supply the naval stack.

D.4 Note that the seazone with the fleet is not crossed by the LoS (only entered to turn the fleet into a SoS for the
troops), hence troops supplied by ships adjacent to a port have a LoS of length 3MP only.

D.5 Note also that only the 3MP of “supply by sea” is doubled if required, not the extra MP for extra seas.

E Ravitaillement des flottes et ports d’attache Arsenals are SoS for all naval forces; other ports of city, COL or TP:
for stacks with at most one F; forts: only for stack with at most one ND (and possibliy NDE).

F Taille des forces navales pour le ravitaillement terrestre, des forteresses et le blocus.

F.1 dseuls : ravitaille jusqu'a 1LD (+ LDE) et blocus ou ravitaillement de fort (f0) seulement

F.2 pions ND: ravitaille jusqu'a 3LD (sans A) et blocus ou ravitaillement de f0 ou f1

F.3 un pion F et au moins 2 ND ravitaille jusqu’a 5LD (avec A possible) et blocus ou ravitaillement jusqua f3

F.4 un pion F® et au moins 3 ND (Convoy ne comptent pas): ravitaille pile de taille quelconque et blocus ou
ravitaillement jusqu'a f5

F.5 Les pions Convoys ne comptent pas.

IX.8 Blockade

blockade vs being a port, a SoS, . . .
Preesidio and Siegework as blockade or not

IX.9 Campaigns

Especially, detailled stuff about the extended campaigns. . .

IX.10 Attrition

1X.10.0.1 When does Attrition occur?

A Supply Segment (Before movement). Land stacks (only) roll for attrition if at least one of the following case occurs.
If several cases occur, each above the first gives a +2 malus to the roll (“Double cause”).
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A.1NoLoS;
A.2 weak Supply, namely:

LoS of 6 or more MP (except LD/LDE in ROTW)

LoS through non-national desert (including last province)

SoS not owned by alliance (only controlled)

Supplied by a fleet not adjacent to its own SoS (except for LD/LDE in the ROTW).

Besieged (siege attition)
A.3 Force in Cold area in an uncontrolled province after Winter round (including in case of Summer/Summer transition
and end of turn) (in the ROTW, add the malus of the area) ;
A.4 Timarlar after Winter round (as above) (Special, see §B (Yearly Campaigning.) of Section XV.8.1.2 (Turkish Military
system))

B Movement Segment, land Land stacks roll for attrition at the end of movement (before battle) if at least one of the
following case occurs. If several cases occur, each above the first gives a +2 malus to the roll (‘Double cause”).

B.1 Large stack (> 5LD + 1 Pasha, or > 3LD if no logistic) ;

B.2 moving 6MP or more ;

B.3 moving 3MP or more during bad weather ;

B.4 if embarking or disembarking not in friendly port.

C Attrition at sea Naval stacks always roll for attrition except when staying at port the whole round.

D Siege Attrition (during Supply or Siege Segment)
D.1 Besieged during Supply Segment.
D.2 Besieger if the siege is impossible (not enough troops or no LoS) or if requested by the siege roll.

E After battle
E.1 On land, any non-winning troop (use specific table).
E.2 At sea, any moving stack (retreat or following to port).

F End of round (or turn)/Redeployement In the following cases, a stack must move and roll for attrition at the end
of round or turn. Usual causes of attrition for movement occur and cause maluses.

F.1 If no LoS during Supply Segment and still no LoS at end of round: forced redeployement (and attrition). If no way
out (naval not allowed), the stack is destroyed.

F.2 Siege not maintained at end of turn (no Siegework®).

F.3 Fleet staying at sea at end of turn.

F.4 Fleet going to port at end of turn.

F.5 Peace evacuation

1X.10.0.2  Attrition results

A The effect of the result P in the attrition table depends on the technology of the stack. In case of mixed stacks, take
the worst technology.

A.1 Until Arquebus: 1LD lost during movement and one side of Pillage in any non-neutral province entered or left.
A.2 Muskets, Baroque, Manoeuvre: either 1LD lost during movement or both foraging (-1drm during 1st day of battle)
and one side of Pillage in any non-neutral province entered or left.

A.3 Lace: either 1LD lost during movement or one side of Pillage in any non-neutral province entered or left.

A.4 Besieged troops cannot pillage and thus must lose 1LD.
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IX.11 Movements

A Mouvement le long d’un riviére en ROTW se qualifie si un méme fleuve ou lac est adjacent aux deux provinces.
Ajouter le co(t de traversée du fleuve le cas échéant.
A.1 Ne sert pas au mvt de pions A; sert pour mvt de LD, LDE et au ravitaillement.

IX.11.1  Special Movements

A Provinces with several coasts Movements that imply entering a port and going out of a port may allow a naval
stack to go out through a different sea zone than the one used to enter.

A.1 ltis not possible if this means to go through land (if the province has multiple coasts as defined in §C (Multiple
coasts) of Section 1.1.2 (Provinces and Sea Zones)).

A.2 This is possible only if the naval stack owns the port. A COL or TP is required for a F, a fort is sufficient otherwise
(including convoys).

A.3 Portugal ltis possible for HIS to go through Cabo Verde (or any other portuguese settlement) if it has PORTUGALLIA
as a special vassal.

A.4 Cape Horn As a special exception, it is not possible to go out through a different sea zone if it avoids Cap Horn,
unless the naval stack ends its movement there (and goes out at the next round).

coming from Mer du Japon and going out from Mer des Philippines, without going through Mer Jaune nor Pacifique
Nord-Ouest. However, it is not possible with a F, nor if the TP is not owned by the naval stack.

B Blockading with several coasts A naval stack may blockade a port from any sea zone adjacent to the port, unless
there are multiple coasts as defined in §C (Multiple coasts) of Section I.1.2 (Provinces and Sea Zones).

B.1 In this special case, there is a main coast which is the one that must be blockaded (usually where the anchor is
drawn).

C Wasteland Movement in the Wasteland area (see Section I.1.3.1 (Wasteland area)) (for all purposes, including LoS
length computation) is doubled until the end of the Wasteland (see §B of Section XV.6.1 (Russian under-development)).

IX.12 Sieges

IX.12.1 Ports and terrain modifiers

A Terrain malus. Depending on the terrain of the province (Plain or not), the presence of a port (and its blockade
status) and whether the siege happens in Europe (including European provinces in the ROTW, including COL of level
6) or in the ROTW, a terrain malus is applied to the roll.

A.1 This malus is -2 if either the terrain is not Plain or there is a non-blockaded port in the province.

A.2 Itis -3 (only) if both the conditions are true (non-Plain, non-blockaded port).

A.3 If undermining a ROTW province with a port (blockaded or not), the terrain is always considered to be Plain. Hence
the malus cannot be -3.

A.4 If undermining a fort, the malus is only —1 whenever applicable.

A.5 If a blockaded port received supply during this round (this is an active naval action), then it is considered to be
non-blockaded for this round (only).

A.6 Explicit detailed lists of all possible cases follows

B Terrain malus in Europe. When undermining an European province, including an European province in the ROTW
and including COL of level 6:
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B.1 if the terrain is not Plain and there is a non-blockaded or resupplied port in the province, the malus is -3;
B.2 if the terrain is not Plain and there is no port in the province, the malus is -2;

B.3 if the terrain is not Plain and there is a blockaded port in the province, the malus is -2;

B.4 if the terrain is Plain and there is a non-blockaded or resupplied port in the province, the malus is -2;
B.5 if the terrain is Plain and there is no port in the province, the malus is -0;

B.6 if the terrain is Plain and there is a blockaded port in the province, the malus is -0.

C Terrain malus in the ROTW. When undermining a non-fort fortress in the ROTW (including cities in the ROTW but
excluding European provinces in the ROTW):

C.1 if there is a non-blockaded or resupplied port in the province, the malus is -2;

C.2 ifthere is a blockaded port in the province, the malus is -0;

C.3 ifthere is no port in the province and the terrain is not Plain, the malus is -2;

C.4 if there is no port in the province and the terrain is Plain, the malus is —0.

C.5 Remember that any coastal COL or TP automatically includes a port.

D Terrain malus for forts. When besieging a fort (including missions or COL/TP that have not been fortified further):
D.1 if there is a non-blockaded or resupplied port in the province, the malus is —1;

D.2 if there is a blockaded port in the province, the malus is -0;

D.3 if there is no port in the province and the terrain is not Plain, the malus is —1;

D.4 if there is no port in the province and the terrain is Plain, the malus is -0.

Design note: Ports and terrain Difficult terrain makes the siege harder. It is not easy to bring the desired amount
of weapons and supplies (howitzers, guns, gunpowder, cannonballs, .. . ) to the siege site through mountains or
swamps. Unblockaded ports don’t make the siege more difficult per se but they allow for an easier supply of the
besieged garrison and population, thus reinforcing their fighting spirit. However, both malus are not cumulative as the
same city can hardly be hidden in the mountain and a large sea port receiving supply. . .

In Europe, even if each province only contains one city (hence one fortress) in game terms, this actually represents
several cities spread in it. On the other hand, in the ROTW, a COL or TP often represent a single small establishment.
Thus, itis assumed that a coastal COL or TP is actually built really close to the sea, probably in a natural harbour, and
does not really take advantage of the inland terrain to protect itself. For this reason, it is always considered to be in
Plain, while taking a port in Europe require both to capture the actual port cities and the ones hidden further away in
the mountain, hence both port and terrain act. Note that blockading a ROTW port does not remove this, the fortress
is still considered to be in Plain, hence there is no malus.

Once a coastal COL reaches level 6, it becomes an European province and thus its terrain matters again. The COL
is now large enough to have spread inland and to actually contains more than a handful of villages. On the other
hand, ROTW cities are still ROTW fortresses because European control in these areas was usually very focused on
controlling only the port and the cost and did not extend further (typically, the Portuguese Goa did not really extend
out of the actual city boundaries and in any cases, never controlled the whole in-game province).

Forts are very small fortifications, hence the malus for port or terrain is smaller.

IX.13 Unsorted rules

Design note: This Section consists in a bunch of unrelated rules relevant to the Military Phase. These rules should
be properly grouped and dispatched in the correct place of this Chapter. This will be done when the military rules will
be written (aka in a long time. . .)

Rules presented here are sometimes barely more than a summary rather than a proper rule written in a proper way.
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A Damaged ships Damaged ND are written down globally by naval zones: Mediterranean Sea, Atlantic in Europe,
Atlantic in ROTW, Indian, Asian and East Pacific. They are refitted for usage:

A.1 cost = 0.5*colt achat DN & un round suivant pour les remettre en état. Effet = remet tout de suite en jeu les DN
voulus.

A.2 gratuit au début du tour suivant si on entretient la flotte;

A.3 on peut la garder Damaged pour un codt d’entretien divisé par 2 ;

A.4 On les remet en priorité dans un Arsenal de la zone, sinon dans un port capable de les contenir.

IX.13.1 Effet d’un presidio

A Presidios and Blockade

A.1 The port is considered as blockaded by this fortress, even if the country that thus exerts the blockade is not at war
with the owner of the blockaded port.

A.2 Any exit from or entry into this port by units (privateers, Dn or F) may trigger an reaction by the fortress. This reaction
is decided by the owner of the Presidio. This a declaration of war (with the usual CB cost) if the interception is against
any unit except privateers.

A.3 The reaction is resolved as a fire by the Presidio on the following table:

B Praesidios: roll 1d10+fortress level+1 if F

B.1 Strait fortifications: as level 2 in Europe, level/2 (round down) in ROTW.

B.2 Result: >9 End of move, >11 Loss of 1IND, >13 Loss of 2ND

C As Source of Supply

C.1 Praesidios are Sources of Supply only for forces inside the fortress.

C.2 Praesidios are SoS Sources of Supply for naval forces without F; however, a naval force containing up to one F
may enter temporarily a Preesidio to supply it (if besieged) or bring forces.

D Strait fortifications Certain straits are marked with a red naval frontier and a tower symbol near the province
(controlled by Corfou), the Dardanelles (Canakkale Bogazi) and the Bosporué.(-'-l'-r-a.\i(-ya) in Europe; and the entrance
to Saint-Laurent river (Louisbourg, on Cape Breton Island), entrance to Mer rouge (Soqotra), entrance to Golfe
D.1 In Europe, they act as a Praesidio of level 2 against any fleet trying to cross the red lines. Using them against any
unit but P gives a free CB to the owner of the intercepted stack for the next turn.

D.2 If a power has a Preesidio on the Ganakkale Bogazi, it negates the effect of the Strait Fortifications for this power.
D.3 In the ROTW, they act as a Preesidio of level half the level of the fortress in the province (rounded down). Using
them against any unit but P give a free CB (normal or oversea, offended player’s choice)) to the owner of the intercepted
stack.

D.5 Minor countries (usually VENETIA in Europe and GUZARATE for Malacca (sometimes CHINA)) will always use them
against power at war with them. If they are at peace, their controller chose whether to use it or not. If they are neutral,
they will always use them against P and never against other naval units.

IX.13.2 Terrains

A Effet du terrain sur mouvement et combats

A.1 Plaine: 1 PM si ami, 2 PM sinon (2 et 4 si hors-Europe) ;

A.2 Accidenté en Europe : 2 PM, sauf 3 PM en Montagne ennemi ;

A.3 Accident en ROTW: 4 PM si ou mvt de forces d'un pays mineur de ROTW ; 6 pm si ennemi ;
A.4 Riviere, passe, détroit, arrivée ou départ en marais: +1 PM (et +2 PM HE)
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A.5 Déplacement naval: 3 PM (indépendamment du terrain de départ ou d'arrivée, y compris marais), sauf si de port
ami a port ami 2 PM. 6/3 PM en rotw.

B Les différentes zones de foréts
B.1 foréts nordiques : suéde+Finlande+cdte baltique actuellement orientale
B.2 foréts orientales : celles actuelles (sauf dessus) et Prussia et adjacent, Lovonie, Podolie.

C Effet sur le combat REVOIR : tables a jour

C.1 Modificateurs feu et choc

en marais, forét ou désert -1

en montagne pour l'attaquant (sauf s'il a intercepté) -1

force traversant un fleuve ou une passe de montagne -1

(1er round, et sauf si il a intercepté)

C.2 Modificateurs feu

force débarque ou traverse un détroit -2 [1er round]

C.3 Modificateurs choc

force débarque ou traverse un détroit -3 [1er round]

C.4 Modificateurs poursuite

en marais, forét, désert ou montagne -1

vainqueur a traversé fleuve, passe, ou détroit ou débarque -1

retraite du perdant a travers passe, fleuve, détroit ou réembarquement +1
D Si plusieurs piles se rejoignent dans une méme province pour une bataille (2 forces qui convergent ou interception),
on prend le plus défavorable effet de terrain de frontiere.

E Finlande-Suéde Un mouvement de retraite (apres bataille ou redéploiment forcé) est autorisé entre les provinces
au nord de ces deux zones. Le mouvement prend toute la capacité de mouvement restante (donc il faut faire un test
d'attrition car les 12 MP sont dépensés). C'est la seule forme de mouvement autorisée par ce chemin.

IX.13.3 Occupations [BLP]

A Occupation markers are in limited amount.
1X.13.3.1 Placement of occupations

A Occupations markers may be placed instead of Controls in any of the following cases.
A.1 Any country may place occupations in CARIBBEAN.

A.2 [TBD] Any country may place occupation on TP of a major or former major country.

A.3 POR may place occupations on AYMAN and ADEN.

A.4 RUS may place occupations on any province adjacent to its national territory.

A.5 HIS may place occupations on Dutch provinces during event lll-1 (1) (Revolt of the United Provinces). Similarly,
HOL may place occupation on Spanish provinces that were part of BURGUNDIA during the same Event.

A.6 TUR, AUS and POL may place occupations in any province that was part of HUNGARIA, after event I-E (Downfall of
Hungary).

A.7 [TBD] VEN may place occupations in ITALY if Itali e San Marco has been declared.

A.8 [TBD] Before event II-1 (1) (Act of Supremacy), ANG may place occupations in former territory of the 100 years
war: Guyenne, Quercy, Poitou, Picardie.

A.9 FRA may place occupations in provinces of the HRE that are adjacent to owned territory.

A.10 SABAUDIA may place occupation in any province with its shield (blurred or not).

B Contrary to Controls, occupations are not removed when peace is signed and may stay in place.
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B.1 However, the peace treaty may include removal of certain occupation. This does not change the rest of the peace
(i.e. itis purely an agreement between players and do not change the level of the peace or the number of conditions
exchanged).

C Occupations may be voluntarily removed by a diplomatic declaration. In that case, the control of the province is
immediately given back to its owner.

D If a country annex an occupied province, the occupation is removed.

E As control markers, if an occupied province is besieged and taken by another power, the occupation is removed.

F In order to maintain occupation, a country must keep at least 1LD in each occupied province. If, at any moment, this
garrison is not present, immediately remove the occupation marker and

F.1 If the occupant and the owner are at peace, return control of the province to its rightful owner;

F.2 If they are at war, replace the occupation by a control of the same country.

1X.13.3.2 Effect of occupation

A In addition to giving control of the province or establishment, occupations also give income (including exploited
resources) to the occupant rather than the owner.

B Each country with an occupied owned province has a free CB (Overseas CB if this is a COL or TP) against the
occupant.

C The province is still owned by the rightful owner for all VPs purpose (especially for period objectives).

D The occupant must maintain a garrison of at least 1LD.

D.1 If there are less troops and the occupant and occupied are not at war (interventions do not count), remove the
occupation and control of the province is immediately returned to its owner. Any remaining occupant troops (din the
ROTW) are immediately destroyed.

D.2 If there are less troops and the two countries are at war, immediately replace the occupation by a control.

E The Portuguese occupations also enforce an AT with AYMAN or ADEN.

IX.13.4 EnROTW

A Indigénes et combat lls attaquent des forces a chaque round normalement ; en cas de défaite avec déroute, ils
n'attaquent pas ce joueur au round suivant, seulement celui d'aprés. En cas de victoire ou de défaite normale, ils
attaquent dés le round suivant. lls font le siége des forts/forteresses, mais jamais d'assaut [I'assaut est représenté en
fin de round par l'attaque des indigénes]

B Une ville dans une région qui n’est & aucun pays mineur peut étre attaquée sans déclaration préalable de guerre.
La déclaration doit se faire a la phase des combats, les indigénes de la zone forment 'armée qui défend la ville et le
pays européen peut ensuite, si il les défait, mettre le siege ou faire I'assaut. On ne peut installer une COL dans une
telle zone qu’'en ayant pris la ville au tour d'avant.

C Un TP établi ou une Mission a un fort. En revanche, une présence militaire autre qu’une forteresse peut causer
I'activation des indigénes.

D Une COL n’a pas cet avantage (mais on peut en construire) ; cependant dans une COL établie, la présence de
forces armées n’entraine plus de réaction des indigénes, mais seulement d'un pays mineur ayant la région, ou lors des
résultats E* a une colonisation.

E Pillages
E.1 Sans A, les pillages en ROTW sont au plus ©.
E.2 L'or a terre est capturé a moitié si pillage © et en entier si pillage @.
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Reveployment
Chapter &

X.1 Overview

A During the redeployment phase, lasting military affairs are resolved. First, attacks by natives and privateers, then
looting of occupied provinces, extension of revolts and construction of Preesidios, and lastly mandatory retreat of some
troops and bringing ROTW gold back home.

B Sequence.

B.1 Attacks by Natives (X.2)

B.2 Attacks by Pirates & Privateers (X.3)
B.3 Revolt and Rebellion (X.4)

B.4 Land Military Looting (X.5)

B.5 Building Preesidios (X.6)

B.6 Redeployment of land troops (X.7)
B.7 Return to Port (X.8)

B.8 Gold repatriation (X.9)

X.2 Attacks by Natives

’ Design note: Ignore if using the experimental rules of Attacks during the military rounds.

A Natives activated during the turn, as well as forces of ROTW minor countries may attack colonial establishments.
A.1 Natives always attack in each and every province where they have been activated during the turn (whatever the
cause of activation).

A.2 Troops of ROTW minor countries inside Areas owned by the minor always attack establishments of countries
against which they are at war.

A.3 Troops of ROTW minor countries outside Areas owned by the minor may attack establishments of countries against
which they are at war. The controller of the minor decides whether they attack or not.

B Combined attacks

B.1 If,in a given province, several forces attack, there are combined in one and only one attack is resolved, totalling all
the troops participating in it.

B.2 This may includes natives of the province as well as one or more (allied) ROTW minors.

B.3 If there is only one leader in such a stack, he is considered as commanding the attack. If there are two or more
leaders, use normal rules to determine who is leading the attack.

B.4 In case of a combined attack with minor troops and natives, the controller of the minor may choose to attack with
the minor troops only (typically, in order to avoid malus if the natives were defeated this turn). This is the only case
where activated natives may skip their attack.

C Forces attacking
C.1 In each province, sum up the number of LD participating in the attack (ignore any remaining LDE).

Redeployment— military — 2016-07-13 [R]225

| C.2 Remember that each province of a given Area holds the same number of native LD and that killing natives in one

province does not change the number of natives in other provinces of the Area.

C.3 Example: There are 40LD in JAPON. That means there are 40LD in each of the four provinces of the Area. Even if
30LD have been killed in Edo during a given turn, there are still 40LD in Kyato this turn.

D All attacks are resolved simultaneously, that is all players decide simultaneously which troops attack (when there is
a choice) before any attack is resolved.

E Resolving the attack
E.1 Each attack is resolved by rolling one die on table X.1 (Pirates, Privateers and Natives raids). This die-roll is modified
by:
+1 for each LD in defence of the establishment (even besieged).
+N level of the fortress.
+M Manoeuvre value of a land leader in defence.
-1 For each LD of the attacking force (native or ROTW minor).
-1 For each foreign COL or TP in the same Area (not belonging to the attacked country).
-M Manoeuvre value of an attacking leader (native or ROTW minor).
+3 If the Natives were defeated at least once in the province this tumn without being routed, and there is at least 1LD
of natives in the attacking stack.
+6 If the Natives were routed at least once in the province this turn, and there is at least 1LD of natives in the
aftacking stack.
E.2 All rolls are simultaneous, that is an establishment destroyed by an attack still provides a -1 to attacks in the same
Area.

F Reading the result

F.1 The result is read by cross-referencing the (modified) die roll with the last two columns of the table.
F.2 The “Pillages TP/COL” column gives a number of losses on the settlement. Ignore the T and t.
F.3 The “Perm. losses on land” column gives a number of losses on land forces.

F.4 Both results (losses on settlements and on land forces) are applied.

G Applying losses

G.1 Losses on settlements: The establishment of the province losses as many levels as indicated. If it reaches level 3,
tum it ©. Ifit reaches level 0, it is immediately destroyed. Exceeding losses are ignored.

G.2 Losses on land forces: as many LD as indicated are lost. The losses may also be applied to fortifications (loosing
1 level of fortress or 1 fort instead of 1LD). The controller chooses whether to loose troops or fortifications, but as many
loses as possible must be satisfied. Exceeding loses are ignored.

G.3 Losses can be applied to militia or the basic fortress of a level 6 COL, both of them will come back during the
Inter-phase.

G.4 In abesieged province, half of the loss (rounded up) are applied to the besieger and the other half (rounded down)
to the besieged.

H Exploited resources

H.1 If an establishment loses levels and is still able to exploit all its resources, nothing change.

H.2 If an establishment loses levels and is no more able to exploit all its resources, it must free some of them (controller
choice) until it has sufficiently many levels to exploit the rest.

H.3 Resources freed this way will be attributed during the next administrative phase to any establishment in the Area
with free levels to exploit them, using the procedure for automatic competition in case of disagreement between players.
H.4 Remember that it is possible to voluntarily free some resource as a diplomatic announcement, typically in order to
be allowed to exploit a more valuable resource that has just been freed.
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| End of activation

1.1 Once the attack is resolved in a province, natives of this province cease to be active.

1.2 Remark: Natives of provinces owned by ROTW minors at war will be automatically reactivated next turn unless
peace with the minor is signed.

(Modifiers against Natives|
+1 per LD defending

1d10 Size perm. | Pillages | Perm.losses | +M Manoeuvre of a

+mod | TF® | TF® | loss | TP/COL on land defending leader

<0 5 2 o 61 8LD +N Level of the fortress

1-3 4 1 * 6t 8LD -1 per attacking LD

4-6 3 1 * 4t 41D -1 per third party COL/TP in
7-9 2 1 3 2LD the area

10-11 2 0 2 1LD -M Manoeuvre of an

12-13 | 1 0 1 1LD attacking leader

14-15| 0 0 0 1LD +6/+3 if Natives beaten this
>16 0 0 0 0 tumn (routed/not routed)

(Pirates/Privateers effects)

* Income of the STZ per fleet
level destroyed

* Permanent losses: 1 TF
level per » (to be chosen in
the targeted TFs)

« Centre of Commerce: -10 [
per  caused by the Alliance
having the CC (Exception: P

(Modifiers against Pirates and Privateers|
+2 if Pirate/Privateer not exactly in the sea zone of the STZ
(NA vs. Convoy).
+3 if only one Pirate/Privateer®
+1 per side of target TF or F (NA against a Convoy)
+1 If one or more ND in defence and no F
+2/+4 per FOI® defending (A against land raids)
+1 Per LD (including militia) against land raids
+M Manoeuvre of a defending & (or X/C/% against land

raids) of ORDO HOSPITALIS)
-1 per Year at sealin province (max. -3) (NA on Convoy + Land raids:t is a Pillage@®,
attacks) t is®; gives incomes pillaged

-M Manoeuvre of a P (%2 for land raids in Europe)

+1 if a naval battle occurred in the sea (not for land raids)

-2 ORDO HosPITALIS with port on Mer Egée or Bassin
Levantin

+N Twice the level of the fortress for land raids, +1 for fort

(and Resources).

Table X.1: Pirates, Privateers and Natives raids
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Example: Bantu raids.— In the late game, event VI-16 (Bantu Raids) occurs. As per event description, natives in 4

provinces are activated and attack with 6LD and one leader. The 4 provinces are occupied as follows:

* NYAsA S.: TP of level 2 of HOL, no fortress.
HOL sends 2LD and scores a victory against the Bantu (but no rout). 2LD of natives are killed, the Dutch leader has a
Manoeuvre of 3 and the Bantu has 4.

* NATAL N.: TP of level 3 of FRA, fortress of level 2.
FRA does not manage to send any troops to fight the natives ; the Bantu leader has 3 in Manoeuvre.

* NATAL S.: TP of level 2 of ANG, no fortress.
ANG sends 1A ® and routs the Bantu, killing 5LD. The English leader has a Manoeuvre of 2 and the natives has 5.

+ CAP E.. nothing.

The attacks are then resolved:

+ NYASA S.: the modifier is +2 (troops in defence) +3 (Manoeuvre of the defending leader) -4 (4LD attacking) -4 (Manoeuvre
of the native leader) +3 (native defeat) = 0. HOL rolls 9 and loses 3 level of TP (destroyed) and 2LD (both killed).

+ NATAL N.: the modifier is +2 (fortress in defence) -6 (6 native LD) -1 (presence of a foreign TP in the Area (the English one))
-3 (native Manoeuvre) = -8. FRA rolls 6-8 = -2 and loses 6 level of TP (destroyed) and 8LD or level of fortress (destroyed).

+ NATAL S.: the modifier is +4 (LD in defence) +2 (Manoeuvre) -1 (native LD) -1 (French TP) -5 (Manoeuvre) +6 (rout) = +5.
ANG rolls 7+5 = 12 and loses 1 level of TP (1 stays) and 1LD (3 remain).

Remark : when sending troops to fight off natives, don't do it half-heartily. Otherwise, you may lose your troops in addition to

your establishment. . .

' X.3 Attacks by Pirates & Privateers

Design note: Ignore if using the experimental rules of Attacks during the military rounds.
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Attacks by Pirates & Privateers

X.3.1 Atsea

Design note: Ignore if using the experimental rules of Attacks during the military rounds.

A Naval actions of Pirates and Privateers In each STZ/CTZ where P are active, an attack on TF occurs.

A.1 First, PRATA P attack all TF in the zone.

A.2 Then, each alliance resolve the attacks of its privateers, in decreasing order of initiative. In case of disagreement
within the alliance, attacks of this alliance are resolved in a random order.

A.3 P of different alliances that have the exact same targets (same TF in a given STZ/CTZ) attack together as if they
were allied.

A.4 Especially, all P of Barbaresque countries (XV.13.1.3) are considered as one alliance, acting at the initiative of

TUR. They are automatically allied with any P of TUR if they have the exact same targets.

Redeployment— military — 2016-07-13 [R]229

A.5 The P of ORDO HOSPITALIS acts at the initiative of its diplomatic patron, or of the Sole Defender of Catholic Faith
(XV.14.3.1) if neutral. It is automatically allied with any and all P of any and all countries having the same target (that
is, only TUR).

B Targets of piracy

B.1 P of PIRATE target all TF in the STZ/CTZ they are.

B.2 Note that some seas may belong to several STZ or CTZ (especially in Europe). However, P of PIRATE are
specifically created in one of them (e.g. event E-6 (Looting and insecurity) creates them in the CTZ of the country rolling
it). They target this zone.

B.3 P of Barbaresque countries (XV.13.1.3) attack all christian TF in the STZ/CTZ they are. TUR must declare when
moving them which STZ/CTZ they'll attack

B.4 P of other countries attack all TF of countries against which they are at war (including overseas wars) in their
STZICTZ. Owner must declare which STZ/CTZ is targeted when moving a P.

B.5 TUR may attack Christian TF while Instability of the Balkans (XV.14.1) is active. TUR must declare upon moving
its P which CTZ/STZ and TF are targeted.

Example: Combined attack.— Note that only TF in the current STZ/CTZ may be targeted. Thus, e.g., if VEN is the only
country with TF in one zone, a P of Barbaresque countries (XV.13.1.3) will only target VEN in that zone even if it would target
other TF elsewhere. In this case, the P could combine with a P of TUR being at war against VEN only, even if in another zone
the presence of a non-belligerent TF of FRA (targeted by Barbaresque countries (XV.13.1.3) but not by TUR) prevents the
combined attack.

C Resolving the attack
C.1 Each attack is resolved by rolling one die on table X.1 (Pirates, Privateers and Natives raids). This die-roll is
modified by:

+2 if the P is not exactly in the sea zone of the STZ/CTZ (the zone where the symbol is located).

+3 ifalone PO is attacking.

+1 per side of targeted TF.

+1 If one or more ND defending (see below) and no F.

+2/+4 per FOI® defending (see below).

+M Manoeuvre of one defending £ (see below, count only one defending & per attack).

-1 per year in the sea zone (max. -3) (see below).

-M Manoeuvre of one P £/ (count only one attacking £/ per attack).

+1 if a naval battle occurred in the sea where the P is located during this turn.

-2 if the P of ORDO HOSPITALIS is in the attack and there is a Christian port on Mer Egée or Bassin Levantin.

D Years at sea

D.1 Each military round is named by letter ('S’ or 'W’) and a number (from 0 to 5).

D.2 Each round with a different number in its name, at the end of which the P is in the zone, is considered as one “year
at sea” and gives a -1 to the roll.

D.3 Two rounds with the same number in their name are considered as only 1 year and give only a bonus of -1.

Example: Years at sea.— A P stays in the same zone during the rounds 'S4’, 'W4’ and 'S5’. There are only two years at sea
("4’ and ’5’), hence a bonus of -2. If it is here during the rounds 'S2’, 'W3', 'S4’, 'W4’ and 'S5’, that is 4 years at sea, thus the
maximum bonus of 3.

E Defending naval force Any naval stack in any zone of a STZ/CTZ may be declared as a “defending force” by its
controller if it is allowed to fight at least one of the P in the attack.

F Reading the result
F.1 The result is read by cross-referencing the (modified) die roll with the first three columns of the table.
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F.2 The “TF®" column gives the number of levels temporarily lost by an eventual TF@ in the zone.

F.3 The “TF®’ column gives the number of levels temporarily lost by each TF@ in the zone.

F.4 The “perm. loss” column gives the number of levels permanently lost (one per «) by some TF in the zone.
F.5 ND may be lost instead of levels of TF.

F.6 All results are applied.

G Applying losses

G.1 First, each targeted TFO decreases its Current level (see Section VI.3.1 (Commercial fleet adjustment)) by the
number of loss obtained for TFO.

G.2 Then, if there is a TF® in the STZ/CTZ, decrease its Current level by the number of loss obtained for TF®.

G.3 Instead of loosing TF levels, players may choose to loose ND (or NGD) of defending naval stacks. The choice is
made by the controller of each defending stack on a 1 for 1 basis. It is possible to transform any number of levels lost
in ND (or NGD) lost (but no more than the total number of ND (or NGD) in the defending stacks). Several defending
stacks may thus protect the same or different TF.

G.4 Lastly, each « obtained decrease by 1 the maximal level of the largest targeted TF (the one with the largest
maximal level). Apply these « one by one. In case of equality, the controller of the P chooses, at random if its neutral
(e.g. PIRATE) or in case of disagreement (allied P).

G.5 Exception: In the ROTW, « may only be applied to TF of major countries or of countries at war (minors at peace
and close to their base manage to repulse local piracy).

G.6 This decrease of the maximal level cannot be transformed into lost ND. It does not decrease the current level
unless the maximal level becomes higher than the current (in other words, result “5 « «” on the first line means “2
permanent losses and 3 temporarily losses”).

Playing tip: Remember that temporarily lost levels return one per turn per TF automatically, but the process can be
sped up with TFI actions. Permanent losses, on the other hand, are gone for good and TFI actions must be use to
regain these.

However, monopolies (both for income and VPs) as well as attribution of Trade centres are computed according to
the current levels. Thus, when there is a strong trade competition, a few temporarily losses may change the owner
of the centres for a couple of turns, with dramatic influence on incomes which may be crucial during wars.

End of period VPs are computed based on maximal levels in order to avoid a last moment backstab that would causes
an important change in VPs and create an “end of period” effect.

H Income of Privateers Each level eliminated (temporarily or permanently) by a P brings an income to its controller
equal to the small number printed in the STZ (the presence income). P of minor countries give no income (even if VA).

H.1 This “privateers income” is recorded in line A9 (Pillages, privateers) of ERS.

H.2 In case of stacks with P from several powers, this income is equally divided between the powers (including minor
ones), rounded down.
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P@® into Golfe du Lion where he is joined by a PO of TUNESIA. During the tum, A. Doria (X <mw> A 5.4.4 [T7-T16]) leads
a Genoese FO at sea and manage to hunt down the Tunisian P. At the end of the tumn, the situation is as follows: P@® of
ALGERIA lead by Barbarossa, F© of GENUA lead by A. Doria, TF® of level 4 of FRA, TF® of level 3 of HOLLANDIA, TFO of
level 3 of GENUA, TFO of level 2 of HIS, TFO of level 2 of VEN and TFQ of level 1 of TUR.

The P stayed at sea for 3 years. Now, it is time to check the result of Barbarossa relentless attacks on the Christian trade.
There are 6 targeted sides of TF (2 of FRA, 1 of each HOLLANDIA, GENUA, HIS and VEN; the Turkish TF is not targeted as
Barbaresque countries (XV.13.1.3) only target Christian TF). Thus, the total DRM is +6 (targeted sides) +2 (FQ in defence) +5
(Manoeuvre of A. Doria) -3 (years at sea) -5 (Manoeuvre of Barbarossa) = +5.

TUR rolls one die and obtains 2 + 5 = 7. Thus, the TF® loses 2 level and each TFO loses 1 level. All these loses are
temporarily, and there are no permanent loses. HIS (the diplomatic Patron of GENUA) decides to lose 2 NGD on the Genoese
F in order to save the Spanish and Genoese TF (one level each).

So, after the attack is resolved, the situation is as follows (with maximum level in parenthesis): TFQ of level 2 (4) of FRA, TFQ
of level 3 of GENUA, TF® of level 2 (3) of HOLLANDIA, TFO of level 2 of HIS, TFO of level 1 (2) of VEN and TF® of level 1 of
TUR.

FRA will be the most hurt by this attack as it will lose the monopoly (income and VPs) of the STZ for 2 turns.

4 levels were actually lost in the attack. Thus, the P generate an income of 4 (levels lost) x 2 (presence income of the zone) =
8 ). However, these are “gained” by a minor country (ALGERIA) and thus forgotten.

If the Genoese F was not here, then the DRM would have been -2, resulting in a 2-2=0 causing 5 levels lost on the French TF
and 2 on all other, and 2 permanent losses (the first must be on the French TF, the second on either FRA, GENUA or HOLLANDIA,
at the choice of TUR (say, GENUA)). Thus, the situation at end would be: TFQ of level 0 (3) of FRA, TFO of level 1 (2) of
GENUA, TFO of level 1 (3) of HOLLANDIA, TFO of level 0 (2) of HIS, TFO of level 0 (2) of VEN and TFO of level 1 of TUR. A
much more devastating result.

| Privateers and Trade Centres

1.1 Privateer attacks may cause temporary loss of incomes of the Trade Centre containing the STZ/CTZ they are
located.

1.2 For each « obtained by a P allied with the country owning the Trade Centre of the sea zone (at the moment of the
attack), decrease the income of the Centre by 10 ) for the next turn (only).

1.3 Exception: The P of ORDO HOSPITALIS does not decrease the income of the Mediterranean Centre if it is owned by
a Christian country.

1.4 Exception: The P of Barbaresque countries (XV.13.1.3) do not decrease the income of the Mediterranean Centre if
itis owned by TUR.

Design note: Trade and piracy don't go well together. Even your own merchants will become suspicious of the
privateers respecting their target or turning to piracy, thus decreasing the overall trade in the seas and the income of
the Centre. This is especially true when you are dominating the trade. Since most of the trade ships are yours, even
your privateers may lack legitimate targets and start attacking anything at sight.

In other words, to maintain a commercial domination, peace is required and frequent attacks on trade, even on the
trade of someone else, will make it more dangerous and less profitable.

Example: Trade centres losses.— In period V, a HOL-ANG-HIS alliance battles FRA. The Atlantic Centre is in HOL. ANG
chooses to send a P in STZ Amérique in a attempt to dominate the trade with the new World and causes 2  on the French
TF there. Meanwhile, HIS sends a P in CTZ FRANCIA and causes another = on the French TF here. All in all, 3 « have been
obtained in zones of the Atlantic Centre by allies of the owner, thus decreasing its income by 30 ) (to 70 ) for the next tum.
Note that eventual « in Mediterranean seas would have cause loss on the Mediterranean Trade Centre if it is also owned by a
member of this alliance (but not if it is owned by FRA or TUR).

J Privateer and Peaces
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J.1 During Overseas wars (only), each TF @ reduced to current level 0 or 1 counts toward peace.
J.2 See §D (Military situation in overseas war) of Section XII.3.3 (Peace differential) for details.

X.3.2 Onland

’ Design note: Ignore if using the experimental rules of Attacks during the military rounds.

A Land actions of Pirates and Privateers In each province where P are active, an attack occurs.
A.1 First, resolve PIRATA P attacks.
A.2 Then, each alliance resolve the attacks of its privateers, in decreasing order of initiative.

B Resolving the attack
B.1 Each attack is resolved by rolling one die on table X.1 (Pirates, Privateers and Natives raids). This die-roll is modified
by:

+3 ifalone P@ is attacking.

+1 Per full LD in the province (including militia and LD in A).

+M Manoeuvre of a defending X/C/3%,

-1 per year in province (max. -3) (computed as at sea).

-M Manoeuvre of a P admiral (%2 for land raids in Europe).

+N Twice the level of the fortress, +1 for fort.

C Reading and applying the result

C.1 The result is read by cross-referencing the (modified) die roll with the “Pillages TP/COL” column on the table,
looking only the T or 1.

C.2If a t is obtained, the province is looted: place a Pillage@®. The P owner receives the total income of the
province/settlement (including income of exploited resources at their current price).

C.3 If a 1 is obtained, the province is weakly looted: place a Pillage®. The P owner receives half the total income of
the province/settlement (including income of exploited resources at their current price).

C.4 Income received by a minor country (including PIRAT) is lost.

C.5 This income is recorded in line A9 of ERS.

C.6 Note that existing Pillage marker neither prevent new one nor prevent the P from getting money.

C.7 There is neither loss of land forces due to the looting (opposite to Natives attacks) nor protection by sacrificing
forces in the province (opposite to aftacks at sea).

D Seizing gold

D.1 If either a T or T was obtained in an attack against a COL/TP with Gold stored in it, all the gold is stolen.
D.2 Remove all the stored gold from the establishment.

D.3 The owner of the P (nobody if PIRAT/ or a minor) records that amount in line A10 of ERS.

E Reducing Pillages

E.1 Pillage placed by land raids are considered simultaneous with military looting (Section X.5 (Land Military Looting)).
E.2 Especially, they are never reduced the turn they appear (contrary to Pillage caused by attrition during military
rounds).

X.4 Revolt and Rebellion

X.4.1 Revolts in minor countries

A Revolt/Rebellion in inactive minor countries are automatically removed without any roll.
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A.1 Revolt/Rebellion in active minor countries must be fought using the normal rules.

X.4.2 Loss of Stability due to Revolts

A If one or more Revolt/Rebellion still exist in a country, this country loses Stability.

A.1 For each Revolt/Rebellion®), it loses 1 Stability level.

A.2 For all Revolt/Rebellion®, it loses only one additional Stability level (only one, not one for Revolt and one for
Rebellion).

B However, the maximum a country may lose from Revolt/Rebellion of all types is 3 Stability levels. Ignore excess
losses.

C Revolt/Rebellion in minor countries cause loss of Stability as if they were in their diplomatic patron.

C.1 Especially, if there is a Revolt @ in a country and one in one of its minors, the country only losses 1 Stability.

C.2 Similarly, the maximum loss for all Revolt in a country and all its minor is 3, not 3 per country (the major and each
minor).

Design note: Revolts in minors Since Revolt in inactive minor countries are removed before the loss of Stability
occur, the easiest way to get ride of Revolt in your minor allies is simply to keep them at peace. This prevent abusing
minors by sending all their troops to a foreign war instead of fighting local troubles, and letting the situation of the
minor deteriorate without end.

X.4.3 Extension of Revolt

A Who extend? After Stability losses, Revolt and Rebellion extend. Adjust all the markers simultaneously:

A.1 each Revolt/Rebellion@ becomes a Revolt/Rebellion®;

A.2 each Revolt/Rebellion® generates a Revolt/Rebellion®.

A.3 Unbesieged cities in revolt/rebellion and revolted/rebelled troops generate a Revolt/Rebellion® in their province
if there is neither Revolt nor Rebellion counter in it.

A.4 Note that this apply only for cities controlled by or troops with counter baring the name “Rebellion”. When specific
minor entities exists to depict rebellion (typically, FIDELIS REGI or HUGUENOTIS), they do not generate Rebellion.

B Where to extend?

B.1 When extending, Revolt only create Revolf and Rebellion only create Rebellion.

B.2 When a Revolt/Rebellion ® extends, the new counter is placed in the same or adjacent province. If there are two
Revolt/Rebellion @ in the same province, the two new Revolt/Rebellion © may appear in separate provinces.

B.3 This province must belong to the victim country in case of Revolt.

B.4 This province must belong to the region allowed by the event in case of Rebellion (the victim country if no region
is specified).

B.5 The choice is made by the player controlling the Revolt/Rebellion. If none was specified, roll one country on the
Revolt table of the current period as controller for this turn (reroll until the result is not currently allied with the victim).
B.6 [TBD] Revolt/Rebellion in IRELAND may extend this way across Mer d’Irlande into ANG (and reciprocally): Uladh
is considered adjacent to Alba, Ayr, Galloway and Cumberland; Brega is considered adjacent to Cumberland,
Lancashire and Cymru; Laighean is considered adjacent to Cymru and Cornwall.

B.7 If the extension of a Revolt/Rebellion® is not possible (due to overstacking of counters), a Revolt or Rebellion LD
is placed in the same province (immediately merged with existing Revolted or Rebelled troops into an A © or A @
using usual rules for conversion).

B.8 Ifthere are two Revolt © (or Rebellion @) in the same province, they are immediately merged in a Revolt/Rebellion
® (before checking stacking).
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B.9 Remember, that there can be at most 2 Revolt/Rebellion markers stacked in each province.

Example: Extension of Revolt.— Suppose that there is a Revolt ® in French Béarn, a Revolt @ in Savoia (a French ally,
active in an ltalian war), a Revolt © in Berry, another in Pfalz (another active French ally) and a last Revolt ® in Lorraine (an
inactive French minor). Note that this is a very unlikely situation that almost never happens out of examples.

First, since LOTHARINGIA is inactive, the Revolt there is automatically removed without need for rolls or anything. Then FRA
loses 3 Stability: 1 for each Revolt @ (in Béarn and Savoia) and 1 for all the Revolt © (in Berry and Pfalz).

Next, Revolt extend. All the Revolt extend simultaneously, that is newly created Revolt do not extend in the phase they were
created (otherwise, you're trapped in an infinite loop). Both Revolt © become Revolt @. The two Revolt ® create new Revolt
®. Since the Revolt ® in Béarn is in FRA, it may only extend in FRA. Thus, the new Revolt © may not be created in Spanish
Vizcaya, Navarra, Pirineos nor Rosselé. It may, however, extend in French Béarn (creating a second Revolt here), Guyenne
or Languedoc. The controller of the Revolt chooses to create it in Béarn, hoping that the mountain will give some protection
to it and that it will take longer to crush it (rather than risking an extension to Languedoc that would cause more money loss
but will likely be easily crushed next turn). The Revolt ® in Savoia may only extend in SABAUDIA, hence either Savoia, Bresse
or Nice. It may not go in Spanish Lombardia nor even in the French provinces even if SABAUDIA is a French ally.

Note that for FRA, the best way to get ride of this dire situation is probably to sign peace, thus making its minors inactive (that
will remove two Revolt ® and one Revolt @) and freeing its armies from the front line to crush its peasants. However, French
enemies are not likely to give an easy peace as they may want to take advantage of the troubles. . .

X.4.4 Revolts and fortresses

A If a Revolt (not a Rebellion) controls a fortress, reduce the fortress to level 2 (turn 39 or earlier) or 3 (turn 40 or later)
if it is higher.

A.1 Each level lost that way gives one Revolt LD which stays inside the fortress and is immediately merged with existing
troops. Exceptionally, the troops in the fortress may exceed the usual fortress capacity (of 1LD per level).

X4.5

A A MAJ may give the independence to some groups of provinces if all the provinces of the group he owns (except
at most one) have a Revolt or a Rebellion. This announce is made during the diplomatic phase. See Section XV.14.9
(Independence of Revolted Principalities) for the precise conditions.

Independence of Revolted Principalities

X.4.6 Execution of the Monarch

A If at least half of all owned national provinces (rounded up) are in revolt (either a Revolt or Rebellion counter or
control of the city), the regime of the country is overthrown. The tyrant is executed and a new benevolent monarch
accedes the throne.

A.1 At least 3 national provinces must be revolted for this to apply.

Design note: The last point avoids a “one revolt extends, you're dead” effect for PRU and VEN with very few national
provinces.

B Consequences Unless specified by an event, execution of the Monarch has the following effects:

B.1 All revolts present in the country are removed: all Revolt and Rebellion counters and troops are removed, and
fortresses they control are given back to their legitimate owner.

B.2 A new monarch is immediately determined using normal rules. His first tumn of reign is considered to be the current
one. The new monarch is rolled as after a "Dynastic Crisis".

B.3 The Stability is reduced by 2 levels and no Stability improvement action is allowed this tumn.

B.4 The DTl is reduced by one (1 is the minimum).
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B.5 3 levels of TF are reduced in the CTZ of the country (chosen at random among all the levels present, even on other
countries’ TF)

’ Design note: This represents pillage and lost properties due to this really unstable situation!

C Execution and Civil wars

C.1 In most events creating Rebellion, execution of the monarch ends the event in a loyalist defeat. Often, the precise
effect is different from the ones described above (Stability loss, new monarch, . .. ) Check the precise description of the
event.

Playing tip: Beware that execution of the monarch happens after extension of Revolt. Thus, a seemingly controlled
situation may get out of hands because of poor prevision of the extension. This is especially true for small countries
with few provinces.

Beware also that execution of the monarch happens after loss of Stability. This usually leaves the country in a very
bad state. Since the execution prevents Stability improvement this turn, it is often a bad idea to use it as an “easy”
way to remove Revolt, especially during wars (when troops may seem more useful on the front line).

X.5 Land Military Looting

A Adjustment of Already Existing Pillage Markers In each province where there is at least one Pillage:

A.1 Remove one Pillage @ if there is one.

A.2 Otherwise, flip one Pillage ® to its © side.

A.3 Exception: Pillage markers put this turn due to land raids of P are not touched. They will only be reduced next turn.

Design note: Each side of Pillage represent one level, since there may be up to 2 markers in any given province,
there may be up to 4 levels of looting. During adjustment of the markers, the “looting level” of each province is reduced
by 1. Simply be cautious not to flip a Pillage @ after removing a Pillage © in the same province as this would reduce
the level by 2.

Pillage obtained because of attrition during the rounds may be immediately removed. Thus, a small “tax” on the local

farms will have no impact. However, if the war stays in the same area for long, Pillage @ may appear due to attrition
and will cause a loss of income the next turn.

Pillage obtained by P are not reduced the turn they appear. That is, they are considered to be placed at the same
time as military looting, just after adjustment, but are resolved together with other actions of P.

B Looting

B.1 Each stack in a enemy province may loot if it has sufficiently many troop to besiege the province (either the province
is already controlled, or 1LD per level of fortress).

B.2 Looting is never mandatory.

B.3 The decision to loot or not is taken by the controller of the stack. The choice may vary from one province to another
(it is possible to loot one province and decline the possibility in another province).

B.4 Looting are resolved in decreasing order of initiative: the alliance with the higher initiative resolves all its looting,
then the next and so on.

C Looting and Pillage

C.1 Place a Pillage ® in each looted province.

C.2 Exception: in the ROTW, if the looting stack contains no A counter, only place a Pillage © (if another already
exists here, immediately merge both into a Pillage ®).
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C.3 If there are more than two Pillage markers in any province, remove the smallest one in each of these provinces
(this can happen when looting a province which has already a Pillage ® and a Pillage ©).

D Looting Income

D.1 If there was no Pillage marker in the province before the looting take place, money is gained from looting.

D.2 The controller of each looting stack gains income equal to the income of the looted province.

D.3 In the ROTW, only the regular income is taken, not income from exotic resources.

D.4 Inthe ROTW, if there was no A counter, gain only half the income (round down).

D.5 The sum of these incomes is recorded in line A9 of ERS.

D.6 Nobody gets money for provinces looted by minors country (including VA). That is, the minor keep the money for
itself.

E Burning TP

E.1 Instead of looting, troops controlling enemy TP (not COL) may choose to burn it down.

E.2 Besieging is not sufficient to burn a TP. The establishment must be controlled, and a stack (at least 1LDE) has to
be here.

E.3 Simply remove any burned TP from the map, it now has level 0 and exploit no more resource.

E.4 No income is gained from burning a TP. Only the destruction of the establishment.

Example: Looting.— In period Ill, HIS took control of Dutch Utrecht and besieges Zeeland, a stack is still present in Utrecht
(defending against a potential counterattack). There is already a Pillage © in Utrecht (a Pillage @ was here and was reduced).
Since HIS is still besieging Zeeland and intends to continue the siege in the next turn, it chooses not to loot here. The Pillage
would hamper the siege by increasing attrition. However, Utrecht being already controlled is a good target for looting. Indeed, a
Pillage there would hamper a future attempt of Dutch reconquest. . . The presence of an existing Pillage here does not prevent
looting: there are always more villages to burn and peasants to kill. A new Pillage ® is put in Utrecht, but since another Pillage
is present, no income is gained for HIS.

Note that HIS could have chosen to loot also Zeeland. This would be especially useful if it did not intend to continue the siege
as the Pillage would prevent Dutch income for two turns. In that case, HIS would gain 9 I (the income of Zeeland).

Example: Burning TP.— At the same time, HOL is besieging a TP © of PORTUGALLIA and controls another TP ®. It may
choose to loot the TP ©. It may not burn it as it does not control it. If looting it, HOL will only gain 1 i) (reqular income of a TP
©). For such a small amount, HOL chooses to leave it, hoping to take it later. On the other hand, the TP ® is controlled and
HOL chooses to burn it (rather than looting for 2 ). The province is now empty and open for attempts of Dutch TP placement.
An efficient albeit morally disputable way of freeing old markets for your merchants. . .

X.6 Building Preesidios SAQ
A Where to build?

A.1 Preesidios may only be built in provinces with a port or arsenal depicted with a circled anchor on the map.
A.2 Preesidios may only be built in non-owned provinces.

A.3 Only one Praesidio may be built in each province.

B How to build?

B.1 To build a Preesidio, a country must either control the province or besiege it and not be forced to redeploy (that is,
either Siegework ®, Breach or HW obtained during the tumn).

B.2 ltis possible to build Praesidio even if deciding to voluntary redeploy from the siege.

B.3 Praesidios are never build during administrative phase. Similarly, raising a Praesidio can only happen at the same
conditions than building it.
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C Cost

C.1 Preesidios are fortresses and cost the same price (construction and maintenance). They have the same restrictions
on levels and technology.

C.2 Preesidios may never be of level more than 3.

C.3 Contrary to fortresses, Praesidios may be built at any level directly. The cost is then the sum of costs for each level.
C.4 This cost is recorded in line B46 (Presidios build) of ERS.

D Praesidios in play

D.1 Preesidios are represented by fortresses of the owning power. Thus, they do count toward the counters limit of that
power.

D.2 At most one country may have a Praesidio in any given province.

D.3 Because of Preesidios, up to two fortresses of different countries may exist in the same province. Put the regular
fortress on top of the fortress icon on the map, and the Praesidio on top of the anchor.

D.4 If a country ever gains ownership of a province where it has a Praesidio, it may either dismantle the Praesidio or
keep it and replace the regular fortress of the province with it (remove any existing regular fortress counter and move
the Preesidio counter on top of the fortress icon to depict the new fortress).

X.7 Redeployment of land troops

A Mandatory redeployment

A.1 Aland stack without LOS must redeploy.

A.2 A besieging stack must redeploy if it is too small to maintain the siege (less than 1LD per level of the fortress). This
typically occurs in case of siege attrition during the last round.

A.3 A besieging stack must redeploy if there is no Siegework @ and there was neither Breach nor HW obtained during
this turn.

B Voluntary redeployments

B.1 Other besieging forces may choose to redeploy. The controller of each stack decides what to do with it.

B.2 Decisions to redeploy are taken in decreasing order of initiative. Redeployments are resolved once all decisions
have been taken, thus the decision itself does not reopen LOS or similar effect.

B.3 Stacks may not partially redeploy. Either the whole stack redeploys or the whole stack stays.

B.4 If the redeployment of a stack would cause another stack to be out of supply, then the would-be OOS stack must
also redeploy. This is, however, considered as voluntary redeployment.

C Redeployment in the ROTW

C.1 Any land stack in the ROTW not in a controlled province may be redeployed as per voluntary redeployment
procedure.

C.2 This include stacks with unknown discoveries and this is a way to bring back discoveries.

D Where to redeploy?

D.1 Stacks must redeploy into the closest (in MP) friendly controlled territory. In case of equality, the controller of the
stack chooses.

D.2 Exception: Redeployment by naval move is never forced if there is a possibility to redeploy by land, even if it is
further (in MP).

D.3 Redeploying stacks may not enter provinces with non-redeploying unbesieged enemy troops (troops that have fin-
ished their redeployment are still “redeploying” until the end of the segment and thus do not hamper other redeployments).
Enemy fortresses, even unbesieged, do not hamper redeployment.
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D.4 Redeploying troops may use naval move if there is a large enough naval stack adjacent to the redeploying stack
at the beginning of the redeployment. Redeployment is then done together with return to port of the naval stack (see
below). Note that combined land/sea movement is not possible during redeployment (the land stack may not move
further after being transported, the naval stack may not move before picking up the land stack).

D.5 Redeploying stacks may not split nor pick up more troops. All the stack redeploys at the same place.

D.6 Redeploying stacks may enter or cross provinces with friendly troops without any effect on these troops (no “rout”).
D.7 Redeploying stacks may not be intercepted.

D.8 If redeployment is not possible in 12MP or less, the stack is destroyed. Any leader will reappear next turn as
reinforcement.

D.9 After redeployment, if any province exceed its stacking limit (8LD), remove any exceeding troops.

E Redeployment and attrition

E.1 Redeploymentis a cause of attrition. Each redeploying stack must roll for movement attrition with the usual modifiers.
E.2 In addition, troops redeploying because they have no LOS have a malus of +2 to this test.

E.3 Troops conducting a voluntary redeployment have a bonus of -2 to this test.

F Continuing siege

F.1 Besieging troops which obtained either a Siegework @, a Breach or a HW during the turn may continue the siege
for next turn.

F.2 In this case, remove all Siegework and put a Siegework @ (even if there was no Siegework previously).

F.3 Continuing siege does not cause attrition.

Example: Simple redeployment— A Turkish stack is besieging Banat and got a Siegework ® and a Siegework ©. It
may choose to either stay (and replace both Siegework by a single Siegework @) or redeploy to the first friendly province
between Valahia (1MP), Serbia (2MP) or Bulgaristan (3MP) (or some other provinces, depending on the military situation but
these three are the most likely). If it redeploys, it must roll for attrition at +8 (entering one enemy province, namely Banat), -2
(voluntary redeployment) -MAN (+2 if this is a large stack as this is an extra cause of attrition). If there was only a Siegework
© in Banat, then redeployment is mandatory and the bonus of -2 to attrition is lost. Since the stack still has a LOS, there is no
specific malus for the roll.

Example: Double redeployment—  Suppose that there was another stack besieging Buda

Siegework @. If the stack in Banat redeploys, then the stack in Magyarorszag must also redeploy as it would otherwise by out
of supply (its supply line goes through Banat). This is, however, voluntary redeployment, even if the redeployment in Banat
was mandatory. That is, TUR must choose to redeploy from Magyarorszag, but the presence of a Siegework ® allows for
an orderly redeployment (and the -2 to attrition). Note that it is likely that the closest province is the same from Banat and
Magyarorszag, thus resulting in an overstacking and destruction of exceeding troops. So, voluntarily redeploying both stacks
might be a bad idea. . . This is not always the case due to rivers and mountain pass.

Example: Mandatory redeployment.— If a Polish counter-attack managed to relieve the siege of Banat (and stay there),
then the Turkish stack in Magyarorszag is out of supply and must redeploy (with a malus of +2). The closest province is Serbia
(provided there is no enemy troops in Croatie). The Polish stack in Banat may not intercept (neither in Croatie, nor in Serbia).
If there was an HUNGARIA stack (even a lone LD) in Croatie, then the stack must go to either Moldova (if friendly) of Valahia
(in that case, that's a 6MP move, hence another cause of attrition resulting in another +2 to the test).

Example: Impossible redeployment— Suppose now that Dalmacija belongs to VEN and that there are enemy troops in
both Croatie and Erdély (due to a way too bold Turkish attack: destroy enemy troops before going deep in their territory). If
MOLDAVIA is neutral, the Turkish stack is trapped and cannot redeploy: it is simply destroyed (it may not cross neutral territory).
If Moldova is friendly, the troop may redeploy there. If both Moldova and Basarabia are enemy (eg Polish) and Valahia
is neutral, then the stack could possibly redeploy through Karpatok, Bukovina, Moldova and Basarabia to Dogu Rumeli.
However, that 13MP, more than the 12MP limit, thus this redeployment is not possible and the stack is destroyed.
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Example: Naval redeployment— A Turkish stack of two Yeniceriler A ® landed in Malta. By the end of the turn, due to the
heroic defence of La Valette, TUR only managed to get a Siegework © and is thus forced to redeploy. Fortunately, the Turkish
armada is still here to carry the troops back home. Since naval move is 3MP whatever the distance and return to port is not
constrained by distance, the stack can redeploy to any Turkish port (or arsenal). Contrary to reqular naval move, the land stack
may not move after landing in the port.

Note that in addition to the mandatory redeployment, the stack is conducting a naval move embarking out of controlled port,
and is a large stack. Two extra causes for attrition, each giving a +2 to the roll.

If there was no naval stack adjacent to Malta, then redeployment would have been impossible (a naval stack returning to port
can only “pick up” land troop at the beginning of its movement, not in the middle of it) and the Turkish army is destroyed.

If SUE is besieging Danzig and owns Hinterpommern, then its closest redeployment possibilities are first by sea (3MP) and
then to Hinterpommern (4MP due to swamp and river). Redeployment by sea, however, does not takes precedence over
redeployment by land and SUE can freely choose any of the possibilities (but may not split its stack).

X.8 Return to Port

A Navies

A.1 Naval stacks being located in a sea zone have the choice to either
return to any friendly, unblockaded port (or arsenal) of the controller's choice (not necessarily the closest one);
OR stay at sea.

A.2 This is considered a move (even if staying at sea) and, as any naval move, it causes attrition with the usual

modifiers.

A.3 In addition, naval stacks staying at sea at the end of turn have a malus of +2 to this roll.

A.4 No interception, including by Praesidios or Strait fortifications, may occur during this move.

B Pirates and privateers

B.1 PIRATE P stay where they are. They will still be active next turn.

B.2 Other P are repatriated to a port of their owner’s choice.

B.3 No interception, including by Preesidios or Strait fortifications, may occur during this move.

X.9 Gold repatriation

A Before redeployment

A.1 Income. During Income phase, gold produced in a COL may be stored in any coastal COL in the same or adjacent
Area. See §B of Section V.5.3 (ROTW gold).

A.2 Military. During military rounds, gold may be moved either with troops or ships (including convoys) and intercepted
by enemies. See §D (Spanish convoys) of Section VI1.12.2.1 (The convoys) for the apparition of the Spanish convoys
and Section VII1.8.5 (Convoys) for the attacks on convoys.

B Reaching Europe

B.1 As soon as a land or naval stack carrying gold reaches a owned and controlled province on the European map, the
gold is emptied and the amount is tallied in line A10 of ERS.

B.2 Note that COL of level 6, as well as Agores or Islas Canarias, are European provinces but not on the European
map and are thus not sufficient to bring gold back home.

C Gold transportation
C.1 During the Redeployment phase, gold gain a free land movement (only).
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C.2 Exception: Gold in any establishment bordering the Mer Caspienne at the beginning of this segment may cross it
and reach any other province bordering that sea.

C.3 It may thus moves any distance along a chain of friendly establishments (COL, TP or fort).

C.4 Each establishment along the chain must be 12MP or less from the previous one (counting the cost as for LD).
C.5 The path may not cross a province with a non-besieged enemy stack or fortress.

C.6 Gold can thus be repatriated for any distance as long as each “leg” of the movement is 12MP or less.

C.7 If Gold reaches an owned and controlled province on the European map, it is immediately emptied and tallied in
line A10 of ERS.

C.8 This movement of Gold may not be intercepted in any way.

Design note: Siberian gold is usually repatriated this way and thus do not require any campaign or accompanying
troops to move.

On the other hand, American gold must cross the Ocean and can only do so during the military rounds. This repatriation
still allows to easily concentrate all the gold in one place and prepare for an immediate naval move during the next
turn.
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XI.1  Overview of the phase

A Administration At the end of the tumn, final administrative actions are resolved and budgets must be completed.
First, exceptional taxes that were scheduled during the administrative phase are resolved. Then comes the exchequer
test. At this point, players roll to determine how well the funds were collected this turn and to discover their precise
income. If the income is not enough to cover for the expenses, loans must be contracted, either from the people of your
country or from international bankers. Last but not least, countries may try to improve their Stability.

B Sequence.

B.1 Exceptional taxes (X1.2)
B.2 Exchequer test (X1.3)

B.3 Budget (X1.4)

B.4 Stability Improvement (XI.5)

Xl.2 Exceptional taxes

A Exceptionaltaxes Exceptional taxes are scheduled during the Administrative phase. See Section VI.6.3 (Exceptional
taxes) for details (and examples). They are resolved at this point only. That is, until the end of the tumn (and after most
expenses have been planned), players won't know exactly the amount of collected taxes.

A.1 Note that Exceptional taxes must be planned during Administrative phase. If a country forfeited the possibility to do
s, it is to late now to decide to raise taxes.

B Resolution of the taxes

B.1 Each country which has planned taxes should have written a modifier in line A11 of ERS (copied from line B39 of
ERS). This modifier was ADM + 3 x Stability (at the time of the Administrative phase).

B.2 Roll 1d10, add the modifier and multiply the result by 10. This is the amount of taxes (in ).

B.3 Write this amount in line A12 of ERS. It may well be negative if the modifier was negative. In this case, the country
will actually lose money because of the taxes. It is not possible to refuse a “tax” once the amount is known.

C RT before Exchequer test

C.1 Players can know compute their RT before resolving the Exchequer test.

C.2 This is the sum of lines A8 (RT after Diplomacy) + A9 (Pillages, privateers) + A10 (Gold from ROTW and Convoys)
+ A12 (Exceptional taxes) of ERS. Itis written in line A13 (RT before Exchequer) of ERS.

C.3 Players should also copy line B25 (Gross income B) of ERS in line A14 (Gross income A) of ERS and line B48
(Total expenses) of ERS in line A19 (Expenses) of ERS.
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XI.3 Exchequer test

X1.3.1 Gross Income

Design note: We explain here the technical rules of the economical system. For a description of the spirit of these
rules, see Section 11.7.2 (A Three stage process).

The rules here are quite “algorithmic” in order to have them as precise as possible and avoid misinterpretations. Thus,
there are not well suited to understand the whys of the system (only the hows). These rules are meant to be closely
followed step by step. Check Section 11.7.2 (A Three stage process) in order to understand what should happen, as
well as read some examples.

A Exchequer test Each country roll a die on table V1.1 (Administrative Actions) modified as follows (cumulative):
+2 If completely at Peace (no war (including civil or overseas wars), no intervention (limited or foreign)).
-1 per full 100 [ of National Loan (drop smaller amounts).
-1 per ongoing International Loan (whatever the amount, including the ones that are partially refunded).
-1 per bankruptcy in the last 5 turns.

-1 per loan treaty broken in the last 5 turns.
A.1 Find the result by cross-referencing the line of the modified result with the column equal to the Stability of the

country.
A.2 The result may be either Fx, F, %, ¥2x, S or S.

Playing tip: Bankruptcies and broken loan treaties should be noted by a small « in line A14 of ERS for the turns
where they affect the Exchequer test.

B Percentages By cross-referencing this result with the first three columns of table XI.1 (Exchequer test), countries
obtain three percentages for “Regular Income”, “Prestige Income” and “National Loan”.

B.1 Add 10 to the “National Loan” of countries that are not completely at peace.

B.2 Add 10 (cumulative) to the “National Loan” of HIS if it has declared a policy of expulsions (see Section XV.10.3.9
(Expulsion of the Jews and the Moriscos)).

B.3 ltis possible and intended that these percentages sum up to more or less than 100%.

C Incomes Apply each of the three percentages to the whole Gross Income (line A14 of ERS), rounding down, to
obtain three incomes.
C.1 Copy these incomes in line A15 (Regular income) of ERS, line A16 (Prestige income) of ERS and line A17 (Max.
national loan) of ERS.

Playing tip: It is often convenient to cut these three boxes in half (diagonally). After rolling the exchequer test,
immediately copy the percentages in the top-left halves, this avoid forgetting the result. Next you can take your time
to compute the actual value and write it in the bottom-right halves.

X1.3.2 International Loans

A Available money The total amount of available money for international loans is:
A.1 50 I from the start (unspecified bankers).

A.2 Always add 50 [, or 100 Iy for the emperor (German bankers).

A.3 Always add 50 [y, or 100 Iy for the diplomatic patron of GENUA (Genoese bankers).
A.4 After event III-2 (Amsterdam Stock Exchange) add 50 [, or 100 ) for HOL.

A.5 After event [V-8 (1) (Creation of the London Stock Exchange) add 50 ), or 100 I for ANG.
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Result | Regular | Prestige | National || International

obtained | Income | Income Loan Loan
Fx 30% 0% 40% 20%
F 20% 20% 40% 30%
% 30% 20% 30% 40% International Money available: 50 ) + 50 I for
Vox 40% 30% 30% 50% each Money Place (HRE, GENUA, Amsterdam
S 50% 40% 20% 70% Stock Exchange, London Stock Exchange) x2 if
Sx 60% 40% 20% 100%  |place controlled.

Exchequer test: Test on Administration Table, Stability as Column, modifiers:
+2 If completely at Peace

-1 per 100 I of National Loan, or per International Loan

-1 per bankruptcy (or broken loan treaty) in the last 5 turns

+1 if has a Stock Exchange (For International Loans only)
If not at Peace: Add 10% to the capacity of National Loan

HIS: Add 10% to the capacity of National Loan if Expulsions

Table XI.1: Exchequer test

A.6 Thus, the total available money will be between 150 and 350 ). Note that it does depend on the country, that is all
the countries have different loan capacities.

B International Loans test Each country may roll a die on table VI.1 (Administrative Actions) modified as follows:

+2 If completely at Peace (no war (including civil or overseas wars), no intervention (limited or foreign)).

-1 per 100 ) of National Loan.

-1 per International Loan.

-1 per bankruptcy in the last 5 turns.

-1 per loan treaty broken in the last 5 turns.

+1 if the country has a Stock Exchange (HOL after event I1l-2 (Amsterdam Stock Exchange) and ANG
after event IV-8 (1) (Creation of the London Stock Exchange)).

B.1 Find the result by cross-referencing the line of the modified result with the column equal to the Stability of the
country.

B.2 The result may be either Fx, F, %, ¥2x, S or Sx.

B.3 Note that even is modifiers look alike, this roll is different from the Exchequer test. Do not use the same roll for both
the Exchequer test and the International Loans test as this would increase the chances of extremely bad results.

C International Loan By cross-referencing this result with the last column of table XI.1 (Exchequer test), countries
obtain one percentages for “International Loan”.

C.1 Apply this percentage to the total available money and copy the result in line A18 (Max. international loan) of ERS.
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Playing tip: Often, International loans are not necessarily and this step may be skipped by most countries. It may be
useful to start computing your budget (next step) before deciding whether to take an international loan or not. Hence,
it is sometimes more fluent to start computing your budget and then possibly come back to looking at international
loans. Since there is no new knowledge gained between the Exchequer test and the Budget, this does not change
anything.

If you wish to follow closely the order of the steps, you should, however, always roll for international loan preventively,
thus avoiding bad surprises.

Rolling for international loan do not force to take one. It is always possible to decline a new international loan after
rolling the die and seeing the available amount.

Xl.4 Budget

X1.4.1 Expenses

A Regular income Write in line A20 (Remaining expenses) of ERS the difference between line A19 (Expenses) of
ERS and line A15 (Regular income) of ERS.
A.1 This may be a negative number in the rare case where the Regular income is larger than the total expenses.

B Prestige income Write in line A21 (from Prestige) of ERS any non-negative number smaller than both line A16
(Prestige income) of ERS and line A20 of ERS (if positive).

B.1 This must be 0 in case line A20 of ERS is 0 or less (i.e. if there is nothing more to pay, you must spend as much
as possible in prestige).

B.2 Small value means that more money is spent for prestige VPs and less for day-to-day expenses. Those will be
covered by loans or debt.

Design note: You cannot spend additional money for prestige (it must be non-negative). You cannot take more from
prestige than the “Prestige Income” (smaller than line A16 of ERS). You cannot take more from prestige than what is
left to pay after the regular income is spent (smaller than line A20 of ERS).

C National Loans Write in line A22 (from N. loan) of ERS any non-negative number smaller than line A17 (Max.
national loan) of ERS.
C.1 Copy this number in line C9 (New National loans) of ERS.

Design note: National Loans are not limited by expenses. However, you'll have to pay interest for them and maybe
even refund your people someday.
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Example: Multiple international loans.— A correctly filled new international loan (of 100 1, at turn n, in red) over an existing
one (of 200 1y, from turn n — 2, in black):

Tumn n—2 | n—1 n|{n+l|n+2 | n+3
1 | New International loan 200 100
2 | I loan interest 20 | 20 2030 10 10
3 | I loan refunds 200 100
See also Section VI.5 (Loan refund) for more detailed examples on how to fill the loan management record.

E New RT

E.1 Write in line A24 (RT balance) of ERS the sum of line A21 of ERS + line A22 of ERS + line A23 of ERS minus
line A20 of ERS. It may be negative if line A20 of ERS is too big.

E.2 Write in line A25 (RT after Exchequer test) of ERS the sum of line A13 (RT before Exchequer) of ERS + line A24
of ERS.

Design note: line A20 (Remaining expenses) of ERS depict expenses that are left to be paid after using the Regular
income. Hence it is subtracted from the RT while other lines are added (they are money taken from prestige or loan
in order to fill the treasury).

If line A20 of ERS is negative, regular income was enough to cover all expenses. Then, the surplus is added to the
treasury (as subtracting a negative number results in an addition).

D International Loans Write in line A23 (from I. loan) of ERS any non-negative number smaller than line A18 (Max.
international loan) of ERS.

D.1 Copy this number in line C1 of ERS.

D.2 Copy this number in line C3 of ERS, three turns after the current one.

D.3 Copy 10% of this number (round up) in line C2 of ERS for the next three turns. If there is already a number in
one of these boxes, add the new value to it.

D.4 Thatis, you should write 3 interests (for the next three turns), and one refund (for the same turn as the last interest).

Playing tip: International loans are usually a bad idea because of the scheduled mandatory refund. Use them only
when in need.

Design note: All in all, do not try to understand all the steps here while reading the rules. After a couple of tuns of
computing your budget, things will become more natural. Note that if you are having a “teaching session”, you should
try several “stupid” things with your budget to see the consequences.
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Playing tip: When planning expenses, it is obviously a good idea to keep an eye on the possible income. .. Too
many expenses results in bankruptcy while too few results in money “wasted” for prestige (instead of being use for
buying troops or waging war).

Here are some guidelines in preparing your budget:

First, check in the administrative actions table what are the possible and plausible results with respect to your current
(and expected) Stability. You may discard very unlikely results (with only 10% chance of happening) but you know
you take a risk doing so. It is especially important to take into account the worse possible result you may obtain if you
want to limit risks.

Second, check in the Exchequer test table the sum of percentages these results produce. Check separately the
sum of Regular + Prestige income (income without debt) and the sum of the three percentages (income with debt).
Applying these percentage to your Gross Income will give some amount of money.

Do not spend more than your best income with debt, obviously, doing so will result in problems. Spending more than
the worse income with debt means taking risks. Estimate the risks (Is it a 10% or 30% chance of getting the worse
result?) compared to the situation (Do you have lot of money in your RT to handle the loss?) and the expected gain
(Will the extra expense allow you to win the war?)

Spending less than the worse income without debt means that some money will necessarily go into Prestige VPs.
Are you sure it won't be better used for troops, economical development, ... ? Spending less that the best income
without debt means that you may get Prestige VPs but they are not guaranteed either.

The good cases is when the worst income with debt is roughly equal (or larger) to the best income without debt.
Spending that amount of money means that the worse that can happen is to take a new loan (that can be handled
later) and that you won’t waste too much money on Prestige. Note that you have to plan your administrative actions
and loan refund before the military phase, thus without knowing precisely how long the turn will last and how much
you'll spend for moving troops (especially if at war). Thus, there is often some risk involved. . .

Remember that the economical system works best if you have some loan that you refund and recontract immediately
(for a net effect of transferring Prestige income into the RT). If you plan to use this loan trick, then the amount of loan
involved is not really a debt, that is increase you income without debt by this amount when planning your expenses.

Remember that the worse that can happen is a RT collapse. But even for that you need several turns of bad luck, bad
management, or bad wars. Thus, don't be afraid of making too big errors with the economical system. You should
get the hand of it before catastrophic results occur. . .

Note also that the malus to the Exchequer test is for loans still going on during the test. Thus, if you have 299 ) of
national loan at the start of the turn, and refund 100 I of them during the administrative phase, you're left with 199 i
of loan before the test, thus only a =1 malus (because that's not two “full 100 [)”). Sometimes, it is better to refund a
bit more that what you'd naturally do because avoiding a -1 DRM can be an extremely good idea.

Example: Planning your budget— If your Stability is +2 and you are at peace (+2 to Exchequer test), then you'll likely to
get %x, S or S« (with only 10% chance of %). %x has 100% income with debt while S« has 100% income without debt. Thus,
by spending as much as your Gross income, you'’re almost guaranteed to be able to cover your expenses, maybe with some
new loans. There is a small risk (10%) of a bad result (%) that will leave you with only 80% income. Estimate the risk versus
gain for the last 20% of expenses. On the other hand, a good result gives you up to 120% with debt, hence some choice on
whether to contract loan in order to get more Prestige.

If your Stability is -2 and you roll at -3 due to heavy loans or previous bankruptcies, then the likely result are F+, F or %
(disregarding the unlikely %x). If you are at war, the income with debt for Fx is 80%, and the income with debt of % is 90%.
Thus by spending around 80% of your Gross Income, you're sure to be able to fill your budget with some loan. But you're also
sure to need some new loan. . . (and a good surprise may arise in the form of %x).

Note that the true difference in the table is between % (only 50/80% of the total) and % (70/100%). Especially, being at peace
with a Stability of +3 guarantees a good result.
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X1.4.2 Loan Management
A Players must then correctly take care of their loans for the next turn.

B International loans
B.1 Since the interests are not changed by partial refund of the capital, management of the international loans is entirely
done during the administrative phase (when bankrupting or refunding) and the budget segment (for new loans).

C National loans

C.1 Compute in line C10 (National loans at end) of ERS the difference between line C5 of ERS, minus line C7 of ERS,
minus line C8 of ERS and add line C9 of ERS.

C.2 Report this number in line C5 of ERS of the next turn.

X1.4.3 Prestige and Wealth

A Wealth During each period, a global wealth is computed for each country. Wealth represent the overall economical
situation of the country, as well as exceptionally good management (in the form of Prestige).

A.1 Atthe end of each period, wealth is converted into VPs. Each country has a different rate of exchange of wealth for
V/Ps as each country has different typical economical situation.

A.2 Allin all, each country is expected to score around 100VPs for wealth each period, give or take a few dozens if this
is supposed to be a period of glory or decay.

B Prestige Write in line A26 (Prestige VPs) of ERS the difference between line A16 (Prestige income) of ERS minus
line A21 (from Prestige) of ERS. That is the remaining Prestige income that was not spend for covering daily expenses.

C Wealth Turn wealth is the sum of the Gross income and the Prestige VPs. Period wealth is the sum of all turn wealth
over all the period.

C.1 Write in line A27 (Wealth) of ERS the sum of line A14 of ERS and line A26 of ERS.

C.2 Write in line A28 (Period wealth) of ERS the sum of line A28 of ERS of the previous turn and line A27 of ERS of
the current turn.

C.3 Exception: If this is the first tun of a period, simply copy line A27 of ERS into Period wealth. That is, period wealth
is reseted at each period.

X1.5 Stability Inprovement

A Stability A country may attempt to improve its Stability, but this is never mandatory. As many actions, Stability
improvement requires an investment and is resolved by a die roll. Beware that in some situations the result may be
negative and cannot be forfeited once the die has been rolled.

A.1 Countries whose monarch was just overthrown due to revolts (see Section X.4.6 (Execution of the Monarch)) may
not do a Stability improvement action this turn.

B Investment Each player wanting to improve the Stability of his country first chooses an investment and writes its
cost in line A29 (Stability improvement) of ERS. As for administrative actions, higher investments give bonuses to the
roll.
B.1 The investment are:

Basic Investment: 30

Medium (+2 to the die-roll): 50 [y

Strona (+5 to the die-roll): 100 b
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C Procedure This action is resolved without requiring a table. The player rolls a die modified as follows (all modifiers
are cumulative):

+? ADM monarch.

+2/5 if medium/strong investment.

+2 if the country was victim of a declaration of war this turn without having broken an alliance or declared a war itself.

-3 if the country is at war with at least one major country (including overseas wars but excluding interventions).

-2 if the country is at war with at least one minor country and no major country (including overseas wars but
excluding interventions).

-5 if an enemy A counter is in an owned national province and controls the city (not applicable during a
Religious/Civil War, do not count revolt and rebel troops).

-3 Exception: for HIS, the malus for having an enemy A counter controling the city, is -3 only, however it applies for
any owned territory (not only its national territory). This specificity ends with event IV-2 (1) (Olivares) (if effects are
applied), or with event V-4 (The War of Spanish Succession) (whatever the choices and outcomes).

+3 for a Prosperous Power (see below).

-3 for an Anti-Prosperous Power (see below).

+7? by event.

Design note: Spanish empire The early Spanish empire was more of a multicultural empire including both Spain,
Italy and the Netherlands than a modern country. Hence, occupying any part of the empire will hurt some people (and
hamper Stability). There is no real notion of national territory to defend at all cost opposed to more distant vassals
and “colony”. However, only part of the empire is shocked by the war, thus the malus is smaller. Olivares policies
recentred the empire on Spain, making it more like other European powers of the time.

D Result If the modified result is equal to:

5- the Stability decreases by 1.

6-10 Nothing changes.

11-14 the Stability increases by 1.

15-17 the Stability increases by 2.

18+ the Stability increases by 3.
D.1 Reminder: Stability varies from -3 to +3. It is not possible to decline the result (especially the loss of Stability) once
the die has been rolled.
D.2 Stability is recorded on the Stability track on the ROTW map. Move the Stability marker according to the result of
the action.

E Prosperity tracks the evolution of the Gross income (as recorded in line A14 of ERS). A regular increase of the
Gross income will make people happy and ease Stability improvement, a regular decrease will make people unhappy.

E.1 Prosperous Power A country is Prosperous if its Gross income has not decreased during the last 2 consecutive
tumns and increased during at least one of those turns.

E.2 Anti-Prosperous Power: A country is Anti-Prosperous if its Gross Income has decreased 2 consecutive turns.

Example: Prosperity.— If the Gross income for the last two turns and the current one are:

+ 100, 110, 120: the country is prosperous.

+ 100, 100, 101: the country is prosperous (no decrease, at least one increase).

+ 100, 110, 109: nothing (one decrease prevents prosperity even if the final result is higher than two turns earlier)
+ 100, 99, 98: the country is anti-prosperous.

+ 100, 99, 99: nothing (one stagnation prevents anti-prosperity).
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Xll.1  Overview of the phase

A Peace Wars can be ended only by a Peace. There are several types of Peace, from the white peace (return to statu
quo) to the unconditional surrender. The type depends mostly on the difference between the Stability of the belligerents,
slightly modified by the military situation. In some cases, countries must propose peace to their opponents, but usually
some discussion occurs between the players.

B Crusade In the early game, if TUR conquers too many Christian provinces, the pope may try to launch a Crusade.

C Sequence.

C.1 Ransoms (XI1.2)

C.2 Peace offers and discussions (XII.3)
C.3 Stability adjustment (XI1.4)

C.4 Inflation (XI1.5)

C.5 Test for crusade (XI1.6)

Xll.2 Ransoms

A Majors If a MAJ has its monarch (or Swedish heir) captured (due to battle), it must pay a ransom. The monarch is
immediately liberated.

A.1 The ransomed country loses 2 Stability and pay 200 I to the ransoming country.

A.2 If the monarch was captured by a minor country, the money is lost (it is payed but nobody gains it).

A.3 ltis not possible to avoid ransom in any way. No keeping prisoners, no execution, . . . even if both the ransoming
and ransomed players agree.

A.4 Thus, ransom may cause a later bankrupt or an immediate mandatory peace. Do not risk your monarch if you
cannot afford the price.

B Minors If a MIN has its monarch captured by a major country, he must be ransomed.
B.1 The major holding the prisoners chooses one (and only one) ransom among:
50 1.

OR +2 to a peace proposal.

OR possibility to do a separate peace proposal.
B.2 If a minor monarch is captured by another minor country, he is automatically ransomed for free (some money
transfer between minors, not represented).
C Money gained or lost due to ransoms is written in line A30 (Ransom, peace) of ERS.

D The return of the king
D.1 Ransomed monarchs will be available again during the next Interphase.
D.2 Especially, Ransomed major monarchs may not use their values for the rest of the Peace phase.
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Xll.3 Peace offers and discussions

Xll.3.1 Signing Peaces

Countries at war (either major or minor) may sign peaces. Peaces are usually done between two alliances and not
between single countries (each alliance may contain one or more country). Separate peaces are possible but usually
harder. Peace between major countries (and their minor allies) are the result of an agreement between players. However,
the Stability of the countries and the military situation creates a Peace Differential and strongly constrains the peace.
This represents the overall opinion of the countries toward the current war and prevents players from signing unrealistic
peaces. Peaces when one side consists only of minor countries (most of the time, a single one) are resolved by a die
roll depending mostly on the military situation.

Xll.3.1.1 Regular cases
A Global peace If two alliances are at war, they may sign a global peace between them.

B Separate peace between majors If two alliances are at war, some powers may sign peace with the whole enemy
alliance.

B.1 Powers signing separate peaces are considered as breaking their alliance (loosing 2 Stability and giving a CB to
former allies as per §G (Defensive Alliance) of Section IV.2.1.3 (Alliances)).

B.2 If several members of the same alliance want to sign a separate peace with the same enemy alliance at a given
tumn, they must sign one single separate peace.

B.3 Note that this also prevent signing a separate peace with one member of the alliance and, at the same turn, a
global peace with the rest of the alliance. All members of the alliance who want to sign peace (in this case, everybody)
must do so together.

C Minor allies usually sign peace when their diplomatic patron does.
C.1 However, the diplomatic patron may choose to do a separate peace without some of its minor allies. In this case,
the major loses 2 Stability for the separate peace and the diplomatic control of the minors staying at war.

Example: Separate peace.— TUR is at war against VEN, HIS (and AUS) and POL. After an incursion in Hungary, Veneto
itself is threatened, thus VEN would like to sign peace before it's too late. On the East side, RUS is massing troops along the
Polish frontier and POL would also like to get out of here in order to defend its border. On the other hand, HIS and AUS have
not suffered much and want to stay at war.

TUR may choose to accept the separate peace either with VEN alone, or with POL alone, or with both VEN and POL together
(treating this as a peace with an alliance). In any case, the powers signing the peace (VEN or POL) are breaking their alliance
with allies staying at war (HIS) and thus lose 2 Stability and give a CB to these allies for the next turn.

Any minor allies of VEN or POL (signing the peace) is also included in the peace. Minors allies of TUR are also part of the
peace.

Design note: It is not possible to sign several separate peace (in one war) in a single turn, and it is not possible to
sign both separate and global peace on the same turn, in order to limit the number of peace conditions that may be
exchanged each turn.

D Proposing separate peace with minor An alliance may propose separate peace with minor allies of an opposing
alliance at the following conditions:

D.1 An alliance may propose a separate peace to any minor in VA or AN of one enemy if the alliance controls the
capital of the minor.

D.2 An alliance may propose a separate peace to any minor in VA or AN of one enemy if the minor controls the capital
of one major of the alliance. In this case, it must be a winning peace (level 1 or more) in favour of the minor.
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D.3 An alliance may propose a separate peace to any minor of one enemy if it has captured the monarch of the minor
and chooses to ransom it for a separate peace.

D.4 An alliance may propose a separate peace to any minor not in VA or AN of one enemy if it controls any province
of the minor.

D.5 An alliance may propose a separate peace to any minor not in VA or AN of one enemy if the minor controls any
province of one major of the alliance. In this case, it must be a winning peace (level 1 or more) in favour of the minor.
D.6 In addition, each alliance may propose a separate peace to one and only one minor ally of each opposing alliance,
not in VA or AN.

E Signing separate peace with minors

E.1 As all peaces with minors, separate peaces with minors are resolved by a die roll.

E.2 Contrarily to separate peaces with majors, each separate peace with minors is resolved independently.
E.3 However, it is not possible to sign a separate peace at the same turn as the global peace.

Example: Separate peaces with minors.— TUR, allied to MAURETANIA and TRIPOLIS, with VA ALGERIA and TUNESIA is at war
against HIS, allied to VENETIA with VA ORDO HOSPITALIS. HIS controls Jebel Tubgal (in MAURETANIA), Oran (in ALGERIA) and
Ifrigiya (capital of TUNESIA). TUR does not control any Christian provinces.

TUR may not propose peace to ORDO HOSPITALIS as it is a VA. It may propose peace to VENETIA.

HIS may propose peace to MAURETANIA because it controls one of its provinces. HIS may propose a peace to TUNESIA, even
through it is a VA, because it controls its capital. HIS may not propose peace to ALGERIA because it is a VA and even if it
controls one province, it does not controls the capital. It may, in addition, propose peace to TRIPOLIS as each alliance is always
entitled to one separate peace with one enemy minor at no condition.

Thus, HIS may propose up to three separate peaces with minors. If it does, each of these peaces is resolved separately.

Xll.3.1.2 Mandatory peaces

A Mandatory peaces between majors |t is usually not mandatory to sign a peace, however:

A.1 If acountry is at -3 Stability for two consecutive turns at the beginning of the peace offer segment, it must propose
a peace to each alliance (containing at least one major) against which it was at war during these two turns. Note that
the check happens after Stability improvement, thus mandatory peace usually occur because of a failed improvement
(or a ransom).

A.2 Exception: RUS, before its military reform, is only forced to propose peace if it is at -3 Stability for 3 consecutive
turns.

A.3 The opposing alliance is not forced to accept the peace. It the peace is refused, there is no penalty.

A.4 Exception: if the level of the proposed peace (see below) is 4 or 5 in favour of the enemy, then the enemy is forced
to accept it (this is basically an unconditional surrender). In this case (only), the winning alliance chooses the nature of
the conditions for the peace.

A.5 If two powers at war against one another must both propose a mandatory peace, then the peace must be signed.
A.6 The peace proposal is made based on the Peace Differential as any regular peace. That is, the country is forced
to proposed a peace but the other regular rules for peaces are still enforced. This is not necessarily a surrender, and in
some cases it is even possible to be forced to proposed a winning peace. . .

B Mandatory peace and alliances

B.1 Since this condition is checked for each country (and not for each alliance), it may be a separate peace proposal
(with only some members of the alliance forced to propose peace).

B.2 If several members of the same alliance must propose a mandatory peace, they must propose it together (as usual
with separate peaces).

B.3 If a power is forced to propose a peace and that peace is accepted, that power is not considered to have broken
alliance.

B.4 Especially, this does not give a CB to its former allies.
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C Mandatory peaces and global peaces Note that if a global peace is signed, no separate peace may be signed
first. Thus, mandatory peace proposals only happen if the global peace is not signed.

D Mandatory peaces with minors

D.1 Ifall provinces of a minor are controlled by enemies (not necessarily the same alliance), then the minor automatically
signs a mandatory unconditional surrender (peace of level 5) with all its enemies together. That is, this is one global
peace and not one surrender against each enemy.

D.2 ltis not possible to refuse that peace. In case of disagreement between the winners, they are considered allied for
the resolution of the peace only.

D.3 If the minor was at war allied to a major, it immediately goes to Neutral before resolving the peace (the minor
consider that its patron should have protected it).

D.4 If an alliance of minors is at war with no major ally, it automatically accepts an unconditional surrender (peace of
level 5) in its favour if any enemy proposes it. See §G (Automatic peaces) of Section XII.3.6 (Peace with Minor powers)
for more on this.

XIl.3.1.3 Other specific cases

A Tri-partite wars

A.1 Ifthree (or more) alliances are at war against one another, each peace signed is only signed between two alliances.
The others stay at war.

A.2 ltis of course possible that all alliances at war decide to sign peace at the same moment.

B Events and peaces Many events create wars with specific conditions with regard to peace, including:
B.1 Specific way to end a war, that is, specific conditions enforcing mandatory peaces.

B.2 Specific peace conditions that may be taken, in addition to the regular ones.

B.3 Specific peace proposal that will automatically be accepted by some minor countries.

C Disagreements

C.1 Ifmembers of an alliance do not agree toward signing a peace, all decisions concerning the proposal and acceptation
of the peace are taken by the country whose monarch has the higher DIP (resolve ties at random) among those (of that
alliance) involved in the proposal (that is, you have nothing to say about a separate peace made by your ally, except
threatening it of later reprisals, but threats have no in-game effect).

C.2 Note that effectively, the monarch with higher DIP takes all the decisions alone and is in no way forced to listen to
his allies (however, do not complain that nobody wants you as an ally if you keep ignoring them).

C.3 Only countries that are fully at war are considered. That is, countries in limited or foreign intervention may not
impose their will to their allies and have a purely consultative say in the peace discussion.

Example: Disagreements.— FRA and HIS are at war against HOL and ANG. FRA and HOL both have higher DIP than their
ally.

situation in the ROTW will become better), HOL may impose its decision to ANG and sign the peace. HOL may also,
obviously, decide to sign a separate peace.
+ If HOL proposes a separate peace that FRA wants to accept but HIS would like to refuse, FRA may impose its decision.
« If ANG wants to sign a separate peace, HOL has nothing to say about it and may not force it to stay at war.

D Timing for the insanes Separate peaces between two alliances are considered simultaneous. Especially, a power
signing a separate peace with an enemy alliance is still allowed to discuss any separate peace proposal from this
alliance. Peace agreement may be global (as in “I sign this separate peace only is this one is only signed”). Remember
that in case of disagreement, the countries stay at war and that's all.
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D.1 Precise peace timing:
. Global peace proposals and discussions between majors. All proposals and agreement are simultaneous and it is
not possible to wait for a peace before signing another.
P. Separate peace proposals and discussions between majors, including mandatory separate peaces. All proposals
and agreements are simultaneous.
B. Peace with minors, including separate peaces with minor allies. All proposals are simultaneous before any die is
rolled.

Example: Disagreements (continued).—

+ If both HOL and HIS want to sign a separate peace with their enemies, that FRA and HIS are ready to accept the Dutch
peace but ANG would like to stay at war against HIS, then HOL is still part of the peace discussion and may force ANG to
accept the Spanish peace at the same time that it itself sign peace with FRA.

* In the same situation, HIS may decide that its separate peace is valid if and only if the Dutch peace is accepted. Typically if
ANG and HOL try to buy HIS out of the war by offering it an advantageous peace, HIS may link it to the peace with HOL in
order to avoid leaving FRA alone against two enemies.

E Cultural agreement

E.1 Peace agreements may include promises for future actions or agreements on future Diplomatic phases.

E.2 Itis, however, not possible to immediately sign any agreement (loan, dynastic alliance, military alliance, . . . ) Hence,
it is always possible to “forget” about these between the signature of the peace and the next Diplomatic phase. Again,
do not complain that nobody loves you if you keep forgetting your agreements (Europa Universalis is a long term game
and treason is often a bad strategy).

E.3 Such promises do not have to be publicly announced and may be kept secret between players (even from allies).
Thus, they are often jokingly referred as “cultural agreements” as they have no in-game effect (only a promise between
players). Players sometimes get out of a secret discussion announcing they are signing peace with “transfer of one
province and some cultural agreements”. . .

Playing tip: Peace discussions Peace discussions may last for a long time, especially for big wars including many
countries. It is advised to try and minimise the time involved for peace discussions and keep the negotiations for
the Diplomatic phase. However, evaluation of the new situation is required and some complex transactions are not
uncommon (nor unrealistic given what historically happened during the time frame of the game). Discussions should
be kept focused on the current peace and not diverge toward long term agreements (these are best suited for the
Diplomatic phase).

Players may isolate themselves from other players in order to discuss peaces. Either allies wanting to prepare a
common proposal or enemies wanting to discuss secret clauses without third party players interfering in the discussion.
Private discussions do not need to include all members of a given alliance. . . As a rule of thumb, peace discussions
between enemies is faster if there are no other players listening and commenting the proposals, trying to influence
it. However, do not hesitate to ask advice from other players to check if some proposal is as balanced as it seems.
Especially, inexperimented players may have hard time to grasp all the consequences of some agreements and may
want to consult an experimented neutral player. . .

XlII.3.2 Interventions

A Countries in limited or foreign intervention in a war that goes on may choose to either continue the intervention or
withdraw.

A.1 The choice is made for each intervention separately (each country in decreasing order of initiative indicates for
each intervention whether it stays or withdraws).

A.2 The choice is made by the country doing the intervention. The initiative taken into account forthe order being the

one of the country (not the one of the alliance).
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B Continuing a limited intervention will cost some Stability. Continuing a foreign intervention costs nothing but prevent
reinforcing the stack. See Section XII.4 (Stability adjustment).

B.1 Withdrawing requires evacuation of the intervening units as per §D (Peace Evacuation) of Section XII.3.7 (General
Consequences of the Peace).

XiI.3.3 Peace differential

A The Peace Differential is an abstract way of determining the winner of any war between majors. It is mostly based
on the Stability of the countries involved, representing the people support for the war, slightly modified by the military
situation.

A.1 In case of separate peace, the Peace Differential is computed only between the countries involved in the proposal.
A.2 Peace Differential strongly constrains the possibility of peace.

B The basic Peace Differential is the difference between the Stability of the enemies.

B.1 In case of alliance, take the average Stability of all members of the alliance. Do not round numbers at this point.
B.2 Note that the basic PD is symmetrical, that is if an alliance has a basic PD of +1.5 versus another alliance, then the
second alliance has a basic PD of -1.5 versus the first.

C The modified Peace Differential is obtained from the basic PD by checking the military situation.
C.1 The alliance that controls more enemies provinces adds (and the other subtracts) to its basic PD:
+1 if it controls 2 or 3 more provinces.
+2 if it controls 4 or 5 more provinces.
+3 if it controls at least 6 more provinces.
C.2 Count capitals as 2 provinces.
C.3 Do count provinces of minor allies (or provinces controlled by minor allies) together with those of its diplomatic
patron.
C.4 Count COL and TP as ¥z province. Exception: COL of level 6 are considered as European provinces and count as
a full province.

Example: Modified Peace Differential.— RUS is at war against allied TUR and SUE. The Stability are 1 for RUS, 0 for SUE
and 1 for TUR. Thus, the basic PD is 0.5 (1 - (1+0)/2) in favour of RUS.

RUS occupy Swedish Ingermanland and Karelen but TUR occupy both Astragan and Terek (annexed by RUS a long time
ago). Both side thus controls as many enemy provinces and the PD is not modified.

Example: PD and separate peaces.— In the same situation, if RUS wants to sign a separate peace with SUE, then its basic
PD is 1 (1-0, the Stability of TUR does not count). Since this peace is only with SUE, provinces controlled by TUR are not taken
into account. RUS controls 2 more provinces than SUE, and the PD in its favour is increased by 1 to 2.

On the other hand, if RUS wants to sign a separate peace with TUR, the basic PD is 0 (they both have 1 Stability) modified to
-1 as TUR controls two more provinces.

Example: PD and minors.— If CRIMEA was at war allied to TUR and RUS controls Crimée, this province has to be taken into
account for modified peace differential in any peace that include TUR. Since it is a capital, it counts as 2 provinces. Thus, the
modified PD of RUS against the alliance is now +1.5, and against TUR (in case of separate peace), 0.

D Military situation in overseas war
D.1 During overseas wars, count occupied COL and TP as one province each.

D.2 Privateer effect In addition, each TF ® which was reduced to current level 0 or 1 counts as 1 province (2 in the
country own CTZ).
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D.3 Do count all CTZ/STZ where TF have been reduced without remembering who caused the losses.

Design note: Privateer effect is triggered even if the losses were caused by PIRATZ or a third party P (typically,
one of Barbaresque countries (XV.13.1.3)), which may seem illogical. However, P are only a partial and abstract
representation of the actual privateer activity. It is assumed that the real activity is more widespread, including in
zones where no counter was send. Moreover, the target country probably doesn’t know for sure who attacked each
of its merchants. Or doesn't make a real difference between pirates and enemy privateers. . .

Example: Privateer effect— FRA and ANG are entangled in a commercial war. A TF of ANG of level 6 in CTZ ANGLIA
was reduced to current level 0 due to attacks by Bart. Another TF of level 4 in STZ Amérique was reduced to level 1 due to
combined attack of a PIRATZ P and a French P. A third TF of level 5 was reduced to level 1 in STZ Golfe du Lion. Meanwhile,
ANG manages to take a COL of level 4 of FRA in QUEBEC as well as a TP in INDIA. This counts as 4 provinces occupied by
FRA and 2 by ANG, thus a +1 to PD in favour of FRA.

E The net Peace Differential is obtained by rounding the modified PD to the nearest integer. In case of halves, round
down in disfavour of the winning side (that is, round toward 0). Then cap to +5 (and -5) if needed.
E.1 Note that fractions in the PD may only come from the Stability difference. However, the military situation may
change the winner, thus the direction of the final rounding.
E.2 The net peace differential is also symmetrical. Thus, it is always sufficient to compute the PD from the point of view
of one of the alliances.
Example: Rounding PD.— SUE, POL and TUR are at war against RUS. The Stability of RUS and SUE is 1, while the Stability
of POL and TUR is 0. No side controls enemy provinces. Thus, the basic (and the modified) PD is 1 - (1+0+0)/3 = /2 in favour
of RUS, rounded to +1 in favour of RUS.
SUE and TUR are at war against RUS. The Stability of RUS is 0, the Stability of TUR is 1 and the Stability of SUE is 2. Thus, the
basic PD is +1.5 in favour of the alliance (or -1.5 in “favour” of RUS). If the military situation does not modify this, it is rounded
to +1 in favour of the alliance.
SUE and TUR are at war against RUS. The Stability of RUS and TUR are 1 while the Stability of SUE is 0. Thus, the basic PD
is +0.5 in favour of RUS. However, the alliance controls four Russian provinces while RUS controls no enemy province. Thus,
the PD is modified by 2 in favour of the alliance, for a result of +1.5, rounded down to +1 in favour of the alliance. Note that
if rounding had occured before modification, the PD would have been rounded to 0 and then modified to +2 in favour of the
alliance. Hence, it is important not to round at the wrong time.

Xil.3.4 The Peace levels

The peace level represents in an abstract way the amount of “winning” the winner has. It varies between 0 (white
peace) and 5 (unconditional surrender). The peace level is strongly constrained by the Peace Differential. In tum, the
peace level indicate how many conditions the loser has to give to the winner.

Xil.3.4.1

A Peaces that are permitted

A.1In any case, a Conditional Peace of level equal to the PD in favour of the dominant alliance is allowed.

A.2 If the Peace Differential is at most +2 in favour of one alliance, a Negotiated Peace of level 0 (White Peace) or 1
is permitted in favour of any alliance (even the one with the lowest modified PD, that is, the apparent loser).

A.3 Exception: if a power if forced to proposed a Mandatory peace (as in Section XII.3.1.2 (Mandatory peaces)), it must
propose a Conditional Peace and may not propose a Negotiated one.

A.4 If at least one Major member of an alliance has its capital (or both if it has two) and at least half of its other national
provinces controlled by enemies (not necessarily allied), then a Conditional Peace of level 5 is allowed against that
alliance.

Peace levels and conditions
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B Peace conditions The level of the peace determine both the number of conditions that the losing alliance must give
to the winning one and some details on these conditions, as described below.

B.1 Only countries that are fully at war may give or take peace conditions. That is, countries in limited or foreign
intervention do not risk to lose anything at peace time, but they may not either have any gain. Obviously, there may be
some promises to be fulfilled at a later Diplomatic phase, but as always promises are not binding.

B.2 There are 4 types of conditions that may be given at peace:

Territorial concessions: The losing alliance gives ownership of one province to the winning alliance.

See Section XI1.3.5 (Transfers of Provinces by Peaces) to know which province may be annexed by who. The

province may belong to any member of the loosing alliance (including minor allies). The province can be given to

any member of the winning alliance (including minor allies). The choice of the province is made either by the losing
or winning alliance, depending on the level of the peace.

Indemnities: The losing alliance must give some money to the winning alliance. The money must come from the RT
of one or more majors of the loosing alliance (minor allies may not pay the indemnities) and can be given to one or
more members of the winning alliance (minor allies may receive the indemnities). The amount is written in
line A30 of ERS of the concerned countries (negative for the losers, positive for the winners). If the losing alliance
is composed solely of minor countries, they may pay indemnities.

The losing alliance always choose who pay, while the winning alliance always choose who gets the money.

Diplomatic concessions: Either of the choice below. The precise choice is only decided when implementing the
condition and is always made by the winning alliance. The minor involved must not necessarily be part of the war
to be chosen (drastic changes of alliances and distant weddings were not uncommon). The minor involved may
however not be at war elsewhere (it may be part of the just finishing war).

+ (Europe) The loosing alliance must give diplomatic control of one of its European minor allies to the winning
alliance. If the loosing alliance is solely composed of minors, then the winning alliance may gain diplomatic
control of one of them.

+ (ROTW) One ROTW minor breaks its diplomatic status with some member of the losing alliance and may
increase its status with some member of the winning alliance.

Special conditions: Events and other specific rules sometimes create specific concessions that may (or must) be
used as peace conditions for some wars. Sometimes, a minimum level of the peace is required in order to ask for
this concession. Sometimes, a concession is automatically added to other peace conditions as soon as the peace
reaches a certain level.

C Terms of the peace When a peace is agreed between majors, the terms must specify both the level of the peace
and the nature of the conditions. For example, two countries may sign “a peace of level 3 with one territorial concession
first and then one diplomatic concession”.

C.1 Once the peace is agreed, players may choose the precise conditions (which province to annex, who is going to
pay the indemnities, . . . )

C.2 The order of the concessions is important only in case of disagreement between players.

D Deciding details In each alliance, the country whose monarch has the higher DIP has all power to decide which
peace to sign.

D.1 However, for the precise choice of the conditions, the choice is made in decreasing order of DIP in each alliance.
That is, the monarch with higher DIP chooses the first condition, the second one chooses the second, and so one
(looping back to the monarch with higher DIP if needed).

D.2 Not that choices are made sometime by the losing alliance and sometime by the winning one. The choice order is
followed by each alliance separately.

D.3 For Territorial concessions only, the alliance who choose depends on the level of the peace and the number of
territorial concessions (only). That is, if the only territorial concession is the second condition of the peace, it is still the
first territorial concession.
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Example: Disagreement— HIS and HOL are losing a war against FRA, allied to PORTUGALLIA. HOL has higher DIP than HIS.
The peace differential is 4, so the only peace that may be signed is of level 4, hence three conditions. After some discussions,
FRA and HOL agree on indemnities as first conditions and then two territorial concessions after that. Note that having lower
DIP, HIS may take part in the discussion but in the end, the decision is made by HOL, however, if HOL wanted to stay at war,
HIS could have signed a separate peace.

Since HOL has the higher DIP, it chooses how to implement the losing side of the first condition and decides that HIS is going
to pay all the indemnities (they could have been split in any way between the losers). Being the only Major, FRA chooses
who receive the money. Even if it could have given some to PORTUGALLIA, it prefers to keep all of it. . . (note that as part of
the discussion, it could have been agreed that this money goes to PORTUGALLIA (and is lost) but this would have been only a
verbal non binding agreement and in the end FRA decides who gets the money). Even if the first territorial concession is the
second condition, it is the first territorial one, hence chosen by the winning alliance (for a peace of level 4). FRA chooses to
annex a Spanish province. Lastly, the second territorial concession is implemented. It is chosen by the losing alliance. Since
HOL already has its turn in choosing a condition (for the indemnities) and HIS did not has its, HIS chooses and decides to give
a Dutch COL to PORTUGALLIA.

Playing tip: Note that letting an unwilling ally support all the weight of the peace is probably not a good long term
strategy if you still need allies for future wars. Usually, the precise implementation of the peace conditions is agreed
upon between players before signing the peace. The precise order of choice is rarely needed (but sometimes when
two countries fight over a single province, the difference between a level 1 and level 2 peace can be pretty big).

A lot of rules are written to handle disagreements because we need how to resolve the situation for the rare cases
where players really have divergent opinions. In most cases, the players go out of the negotiation room already
knowing all the details of the peace, and the high DIP country discuss with its allies rather than imposing a peace.
Especially, Europa Universalis is a (very) long term game. Backstabbing people during peace negotiation is probably
not a good long term strategy. You may do it sometime when you really have a huge gain or a big opposing goal with
someone, but be careful.

E Disagreement Any power in the winning alliance who is currently controlling at least one province of the losing
alliance and does not receive a full peace condition may denounce the peace (receiving some money but less than the
value of indemnities for the peace level is the same as receiving nothing from this point of view: it is not a full peace
condition).

E.1 In this case, all the majors of the winning alliance that received at least one full peace condition immediately break
their alliance with all the powers denouncing the peace.

E.2 As usual, powers breaking alliance lose 2 Stability and give a CB to their former allies.

E.3 Powers breaking alliance that way stay allied together. Powers denouncing the peace stay allied together.

E.4 Powers that neither denounce the peace nor received a full peace condition must immediately chose either to
denounce the peace or to accept it.

E.5 If they accept the peace, they are breaking their alliance with the power denouncing it (and stay allied with the
others), at usual cost.

E.6 If they denounce the peace, they stay allied with the other powers denouncing it.

E.7 Note that the powers breaking the alliance are the ones that did receive something (or stick with them), not the ones
that choose to denounce the peace. That is, the powers denouncing the peace have been wronged and ask their former
allies for compensations, and it is the refusal of giving such compensations (unrepresented in game) which causes the
breaking of the alliance.

E.8 Note also that denouncing the peace does not automatically create a war between the former allies. It only breaks
the alliance and give a CB to some of them.

Xll.3.4.2 Description of peace levels
A Peace of level 0 (White peace) No conditions are given or taken.
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B Peace of level 1 The winning alliance receives one peace condition.
B.1 Territorial concession The province is selected by the losing alliance.
B.2 Indemnities The losing alliance gives 50 I of war indemnities to the winning alliance.

B.3 European Diplomatic concession One European country, neither in VA nor AN, is removed from one loser's
Diplomatic Track and placed back into the Neutral box. If the losing alliance is composed solely of MIN powers, the
winning alliance may gain one of them in RM status.

B.4 ROTW Diplomatic concession One ROTW country breaks FR status with one member of the losing alliance. If
the losing alliance is composed solely of MIN, then one of them is forced to sign a FR with one member of the winning
alliance.

C Peace of level 2 The winning alliance receives one peace condition.
C.1 Territorial concession The province is selected by the winning alliance.
C.2 Indemnities The losing alliance gives 75 I of war indemnities to the winning alliance.

C.3 European Diplomatic concession One country (any status, excepted if blocked by other rules of events) is removed
from one loser’s Diplomatic Track and placed back into the Neutral box. If the losing alliance is composed solely of MIN
powers, the winning alliance may gain one of them in RM status.

C.4 ROTW Diplomatic concession One ROTW country decreases one level (from AT to FR or from FR to neutral) with
one member of the losing alliance. If the losing alliance is composed solely of MIN, then one of them is forced to sign a
FR with one member of the winning alliance.

D Peace of level 3 The winning alliance receives two peace conditions.

D.1 Territorial concession The first territorial concession is chosen by the winning alliance, the second (if there are
two) is chosen by the losing alliance.

D.2 Indemnities The losing alliance gives 75 I of war indemnities to the winning alliance.

D.3 European Diplomatic concession One country (any status, excepted if blocked by other rules of events) is removed
from one loser's Diplomatic Track and placed back into the Neutral box, or in RM status of one winner. If the losing
alliance is composed solely of MIN powers, the winning alliance may gain one of them in RM status for one peace
condition or in MA for two peace conditions.

D.4 ROTW Diplomatic concession One ROTW country either breaks AT with one member of the losing alliance or
both breaks FR with one member of the losing alliance and signs FR with one member of the winning alliance. If the
losing alliance is composed solely of MIN, then one of them is forced to sign a FR with one member of the winning
alliance, or a AT for two conditions.

E Peace of level 4 The winning alliance receives three peace conditions.

E.1 Territorial concession The first and third territorial concessions are chosen by the winning alliance. The second
one is chosen by the losing alliance.

E.2 Indemnities The losing alliance gives 100 [ of war indemnities to the winning alliance.

E.3 European Diplomatic concession One country (any status, excepted if blocked by other rules of events) is removed
from one loser's Diplomatic Track and placed back into the Neutral box, or in RM status of one winner. If the losing
alliance is composed solely of MIN powers, the winning alliance may gain one of them in RM status for one peace
condition or in MA for two peace, or in either EW or VA (if this status is possible) for three peace conditions.

E.4 ROTW Diplomatic concession One ROTW country breaks any status (FR or AT) with one member of the losing
alliance and signs FR with one member of the winning alliance. If the losing alliance is composed solely of MIN, then
one of them is forced to sign a FR with one member of the winning alliance, or a AT for two conditions.
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F Peace of level 5 (Unconditional Peace) The winning alliance receives three peace conditions.
F.1 Territorial concession All provinces are chosen by the winning alliance.
F.2 Indemnities The losing alliance gives 150 ) of war indemnities to the winning alliance.

F.3 European Diplomatic concession One country (any status, excepted if blocked by other rules of events) is removed
from one loser's Diplomatic Track and placed back into the Neutral box, or in RM status of one winner. If the losing
alliance is composed solely of MIN powers, the winning alliance may gain one of them in RM status for one peace
condition or in MA for two peace, or in either EW or VA or AN (if these status are possible) for three peace conditions.

F.4 ROTW Diplomatic concession One ROTW country breaks status with one member of the losing alliance and signs
FR with one member of the winning alliance. If the losing alliance is composed solely of MIN, then one of them is forced
to sign a FR with one member of the winning alliance, or an AT for two conditions.

G Indemnities Note that the amount given for indemnities is the amount per condition. That is, if a peace of level 5 is
signed with three indemnities as the three conditions, the total amount is 3 x 150 = 450 [j!

XI1.3.5 Transfers of Provinces by Peaces

A If a peace includes territorial concessions, some provinces owned by the loosing alliance (including minors) immedi-
ately change ownership and now belong to one member of the winning alliance (possibly a minor).

A.1 Not all powers may annex all provinces. If there is not enough provinces to annex in order to fulfil all the territorial
concessions, the peace may not be signed under these terms. That is, some other conditions must be chosen rather
than territorial ones.

B Choice of Provinces The provinces that may (or may not) be annexed are:

B.1 Capitals may never be annexed unless explicitly specified elsewhere.

B.2 Any power may annex provinces it controls at the time of the peace.

B.3 Any power may annex any of its national provinces, whoever controls it (even if still controlled by the enemy
alliance).

B.4 Any power may annex any province it previously owned during the game, whoever controls it (even if still controlled
by the enemy alliance).

B.5 Any power may annex any province with its blurred shield in it, whoever controls it (even if still controlled by the
enemy alliance).

B.6 Any power may annex a TP or COL (including of level 6) if it was controlled during some point of the war by any
member of its alliance.

B.7 Any power may annex a TP or COL (including of level 6) if it owned an establishment in the same Area at some
point during the game.

B.8 Exception: if a province, TP or COL is currently controlled by a third party power (not member of any of the alliances
signing peace), it may only be annexed if the controlling power agrees. In that case, the controlling power must evacuate
the province as per §D (Peace Evacuation) of Section XII.3.7 (General Consequences of the Peace).

C Priority If any national province of the winning alliance is currently owned by any member of the losing alliance and
controlled by a member of the winning alliance, it must be chosen as territorial concession (if the peace includes some
territorial concession).

C.1 If several exists, the choice is made by the power choosing how to implement the condition (§D (Deciding details)
of Section XII.3.4.1 (Peace levels and conditions)).

C.2 Note that this priority does not prevent any other peace condition (indemnities, diplomatic concessions, . . . ) to be
obtained at peace instead of territorial concessions.
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C.3 Note that provinces with blurred shield are (usually) not national provinces and thus don’t have priority.

Example: Allowed peace conditions.— SUE and RUS are at war. SUE owns Ingermanland (a Russian national province)

from a previous war. They decide to sign a peace of level 1 favouring RUS.

+ If RUS controls both Ingermanland and Karelen, and the belligerent agree on a territorial concession, then SUE must
choose to give Ingermanland as occupied national provinces have priority.

+ Whether RUS controls Ingermanland or not, they may agree on Indemnities or a Diplomatic concession as the sole peace
condition. The national province does not prevent other conditions but simply constrains territorial concessions.

* If RUS controls Karelen but not Ingermanland and they agree on a territorial concession, SUE can choose to give either
Ingermanland or Karelen to RUS. Non occupied national provinces are eligible as territorial concessions but have no
priority.

+ If RUS does not control Karelen, then it cannot annex it at peace (whatever the level of the peace). Non-national provinces
must be occupied to be annexed.

D Transfer of Colony or Trading Post

D.1 One territorial concession (whatever the level of the peace) allows to annex two COL or TP if (i) both are controlled
by the winning alliance at the end of the war and (ii) none of them is a COL of level 6.

D.2 COL of level 6 or establishments that are not controlled at the end of the war are annexed for a full condition each.
D.3 The two establishments may be annexed by different winners and from different losers.

D.4 The power choosing how to implement the peace condition does chose both establishments and their new owners.

E Overseas Wars A peace treaty ending an Overseas War may not involved change of ownership of any province on
the European map, Islas Canarias or Cabo Verde.
E.1 Note that COL of level 6 may still be annexed and that the “two for one” rule above still applies.

F Transfer of provinces of minor countries

F.1 Minors signing peace at the same time as their Diplomatic patron are involved in the peace as any power and may
thus cede or annex provinces.

F.2 For this purpose, provinces with a non-blurred shield, as well as provinces formerly owned by the minor, count as
“national provinces” of the minor (especially for the priority of annexation rule).

F.3 Additionally, provinces of BALKANS are considered as national provinces of VENETIA.

F.4 Provinces gained or lost by minors count as if gained or lost by their Diplomatic patrons for VPs.

F.5 If the losing alliance chooses to give a province of a minor when it may have chosen a province of a major from the
European map, this minor goes to Neutral after the peace is signed.

Design note: The last case only occurs when the minor thinks that its patron “sold” its territory. Especially, it is not
triggered if the annexed province is chosen by the winners (then the loosing alliance could not have done it better),
nor if the priority of annexation forces the loser to give a province of the minor (e.g. the winner do not occupy other
provinces, or the minor owns a national province of a winner, . . .)

XIl.3.6 Peace with Minor powers
A Peaces with minor powers are handled by a die roll.

B Global peace An alliance at war against an alliance composed solely of minors (often a single major against a single
minor) may propose peace to the whole alliance of minors.
B.1 As usual, minors allied to majors in the proposing alliance are included in the peace treaty.

C Separate peace An alliance at war may propose a separate peace to some minors allied to an opposing alliance.
C.1 Check §D (Proposing separate peace with minor) of Section XI1.3.1.1 (Regular cases) to see at which conditions
an alliance may propose a separate peace to minor enemies (1 per alliance per turn + specific situations).
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C.2 Note that this include proposing separate peace to members of an alliance composed solely of minors.
C.3 Contrary to separate peace with majors, each separate peace with minor is signed with a single minor. However,
a war may not end the same turn one or more separate peace with minors involved in it is attempted.

Example: Separate and global peace.— At turn 7, FRA is at war against HIS and SABAUDIA. FRA is crushing SABAUDIA but
is loosing on the Spanish side of the war. Thus, the global peace differential would only allow a white peace. However, FRA
would like to sign a favourable separate peace with SABAUDIA in order to annex Bresse, even if this forces an unfavourable
peace with HIS.

If FRA attempts to sign a separate peace with SABAUDIA at turn 7, it may not, at the same turn, sign a global peace with HIS
(whatever the result of the attempted peace with SABAUDIA). FRA may (attempt to) sign a peace with SABAUDIA at turn 7, stay
at war and sign a global peace with HIS (and SABAUDIA if the separate peace failed) at turn 8. Obviously, there is a risk in doing
so that HIS overruns FRA during this extra turn of war. . .

D Disagreement As usual in case of disagreement inside an alliance, any decision on which peace to (try to) sign is
made by the country whose monarch has the higher DIP.

E Method

E.1 The alliance proposing peace choose the level of the peace, between -5 (unconditional peace favouring the
proposing alliance) and +5 (unconditional peace favouring the target alliance) (that is, the level of the peace is seen
from the minor’s perspective) as well as the nature of the conditions.

E.2 Unless this is a special case of automatic peace (see §G (Automatic peaces) of this Section), the proposing alliance
rolls a die, modified as in §F (Peace modifiers) of this Section.

E.3 Ifthe result is 6 or more, the peace is signed.

E.4 If the result is less than 6, the peace is not signed and the countries stay at war.

E.5 Note that Stability of the majors is not taken into account. The military situation, however, plays a huge role in the
DRM.

F Peace modifiers The DRMs to the peace roll are all cumulative.

F.1 Nature of the Peace These modifiers take into account the level of the peace as well as the nature of the conditions
given or taken.

=+ 3 per level of the peace (positive if the target alliance wins the war, negative if the proposing alliance wins);

+? per peace condition given to the target alliance (depending on the nature of the condition);

- ? per peace condition taken from the target alliance (depending on the nature of the condition).
F.2 The modifiers for the nature of the conditions are:

+1 per territorial condition,;

-1 per indemnities;

0 per diplomatic condition;

=+ ? per specific condition (0 if not specified).
See example below for details on these modifiers.
F.3 Nationality Modifier is applied when signing peace with specific minors. In case of peace with an alliance of minors,
apply the sum of the nationality modifiers of all the minors in the alliance.

-4 peace with either PERSIA, AEGYPTUS, SYRIA, CHINA or |APONIA;

-3 peace with either UNITED STATES, MOGOLIS IMP., VENETIA, POLONIA, HABSBURGUM or, after event IV-11 (The Great

Elector Friedrich-Wilhelm of Prussia), BRANDENBURGUM;
-2 peace with PORTUGALLIA or DANIA.

F.4 Modifiers for military Situation
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+2 per province, TP®, COL or city in the ROTW owned by the target alliance and controlled by the proposing
alliance;

-2 per province, TP@, COL or city in the ROTW owned by the proposing alliance and controlled by the target alliance;

+1.5 per TPO owned by the target alliance and controlled by the proposing alliance;

-1.5 per TPO owned by the proposing alliance and controlled by the target alliance;

+2 per capital province of the target alliance that was conquered at any point of the war (even if liberated since);

-2 per capital province of the proposing alliance that was conquered at any point of the war (even if liberated since);

-2 If at least one member of the target alliance is heretic toward at least one member of the proposing alliance
(Catholic vs. Protestant, before the end of the Religious Dissension).

F.5 Modifiers for military action These modifiers are only valid the turn they happen and are reseted at each turn.

+2 per major battle won by the proposing alliance;

-2 per major battle won by the target alliance;

+1 per battle won by the proposing alliance;

-1 per battle won by the target alliance;

+1 per military leader of the target alliance (including Monarchs) killed or captured;

+2 per Monarch of the target alliance captured and whose Ransom is used for Peace modifier;
-1 per military leader of the proposing alliance killed or captured;

+1 per siege won by the proposing alliance (+2 if this is a capital);

-1 per siege won by the target alliance (-2 if this is a capital).

F.6 Separate peace

-2 ifitis an attempt to negotiate a separate peace;
=+7? the peace differential of the proposing alliance versus the alliance of the minor (maximum, -3/+3).

G Automatic peaces

G.1 If all provinces of a minor are controlled by enemies it automatically signs a mandatory unconditional surrender
with all its enemies together. See §D (Mandatory peaces with minors) of Section XII.3.1.2 (Mandatory peaces)

G.2 If an alliance of minors is at war with no major ally, it automatically accepts an unconditional surrender (peace of
level 5) in its favour if any enemy proposes it. In this case (only), the controllers of the minors select the nature of the
conditions and must choose territorial or specific conditions if possible (and indemnities last), resolving disagreement
as if they were allied. Note that it is still possible to attempt a regular peace of level +5 (favouring the minor) and rolling
die.

G.3 Minor countries always accept to sign a global White Peace in Overseas War. Note that the major may choose not
to propose the peace and stay at war, or roll to try and get a winning peace.

H Consequences of Peace

H.1 The conditions of Peace are the same as for a Peace between Major powers.

H.2 A Minor country will at most pay indemnities up to 4 times its income (total), immediately before the conclusion
of the Peace (before changing ownership of provinces) but disregarding enemy control, Revolt or Pillage. Any other
indemnities are void but are still a valid peace condition.

H.3 The controller of the minor makes all decisions concerning peace if needed (normally, only the choice of annexed
provinces, depending on the level of the peace and the number of territorial concessions). If the controller has to choose
which provinces to annex, he must choose provinces adjacent to the minor’s territory if possible.

H.4 A minor country nevers takes Diplomatic concessions, only provinces, indemnities and special conditions. It may,
however, give Diplomatic concessions.

Peaces— military — 2016-07-13 [R]263

Design note: Fair play When making decision on behalf of a minor, players should always take the minor’s interest
into account. Neutral minors do have a controller only as a game artefact because it's impossible to play them
otherwise. However, the controller should not take advantage of this to poorly play the minor, and especially not as
an asset to be negotiated (i.e. “I choose to have the minor annex a province you don't need for your victory objectives
if you give me 50 [).” is definitely not the way this game is intended to be played. . . )

As much as possible, we tried to have neutral minors controlled by powers who should have interest in letting the
minor do well (or at least no interest in having it do poorly). But this is not always the case due to circumstances.
Don't abuse your position as controller of a minor’s country. Play it for the best interest of the minor, not yours. Don't
hesitate to ask advice to other players on the decisions the minor should make if you have doubts.

Minors who have a Diplomatic patron are another matter. They are basically part of one country’s empire and more
or less obey the orders. . .

| Multiple and Separate Peace If one or more major sign a separate peace with a minor country (and stay at war
against the controlling country); this minor may not be again involved in a war against these majors next tum (unless
by an event).

Example: Nature of the peace.— Proposing to a minor a peace of level -1 (the minor loses) with territorial concessions (i.e.
annexing one province of the minor), creates a modifier of 3 x (-1) (level of the peace) - (+1) (territorial concession) = -4. With
indemnities, the modifier would be -3 - (-1) = -2. Minors are more eager to sign peace giving money than territory (one needs
to roll high to obtain peace).

Proposing a peace of level +3 (the minor wins) with two indemnities (for a total of 150 ) creates a modifier of 3 x (+3) (level of,
the peace) + (-1) + (-1) (two indemnities) = +7. With two territorial concessions, the modifier would be +9 + (+1) + (+1) = +11.
It's easier to sign peace if you give territory than money.
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Example: Military situation.— In 1563 (turn 15), event Ill-4 (1) (Northern Seven Years War) erupts and DANIA attacks SUE.
During turn 15, SUE wins two naval battles (Bornholm and second Oland) but loses one (first Oland) where its admiral is
captured (in game, killed) and loses one land battle (Mared), while trying to invade Skane. Meanwhile, the Swedish Northern
army manages to take control of Trendelag. Thus, the situation modifier is +2 (one province of the minor is occupied) while the
action modifier is +2 (two battles won by SUE) -2 (two battles won by DANIA) -1 (one Swedish leader killed) +1 (one successful
siege) = 0. Since there is a -2 nationality modifier for DANIA and an additional -2 due to the Danish claim on the Swedish crown
(Section XV.7.2.1 (Relations with Dania)), the global modifier is -4. Not wanting to sign a white or losing peace, SUE decides
to stay at war.

During turn 16, SUE wins three naval battles (Riigen, Bukow and Bornholm), killing the Danish admiral once and on land both

win once (the Danes at Axtorna, the Swedes at Brobacka). Trendelag stays in Swedish hands and no other siege succeed but

the Danish general Rantzau is nonetheless killed in an unsuccessful assault (at Varberg). Thus, the situation modifier is still +2.

The action modifier, however, is now +4 (four Swedish victories) -1 (one Danish victory) +2 (two Danish leaders killed) = +5.

Note that the actions of turn 15 are now forgotten and only what happened recently is taken into account. With the nationality

modifier and the special modifier, this results in a +1 favouring SUE.

Being also involved in the Livonian war, SUE wants to sign peace. Being in a not too bad situation (especially with Rantzau

dead), SUE wants to attempt a winning peace. Depending on the peace, the modifier will be:

* Peace of level +1 (Danish victory), giving indemnities (no province may be given as DANIA controls none): +1 (situation,
action and nationality modifiers) + 3 x (+1) (level of the peace) + (-1) (giving indeminties) = +3 and will have 80% chances of
success (3 or more).

* Peace of level 0 (back to status quo): +1+ 3 x0=+1 (60% success).

* Peace of level -1 (Swedish victory), annexing a province (either Trendelag or one of the three national provinces of SUE
owned by DANIA): +1 + 3 x (-1) (level of the peace) - (+1) (taking one territorial concession) = -3 (20% success only, and the
special modifier stays for future peaces).

* Peace of level -1, taking indemnities: +1 + 3 x(-1) - (-1) (taking indemnities) = -1 (40% success, but very little gain with only
501.)

* Peace of level -1, asking DANIA to abandon claims on the crown (special peace condition provided by Section XV.7.2.1
(Relations with Dania)): +1+ 3 x (-1) - 0 (no modifier for this condition) = -2 (30% success and future peaces will be much
easier).

* Peace of level -2, asking heavier indemnities: +1+ 3 x (-2) - (-1) = -6 (impossible). In this not really decisive situation, it is
simply impossible to ask for a peace of level 2.

SUE decides to ask DANIA to abandon its claims on the Swedish crown. Diplomats of both countries meet at Stettin where SUE

rolls 9-2=7, this is larger than 6, hence successful. DANIA agrees to sign the treaty of Stettin.

Example: Separate peace.— Atturn 7, FRA is at war against HIS and SABAUDIA. FRA controls Savoia (from a previous turn)
and Bresse (from this turn) but HIS controls Artois (annexed earlier by FRA) and Languedoc. SABAUDIA was not involved in
any battles (its last troops heroically defended Nice against a french siege). The Stability of FRA is +0 and the Stability of HIS
is +1.

The Peace Differential between the alliances, seen from the French side, is -1 (Stability differential) not modified (FRA controls
3 provinces, the capital counting as two, but HIS controls 2, so there is only 1 extra province, not enough to modify the PD).
HIS is not willing to sign an unfavourable negotiated peace (level 1 favouring FRA) and FRA also refuse the conditional peace
of level 1 (favouring HIS). However FRA wants to try and get SABAUDIA out of the war in order to free its occupation troops
and repulse the Spaniards. The situation modifier is +4 (two provinces occupied, the Spanish occupation does not count for a
peace with SABAUDIA) +2 (capital was conquered) = +6. The action modifier is +1 (one siege) and there is a separate peace
modifier of -2 (Separate peace) -1 (Peace differential versus the alliance of the minor) = -3. Thus, the global modifier is +4. FRA
is almost guaranteed to have a white peace (90% success) and may even try to annex Bresse (50% success).
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Design note: Peace differential If the minor is on the winning side of the war, it does not want to betray its allies to
get out (or only with heavy spoils), thus the PD acts negatively in the peace roll. On the other hand, if the minor is on
the loosing side of the war, it may want to try and cut its loses before being involved in a dramatic peace, thus the PD
acts positively. Always take the PD as seen from the alliance proposing peace. Always consider the PD versus the
whole alliance of the minor (not only its controller, this is not a separate peace with the controller).

Example: Max indemnities.— FRA is at war against the lone LOTHARINGIA and controls Lorraine. Since it is the only province
of the minor, it automatically accepts an unconditional surrender leaving FRA with three conditions to choose. Since its only
province is a capital, FRA may not annex it. FRA choose to take 3 indemnities. Since it is a peace of level 5, each indemnity is
worth 150 [ for a total of 450 lj). However, the income of LOTHARINGIA is only 7 ), thus the maximum indemnities it may pay is 7
x 4= 28 [ total. The 422 other i) are lost (but still represent a valid peace condition, that is FRA may sign the peace for 28 ).
Remark: in this situation, it would probably be wiser for FRA to ask for diplomatic concessions, representing in this case the
long-term French occupation of LOTHARINGIA in the 16th and 17th centuries.

XIl.3.7 General Consequences of the Peace

A Peace brings the conflict opposing the belligerent countries to an end.
A.1 Unless involved in another war, the countries are now considered at peace for all game purposes.

B Resolving peaces Peace conditions must be transferred immediately upon signing the peace.

B.1 Provinces given as territorial concession change ownership. Mark with the correct ownership counters. If there is a
fortress in the province, the new owner may immediately replace it with one of its fortress of the same or lower level or
destroy it (special European arsenals may be replaced by a fortress of the same level or an European arsenal if one is
allowed here).

B.2 COL and TP given as territorial concessions also change ownership. Replace the counter by a counter of the same
nature of the new owner. Level and exploited resources stay the same, update the corresponding record sheets. Any
fortress or arsenal may be replaced by a counter of the same nature and same or lower level of the new owner (a
fortress may also replace an arsenal, an arsenal may not replace a fortress), or destroyed.

B.3 If the new owner does not have available counters, it may immediately destroy (or reduce levels of) existing ones
as needed.

B.4 If not enough fortress, COL or TP counters are available (COL and TP limit is usually smaller than counter mix), the
owner may destroy one of its existing one. If not enough ownership counters are available, make new or use whatever
mean you wish to denote ownership.

B.5 Any minor given as diplomatic concession changes patron. Place its diplomatic counter at the right position on the
diplomatic track.

B.6 Indemnities must be payed immediately in full, even if this leads to a future bankrupt.

B.7 Other specific conditions are also implemented immediately, marking any changes as possible.

C Returning control Remove any control markers of countries signing peace that is located inside a country signing
peace with it. Control of these provinces is returned to their rightful owner.

C.1 Any fortress of a country signing peace located in a province owned by another country signing peace with it may
be immediately replaced by a counter of the same or lower level of the owner, or destroyed. Owner of the province
chooses.

C.2 Exception: Preesidios are kept. They do not change ownership and are not removed.

D Peace Evacuation Any land unit in a not-owned province must evacuate unless the owner of the unit is either at
war or intervention with (ally) or against (enemy) the owner of the province.
D.1 Evacuating units must move to owned and controlled territory.
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D.2 Evacuating units may move through any country that was part of any just ended war with (ally) or against (enemy)
them, including former enemies, regardless of the presence of any unit (even those that were not part of a just ended
war, e.g. third party units involved in another war).

D.3 Exception: they may not enter a province with an unbesieged enemy unit or fortress (from another war).
D.4 Evacuating units may not, however, move through provinces of countries that were not part of the war.
D.5 Evacuating units may move by sea, even if there is no fleet to transport them.

D.6 Evacuating units have unlimited movement capacity (i.e. they are not limited to 12MP). Evacuation is not necessarily
done toward the closest province, however, evacuating units may not move more than 12MP if they can evacuate in
12MP or less.

D.7 Evacuating units may not be intercepted.

D.8 Evacuating units roll for atfrition as usual, with a -2 to the roll, and considering all provinces as friendly. Ignore any
bad weather. Each full set of 6BMP expanded is one extra cause of attrition.

E Evacuation at sea Naval units of a country signing at least one peace may either evacuate to any owned and
controlled port or stay at sea.

E.1 If they return to port, they must roll for attrition with a bonus of 2.
E.2 However, if they stay at sea, they do not need to roll for attrition.

Design note: Control and evacuation Returning control and evacuating only happens between former belligerents
(including allies). If a country is involved in another war, it does not have to return control and evacuate from this war
(if itis still going on).

When, evacuating, you must also evacuate from your ally, except if your are still together fighting in another war.

If ending an intervention, you must also evacuate any unit that was part of the intervention.

Land unit in non-controlled provinces of countries at war are handled by Section X.7 (Redeployment of land troops).

F Evacuation and redeployment If any stack is out of supply after evacuation (this may happen because of separate
peace), it may chose to also evacuate or stay where it is.

F.1 If it evacuate, it does not get the -2 to attrition roll. In addition it is considered to have entered at least one enemy
province (the one where it starts its evacuation).

G Memento
G.1 At this point of the turn, land units should be either:
In a controlled province.
OR In a controlled Praesidiio.
OR Besieging a province where they could maintain siege.
OR In a province controlled by a member of the same alliance, together at war (or intervention).
OR Besieged in a fortress.
OR In the ROTW, in a province without any establishment.
G.2 Any other land unit must either have redeploy or evacuate [or | did overlook a tricky special case].

Example: Returning control and Evacuation.— FRA and HIS sign peace and are now fully at peace. After any change in
ownership of provinces due to the treaty, FRA must give back control of any province owned by HIS it currently controls and
reciprocally HIS must give back control of French provinces. Next, any French troop in Spanish province must evacuate to a
French province. During evacuation, it may cross any French or Spanish province and ignore the presence of any other unit
(stacking limit is still enforced at the end of evacuation). Similarly, Spanish troops must evacuate French territory.
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Example: Neutral provinces.— FRA and HOL sign peace and are now fully at peace. When evacuating Dutch provinces,
French troops may not cross Spanish provinces (typically in the Spanish Netherlands) because HIS was not part of the just
ended war.

FRA is involved in two separate wars, one with HIS and the other with HOL. Both end the same turn. Now French unit evacuating
Dutch territory may cross Spanish provinces (it would be too complicated and not that much realistic to try and track which
troops were in which war).

Example: Neutral and enemy troops.— FRA is at war against HIS and HOL (separately) and HIS is also at war against
HOL. FRA signs peace with HOL but stays at war against HIS. HIS stays at war against HOL and currently control or besiege
several Dutch provinces.

FRA must evacuate from Dutch territory as it is now at peace with HOL. FRA do not need to evacuate from Spanish territory as
it is still at war against HIS. When evacuating from Dutch territory, French troops may not cross provinces owned by HIS (they
are not part of a just ended war) nor Dutch provinces with Spanish control or siege (military presence of an ongoing enemy).
If, on the other hand, FRA signs peace with both HIS and HOL, then its troops evacuating from Dutch territory may move through
Spanish units (ignore any non-enemy unit). Even if FRA was not at war against HIS (but only against HOL), its evacuating
troops may move through Dutch province controlled by Spanish troops.

Example: Alliance.— FRA is at war against allied HIS and HOL, they sign peace and are now fully at peace. HOL must
not only evacuate from French provinces but also from Spanish ones (not-owned, not at war allied with). If the war goes on,
however, Dutch troops may stay in Spanish or French provinces. Similarly, if HOL and HIS are still involved together in another
war, Dutch troops in Spanish provinces should not be evacuated and must stay here (evacuation is not an option, if you don’t
need to evacuate, you may not evacuate).

If ANG is in limited intervention allied to HIS and HOL and stops its intervention (either because the war ends or because it
wants to do something else), then it must evacuate from the territory of FRA, HIS and HOL and must go back to England. If the
intervention continues, however, the English stack may stay on the continent.

H Pacification Unless this is a Negotiated Peace, or a Conditional white peace:

H.1 All existing CB at the time of the peace are negated for 1 tun, even permanent ones.

H.2 Additionally, each loser is forbidden to declare war without CB against any victor next turn.

H.3 For this purpose, all peaces of level 1 are considered Conditional peace if possible. Only the peaces that could not
have been signed as Conditional peace are Negotiated peaces.

Design note: This effectively prevents the losers from attacking the winners next turn, unless an new CB appears,
usually by event. The winners, however, may attack the losers but at high cost (no CB).

| Peace and Casus Belli

1.1 Any permanent CB whose cause does not exists any more is cancelled (e.g. return of the last national province,
conversion of an heretic, . . . )

1.2 Unless this is a white peace, all temporary CB from all belligerents (not only the attacker) obtained before the end
of the war are considered to have been used.

Design note: Temporary CB Most temporary CB are one time. In case of war, all of them are considered used, that
is, the war is waged over all former causes of resentment not just over the single border dispute that made it erupt.
Some temporary CB are multiple use (e.g. once per period). In this case, the war “uses” one of these.

J Peace and Stability Any major country that both
was fully at war against at least another major country or was victim of a declaration of war by a minor (either by
political event or R/D) during one of the previous turns ;

AND is now completely at peace (no intervention either) for the first time since these wars ;
immediately gains 1 Stability.
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J.1 If the country is not completely at peace now, the Stability will be gained when it will be at peace, even if the last
peace treaty should not be enough to gain it.
J.2 This gain is limited to 1 Stability per country per turn, no matter how many peaces are signed.

Example: Standard case.— At turn 46, at the end of event V-4 (The War of Spanish Succession), FRA and HIS sign peace
with ANG, HOL and AUS. AUS is still involved in a war in HUNGARIA against TUR. Since FRA, HIS, ANG and HOL are now fully
at peace they each gain 1 Stability, and only 1, no matter how many enemies they signed peace with. AUS is prevented from
gaining it by still being at war against TUR. At turn 47, AUS and TUR sign peace. They are now fully at peace and both gain 1
Stability.

Example: Peace with minors and Stability.— At turn 5, TUR attacks SYRIA, a minor. If it signs peace at the end of turn 5, it
does not gain Stability as this is a minor and TUR was the attacker.

Atturn 5, TUR attacks SYRIA. At turn 6, event II-5 (War between Persia and Turkey) happens early and PERSIA attacks TUR. At
the end of turn 6, TUR manage to sign peace with PERSIA. Since it was victim of a declaration of war by a minor, it should gain
Stability. However, it is still at war against SYRIA and may not gain it, but the fact that it got out of a “big” war is remembered. At
turn 7, TUR signs peace with SYRIA. Since it is now completely at peace, it gains 1 Stability.

Example: Separate peaces and Stability.— At turn 10, TUR is at war against allied HIS and VEN. It signs a separate peace
with VEN. Since it is a major country, it should gain 1 Stability but is prevented to do so by still being at war against HIS. VEN,
however, is now fully at peace and gain 1 Stability (thus mitigating the 2 Stability loss of breaking an alliance for separate
peace).

Atturn 8, TUR and HIS sign peace. TUR is now fully at peace and has two reasons to gain Stability: the former treaty with VEN
and the current with HIS. However, the max gain is 1 per turn, so it gains only 1 Stability. Similarly, HIS is now fully at peace
and gains 1 Stability.

Example: Peace and interventions.— At turn 28, POL is both at war against RUS and in foreign intervention in event IV-A
(Thirty Years’ War). It signs peace with RUS. Since it is a peace with a major, it should gain 1 Stability, but being in intervention
prevents this. At turn 29, POL ends its intervention. At the end of the turn, since it is now fully at peace and was previously at
war against a major, it gains 1 Stability.

Playing tip: This Stability gain may only occur when a country becomes fully at peace. So most of the time you don't
need to figure out whether you gain Stability or not. The question should only arise when becoming fully at peace.

Xll.4  Stability adjustment

Xil.4.1 Wars

A The Stability of each country that is not fully at peace (and some other cases) decreases.

B Full war

B.1 Each country fully at war (either against a major or minor) loses as many Stability as the duration of the war (in
turns).

B.2 Thus, the loss is 1 Stability on the first turn of the war, 2 on the second and so on.

B.3 The loss is limited to a maximum of 4 Stability per turn.

B.4 Note that this loss is applied after peaces have been signed, thus countries signing peace are not affected by it.

C Overseas Wars
C.1 The same loss of Stability is applied for Overseas Wars
C.2 The loss for an overseas war is limited to 2 Stability per turn, however.
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D Multiple Wars Loses for wars are not cumulative. Only apply the bigger loss.

Example: Stability adjustment: Thirty years war.— At turn 26, event IV-1 (1) (Bohemian Revolt) occurs and AUS enters
war against BOHEMIA. At the end of the turn, AUS loses 1 Stability for this war.

At turn 27, the war degenerate in event IV-A (Thirty Years’ War) and both HIS and HOL enter the war. At the end of the turn,
HIS and HOL both lose 1 Stability, as they have been at war for one turn, while AUS loses 2 Stability, as it has been at war for
two turns.

At turn 28, SUE takes the defence of the protestant cause and enter the war. At the end of the turn, SUE loses 1 Stability, HIS
and HOL lose 2 each and AUS loses 3. . .

At turn 29, FRA enter the war against the Habsburg empire. At the end of the turn, FRA loses 1 Stability, SUE loses 2, HIS and
HOL lose 3 each and AUS loses 4.

At the end of turn 30, FRA loses 2 Stability, SUE loses 3, HOL and HIS lose 4 each and AUS should lose 5 but the loss is
limited to 4. Richelieu starts asking his opponents if they're ready to accept his terms. . .

Xll.4.2 Interventions

A Limited Intervention
A.1 For each continued limited intervention, the intervening country loses 1 Stability.
A.2 This loss is cumulative with the loss for full wars.

B Foreign intervention
B.1 There is no cost for continuing a foreign intervention. However, the intervening stack may not be reinforced.
B.2 Remember that it is always possible to withdraw from a foreign intervention and re-intervene next turn (while limited
intervention may only be declared at the beginning of the war). This does cost 1 Stability and de facto allows to reinforce
the stack.
Example: Interventions.— FRA is at was against HIS and enters a limited intervention against ANG. At the end of the turn,
FRA loses 1 Stability for the war and 1 for the intervention, for a total of 2 Stability. At the next turn, FRA will loses 2 Stability
for the war and 1 for the intervention.
ANG is in intervention both against FRA and against AUS (in two separate wars). At the end of the turn, it loses 2 Stability, one
for each intervention.

Xil.4.3 Other cases

A Some other rules or events cause lose of Stability at this point.
A.1 Sometime, the loss is cumulative with others losses, sometimes it's not.

B Turkey and the Knights

B.1 If the P of ORDO HOsPITALIS caused the loss of at least one Turkish TF level, TUR loses 1 Stability.

B.2 This loss is not cumulative with any other. Thus it happens if and only if TUR did not lose Stability at this segment
yet.

Stability.
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Catholic Faith (XV.14.3.1) loses 1 Stability.
D.3 These losses are cumulative with other losses.

XIl.5 Inflation

A Each tumn, the RT of each country is decreased as a way to represent Inflation (increase of prices is equivalent to
decrease of stockpiled money).

A.1 Countries with negative RT still lose money from Inflation (as the debt owners adjust their requests and old
obligations are refunded while new ones are ¢ontracted, even if not represented in game).

Design note: Inflation increases quickly as the gold and silver flow from AMERICA becomes high and regular. Do not
hope to go back to the good old days of low inflation. . .

XI1.5.1 Increase of Inflation

A Inflation varies between 5% and 33%. The Inflation counter is placed on the bottom line of the Resources prices track
(on the ROTW map) in the box corresponding to the current Inflation.

A.1 Place the counter with the “> 3" side up if there is 100 I or more of gold exploited in the ROTW this turn, and with
its “> 7" side up otherwise.

A.2 Count all the gold exploited in the ROTW, no matter who exploited it where (i.e Russian gold from SIBERIA counts)
and no matter whether it was repatriated in Europe, kept in the ROTW or sunk.

A.3 Also count gold exploited from new COL even those placed this turn.

B Increase of Inflation Roll 1d10. If it is larger than the threshold on the counter (> 3 or > 7 depending on the side
up), move the Inflation marker one box to the right.
B.1 Exception: the counter may never go beyond the 33% box.

C Other variations
C.1 Economic situation may increase Inflation as per §B (Inflation) of Section I1l.4 (Economic situation).
C.2 Economic events event E-32 (Inflation) or event E-45 (Deflation) may increase of decrease Inflation.

XiI.5.2 Inflation

A Inflation value

A.1 Countries that do exploit gold in AMERICA have an Inflation value equal to the percentage written in the box where
the counter is located (between 5% and 33%).

A.2 Other countries have an Inflation value equal to the percentage written on the box on the left of the marker (between
5% and 25%, also use 5% when the marker is on the leftmost box).

A.3 Exception: TUR before its reform use Inflation as if it exploited gold in AMERICA (§E (Corruption Cost of Pashas.)
of Section XV.8.1.2 (Turkish Military system)).

A.4 Countries that exploit gold in the ROTW out of AMERICA (usually RUS in SIBERIA) do not suffer from higher Inflation.
Only gold from AMERICA counts.

Design note: Gold flow The Russian gold flow was way smaller than the Spanish Silver flow from America. Moreover,
higher Inflation for RUS causes some non-historical gamey tactics.

Playing tip: Spanish World Due to the increased Inflation, exploiting only one mine in AMERICA is probably not
worth the effort. That is, if you start going for gold, go and grab as much as possible. Usually, only HIS manage this
due to its early arrival in the New World.
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B Minimal inflation

B.1 Each country has a Minimal inflation which is equal to its Inflation value, in I (e.g. a country with an Inflation value
of 10% has a Minimal inflation of 10 B).

B.2 Exception: POL (always), RUS (during periods I-V) and SUE (during periods IlI-V) have a Minimal inflation equal
to half their Inflation value (round up).

C Computed Inflation, Actual Inflation

C.1 Each country has a Computed Inflation which is its Inflation value (percentage) applied to the absolute value of its
RT (drop the minus sign if any).

C.2 Each country has a Actual Inflation which is the maximum between its Minimal inflation and its computed inflation.

D Inflation
D.1 Each country loses an amount of money equal to its Actual Inflation.
D.2 This loss is written in line A32 (Inflation) of ERS.

Design note: In practice, if your RT is between -100 I) and 100 I (or between -50 ) and 50 I for “poor” countries),
your Actual Inflation is equal to your Inflation value (no need to compute). Otherwise, it's equal to your Computed
Inflation. Thus, the actual computation is easier than what the rules suggest. . .

Example: Inflation value.— If the Inflation markers is in the seventh box (leftmost 20%), then countries that exploit gold in
AMERICA (usually, only HIS, plus TUR because of its special rule) have an Inflation value of 20% while all other countries have
an Inflation value of 10% (the box on the left of the marker).

If the marker is in the eighth box, then all countries have an inflation value of 20%.

Example: Computed and Actual Inflation.— Suppose that the Inflation value for FRA is 25%.

FRA has thus a Minimal Inflation of 25 ). If its RT is 60, then its Computed Inflation is 15§ (25% of 60 ) and its Actual
Inflation is 25 f) (maximum between the Minimal Inflation of 25 ) and the Computed Inflation of 15 ).

Ifits RT is 160 1y, the Computed Inflation is 40 {) and thus the Actual Inflation is also 40 .

Ifits RT is -60 [ (debts), the Computed Inflation is still 15 f) (computed on the absolute value) and the Actual Inflation is 25 .
Ifthe RT is -160 ) the Computed Inflation is 40 £ and so is the Actual Inflation.

Example: Poor countries.— Suppose that the Inflation value for POL is 25%.
POL has thus a Minimal Inflation of 13 ) (25/2, round up). If its RT is 40 Iy, the Computed Inflation is 10 ) and the Actual
Inflation is 13 . If its RT is -60 ), the Computed Inflation is 15 f and so is the Actual Inflation.

Playing tip: Happy budget Keeping your RT after peace between -100 ) and 100 Iy is the key to avoid too many
loses due to Inflation. In most cases, this is relatively easy because you can always take more or less loans to adjust
your RT. Note that since loans interest is only 10%, it is usually more interesting to get loans than a highly negative
RT (once the Spanish silver starts flowing, inflation will likely be stuck on the 25%/33% box with only a handful of
turns in the 20%/25% box). Loans, however, have other disadvantages. Because of peaces indemnities, the Spanish
Gold flow or too many military expenses, it is sometimes tricky to achieve this.

Each turn, you will need to pay for your Inflation, that is most of the time 25 I (or 13 I for poor countries). This means
that each turn you must manage to get a budget positive by 25 [j. Or you'll start getting into negative RT which is
not a good idea. Getting this positive each turn is not as easy at it seems and will require clever use of National
loans. . . Obviously, during big wars you may not manage it and start getting into debt. Hopefully you'll stay at peace
long enough to stabilise your budget before the next war.

Xll.6 Test for crusade

A During periods I-ll, each turn TUR annexes a Christian province as a result of a peace, a test for Crusade is made.
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A.1 These tests end in period IV.

A.2 The test only occurs on the turns where TUR signs a peace resulting in the annexation of one or more province
belonging to a Christian country. It does not occurs if TUR gains ownership of provinces via Dynastic ties with another
power, diplomatic annexation, special BALKANS annexation (Section XV.14.1 (Instability of the Balkans)) or any other
mean.

B Call for Crusade
B.1 Roll 1d10, modified as follows.

B.2 Modifiers (cumulative, up to @ maximum of +5):
+1 for each province belonging to a Christian country annexed by TUR (whatever the mean (count provinces from
BALKANS annexed from a Christian country, not those that where Neutral before annexation) during the last 5 tumns;
-2 for each Catholic major at war against a Christian country
-3 if the event event I-8 (1) (Reformation) has occurred.

B.3 If the unmodified result is 10 (whatever the modifiers) or if the modified result is 10 or more, the Pope calls for
Crusade.

another automatic call for Crusade may happen.

D Crusade If the pope calls for Crusade, consider that event I1-B (Call for Crusade) is rolled as a fifth event on the
following turn. There may be only 4 other political events (no extra event, consider that a “+1” result was already
obtained).
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Xlll.1  Overview

A This is the last phase of the turn and is played simultaneously. It mostly consists in some cleanup of the past turn and
preparation for the next one: Moving Trade centres, rebuilding some military assets and giving some VPs to players.

B Sequence.

B.1 Trade centres (XII1.2)

B.2 Monarchs, Natives, Militias and Fortresses (XII1.3)
B.3 VPs per turn (XIV.2)

Xlll.2 Trade centres

A The Trade Centres may be moved during the interphase.

B Great Orient As long as /EGYPTUS exists, the CC Grand Orient stays in Nil. In the rare case where the province is
ceded, the centre is relocated in any other province of £GYPTUS.

B.1 As soon as ZGYPTUS is destroyed, the CC Grand orient is placed in izmir (if owned by TUR) or any other Turkish
national province bordering the MEDITERRANEAN SEA (otherwise).

B.2 If the centre is in TUR, the convoy of izmir is available for next turn, appearing in the province of the centre.

C Other centres are attributed to a country (see below).

C.1 They must be placed in any coastal national province of the owner.
C.2 Ifthis is not possible, they may be placed in any province of the owner.
C.3 There is no limit to the number of centres in any given province.

D Attribution Each centre is attributed to the country with the largest number of TF levels in a given set of STZ/CTZ
(sum the levels of all these zones).

D.1 Count the current levels of the TF, not the maximum levels. Hence, piracy may temporarily change ownership of
the centre.

D.2 In case of tie, if the current owner is amongst the tied countries, it keeps the centre.

D.3 In case of tie, if the current owner is not amongst the tied countries, the centre is attributed at random amongst the
tied countries.

E Mediterranean

E.1 The CC Mediterranee is attributed to the country with the largest number of TF levels in STZ Mer Caspienne,
STZ Mer Noire occidentale, STZ Golfe du Lion, STZ Mer lonienne, CTZ TurcIA and CTZ VENETIA.

E.2 If possible, it must be placed in a province bordering MEDITERRANEAN SEA. National non-Mediterranean provinces
still have higher priority that non-national Mediterranean provinces.

F Indian The CC Indian is attributed to the country with the largest number of TF levels in STZ Cap des Aiguilles,
STZ Mer d’Arabie, STZ Océan Indien and STZ Mer de Chine.
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G Atlantic The CC Atlantic is attributed to the country with the largest number of TF levels in all other STZ and CTZ.

Xlll.3 Monarchs, Natives, Militias and Fortresses

A Natives In each ROTW province, the number of natives is replenished to its maximum.

A.1 Exception: in AMERICA and SIBERIA, if a province was reduced to 0 natives, it does not replenish (in these areas,
natives may be permanently exterminated). It does, however, replenish if it was reduced but some natives are still alive.
A.2 Simply remove all temporary BARBARIA counters.

A.3 Natives that joined a C during the turn are automatically disbanded.

B Appeasement In each ROTW province, natives are appeased and are no more activated.

C Militia In each owned, controlled and unbesieged establishment, the number of militia is replenished to its maximum.
C.1 Besieged militias, as well as militia in occupied provinces are not replenished
C.2 Simply remove all temporary white militia counters.

D Fortresses Remove all white level 1 fortress counter in provinces of countries that are not at war (either at peace or
in intervention). That is, fortresses that were temporary lowered below their basic level return back to it at the end of the
war.

D.1 Exception: Do not remove the counters in the ROTW on COL of level 6.

E Return of the kings Captured Monarchs return to their countries.
E.1 Major monarch can use their value again.
E.2 The military counter (whether Major or Minor) is placed together with the new leaders arriving next turn.

F No lasting wounds Leaders that were wounded but did not have time to recover during the turn are healed.
F.1 They are placed together with the new leaders arriving next turn.

Xlll.4 VPs

A Some VPs are earned each turn and are tallied at the end of turn.
A.1 They are described together with all the VPs in the next Chapter. See Section XIV.2 (VPs per turn) for details.
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Design note: Even if the spirit of the game is mainly to simulate the whole modern history, a complete victory points
(VPs) system is explained here. It allows to designate a winner of the campaign, and also to know who is doing well
and who isn't.

The VPs system is currently unbalanced. It will only be balanced once sufficiently many test games with stable rules
will have been played. Thus, it should not be taken too seriously. A 1 VP difference at the end of the game hardly
qualifies as a “Victory”. It is not only within the margin of error of the system but also within the margin of counting
errors during the game (are you sure you did not forget a 1 VP discovery at some point in the game?) Of course, if
you're playing an EU championship, a 1 VP difference is all it takes to be champion rather than vice-champion. . .
Thus, VPs should be considered more as a guideline at what actions should be attempted even if they seem silly.
Many monarchs of the period took decisions that in retrospective are considered stupid and no gamer would make the
same error of spending that many efforts toward a useless goal. VPs are an incentive to pursue some of those goals.
This is especially true for some of the 'Mandatory’ objectives that are often extremely hard to achieve but nonetheless
were the main concern of historical monarchs (the Spanish “Conversion of a Protestant major” objective is a famous
example of such a waste of efforts) .

So, any action that is rewarded (or punished) by 50 VPs should be considered as something extremely important and
a huge goal to achieve for the players. A 10 VPs bonus is more of a secondary objective, or a penalty that may be
payed once or twice.

Design note: Allin all, players are expected to gain around 2000-2500 VPs along the game. The end of period check
should be around 100-150 VPs per period, more for countries in their period of Glory, less for decaying countries.
The period objectives should be around 100-200 VPs per period depending on your success on the field.

Playing tip: Some period objectives, as well as the end of game objectives, must be prepared in advance. Often,
if one start trying a period objective only at the period it brings VPs, it is too late. The “Mediterranean Trade Center”
objective for FRA is notorious for this. Thus, you should probably look your objectives in advance, as part of a long
term strategy.

Playing tip: Get one player in charge of counting the VPs. Other players won't need to know the VPs per turn as
well. That player should get a notebook and tally VPs along the game. Since there are VPs every turn, there is a lot
of things to write.

End of period (and end of game) VPs are best checked with two players. One is reading the objectives and end of
period checks while the VPs accountant note the result. Others players should be around ready to answer questions
(typically for computing Wealth).

XIV.1 How to win the game ?

A The VP system is composed of 3 parts.
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A.1 VPs per turn: Those VPs are earned by players performing special actions and discoveries. This corresponds
approximately to one sixth to one quarter of the final VPs.

A.2 End of period VPs: At the end of each period, players earn VPs corresponding to their Wealth and Prestige
Expenses during the past turns and to the objectives they chose at the beginning of the period. This corresponds
approximately to one half to two third of the final VPs.

A.3 End of game VPs: At the end of the game, after counting VPs of the end of seventh period, a check-up of the the
situation of each country is made, and VVPs are earned according to it. For players who change country mid-game, a
Transfer check is also computed. This corresponds approximately to one sixth to one quarter of the final VPs.

XIV.2 VPs per turn

A Players earn or lose VPs each turn for regular or particular situations, and also for particular discoveries.

A.1 Even if these VPs are eamed at different moments of the turn, it is often easier to count them all together at the
end of the turn.

B Note that some other actions (e.g. some events, . .. ) may also give or take VPs during turn and are not all recalled
here.

XIV.2.1 VPs earned during each phase
A During the Diplomacy phase:
-10 for each declaration of war without CB;

+? the income value of annexed provinces (Dowries);
-? twice the income value of lost provinces (Dowries).

B During the Administrative phase:

-5/15/30 for a Small/Major/Complete bankruptcy.
C During the Military phase:

+5 per major battle won.

D During the Peace phase:

+? the income value of annexed provinces;

-? twice the income value of lost provinces;

+2 per peace level of a war won against at least one major power;

+1 per peace level of a war won against only minor powers;

-2 per peace level of a lost war;

-20 for a forced religious conversion (unless another VPs penalty is already stated);

E During the Interphase:
+1 per partial monopoly of Exotic Resource
+3 per total monopoly of Exotic Resource

F Definitions of monopolies for exploitation of each exotics resources
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F.1 For each resource, a country has a partial monopoly if it produces at least 6 units and at least half of the world
production of this resource. Note that two countries may have a partial monopoly of the same resource in the rare case
where both produce exactly one half of the total.

F.2 A country has a total monopoly of a given resource if it produces at least 6 units of that resource, and if no more
than 2 units of that resource are produced by other countries.

F.3 Resources produced by minor countries are counted as usual when computing monopolies. Especially, resources
exploited by a minor in AT are counted as if exploited by the major gaining the corresponding income.

F.4 1fa ROTW minor country happens to have a monopoly in one resource, no VPs are gained (because ROTW minors
do not have diplomatic patron).

G VPs of minor powers The players also earn (or lose) half of the VPs earned (or lost) by a minor country which they
control.

G.1 This is both for allied minors and for Neutral minors controlled by the player (in order to avoid the players to
voluntarily play poorly).

XIV.2.2 VPs earned for discovering the World

A Discoveries

+50 the 1st round-the-World trip (if it is completed in a single turn)
+20 the 1st round-the-World trip (if it is completed in several turns)
+20 the 2nd round-the-World trip

+10 the Cap Horn sea zone

+3 the Baie d’Hudson sea zone

+3 the QUEBEC area

+2 the GRANDS LACS area

+3 the ROCHEUSES area

+3 the ALASKA area

+5 the PANAMA area by the West

+1 per province of the AMAZONIA area

+1 per province bording Mississippi river

B Discoveries VPs are earned when the discovery is made (successful exploration roll), even if the stack is later
destroyed before bringing it back home (that is, some rumours about it reach the home country and Europe anyway).
B.1 If several countries are able to claim VPs for the same discovery during the same round, they are considered as
moving in order of initiative: the first country to do the discovery, and actually gain the VPs, is the one with the higher
initiative.

B.2 Discoveries VPs of Areas are given to the first country who discovers at least one province in the Area.

B.3 Discoveries VPs of provinces and sea zones are given to the first country who discovers it. Each province of
AMAZONIA as well as each province bordering the Mississippi river is worth 1VP individually.

B.4 List of provinces bordering the Mississippi: all provinces of MissISSIPPI, the two central provinces of ILLINOIS and
the two Eastern provinces of KANSAS.

C The way is more important than the destination.

C.1 Discovery of PANAMA by the West is landing one stack in PANAMA from the Pacific Ocean. Both the land stack and
the naval stack carrying it must have cross the Cap Horn sea zone (or used the special movement of §A (Provinces
with several coasts) of Section 1X.11.1 (Special Movements) to avoid it).
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C.2 For this discovery, the VPs are earned once the condition on the way is met, even if the province is already known
(including by the power doing the discovery).

Example: PANAMA by the West”“PANAMA by the West” HIS first discovers PANAMA from the East (Golfe du Mexique) and
build a COL there. Later HIS goes round America and lands in the same, already colonised province from Golfe de Panama.
Since HIS already knows the province, no discovery roll is needed. HIS still gets the ‘PANAMA by West” VPs (unless another
country already grabbed these VPs, of course).

D Circumnavigation Round-the-World trips are completed when one naval stack (possibly a single leader) goes from
a port on the European map, back to a port on the European map (possibly the same) after going all the way around
the World.

D.1 If you're not sure about a circumnavigation, it is done by using an odd number of time the adjacency between the
East and West edges of the ROTW map.

XIV.3 End of period VPs

A The end of period VPs are decomposed in 3 parts: Wealth and Prestige VPs; a check up of the situation of each
country; and the verification of the objectives chosen at the beginning of the period.

XIV.3.1 Prestige

A Wealth and Prestige VPs for each country are a certain percentage of the average Wealth of the period. It is
computed as follow.
A.1 The base Wealth is line A28 (Period wealth) of ERS.
A.2 In case of transfer or end of game computation, modify the base Wealth as follow:
add the RT if positive (line A33 (RT at end) of ERS);
remove twice the RT if negative (line A33 (RT at end) of ERS);
remove twice the amount of ongoing loans (line C10 (National loans at end) of ERS) plus the amount of
international loan not yet refunded).
A.3 Divide this result by the number of turns in the period (do not round yet). In case of transfer or end of game
computation, only count the number of turns actually played.
A.4 Multiply this average Wealth by the percentage indicated in the table below and round down. This is the amount of
Wealth and Prestige VPs gained by the country.
B Period percentage:

Percentages for Wealth and Prestige VPs
ANG | FRA | POL | POR | RUS | HIS | TUR | VEN | HOL
+PRU | +SUE +AUS
pl 25 25 100 40 100 | 25 30 25 na
pll 20 25 75 20 75 20 25 25 na
plll 20 20 60 60 60 20 20 25 20
plv. | 15 20 50 50 40 15 15 50 15
pv 10 15 50 30 40 10 15 40 10
pVvi 10 10 50 25 30 10 15 25 10
pVil | 10 10 50 25 30 10 15 25 15
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Example: Wealth and Prestige VPs.— At the end of period Ill, TUR managed to have a total Wealth of 6012 £ (line A28 of ERS
atturn 25). Period Il is 11 turns long and TUR percentage is 20% in this period. Hence TUR scores 6012/11 x 0.20 = 109.3
rounded down to 109 Wealth and Prestige VPs.

At the same time, VEN has 5696 [) of Wealth, with 26 i) in RT but an ongoing national loan of 148 ). VEN percentage
is 25% and this is a transfer computation as VEN switch to AUS in period IV. Thus, its Prestige and Wealth VPs are
(5696 + 26 — 2 x 148)/11 x 0.25 = 123.3 rounded down o 123VPs.

XIV.3.2 End of period check up

A Some countries earn VPs at the end of each period according to their overall situation (colonial, territorial and
diplomatic).

A.1 Not all countries gain VPs this way and some countries have special modifiers representing the historical policies
that were pursued.

B Colonial situation. The countries indicated below (and only these countries) gain 5 VPs for each COL or TP in the
specified continents (or country) and periods (any time if no period specified).

B.1 ANG: INDIA in periods IV to VII; OCEANIA in period VII.

B.2 FRA: AMERICA always; INDIA in periods VI, VII; OCEANIA in period VII.

B.3 POR: AMERICA only if there is 3 or more POR COL counters (whatever their side) in BRAZIL; in this case, each
COL® counts as 2 COL (and earns 10VPs).

B.4 RUS: CHINA, AMERICA; each COL@® counts as 2 COL (and earns 10VPs).

B.5 SUE: AMERICA.

Design note: If ANG or FRA has COL in OCEANIA in period V, they do not earn any VPs for these. They will only
bring VPs in period VII. This represent the fact that most of this area was discovered by the expeditions of Cook,
Bougainville or La Pérouse and thus were only known to Europeans in the very late game and colonised in the 19th
Century.

Similarly, French COL in INDIA only earns VPs in the end game while English COL there start earning VPs in period
IV. This represents the different colonial policies (and power) of these countries and the early start of ANG in INDIA
(with the East India Company) while FRA focused its efforts toward colonising Canada (especially during the reigns
of Louis XIIl and Louis XIV).

Example: Colonial situation VPs.— At the end of period |, POR as a COL® in RECIFE W., a COL® in BELEM E. and a
COL® in AMAZONIA SE. Since that's only 2 COL counters in BRAZIL, it does not earn VPs for Colonial situation.

Suppose now that the third COL is in R0 S. instead of AMAZONIA. Now that's 3 counters in BRAZIL and since the COL@® counts
as 2, that's a total of 4 COL and 20VPs.

C Territorial gains. Each country gains VPs equal to the income value of each province annexed during the period
with following modifiers. Note that these are in addition to the VPs gained when annexing the province.

C.1 FRA: former provinces of BURGUNDIAx 0 during periods | and Il, x 2 during periods V to VII; provinces in ITALYx 2
in periods | to lll.

C.2 HIS: provinces in ITALYx 2 in periods | to Il.

C.3 ANG: provinces bordering MEDITERRANEAN SEAx 5; other continental provinces x 2.

C.4 TUR: provinces taken from PERSIA x 2; provinces lost against PERSIA count negative; provinces bordering MEDITER-
RANEAN SEAX 2.

C.5 SUE: provinces bordering BALTIC SEAX 3.

C.6 RUS: provinces taken from POL or POLONIAX 2 ; provinces lost against POL or POLONIA count negatively.

C.7 POL: provinces taken from RUS, SUE or SUECIAX 2.

C.8 AUS: former provinces of HUNGARIA or MOLDAVIA, Serbiax 3.
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C.9 PRU: provinces of the HRE or provinces taken from POLONIA X 2.

C.10 VEN: lost islands in MEDITERRANEAN SEA count negatively.

D Some countries have special modifiers for provinces taken from (or lost to) a specific country (e.g. RUS versus POL).
For this modifier to apply, the province must be owned by the specified country just before being owned by the other.
D.1 Thus, e.g., if RUS annexes a former Polish province which is currently owned by SUE, it does not trigger its special
modifier.

D.2 Other countries have special modifiers for specific provinces, whoever owned them prior to the annexation.

Design note: Here also, the variations along the game represent different policies of countries. For example, FRA
focused its effort in Italy in the early game and only tried to grab parts of the Burgundian legacy after its Wars of
Religion, with the policies of Richelieu and Louis XIV, or the “pré carré” of Vauban.

E Diplomatic situation

E.1 Each country earns 6 VPs for each minor country in VA, AN or AT, as well as special EW (those with no diplomacy
allowed), and 3 VPs for each other controlled minor country, with following modifiers:

E.2 HIS: minors in ITALYx 2; ORDO HOSPITALIS x 2 ; do not count autonomous Habsbourg states ; do not count ORDO
HosPITALIS if they are still in Rhodos.

E.3 TUR: Muslims: only 4 \VPs for VA, AN or AT, 2VPs for other status; only count Muslims minors and TRANSILVANIA.
E.4 FRA: minors in ITALYx 2 during periods | to Il ; minors of the HRE x 2 in periods IV to VII

F Special
F.1 If ORDO HosPITALIS is still in Rhodos (whatever its diplomatic status), HIS gains 15VPs.

XIV.3.3 Period’s objectives

A Overview

A.1 At the beginning of each period, each player chooses global orientations for its country by selecting 3 out of 5
possible objectives.

A.2 Once the period ends, objectives that were successfully achieved earn VPs.

A.3 The list of all objectives, per country, is given in Section XIV.4 (Period objectives per country). A comprehensive
table is also provided as a player’s aid. Note that in case of ambiguity or contradiction, the long list in the rules is correct
and the table is wrong.

A.4 Each objective is associated with a VPs value. Sometimes it is a yes/no objective with a single value (e.g. ownership
of a specific province) and sometimes it is a “for each” objective with a value for each item and a maximum value for
the objective (e.g. some VPs for each TF counter of the country in play).

B Choosing objectives

B.1 At the beginning of each period (before the first turn of the period), each player must secretly pick 3 of the possible
5 objectives for its country.

B.2 One of the 3 must be marked as main objective.

B.3 Each player should write the 3 objectives on some paper, and then all these papers should be put together, e.g. in
an envelop (sealed if you don't trust your fellow players. . .)

B.4 Objectives are kept secret and are only revealed at the end of the period. A player is always allowed to check the
objectives he chose for his country (so sealing that envelop was maybe not such a great idea).

C Scoring objectives

C.1 At the end of each period (during the end-of-period VPs check), objectives are revealed and checked, and players
earn VPs according to this.

C.2 A VPs value is indicated for each objective. If a player chooses an objective and completes it, he eamn its VPs
value, if this is the main objective, he eams twice this value instead.
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D Mandatory objectives

D.1 Some objectives are marked on the tables with M ('M'alus, or 'M'andatory objectives), they are objectives with
malus.

D.2 If a player both does not choose this objective, and does not complete it, he loses the associated VPs.

D.3 Ifthis is a “for each” objective, having a single one of the required elements is enough to avoid the penalty. However,
having none of them result in a penalty equal to the maximum potential value of the objective.

E Event objectives

E.1 Some objectives depend on the occurence of an event.

E.2 If the corresponding event has not finished when the period ends, the check for the success of the objective is
postponed until the event terminates.

E.3 If the event did not occur yet, even if it may occur later, then the objective is considered as being half realised,
entitling the player to gain half the VPs value.

Design note: The event may occur later (in the next period) without changing the VPs gained by the objective,
whatever its outcome.

In some case, it is also possible that the event occured one period early and is already resolved when the choice of
objective has to be made, resulting in a “free” objective that is already fulfilled and is guaranteed to bring VPs. Enjoy!

Design note: M objectives are usually hard goals that historical monarchs pursued with a lot of efforts but often did
not succeeded and resulted in a loss of these efforts. In retrospective, wargamers would like to ignore these and
focus their efforts on goals more likely to succeed. The system forces the players to not completely ignore these. If
they choose not to pick the M objective and ignore it, they will loose VPs. If they pick up the objective, since only
three objectives can be picked, ignoring it is equivalent to picking only the two others thus forfeiting potential VPs for
a third one. . . Since M objectives are usually among the ones with highest VPs value, it is normally best to choose it.
Of course, the question of choosing it as main objective or not remains open.

Example: Objective VPs.— At the start of period |, ANG chooses objectives “Calais” (as main objective), “Hundred years
war” (the M objective, representing a policy of continuing the Hundred Years War) and “Pacified Ireland™’.

At the end of the period, ANG still owns a Preesidio in Picardie (representing Calais) but does not own Guyenne. Good revolt
rolls resulted in IRELAND without revolt for 5 out of the 6 turns. During the same time, SCOTIA was VA for 2 turns of the period.
Since Scotland was not an objective, ANG does not earn any VP for it. Since the maximum possible gain for the Irish objective
is 40VPs, ANG only gains these 40VPs and not 50 as would be expected for 5 turns without revolt. Thus, the objective VPs for
ANG are: 2 x 45+ 40 = 130VPs.

Note that if ANG had chosen the Scottish objective instead of the Hundred Years War one, then it would have failed a not
chosen M objective and lost the associated VPs, resulting in a total of 2 x 45 + 40 + 20 - 50 = 100 VPs only.

If Ireland was the main objective, then the maximum is computed before doubling, that is, it would result in 2 x40 = 80 VPs
(plus the other objectives).

Example: Mandatory Objectives.— Still in period I, suppose that HIS does not choose its M objective “Barbary Coast”. If
HIS nonetheless manage to have at least one Preesidio on the Barbary Coast, the objective is considered successful and no
VP is lost. If no Praesidio is there, then the objective is failed and HIS loses the full 50 VPs of i.

XIV.4 Period objectives per country

XIV.4.1 Explanation of some objectives

A Commercial Domination in the BALTIC SEA. Each turn, one country may have Commercial Domination in the
BaLTic SEA. Commercial Domination is aftributed, in decreasing order of precedence, to the MAJ who
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* levy Sund taxes (Section XV.14.8.1 (Levies of the Sund));
+ has diplomatic control of the minor with right to levy Sund taxes (whether there are taxes or free trade);
+ has Commercial Monopoly in STZ Baltique (Section V.4.3.2 (Monopolies)) and nobody is levying the Sund taxes.

Design note: Note that if the minor with right on the Sund is not Neutral, then the Domination is awarded to its
Diplomatic patron whatever the status of the taxes. On the other hand, if it is Neutral, and does not levy the taxes,
then having Commercial Monopoly is enough.

Similarly, if the right on the Sund is owned by a MAJ and it's not levying taxes, then Commercial Domination is
awarded to the country with Commercial Monopoly.

The taxes where initially in the hand of DANIA but the Swedish independence and conquest of Skane switched this
important source of income to other hands. HOL, having a large trade activity in STZ Baltique, wasn’t happy with
foreign taxes and preferred free trade. This resulted in several Dutch implications in the Northern wars, often using
the Dutch fleet to reinforce the Danish one.

B Dominium Marii Baltici. SUE has the DMB if all provinces bordering the BALTIC SEA are owned by either SUE,
BRANDENBURGUM (or PRU) or DANIA.

This represents the Swedish expansion towards the Southern shores of the sea. Including the frequent struggles
with POL, the will to destroy HANSA and the ongoing conflict with RUS around Ingermanland.

C Orient Income VEN has objectives depending on its Orient Income. Orient Income is computed over each period
and is the sum of all income from any of the following source:

C.1 CC Grand Orient or CC Indian;

C.2 convoy of izmir or East Indies convoy;

C.3 resources exploited through an AT with ADEN, AYMAN or GUZARATE;

C.4 total income of each COL/TP producing at least one unit of PO, Spice or Silk;
C.5 TF in any STZ of the CC Indian.

D TF and Trade Centres. For period objectives only, consider that the Trade Centres are given according to the
maximum levels of TF and not according to the current level as per normal rules.

D.1 This does not move the counters nor changes the ownership of the Centres for any other purposes.

D.2 Similarly, when counting the number of TF counters owned by a country (and their side), consider that the counters
are here according to their maximum level, not to their current level. This does not change any TF level or counter.

D.3 When counting Commercial Monopolies consider any TF of maximum level 6 as a total monopoly and any TF
of maximum level 4 or 5 as a partial monopoly. This may result in several countries having monopoly in the same
CTZISTZ for objective purposes.

D.4 All this only applies for period objectives. At any other times, use the current level for placing counters, counting
monopolies, triggering automatic competition or placing Trade Centres.

Design note: This avoids last instant backstabs and lessens the “end of period” effect. Especially, P can cause a lot
of temporary loses in one turn and it would be unfair to bet a lot of objectives VPs on this.
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Example: Commercial VPs.— At the end of period Ill, after a long commercial struggle and several Barbaresque'’s raids, the
situation in the Mediterranean is as follows (current level/maximum level):

+ STZ Golfe du Lion: HOL (3), HIS (1/3), VEN (2/5), FRA (2/3).

+ STZ Mer lonienne: HOL (4/5), VEN (0/4).

» CTZ VENETIA: VEN (6).

» CTZ TurCIA: TUR (5), VEN (3), HOL (3).

+ STZ Mer Noire occidentale: HOL (5), VEN (3), TUR (2), FRA (3)

» STZ Mer Caspienne: VEN (3), HOL (4).

Thus, HOL as a total of 19 current levels and 20 maximum levels while VEN has a total of 17 current levels and 24 maximum
levels. Hence, even if the CC Mediterranee is currently located in Holland with 19 levels, for objectives purpose (only), VEN is
considered has having it, thus fulfilling its objective (while HOL fails it). That is, HOL should have planned its attack earlier.

If the number of TF were needed for objectives purpose, then VEN is considered as having a TF® both in STZ Golfe du Lion
and STZ Mer lonienne even if the first one is currently @ and the second is not here. Similarly, still for objectives purposes,
both HOL and VEN are considered as having a partial monopoly in STZ Mer lonienne.

E Commercial monopolies. When objectives ask for Monopoly in STZ or CTZ or in production of resource without
precision, any monopoly (partial or total) counts toward fulfilling the objective.

F No province lost objectives mean that the country did not loose ownership of any province it owned at the beginning
of the period.

F.1 If the country annexes new provinces during the period and looses them later during the same period, the objective
is still successful. Only provinces that were owned at the beginning of the period are checked against this objective.

Design note: Thus, countries with a “No provinces lost” objective may still pursue an aggressive policy. Any province
annexed early is a province that can be relinquished later without penalty rather than one more province to defend at
any cost.

G Independence wars event VII-4 (War of Independence in the Colonies) may occur several times, resulting in

several rebellions. The associated objective is checked as follows, in decreasing order of precedence:

+ If at least one rebellion war occured in the country’s colonies and all independence wars in the country’s colonies
were crushed, full success.

+ If at least one successful rebellion war occured in the country’s colonies, the objective is failed.

* If no rebellion war occured at all, half-success.

+ If at least one rebellion war occured in another country’s colonies, and the major helped the rebels in all rebellion
wars, and the rebels were successful every time, full success.

+ If at least one rebellion war occured in another country’s colonies and the major helped at least one successful
rebellion, half-success.

* Otherwise, failure.

G.1 Note that most of the time, the war occurs only once, thus the objective is simply to take part in the war and win it.

H Duration. Objectives for actions only concern what happens during the period just ended.

H.1 For example, a “per turn” objective in period Il can only be fulfilled with actions done during period .

H.2 Similarly, a “per province annexed” objective in period IV only scores VPs for provinces that were annexed during
period IV.

H.3 However, objectives for situation only check the current situation, no matter when it was settled.

H.4 For example, a “per province owned” objective in period IV scores for each province owned at the end of period IV
no matter whether it was annexed during period | or IV.
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I Minor provinces. When an objective refers to the provinces of a minor country (CRIMEA, GEORGIANI, HANSA, HUNGARIA,
MOLDAVIA, PERSIA, SICILIZ, TERRA DEPRESSA, WALACHIA), it consists in all the provinces barring the corresponding
solid or blurred shield, and owned by the country at some point in the game, whatever their current owner (especially if
the country was destroyed).

1.1 However, when an objective refers to provinces “taken from” a specific country, then the province must have been
owned by that country just before it was transferred (either by peace treaty, diplomacy, . . .)

1.2 List of Crimean provinces (¥): Hacibey, Zaporozhye, Crimée, Azov, and possibly Caffa, Kuban.

1.3 List of Georgian provinces (%): Géorgie, Kuban.

1.4 List of Hanseatic provinces (#): Bremen, Liibeck, Holstein, Mecklenburg.

1.5 List of Hungarian provinces ($): Mures, Erdély, Bukovina, Karpatok, Szlovakia, Balaton, Carniola, Kapela,
Croatie, Pécs, Magyarorszag, Banat.

1.6 List of Moldavian provinces (@): Moldova, Basarabia.

1.7 List of Sicilian and Neapolitan provinces (%): Abruzzo, Campania, Basilicata, Puglia, Calabria, Sicilia, Palermo,
Saldigna.

1.8 List of Persian provinces (€): Pars, Meshhed, Bam, Isfahan, Kermansah, Azarbayadjan, Kordistan, Van,
Arménie, Shirvan, Dagestan.

1.9 List of provinces of the North-East (9): Friesland, Gelderland, Holland, Overijssel, Utrecht, Zeeland.

110 List of Walachian provinces (¥): Valahia.

1.11 Note that Kuban may be both a Georgian and Crimean province and thus bring VPs for both reasons. It may,
however, only count once for each objective.

Example: Provinces “taken from” a country.— In period lll, RUS has an objective for provinces taken from CRIMEA. Only
provinces that were owned by CRIMEA just before being owned by RUS count. Other provinces with a ¥ shield that were owned
by, say, UKRAINA before Russian annexation do not count.

On the other hand, in period VII, RUS has an objective for provinces of GEORGIANI or PERSIA. Now, any province with either a
% or ¥ shield counts, even if it was annexed from, typically, TUR.

J Ownership and Control

J.1 Most objectives requiring ownership of several provinces don't care about who is the controller of the province.
That s, if a war is going on when objectives are checked, only the rightful owner of the province may claim it for these
objectives.

J.2 On the other hand, most objectives requiring ownership of a single province require both ownership and control
when the objective is checked and only provide half success if owner and controller are different. Thus, a war may
quickly change some V/Ps.

Design note: This lessens an end-of-period effect where players tend to stay in lost wars one more turn to score the
full VPs value of a specific province as an objective before signing a peace and relinquishing that province on the
very next turn.

XIV.4.2 Objectives of ANGLIA

XIV.4.21 Period |
A ScoTlA Vassal: 10 per turn (max 30) — Each turn SCOTIA is VA of ANGLIA.
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B Calais: 45 VPs — ANGLIA owns Picardie or a Preesidio in it.

C Industrial development: 25 VPs — ANGLIA has at least as many MNU@ as its period limit, and Commercial Monopoly
in CTZ ANGLIA.

D Hundred years war(M): 25 per occupation (max 50) — [BLP] Each occupation marker in French national provinces
; or full success if Guyenne is owned, no matter who controls it.

E Pacified Ireland: 10 per turn (max 40) — Each turn without any Revolt in provinces owned by ANGLIA in [RELAND.

XIV.4.2.2 Period Il &

A Scoria Vassal: 10 per turn (max 40) — Each turn SCOTIA is VA of ANGLIA.

B Calais(M): 45 VPs — ANGLIA owns Picardie or a Praesidio in it.

C COL in AMERICA : 30 VPs — ANGLIA has at least one COL in AMERICA.

D Victory against FRA : 40 VPs — ANGLIA has signed at least one peace of level >2 against FRANCIA this period.
E Pacified Ireland: 7 per turn (max 35) — Each turn without any Revolt in provinces owned by ANGLIA in [RELAND.

XIV.4.2.3 Period Il FB/

A ScoTIA Vassal: 5 per turn (max 30) — Each turn ScoTiA is VA of ANGLIA.

B No forced conversion(M): 45 VPs — ANGLIA was not forced to change its religion.

C Industrial development: 30 VPs — ANGLIA has at least as many MNU@® as its period limit, and Commercial Monopoly
in CTZ ANGLIA.

D No forced Dutch conversion: 35 VPs — HOLLANDIA was not forced to change its religion.

E Trade Monopoly: 5/10 per zone (max 30) — Each English Commercial Monopoly in any STZ (5)/CTZ (10).

XIV.4.24 Period IV FB/

A ScoTlA Vassal: 5 per turn (max 30) — Each turn SCoTIA is VA of ANGLIA.

B No forced conversion(M): 40 VPs — ANGLIA was not forced to change its religion.

C Commercial Centre: 50 VPs — ANGLIA owns at least one Commercial Centre.

D English Civil War: 40 VPs (%%: 20 VPs) — Duration of event IV-7 (1) (English Civil War); four turns or less: full success;
five turns or no event: half-success; six turns or more: failure.

E Trade Monopoly: 5/10 per zone (max 30) — Each English Commercial Monopoly in any STZ (5)/CTZ (10).

XIV.4.2.5 PeriodV FB/

A CARIBBEAN : 7/15 per island (max 45) — Each TP or COL controlled (7)/owned and controlled (15) in CARIBBEAN.

B No forced conversion: 40 VPs — ANGLIA was not forced to change its religion.

C CC Atlantic(M): 40 VPs — ANGLIA owns the CC Atlantic.

D Independent Portugal: 30 VPs (%%: 15 VPs) — PORTUGALLIA in notin AN of HISPANIA; half success if neither event IV-4
(1) (National Revolt of the Portugal) nor event V-4 (The War of Spanish Succession) occured.

E Fish Monopoly: 5 per turn (max 40) — Each turn ANGLIA has Fish Monopoly.

XIV.4.2.6 Period VI FB/

A CARIBBEAN : 5/10 perisland (max 50) — Each TP or COL controlled (5)/owned and controlled (10) in CARIBBEAN.

B Jacobite rebellion: 15 per war (max 30) — Each victory in event VI-4 (Jacobite Rebellion) (15 VPs if none occur).

C CC Atlantic(M): 40 VPs — ANGLIA owns the CC Atlantic.

D Spanish Succession: 50 VPs (%: 25 VPs) — Either ANGLIA is victorious in event V-4 (The War of Spanish Succession),
or there is no war and ANGLIA received part of the inheritance. Half-success if the event does not occur. Failure if there
is no war and ANGLIA received no part of the inheritance or if ANGLIA was on the loosing side of the war.

E East Indies: 4 per turn (max 40) — Each turn ANGLIA owns the East Indies convoy and sails successfully at least
INTD of it to Europe.
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XIV.42.7 Period VIl W

A Independence Wars(M): 50 VPs (%: 25 VPs) — Victory in event VII-4 (War of Independence in the Colonies) (see §G
(Independence wars) of Section XIV.4.1 (Explanation of some objectives)).

B FRA Royalist: 30 VPs (V2: 15 VPs) — French Revolution is crushed and the King is back on the throne. Half success
if event VII-5 (The French Revolution) does not occur.

C Each CC: 15 per CC (max 45) — Each Commercial Centre owned by ANGLIA.

D Seven Years War: 30 VPs (%2 15 VPs) — ANGLIA victorious in event VII-1 (The Seven Years War) (signs a peace
of level >1). Half-success if the event does not occur, failure if the event occur but ANGLIA is not part of the war.

E East Indies: 4 per turn (max 40) — Each turn ANGLIA owns the East Indies convoy and sails successfully at least
INTD of it to Europe.

XIV.4.3 Objectives of FRANCIA

XIV.4.3.1  Period |

A Calais: 40 VPs — FRANCIA owns Picardie and there is no Praesidio in it.
B French Artois : 30 VPs (%% 15 VPs) — Artois is owned and controlled by FRANCIA; half-success if only controlled
or if owned but not controlled.
C SD of Catholic Faith: 40 VPs — FRANCIA is Sole Defender of Catholic Faith (XV.14.3.1).
D Industrial development: 25 VPs — FRANCIA has at least as many MNU® as its period limit, and Commercial
Monopoly in CTZ FRANCIA.
E War in Italy(M): 50 VPs (z: 25 VPs) — FRANCIA signed a peace of level >2 in at least one War in Italy. Half-success
if none occur.

@

XIV.4.3.2 Period I

A Calais(M): 50 VPs — FRANCIA owns Picardie and there is no Preesidio in it.
B French Artois : 30 VPs (%% 15 VPs) — Artois is owned and controlled by FRANCIA; half-success if only controlled
or if owned but not controlled.
C French King Emperor: 50 VPs (%: 25 VPs) — French King was elected to the Imperial Throne at least once since
the beginning of the game. Half-success if no election was held.
D Industrial development: 40 VPs — FRANCIA has at least as many MNU® as its period limit, and Commercial
Monopoly in CTZ FRANCIA.
E Lombardia or Campania : 30 VPs (%z: 15 VPs) — One of these provinces is owned by FRANCIA. Half-success if no
War in Italy occurred since the beginning of the game.

@

XIV.4.3.3 Period Il

A No provinces lost: 30 VPs
B Specific possessions: 10 per province* (max 40) — Each province owned by FRANCIA among Artois, Bresse,
Franche-Comté and Rossel6 , no matter who controls them .
C No change of religion: 50 VPs — FRANCIA did not change religion, except due to the use of §A.1 (Michel de 'Hospital)
of event IlI-D (1). (The first 3 Wars of Religion).
D >3 COL/TP: 30 VPs — FRANCIA owns at least 3 COL or TP.
E <2 unfavourable truces(M): 40 VPs — FRANCIA does not sign more than 2 unfavourable truces during event I1l-11
(Wars of Religion in France).

@

@

XIV.4.3.4 Period IV
A CTZ FrANCIA Monopoly: 30 VPs — FRANCIA has a Commercial Monopoly in CTZ FRANCIA.
B Trade Monopoly: 15/20 per zone (max 40) — Each partial (15)/total (20) Commercial Monopoly in any STZ/CTZ
except CTZ FRANCIA.
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C No GE/Southern HRE (M): 50 VPs (% 25 VPs) — Neither GE nor the Southern HRE alliance exists. Success if one
was created but is now destroyed. Half-success if event IV-A (Thirty Years’ War) never occured.
D Each COL : 5 per COL (max 30) — Each COL of FRANCIA .
E No Northern HRE : 40 VPs (% 20 VPs) — There is no Northern HRE alliance. Success if it was created but is now
destroyed. Half-success if event IV-A (Thirty Years’ War) never occured.

@

XIV.4.3.5 PeriodV

A CC Mediterranee: 40 VPs — FRANCIA owns the CC Mediterranee.

B Adjacent to HOL (M): 40 VPs — FRANCIA owns at least one province adjacent to HOLLANDIA national territory.

C Glorious Revolution: 40 VPs (%z: 20 VPs) — During event V-3 (The Glorious Revolution in England), FRANCIA wins
after either controlling the Rebels or making an intervention; half-success if the event does not occur ; failure if FRANCIA
neither controls the Rebels nor intervene.

D Fish Monopoly: 5 per turn (max 30) — Each turn FRANCIA has Fish Monopoly.

E Louis XIV's wars: 20 per war (max 40) — For each victory in either event V-1 (War of Devolution), event V-2 (1)
(Chamber of Reunion) or event V-2 (2) (War of the League of Augsburg). If none of these events occur, half-success
(20 VPs) ; If FRA refuses the war after the event is rolled, it counts as a defeat for FRA and a victory for all others.

XIV.4.3.6 Period VI 7

A CC Mediterranee: 40 VPs — FRANCIA owns the CC Mediterranee.

B Spanish Succession: 50 VPs (Vz2: 25 VPs) — Either FRANCIA is victorious in event V-4 (The War of Spanish
Succession), or there is no war and FRANCIA received part of the inheritance. Half-success if the event does not occur.
Failure if there is no war and FRANCIA received no part of the inheritance or if FRANCIA was on the loosing side of the
war.

C Austrian Succession: 40 VPs (%2 20 VPs) — FRANCIA is victorious in event VI-13 (War of Austrian Succession)
without any territorial gain. Half-success if the event does not occur.

D CC Atlantic(M): 50 VPs — FRANCIA owns the CC Atlantic.

E Polish Succession+FRA : 50 VPs (%2: 25 VPs) — FRANCIA is protector of POLONIA (permanent EW); half-success if
event VI-11 (War of Polish Succession) never occured; half-success if SUECIA is protector of POLONIA.

XIV.4.3.7 Period VIl @

A POLONIA exists(M): 50 VPs — POLONIA exists and owns at least one province; full success if it was destroyed and
later recreated.

B Each CC : 20 per CC (max 40) — Each Commercial Centre owned by FRANCIA.

C Independence Wars: 45 VPs (Vz: 22 IPs) — Victory in event VII-4 (War of Independence in the Colonies) (see §G
(Independence wars) of Section XIV.4.1 (Explanation of some objectives)).

D Colonial expansion: 40 VPs — FRANCIA has more TP plus COL than any other country in one of INDIA, NORTH
AMERICA, or CARIBBEAN.

E Natural frontiers: 30 VPs ('2: 15 VPs) — FRANCIA owns all its “natural frontier” during the Revolution (event part VII-5.
(Natural Frontiers)); half-success if the event does not occur.

XIV.4.4 Objectives of HISPANIA

XIV.4.4.1  Period |

A No FRA VA 