
Harvest  (unlimited) – choose one resource to harvest, 
deploy active non-engaged units. Fish can only be 
harvested by ships.  Permission needed to harvest in a 
region controlled by another player. 

Taxes  (limited) – receive the income as 
indicated on the tax table on player screen. 
Increase rebel marker by one.   

Reproduce (once per 
player per turn) – add 1 
citizen to region(s) 
containing 2 citizens N.B 3 
citizens maximum per 
player per region. Increase 
population marker by 1. 
Rebels do not reproduce, 
engaged citizens can. 

Recruit (unlimited) – pay 
the current rate on 
surplus workers board 
and place citizen(s) 
where you have an 
active unit (remember 
the 3 citizen maximum).  
Reduce surplus workers 
and increase population 
as appropriate. 

Market – pay 1 coin to perform two transactions on the domestic 
market without using a disc. 

Port – pay 1 coin to 
perform two transactions 
on the export market 
without using a disc. 

Ship = 1 wood + 1 coin 
Town = 1 stone + 1 wood + 2 coin 
Market = 1 fruit + 1 cattle 
Port = 1 stone + 1 fish + 2 coin 
Temple = 2 stone + 1 coin  

Transaction 
(unlimited) make 
ONE transaction on 
the domestic OR 
export market. 

Migrate (unlimited) – 
move all active, non-
engaged units to 
adjacent  region or 
unoccupied building. 
Ships may convoy. 

Explore (limited) – take the first or second 
hexagon. Must be placed adjacent to  two 

existing regions and one of the player’s active units  (ship or citizen) must then move to 
the new region (migration not allowed). If successful take an explorer token, resources, 
and increase excess worker count by the number of huts.  

Version 1.3 

Build (unlimited) – build a ship, town, 
market, port or temple using an active 
citizen (or ship for a port).  



 
1. DISENGAGE – reset the character and progress cards. Move 
units off resource icons. Stand up rebel citizens. (p.5) 
------------------------------------------------------------------------ 
2. ORDER OF PLAY – players make a secret bid. All money is paid 
to bank. Winner determines entire play order. Drawn players pay 
cash to bank and bid again once more. If still tied order does not 
change. (p.5) 
------------------------------------------------------------------------ 
3. POPULATION EFFECTS  - check boards I to IV moving the 
rebellion marker and surplus workers marker as required. (p.6) 
------------------------------------------------------------------------ 
4. BALANCE OF THE ARCHIPELAGO – resolve the crisis or event 
on the top card of the evolution deck. Ignore red crises. (p.7) 
 
Domestic consumption crisis (top half of card) – lay down all 
citizens to make them rebels. Beginning with start player, pay 
resources as required from the domestic market or from player 
stock. Stand up citizens of player’s choice at the rate indicated 
on the card. Each player in turn has a chance to contribute and 
stand up citizens, then the rebellion marker is increased  by the 
number of remaining rebels (citizens laid down). (Remember 
temples give the option for the owning player to stand up all 
citizens in the region for free.)  
 
Export crisis (bottom half of card) – Beginning with the start 
player, pay resources from the export market or own supply to 
meet the crisis. Each player has a turn to contribute, then 
increase the rebellion marker once for each unfulfilled resource. 
 
Cards with events instead of crisis – resolve as indicated on the 
card. 

 
5. ACTIONS – in the order chosen by the player: 
-Place a disc and play one action (see over) 
-Use a character or progress card. Each player may use one 
card per round.  Each card may be used only once per turn – 
rotate the card when used. 
-Use a market or port. Each player may use either one 
market  or one port  per round.  Each market or port can be 
used only once per turn. 
 
Does an action engage a unit, and can an action be taken 
with an already engaged unit?: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
-------------------------------------------------------------------- 
6. EVOLUTION CARDS – each player in turn either: 
- Purchase a card and then rotate a card 
- Purchase no card and rotate two cards 
If a card rotates to the skull symbol remove it.  
 
Replace cards after each player’s turn as necessary. If a red 
zone is revealed on the next card resolve the red crisis or 
event immediately. (p 13-14) 
 

Action Engages unit? When engaged? 

Harvest Yes No 

Build Yes No 

Transaction - - 

Migrate No No 

Explore No No 

Taxes - - 

Reproduce No Yes 

Recruit No Yes 

Use a building Yes No 

It’s a good idea  for everyone to remind themselves of 
their game end condition  now before starting on actions . 


