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B O X  C O N T E N T S

G A M E  O B J E C T I V E

A  N E W  A G E

C a p t a i n  C a r d s

     F r e n c h  c a p t a i n s

     B r i t i s h  c a p t a i n s 

      s p a n i s h  c a p t a i n s 

t i l e s  
     c e n t r a l  t i l e

     p l a n e t  t i l e s

     c e l e s t i a l  p a t h s  t i l e s

      e x p e r t  t i l e s

p l a n e t  C a r d s 
C r e w  C a r d s

     F r e n c h  c r e w

     B r i t i s h  c r e w

     s p a n i s h  c r e w

p l a y e r  B o a r d s

s u m m a r y  C a r d s

Mobil ize  your  Armada to  explore  and conquer  the heavens,  and become the f i r s t 
Nat ion to  dominate  the ce lest ia l  vaul t .
Explore  and map the f i rmament  by plac ing the t i les  a t  each turn.  Col lect  the Spices 
and conquer  the unexplored Planets ,  or  s imply  grab the ones  f rom your opponent .
The game ends when a  Nat ion manages  to  conquer  5  planets  (Duel  & Team mode, 
4  in  Free For  Al l  mode)  or  t ake possess ion of  a l l  the opponent ’s  Planets .

Guided by this  thir s t  for  explorat ion that  the Ear th has  never  been able  to  quench, 
the empires  -  master ing navigat ion by the Ste l lar  Winds -  deploy on the ce lest ia l 
vaul t .
Each of  them wants  to  est abl i sh i t s  sovere ignt y  over  the ter r i tor ies  of  the f i rmament.

Fleet  commanders  extract  and trade va luable  resources .  Fir ing cannon shots  to 
impose your  supremacy,  you launch your  f leet  to  conquer  the unexplored Planets . 
Unless  you belong to  the ones  that  avoid confrontat ion?
Either  way,  hold your  color s  and lead your  Nat ion to  the ce lest ia l  dominat ion!

C e l e s t i a l  s h i p s

     g a l l e o n s

     F r i g a t e s 

s p i C e s  t o k e n s

     s t a r  p e p p e r  s e e d s

     ce l e s t i a l  Va n i l l a Flow e r s 

B o n u s  t o k e n s  
     s t e l l a r  w i n d s

     w a r n i n g  s h o t

     n e w  c a r g o 

B u i l d i n g s  t o k e n s

     c o n q u e r e d  p l a n e t

     F o r t r e s s

C o t t o n  p u r s e

r u l e s  B o o k l e t 

1 2
4

4
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27 
1 

8
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8

8
3 6
1 2

1 2

1 2

6
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1 2

4 0
2 0 
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8

8

4 2 
3 0 

1 2

1
1



5

G A M E  M O D E S
du e l Mo d e (2  p l ay e r s) 

More t act ica l ,  Duel  mode a l lows each player  to  set  up ver y  di f ferent  s t rategies 
where each mistake may be fa t a l .

*  Each player  chooses  a  Nat ion and the order  of  their  2  Capta ins .

*  During the game,  when a  Capta in’s  Gal leon i s  destroyed,  i t  may be 
replaced by the next  Capta in Gal leon. 

*  I f  a  p layer  loses  a l l  h is  Capta ins ,  he cont inues  to  play  but  can not  rebui ld 
Gal leon and therefore  can not  use  Crew cards . 

Fr e e Fo r al l Mo d e (3  p l ay e r s)
More jovia l ,  Free For  Al l  mode a l lows you to play  faster  games s ince the player  wi l l 
better  manage the ambit ions  of  his  opponents  to  win. 

*  Each player  chooses  a  Nat ion and the order  of  their  2  Capta ins .

*  During the game,  when a  Capta in’s  Gal leon i s  destroyed,  i t  may be 
replaced by the next  Capta in Gal leon. 

*  I f  a  p layer  loses  a l l  h is  Capta ins ,  he cont inues  to  play  but  can not  rebui ld 
Gal leon and therefore  can not  use  Crew cards . 

te a M Mo d e (4  p l ay e r s)
Team mode a l lows you to play  more recreat ional  games where good col laborat ion 
between player s  wi l l  be  crucia l  to  win. 

*  P layer s  form teams of  2 ,  and each team chooses  a  Nat ion. 

*  Each player  controls  one of  the Capta ins  of  their  Nat ion,  whom Gal leon 
can only  be rebui l t  once in  the game.  I f  a  p layer  loses  his  Capta in twice ,  he 
cont inues  to  play  but  can no longer  rebui ld Gal leon and therefore  can not 
use  Crew cards . 

*  During the game,  p layer s  of  a  same Nat ion can share  up to 2  Resources 
per  turn to  coordinate  their  act ions . 

ex p e rt le V e l
All  previous  modes  ava i lable  with s t r ic ter  ru les .



E X P L A N A T I O N  O F  T H E  F I G U R E S 
U S E D  I N

E F E M E R I S
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Fi g u r e s  o F  t h e pl a n e t s  o F  t h e c e l e s t i a l  Vau lt

Fi g u r e s  o F  c e l e s t i a l  pat h s

Fi g u r e s  o F  Bo n u s e s

Demodamas

Patroc les

Posidonius

Pytheas

Space

Anchorage space

Singular i t y  space

Shipwreck space

Rose of  the winds  (Centra l  s pace)

Ste l lar  Winds Warning Shot New Cargo

Factor y  space Star  Pepper  s eed

Factor y  space Cele s t ia l  Vani l la  f lower

Spices  of  Providence space

Hipparchus

Apol las

Hecateus  of  Mi letus

Eratosthenes
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G A M E
S E T - U P

i .  pl ac e M e n t o F  t h e 2  p l ay e r s

The 2 player s  face  each other  in  the conquest  of  the heavens,  and must  therefore  s i t 
one in  f ront  of  the other. 

ii .  pl ac e t h e c e n t e r o F  t h e F i r M a M e n t

Fir st ,  t ake the centra l  t i le  and place  i t  in  the middle  of  the play ing area .  Al l  the other 
t i les  wi l l  be  placed around this  center,  f i t t ing 2  t i les  away f rom i t ,  as  shown in the 
example below (Fig .  1,  a )  :

sta rt i n g p l ay e r s e l e c t i o n

Randomly se lect  the player  who wi l l  p lay  f i r s t ,  he  wi l l  be  favored on the se lect ion of 
his  Nat ion and the draw of  the t i les ,  but  his  opponent  wi l l  rece ive  more Spices  a t  the 
beginning of  the game. 

If one of the two players is a novice, it is best that he starts the game. 

MODE DUEL

‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡
‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡

Era
to

sthenes

Era
to

sthenes

Era
to

sthenes

Era
to

sthenes

Era
to

sthenes

Era
to

sthenes

Era
to

sthenes

Era
to

sthenes

Fig .1

a

f

c

d

e

b
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iii .  pl ac e re s o u rc e s  & Bo n u s e s

Separate  and place  the Spice  tokens  in  two pi les  (Fig .  1,  b )  on the s ide of  the play ing 
area .  Place  the 24 Bonus tokens  in  their  pur se  and mix them (Fig .  1,  c ) . 

iV.  Bu i l d yo u r ar M a da

The 2 player s  wi l l  then have to  choose their  s ide and bui ld  their  s t ar t ing armada.  To 
do that ,  the 2  player s  wi l l  per form each of  the fo l lowing act ions  one af ter  the other 
(once the 2  player s  car r ied out  an act ion,  let ’s  move on to the next  act ion) : 

a .  Se lect  a  Nat ion
b.  Choose the order  of  appearance of  the Capta ins
c .  Select  Crew members
d.  Select  a  mobi l izat ion Planet
e .  Col lec t  the s t ar t ing Spices

Once the previous  act ions  have been completed,  you are  ready,  the conquest  of  the 
heavens  can begin! 

DETAIL OF THE ACTIONS 
FOR THE CONSTITUTION 

OF YOUR ARMADA

a .  Se lec t  a  Nat ion

Each player  se lects  a  Nat ion and receives  the 4  Capta ins  cards  cor responding 
to  i t s  color : 

*  The French Seafarer s ,  in  Blue

*  The Bri t i sh Strategis ts ,  in  Red

*  The Spanish Negociator s ,  in  Black 

The player s  then t ake the player  boards  cor responding to  the color  of  their 
Nation.  On the r ight  hand s ide,  they place  their  “Bui ldings”  tokens  (Fig .2 ,  a : 
5 “Planet”  tokens  and Fig .2 ,  b :  2  “For tress”  tokens) .

Fig .2

a

b

c



9

b.  Choose  the  order  o f  appearance  o f  the  Capta ins

The 2 player s  grab the 4  Capta in cards  of  their  Nat ion,  they choose 2  of 
them and replace  the 2  other s  in  the box.  Then,  they determine the order  of 
appearance of  Capta ins  hiding i t  f rom their  opponent .  To do so,  p lace  the 2 
Captain cards  on top of  each other,  the f i r s t  Capta in to  play  i s  the one placed 
at  the top. 

Once the 2  player s  have chosen the order  of  appearance of  their  Capta ins ,  they 
place  the pi le  of  Capta in cards  on the player  board in  f ront  of  them (Fig .  3 ) , 
f ace  up.  The f i r s t  Capta in of  each Nat ion i s  unvei led. 

*  Recrui t ing the f i r s t  Capta in does  not  cost  Spices .

*  During the game,  when a  Capta in’s  Gal leon i s  destroyed,  the player 
discards  that  Captain’s  card .  The player  can then bui ld  the next  Capta in’s 
Gal leon. 

*  I t  i s  not  mandator y  to  rebui ld a  Gal leon during the game,  but  you are  then 
unable  to  play  any cor responding Crew card. 

*  When the player  has  lost  a l l  h is  Capta ins ,  he no longer  has  Capta in card 
and can’ t  therefore  nei ther  use  Crew member nor  bui ld  a  Gal leon.

*  I t  i s  poss ib le  to  play  and win the game without  a  Capta in. 

c .  Se l ec t  Crew member s

Crew members  are  ver y  impor tant  in  Efemeris ,  they are  the ones  who wi l l  a l low 
you to set  up your  s t rategy without  the knowledge of  your  opponent .
They wi l l  a l low you,  for  example,  to  conquer  a  Planet  faster,  to  use  the abi l i t y 
of  your  Capta in or  to  at t ack enemy Ships . 

*  The 2  player s  t ake in  hand the 12 Crew cards  cor responding to  the color 
of  their  Nat ion. 

*  Each player  must  se lect  and keep 5 Crew cards  that  wi l l  a l low them to 
per form addit ional  act ions  dur ing the Tact ica l  phase  of  their  turn.  Same 
Crew member can be se lected mult ip le  t imes . 

I
II

> > > > > >

F ig .3
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*  The rest  of  the Crew cards  are  placed face  down next  to  the player  board 
( reser ve) . 

Note :  when a  Crew member i s  used,  the card i s  d iscarded in the reser ve.  You 
can recrui t  th is  Crew member la ter  dur ing the game. 

For the first games, choose a card of each Crew members to ensure a wide 
range of actions during the game, for example with the French:

d.  Se lec t  a  mobi l i za t ion Planet

The st ar t ing player  se lects  one Planet  f rom the 8  Planet 
cards  ava i lable ,  i t  wi l l  be  the player ’s  mobi l izat ion Planet . 
The player  p laces  his  Planet  card under  his  p layer  board at 
the top le f t  to  let  the informat ion v is ib le .  Once se lected, 
i t  i s  up to  his  opponent  to  choose his  mobi l izat ion Planet .

Note :  a t  the beginning of  each turn,  p lanets  br ing back to 
i t s  owner  one of  the two Spices  ava i lable  in  game.  So be 
wise  in  choosing your  mobi l izat ion Planet .

Even if the Celestial Vanilla flowers 
are rarer, a planet that produces Star 
Pepper seeds allows a better start! For 
the first games, we advise you to choose 
the Planets Patrocles or Posidonius.  

Cele s t ia l
Vani l la  f lower

Star 
Pepper  s eed

Helmsman 
x1

 Lady o f  the  Night 
x1

Banker 
x1

Chie f  Mate 
x1

Gunner
x1
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Once the 2  player s  have chosen a  Planet ,  they recover  the cor responding t i les 
to  their  Planet ,  and place  them on the map as  shown in the diagram below:

Player 1: North Direction
Player 2: South Direction

Place a  conquered Planet  token of  the color  of  your  Nat ion on the space of 
your  mobi l izat ion Planet  to  show that  i t  be longs  to  you.  Then shuf f le  the 
remaining t i les  and form a  pi le  face  down,  next  to  the play ing area  (Fig .  1,  e ) . 
P lace  unused Planet  cards  face  up next  to  the play ing area  (Fig .  1,  f ) . 

e .  Col l ec t  the  s tar t ing  Sp ice s

Spices  are  the main resource of  Efemeris ,  they are  used as  cur rency throughout 
the game.  There are  2  t ypes  of  Spices : 

*  The Star  Pepper  seeds   (Piper  Ste l l i s )

*  The Celest ia l  Vani l la  f lowers  (Vani l la  Cae lum )

The st ar t ing player  rece ives  1 Star  Pepper  seed and  1  Celes t ia l  Vani l la  f lower 
which are  his  s t ar t ing Spices .  The second player  rece ives  1 Star  Pepper  seed 
and 2 Celes t ia l  Vani l la  f lowers .  P lace  the Spice  tokens  received on the le f t  of 
you player  board (Fig .2 ,  c ) . 

Player  1
Spice s

Player  2
Spice s

Player  1
Planet

Player  2
Planet
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The player s  t ake turns .  A turn consis ts  of  4  phases ,  that  a  p layer  wi l l  fo l low before 
le t t ing his  opponent  begin his  turn.

OVERVIEW OF 
A PLAYER’S  TURN

During his  turn,  the player  must  t ake the fo l lowing 4  phases : 
Explorat ion Phase :  Add 2 t i les  to  the ce lest ia l  vaul t
Collect ion Phase :  Col lect  Spices  and Bonus
Tact ica l  Phase :  Per form the act ions  of  your  Ships
Construct ion Phase :  Develop your  Armada

i .  ex p lo r at i o n ph a s e : 
ad d 2  t i l e s  t o t h e c e l e s t i a l  Vau lt

As long as  there  are  t i les  le f t ,  the player  must  draw two t i les  f rom the face -down stack 
and place  them on the map. 

*  The new t i le  must  be placed with at  least  one edge adjacent  and abutt ing one 
previous ly  p laced t i le . 

*  I t  i s  poss ib le  to  place  i t  next  to  the t i le  of  your  choice ,  in  the direct ion of  your 
choice .  You don’t  have to  connect  2  ce lest ia l  paths . 

*  Ti les  can’ t  be placed more than 2 t i les  away f rom the centra l  t i le ,  as  shown in 
the example below. 

The player draws the 2 tiles 
and places them in the order of 
his choice. 

I

II

III

IV

C O U R S E 
O F  T H E 

G A M E
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ii .  co l l e c t i o n ph a s e : 
co l l e c t  sp i c e s  a n d Bo n u s

a .  Sp ice s
The player  rece ives  the Spices  col lected by his  Planets  and Ships : 

›  Each conquered planet  a l lows you to col lect  1  Spice  token ( the t ype of 
Spice  produced i s  shown on the Planet  card at  the bottom lef t ) .  I t  i s  not 
necessar y  for  a  Ship to  be placed on the Planet  for  i t  to  produce a  Spice .  

›  Each Ship placed on a  Factor y  space at  the beginning 
of  a  turn a l lows you to col lect  1  token of  the Spice . 

 

The maximum of  Spices  tokens  per  p layer  i s  5 Star  Pepper  seeds  and 5 Celes t ia l 
Vani l la  f lowers .  I f  a  p layer  has  a l ready reached the maximum of  tokens  for  a  Spice ,  or 
reach i t  dur ing the Col lect ion phase,  he doesn’ t  col lect  a  new token from that  Spice . 

b.  Bonus
Each Ship placed at  the beginning of  the turn on an Anchorage 
space a l lows the player  to  draw 1 Bonus token from the cotton 
purse . 

*  I t  i s  poss ib le  to  keep Bonus tokens  by plac ing them at  the top r ight  of  your  player 
board (Fig .  4 ,  a ) .

*  The maximum of  Bonus tokens in reser ve is  3 .  I f  a  p layer  reaches  this  maximum, 
or reaches  i t  dur ing the Col lect ion phase,  he can no longer  draw new Bonus token. 

*  A player  can’ t  d iscard a  Bonus token.  

Factor y  s pace s

Anchorage  s pace

Fig .4

a
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iii .  tac t i c a l  ph a s e : 
pe r F o r M t h e ac t i o n s  o F  yo u r sh i p s

Firs t  of  a l l ,  i f  Crew cards  were played on the previous round,  discard them face 
down with the other  Crew cards  in reser ve. 

The player  can per form severa l  act ions  in  the order  of  his  choice  that  wi l l  a l low him 
to develop his  inf luence on the ce lest ia l  vaul t : 

*  Move your  Ships

*  Use a  Crew member

*  Use a  Bonus

DETAIL 
OF THE TACTIC AL ACTIONS

Move your Ships
At each turn,  the player  can move his  Ships  f rom space to  space on the placed 
t i les  of  the ce lest ia l  vaul t . 

mov e m e n t o f yo u r ga l l e o n

The Gal leon can move 1 t ime per  turn,  up to 3  spaces .  I f 
the player  moves  his  Gal leon of  1  or  2  spaces ,  then per forms 
another  act ion,  the remaining moves  are  lost . 

mov e m e n t o f yo u r fr i gat e s

Each Fr igate  in  game can move 1 t ime per  turn,  up 
to 4  spaces .  I f  the player  moves  his  Fr igate  of  1,  2  or  3  spaces ,  then 
per forms another  act ion,  the remaining moves  are  lost . 

Use a  Crew member
Since their  use  does  not  cost  resources ,  Crew members  a l low Gal leons  to 
per form addit ional  act ions .  These are  the ones  that  wi l l  a l low you to at t ack an 
enemy Ship,  or  to  use  the abi l i t y  of  your  Capta in. 

To use a  Crew member,  drop the Crew Card at  the bottom of  your  player 
board.  The Crew cards  you used must  be v is ib le  to  the opponent  and have to 
remain placed on your  player  board unt i l  the next  Tact ica l  phase. 
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The act ion of  the Crew card only  works  on the Capta in’s  Gal leon and therefore 
can not  be appl ied to  Frigates .  Crew members  can not  be used i f  the player 
does  not  have his  Gal leon in game. 

I t  i s  poss ib le  to  play  severa l  t imes  the same Crew card on a  Gal leon during your 
turn.  Crew members  s t ay  act ive  for  only  one turn. 

You can use  a  maximum of  3  Crew cards  per  turn. 

Crew members  can per form a  range of  di f ferent  act ions  ( s ee  Explanat ion o f  Crew 
Member s  p .32  for  more  deta i l s ) . 

Use a  Bonus
The Bonuses  wi l l  a l low you to acce lerate  your  expansion or  to  s low the 
opponent ’s  progress .  Col lect ing Bonuses  i s  a  good way to  opt imize  moves  in 
the empt y areas  of  the skies . 

*  Stel lar  Winds  :  Move a  Ship (Gal leon or  Fr igate )  f rom your armada 
f rom 1 to  3  spaces . 

*  Warning Shot  :  Move an enemy ship (Gal leon or  Fr igate ) 
 f rom 1 space,  whatever  the dis t ance with the enemy Ship.

*  New Cargo :  Col lect  1  Spice  of  your  choice  for  f ree  and instant ly. 

Note :  when a  Bonus i s  used,  i t  i s  d iscarded in the game box and i s  no longer 
playable  dur ing the game.  I f  a l l  24 Bonus tokens  are  discarded,  there  i s  no more 
Bonus avai lable  unt i l  the end of  the game. 

I t  i s  forbidden to discard a  Bonus token without  using i t .

iV.  co n s t ru c t i o n ph a s e : 
de V e lo p yo u r ar M a da

The player  can use  his  col lected Spices  to  develop his  Armada:

*  Recrui t  a  Crew member

*  Bui ld  a  Fr igate

*  Bui ld  a  For tress

*  Bui ld  a  Capta in’s  Gal leon ( i f  destroyed) 

*  Conquer  a  Planet
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DETAIL 
OF THE  CONSTRUCTIONS

Recrui t  a  Crew member

A player  can recrui t  new Crew members  dur ing the game.  To do so,  he must 
pay the required amount  for  their  acquis i t ion: 

*  Each Crew member cost  i s  of  2  Star  Pepper  seeds .

*  The player  chooses  the Crew member f rom the Crew cards  of  his  Nat ion 
in  reser ve (among previous ly  used cards ) .  

*  The player  adds the new Crew card to  his  hand.

*  Maximum of  8  Crew cards  per  player  in hand .

Build a  Fr igate 

Fast  but  not  of fens ive ,  the Fr igates  are  ver y  useful  to  extend your  control  over 
the ce lest ia l  vaul t ,  co l lect  more Spices  and safe ly  conquer  dis t ant  Planets . 

*  Each Fr igate  cost  i s  of  2 Star  Pepper  seeds .

*  The new Fr igate  s t ar t  on one of  the Planet  spaces  control led by the 
player.  I f  a  Ship i s  pos i t ioned on a  Planet ’s  space,  i t  i s  not  poss ib le  to  place 
the Fr igate  on this  Planet .  I f  a l l  the spaces  of  his  Planets  are  occupied by 
a  Ship,  the player  can not  bui ld  a  new Fr igate . 

*  The Fr igate  wi l l  only  be able  to  move dur ing the next  Tact ica l  phase. 

*  I t  i s  not  poss ib le  to  apply  the ef fects  of  Crew members  on Fr igates ,  so 
Fr igates  can not  at t ack and destroy an enemy Ship or  an enemy For tress . 

*  The Fr igate  can conquer  Planets ,  as  wel l  as  col lect  Bonuses  and Spices . 

*  Maximum of  2  Frigates  per  player  per  game .

Build a  For tress

Used to defend a  Planet  f rom the opponent ’s  Armada,  the For tresses  can make 
you earn the prec ious  t ime that  wi l l  a l low you to win. 

*  Cost  of  1 Star  Pepper  seed and 1 Celes t ia l  Vani l la  f lower .

*  The For tress  i s  bui l t  on one of  the Planet  spaces  control led by the player. 
The player  p laces  his  For tress  token on top of  the conquered Planet  token 
to  for t i fy. 

*  For tresses  prevent  the moves of  enemy Ships  on the Planet ’s  space 
( the a l l ied Ships  can s top on i t  or  cross  i t ) .  For tresses  thus  prevent  the 
opponent  f rom conquer ing the Planet . 

*  A For tress  can be destroyed by the at t ack of  an opponent ’s  Gal leon.  I f  a 
Ship i s  p laced on the For tress ,  i t  must  f i r s t  be destroyed before  being able 
to  reach the For tress . 

*  I t  i s  not  poss ib le  to  place  2  For tresses  a t  the same t ime on the same 
Planet .

*  Maximum of  2  For teresses  per  player  per  game .
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Build a  Captain’s  Gal leon ( i f  des troyed)

When the player  has  lost  h is  Capta in’s  Gal leon,  he has  the poss ibi l i t y  to 
bui ld  the Gal leon of  the next  Capta in.  

*  Cost  of  2 Celes t ia l  Vani l la  f lowers .

*  The new Gal leon must  be placed on one of  the Planet  spaces  control led 
by the player. 

*  I f  a  Ship i s  a l ready placed on one of  his  Planets ,  i t  i s  not  poss ib le  to 
pos i t ion the new Gal leon on this  Planet .  I f  a l l  the player ’s  Planets  are 
occupied by a  Ship,  the new Gal leon must  begin on the Rose of  the winds 
(centra l  space) . 

*  The Gal leon wi l l  only  be able  to  move dur ing the next  Tact ica l  phase. 

*  I f  the player  has  lost  a l l  h is  Capta ins ,  he can no longer  bui ld  Gal leon. 

*  Without  Gal leon,  the player  can not  use Crew cards ,  however  he s t i l l 
p lays  and can win the game. 

Conquer a  Planet

The conquest  of  the Planets  i s  ver y  s t rategic .  In addit ion to  get t ing c loser  to 
v ic tor y,  they br ing you va luable  Spices  ever y  turn. 

*  The cost  i s  speci f ic  to  each Planet  and i s  indicated on the Planet  card 
( s ee  Ar t i c l e  on the  P lanet s  o f  the  ce l e s t ia l  vaul t  p .20 ) .

*  To conquer  a  Planet ,  one of  the Ships  (Gal leon or  Fr igate )  of  the player 
must  be placed on the space of  the Planet  to  conquer. 

*  Then place  a  conquered Planet  token of  the color  of  your 
Nat ion on the space of  the conquered Planet . 

The first Nation that conquers 5 Planets immediately wins.

END OF TURN 

The player ’s  turn i s  over.  Turn of  the next  p layer  can begin. 

When a  player  conquers  his  5 th P lanet  wi th his  Armada or  the opposing player  no 
longer  has  any Planets ,  the game stops .  The player  wi th 5  Planets  wins  the Celest ia l 
Supremacy. 

Note :  I t  i s  poss ib le  that  the player s  are  in  a  draw s i tuat ion,  especia l ly  when the 
player s  no longer  have Ships ,  in  which case  both player s  must  agree to  s top the 
game without  a  winner.  I f  one of  the 2  player s  disagrees ,  the game cont inues .

 

E N D 
O F  T H E 

G A M E
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sh i p s  MoV e M e n t s

A same Ship can only  move once per  turn.
Gal leons  move up to 3  spaces  and Fr igates  up to  4  spaces . 

*  Ships ’  movements  must  fo l low ce lest ia l  paths . 

*  Ships  move on the spaces .  The spaces  at  each end of  a  t i le 
are  considered spaces ,  even i f  there  i s  no t i le  fac ing them and 
i t  forms a  semic irc le . 

*  A Ship can move on a  Planet ’s  space defended by a  For tress 
of  i t s  Nat ion,  but  i t  can not  cross  or  be placed on a  Planet 
space defended by an enemy For tress . 

*  A Ship can move on a  Factor y  space  to  col lect  the 
cor responding Spice  on the next  turn. 

*  A Ship can move on an Anchorage space  to  draw a  Bonus 
token on the next  turn.  

*  A Ship can not  cross  or  move on a  S ingular i t y  space ,  as 
this  has  the ef fect  of  instant ly  destroying the Ship.  However 
destroying your  Ship on purpose this  way i s  poss ib le . 

*  A Ship can not  cross  or  move on a  space occupied by another 
Ship,  unless  i t  i s  the Rose of  the winds space (centra l  space) . 

us e a  ca p ta i n ’ s  aB i l i t y

To use the Capta in’s  abi l i t y,  i t  i s  necessar y  to  play  the 
cor responding Crew card:

 *  Drop the “Chief  Mate”  Crew card under  your  player 
board ( s ee  Use  a  Crew member  p .14 ) .

 *  Each Capta in has  a  di f ferent  abi l i t y  ( s ee  Spec ia l 
Abi l i t i e s  o f  the  Capta ins  p .29  for  more  deta i l s ) .

D E T A I L  O F  A C T I O N S 
A C H I E V A B L E  B Y  T H E 

S H I P S
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at tac k a  e n e M y sh i p  o r Fo rt r e s s 
(Only  for  Gal l eons )

To at t ack an enemy Ship or  For tress ,  i t  i s  necessar y  to  play  the Crew 
card “Gunner” .  I f  the Gal leon i s  1 space away from an opposing Ship , 

you can at t ack and destroy i t .  The destroyed Ship i s  removed from 
the ce lest ia l  vaul t . 

Note :  Crew cards  cur rent ly  in  use  on the destroyed Gal leon are 
immediate ly  discarded,  and the pending ef fects  of  those

  cards  are  canceled. 

I f  the Gal leon i s  1 space away from an opposing For tress ,  i t  can at t ack and destroy i t . 
The For tress  token i s  removed from the ce lest ia l  vaul t ,  and i s  d iscarded permanent ly. 

The Rose of  the winds space is  a  Neutra l  zone ,  a  Ship can not  at t ack f rom this  space. 
A Ship located on this  space can not  be at t acked. 

The opposing player  may rebui ld the Gal leon or  For tress  on his  next  turn. 

co n q u e r a  pl a n e t 
(During  the  Cons t ruc t ion phase )

I f  a  Ship i s  on a  Planet  space and the player  spends the required Spices ,  then the 
Ship conquer  the Planet .  The player  then adds a  conquered Planet  token of  the color 
of  his  Nat ion on the Planet  space,  and get  the cor responding Planet  card. 

Gal leons  l ike  Fr igates  can conquer  Planets .
Each Planet  has  a  di f ferent  Spices  cost  ( s ee  Ar t i c l e  on the  P lanet s  o f  the  ce l e s t ia l  vaul t 
p .20 ,  or  the  summar y  card  for  deta i l s ) .

1 s pace  away

‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡
‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡
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de ta i l  o F  pl a n e t ca r d s
Planet  cards  conta in severa l  indicat ions  that  wi l l  a l low you to opt imize  your  choices 
dur ing your  conquest :

*  The name of  the Planet  (Fig .  5 ,  a )

*  I t s  cost  in  Spices  (Fig .  5 ,  b )

*  The t ype of  Spice  col lected at  each turn (Fig .  5 ,  c )

*  The representat ion of  the t i le  wi th i t s  access  (Fig .  5 ,  d )

At  the beginning of  the game,  in  order  to  opt imize  the choice  of  your  mobi l izat ion 
Planet ,  i t  i s  necessar y  to  pay at tent ion to  the accesses  of  the Planet  and to the 
Anchorage space ava i lable  nearby.  Also pay at tent ion to  i t s  cost  of  acquis i t ion,  an 
inexpensive  Planet  wi l l  be  able  to  be conquered more eas i ly  by the opponent . 

Note :  more genera l ly,  a  Planet  wi th many accesses  wi l l  be  more expensive  to  conquer 
than an i so lated Planet . 

A R T I C L E  O N  T H E  P L A N E T S 
O F  T H E 

C E L E S T I A L  V A U L T

Fig .5

a
b

d

c

Name of  the Planets

Demodamas 
Patroc les

Posidonius
Pytheas

Hipparchus
Apol las

Hecateus  of  Mi letus
Eratosthenes

Cost Product ion

  x1
  x1
  x1
  x1
  x1
  x1
  x1
  x1 
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FREE FOR ALL MODE
In the Free For  Al l  mode,  each player  represents  one of  the 3  Nat ions ,  i t  i s  the f i r s t 
Nat ion that  conquers  4  Planets  who wins . 

sta rt i n g p l ay e r s e l e c t i o n
Choose randomly the player  who wi l l  p lay  f i r s t .  The game i s  p layed c lockwise . 

G A M E
S E T - U P

The set -up i s  s imi lar  to  Duel  mode.  However,  there  are  now 3 mobi l izat ion Planets 
which modif ies  the placement  of  the s t ar t ing t i les : 

Player 1: North Direction
Player 2: South-East Direction
Player 3: South-West Direction 

During the col lect ion of  the s t ar t ing Spices ,  the dis tr ibut ion i s  car r ied out  as  indicated 
below: 

*  The st ar t ing player  rece ives  1 Star  Pepper  seed  and 1 Celes t ia l  Vani l la  f lower . 

*  The second player  rece ives  1 Star  Pepper  seed  and 2  Celes t ia l  Vani l la  f lowers .

*  The third player  rece ives  2 Star  Pepper  seed  and 2 Celes t ia l  Vani l la  f lowers .

Player  3
Planet

Player  1
Planet

Player  2
Planet

Player  1
Spice s

Player  2
Spice s

Player  3
Spice s
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C O U R S E 
O F  T H E 

G A M E
The course  of  the game and the turn of  a  Nat ion goes  according to  the rules  of  the 
Duel  mode. 

The 3  player s  each play  their  turn,  c lockwise :
The player  located in  the Nor th
The player  located in  the South -East
The player  located in  the South -West

E N D 
O F  T H E 

G A M E
I t  i s  the f i r s t  Nat ion that  conquers  4  Planets  who wins.
When one of  the player s  loses  a l l  h is  p lanets ,  he i s  e l iminated f rom the game.  Al l 
h is  Ships  s t i l l  in  game are  destroyed,  his  tokens  discarded,  and a l l  h is  Spices  are 
returned to the bank 

Note :  i t  i s  poss ib le  that  the player s  are  in  a  draw s i tuat ion,  especia l ly  when the 
player s  no longer  have Ships ,  in  which case  the player s  must  agree to  s top the game 
without  a  winner.
I f  one of  the player s  disagrees ,  the game cont inues . 

I

II

III

‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡
‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡

TEAM MODE
co n s t i t u t i o n o F  t h e t e a M s

In Team mode,  each Nat ion i s  made up of  2  p layer s ,  owning each a  Capta in.  The 2 
player s  p lay  separate ly  but  they can trade up to 2  resources  per  Construct ion phase 
to  coordinate  their  act ions . 
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G A M E
S E T - U P

pl ac e M e n t o F  p l ay e r s
The 2 Nat ions  face  each other  in  the conquest  of  the heavens.  They must  therefore 
place  themselves  fac ing each other.  Player s  on the same team play  s ide by s ide. 

The set -up i s  s imi lar  to  the Duel  mode.  Only  the speci f ic i t ies  of  the Team mode 
are  indicated below. 

co n s t i t u t i o n o F  t h e ar M a da s
a .  Se lec t  a  Nat ion

Player s  on the same team choose a  Nat ion together.  To di f ferent ia te  your  teammate’s 
Ships  and Tokens,  one of  the player s  uses  the back of  the player  board and the 
cor responding color  tokens. 

b.  Choose  your  Capta in
Unlike the Duel  mode,  in  Team mode,  each player  se lects  1  Captain to  keep unt i l 
the end of  the game .
The player s  of  each team wi l l  then se lect  a  Capta in of  their  Nat ion face  down.  The 
Captains  are  revea led once a l l  p layer s  have chosen their  Capta in.

c .  Se l ec t  the  mobi l i za t ion Planet s
Unlike the Duel  mode,  a  Nat ion se lects  2  mobi l izat ion Planets ,  1 Planet  per  player .
When plac ing the Planet  t i les ,  only  one of  them must  be adjacent  to  the center  t i le . 
The second Planet  can be placed free ly  around the f i r s t ,  as  shown in the diagram 
below.  The 2  player s  decide together  on the placement  order  of  the t i les . 

Team 1
Planet s

Team 2
Planet s

P lacement  pos s ib i l i t i e s
o f  the  s econd Planet  o f  the  t eams
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d.  Se lec t  Crew member s
Each player  se lects  3 Crew cards  f rom the 12 cards  of  the Nat ion ( for  a  tota l  of  6 
per  team).  

e .  Col l ec t  the  s tar t ing  Sp ice s
Col lect ing the s t ar t ing Spices  i s  s imi lar  to  Duel  mode and appl ies  to  a l l  p layer s  of 
each Nat ion: 

*  Each player  on the s t ar t ing team receives  1 Star  Pepper  seed and 1 Celes t ia l 
Vani l la  f lower .

*  Each player s  of  the second nat ion receives  1 Star  Pepper  seed  and 2 
Celes t ia l  Vani l la  f lowers .

C O U R S E 
O F  T H E 

G A M E
The 2 Nat ions  t ake turn.  Player s  of  the same Nat ion per form the phases  a t  the same 
t ime.
A turn i s  made up of  the same 4 phases  as  the Duel  mode,  which course  i s  s imi lar. 
Only the speci f ic i t ies  of  the Team mode are  indicated below. 

OVERVIEW OF 
A NATION’S TURN 

ex p lo r at i o n ph a s e 
During the Explorat ion phase,  each player  f rom the same Nat ion draws a  t i le .  The 
player s  decide together  the order  and pos i t ion of  the t i les  to  place .
In case  of  disagreement ,  i t  i s  the player  who drew the t i le  that  decides  i t s  pos i t ion. 

co l l e c t i o n ph a s e 
During the Col lect ion phase,  Spices  and Bonuses  are  col lected separate ly.
Each player  col lects  and manages  their  Spices  and Bonuses  as  they please .
The maximum Spices  per  p layer  i s  5  Star  Pepper  seeds and 5 Celes t ia l  Vani l la 
f lowers .  As  wel l  as  3 Bonus tokens  in  reser ve. 

Player  1
Spice s Player  1

Spice s

Team 1

Player  2
Spice s Player  2

Spice s

Team 2
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tac t i c a l ph a s e 
Each player  independent ly  manages  the act ions  of  his  f leet .  However,  both team 
members  per form their  act ions  at  the same t ime during the turn. 

Move your Ships
At each turn,  p layer s  of  the same Nat ion can move their  Ships , 
but  only  those under  their  Command. 

mov e m e n t o f t h e ga l l e o n s

Each Gal leon of  the Nat ion can move 1 t ime per  turn,  up to 3  spaces . 

mov e m e n t o f t h e fr i gat e s

Each Fr igate  of  the Nat ion can move 1 t ime per  turn,  up to 4  spaces . 

Use a  Crew member
Player s  can only  use  their  Crew cards  for  Gal leon under  their  Command. 
They can only  use  3  Crew cards  per  turn and i t  i s  forbidden to play  a  Crew 
card for  the Gal leon of  your  a l ly.  Player s  can not  exchange Crew cards . 

*  Maximum of  6  Crew cards  in hand per  player.

Use a  Bonus
Each player  of  the same Nat ion independent ly  manages  his  col lected Bonus 
tokens.  I t  i s  forbidden to exchange or  g ive  a  Bonus token to your  a l ly.  Just  as 
i t  i s  not  poss ib le  to  use  a  Bonus to  benef i t  your  a l ly.  .

*  Maximum of  3  Bonus tokens per  player .

co n s t ru c t i o n ph a s e
During the Construct ion phase,  p layer s  can per form the same act ions  as  in  Duel 
mode but  with Team mode restr ic t ions .  Another  act ion,  speci f ic  to  Team mode, 
a l lows player s  wi thin the same Nat ion to  share  Spices . 

Share Spices
Player s  can share  up to 2  Spices  per  turn,  regardless  of  the 
dis t ance between their  Ships . 

To share  a  Spice ,  one of  the player s  g ives  1  Spice  token to his  a l ly.  The spl i t 
must  not  exceed 2 Spice  tokens per  turn for  the same Nat ion. 
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Recrui t  a  Crew member
The recrui tment  of  a  new Crew member i s  ident ica l  to  the Duel  mode. 

*  Cost  ident ica l  to  Duel  mode:  2 Star  Pepper  seeds .

*  The new Crew card i s  added to the hand of  the player  who recrui ted i t . 

*  Maximum of  6  Crew members  per  p layer.

Build a  Fr igate
Each player  of  the same Nat ion can add Fr igates  to  his  Armada.  The Ships  of 
2  p layer s  are  managed independent ly. 

*  Cost  ident ica l  to  Duel  mode:  2 Star  Pepper  seeds .

*  The Fr igate  s t ar ts  on one of  the Planets  under  the Command of  the 
player  who wishes  to  bui ld  i t .  I f  the player  does  not  have a  Planet  or  i f 
they are  a l l  occupied by Ships ,  the Fr igate  can not  be bui l t . 

*  Maximum of  2  Frigates  per  player .

*  Maximum of  2  Frigates  per  Nat ion per  game.

*  I t  i s  forbidden to move the Fr igate  f rom your a l ly. 

Build a  For tress
The player s  of  a  Nat ion independent ly  manage For tresses  under  their 
Command. 

*  Cost  ident ica l  to  Duel  mode:  1 Star  Pepper  seed and  1  Celes t ia l  Vani l la 
f lower .

*  I t  i s  forbidden to place  a  For tress  on the Planet  of  your  a l ly. 

*  Maximum of  2  For tresses  per  player .

*  Maximum of  2  For tresses  per  Nat ion per  game .

Build a  Captain’s  Gal leon ( i f  des troyed)
The player s  of  a  Nat ion independent ly  manage the Gal leon of  their  Armada. 
Unlike the Duel  mode,  in  Team mode when a  Gal leon i s  destroyed,  the player 
can rebui ld i t ,  but  he can not  change Capta in. 

*  Cost  ident ica l  to  Duel  mode:  2 Celes t ia l  Vani l la  f lowers .

*  A player  can only  rebui ld his  Gal leon once .

*  I t  i s  forbidden to change Capta in dur ing the game. 

Conquer a  Planet
The player s  of  a  Nat ion must  conquer  the Planets  independent ly.
The Planet  card i s  added to the hand of  the player  who conquered i t  as  wel l 
as  the Spices  that  wi l l  be  produced by this  Planet  dur ing the next  turns . 



27

E N D 
O F  T H E 

G A M E 
When a  Nat ion conquers  i t s  5 th P lanet ,  or  the opposing Nat ion no longer  has  a 
Planet ,  the game stops .  Player s  of  the same Nat ion owning 5  Planets  win the Celest ia l 
Supremacy. 

Note :  p layer s  may be in  a  draw s i tuat ion,  especia l ly  when they no longer  have Ships , 
in  which case  player s  must  agree to  s top the game without  a  winner.
I f  one of  the player s  disagrees ,  the game cont inues . 

‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡
‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡†‡

EXPERT LEVEL
In Exper t  leve l ,  the confrontat ions  t ake place  in  the best  of  3  games (Best  Of  3) , 
which means that  the f i r s t  p layer  to  win 2  games wins  (whether  in  Duel ,  Free For 
Al l  or  Team mode) . 

ad d t h e e x p e rt t i l e s
When set t ing up,  add and shuf f le  the exper t  t i les  to  the base  t i les  s t ack. 

Note :  the exper t  t i les  are  a l l  marked by the sea l  of  the eye of  Providence. 
 

There are  3  game map conf igurat ions  for  the exper t  t i les :

*  23 t i les :  Add 4 exper t  t i les  drawn randomly among the 8 ,  and shuf f le  them 
with the rest  of  the t i les  of  the game:  Fig .  6

Eye  o f  Providence

Fig .  6
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*  25 t i les :  Add 6 exper t  t i les  drawn randomly among the 8 ,  and shuf f le  them 
with the rest  of  the t i les  of  the game:  Fig .  7

*  27 t i les :  Add the 8  exper t  t i les ,  and shuf f le  them with the rest  of  the t i les  of 
the game:  Fig .  8

The exper t  t i les  enlarge the play ing area  and add new mechanics  that  wi l l  make 
explorat ion even more di f f icul t . 

*  Spices  of  Providence :  each Ship placed at  the beginning of 
the turn on a  Spices  of  Providence space a l lows to  col lect  2 
tokens  of  the Spice  per  turn. 

 

*  Shipwreck space :  each Ship placed at  the 
beginning of  the turn on a  Shipwreck space can 

rescue 1  Crew member per  turn.  The Crew member i s  chosen by 

Fig .  7

Fig .  8

Sp ice s  o f 
Providence  s pace s

Shipwreck s pace
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S P E C I A L  A B I L I T I E S 
O F  T H E

C A P T A I N S
Abil i t ies  are  indicated on Capta ins ’  cards .  In order  to  under stand the extent  of  the 
dif ferent  abi l i t ies ,  they are  deta i led below:

Ma r i n e roya l e Fr a n ç a i s e

Mathurin Hubac -  ga l l e o n:  l ’ i n t r é p i d e

Increase  h i s  Gal l eon’s  move  b y  2  for  the  cur rent  turn

*  I t  i s  not  poss ib le  to  use  the abi l i t y  i f  the Gal leon has  a l ready 
moved in the cur rent  turn.  I t  i s  therefore  necessar y  to  play  the 
Crew card “Chief  Mate”  before  moving the Ship. 

*  I t  i s  poss ib le  to  use  the ski l l  severa l  t imes  before  moving 
(maximum of  9  spaces ) . 

*  I f  the Ship i s  f rozen,  the abi l i t y  does  not  a l low to move. 

the player  in  his  reser ve,  and may be used dur ing the Tact ica l  phase. 

ga M e se t -u p 
The Exper t  leve l  of fer s  longer  games with unpredictable  events .  The set -up of  the 
game goes  according to  the rules  of  the chosen game mode,  only  the points  speci f ied 
below wi l l  d i f fer :

*  Duel  and Free For  Al l  mode :  p layer s  se lect  3  Capta ins  at  the beginning of  the 
game,  instead of  2 

*  Team mode :  player s  can rebui ld their  Gal leon up to 2  t imes  instead of  1. 

co u r s e  o F  a  g a M e
The course  of  the game i s  ident ica l  to  the game mode chosen.  However,  the Exper t 
leve l  requires  p layer s  to  be much more v ig i lant  wi th their  use  of  Crew members .
When a Crew member is  played,  the card is  permanent ly  discarded and can not  be 
played any more during the game . 

en d o F  t h e g a M e
The winning condit ions  of  the chosen game mode apply  ident ica l ly  for  an end of  the 
Exper t  leve l  game. 
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Victor ine de la  Chesnaye -  ga l l e o n:  l e  m e rC u r e

Move ins tant ly  her  Gal l eon to  a  P lanet  o f  her  Command
This  act ion does  not  count  as  a  move:

*  The ability can be used before or af ter the Galleon has been moved.

*  The abi l i t y  can be used even i f  the Gal leon i s  f rozen. 

Cosme Caste l  d ’Oléron -  ga l l e o n:  l ’ i n v i n C i B l e

Protec t  a l l  the  For t re s se s  o f  h i s  Command f rom enemy a t tacks  for  1  round
Invincible  to  enemy at t acks ,  a l l  For tresses  under  his  Command can 
not  be destroyed regardless  of  the number of  enemy at t acks  used 
unt i l  the next  round. 

*  Team speci f ic i t y :  the abi l i t y  does  not  apply  to  a l l ied For tresses .

August ine Cassini  -  ga l l e o n:  l ’é o l e

Turn a  t i l e  a l ready  p laced

*  I f  a  Ship i s  pos i t ioned on a  space at  the end of  the t i le ,  i t  i s  not 
moved. 

*  I t  i s  not  poss ib le  to  turn a  t i le  where a  contestant  Gal leon i s 
located.

Br i t i s h roya l naV y

Elizabeth Fairborne -  ga l l e o n:  h m s r e v e n g e

Increase  the  a t tack  range  o f  her  Gal l eon o f  1  s pace  for  the  next  a t tack
The Gal leon can then destroy an enemy Ship within 2  spaces  of 
dist ance. 

*  The abi l i t y  must  be combined with a  “Gunner”  Crew card to  be 
used. 

*  I t  i s  necessar y  to  play  the “Chief  Mate”  Crew card before 
at t acking with the “Gunner”  Crew card. 

*  I t  i s  poss ib le  to  use  the abi l i t y  severa l  t imes  before  at t acking to 
reach a  Ship at  a  longer  dis t ance (maximum of  3  spaces ) . 

Cicely  Blake -  ga l l e o n:  h m s s u r p r i s e

Prevent ,  dur ing  1  round,  the  move  o f  an enemy Ship  which  i s  loca ted  3 
s pace s  away or  l e s s
The opposing Ship wi l l  not  be able  to  move,  but  can use  Bonuses 
( inc luding Ste l lar  Winds)  or  Crew members . 

*  The f rozen Ship wi l l  not  be able  to  use  i t s  move on the next 
turn,  a l l  other  act ions  or  abi l i t ies  are  achievable . 

*  I t  i s  poss ib le  to  f reeze a  Ship located on the Rose of  the winds. 

Peter  Byng -  ga l l e o n:  h m s C h a ro n

Permanent ly  d i s card  a  Crew card  f rom the  opponent ’s  hand
Draw randomly 1  Crew card f rom the opponent ’s  hand,  then place  the 
card in  the game box. 

*  The player  unvei l s  the Crew card before  plac ing i t  in  the game 
box.  The opposing player  wi l l  no longer  be able  to  recrui t  th is 
Crew card for  the rest  of  the game. 
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Nathaniel  Lancaster  -  ga l l e o n:  h m s f u r i o u s

Allow 1 Fr iga te  o f  h i s  Command to  a t tack  wi th  an a t tack  range  o f  1 
s pace

*  The abi l i t y  must  be combined with a  “Gunner”  Crew card to  be 
used. 

*  Nathanie l ’s  Gal leon must  be in  game on the ce lest ia l  vaul t  to 
use his  abi l i t y. 

ar M a da es pa ñ o l a

Aníbal  Pargo -  ga l l e o n:  ag u i l a

Increase  b y  2  the  number  o f  Sp ice s  co l l ec ted  b y  h i s  Gal l eon,  dur ing  the 
next  Col l ec t ion phase

*  The Gal leon must  be pos i t ioned on a  Factor y  space dur ing the 
Col lect ion phase  for  the Capta in’s  abi l i t y  to  work. 

*  I t  i s  poss ib le  to  use  the abi l i t y  severa l  t imes  to  col lect  more 
Spices  wi th his  Gal leon. 

Catal ina de Guzmán -  ga l l e o n:  a l m a n z o r a

Ins tant ly  bui ld  a  For t re s s  for  f ree  on one  o f  the  P lanet s  o f  her  Command

*  P lace  the For tress  token on one of  the Planet  spaces  in  her 
Command. 

*  The abi l i t y  can not  be used i f  the maximum of  For tresses  has 
a lready been reached. 

*  Team speci f ic i t y :  i t  i s  not  poss ib le  to  place  a  For tress  on the 
space of  a  Planet  under  the Command of  your  a l ly. 

Isabel  da Si lva  -  ga l l e o n:  g r a n p r i n C e s a d e l o s  C i e l o s

Combined wi th  a  Ste l lar  Winds  Bonus ,  move  an enemy Ship  up  to  3 
s pace s

*  The abi l i t y  must  be combined with a  Ste l lar  Winds Bonus to  be 
used. 

*  The abi l i t y  can be used even i f  the Isabel  Gal leon i s  f rozen.

*  Team speci f ic i t y :  You can not  move an a l l ied Ship this  way.

Sebast ián de Avi lés  -  ga l l e o n:  C o r aC e ro

Se l l  a  Crew member  to  co l l ec t  1  Star  Pepper  s eed  and 1  Ce le s t ia l  Vani l la 
f lower

*  The Capta in immediate ly  rece ives  the Spices  of  his  sa le . 

*  The sold Crew card returns  to  the other  remaining unused Crew 
cards  in  reser ve. 



32

E X P L A N A T I O N 
O F  T H E 

C R E W  M E M B E R S
The act ions  of  Crew members  are  indicated on the cards .  In order  to  under stand 
their  extent ,  they are  deta i led below: 

cr e w M e M B e r s  c o M M o n t o a l l  nat i o n s  É q u i pag e 

Banker
Exchange  one  o f  your  Sp ice  tokens  for  a  d i f fe rent  Sp ice  token f rom the 
bank
In order  to  do this ,  d iscard 1  Star  Pepper  seed or  Celest ia l  Vani l la 
f lower  token,  and recover  in  the bank 1 token cor responding to  the 
second t ype Spice . 

Chief  Mate
Use the  Capta in ’s  ab i l i t y
See the Specia l  Abi l i t ies  of  the Capta ins  chapter  for  more deta i l s 
(p.29 ) . 

Gunner
Destroy  an enemy Ship  or  For t re s s  wi th  an a t tack  range  o f  1  s pace

*  I t  i s  not  poss ib le  to  at t ack f rom the Rose of  the winds space. 

*  I t  i s  not  poss ib le  to  at t ack a  Ship located on the Rose of  the 
winds space. 

*  I t  i s  poss ib le  to  play  the “Gunner”  Crew card severa l  t imes  in 
order  to  car r y  out  severa l  a t t acks . 

Ma r i n e roya l e Fr a n ç a i s e

Helmsman
Move ins tant ly  the  Gal l eon on the  Rose  o f  the  winds
This  act ion does  not  count  as  a  move:

*  The abi l i t y  can be used before  or  a f ter  the Ship i s  moved. 

*  The abi l i t y  can be used even i f  the Ship i s  f rozen. 
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Lady of  the Night
Bring  in  2  Ce le s t ia l  Vani l la  f lower s  when us ing  her
Draw 2 Celect ia l  Vani l la  f lowers  a t  the bank,  and place  them on 
your  player  board.  I f  you have reached the maximum of  Celest ia l 
Vani l la  f lower  tokens,  you can not  add any more. 

Br i t i s h roya l naV y

Surgeon
Protec t  the  Gal l eon f rom enemy a t tacks ,  for  1  round
Invincible  to  enemy at t acks ,  the Capta in’s  Gal leon can not  be 
destroyed regardless  of  the number of  enemy at t acks  used unt i l 
the next  round. 

*  The abi l i t y  can not  be cumulated.

*  The abi l i t y  does  not  protect  f rom Singular i t ies .

Shipwright
Bui ld  for  f ree  a  Fr iga te  dur ing  the  next  Cons t ruc t ion phase
The abi l i t y  can not  be used i f  the maximum of  Fr igate  in  game has 
a lready been reached. 

ar M a da es pa ñ o l a

Crewmaster
During  the  next  Col l ec t ion phase ,  increase  b y  1  the  number  o f  Bonus 
co l l ec ted  b y  the  Gal l eon

*  The Gal leon must  be pos i t ioned on an Anchorage space 
during the Col lect ion phase  for  the Crew card to  work. 

*  I t  i s  poss ib le  to  use  the abi l i t y  severa l  t imes  to  col lect  more 
Bonuses  with your  Gal leon. 

Governor
Reduce  b y  1  the  number  o f  required  Sp ice s  to  conquer  a  P lanet
During the Tact ica l  phase,  i f  the Gal leon i s  p laced on a  Planet 
space,  p lay  the “Governor”  card.  During the Construct ion phase, 
you wi l l  be  able  to  deduct  the Spice  of  your  choice  f rom the cost 
of  this  Planet . 
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