Agriculture:  Farmland provinces                              (yellow) earn +1 VP.

Livestock Breeding: Prairie land provinces (light green) earn +1 VP.
Port Building: Port provinces (with an anchor) earn +1 VP.

Mining: Mining provinces (pickaxe) earn +2 VP.

Currency: Each province earns +1 VP (including the mountains).

Slavery: Each eliminated and removed  token (except Fortification) earns +1 VP.


Ship Building: Expanding from a province sharing a common coast, costs one token less.

Mountaineering: Mountain provinces (grey) cost one token less. These also earn +1 VP.
Weapons: Each expansion costs one token less.
Field General: +7 tokens at turn beginning for expansion use. These are removed before checking cohesion.

Espionage: One province per turn may be conquered with exactly 2 tokens.

Militia: When another player conquers one of your provinces, it costs 1 token extra.

Fortification: At end of turn you may place one fort (brown token) in one province. Attack from the province cost –1 and it cost +1 to be conquered.

Astronomy: You may expand across one or more sea (dark blue) regions.

Medicine: You receive one extra token at the beginning of your turn.

Messengers: You can ignore the rule of cohesion.

Diplomacy: At the start of a turn you may choose one player, with whom you have peace until next turn.


Barbarians.  No special advantage.

Specialisation: The other tile is considered duplicated, but you get one extra token at start.

Rebirth: The decline is declared at the end after counting the VP.

Heritage: Your empire may expand into provinces adjacent to the your declining provinces.

Revolutionaries: The civilisation may start anywhere.



