Part A% INTRODUCTION

You are a Spanish, English, French, Dutch, or Courish lad with rhe drive to
become a great colonizer, emancipator, courtier, or pirate of the Caribbean.
In the 17th century the decadent Spanish crown owns everything, the black
market is everywhere, the inquisition hears everyone, and nowhere is safe
[from the pillaging of the buccaneers. Fvery year, a treasure fleet (the flota)
worth 10 million doubloons sails to Europe laden with silver, pearls, gems,
and priceless relics. You decide to either command the flora or plunder it.

Pax Hispanica' is an asymmetrical game of ship battles and treachery for 1
to 5 players. The mechanics are similar to other Pax games, with a Tableau,
Market, blind auction, and 4 different career choices and victories. Win by
becoming an extremist in your Profession and transforming the society of the

Spanish Main.”
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Metarules (rules about rules):
A word being defined is listed in bold, or italicized if defined elsewhere.
A Capitalized word is a general term defined in either the glossary (pg. 30) or the Roserma Stone.
A word in ALL CAPS refers either to the PIRATING or EUROPE spaces on the map, or to a
Ship’s Legality as printed on the Ship Card.
The Golden Rule. If the text on a card, scenario, mtorial, or variant contradicts these
rules, the text prevails.
Immunity: A card ability granting "immunity” prevails over other abilities.
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1 PAX HISPANICA is the twenry-three years of peacemaking between 1598 to 1621, when Spain dissng from the
European wars of religion that dominated the previons century. This was during the Spanish Golden Age, the last
period when Spain cleady dominated Evropean affairs.

2 THE 5PANISH MAIN encompasses the mainland shores of Mew on the Caribbean Sea and the Gulf of

Mexico. The area was not yet known as the “Caribbean”, a term derived from the fierce Carib culture but not in
common usage until the lare 19th century

A



Part B ¥ COMPONENTS & ANATOMIES

The Deluxe components are shown on page 38.

Fosetta Stone

53 Meeples

3 punchboards (5/player & 28 while)

16 Zalleons
(3/player & 1 black)

10 Forts

32 Colonies ’
(6/player & 8 purple)
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10 Rebels
10 Cathedrals aon E!-I.Elu
(6/player)
5 Relics 1 Dove 1 Parrot

40 Bilver Doubloons
(51 each)

5 Gold Dollars
(54 each)

14 Standee Figures (2/player)

5 Playmate (1/player)

Philosophy board

100 Market Cards

2 Battle Cards

20 Chests

2 Dice

Bl. LAND ZONES (MAP) B2. ARCHIPELAGOS (MAP)
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Ble land zone

The name of both a sea

M zone and a }'-‘ll'ﬂTC ]'L'I‘n'-:.‘l'l,

B1f Goods / @

. B4f Coffers to store money & Relics.
B4a player name & color

B4g Ship Slot stores up to 3 Ship Cards.

B4b national ability

B4c Sway & Reach

columns. This player j — B4h Peerage slot stores up to 3 Royalty Cards.
has a Sway of 2 and a
Reach of 3.

Bid disks.s—e—— Gk
B4i Splay arrangement so that

the Peerage Ability text is visible.

Bie Bibles.=——

B4j A Ship Card here is the Flagship.



B3. CALENDAR (MAP)

L FHaven LJ'
4 7 B,

B3a Omens
h\““‘-——h___

EL DORADO
No debalichery & all
Ships must Reconnaissance,

AMITERDAM ENTREPOT
All players have

B3b Goods = 3 Svay = 3.

B3c Pax/War stripe

ANGLO-SPANISH WAR

B3d Player Order -
track _E.‘ﬁ m}_

Bs. PHILOSOPHY BOARD

B5a Callow
| spaces (5)

PAX HISPANICA (Pla

Al
i

-B5b Mercantilism
dice

B5c Midlife Crisis
realm (2)

(Aboliton)

= B5e extremist
space (Abolition)

"

————DB5f Profession
1 track (missionary)

MISSIONARY

_-B5g deck slot
(4)(Mission)

B5h War Coffers

B5j Wedding spaces (4) B5i Mutiny realm (2)

Used for Peninsular Marriage.

— B5d Victory condition

BG. HAVEN CARDS (14)

B6a Haven sea zone -~

B6b Action icons

B7. MARKET CARDS (JOO) | 5=
Colony, Mission, Royalty, & Ship. i

B7a Nudge icon —
B7b Legality —

B7c Seamanship ——

("A" is best & "Z" is worst). _-

-

B7d Anchor icon -

B7e Action icons
(see Rosetta Stone)

B7f Peerage Ability ————

B7g Peerage title —_

B7h Reach Peerage icon—
(see Rosetta Stone)

B7i Peerage Qualification
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BS. BATTLE CARDS (4)

B&a land battle tactic —
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Cla Place the Parrot into 1598 in the calendar.
(Place it into 1614 for the optional comer short game).

Part C 4 SETUP CL MAP & CALENDAR SETUP

C1b Choose long game or short game. Place the
Dove into the calendar in either 1649 (Westphalia

long game) or 1637 (Prague short game).

Clc Place a white Meeple into each of the 20
Tribal Sites (B1b) to represent the Indigenous.

Calendar

Esgonnaissance or land
unload. Interdiclions.

C1d Place a purple disk into each of the 8 Spanish
Colony Sites (Blc) to represent the starting Spanish
Colonies. Place a white Meeple (Indigenous) on
each of them. If player purple is not in the game
(C3a), start these Colonies with a forz &

Cle Place Haven Cards (14) facedown in
the lower left corner of the map.
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C2.. PHILOSOPHY BOARD SETUP

C2c Mercantilism dice (B5b). On the dice icon,
place a dice with 3 pips faceup. This indicates a
starting Mercantilism of 3.

C2a Four Market decks. Shuffle the Colony,
Ship, Mission, and Royalty decks and place each
facedown in the corresponding deck slor (B5g).

Flip the top card of all four decks faceup.

C2b Your Figure will be placed into your color
square (B5a) during step C3g.



C3. ASSIGN A PLAYMAT TO EACH PLAYER

Each player gets a Playmat, either randomly or by some agreement.
CARDINAL [ : Take the tokens (Disks, Bibles, Galleons, Meeples) of your color.

RICHELIEL

GO e et _ C3a Player purple. It is recommended that the Spanish

end cannat suller kidnegging.

player not be in the game in a 2- or 3-player game, since 1
Spain starts with large advantage in Sway.

Tip: The spanish advaniage is large enough that they can
win early wnless the other players cooperate early,

C3b Solitaire Game. You play Ganga Zumba (reverse side of
Playmat red) versus Sun King (reverse side of Playmat purple).
See Part H. Ganga Zumba's Playmat and starting Peerage
(MAROON KING) can be experimentally used in the multiplayer game.

C3c Your starting dollars. Each player starts with as many
dollars as players in the game. The large silver coins are $1, and
the small gold coins are $4.

C3d Your sway column (B4c) is loaded with 6 Colony disks.
However, the Spanish (purple) Playmat starts with zero disks.

== C3e Your reach column (B4c) is loaded with 6 Bibles.
0-SPANISH WAF : PAX HISPANICA (Player Orde:

et m ‘ ‘ ' SE C3f Reserves. Next to their Playmat, each player maintains
g -

the tokens of their color (Meeples & Galleons).

: C3g Your Figures. Each player adds one of their standee
S Figures to the slot of their color on the map and another into
- / S the square on the philosophy marked with your color (C2b).

C3h Pool. Place the unused tokens (Rebels, Chests, Relics,
forts, Cathedrals, coins, black Galleon) together.

C3i Battle Card deck (BB). Put into a public deck. 1'

C3j Your starting Hand. Each player takes two Haven Cards
at random, keeping their values secret from the others.

C3k Start the game. You are now ready to start playing!
See D1 for the first year.
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P art D ! SEQUENCE OF PI‘AY Exﬂmpie D1d. During the goods year, there are 2 sources of Labor for your

vacant Colony at New Edinburgh: an Indigenous at Darién and your
Citizen at Ronconcholon Cathedral. Player purple goes first in Player
Order and employs your Citizen, leaving the Cathedral vacant. He pays
you $1 salary for the employment. Unfortunately Panamd is rebellious,
making kidnapping impaossible. Without any Labor, your Colony dies out.

' o _: Rosario

]
'

The game proceeds year by year in 4 year cycles, with each player taking
their entire turn within the year, in Player Order. Begin with the first
player and end with the last. See the abbreviated sequence of play at the
bottom of the map.
* Advance Parrot. When all players have performed their year, advance
the Parrot into the next year on the calendar (B3). The game is played in
rounds of 4 years: goods (D1), auction (D2), play (D3), and sail (D4).

L d Lo

vacant Colony
* Perform Omens (see glossary) at the start of their indicated year. (employs Citizen)

vacant Colony (dieoff)

DJ. GOODS YEAR (DONE ONCE, NOT PER PLAYER)
Follow this sequence:
a. Update Player Order. Each player has a Figure of their color on this

track (C3g).? Player Order proceeds from left to right, and remains
constant each year until the next goods year.

e. Goods placement.® The calendar (B3) depicts the 2 Goods for the year.
Find the 2 /and zones (Ble) that depict these Goods and place a Chest
on or by each Colony in that land zone. Do not place any Chests if the
land zone has no Colonies or if the Colony already has a Chest.

* During War (B3c).* Arrange the Figures from the most to the least * Rebellion (E6a) in the land zone does not prevent good placement.
Righteous (glossary), with the former Player Order breaking ties. : : :
; _ f. Slave attrition. If a new Chest is added to a Colony with Slave Labor,
* During Pax. Arrange the Figures from the most Loyal to the least Discard that Indigenous to the Pool.”
Loyal, with the former Player Order breaking ties.
b. Cathedral refresh. Populate each vacant Cathedral with a Citizen g. Earnings. If a Chest is placed at a Colony that has Citizen Labor, the
Meeple of the color of its Bible from the Pool, representing a local owner of the Citizen receives $1 (one dollar)® from the Pool.
demand for more Labor. Ex.r:mp{f D1. Its 1610 during the Pax Hispanica.
* Refugees. If a Cathedral owner has no more Citizens, he must refresh Update Player Order: Since purple is the most loyal and red the least, the

using Citizens from the Reserves of any other player, even from
players who are not in the game. See Token Limits.
c. Labor acquisition (Player Order). To avoid dieoff (next bullet), each
vacant Colony (a Colony without a Meeple on top) acquires Labor
from the same land zone in one of 2 ways:
* Kidnap from a Tribal Site or Visita (E2a). This is
mandatory if no other source of Labor is available. ~ Easily missed!

» Employment from a Cathedral (E2b). The Colony ;,.i/:,u ﬁ“ﬁ,{ﬁ‘fﬂn
owner (or the Pool if the Colony owner is not in the ooy S;ﬂft as Emigration in Cuba _____J
game) pays a $1 salary to the owner of the hired Citizen. gl ol g e

_-— F‘J.f::; L

Citizen's salary = $1 I

Figures are purple, blue, then red.

Labor acquisition: The Spanish Colony at Havana pays $1 to the French
Cuban Cathedral to hire a Citizen (see below). There are 2 vacant
Colonies in Nova Andalusia and both dieoff without Labor.

Goods placement: A Chest of Cuban tobacco is placed on Havana.
Nova Andalusia is abandoned, so no Chests of salt are placed there.

Earnings: Player blue receives $1. Advance the Parrot to 1611.

b d. Colony dieoff. If a Colony is unable to acquire Labor and thus remains
| vacant, then Discard both the disk to the owner’s sway column (B4c)
and any Treasure or forr €2 there s

3 PLAYER. ORDER. Even ships that were not necessarily carrying any illicit cargo often sought out particular roures and timing to conceal their arrvals and departures and intentions from competing vessels in the chaotic
Caribbean markets. This resulted in few vessels being willing to participate in convoys, one of the primary means of protecting commercial shipping from atrack by enemy vessels during war.

4 RELIGIOUS WARS. There were many religious wars in the 17th century, and it was not just the Spanish Inguisition that did the terrorizing. In the English Civil War, it was the cavaliers (Mudge down) versus the roundheads (left).
In France it was the Catholics (n.ght% wversus the Hupnenots (up). In the religious civil war doring the 12-year tmoe in the Nethedands, it was the remonstrants (up) versus the pomarists (left).

5 COLOMNY DIEOFE Many American colonies mysteriously vanished, including the Roanoke Colony off Virginia, privately-funded by Sir Walter Raleigh (player red) and his friends.

6 SPANISH EXCLUSIVE. By law, the Spanish colonies could not rrade with each other, let alone with fordgners. They could trade only with Seville, the one desi d trade port in the distant mother country. Spanish merchants and
Spaniards acting as cargadores (fronts) for foreign merchants sent their goods on the annual treasure fosg bound for the New Wo:lcﬂr'l'h.: Spanish Crown taxed the wares and precions metals of privare mcrEauls ar a rate of 20%, a
tax kenown as the guinge raa! (royal fifth). The vast majority of Caribbean trade was illegal and untaxed contraband.

7 BRUTAL WORKER ATTRITION. Due to the virgin soil effect, Old World diseases such as smallpox, malaria, flu, and measles ravaged through the American narives far faster than the horses of the Conquistadors.
Archeological evidence seems to indicate a mc-r;ﬁl]r a5 high as 90% decades before any -:-fﬂlcmiad even seen a Spaniard. In spite of the MNew I.amulsdgmh.ibitm enslavement of the j.udjgcnc‘us, illegal slave raids threatened total
extermination. A tragic example is the Pearl Coast of eastern Venezuela. To supply the oyster fisheries of [Ela Margarita, the peaceful natives of Trinidad and Ta were labeled “Caribs” or "pirates” in 1511, and thus legal
enemies of Spain. In two decades not only were the islands decimated by slave raids, but the oyster beds were degraded beyond recovery. The environmental damage was an example of the “tragedy of the commons™: if nobody
holds Lockean property rights, it becomes a race to exploit resources b the next exploiter does. —Michael Perri, Ruined and Lo, Spanich Desraction of ohe Pear! Coast in rbe Early Sixeeench Cenvury, 2009,

& SPANISH DOLLARS (#). The depicted sibver ooin is the daflar, also csll.cd:}l-l‘u".:ra: of eight”™ or “peso”. Containing 25.56 of fine silver, it was minted in huge quantities beginning in the 16th century from the sibver mines of
Mexico and Peri. It became the basis of the American dollar (this much sitver is worth over $17 today’s inflared 1S dﬁjfrsu}ls The symbol “$7, used for both the dollar and the peso today, may have come from the supedimposed

letters °P T 517, the mark of the mint ar Potosi in Perd. The depicted gold coin is the dowbleon, minted in Mew Spain beginning in 1622, It contained 7 grams of pold (worth $420 US today) and was worth 4 Spanizsh dollars or
2 Wenetian ducats or 40 Durch guilders.
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D2. AUCTION YEAR (EACH PLAYER, IN PLAYER ORDER) ExﬂmPff D2. Continuing from example D1, player purple initiates a
buried treasure auction for the Royalty Deck, which he wins. Player blue,

1 yourtiien you must perfor one ot S R a Professional missionary, draws the top 2 cards from the Mission Deck.

a. Initiate auction. First announce one of the 4 Market decks. Then: Finally, player red initiates an auction for the Ship Deck. The winning
* Buried treasure option.” If you announce “buried treasure”, then bid is $4 from player purple, who pays the cash to player red and takes the
the card being auctioned is the unseen card one below the top card, Ship into Hand. The Parrot advances to 1612.

leaving the original faceup card in place (so that only the auction

winner will see what the auctioned card is). If you announce a deck
without saying "buried treasure”, you auction its top faceup card. Declc Maintenance: 1f a Marker Card is Discarded, it goes
faceup into the bottom of its draw pile. If a faceup card appears in a draw
deck, indicating that the deck has run out of cards, shuffle all the cards in

* Blind auction procedure. The initiator, plus every player with at
least $1, must participate in the auction. Each takes their money

out of their Coffers, secretly places any number (including zero) in the deck to form a new deck.

their closed fist, while hiding their remaining money with their other

hand. Then, all participants reveal their bid simultaneously. T1ip: Your first goal is to get a jabl Either win an auction for a Market Card of the
per Nudge in 1599, or play a Peninsular™ Marriage or Sword Figlt in 1500,

* Win procedure. The high bidder wins the card, with the initiator éf;c ﬂmﬁ'ﬂﬁﬂf} of a Hﬂ"ft‘ﬂ ﬂﬂfﬂ; :ﬂﬂﬂ’ a NH;T?’P will ﬁf‘ﬂ mﬂ‘;u v H:.?Eﬁﬂﬂ-i" ;
winning ties. The winner adds the card to their Hand (unseen, in the Eﬂftﬂmﬂfsf;;:;,aﬂm;; H?;:. W’;E f ﬁ;ﬁf gl ,ffn‘:ws_ e |
case of buried treasure). :

* Who gets paid? If you win as the Easily missed!

: This year you may exceed = 55 b
lnitiator, pay your bid to the Pool. your Hand Limit, since this TIP (Reaﬂh): If you choose Professional Draw (D2b), the number of
If somebody else wins an auction you is not enforced until the cards you draw is equal to your Reach, Your Reach increases as you establish
initintﬂ d—len ﬂ'lﬂ}r pay ﬂ]eir hid to }rou_m SN ﬂfm 'F:ﬂy o, Missions or Ancher cards with the Reach Peerage icon, Your Reach decreases

as you lose Missions or Peerage with Bibles on their Reach Peerage icon,
* Tied bids. As the initiator, you win a tied bid you are involved in.

If you are not involved, you choose which of the tied players wins.

* Auction losers get their money back.

* Then flip the top card of the deck faceup,

Current Reach =1

Exﬂmpif D2a. You initiate an auction for a Ship. The bids are revealed, -
and you bid nothing and your two opponents each bid $5. You decide to - oS

take $5 from player red who adds the Ship Card to his Hand. - ’ or kidnapped

b. Professional Draw by drawing a number of cards equal to your Reach

from the deck linked to the Professional track that you are on. Your
Reach is defined as either the current value on your Playmat, or the

current Mercantilism, whichever is lower.
* If drawing more than 1 card, only the first is known to other players.

* Then flip the top card of the deck faceup.

c. Debauchery" by undergoing Midlife Crisis (only if Professional, see
glossary), then taking $1 and 3 Haven Cards.

4 BURIED TREASURE. Pirates and buried treasure, told in many stories such as Tragswre ffana by Robert Lonis Stevenson, may have orginated from the celebrated 1573 raid by Sir Francis Dirake (card 511) in Diarién, Panamad.
Using Maroon guides, some of whom were incorporared into his crew as freemen, Dirakee surprised the Spanish mule train and captured 20 tons of silver and gold. Most of this windfall was buried since it was too heavy to drag
back to the ships.

10 MAKERS V5. TAKERS. Wealth generation in a Pax pame follows a malker vs. taker dichotomy. Money is generared by those who produce values (farmers, miners, doctors, navigators, merchants, mule drivers, slaves), and
redistributed by those that take T%Lcr_m irates, robbers, taxmen, slavers, customs officials, kings). Accordingly, money fows into Pre Hispawics both by market investments (card sales) and colonial production.
Unlike many other games, taxation and piracy redistributes wealth rather than generating it.

11 DEBAUCHERY is a night of grog-swilling md.rg‘ terminated b the raid of 2 pres « These legal thugs were commissioned to roam the streets and pubs, looking for callow youths to impress (kidnap) into naval service on
warships. The shanghaied victims at least gain a bit of wages a.l:L experience abour the pirate havens of the Caribbean. However, defining a slave as one under force to serve others, conscription is enslavement.
Impressment against sailors on American ships by the Royal Mavy was one of the 27 prievances leading to the American Revolution.

12 PENINSULAR refers to a Spaniard bom in Spain living in the colonies. Higher offices in New Spain were available to peminsedares, or thoss married to peninsedares. In this pgame, a gold digger marrying a peninsular bride pets you
into a profession.
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D3. PLAY YEAR (EACH PLAYER, IN PLAYER ORDER)

Each player in Player Order plays any number of Market and/or Haven cards.
The number of Actions that you perform per card cannot exceed your Sway.
On your turn, follow this sequence for each card played:

a. Reveal a Card from your Hand.

b. Nudge. When playing a Market card, you must move your Figure by
one space in the direction indicated (B7a). For extremist positions, see G2a.

* Mutiny & Midlife Crisis. If a Nudge would take you into the realm
labeled “MUTINY” (B5i), instead of moving you suffer Mutiny before
performing Actions or Anchoring the card (see glossary). If a Nudge
would take you into the realm labeled “"MIDLIFE CRISIS or pay $1”
(B5c), instead see Midlife Crisis (glossary).

* Duel. If a Nudge takes you to an occupied spot, swap places with
that Figure.

~vxample D3b. In a 2-player game, you are an extremist Loyalist, and your
foe is in the adjacent spot;, You play your Royalty Card ROYAL EXCHANGE
with a Nudge upwards Ag,, towards Colonist. This fights a Duel, and
you swap places with your foe. Now you are the least Loyal, instead of the
most. This matches the “least loyal” qualification on the card, which you
play for its Reach Peerage effects (D3d).

. Choose Actions. When you play a card, you choose which Actions (icons
in the left column) to perform. See Rosetta Stone for Action details.

* Action limit. The maximum number of Actions performed per card

played is equal to your Sway, defined as either the current value on
your Playmat, or the current Mercantilism, whichever is lower.

If you play a card that increases your Sway, that increase is in effect
on the next card you play.

Action order. You may play Actions on a card in any order.
Take all Actions before going to the next card.

Action effects. See Rosetta Stone. Easily missed]
You cloose the order
of cards fo play, and

you choose the order of
Actions to perform on

each card played,

You may play a card for

its Nudge only, skipping

all the Actions,

m mnm

Cards acquired during play. If you get
Market Cards during your play turn (e.g. via
Armada & or Letter of Marque ), they
are Anchored directly into your Playmat
without using any of its Nudge or Action
icons. If this adds a Ship to PIRATING, draw a
Haven Card.

Ex::mpif D3c. As the most loyal, you play the Royal
Card in your Hand for its ADMIRAL Sway Peerage %,

increasing your Sway to 2. This allows you to play
your “Somers Isles shipwreck” Colony Card for two
Actions (e.g. Disk and Armada) instead of one.

The Disk Action "® moves a Sway disk to the map,
but your Sway remains at 2.

il osm

N

g

......

Disk Actions

Armada Action

7}

Anchor Actions (Ship, Reach Peerage, Sway Peerage). If you choose
to play an Action containing an ancher icon (§ B7d), place its card into
a Slot in your Playmat. There are 3 kinds of Anchor Actions: Ship #,
Reach Peerage ™, and Sway Peerage 8

* Discard after play. If you play a card without using an Anchor
Action, Discard it after performing its chosen Actions.

Slot Limit = 3 cards. If your Ship or Peerage Slot already has 3 cards,
then the Anchor Action cannot be chosen.

Ship Action effects. Add the Ship Card to your Ship Slot (B4g),
arranged so the one you wish to be your Flagship is as shown in B4j.
Place your new Galleon token to join your fleet (either in EUROPE or
PIRATING), or in PIRATING if this is your only Ship. If put into PIRATING,
draw a Haven Card per D4g. Follow this same procedure if you acquire
a Ship by other means (e.g. Armada & or Letter of Marque g)

Peerage Action qualifications (B7i). Not just anyone can become a
Baron, Duke, or Knight! Each Peerage Action I8 has one of four
qualifications: most Righteous (the Figure most to the right), most
Loyal (downmost), least Righteous (leftmost),
or least Loyal (uppermost). You cannot play
a Royalty for its Peerage Action unless your
Figure is more extreme than anyone else in
the indicated direction, after the Nudge. If
tied, the player ahead in Player Order wins.

Easily missed!
If ungqualfied, yvou can
play a Royvally Card for
s non-anchar Actlons, or
enly for Bs Nudge,

Reach Peerage effects. Assuming you meet the qualifications, place
the card Splayed into your Peerage Slot (the order doesn’t matter, see
B4i). If you have Bibles remaining, take the top one from your reach
column and store it to cover the card’s Reach Peerage icon {ﬁ B7h).

Sway Peerage effects. Same as the previous bullet except move a disk

from your sway column instead of a Bible from your reach column. {8
Peerage Ability (B7f) is instantly N—
Ilgc;m:n*..:mud" 4 ‘.I'-'{

active once on a Playmat.

—xample D3d. You are a colonist
(Figure A), and your two
opponents are Figures B & C.
Therefore, you are unqualified

for the GRAND INQUISITOR
Peerage on the card you hold.
However, you play the card,
and its Nudge brings you into
MIDLIFE CRISIS. Instead of
paying to avoid it, you move
into the vacant Callow spot
shown. You are now tied for
most Righteous, but since you
are first in Player Order, you
become the most Righteous
and qualified to Anchor the
card you played.

MISSIONARY BE




d. Choose Flagship. If you have a fleet, you may rearrange your Ship D4. SAIL YEAR (EACH PLAYER, IN PLAYER ORDER).
Splay to indicate a new Flagship (B4j). The Flagship defines both the

Legalibyand the Seamanship of the gt o £ Skip your turn if you have no Ships. Otherwise, if your fleet is in EUROPE,

move it to PIRATING and draw a Haven Card. If it starts in PIRATING, place

e. Hand Limit enforcement. Your Hand Limit is enforced only at the it to a sea zone (B2b) where you intend to attack or load either Treasure or
end Df}fﬂl‘f play turn (and for all Pk_i}’f“ again at ﬂ“f end of the play : Labor. After this attack or loading, move from sea zone to sea zone to load
year). Either sell Market Cards oy Discard any cards in your Hand until more Treasure or Meeples, or unload Meeples at vacant Colonies.
you are down to your Hand Limit as set by your sway column (B4c). End your sail turn with your fleet in either EUROPE or PIRATING.

* Selling Market cards. Any Market card(s) in your Hand can be sold Your fleet cannot split up.” Ny e
to the Market for $1 taken from the Pool. Place the sold card (hidden a. If starting in EUROPE. A fleet iy T o iy )
but faceup) to the bottom of its Markert deck.!? You can sell cards starting its sail turn in EUROPE must WWE PIRATING y
only during your play turn. move to PIRATING as its sail for this ; : N :.:..... TR

* Discarding Haven Cards. Shuffle these (hidden) into the Haven deck. year as shown. Then draw 1 Haven (m_ I Iiﬁ p L
Haven Cards cannot be sold unless using the Black Market Action. Card (D4g). This ends your turn. )w X ;}ik

* Debasement of 1624. After this Omen, you can only Discard cards, b. If starting in PIRATING. At the start {'I!h o %
not sell them unless using the Black Market Action.' of your turn, decide whether you sail e

f. Negotiations (G1). You can exchange Hand cards, money, and deals or do Reconnaissance. If you choose to
with other players at any time during the entire play year. At the end of sail, place all your Galleons into any sea zone containing a Site where
this year, everyone must Discard down to their Hand Limit (Sway). you wish to load Treasure (F4, F5), emigrate Citizens (F3b), or initiate

a land battle (E5). These activities may be restricted by the fleet’s

Ex:lmp;fhﬂikﬂaminum‘g from example D2, player Easily missed! Legality; seft Legality Table. . .

e N e Jim play turn. He plays a Haven for ST Aok oo e * Reconnaissance. If you choose not to sail your fleet in
its Sword Fight 3 into the buccaneer Profession, then  Cards require you to PIRATING, draw 1 Haven Card. This ends your turn.

. - . : Ca il T
plays his Ship for a Nudge deeper into buccaneering. ¢ @ tff!ﬁt:-d -4 * Token loading. During a sail, each Galleon can load 1 token (see
£ Iflnrﬁmﬁ the r‘.rirdl.‘:;lnd adds a Galleon to S Cargo). A Meeple is loaded by either enslave (F3a) or emigrare (F3b),
which draws an additional Haven Card. He can’t and Treasure is loaded by either PLUNDER (F5a), SMUGGLER (F5b),
play or sell either of his Haven Cards, so he discards one to attain his CONQUISTADOR (F5c), or PRIVATEER (F5d), depending upon the
Hand Limit of 1. Player blue plays both his Mission Cards to Nudge right Legality of your Flagship (B4j). If starting in a Friendly Port, see F4a.

%’P and start Visitas in Palenque San Basilio and Dominica. He sells his * Initiate land battle (ES). You can initiate this against an occupied
Ship Card for $1, since its downward Nudge would cause Mutiny among Site in the seq zone (B2b), subject to the limitations of ESa, including

his fleet if played. Player ved, who would otherwise have no card to play, the Legality Table and the attack limit.
interrupts the sale and offers $6 to buy the card instead of selling it.

Player blue accepts, and player red plays and Anchors his purchased Ship
for his play turn. The Parrot advances to 1613.

c. Sailing. The fleet always sails to an adjacent sea zone, where it can
continue to sail or load Treasure (Chests & Relics), or load or unload
Meeples. If carrying Treasure, it either sails to EUROPE or buries it on an

g it island. If not carrying Treasure, it is placed into PIRATING.
Galleon v ﬂ * Movement rate. Your fleet can sail as many sea zones as you wish!

sea bartle, [ -

Roy Cnrmalis * Sea zones only. Your fleet cannot cross land Easily missed! |
Verbeeck, zones (e.g. through Cuba). You do not need to
e 1619 ; follow the currends, just

* Currents (B2a). No fleet may sail from one don't sail against them,
sea zone to another against an arrow.!'® .

13 BUYING AND SELLING in the Spanish Main was dominated by the black market. The mediators were often Sephardic and Leghom Jews, refugees of Inguisitions in Spain, Portuguese Brazil, and Italy. To larpe Jewish
squatter colonies were sertled: Tucacas on the northern coast of YVenezuela, and Mova Zeelandia on the Pomeroon River in the repion of Esequito. These commafandisar were ized into an underworld Jewish syndicate
known as the Sawsa frmanadad ("The Holy Brotherhood", card 519). The Spanish settlers of Veneruela needed foodstuffs and European poods, which the Spanish royal monopaly was wholly inadequate to prwidc?%xpnrrcrs
such as the Caracas Company were obliged to wait for years for overprced freight space on Spanish merchantmen. Local Spanish povernors enriched themselves with payments from the Jewish colonies, even while periodically
putting on a show of crushing them using soldiers and Christian Indians. The most common contraband was cacao beans, purchased by the Brotherhood to be processed in Curagao by Jewish experts who specialized in cacas
and vanilla processing. Mule trains carrying cocoa from Mew Granada and Chuito would arrive in Tucacas, sell their produce to the Jews, and purchase textiles and other European goods in return.

14 DEBASED COINS. Philip T of Spain “solved™ his perennial financial crisis by first issuing a moratofum on government debts, then by the massive printing of velfdn (debased copper coin) in 1608, 1617, and 1621.
This allowed the king to pay off debts borowed in gold with neady worthless copper. Following Gresham's Law that bad money drives our the good, the kingdom was left with bad money.

15 SPAMISH TREASURE FLEETS. Every year, two fleets ofth.:_ﬁom embarked from the Spanish ports of Seville or Cidiz. They stopped at the Spanish Canary Islands for provisions for the voyape acros the Atlantic.
Entering the Caribbean between the Leeward and Windward Elands, they separated. The Mew Spain fleet sailed to Veracruz to load silver and cochineal, while the mes fleet sailed to C a to load silver from Porosi
and quicksilver from Perii. Some ships stopped ar Porto Bello for Peruvian goods transported across the isthmus of Panamd by mule. Other ships went to the Pearl Coast to collect the harvest offshore oyster beds.
Both flests pathered ar Havana for the journey back to Spain. The arrival of the Treasure flest was a time of rejoicing and prosperity for the colonists, especially the merchants, farmers, innkespers, and porters.

16 CARIBBEAN CURRENT. The siling approach to the Cardbbean normally follows the trade currents, pasing between the Leeward and Windward Islands. This incoming water is forced o flush its way among the islands
before funneling into the outlet berween Florida and the Bahamas. Combined with winds from the east (more northeasterly in the winter months) that blow against the current, steep waves of short wavelength are formed that
can overcome vessels strupgling against them. The retum to Europe follows the Gulf Stream, which is why the Spanish treasure ffasa first rallied in Havana nnaﬁc way back.
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d. Interdiction (F1). Any time your fleet is in a sea zone (either entering Exﬂmp!.'f D4. Continuing from example D3, player purple has no Ships,
or leaving), you may be interrupted by an opponent who announces but offers $2 to player blue to deliver Slave Labor to his vacant Colony

“Strike your colors!”. This interdicting player must have his fleet in of St. Domingo. So blue starts his PLUNDER Ship in Port Royal, enslaves
PIRATING and must reveal and Discard the Haven Card for this sea and loads an Indigenous from Accompong, and unloads the Meeple
zone. Resolve the Interdiction immediately as a sea barrle (F2). After at St. Domingo, and teleports to PIRATING. Player red smuggles the
the sea battle, disposition the survivors from the two fleets per Flc. Treasure from Havana, but is Interdicted and sunk by blue while leaving

e. Ending your sail turn. If your fleet survives with Treasure, it sails to either Bm:afmr:a B‘?y' .
HUROPE (F1d) or an island (F6b). If it sucvives any farther Interdictions, PLUNDER gains $4 for the stolen Chest. The Parrot advances to 1614.
unload its Treasure per F6. If it has no Treasure after an Interdiction,
teleport it into PIRATING (next bullet). Either way ends your sail turn. Easily missed!

Your flect always
Exﬂmpif D4e. You have 2 Ships in PIRATING. Start your sail by placing sinys iogether]
them in Barataria Bay. In a land battle, they load Indigenous from

Calusa Florida, then load tobacco from Havana. Next they sail to New xample D. In 1599 (the first auction year), as player
Providence, Tortuga, Ile-a-Vache (via Mona Passage), and Sint Maarten, E red you spend all your cash to buy a Quaker Colony
where one unloads the Slaves at your vacant Colony of St. Kitts. Nobody Card with a lot of beautiful Actions. In 1600, you
interdicts you. Finally they exit to EUROPE with a Chest of tobacco. decide not to play it since its EﬁNudgg won't leave you

with a job. So you instead play your Haven Card for its
Peninsular Marriage 7] (see illustration), which moves
you to the lowermost rung in the missionary Profession.
You keep the Quakers when Discarding down to your
Hand Limit. Unfortunately, on his play turn, player
blue steals your job via Sword Fight »

A Voyage

In 1603, penniless and without a job, you perform
Debauchery (not exactly Quaker bebavior). But in
1604, you play the Quakers and Nudge into missionary.
Amsterdam Emrga‘r allows you to play 3 Actions:

, and Literacy B, Godspeed!

Disk W | Bible

A church
wedding
Marrying a
preacher's
daughter

& = with a
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Entering PIRATING. Draw a Haven Card from the Hawven deck any time your fleet enters
PIRATING. This can be moving from EUROPE (D4a), Reconnaissance (D4b), end of sail
(D4c), post-interdiction placement (Flc), post-battle placement (F2c), or performing a Ship
or Casa de la Contratacién Action (% B Rosetta Stone). This also includes adding a new
Ship to PIRATING by an Armada or a Letter of Marque Action (D3c).

* Draw 1 Haven Card regardless of the size of your fleet.
The deck should be shuffled before drawing.

* Exhausted Haven deck. If there are no cards to draw, instead draw a card (unseen)
from the Hand of any other player.
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* Limitations. You cannot enter PIRATING if carrying Cargo.
Nor can you dump Treasure overboard.



Part E < COLONIES & MSSIONS a. Kidnapping Slave Labor. If there is an Indigenous on a Tribal Site or

Visita in the same land zone as your vacant Colony, you may kidnap
that Indigenous during D1c. Move it to your vacant Colony as a Slave.
You must do so if there is no other source of Labor in the land zone.

* Rebellion. Kidnapping is not allowed if the land zone is rebellions (E6b).

* Kidnapping is not a land battle (E5), and success is automaric.

A Colony is a disk token placed at a Colony Site (either Spanish or
Squatter) on the map.'” A Colony without a Meeple is called a vacant
Colony. A Mission is a Bible located at a Tribal Site on the map that
contains an Indigenous Meeple (E4a) The Bible starts on the map as
a Visita, but can be upgraded into a Carhedral which is periodically

B e il il Wi T * Missionary martyrdom. If an Indigenous is kidnapped from a

Visita, Discard its Bible to the owner’s reach column.

TIP: Founding Colonies improves Sway, and establishing Missions
improves Readh, Sway both helps build up a large Hand and also gives each
card played from the Hand mere punch, Spain starts with a huge Sway
advantage, Once you get a job, Reach helps build up your finances and
inventory by using Professional Draw,

Ex::mp!.’z E2a. During the Kidnapping
goods year (Dlc), the Spanish

Colony automatically kidnaps
the Indigenous at the Dutch
Visita, since no other Labor

is available. This discards the

Bible to the Dutch Reach.

El. FOUNDING A COLONY

To found a Colony, during your play turn choose the Disk
Action '@ found on any Colony Card and place a disk from the
top of your sway column to a vacant Colony Site on the map.'®

. Employment Labor. If there is a Cathedral with a Citizen in the same
land zone as your vacant Colony, and you have $1 to pay as salary, you
may employ that Citizen by paying the salary and moving it to your
vacant Colony. You must do so if there is no other source of Labor in
the land zone.

* Employment salary. Pay the Citizen owner $1 (which is non-
negotiable and can’t be refused). If you own both the Colony and the

Citizen, or if the Citizen owner is not in the game, pay the Pool $1.
The Cathedral remains vacant until refreshed by Cathedral refresh (D1b).

a. Spanish vs. Squatter. The Spanish (player purple) may only
found a Colony on a vacant Spanish Site. A non-spanish
player may only found a Colony at a Squatter Site.!?

b. Fortify. The Disk Action ' may alternatively be used to
add a _ﬂiﬂ‘ﬁ to one of your unfortified Colonies. See E5b.

E2. LABOR ACQUISITION (GOODS YEAR)

A Meeple on a Colony is called Labor, and a Colony without Labor is
a vacant Colony. During the goods year (D1c), each vacant Colony will
attempt to acquire Labor. If it fails, it is Discarded along with any forts
or Treasure.” If there are multiple sources of Labor, the Colony owner

chooses which source in the same land zone (Ble) to take the Meeple from.

Multiple Colonies in the same land zone choose Labor in Player Order.
During the goods year, a vacant Colony can acquire Labor either
by kidnapping from Tribes or Visitas, or employing from Cathedrals:*

. Automatic Spanish Labor Acquisition. If player purple is not in the

game (C3a), a vacant Spanish Colony will nevertheless automatically
acquire Labor with priority over all other players, choosing in this order
(dependent upon Labor availability): kidnrap (E2a, favoring Visitas in
Player Order), and carbedral employment (E2b, in Player Order).

* Employment salary. Automatic employment is paid $1 from the Pool.

* Labor from Ships. Labor can be added to a vacant Spanish Colony
during the sail year per E3b.

17 COLOMNY is a settlement established on afo.rr_i%n shore. It can be of any colture, not necessarily European. In southem Greenland, for instance, although the first known colonies were European (Viking], they were soon followed

by Thule-Inuit colonies. The Caribbean archi

ago was no stranger to hostile colonization. Cwer the course of the 200 years before the arrival of Christo Columbus in 1492, the Cignayo and Guanahatabey hunter-parherers

and ther language had been extingnizshed by Taino farmers, who were in turn decimared by the agirnf:'.ssivc Caribs in warfare, ectermination, and slavery. As lare as 1640, Cacique Kayerman (card MOT), an Island Carib, was arrested

for leading a slave raid on a nei ing island, against a tribe that the French had a treaty with

c Roulet, La Compagnie des iles de Udmérigue. (1633-1651), 2022,

18 FOUNDING A COLOMNY. Anyone who could ship fifty persons to a predetermined terrtory within four years could claim the title of parmen, according to the 1629 "Freedoms and Exempties” of the Durch West India
Cc-rzﬁ:a.u}r (WTC). Dutch businesmen such as Abraham van Peere founded colonies that remained {civat: property until 1714, Private *boom towns' also sprung up extralegally due to economic opportunism. Logwood,
whi

produces a blood red dye required for Europe’s emerging textile industry, largely came from ¢
sertlement at Old Providence and pirates from Roatdn Island. %hﬁ'.‘. “Ea}rm.:;g: as t%ic
English-speaking nation of Belize.

Spanish Mosquito Coast, which by the 1630% was privately settled by a combination of Puritans from the fail ed
loggers called themselves, were led by Perer “Belize” Wallace, and eventually these lands were ceded to the British crown to become the

19 SOUATTERS. Beginning in the 17th ocnrurrl(, the colonial rivals of Spain seized Caribbean islands as naval bases and entrepéts. The Egish acquired small islands like 5t Kirtsin 1624; expeled in 1629, they returned in 1639 and
i il

seized Jamaica in 1655. French pirares estab

shed themselves in Saint-Dlomingue in 1625, were expelled, only to remrn later, The T

occupied Curagao in 1634. None of this sipnificantly affected the Spanish treasure for.

20 THE FAILED DARIEMN SCHEME. The Fawilion de b Compagnie des frndes Ovienvales d ' Ecare (Company of Scotland)) was the brainchild of William Paterson, a wealthy West Indies merchant and banker. His idea was for
ordinary Scottish folk to invest, or send their sons and danghters, to a new colony in Diarién. He reasoned thar an entrepét on the Panamanian isthmus LiJ:Iki.I:I.% the Pacific and Atlantic oceans would become a major center

fior The scheme was met by such enthusiasm that £500,000 was raised in Scotland, about half the national reserved Promised funding from the English

arliament was withdrawn at the last minute, as a result of

lobbying by the East India Company; which feared for its trading monopoly to the Philippines. Mevertheles, a fleet of five ships carrying 1200 Scottish settlers debarked in 1698 with prear fanfare, followed by a similar
fleet the FolJcrwan year. The colony of Mew Edinburgh was founded, but since it was on swampy land, soon a third of the settlers were dying of malara and yellow fever. The Indians, alrh.ucljgh friendly, were not interested

in their trinkets,

emaciated Highlanders. But when Paterson’s wife took ill and died, his spirit di

ut did supply food when the survivors started to starve. A Spanish atrack was repulsed
Darién scheme had bankrupted Scotland, and had soured her forever from colonial adventures.

abandoned. Ot of the 16 ships that left Scotland, only one returned, with a mere handful of survivors.

as well, and MNew Edinburgh was

21 CARIBEEAN LABOR SHORTAGE. The demands of labor on the frontier is explored in many of my pames, including Greenland, Pax Porfiriana, Riss: Origins, Pax Emanciparion, and, of course, High Froncier. But the labor

oL

t mbotage or revolt. Moreover, the slavers are themselves unsustainable parasites, and whatever

shortage was a perfect storm in the Caribbean, due to the ravapes of diseases. Diespite the crisis, slavery was the worst posible choice on both pragmatic and moral grounds. Slaves are motivated to do as little as possible, if not
J.gﬁ gains they achieve with whips and chains comes out to less than what they would have yielded by honest employment,

especially where innovation and ingenuity is at a premium. The mepardimienso system in which the Amerinds were paid a pitrance was forced labor and thus still slavery. Many ig:.njsh colonials circumvented the reparcimiesrs

with illegal kidnapping, checked only by running out of victims to enslave. The 16th century was marred by violent religious wars, but nowhere was oppression worse than in the lovely Caribbean. rp



E3. LABOR ACQUISITION (PLAY & SAIL YEARS) Exﬂmpif E4. On your play turn, you play a Mission Card and use its

There are 2 other ways that a vacant Colony may acquire Labor: either by
a Slave Trade Action during the play year, or by a loading and unloading a
Galleon during the sail year:

a.

b. Labor from Ships. A Galleon may /oad a Meeple (F3), and then sail to

Exﬂmpe.'f E3b. During your sail, your Galleon enslaves the Calusa kingdom

E4. ESTABLISHING & DEVELOPING A MISSION /

By choosing the Bible Action ™ found on each Mission Card, ’ r
you place a Bible from the top of your reach column to any Tribal ] i .

Site that has an Indigenous. If there are no remaining Indigenous ) _e— ';r:"'::';r“;a A ',.,.5,.. Citizen &

at Tribal Sites, you can'’t establish a Mission. A Mission has 2 Cathedral.

stages of development: Visita (Bible at a Tribal Mission Advancement

Site with an Indigenous) and Carhedral (Bible Easily missed] Tribal ‘ . i

at a Tribal Site with a Cathedral token): You cannot establish a Mission® Site Tribe Visita Cathedral

without an Imdigenous fo : ;

a. Visita.” This is a Bible placed by choosing F;:f gjﬁfﬁ:’;‘fﬁf I:mi i“‘iﬁ’ \
a Bible Action 8. It is placed at a Tribal or slave liberate (E5f)
Site occupied by an Indigenous Meeple. & WONERE TS P y
Place the Meeple on the Bible.

b. Cathedral. A Visita is upgraded by LFamlyﬂTSEi!bf
choosing a Literacy Action 28, *which g sied =

Voodoo Action %z to populate the Tribal Site of Dominica, and then its
Bible Action ® to start a Visita at Dominica. Then you play another card
with Literacy B to upgrade the Visita into a Cathedral. During the goods

Tl , year, your opponent has a vacant Colony in the Sint Maarten sea zone,
Slave Trade Action.™ Adds an Indigenous from the Pool to a vacant and with no other Labor available in the Leeward Islands, he must pay

Colony, sce f Rosetta Stone. you $1 to hire your Citizen from your Cathedral as a Refugee.
';}?/Dnnlinica Cathedral established

Colony

unload it at a vacant Colony. with Labor

N

5
Gulf ySie gaten W,
3

in Florida and moves it to the vacant Colony at St. Domingue, to become
Slave Labor. By Negotiation, the Colony owner pays you $3 for this
(illicit) transaction.

vacant
Colony

Indigenous &
Bible added
here, then
Indigenous
replaced by

k

Visita and not at a Rebel Site
places the Cathedral token and exchanges b il i M-l

the Indigenous with a Meeple of the owners are hostile to the
Bibles color, called a Citizen. education of Slaves,

o

12 TRANSATLANTIC SLAVE TRADE. Until the Enlightenment, slavery has always been a dominant fearure of human societies, wherever strong neighbors bordered weak ones. This includes Enrasia, Africa, Oceania, and

thronghour the Mew World. But the development of larpe ocean-going vessels by Europeans and Ottomans elevated this tradition to an unprecedented level. Under the asienre monopoly, a Spanish permit system, the first
enslaved Africans were brought to the Spanish Main c:-:chjn the 1 7th century: Until 1640, the arfense was held by Portuguese shippers who controlled the slave ports of Angola. Laws designed to protect the treasure fasas kept
slave importations low, with Cartapena and San Juan de Ulta being the only authorized slave ports. Some British mariners like Jim Hawlkins trafficked slaves to Spanish colonies in defiance of the asiews. He was acoompanied
on these voyages by his firebrand nephew Francis Drake. In the 1630%, British and French colonies in Barbados, Antipna, Martinique and Guadeloupe switched to slavery as their economies converted from tobacco to sy
roduction. Most of these slaves came from the Dutch slave marker in Curagao. The first British slave trade company, the Royal African Adventurers, was a royal monopoly chartered in 1660 by the reestablished house ccl'ga-r
ruart. A povernment bureaucracy with some private funding, it used the Mavy to seize any British rivals engaped in the slave trade. By the end of the 17th century, 80% of the Caribbean population had their roots in Africa.

23 THE MONOTHEISTIC BLITZKRIEG. Eusebio Kino, a Ti!_.rmlm.u Jesuit and abolitionist, ardved in the Pimeria Alta in 1692, and established Mission San Xavier del Bac only 3 kilometers and 3 centuries distant from my house in
a

Tucson, Arizona. As a student, [ wondered at the temerity ot a priest who enters a tribe, several weeks dde from the nearest Spanish settlement, with no more authority than a cross, pack animals, and some servants. After leaming
the Tohono ¥ Odham language, Padre Kino brazenly prea that their traditional polytheism was false, and soon a church was erecred “lyieh grear ewsbariame”. San Xavier del Bac was just one of the two dozen misions he
founded on the frontier. Hg.ow and why were the Amerinds so easily persuaded to jettison their pantheon of personal gods so easily in favor of 2 monotheistic god? Belief in a single supreme god invariably comes with an acceprance
of an outside authority who admonishes and advises. Previously, under polytheism, such admonishments and advices came larpely from a pantheon of hallucinated personal gods, according to the psydhologist Julian Jaynes. The
quict overthrow of personal gods swept the Roman Empire, spreading o pean cultures from the Cels o the Vilkings, then all of the lands dominated by Mohammad, and then to the ki ms of Africa and Asia. There
is little evidence of ed conversions”, the homid tactic so common between two species of monotheists. The pagans seemed to accept monotheism by the of suggestion alone, for reasons not entirely clear. Bur by the 18th
century, neady 100% of the inhabitants of Mew Spain were Christian, both immigrants and aboriginals. “They [ﬁe Indians) are frightened by ohe wrmens qf&:mhn’@ wihe foyr af panadise, vhey apen nbeir eper vo the light of oravh . . .
Wi have baprized more than miney “—Father Jean de BrébeufS] in 17th century Mew France.

24 LITERACY. The greatest unsung pift thar the misionaries offered the natives was the ability to read and write. Ovther than the logograms ussd by the Yucirec Maya elite, no Precolumbian Amerinds of the Spanizh Main had devdoped

writing and thus needed to be mﬁrhﬂw to write their languape in the Latin saript by missi linguists such as Raymond Breton (card M20). By the 17th century even the Maya had abandoned their native writing and were
writing their books, such as the Chilam Balam, in the Mayan lm:%uagc using Latin script. Many slave owners, perhaps reading the writing on the wiere hostile to preachers who would teach ther slaves o read the Bible. Literacy
is one of the preatest military secrets of all time, and despite the advances made in ancient Egypt, by then forgotten, Africa had no systems of writing of its own. When abolitionist missionaries such as Dir. David Livingstone taught the
Africans to read and write, the seeds were sown for their emancipation from slaving cultures such as the Banru, whose African wau.d?u’iugs bepan in 2000 BCE. Back in the Caribbean, the Haitian leader Louverture, a lsader in the first
ever slave revolt o found a new nation (1791-18044), was trained to read and write by misionaries. This success spawned other unsuocessful revolts, such as in Curagao led by the self-liberated slave Tula (1795).

25 INDIGENOUS CITTZENS. "The desarndanss of the French whe are arcustomed o ohis counrry (New France], sogecher wivh all vhe Indians wihbo will be broughe to the bnowledge af the faich and wyll profeu i, shall be deamed and

7

rengwned nacural Frenchmen, and a5 mech meay comee 9 lGve in Fnance when chey wans, and aoquire, donare, and recored and acepr donarions and legacies, fuseas e French subjects, wvrbour being equirad ro ke leceen of declananion
af marsralizanon. " —Ordonnance isued by Louis XIIT under the puidance of Cardinal Richelien (player blue), 1627,



ES. ATTACKS & LAND BATTLES

During your sail turn, your Heet of one or more Ships may announce a
land battle upon a Site in its sea zone (B2b), subject to limitarions (E5a).
The target can be a Tribal, Mission, Colony, or Rebel Site, as limited

by the fleet’s Legality (see Legality Table). If the target is a Tribal Site or
Visita, the land battle is an enslave, otherwise it is an attack (targeting
Rebels, Colonies, or Cathedrals). The target will be either defended or
supported by all tokens of Strength in the same land zone. Your attacking
fleet needs a greater Strength to win a land bartle, otherwise your Heet will
lose a Galleon. Follow this sequence to resolve a land battle:

a. Target Limitations. Choose a single
occupied Site that is at least party in
your sea zone as the target.

* No Strawman Rule. You may never
attack any Site that contains a token of
your color even if it is in a rebellious

land zone. This includes your Friendly
Ports and your Refugees (ESb). See the Legality Table.

* Legality Table. The first row of this table, shown on the Rosetta Stone,
lists the 4 Legalities and when each is allowed to initiate a land battle.

* Attack limit. You may not initiate more land battles (counting both
enslave and attacks) than the number of Galleons in your feet at the

start of your sail turn.

Easily missed!
| The number of land batties
a fleet can inftlate each
sall year is limited to the
number of Ships in the flect,

* Visitas. You cannot attack a Visita (E4a) unless you are enslaving the
Indigenous and there is a vacant Colony to bring the Indigenous to.

Exﬂmpie E5a. Its 1620, during the 30-Years' War. On your play turn, you

play the Casa de la Contratacidn Action B, which moves your entire fleet
to PIRATING and draws a Haven. In 1621, you decide to sail (although
the Omen is the hurricane season, there is no danger since nobody else is
in PIRATING). Your 3-Ship fleet has a PRIVATEER Flagship, which gives you
an attack limit of 3. Because you pursue an Abolition victory, you attack
3 enemy Colonies with Slave Labor, and liberate each of the Slaves to the
nearest vacant Tribal Site. All 3 Colonies are Sacked. Finally you decide
to end your sail by placing your fleet into PIRATING.

Token Strengths

Total Citizen (Refugee) (Strength = 1)
Spanish
Strength
g

Visita (Strength = 0)
Cathedral (Strength = 0)
Colony (Strength = 1)

Fort (Strength = 1 only if targeted)

b. Fleet & Target Strength. The fleet will win the land battle if it has a
greater Strength in the land zone (including supports) compared to the
target Strength (including supports). Calculate the Strengths of the fleet
and the target in the land zone by counting all tokens of a player color

(except non-french Bibles):
» Strength = 1: Rebels (Slave or Tax), Colonies, Citizens, & Galleons.

* Fort gives its Colony 1 extra Strength if attacked as the target.

* Refugee. This is a Citzen that has a color different from its Colony
or Mission. If a Colony or Mission with a Refugee is atracked, all
Strengths of the Refugee's color in the land zone must support the
target. A Refugee thart is not under artack supports as its owner
chooses, and, if it is a color not in the game, supports the target.

* Transported Citizen. A Citizen carried as Cargo has a
Strength = 0 and has no utility in a land or sea battle.? _&
c. Allies & Battle Cards (B8). Other players with Strengths present in
the land zone of the target each use a Battle Card and simultaneously
reveal if they support the fleet or the target (this tactic is centered in the
Battle Card, see B8a). This choice may be (briefly) negotiated before

the battle (Glc), but is not binding. Staying neutral is not allowed; all
colors decide to side with the fleet or the target.

Exﬂmpie E5c. You announce an attack upon a Rebel Site which is in a land

zone with a Spanish Colony. Player purple announces if he will support
your fleet or the Rebels. If the land zone also contains a Dutch Colony, then
players purple and ovange use Bastle Cards to indicate their support.

d. Automatic supports. The owner of a non-targeted token decides who
to support in the land zone.

* Targets. All tokens in a targeted Site support the target, without exception.
Rebels . ° support the fleet, unless they are the targert.

* Indigenous are Strength = 0 and cannot support.

* Non-player tokens always support the target!

Tokens that are not Rebels or the target will support as per their
owner's choice. If their color is not in the game, they support the target.

e. Determining the Winner. Reveal all Battle Cards, then calculate final
Strengths including allies. The greater Strength wins. If tied, the target wins!

xample ESe. The British attack the Spanish Cathedral
e in Honduras. They have a Strength = 3, and the Spanish
- defend with a Strength = 2. The Cathedral is Sacked.

Colony (Strength = 1) Total
English . .
Strength HSTIF:.an’rI
Galleon (Strength = 1) i 5 riff;anr,j
her Colonies |
help your |
defense,
Rebel (Strength = 1, automatic ottt

support of fleet unless targeted)




f. Fleet Victorious. If the fleet has the greater Strength, the following
occurs to the target:

* Steal Treasure. If it has Treasure and there
is a Galleon with Cargo space, load it into
the Galleon. Otherwise the Treasure is
Discarded.

* Sack the Siteﬂ. The disk of a Sacked
unfortified Colony is Discarded to its
owner’s Sway. The Bible of a Sacked
Mission is Discarded to its owner’s Reach.

* Fortified Colony. If a fortified Colony
fortified Colon i
is Sacked, its ﬁmfﬂ is Discarded and its 5 bt
Treasure is loaded into the attacking fleet,

to destroy ,
but it does not lose its Labor. @

* Fate of Rebels. If a Rebel is defeated, Discard it to the Pool m
(regardless if it is a Slave or Tax Rebel).

* Fate of a Citizen (including Refugees). Discard the Citizen into the
owner’s Reserves. This generates a Tax Rebel unless the owner
pays a Ransom of $1 to the attacker. If the Citizen is not owned by
any player (e.g. Refugee), pay the Ransom from the Pool.

* Fate of Indigenous. The attacker chooses it to be either ﬁ
liberated (fleeing to the nearest vacant Tribal Site, as “
measured by a ruler), take up arms (which Discards it to
create a Slave Rebel per the next bullet), kidnapped to
a vacant Colony in that land zone, or loaded into a Ship with
Cargo space and a vacant Colony it can be delivered to.

An Indigenous cannot be killed.

* Rebellious spread. If a Slave or Tax Rebel is
generated,” a Rebel must go into the Rebel
Site of that land zone, if it is vacant. If not
vacant, the Rebel goes into any vacant Rebel
Site chosen by the Colony owner (if it's a
Slave Rebel) or the Citizen owner (if it's a
Citizen).” If no vacant Rebel Sites remain on
the map, flip an existing Rebel to its other side.

g. Target Victorious. Discard one

Galleon token (of the victim's

choice) along with the card in

the Flagship slot (B4j). If there =

is excess Cargo, Discard it. .

Easily missed!
CGalleons cannot be
assigned to protect
Colonies or Missions,

Easily missed!

A fleet may atiack a

- Easily missed!
Winning a land
battle means Sacking
(destroyving) the targefs
Colony or Mission,

Piet Hein, commanding a fleer Bt -
i af the Dutch WIC, succeeds in i

bis secret mission to capture

Exﬂmpif E5. Espatiola is in revolt, and there are five groups of tokens there.
At Santo Domingo, player purple has a Spanish Colony with an am%f
Refugee. At St. Domingue, player ved has just suffered a Slave Revolt '@,
so his fortified Colony is vacant. Player blue has an occupied Cathedral at
Port-de-Paix, Finally, player orange has a vacant Cathedral at Bahoruco.

During purples sail year, he sails his 3 Ship fleet to target the rebellious
ex-slaves. Player red, whose slaves rebelled at the St. Domingue Colony,
agrees to support him in this land battle (Gla). Player purple has a
Strength of 3 for his Ships plus 1 for his Colony. Players red, blue, and
orange choose and reveal their Bartle cards, and all side with the Rebels!
The ex-slaves have a combined defense Strength of 1 for the Slave Rebel
plus 1 for the blue Citizen, 1 for the blue Bible (because of the Jesuit
national ability), 1 for the red fortified Colony, and 1 for the orange
Refugee. Their Strength of 5 beats the total fleet Strengrh of 4.

The defenders rejoice at the loss of the Spanish Flagship.

Supports

Slave Revolt

All 3 revealed Battle Cards
support the target!

-

the 1628 treasure fleet.

'I. : : . ' g oE ] o iy o o . = i i = .

26 AMPHIBIOUS ASSAULT. Sailing under Cromweell’s Western Diesign in 1655, a fleet of 16 warships and 17 transports with 10,000 troops stopped to load additional volunteers, mustered from among the indentured servants and
freemen from the colonies of Barbados, Montserrar, Mevis, and 5t. Kits. Thess 3500 volunteers proved lictle more than rabble and were easily defeared by a few hundred Spanish defenders ar the port of Santo Domingo.
Although the British were able to surprise and capmure Jamaica the following month, my takesway is that untrained local militia were useful in defense, but not in amphibious assanlts.

27 MATIVE ALLIES were sought the moment non-spanish colonists landed, since they had the most to fear from the Spanish. Often there were native wars, and the colonists gained friends and enemies by joining one side or the other.
The Jesuits armed natives against Protestant Colonists. At the English colonies in Jamestown and Massachuseris Bay, the native alliances forged were still decisive during the French and Indian War.

28 UMDERGROUND RATLROAD. Slaves flecing brural servimde umalt}rfomdﬂlﬁl settlements called palengues not far into the wildemes from the colonies they fled from. Like every other maker in the Main, they survived on illicit
_ trade, both with coloniss and And were under constant threat of attacks by the govemment, or slavers both private and public. If there had been slave sanciuaries in the Main, like guilembes or Jeuit reductions, underground
; railroads would have quickly to those sanctuaries. The distances imvolved are comparable to the later underground milroad in the USA, with the obvious difference thar the fugitives must cros water rather than land.

2z




Easily missed]

Rebels, even Save

EG. REBELS & REBELLIONS

Each land zone has 1 Rebel Site (B1d) which can
be occupied by 1 Rebel, either on its Slave Rebel
or Tax Rebel side.” A Rebel on its Slave Rebel
side e is placed after a Slave Revolt™ (% see
Rosetta Stone), or can be placed if a target with
Indigenous loses a land bartle (E5f). A Rebel on its Tax Rebel side . is
placed after a Tax Revolr o (replaces your Citizen) or (sometimes) a Tax

Action {é see Rosetta Stone).”! A Rebel can also be generated if a Citizen
Meeple is lost in a land or sea battle, see ESg (land) or F2d (sea) for details.
a. Rebel & Strength. Place the Rebel token on its Slave or Tax Rebel side.
Only one Rebel can occupy a Rebel Site.
b. Rebellious zone. A land zone (Ble) with a Rebel is rebellious.
This has 4 effects:
* Kidnapping (E2a) is not allowed at a rebellious land zone.

* Cancels Friendly Ports (F4). A Colony in a rebellious land zone is
never a Friendly Port (but still produce Treasure).

* Token victory (G3a). Tokens in a rebellious land zone do pot count
towards roken victory.

* Tea Party victory (G3b). Tax Rebels . count towards this victory.

c. Land battle supports. A Rebel (Slave or Tax) will automatically
support any attacking fleet that does not target them (E5d).

fleet during enslave,

the target If player
purple is not in the
game f ﬂ'}a}

d. End of Rebellion. A land zone is no longer rebellious if its Rebel is
defeated and Discarded per E5f. #

29 EMLIGHTEMMEMNT-INSPIRED REBELS. The Enlightenment is the ecciting discovery thar there exist universal laws of science and morality. This premise was suppested by
uisition did not gain traction until lsaac Newton's Primaipia Mmﬁmnm was published (1687). This was closely followed by John Lodee's Saromd Treavire (1689), published anonymously due in part to
*. When slaves, educated to read and write by missionaries, Pr_mﬂvcd the logical foundation of such revolutionary ideas, they agitared
ame effect of the
blossomed under

(1513) but thanks to the

artacks on based upon the universal law that wll men ane creared

fI:H.' freedom. I have chosen to start the Euﬂ%h_;r_u.mr_nrwlth the advent sermon of 151 1 (footnote 52, with the
Cults with rituals said to make their participants bulletpro

an Age of Mysticism rather than an
insurrection at Wounded Knee (1891

30 SLAVE REVOLTS. The Spanish Mew Laws
protection whatsoever. Late in his life, Las Casas advocated for a general abolition nchla
private activists in twio centuries later. The largest slave revolt since Sparracus fo

restavek, and other forms of enslavement.

31 DUTCH REVOLUTION against Habsburg Spain
resourres. This ‘wedigered vomeis of vhe sa ' fﬂsan
reourres, Bur from made, fimance and fanovarion.,
—Johan Morberg, Disourss, wibere faeas meer, 2023,

Rebels, will suppart the
Spanish Colonies suppart

t the Roman Empire

: There were almeose ne people in Holland, fust a buwch of merahanrs wivh ne uniffed church or sare, Dﬁ i
glish mnsrrmzid Holland) was wp against she mighder: egpire on obe planer. And yee iv &rmgb:%am ta fiur fmeer.. The Dutch experience pro
¢ died mor neguire stave comrol, bur privawe properey, free made and roleravion. Thar wes she bey:

Exﬂmpie EG6. Player green plays 2 Slave Revolts W against your Spanish
Colonies af Porto Bello and Cartegena. This removes their Slaves to create
Slave Rebels at both Panamd and Nueva Granada, as shown below.

On your sail turn, you move your Galleon to Sack New Edinburgh in
Panamd, supported by the Slave Rebel. You liberate the New Edinburgh
Slave which escapes to Ronconcholon.

On his sail turn, player green has a 2 Ship fleet which first kills the Rebel
at Nueva Granada. His fleet then sails to Sack Porto Bello (supported by
the Rebels, he has Strength 3 versus 1). He is not allowed to make more
attacks than he has Galleons, so be teleports to PIRATING.

i Fird . =T gl

' 2 Slave Revolts ) e
: @ :l l;\-:-“jl ".':P*?";,M_. - ,.. 1'1'
iy d_f i FTE
4 dlscard' @

2 Slaves
liberated

' Islas del gy g
~:l

______

2 Res
added

The ex-slave Gaspar Yanga
established San Lorenzo de los
Negros in Veracruz. He beld aff a
Spanish attack in 1609, and signed

a historic peace treaty in 1618,

Slave

Rebel

Tax
Rebel
Galilen in his defense of Copemican heliocentrism

ideas can lannch

ibbean into a powder thwo centuries ca.l:lﬁ However, con e o
ari Amer

n leader Cueen Manny (card 312) and were still believed during

iting the enslavement of Indians were enacted by effors of the missionary activist Las Casas (pla pu:plc) in 1542. However, escaped African slaves and maroons had no legal
on the grounds that enslavement is a morral sin. Las gﬂ-

was the Haitian Revolution (1791-1804). The
under leaders such as Tousaint Louverture, an ex-slave rained by .I:I:IJ.EELGJ:I.SII.G in Enlightenment ph.ﬂ.oanph}t Although the regime of the new nation of Haiti made slavery illegal, it unfortunately permi

reformist religious and
fought for independence
penocide, caste system,

aﬁummﬁ did not gain traction wnril
of French Saint-Domingue succe

oAy, o serious meilinary and few namnd
roved ohar wealth does nor comee from kndmwd

ile vhe quannity of land and resurces is fxed, there is no limdr o bumean ingenwin, "

32 SAIT TAX REVOLT. The Royal Decree of 1631 announced that salt was now a royal monopoly and imposed a 44% tax increase raising the price of sale. The Spanish provinee of Biscay revolted, and the riots spread until the

protesters were put to the sword in 1634,

ol

2

e l!i s s




Part F SHIPS & FI‘EETS d. Neither fleet has Treasure. The phasing player continues its sail, and

the other fleet goes PIRATING.

A Galleon is a sailing ship token®® of your color normally stored either in * Phasing fleet has Treasure. If the player whose turn it is has Treasure,

EUROPE or PIRATING on the map. A fleet is multiple Galleons. it continues its sail. The other fleet goes PIRATING.

Each Galleon is represented by a Ship Card on your Playmat. * Non-phasing fleet has Treasure. If a fleet obtained Treasure outside

a. Fleet unity. If you have multiple Galleons, they always sail together its sail turn (because it successtully Interdicted), it must attempt to
and are deployed together. If you add a new Galleon, it must join your sail to EUROPE to unload the Treasure (F6) without initiating land
fleet, wherever it is (EUROPE or PIRATING). battles or loading more Cargo. It is subject to Interdiction. It can still

: : take its sail turn if it occurs after the phasing player's sail turn.*® The
b. Fleet correspondence rule. The number of Ship Cards in your Ship other fleet goes PIRATING.

Slot (B t al ual th ber of Gall th -
%400 sty o ey e * Going PIRATING. A surviving fleet that goes PIRATING draws a Haven

Card per D4d. It is able to Discard more Haven Cards to Interdict
again, but cannot Interdict a fleet it just Interdicted until it has sailed
at least one sea zone.

Emmp!ﬂf Fb. By choosing a Ship Action ®, you anchor a Ship Card into your
Playmat. Your fleet is in EUROPE, so you add the Galleon to join them there.

F|. INTERDICTION & POST-INTERDICTION

If an opponents fleet starts, enters, or exits a sea zone (B2b)
matching a Haven Card in your Hand, you may interrupt its
sail by revealing your Haven (which you will Discard) and
announcing “Strike your colors!”. T

This is a call for surrender (Fla), and, if your

Ex:lmpif F1. The Spanish CONQUISTADOR fleet enters the map with 2

Galleons in Roatin, where there are 2 Colonies with indigo Treasure:
your Colony at St. Georges Caye, and the Spanish port of Trujillo. Player
purple first Sacks St. Georges Caye to steal its Chest. Then be loads another
Chest by Legal Export in his Friendly Port of Trujillo. At this point, you
state "strike your colors”, revealing your Haven Card "Roatdn”. Because

e (E)) i ke Easily missed! you are allowed to Interdict the Spanish either when it enters or leaves a sea
PP . i A fleet of any Legality zone, you could have interdicted as soon as it entered, to save your Colony.
Then see Flc for what happens to the can Interdict,

survivors after the sea bartle. Interdiction
a. Surrender tactic (treasure fleet only). The treasure fleet may announce e

surrender before any cards are laid on the table in a sea battle. Its Cargo ris Island
(if it is carrying any Treasure or Meeples) must be seized, and the b
pirates may only sink individual Ships with a Legality of PLUNDER.**
The surviving treasure fleet is moved to PIRATING.

* Negotiations. Surrender can be negotiated (G1b). If no agreement is
reached, a sea battle is fought.
b. Multiple Interdictions. There is no limit to how many times per sail

year a fleet can Interdict, but each one Discards its Haven Card. You
may only Interdict while your fleet is in PIRATING.

c. Post-Interdiction. After the sea battle,

surviving fleets are either placed into Easily missed!

. If Disearding a Haven Card,
PIRATING, or sailed on the map to EUROPE. bt ettt i o Batile., The bfercliotedt defontt
If a fleet chose the Surrender tacric, it (see glossary). is ealled the treasure fleet, and the

i inferdictor lled pirate
must go into PIRATING. at s are called pirates,

33 GALLEON. This large three-masted warship was abour 30 meters long, with a strongly braced hull, a square rig, and two or more decks. A combination of warship mldm.crdianrma.u, it rcqu.l:ud four years to build. Dievelo
by Sir John I—Iaudr_ms for the British, the galleon was ad;:: red SpaLn for her treasure ffosar. The Durch equivalents were called pénmances or wbader. After 1588, a crisis in the shiph indust northern Spain causog:
downsizing of the design. By the end of the galleon r_ra, p.LcaLl].r carried 20-30 guns and 500 one-ton kegs. -::f plus 200 sailors, soldiers, officers and ship's b iu.n:l iz crew manned the puns, a

third operared small arms on the upper d.cck. and a third sail u:l TJ:L: ip. Although powerful, palleons were vulnerab ned waters, as the Dutch victories at the Batrle Glb:aJm: (1607 al:u:l the Bay of Maranzas (1628, see
next foomote) demonstrated. As the science of artillery i [pmvad, and sea batles became distant punnery duels rather rhau grappling and boarding, the galleon evolved into the “ship of the line”, a taller and slesker warship that
abandoned the towering castles fore and aft meant to repel boarders

—Cara Rahn I"I:Li.Ll'Lps,uﬁ'f Galleon, 1994.

34 INTERDICTION. In 1628, half the treasure flow (& galleons and 9 merchantmen) was captured off Cuba by a fleet of 31 ships commanded by Piet Hein, vice-admiral of the WIC (card 512). The amount of treasure was 12 million
%Luld.:rs (300,000 doubloons) of silver, %:Jd, spices and d . enough to raise the price of silver worldwide and send Spain into bankruptcy. This exploit is immortalized in a dicty that every Dutch school child learns today.
‘Now rhey praise me when { obeained riches withowur nﬁf: resniangrr, bur before wiben I visked my life fully they did nor even Enow I exirtad". —Pier Hein, 1629,

35 MO RESISTANCE. A red flag at the topmast head indicated those thar offered no resistance would be spared. The familiar slull and crosmbones on black was less common bur seems to date from the late seventeenth century.

3 THE RISE OF PIRACY. J’l.cm.rdﬂsg to an anonymous Londoner (1726]), disputes between merchants and the officials over freedom of navigation and contraband trade "occssion(e]d the Rise of the English Pyrates, and laid
the Foundation of all the Mischiefs which have happened by their Means™. ELU.'J:I. dispures between Spanish and ish subjects arose thro the peacetime Spanish Main. In particularwere the predatory activities of Spanish
quandacsras (coastgnards, cards 520 & 521). These were commisioned to suppress contraband trade on Spanish coasts, but were accused ludcﬁ.-_umglc and violent amaults on Bnnsh shipping r]:l.mughnu Caribbean.

—David Wilson, Pearenime Dispaser awd whe Rise of Pimacy, 2021,
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F2. SEA BATTLES

A sea battle can only be initiated by an Inzerdiction (F1) between 2 fleets:
the treasure fleet (even if it carries no Treasure) and the pirates who are
interdicting. Place the Galleons of both sides into the sea zone (B2b). Land
Strengths cannot participate. If the treasure fleet fails to “strike their colors®
(i.e. surrender per Fla), each fleet secretly chooses one of the 3 other tactics
(B8b) listed on the 2-sided card (F2a,b), places it on the table covered with
their hand, then reveals simultaneously with the chosen tactic oriented up.
The instructions on the treasure fleet tactic compared to the pirate tactic
explain the results. The battle is now over; see post-battle deployment (Flc).
a. Flee tactic (treasure fleet only). You escape and continue your sail
without past-interdiction (Flc), unless your foe seizes the weather gage.

xn'ﬂlfl'r Mot for tha Firabe
Vi ane Lot The Pirales selre
Cargs, The Puabey sy sink any
Ships with & Lagaliy of PLUNDER

2 iy o yedlig N\

e B Ewngpaas pi
adpode ] AITEPRL] e feaLT RY
sy ass 0 [Enba sany ey 4o
) e AT Rapall dRie
Aelis ] FTE S EURIRRY
dujjag ey salieg DR Ry
aduer) sy eaian s Doamg
daeduyy darsus ayj oy 1SRG
pase moy ey § f ST 5

Buspayod,

b. Seize weather gage & boarding tactics.” If both sides choose the same
tactic, the fleet with the most Ships (if any) sinks the enemy Flagship
and surviving pirates (if any) seize the Cargo. But if one side chooses
weather gage and the other chooses boarding, the better Seamanship
sinks the enemy’s Flagship and Pirates seize the Cargo if they now have
equal or more Ships. See illustration above.

c. Seizing Cargo. If the Battle Card indicates that the pirates seize the
Cargo, they take all of it. They load as much Treasure as they have

Cargo space for, with the remainder lost at sea. If the Cargo seized ’

includes Meeples, all are dispositioned per the next bullet. 5
* Lost at sea. If both fleets sink, Discard the Cargo as sunken treasure.

d. Seizing Meeples. If a Galleon sinks with an Indigenous passenger, or
the pirates seize an Indigenous passenger, it is Discarded and generates
a Slave Rebel at the vacant Rebel Site of the Pirate’s choice.
If a Galleon sinks with a Citizen passenger, or the
pirates seize a Citizen passenger, the Citizen is
Discarded and its owner either Ransoms it or else
it generates a Tax Rebel at the vacant Rebel

(e.g. Refugee), pay the Ransom from the Pool.
The Slave or Tax Rebel represents bereaved relatives.

elsewhere,

37 WEATHER GAGE. To “have the weather gage” is to be windward of your opponent, a position offering the preatest flexibility and advantage in the Age of Sail. The popular seafaring novels of C.5. Forester, Patrick O'Brian,
and Alexander Fent often use this term. During the 17th century, warships were evolving from galleons designed to win by grappling and boarding, to ships of the line designed to seize the weather gage and win in a long

range artillery duel.

ol

Easily missed!
An interdieting fleet
must mmediately
: . 3 . . . dispose of any Meeples

Site of the pirate’s choice. If the Citizen is unowned B it cacii s ait

cannot transport them

e. Losing a Ship. Discard a Galleon to your Reserves and Discard your
top Ship Card (the Flagship). If you have muldple survivors, choose
one to be the new Flagship. The surviving Galleons carry as much
Cargo of the pirate’s choice as possible.

* Fleet Correspondence Rule. You must always have the same number
of Galleons as you have Ship Cards in your Ship Slor (B4g).

* New Flagship. Choose any surviving Ship Card to be your new Flagship.

Tip: 1f you have both fewer Ships and inferior Seamanship, always
avoid a sea battle (either offer tribute or surrender),

Exﬂmp!.’z F2. The Spanish with 3 Galleons load Treasure in Nueva

Granada and Panamd, but are interdicted by a 2-Ship Dutch fleet with
superior Seamanship in Old Providence. The Dutch attempt to board, but
the Spanish escape by fleeing, resuming their sail. The Spanish load more
Treasure in Veracruz, but at Tris Island are intercepted by the same Dutch
fleet a second time. This time both choose weather gage, resulting in the
loss of the Dutch Flagship. The surviving Dutch pirate seizes one Chest
(the ather Chests are lost). Without Treasure, the Spanish fleet retives to
PIRATING. As the Dutch pirate attempts to sail to EUROPE, the Spanish
fleet stops it at Barataria Bay, still with inferior Seamanship.
This time the tactics
are weather gage versus
boarding, and the Spanish
lose their Flagship but
successfully seize the
Chest. They reach EUROPE
unmolested. The Spanish
player had planned to
add the Treasure to the
War Coffers, but that is
impossible given his new
Flagship is PLUNDER.

R
Dutch

Interdictions <

 fpn = ]

Spanish
Interdiction

Tip: Survival Odds if interdicted! :
Assumes the treasure fleet has 2 Ships. !
Assumes the tactic choice is random.

* If the pirates have the superior Seamanship, a 3-Ship pirare fleet
will grab Treasure and sink a Ship (5/6), a 2-Ship pirate fleet will
grab Treasure (5/6) and sink a Ship (4/6), and a single pirare will
grab Treasure (2/6) and sink a Ship (2/6) but lose a Ship (2/6). 1

* If the pirates have the inferior Seamanship, a 3-Ship pirate fleet J
will grab Treasure and sink a Ship (3/6) bur will lose a Ship
(2/6), a 2-Ship pirate fleet will grab Treasure (3/6) and sink a }
Ship (1/6) but lose a Ship (2/6), and a single pirate will sink a {
Ship (1/6) but will never grab Treasure and lose their Ship (2/6). |

4
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F3. LOAD MEEPLES USING ENSLAVE OR EMIGRATE

A Galleon of any Legality with Cargo space can load a Meeple and deliver
it to a vacant Colony (that is, a Colony that needs Labor). You can either
fhight a land bartle at a Tribal Site or Visita to enslave an Indigenous
(ESf),™ or peacefully load a Citizen emigrant of your color.

a. Enslave the natives (any Legality). Enslave is a land bartle (ES) against
a Tribal Site or Visita. It is restricted by the asack limir (ESa). It cannot
be performed unless there is a vacant Colony to bring the Indigenous to.

Exﬂmpif F3a. It is your sail turn, and your vacant L

Colony needs Labor. You could attack and enslave | i vacant
one of the Indigenous that does not share a land B j#  Colony

zone with a Spanish Colony, which could defend

them. However, you decide that hiring a Spanish Easily miss ed!

Citizen at a Cathedral during the next goods

You cannot fire

year is the better Labor option: no attrition or e es from
) ) Colonles (because the
Slave Revolts, and it makes your multicultural are already employed),

Colony secure against Spanish attacks.

b. Emigrate to the Colonies (any Legality). Your Galleons may transport
Citizens of your color from Cathedrals (but not Colonies). Emigration
is not a land battle and is automarically successful. The destination
must be any vacant Colony, where it becomes employed.

The Cathedral remains vacant until Cathedral refresh (D1b).

* Employment salary. If you own the vacant Colony, pay $1 to the
Pool (E2b). If you deliver your Citizen to an opponent's vacant
Colony, he cannot refuse and must pay you $1 in wages (non-
negotiable) if he has any dollars. If you deliver to a spanish Colony
and Spain is not in the game, the payment is from the Pool.

Exﬂm ple F3. You move to a Visita and ’
attack it. Your foe is supported by a ’
Colony in the same land zone, but
your fleet is stronger with two Galleons 6

and wins. You take the Indigenous . d\ctg::fiti‘lg
as a Slave which Discards the ; : t  Colony
missionary. You deliver the Meeple s ‘h"‘;’ ;
as Slave Labor to one of your vacant : E
Colonies.

Easily missed! Easily missed!

If you must pay your own You eannot attack a Visita or load

Colony (eg. a smuggler'’s bribe)
or own Citizen (e employment
salary), pay the Pool instead,

a Meeple onto a Galleon unless
a vacan! Colony exists, Meeples
cannot be taken to EUROPE,

F4. LOADING TREASURE IN A FRIENDLY PORT

During your sail, if starting at or entering a sea zone (B2b) containing a

Colony with Treasure (a Chest and/or Relic), you may load it by putting

it on top of an empty Galleon. Once loaded, it can only be unloaded in

EUROPE, and cannot be jettisoned or unloaded elsewhere (as long as it is

afloat). To load Treasure, first determine if the Colony is a Friendly Port:

a. Friendly Port. Each of your Colonies is Friendly Port unless it is in a
rebellious land zone. Your fleet can load Treasure by Legal Export from
your Friendly Ports, regardless of Legality.

b. Spanish exception. A PLUNDER fleet owned by player purple may
never use a Spanish Colony as a Friendly Port.

c. Loading Relics. A Relic can be loaded by Legal Export (in a Friendly Port
only!), or in any port by smuggling (SMUGGLER) or Sacking (PLUNDER).

d. Treasure Map. An island with buried Treasure is a Friendly Port if you
have a treasure map (F6b).

F5. LOADING TREASURE & LEGALITY

If a fleet is at a Friendly Port, see F4a. Otherwise, Treasure is loaded
from a Colony depending on the Flagships Legality (B7b): PLUNDER,
SMUGGLER, CONQUISTADOR, or PRIVATEER (see Legality Table):

a mﬂ This Flagship loads Treasure by winning a land

' bartle (ES) with superior Strength. This Sacks (Discards) the Colony.

Ex::mp!.’z F5a. You have a single PLUNDER Ship and wish to load Treasure

at your own Port at Barbados in Hewanorra.®® Unfortunately the
Windward Llands contain a Tax Rebel, so that Barbados is not a
Friendly Port. By the Legality Table, a PLUNDER fleet not in a Friendly
Port can load Treasure only by Sacking the Colony. This is not an option,
even if you are desperate, because of the “no strawman rule” (E5a).

Your winning
option is to first
attack the Tax

- Loading Treasure e

Rebel, using * : ) ke a&
your Colony as a s o
support. Then you ..Tr!'ﬂ!dﬂ_d S T L
can Legal Export e

'I_I .“.‘ ¥ ﬁ Tohago |
from Barbados. Hﬂ' ; %—" %0
b. AL B Flagship loads Treasure by paying a $1 bribe
(that can't be refused) to the player owning the Site (or to the Pool if it
is either a Colony of your color, or owned by a player not in the game).
Pay separately for a Chest and a Relic.*” Smuggling is not a land battle.

38 ENSLAVING THE MATTVES was illegal under the 1542 Mew Laws, nor could they be harmed or their lands seized. However, an mc:Eriau was made for tribes identified as at war wiiﬁﬂ'ﬂl;gsamsh. Thus the slavers routinely

labeled their vicims as “Caribs™ and thus fair game. Even for non-Caribs, tributes were permitted in exchange for the “privilepe” of s

. All too often, these tributes were illegally by the implied force of arms, turning

this loophole into a shell for forced labor, an outrage persisting until the dawn of the 20th century in places such as Sonora and Yucatin.

39 HEWAMORRA. Archaeological evidence and oral rradition indicates thar this island was once called 'Touanalac' by its original Arawak colonizers until it was brutally subjugated by Carib colonizers around 800 CE.

40 SMUGGLERS, HEROES OR CRIMIMNALS? Smuggling had wide support in the colonies since it was obvious that the rulers in faraway Europe neither understood nor cared abour their needs. A ship's crew risked being beaten

by a public mob if they testified apainst their smuggling em
I&;\lig;ati.on Acts of Spain and other countries, a knowledge of the Auctuating political sitwation, the di

the mariners' view ot themselves as well as their communities’ views of them and their business, Smuggling and

in court. A captain accepting a duplicitous s
i language skills needed to bribe cormpt Spanish governors, and false pa

if challenged. This skill ser shaped
ing in the black market is a victimles crime, voluntary and beneficial for both smugglers and consumers.

mu?mg commission nesded a daring and valued set of skills. He needed the pumption to violate the protectionist
f fio

—Cad Herzog, Sailivg filicir Vapages: Colonial Svauggling Operacions berween Noreh America and che West Indies, 1714-1776, 2020,
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R CGRouISTAOR 1, 1 | F6. TREASURE UNLOADING & LEGALITY
e — This Flagship can load Chests cither by Legal Once the Treasure reaches EUROPE, use the Legality of the surviving Flagship

Export (i.e. without cost or battles) from Spanish Sites, or by Sacking to determine if the Treasure is yours or the king’s (see Legality Table):
from non-spanish Sites.*! Legal Export of Relics is limited to Friendly = DTUNDER pr SMUCETER: ‘The Treasuse is yours.
Ports (F4c). You gain $4 for each Chest, placed into your Coffers.*

b. CONQUISTADOR or PRIVATEER. The Treasure is the king’s, placed into

le F5c. The Spanish Col P
E s i e s i the War Coffers (or into the Pool if the War Coffers are full). You gain

Bello and the French Colony at New

Edinburgh each have Treasure. As the Dutch, Easily missed! a reward of $2 for each Chest and then may adjust the value of the
: : | Unless you are Spanislh, Mercantilism dice (B5b) by 1 step. Represents your influence over the trade
your CONQUISTADOR fleet of 2 Ships loads you eannot Legally g ; i«
the Spanish Treasure by Legal Export. Next, &P‘t‘; 4 ffhﬂf;::’m " policies of the Spanish Crown. A
you announce an attack targeting the French = g * Treasure map. A treasure fleet may deposit any amount o
Colony, and with Spanish support, you Sack it of Treasure on any circled island on the map instead of Cay |
and take its Chest (but not its Relic). returning it to EUROPE. This Treasure may be thereafter i ™
As promised, you give Spain half the loot. picked up only by a fleet that discards the corresponding ™~~~ R 1
: Haven Card. This option is useful if you dont wanta Sun ;. . " 1-
onquistador fleet & m King victory, or if you want to return to PIRATING. Caymenes

1
1

: .;‘p&
1]
Ex::mp!z F6b. Your PRIVATEER returns to EUROPE with 3 Chests, placed into

the War Coffers as shown. You gain a $6 reward. The Mercantilism is
currently 4, and you decide to adjust it down 1 step to 3.

g~

d. @ This Flagship will load Treasure either by Legal
Export from all Sites during Pax, or by Sacking during War (B3c).*

c. Relic. Regardless of Legality, you have 3 options when unloading a Relic:
Exﬂmpif F5. Your 3 Galleons are under a * Your Coffers for $8.

REALES: g . oy ladd ane sl ienar Easily missed] * Your Coffers as 1 Relic (counts as a Peerage for victory purposes (G3b,d,e)).
from your own port, and two more from 7 » Coiauey /

Colonies that you Sack. Since it is War, on is not “yours", Only * War Coffers for 2 Chests.
Treasure moved to

the way out you Sack an enemy Mission in e aev e ety o

Florida. You have reached your attack limit,  dollars into your Coffers. Relic Value

so you sail without incident to EUROPE. As

PRIVATEER you must unload all 3 Chests into —
the War Coffers, and you receive a reward of $6. =

41 REGISTROS were non-spanish ships hired to carry treasure in the Spanish West Indies Fleet, nicknamed the flasa. By 1650, repienes typically comprised 17 out of 25 vessels in the flors. Normally these mercenaries did what they !
wiere paid to do, but in 1663 the regisras hired to sscort the fisss, led by the Dutch buccaneer Van Hoom, instead artacked the %Jloons seized & million pisces -:xFr_iEht of treasure. The fora transported poods annually from |3
Seville in Spain, then returning to Seville laden with silver, pold, emeralds, pearls, spices, and dyes from the treasure dties of the Spanish Main. Abour 80% nlEJt.'c]:lis wealth was a thousand rons of silver from two mines: Zapotecas in 13
Mexico Potosl in Perd (now Bolivia). By 1600 rhc{,ﬁ'am d grown to 50 galleons, but by 1650, after debasements crippled Caribbean trade, the fioss had dwindled o half thar. Meverth eless, it would regain prominence during {8
the rule of the Bourbons in the 18th century as one of the most succesful commercial operations ever. ]

42 CARAVELS are multi-purposs ships of around 50-113 tons. Of Porrugnese orgins, finely-lined and shallow-drafted, their lateen-ripging allowed them to sail closer to the wind than any other vessels of the era, although they were
often square-rigged on the main mast to ke advantage of following winds, Cutficted with a scrarch crew of sixteen sailors plus fifty “runs” (1000 kg cisks) of cargo, these ships made effective merchantmen. They boasted two dozen
cannons, but had insufficient men to fire them (it took two ar three sailors to crew each pun). The same ship with the casks replaced with 100 mariners made an effective privateer.

—Chuck Meide, A Plague of Shipe: Spandh Ships and Shipbuilding in vhe Avkoenc Colonies, 160k and 17h Cenrurier, 2002,

43 LANDING CARGOS could often be the most arduous element of a smug?.lh:ﬁg voyage, partiqularly afrer the rse in tariffs and enforcement thar followed the Seven Years War through the beginning of the Americin Revolution. But
this trade could not have become the lucrative, illicit pursuit thar it did without the concurrent advancement in navigational sciences and the development of more maneuverable vessels able to conduct the trade over a wide range
of sza conditions and circumstances. In that sense, this is not only a story of the collapse of imperial control over colonial rade, buta tangent o Tl'l.:ﬁrory of sciences and the enlightenment as it applied to the maritime trades.
—Cad Herzop, Sailing filicit Vapages: Colonial Smauggling Operacions berween Noroh America and obe Wese Indies, 1714-1776, 2020,

4 MERCANTILISM UNDER THE SPAMISH CROWT. Mercantilism is the centralized control of intercolonial rade so that %::-ld would flow into the king’s pockets. I is the opposite of free trade. Ementially :v:ry?:?madc in the
Spanish Main had to go to Spain, and no Spaniard could =il an without permission from the Casa aie dv Commaracidn. “Ervoncously he king and bis advisers believed thar Jgf_pram'gl af @ warion reved i i coneral af buion;

Bff wacwre gl aved silver ohe galleons broughs o Sewlie, the roher the mavion wosld be. Ej:g&j&gﬂ&; oweriooked one rimeless orash: he wealth of @ nanion dﬂimcfum s band work of fo cinizens ar bome, the farmers, rbe lanher workers, the |

carpesers, the shipbuilders and vhe wanvers ar sheir loowe; they craave the usable goods which measure wherber a nacion i progpering or not. " —James Michener, Cariffean, 1989, !
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Paxt G A NEGOTIATIONS & ENDG MIE Ex::mpff G1. Player purple puts a potentially game-winning Peerage

up for auction. Player blue loans $4 to player red for purposes of
GL. NEGOTIATIONS winning the auction for red’s auction, in ovder to stop player purple.

Anytime during the play year (D3), or in other years per Glc,d,e,
players may exchange dollars in their Coffers, or cards in their Hand

(including Haven Cards). Before trading, you not allowed to show G2.. EXTREMIST POSITIONS

cards in your Hand and may lie about them (it's a pirate game!). You are an extremist ¥/ if your Figure is in the uppermost (least Loyal),
No Anchored cards may be traded.*’ most Righteous (rightmost, see B5e), most Loyal (lowermost), or lefrmost
a. Treachery. Promises on how a Battle Card will be played in space on the Philosophy board. These spaces are labeled 7ea Party
a land or sea battle are never binding. Other promises and _ (uppermost), Abolition (rightmost), Sun King (lowermost), and El Patron
deals are binding in the current year only. (leftmost). Follow these rules if you are an extremist:
b. Strike your colors! If you Interdict, you may negotiate either for a. Extremist Nudge.
a surrender (Fla) or for cash or promises to avoid the sea bartle. * Nudge is more extreme. You do not move.
c. Tribute (sail year). Immediately prior to a land battle, the * Nudge is less extreme. You move 1 in that direction out of the
attacker may first ask for a tribute (traditionally $1 piece or 1 extremist position.
Market or Haven Card, but can be different), which the viciim » Nudge is to MUTINY. You do not move but suffer Mutiny (see glossary).

may either pay (no land battle), or refuse to pay (land battle).

B e 5 irions are aho allowed foc cappaee (HSBY. * Nudge is to MIDLIFE CRISIS. Either pay $1 or undergo Midlife Crisis

(see glossary).

d. ﬁuﬂf{fn QR eomn yeah): Trioc o an Aelinn L b. Extremist Victory. You instantly win if you meet the victory conditions
conditionally loan money to a player. If as the initator you have aEyine Prafasior (Cilkede) :
a choice of who wins an auction, you can negotiate between them. ‘ .

e. Peerage Abilities or Actions (any year). If you have options
when you enact these, the options are always negotiable.

Realms T gy | IDLIFE CRISIS realm

Ex::mpif Gle. You consider performing an ﬁﬂpasmﬁ Action,*
which has the Nudges {:Ia and Bw. Your foe has two sfg Ships
and a [y Peerage, and so stands to lose your choice of either both
his Ships or the Peerage. He affers you two deals: $4 to choose his
Peerage rather than his Ships, or 1 Relic plus a Market Card in
his Hand not to perform Apostasy at all.

extremist missionary position
(Abolitionist)

o
=
P
=
L]
i
(7]
w
=
]

f. Smuggling Fee (sail year). You may pay the $1 bribe (F5b)

for another player, presumably for a cut of the Treasure.

MUTINY realm

g. Hand Cards (play year). If you receive Hand Cards in
negotiation during your play year, you must Discard
down to your Hand Limir at the end of that year.

. Less Righteous <————3> More Righteous

TIP: In a 3-player game that includes Spain, the 2 nen-spanish

players will need to cooperate by swapping cards to get a mix to
make robust Colony-Mission combinations,

45 TREASOMOUS DEALS. The mariners of the Caribbean rontinely dealt with dealers and customers thar they were technically ar war with. Their logs and routers, with the required affidavits, had to survive the sautiny of loyalist
officials. Smugglers often claimed “forced entry”, ie. a storm or other emergency forced them into a foreign port. Wartime prisoner exchange presented another excuse. The flag of roce allowed a non-military vessel to arrive ar a
port, discharge prisoners, and depart without fear of being held captive. As a technique for illicit trade, flags of truce became notoriousky PDPLSSI, vexing the aurhorities who were trying to reign in trading with the enemy

46 SPANISH INOQUISITION. The Congregarion of the Foman and Universal Inquisition was established by Sietus V' in 1588, The Inquisition Tribunal in Carsagena de fndies started burning witches (the Lografio witch trials) in
1610, It was one of three such tribunals in the Mew World, augmenting the nineteen in Spain. "Silencing” is defined as suppression by fear and intimidation, while scrupulously avoiding any discusion of the dangerons ideas
being suppressed. The populace or targeted group is cowed into self-censomship. Silencing. both from cr-JLun.chth and Right, is active today in Amerca. "Edivors ane fined for running rambmn}_’pkrm' Boaks are withdnaum for allapad
imaurhensiciy foswrnaling ane barned from wrining on coraain sopics profecen are inverdigaced for quonng works of Weensoune in clas; @ essarcher & fived for oivcelaning @ peer-newawed aoadamic study; and the heaads of organizarions are ouseed
[for wihar are somerimes just clumsy miscaber... The rerericeion af debare, wherker by a represive govermment or an incoleans sociery, invariably furs thos who lack power and maker everyone bess capable of democnasic pardopanion.
—Thomas Charterton Williams, A Lewer on_fustice awd Open Debare (Harpers Levser), 2020,

47 EXTREMISM. Although this word is often used in a derogarory fashion by modern pragmarics, unless one takes their personal philosophy to the logical extreme, then nothing of fundamental value (such as independence or
emancipation) will get accomplished. If one is hormrified by the consequences when one’s philosophy is applied to the extreme for all persons, then it is time to change philosophi

- Z49
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G3. ENDGAME & VICTORY b. Tea Party victory (colonist).*® Win if you are Easily missed!

You win instantly if you are an extremist (G2) and you meet the conditions e S T I.PEH&EE é}:ﬁh Ziigme

; E ; S J and the number of Tax Rebels .IS greater T§ counts as a

listed on the Philosophy board. Thematically, winning means transforming Ly Peerage for Victary
: : than the Mercantilism. purposes,

the entire Spanish Main into one of four modern political entities. Will it
become an independent superpower republic (e.g. USA), the first nation

to emancipate its slaves (e.g. Hait), a “machete anarchy” (e.g. José Tomds TIP-' Tax Revolts can be found in the Colony deck (17%), Mission deck
(16%), Royaity deck (12%), and especially the Ship deck (36%).
Tax Rebels are also created by paying taxes or not paying Ransom,

Boves' Venezuela or Pablo Escobar’s Columbia), or a European puppet
(e.g. Mexico under Napoleon III)?

a. End of the game. The game ends instantly if someone attains victory

as an extremist. Alternatively, the game ends at the end of the sail year c. Abolition victory (missionary). Win if you Easily missed!
marked with the Dove token. are an Abolition exremist (BSe) with at least 1 | Mndigenous on Missions
* Year of the Dove. The Dove starts in 1637 or 1649 per Clb. . - Peerage and there are no Slaves on the map.”

It can be moved by the Dove Action (¥ see Rosetta Stone). d. El Patron victory (buccaneer). Win if you are an El Patron extremist
* Token victory. At the end of the Year of the Dove, the player owning with at least 3 Peerages (2 Peerages if 4 or more players).

the most Bibles, Citizens, and disks on the map in non-rebellious
land zones or wilderness (Bla) wins. Use the most money (Relics
count as $8) as a tebreaker. If a player not in the game (e.g. Spain)
has the most tokens, then there is no winner.

e. Sun King victory (royalist).”! Win if you are a Sun King extremist
with at least 1 Peerage and the War Coffers contain all 9 Chests.

Exﬂm ple G3c. Your Figure attains the extreme position of the missionary
Profession, and you have a Peerage.”> During your play turn you use

le G3a. It is 1649, th he Westphalia Dove (the histori
Exdmp Je Lok 1649, the year of tic Weslpiaa s Bone (£ hisiorsc several Slave Revolts & to liberate all but one Slave, and on your sail

eace treaty ending the 30-Years’ War was signed at Westphalia in
FMS). Aﬁfr e hgﬂ player (Spain) sails, Wf;furfa s rk?am’y Lol mome turn you Sack the final Slave Colony to win the Abolition victory.”?
without a Rebel and has 1 British Colony. The 3 wilderness zones (Bla), P/{Z{]jjfiﬂ}f
which can never be rebellious, are Florida (no player tokens), Yucatdn (1
Spanish Cathedral with a Courish Citizen), and Cuba (1 Spanish Colony Slave
plus a French Visita). Player purple (Spain) wins the token victory. Rebel

48 TEA PARTY MOVEMENT. Cromwell's policies of mercantilism and protectionism, such as the Shipping Acts (1651) thar banned exports of British and British-American products to non-English countries, became a pretext for
England to seize abour 200 Dutch merchantmen and to conguer Dharch Curagao and Mew J'I.msrr_rdam.n%lis led to the 2nd Anglo-Dutch war (1665) and stirred seossionist protests. Posowar, English pirares such as Sharp and
Myngs who continued to artack Spanish shipping as a free maret protest to open up free trade with British colonies such as Jamaica. Another free market rebellion was the Bpusron Tea Party (1773), in which protesters dispuised as
Amerinds dumped a shipload of tea into Eusrc-n%urb-:-:. The Tea Party movement ago describes a modern constitutionalist movement, starting in 2009, favoring a minimal rnment and free trade. [ imagine that, in an altemate
history where freedom fighters had been centered in the Caribbean rather than in Virginia and Masachusetts, that the emerging New World superpower would have been Mew Spain rather than the USA. Rather than a Dieclaration
of Independence, a Tea Party victory in Mew Spain prior to the Enlighrenment likely would have replaced peninsular bureaucrats and institutions with local rule through the creation of juntas with (nominal) fealty to the king,.
“Royalist”™ juntas, such as those in &nﬂu.da and Mueva Granada in 1810, were compromises Fundammta.lf}r at odds with Enlightenment ideals.

49 MEXTCAN WAR OF INDEPEMDEMCE. MNapoleon invaded and occupied Spain in 1808. This emboldened two Roman Catholic priests to lead criolfs, meestizs, and Amerind rebels in a war of independence in Mew Spain.
Baoth priests died in the fight, but after 11 hard years of war, the new narion of Mexico was born. This pame imagines a similar protest in the 17th century against both the Case de Conpraracidn (with it hated Aleabals and
(Juinra taxations without representation) and the calle and mevizs caste system. At the time, Philip I'V was preoccupied fighting Protestants in the 30-Years War as well as internal revolts such as at Caralonia. Orther Spanish
posessions took advantage of this preoccupation to snocessfully declare in?cpr_nd.:ncc, namely the ﬁ:rh.:r]and.s and ;:f'tuga]. England, France, Holland, and Maroons, motivated by the prospect of free trade, may have joined
the rebels. Given the rebels' capacity to shut down the flow of silver and other exports to Spain, success or failure depended upon naval supremacy in the Caribbean.

50 FIRST ABOLITIONISTS. The most influential activist of Mew Spain against Indians enslavement was the Dominican friar and Bishop of Chiapas Bartolomé de las Casas (Ela].rr_r purple). His treatises and testimonials docum enting
the cruelty of the conguistadores cansed the fendalistic ngparcimiense system (land grants allowing the forced labor of its inhabitans) to be abolished in the Mew Laws of 1542, Recalled to Spain on charges of treason for challenging
the lepitimacy of the gpa.nish occupation of the Indies, this oo ous friar successtully -:I.cF:nd.aE the Indians as rational beings with natural rights in a series of unprecedented debares in Ve id in 1550 and 1551.
—Francis Patrick Sullivan, 5], fndian Freedom, The Caure of Bariolomé de las Casas, 1484-1566, 1999,

51 CASA DE L4 CONTRATACION (House of Commerce) in Seville is the headquarters of the Council of the Indies. The conmbass (Coundl offidals) approved all cargo, collected customs, outfitred ships, ran a school of navigation,
and presided over judicial marters concerning trade and navigation. This royal monopoly maintained a stm%rhold on all transatantic travel in the Spanish empire soon caused Spain’ slippage from superpower status. It was not
unrjlpgc Stabilization Plan of 1959, which sased government repularions and aJlowag greater participation of private individuals, thar Spain finally re-established itself ucnnomimﬁ?lwith the economic miracle of the 1960's.

52 SLAVERY IS IMMORAL Morality is an absolure, and slavery is a fundamental evil and thus objectively damaging to everyone involved. Contrary to the claims of cultural relativists, enslavement is immoral and wrong
regardless of which culture is practicing it. Contrary to counter-enlighrenment ideas thar assert that every human interaction is exploitative, failing to distinguish between force and persuasion is a ue diservice to acrual
slaves. Contrary to anti-capitalist dogma, an employer-employee contract is voluntary on both sides and does not constitute enslavement. By definition, capitalism is the social system that specifically excludes initiation of force
in all transactions. Contrary to the claims of socialists, slavery is irrational. A person or society can get 2 short-term windfall by enslaving others, bur this is not sustainable and yields less in the long run than if cooperative
transactions had been used. Contrary to certain Marxdst polemics, slavery was not first imported to the Caribbean from the West. Many Precolumbian trbal societies, including the Caribs, Calusa, Mayans, etc, repulardy
took slaves, including Spanish slaves. Contrary to the claims of cerrain racists, perpetrators of crimes and villainy are individnal persons, not races, cultures, or any other collective. This is just plain common sense: a person is
responsible only for what they themselves have done, not their long-dead ancestors.

53 HOW LEGAL SLAVERY ENDED. "Tell mee by wbar right of fusaice do you bold shese Indians in such a cruel and borrible servinudes * thundered Fray Antonio de Montesinos on the Caribbean island of La Espafiola (Hispaniola)
in December 1511. This fiery sermon is the first known denouncement of slavery on moral grounds - astonishingly, thronghout all the preceding centuries and millennia that slavery dominated human ﬂ.éirs, not one
philosopher, religions leader, or politician is known to have spoken out against enslavement itself. Mot even slave leaders (eg. Sl'_'ual't“a.v:.legI are known to have denounced slavery itself or artempted to transform sociery. The
advent sermon of 1511 was heard by another Dominican monl, Las Casas (player purple), was the major milestone of Enl.'ilf:lrcnm:ut moral thinking, which had begun in the days of Aristotle and was to finally result in the
outlawing of slavery. It was echoed by John Locke in his second trearise (1689): ° Ew is 5o wile and meirerable an Exrare of Man, and so divectly epparite 1o the penenous Tmﬁ:r and Counge of our Nagon; shac ' bardly ro be
ramfjwaF rbd:ancgigﬁ.r.ﬁmu, metich lews a Genidensan, should plaad for's. ” By this time, slavery had ended on the British Isles without any special legislation, and by 1807 the slave trade was delegalized by President Thomas
Jefferson in the USA and Parliamentarian William Wilberforce in Grear Britain. Both of these early Enlightenment acrivists used the E)r‘LLightr_umr_nr argument Odymnml repugnance, and by 1833 slavery was abolished
thronghour the British Empire. Curiously, otherwise thunderons postmodernist historians are silent about who actually ended lepal slavery after millennia of indifference worldwide. Thomas Sowell points our that the first
abaolitionist |eaders were mainly British philanthropists, religious reformists, and Parliamentarians. Th.garc sented the majorty views -:-?Erirjsh citizens from every social class and walk of life. The enforcement that finally
stopped the trafficking of slaves and mﬂd slavery in the WElsr was provided (at preat expense) by the Foyal Mavy
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Part H ©® SOLITAIRE Ganga Zumba HI GOODSYEAR

Playing as a Maroon leader,” you win if you revolutionize New Spain into
an independent and emancipated nation. This new American nation, the
United States of the Caribbean, would have 8 States, one for each Spanish

This is unchanged from D1, except:

a. Skip Update Player Order (D1a). You as Ganga Zumba always go first
(H2), then Sun King (H3 & H4).

Treasure port. Setup is unchanged from Part C, except as noted below: b. Spanish Labor acquisition is automatic, see E2c. Remember that your
* Dice. To play Ganga Zumba Solitaire, you need 2 six-sided dice (2d6). starting Peerage does not allow you to kidnap for Slave Labor.
* Playmats (setup). You start with the Ganga Zumba Playmart (farside ¢. Hurricane Season. No player may sail in the year 1621.

red). Your automated opponent is the Sun King (in this case Philip Ganga Zumba may Reconnaissance if he has a Ship.

IV of the House of Habsburg). Sun King starts with the Spanish

Playmat (purple) and his 8 Colonies start fortified. H2. AUCTIONYEAR

» Starting dollars. You start with $10. Sun King’s money is not a. Your turn. Unchanged (D2). Either choose a card to auction (D2a),
tracked, so he always has money. Professional Draw (D2b), or Debauchery (D2c).

s Starting Dove. Westphalia. * Your Auction. If you choose to auction, bid zero or more dollars,

then roll to see how many dollars Sun King bids (H2b). You as the

* Starting Havens. You start with 2 Havens. Sun King holds no initiator win ties, and the winner takes the card into their Hand.

H less trying to Interdict (H6b).
O e * Your Buried Treasure Auction. If you choose this option, pay $4

* Maroon Leader. Your character is Ganga Zumba, king of the massive el ke the carel
runaway slave settlement in Palmares Brazil.® I imagine him here as b. Sun King’s automated bidding. After you make a bid in an auction,
being literate with Enlightenment training, a 17th century equivalent whether initiated by you (H2) or him (H3), Sun King rolls dice for his
of Simén Bolivar or Benito Judrez. bid:

* Starting Peerage & Ability. Place the MAROON KING Peerage (card * Sun King Bidding (Ship). If Sun King has
R20) into your Peerage Slot, with your first Bible on the Reach Peerage 3 or more Ships, or if the Ship is PLUNDER
icon (88 B7h). Its Peerage Ability allows you to regard non-slave or SMUGGLER, he skips the bid (see H3a).% §

Otherwise, he bids 2d6 (War) or 1d6 (Pax)
dollars for a CONQUISTADOR or PRIVATEER
Ship.

* Sun King Bidding (other cards). Sun King
bids 2d6 (War) or 1d6 (Pax) dollars for a
Colony, Mission, or Royalty Card.

Indigenous as your Citizens in land battles, but you can't enslave or
kidnap.”” Since Ganga Zumba was a Christian, this Peerage
is vulnerable to an Apostasy Action %Y.

* Starting Mercantilism = 3. Only Ganga Zumba is
able to change the Mercantilism.

* Player Order. This is not used. Sun King wins all ties for the most * High Bidder wins the card, with the
and least Righteous, and the most and least Loyal. Instead of Player initiator winning in a tied bid.
Order, follow the sequence of play (next bullet or Playmar). * Sun King plays the card immediately

* Sequence of Play. Perform goods year (H1), your auction year (H2), thE winsa Cﬂd in auction (H3c). If you
the combined Sun King aucrion/play year (H3), the combined Sun King e Aukon and lose, you add the

: Sun King’s bid to your Coffers.
Professional Draw/play year (H4), your play year (H5), and finally the
sail year (HG), always beginning with you, then Sun King. Remember * Buried Treasure Auction. Sun King =
to perform the listed Omens at the start of each indicated year. VRS F”f*'['f‘_:"_-'l'“"S this, even if he hasa
special Ability to do so.

e

54 MAROOMS were escaped African slaves, particularly those from the Guinea coast. This word comes from the Spanish designation Cimarranes, a term for both fugitive slaves and wild cartle. Maroons established their own kings,

towns, bishopri, and fiefdoms. Maroon goerrillas pillaged Spanish plantations and mule trains, sometimes in alliance with buccaneers such as Francis Dirake. sed Spanish povernors sipned treaties with Maroon leaders in
Jamaica, Darién, and Espafiola, granting them the right to settle as free men under Spanish law: In return, they agreed to return mnaway slaves and to help fighr the Eriﬁi and other nsurpers. Colonies of Maroons were called
palengues (Spanish) or mecamebe (African).

55 PALMARES was 2 huge guidwsbo, an independ ent community of escaped slaves and deserters. It existed from 1605 to 1694 in the Pernambuco coast of colonial Brazil. It consisted of a fortified central rown that contained hundreds

of buildings, including a Catholic church, 4 smithies, and a council house. The popularion, including the outlying farming quiismsbes, peaked at about 11,000, From the 1640%, it was ruled by Ganga Zumba from the Kongo.
“Cranga Zumiba”is a title rather than a name, meaning “Supreme Lord™ in Kimbundu. —Wikipedia, 2023.

56 BENITO JUAREZ, a Marive American who spoke nothing but Zapotec until a teenager, became a noted liberal politician and the 26th President of Mexico. He led Mexican patriots to victory against royalists under Napoleon 111 in

the 18607, After this victory, his army revolted, led by none other than Porfirio Diaz (see my game Rux Porfriana).

57 INDIGENOUS PEERAGE. Diespite their lack of agriculrure, the foraging Amerind societies of the Spanish Main, were capable of sophisticated levels of hierarchy, castes, mﬂﬂl%gﬂvcmanm and enslavement. For example, the

Lﬂ

Calusa %cpl: of Horida formed a small kingdom with the royal city at 5. The king’s power was absohure, his will wasw;nrgu.csri.ouabl:, and insubordination was punishable by death. He commanded a well organized fleet of war

canoes. When he died. a certain quota of his subjects and wives were slanghtered. —Grasher & Wengrow, The Diaww af E img, 2021,



H3. COMBINED SUN KING AUCTION/PLAY YEAR

Sun King combines his auction turn with his play turn. If more than
one option exists in any Sun King decision, you choose. Sun King has a
different priority during War and Pax:
a. Auctions Priority. An auction is bid per H2b. If Sun King wins, he
immediately plays it per H3c.
* Ships. If Sun King has no Ships (during War) or fewer than 3 Ships
(during Pax), and the top Ship Card is PLUNDER or SMUGGLER, he
murders it (removes it from the game, a victim of pirate hunters) and

goes to the next bullet rather than auctioning a Ship. Otherwise, he
auctions and plays the top Ship Card.

* Peerage. If Sun King is currently qualified for the Peerage, he
auctions and plays the top Royalty Card.

* Holy Calling. If no other option is suitable (including Peerage
Abilities per H3c), he auctions and plays the top Mission Card.
See H8e (SK combined auction/play).
b. Amor de Rey. If Sun King is Callow and the Nudge of his Hand Card(s)
doesn't make him Professional, before he plays any card he performs a
Romance Action % (moving to a Callow space you do not occupy) so

that the card’s Nudge makes him Professional. See H8d (SK play).

c. Sun King Play Actions. Immediately after getting a card, either by
auction or Professional Draw (H4), Sun King performs the Nudge
and plays a number of Actions up to the maximum allowed by his
Sway (before playing the next card). Perform the Actions from this
prioritized list, skipping Actions not listed or with no effect:

* Ship Action (if Sun King has fewer than
3 Ships). However, if any Ship taken by
Professional Draw has a Legality of PLUNDER or
SMUGGLER, Discard it without effect. Sun King
then chooses his Ship with the best Seamanship
to be his Flagship.

* Reach or Sway Peerage Action (if Sun King is currently
qualified). If Sun King acquires a Peerage Ability, use it as
aggressively as possible.

Caution!
Sun King wins
instantly if ke can
play his Ird Peerage,

fe

* Literacy Action on one of his Visitas, preferring
one with a Colony in the same land zone (B2b).%® m

» Bible Action. The inhabited Tribal Site closest to the sea E
zone Islas del Rosario becomes a Visita (you choose if ted).

* Disk Action. The Spanish Colony Site closest to the sea
zone Islas del Rosario is either founded or fortified. Q

58 EDUCATTOMN is emential to formulare and transmit ideas, includi
scribes, the indigenous and maroon leaders of the Caribbean were

* Slave Trade on one of his vacant Colonies. E
. H 59
Melting Pot. @

* Excommunication.

* Apostasy.® If it is difficult to decide here or elsewhere
what choice is more damaging, roll a 1d6.

* Armada. However, if he takes by Armada a Ship with a
Legality of PLUNDER or SMUGGLER, Discard it without effect.

* Letter of iv'la:que. l
* Tax. ﬁ

 Dove. ‘»

d. Mutiny & Midlife Crisis. Sun King suffers Mutiny normally. If Sun

King suffers Midlife Crisis, move his Figure to a Callow space of your
choice, then Discard the top Royalty Card from the game.

0H

o

H4. COMBINED SUN KING DRAW /PLAY YEAR

After his auction in H3, Sun King additionally performs a Professional
Draw using his current Reach. Skip this if Sun King is Callow. Otherwise,
Sun King immediately plays the cards in the order drawn for their Nudge

and play actions per H3c. No cards can be kept in Hand for Sun King at
the end of this year.

H5. YOUR PLAY YEAR

On your turn, you play or sell cards per D3, down to

your Hand Limit per D3f.

a. Deep pockets. Sun King will always pay $1 wo
hire Citizens, pay Taxes, and pay Ransom.

HG. SAILYEAR

You sail first, per D4. Then Sun King attempts to legally export Treasure
to fill the War Cofters of Spain for his victory. If Sun King has a fleet, he
chooses his Flagship to be the best Seamanship.

a. EUROPE. Neither yours nor Sun King's fleets ever remain in EUROPE.
If they sail to EUROPE, they move immediately to PIRATING.

b. Your sail. See D4.
* Spanish Interdiction. Skip this if Sun King has fewer Ships. If he has

at least as many as you, plot a course for your fleet (use spare tokens),
then draw a number of Haven Cards equal to his Hand Limit. If any
of them matches a sea zone that you entered, then fight a sea battle in
each such sea zone per the next bullet.

those needed for a functioning democracy. Since Africa and the New World had no extant reading and writing systems outside of Mayan, Aztec, and Incan
st entirely illiterate. Therefore the Franciscan, Dominican, and Jesuit schools, taught by linguist missionaries who leamed the native languape and who were

able to develop a Latin script for that language, were absolntely indispensable for any kind of meningful social advancement, such as autonomy and statehood. Developing an indigenous written language from scratch was not

an option — writing systems developed independently only four times in the h.isror{‘::l’ the world (Mesopotamia,
pe, the educarion taught by ¢

Whatever the veracity of their questionable views on the aftedife or the role of the

pt. China, and Mexico) over the course of millennia, and are essentially an Eurasian monopoly then and now:
missionaries was paramount to the future of any illiterate land.

59 MELTING POT. Diefining an immigrant as one who comes to live in a foreign land, no other nation has a large an immigrant population as does the United States today. The s and success of the USA as a center of innovation,

learning, entrepreneurship, patents, entertainment, and military is due in a |

part due to the integration of foreign migrants in a metaphorical “melting pot”,
other diversities of culture. Esm:jmlly, the very first generation bom in the United Stares, including those with parents imported by force from Africa, identifies rimsjvcs a5 Americin and seddom considers the la.ugusEc and
herirage of their parents. In colonial Latin America, persons of Enropean heritage, the orisllas caste, were distanced from the memizs caste withour the melting pot. The melting pot is a byproduct of British Enlightmen

uickly learning English withhout surrendering religion and

t Laws, and

may be why the United States and other former colonies of Great Brtain (eg. Canada, Australia, Hong Kong, Mew Zealand) have turned our wealthier and happier than Hispanic nations, and from former colonies of other
European nations. The long proud history of American open borders became tamished by racist laws starting with the Chinese Exclusion Act (1882) and continuing today with militarized walls (sze my game Pax Perfiriama).

60 APOSTASY. Spanish law threatened to expel and confiscate the cgcn'}r of non-Christians such as Jews or Muslims unless they renounced their biefs. These victims, clled comersar, were under the constant threat of being accused
iefs. Yer

non-Christian practices and b

of apostasy, the secret harbori
E{,-I erind and Spanizh blood) would b

merrizo (3 Hispanic with both

blood Amerinds in New 5pain were exempted from the Spanish Inquisition (instead a tribute was exacted for the privilege of vasalage). Oocasionally a
t from such rascist lepalities by pretending to be an Amerind in order to escape the clurches of the Inguisitors.

Z8



* Interdiction results. These 3 results are resolved simultaneously:
(1) Sun King sinks one of your PLUNDER ships (if any).
(2) If you have the better Seamanship, you sink the Sun King's Flagship.
(3) If he has the better Seamanship, he steals the Treasure, which is
immediately added to the War Coffers. All other Cargo is lost at sea.
(4) After all his Interdictions, he teleports to PIRATING without
drawing a Haven Card

* Land Battles. The purple tokens of the Easily missed!

Sun King will always side against you and | Rebels will always suppart

i i i i th acking flect und
Refugees (ESb) will always side with you if m; )
they themselves are not the targert.

c. Sun King’s sail. If his Legality permits it, Sun King attacks a number
of enemies up to his attack limit. He chooses Sites in which he will
win, choosing in this order: Rebels, your Colonies with Treasure, your
Colonies, your Missions. If there are multiple Sites to choose from, he
picks the one closest to Islas del Rosario. He then teleports to PIRATING
without drawing a Haven Card.

* Treasure Legal Export. After his attacks, for as long as he has Cargo
space, Sun King will load Treasure at his own Colonies.

* Sun King Enslave. If Sun King Sacks a Ganga Zumba Visita or
Colony holding an Indigenous, the Indigenous is enslaved at the
nearest vacant Spanish Colony, or killed if this is not possible.

* Pass. Sun King skips his sail turn if he has no Ships or there are no
Treasure Colonies or targets.

* Interdiction. The Sun King fleet never chooses a sail path and cannot
be Interdicted.

Exﬂmpif H6. See H8b Sail for an example
of an Interdiction in the solitaire game.

H7. END OF SOLITAIRE GAME & VICTORY

'- You instantly win if you achieve both the Tea Party and Abolition End of
t Game, before Sun King achieves his End of Game.

a. Sun of Game. Sun King instantly wins if War Coffers are
| BN Kine Fud of Gartie 5o King nitantHrwins i War G
| filled with all 9 Chests, or he gains his 3rd Peerage.®!

b. Ganga Zumba End of Game. You must be an extremist in any
Profession, with 2 Peerages (remember that you start with 1 Peerage).
You must also have won both the 72z Parry victory (more Tax Rebels

than Mercantilism, see G3a) and the Abolirion vicrory (no Slaves
on the map, see G3b).

c. Token Victory. If the game reaches the end of the Year of the Dove,
there is a roken vicrory (G3a) in which Sun King is assumed to have the
most morney.

Exampif H7. See H8h Sail for an example of a
Ganga Zumba victory in the solitaire game.

H8. SAMPLE SOLITAIRE GAME
Ganga Zumba (GZ) vs. 5un King (SK) by Robert Kasten 8¢ Rogério Nogucira da Costa

Starting Havens: Tortuga (‘B] & Hewanorra ( L }*{}
a. 1598 (Anglo-Spanish War) (El Dorado Omen - no sail). Age: 16

* Goods. Treasure & attrition at the Venezuela and Nova Andalusia.

(GZ) Auction. Reach = 1. I auction SMUGGLERW - auto win.
(SK) Combined Auction/Play. Ship priority: SMUGGLERB murdered.

Peerage priority: SK qualifies for and auctions CAPITANIA GENERAL
(most Righteous) — Win ties in land battles! Must not allow SK to get it.

Bid: I bid 9 (because I hold a & and need to save $1 for smuggling, if
I end up with only SMUGGLERW). SK bids 8 & I take the card. Close!

(SK) Combined Professional Draw/Play. Reach = 1, but Callow. SK passes.

Comment. 7 have 2 Havens and 2 Market Cards (Ship and Royalty) with
.ﬁ.,,, and 8 Nudges. By the end of the turn I can only keep 1 card in
Hand, and since I am broke, I should keep SMUGGLERW which could get a

profitable Relic on the map. This means that CAPITANIA GENERAL is "use it
or lose it", bur I must decide whether to Anchor it or use one of its Actions.
Its Armada Action would grab the top Ship Card: PLUNDERE.

Alrernatively, I can wair and get the Ship on my next Action, and Duel SK
to become the most Righteous and Anchor my Peerage. However, that
would place SK facing the qu;z&sr track with the immediate danger of
them moving onto it if they get a #5'& Nudge and avalanche many
Professional Draws of Peerages. .. [ take the risk and Anchor CAPITANIA
GENERAL from my Hand. The Reach Peerage ™ will upgrade my Reach o
2 and the Peerage Ability will allow me to attack targets ar equal Strengrh.

(GZ) Play. Sway = 1.
1st card: Haven Sword Fight 34 to exchange places with the purple Figure.

2nd card: Now I'm the most Righteous, and Nudge #5'& into MUTINY has
no effect, so I Anchor the Reach Peerage &,

3rd card: Haven Peninsular Marriage & into the colonist wedding spot.
Card in Hand: SMUGGLERW.

* Sail. No sail (El Dorado Omen).

";..
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61 SOCIALIST MERCANTILISM TODAY. When the Venezuelan socialists under Hugo Chaver came to power in 1999, it was a step by step implementation as prescribed in Maods Mamifere, bepinning with ssizores of private
operty;, and culminating in the nationalization of communication, en finance, and industry. This centralization of abruptly transformed the dchest Larin American country into a starving one. The socialist regi
Pf P Zz & ?" L ¥ EE glme

d with a shocking deares that any Venemelan employee can be
d‘l.mn:st]r International, 2016, —UN Human Rights Office, 2020,

2z

ced to labor in the country’s fields o fight the food crisis, in other words, the legaliztion of slavery and



b. 1602 (Pax Hispanica) (Amsterdam Entrep6t Omen - Sway = 3 for this turn)
The story so far (Age 20): | escaped from bondage, got into a fight, was elected

"captain” by my peers, and married another ex-slave in the palenque.
* Goods. Colony dieoff: none.
Treasure & attrition: Nueva Grenada & Veracruz.
* (GZ) Auction. Reach = 1. PLUNDERE - I win automatically for this Legality.

* (SK) Combined Auction/Play. Auction: (< 3 Ships in Pax = priority
Ships). SK. Auctions PRIVATEERR. 1 bid O (I only have $1).
Play (Sway = 3): rgé- (into Royalist track, as I feared!), Anchor Ship +
2 Slave Trades R , adding Slaves to Cartagena and San Juan de Ulda.

* (SK) Combined Professional Draw/Play- REH.CI'] = 1, Sway = 3. Draws

GRANDEE (most Loyal) and plays it for Nudge #'i'é Reach Peerage {8
and Armada &, The Slave Trade B is skipped, since all his colonies have
Labor. The Armada draw adds PRIVATEERV to his fleet.

» Comment. My gamble failed. SKs auction and play could not have been
worse for me. They have 1 Peerage and 2 Ships already. Additionally,
theyll be eligible for next Ship or Peerage in the Marker.

* (GZ) Play. Sway = 3 due to Amsterdam Entrepét.

Play 1st card: SMUGGLERW, Nudge i{;___ Anchor Ship (draw Haven —
Hewanorra again), place Relic at Cumanai.

Play 2nd card: PLUNDERE, Nudges ﬂﬂ?i me into Mutiny, with no effect
since [ only have one Ship Anchored at the moment.

I then Anchor my 2nd Ship, which draws 2 Havens (one for adding a
Ship to PIRATING and another from its Haven Action).

Promote: PLUNDERE (Laurens de Graaf) to Flagship.
Cards in Hand: 3 Havens — Hewanorra, Curagao, & Trinidad.
* Sail. We both have 2 Ships, so my fleet risks Interdiction.

Plot course: [ used spare markers to plot my chosen course: Start at

Trinidad, sack Cumani for the Treasure and Relic, then Curagao to
sack Coro, then Port Royal, Caymanes and finally Tortuga.

SK draws 3 Havens (equal to their Hand Limit): Old Providence,
Tortuga and Barataria Bay. SK therefore will interdict me at Tortuga.

Pre-interdiction: My fleet of 2 Ships with CAPITANIA GENERAL Sacks
fortiied Cumand and grab its Chest and Relic. The Colony loses its
fort but still stands, so its slave is unfortunately not liberated.

In Curagao, Coro suffers the same fate in my second attack.

Interdiction: Sailing back home, my Heet is interdicted at Tortuga.
With the better Seamanship, I sink the Spanish Flagship, while they in
turn sink my PLUNDERE along with its Chest. The battle is over.

Spoils: My surviving Ship returns with one Chest and one Relic. I sell
the Relic and gain $12 (Chest = $4, Relic = $8). I also draw 1 more

Haven for returning to PIRATING. f ;

Battle aftermath: SK= 1 Ship , GZ = 1 Ship.

SK Sail: Collects Treasure at Cartagena and delivers their first Chest to
the War Coffers.

c. 1606 (Pax Hispanica) (No Omen)
Age 24: I got 2 ships and pillaged the Main, but lost my Flagship to the cursed
Spanish. Lost much loot but sold stolen Chinese porcelain for a fortune.

* Goods. Colony dieoff: none.

Treasure & attrition: Honduras & Panama.

» Comment. [ desperately need Ships. The top card is CONQUISTADORH,
and the top Royalty card REAL AUDIENCIA (most Righteous) includes an &
To keep SK from enlarging his fleet to 3 Ships, I have to bid for the Ship.
But now thar I am a Colonist, I unleash a sneaky plan to get 3 Ships.

* (GZ) Auction. Reach = 2. Professional Draw = 2 Colony cards:
"Banking House of Welser" & "Chocolate Baron".

* (SK) Combined Auction/Play. Auction: (< 3 Ships in Pax = priority
Ships). SK Auctions CONQUISTADORH.

Bid: I bid 5, SK rolls 3 on one dice. I pay $5 to the pool and take the Ship.

* (SK) Combined Professional Draw/Play. Reach = 1, Sway = 3. Draws
REAL AUDIENCIA (most Righteous) and plays it for Nudge Eﬁ (no effect),

Sway Peerage ™ (since they are eligible) and Armada WM. But the top
Ship is SMUGGLER], so they Discard it and its Armada has no effect.

* (GZ) Play. Sway = 1. SK has 2 Peerages now, and just one short of
winning. Even worse, the next Royalty Card is most Righteous

Play 1st card: "Banking House of Wesler”, Nudge A ﬁ.,; (extremist
now). Disk Action '® places Colony in Panama. My Sway is now 2.

Play 2nd card: "Chocolate Baron", Nudge &% . My st Action is %8
Apostasy to force SK to Discard either his GRANDEE or PRIVATEERE.

I choose the former and return a Bible to his Tableau. My 2nd Action
is Letter of Marque ®B-: I pay $1 to bribe PRIVATEERV away from the
service of the Sun King, drawing a Haven for adding a Ship to PIRATING.

Play 3rd card: CONQUISTADORH, Nudge Eﬁ, and pay $1 to avoid
MIDLIFE CRISIS. My 1st Action is to Anchor the Ship (draw Haven for
placing Ship in PIRATING). My 2nd Action is Excommunication &'.
Since SK now has less Peerages than me, I send him back to Callow,
deciding to place him on the teal spot.

Promote: SMUGGLERW will be my Flagship since it’s the only Legality in
my fleet that doesn't deliver to the War Chests. PLUNDERE is missed...

Discard down to 2 Havens — keeping Tortuga & Hewanorra.

» Comment. [ inflicted heavy revenge on SK by stripping him of all bur 1
Peerage. He has named me the black Sir Francis Drake.

* Sail. SK = 0 Ships, GZ = 3 Ships. I rule the waves and can freely

navigate without fear of Interdiction.

Land battles & spoils: Ww P
I smuggle Treasure from Porto m *“'?
Bello, Trujillo and San Juan de Chm hmn

Ulaa, paying $1 at each port to
smuggle contraband on-board ‘I T ¥
my ships, and return 3 Chests %

to EUROPE for a tortal of $12. e
My net profit was $9 ($12-$3). o
My Coffers now hold $15.

SK sail has no effect.




d. 1610 (Pax Hispanica) (No Omen)

Age 28: With the help of anti-hispanic barons, bankers, and the pope,
I got Felipe IV excommunicated. But the loss of my plunder Flagship has
forced me into a low profile as a shady smuggler.

* Goods. Colony dieoff: My Colony in Panama dies because my

MARQON KING Peerage disallows kidnapping. I knew it was doomed,
and founded it only for its temporary boost in Sway.

Treasure & atrrition: Nova Andalusia & Cuba.

Comment. [ have a full fleet of Ships, but SK still has a high Sway
and smuggling is not helping much. Fortunately, Sir Henry Morgan
(PLUNDERD) is available for hire.

(GZ) Auction. PLUNDERD - I win automatically for this Legality.

(SK) Combined Auction/Play. Auction: (< 3 Ships in Pax = priority
Ships). SK Auctions CONQUISTADORU. I bid 0 (I want to keep money
for future options, as War will be Expensive]

Play: SK plays card with Nudge % , and with Amor del Rey, moves
to the wedding spot on the Bcesinees ok & dangerous spot, but I

prefer SK avoid the Royalist track. No other useful Actions are on the
card.

(SK) Combined Professional Draw/Play. Reach = 1, Sway = 3 SK

draws top of the Buccaneer deck: SMUGGLERM. SK nudges 4, back
into Callow, but the card is of no value to SK and is therefore ]jjscarded

(GZ) Play. Sway = 1.

Play card: PLUNDERD, Nudge, Eﬁ, into MUTINY! My Flagship is
SMUGGLERW with a Nudge As.. I can keep PRIVATEERV since it has
the same Nudge but must Discard CONQUISTADORH. Space is thus
made for Sir Henry Morgan to join my fleet. For my Action, I anchor
the ship and draw a Haven card.

Promote: PLUNDERD (Sir Henry Morgan) is promoted to Flagship.

Discard: — down to one card.
Card in Hand: 1 Haven — Tortuga.

Sail. SK = 1 Ship, GZ = 3 Ships. No Interdictions.

Land battles & spoils: I sack and destroy Cumand taking their
Treasure with me. Next Coro suffers the same fate. Though no
Treasure is to be found there, I liberate the enslaved population
and these take up arms as the first slave rebellion on the Main.
On my journey back home, I sack Havana, destroying its

fort and grabbing another treasure. I return with 2 Chests to
EUROPE. In solitaire, no Ships remain in EUROPE per H6a, so my
fleet teleports to PIRATING and draws Trinidad Haven.

Coffers: I gained $8, so now I have $23.

SK sails: With no available treasure to collect, or valid targets to
attack, SK skips their sail turn.

e. 1614 (Pax Hispanica) (Comet, all players have 1 Sway and 1 Reach)
Age 32: With a personal wealth of $575,000, I took the ttle "Ganga
Zumba" and launched a campaign to free the slaves from Spanish tyranny.
In Venezuela I led the first successful slave revolt of the Caribbean.

* Goods. Colony dieoff: none.

Treasure & attrition: Panamd (no Colony present in Venezuela).

(GZ) Auction. Reach = 1 (Comet). Professional Draw = 1 Colony
Card: “Latvian Neu Kurland”.

(SK) Combined Auction/Play. Auction: (< 3 Ships in Pax = priority
Ships). SK murders the top Ship (PLUNDERO), and advances to his
2nd priority: Peerage.

Peerage. The top Royalist Card is GOVERNOR (most Righteous), for
which he is not qualified. He advances to his 3rd priority: holy calling.

Holy Calling: SK auctions “Miskito kingdom”. I bid on this since it
will synergize well with my newly acquired “Latvian Neu Kurland”.

Bid. I bid 6, SK bids 5 (1 die). Close call.
Payment. [ pay the $6 to the Pool and take the Mission Card.

(SK) Combined Professional Draw/Play. Reach = 1, Sway = 1.
SK is Callow — no effect.

(GZ) Play. Sway = 1. I hold 2 Havens and 2 Market Cards.

Play 1st card: “Miskito kingdom”, Nudge .e.,, (extremist). The Bible
Action B places a Visita in Port-de-Paix, Espanch

Play 2nd card: “Latvian Neu Kurland”, Nudge 4, . Literacy Action
B8 exchanges the white Meeple on the Visita mtﬁ-a red Citizen
Meeple, placing the Cathedral collar.

Promote: PLUNDERD (Sir Henry Morgan) remains Flagship.
Discard down to 1 Haven — keeping "Tortuga”.
Sail. SK = 1 Ship, GZ = 3 Ships. No Interdictions.

Land battles: My fleet sacks Porto Bello and San Juan de Ultia, which
destroys the forts in both and steals a Chest in the former. With my 3rd
and final land bartle, the fleet targets and destroys Havana since it uses
Slave Labor. I liberate its slaves who create a Slave Rebel in Cuba.

Spoils: I return with 2 Chests to Europe earning $8. I now have $21.
Lastly, I draw a Haven for moving back to PIRATING.

SK sail: With 1 Ship they have no valid targets.

The map so far (1617):

SK Colonies: S. Juan de Ulia, Trujillo (fort), Porto Bello (vacant),
Cartagena (fort), St. Domingo (fort).

GZ Mission: Cathedral in Port-de-Paix

Slave Rebels: Cuba, Venezuela

Slaves: 4

War Coffers: 1

Mercantilism: 3



f. 1618 (30-Years’ War) (Hurricane — no sailing) g. 1622 (30-Years’ War) (Debasement — Cards cannot be sold)

Age 36: My fame grows after successfully fomenting 2 Slave Revolts, Age 40: The Sun King desperately tightens his Mercantilist policies,
building the Cathedral of Port-de-Paix and reducing SK to 2 Sway. fostering tax revolts and providing me a chance to declare independence.
However, it's time to build up more land presence and citizen revolts. » Goods. Colony dieoff: none.
* Goods. Colony dieoff: none. Treasure & attrition: Espafiola (but not Cuba, no Colonies). My Citizen
Treasure & attrition: Nueva Grenada & Veracruz. Labor earns me $1 gold for the goods production. I now have $21.
] (G-Z] A‘ucﬁoni Rﬂach = 2_ Prﬂfe_ssiona] Draw = 2 COIODF c_a_['ds: Lﬂbﬂf A.Cgui.siti.ﬂn: SK Emplﬂ}’s d]f-'i.f ﬁl’St C-iti.zf-'n ﬁ'ﬂm ﬂ.’lﬂ' Cﬂ.ﬂ'lﬂd.l'aj
“Hacendados” & "Walloons". at Palenque San Basilio (deep pockets). I pay $1 and employ the
Citizen fi Cathedral at Port-de-Paix.
e (SK) Combined Auction/Play. Auction: (>1 Ship in War = priority e e Borcde it _
Peerage). With 1 Ship and the commencement of War, SK shifts focus * (GZ) Auction. Reach = 2. Another Cathedral would be nice, so I
to acquiring Peerages, but is unqualified for the top Royalty Card. auction the Mission Card "Warao mission", in lieu of Professional Draw.

Bid: I bid 9; SK bids 5 (2 di . Iwin, : take the :

* Holy Calling priority: SK auctions "Pipil Brave Owls". I am not : o ia L de oy i By ned car
interested so SK wins and plays it. * (SK) Combined Auction/Play. Auction: (>1 Ship in War =

priority Peerage). SK now qualifies for the GOVERNOR Peerage (most

Amor del Rey. The Owls Nudge As can be used to enter either the Righteonsl Il S pees it oeiasy 8 Action would he Eital for il

colonist or missionary wedding spots. I choose the latter for SK, to

avoid Sword Fights 4 with GZ on the Colony track. With the sole Bid: I decide to bid $11, all but $1 in my Coffers. SK rolls 7 & I win.

Action on the card, SK places a Bible in Nueva Granada. ¢ (SK) Combinei Proftssional Draw/Play: Reach & Sevay = 2, drewi 2 cartle
* (SK) Combined Professional Draw/Play. Reach = 1, Sway = 1. Play 1st card: "Cimarrones”, Nudges 4 T

SK draws "Augustine Mission", playing it immediately for Nudge E; Tt creaiesanothet Misita it Vcnezmla.E

SK first uses ® to build the first Spanish Cathedral in Palenque San
Basilio, then ™ to establish a Visita in Honduras. SK has Reach 2 now!

* (GZ) Play. Sway = 1.1 play only one card: “Hacendados”, Nudge ?’-':; 3

Play 2nd card: "Jesuit Reduction”, Nudge i . With two Visitas already,
they use B8 to establish Cathedrals in Honduras and Venezuela.

* Comment. SK's new politics of evangelizing the native population has

I place a well-supported Colony disk in Espanola. My Sway is now up to 2. gt thom chose to Rt 3, solile sl 5o Tiee Rebels st shractk st 10
Discard down to 2 cards — keeping "Tortuga” and "Walloons”. Venezuelan slave revols will fail Its time for more aggressive ractics. We are
* Sail. SK = 1 Ship, GZ = 3 Ships. Nobody sails in the hurricane season. I at War afier all.

do Reconnaissance and draw 1 Haven (Old Providence — useless). * (GZ) Play. Sway = 2.

Play 1st card: "Walloons", Nudge .e.;;-;, (extremist). 2 Disk Actions '@
place Colonies at Tobago and Barbados, Windward Islands. My Sway = 3.

Play 2nd card: "Warao Mission", Nudge i, to Midlife Crisis.

I avoid it by paying my last dollar. As 2 of my Actions, I play & and
B8 to create another Cathedral at Youloumain, Windward Islands.
My 3rd Action is Black Market to sell all 3 of my Hand cards for $6.

* Sail. SK = 1 Ship, GZ = 3 Ships. No Interdictions.

Land battles & spoils: Starting in Tortuga, I load the Treasure from
my Colony (Friendly Port). A quick stop in the Windward Islands
to pick up the red Citizen at the Cathedral and emigrate them to
Barbados (this prevents Colony dieoff). Next stop, Porto Bello,

- Ry : 4 where I destroy the Colony and create a Slave Rebel in Panamai. Just
L SR i R =, up the coast is Trujillo, where my fleet uses the CAPITANIA GENERAL

: o ' - g ability to destroy the fort that's being supported by the new Citizen

in the adjacent Cathedral. And the final 3rd battle, the fleet sacks and

plunders San Juan de Ulda, and returns to EUROPE. The take is $8.
SK sail: With the help of the Citizens at Antimano Cathedral, SK's
fleet defeats the slave rebellion. Having exhausted their attacks, SK

loads the Treasure at Cartagena and returns it to the War Coffers.
There are now 2 Chests there.

= RALL = T =

7
z T R
e
- ——— ——

Map at the end of the 1621 sail year. The Philosophy is: SK at lowest rung
Mission, GZ at middle rung Colony, Mercantilism = 3, 1 War Chest.

.Zé’_"



h. 1626 (30-Years"War) (Malaria — Each Citizen pays $1 or becomes a Slave)

* Goods. Cathedral Refresh: New GZ Citizen at Port-de-Paix Cathedral.
New SK Citizens at Palenque San Basilio Cathedral, Nueva Grenada.

Labor Acquisition: SK’s automatic labor acquisition at Espanola
kidnaps villagers at Bahoruco. I pay $1 to the Pool for Tobago to
employ my Citizen from the Youloumain Cathedral.

Treasure & attrition: Nueva Grenada only (no Colonies in Veracruz)

* (GZ) Auction. I pay $3 to save my Citizens from death by malaria
which depletes my Coffers to $11. Reach = 3.
Professional Draw = 3 Colony cards: “Belize Baymen®, “Eleutherian
Adventurers Co.” & "Western Design".

» Comment. 1o win, I need to free Slaves at Santo Domingo ¢ Trujillo
and generate 4 Tax Rebels (Mercantilism is still at 3). Meanwhile SK is
qualified for the top Peerage CRYPTO-PAPIST. If be acquires it, it would

set me back severely, canceling my MAROON KING Peerage from counting
towards victory. I will have to bid everything on this card. If I fail, I have
insufficient funds to stop SK on his next auction.

* (SK) Combined Auction/Play. Auction: (=1 Ship in War = priority
Peerage). SK for the CRYPTO-PAPIST (most Righteous) Royalty Card.

Ibid $11. SK rolls 9. Fortune favors the bold. I pay the Pool and take
the Peerage into my Hand. I have no money left in my Coffers.

* (SK) Combined Professional Draw/Play. Reach = 2, Sway = 1.
SK draws 2 cards from the Mission deck.

&
Play 1st Card: “Mariches”, Nudge As', causes MIDLIFE CRISIS. He moves

Map and Philosophy at
the end of the solitaire
game in the 1629 sail year.

to Callow (teal) and the top Peerage is discarded per H3d. He uses ® to The Caribbean has

place a Bible in Jamaica (closest sea zone to Isla del Rosario with an become an independent
available spot). : & emancipated kingdom
Play 2nd Card: "Nitainos”, Nudg As,, SK uses Amor del Rey to enter the under Ganga Zumba
colonist wedding spot. He uses # to build a Cathedral at Accompony. (player red).

* (GZ) Play. Sway = 3. Play 1st Card: CRYPTO-PAPIST, Nudge ¥ .
I use #¥s to replace my S. Domingue Citizen for a Tax Rebel in Espafiola.
The revolution has begun! y
Play 2nd Card: “Belize Baymen”, Nudge As'(extremist again).
All 3 Actions are played in Venezuela: a @ T Tucacas, :ﬁ against the e
Spanish Citizen, and a #% that exchanges the freshly acculturated
Citizen with a Tax Rebel.

Play 3rd Card: “Western Design”, Nudge E{;__ I use ¥ for another P I-IAYTEST STAT‘ISTICS (all games)

Tax Rebel, this time taken from Barbados to the Windward Islands. B Nomiit Nogiabie g Gouis
Then I use W to fortify Tucacas.

Promote: PRIVATEERV (Pieter Ita) replaces Capt. Morgan as Flagship. This link is to a Powerpoint file that

Cards in Hand: "Eleutherian Adventurer’s Co" & “Old-Providence”. analyzes and displays pie-charts for

* Sail. SK = 1 Ship, GZ = 3 Ships. No Interdictions. close to 100 games of Pax Hispanica.

Land battle: Privateers during War, are unfriendly to Spanish ports, Dldﬂi’uu e k.l'll:l\': T}vnctmes
so starting at lle-a-Vache, I launch 2 attacks against fortified Santo sk B e ST

Domingo, nabbing a Chest and starting a slave revolt that spreads & Abolition at high Pl‘f}tﬂ EQuOts,
to the Leeward Islands. My 3rd and final battle is against Trujillo and Buccaneer & Abolition at low
generating a Slave Rebel in the Honduras. player counts). Which nation wins

Spoils: 1 deliver a Chest to the king himself, gaining $2 but also the most often? (A: Spain). Till when do
privilege to lower the Mercantilism to 2. Caribbean independence is most games last? (A: Prague).
declared, and GZ is instantly declared the ruler (& winner) at age 47.

2y



HISTORICAL SETTING

THE SPANISH MAIN IN THE |7TH CENTURY

Pax Hispanica is a period of peacemaking during the Spanish Golden Age.
The jewel in the crown of the Spanish Empire is her Caribbean ports, by
now already a century old and exporting 10 million ducats of treasure
annually. So far, no pirate has ever been able to capture a galleon of the
flota. But the recent defeat of the Spanish Armada seems a harbinger that
other cultures and religions could make landfall in the Spanish Main.

As in all Pax games,* your victory drives the future of the region, driven
by the ambitions and decisions of your character.

TIP: This game can be very asymmetric, There is a reason it's called
the Spanish Mainl If player purple (the Spanish friar) is in the game, his
enormous starting Sway can get an early Peerage and win as a royalist,
colonist, or missionary, But if you can abiain a fleet of 2 Ships, you can quickiy
Sacl: Spanish Colonies and acquire much Treasure for your ewn victory,

WHO DO THE CHARACTERS REPRESENT?

The nationalities represented are Spain, England, France, Netherlands,®
and Courland.*® However, the players are envisioned not as “nations”, but
as individuals during a time when any ambitious teenager can aspire to
become the president, abolitionist, court favorite, or godfather of New
Spain.® Opportunities are found in the arrivals of persecuted Protestant
refugees, in the sacking and pillaging of the buccaneers,* in the corruption
of Spanish governors motivated to collaborate with the foreigners to bypass
mercantilist shipping monopolies,” and in the black market so necessary
for everyday goods that the decadent crown could not provide.®®

Pax Hispanica is a "Pax" version of Lords of the Spanish Main,
published by Sierra Madre Games in 2006,

THE FIGHT FOR FREEDOM

The first Spanish communications with the Amerinds include Taino natives
begging for refuge from murderous Carib colonizers. How did the lovely
Caribbean become such a dysfunctional archipelago of piracy, religious
warfare, inquisitions, slavery, genocide, and dirigisme authoritarianism
under socialism both left and right?¢® The fundamental principle at

stake is freedom, the absence of physical coercion. I envisioned a game in
which the freedom fighters could have won. One such freedom fighter is
Friar Bartolomé de las Casas, a player character who led the world’s first
abolitionist movement, and almost the first to say that slavery is a sin.

Other heroes in the game who (however inconsistently) defended liberty are:

Antonio de Montesinast, Jessé de Forest (CO8), Lord Francis Willoughby of
Parham (C09), John Winthrop (C13), William Sayle (C14), Pauld Jacomo
Pinto (C17), George Fox (C20), David Nassy (C21), Juan de Bolast (C23),
Lempiraf (M01), Aj Kan Ek (M02), Cacigue Agiieyband (M03), Enriguillo
del Bahoruco (M04), Tibuta Indian (M05), Lord Atunal Tut (M06), Cacique
Tamancof (MO8), Cacique Baruta Guaicaipurot (M09), King Ballano
(M10), Diego del Campot (M11), Queen Nanny (M12), Benkos Biohdt
(M14), Saint Peter Claver (M14), Captain Sebastidn Lembaf (M15), Juana
Inés de la Cruz (M16), Rey Miguel de Buriat (M17), Gaspar Yanga (M18),
John Skerrett (M19), Satuyei (M20), Friars Ubland & Montesino (M21),
Roque Gonzdlez y de Santa Cruz, 5]t (M23), King Oldman (M24), King
Goldecap (M25), Hugo Grotius (R11), King Ganga Zumba (R20), Johan van
Oldenbarnevelrf (R22), Pope Urban VIII (R23), and Samuel Hebreo (519).

The number in parentheses is the card number, and a cross T after the
name indicates that that person died in the fight. The game includes not
only heroes, but also scum and villains such as Garci Gonzdlez de Silva

(C19) and Jorgen Iversen Dyppel (C34).7°

62 PAY GAMES include (in order of time period) Rux Viking, Rax Rewaisance, Pax Emancipadgon, Pax Pamic Pax Perfiiana, and Pax Transhumanisy. “Pax” is Latin for “peace”.

63 THE DUTCH EAST INDIA COMPANY was founded in 1602 as the world's first public stock company. It held a povernment-sponsored monopoly for trade among the Asian h.c-lu:lin%s of the Dutch Republic. BXE
P

At its height the company was the richest voluntarily-funded organization in the world, with over 150 merchantmen, 40 warships, and a private army numbering in sxcess of 10,000,

&4 DUCHY OF COURLAMD. This small duchy in western Larvia existed from 1561 until 1795. Although nominally a vassal state of the Polish-Lithuanian Commonwealth, its dukes operated autonomously and
maintained a respectable feet of merchantmen. The first Courish colony on Tobago Eland (1637) perished during a Spanizh blockade. But a new Courish colony on Trinidad had 7 sugar mills, 2 rum distilleries,
a%?o:rhﬂn Wars sunk the Courish merchant marine (1658), the Courish Caribbean colonies were assimilated by the MNetherlands.

1500 Europeans, and 7000 African slaves. After the Swedish invasion during the

us 40,000 civilians.

65 SELF-MADE MEM. All of the characters in the game, with the exception of the brothers Lampsins (player green) who were rich merchants, were of humble origins and who repressnted themselves, and not a nation.

And yes, they were men, as this was a chauvinist ape worldwide.

&6 THE BUCCANEERS of Isla Tortuga took their name from the fowaae, or smoke-house, in whidch they cooled raw mear over a wood-chip fire and preserved it in clouds of smoke. Tortuga Island is prominently depicted in the

2003 swashbuckler Disney film, Pinates af she Caribbean.

&7 DUTCH SMUGGLERS. The Dutch fought for independence from Spain in the 80-Years” War (1568-1648), and by 1600 was a de facto nation. As long and birter as this war was, for its first decades the Durch-Therian trade
rather than being halted. Hundreds of Dutch merchantmen blithely sailed anmually into enemy territory, fully aware that they conld be arrested, and their cirpo and vessels impounded. Since at least 1595 the Spanish cnlo.u.ialgmw
nors had mmed a blind eye to the daily activities of the Durch merchantmen in Spanish ports, and such activities did not become any more jll.:FJ once the two conntries were ar war. Dutch sml;gglr_rs preterred the flays a
with 4 to 12 cannon ow muskets and arqugflsﬁ.

at-bottomed economical vessel of shallow draft developed around 1595, It carried 100 tons, but to maximize cargo it was lightly armed and manne

and 20 to 50 sailors with a

Outhound they sailed from the Methedands in squadrons, refreshed at La Marparita, and rerumed via Mona Pasage. Sailing time for the round trip ran upwards of 11 weeks. In 1605, the Govemor of Mova Andalusia counted the

pans that year: 120 Datch, 4 English, and 1 French.

number ccfsmuﬁjn ships that came to the Cumand salt
sch-Spanish Rivalry in the Caribbean Area, 1594-1609, 1948,

—Engel Sluiter,

68 TLLEGAL MARITIME COMMERCE dominated the Spanish Main, since the colonies could not survive on the poods deliversd by the flota, the authorized annual treasure flest from Seville. Josiah Tucker referred to this smuggling

as “ribar prodipiows danderine made”. Th:’ifla.njsh d

—Josiah Tucker, Fowr Thace an Politioal ana Covemercial Subjerrs, 1774,

worried that the everyday visits of foreipn Protestant traders had become such an intrinsic part of the colture of Mew Spain thar the Catholic faith was being eroded.

69 SOCIALISM. "A syrnem i wibich propersy righes in agriculre, commpierce, and industry may be auigned or raassigned only by polincal autborier, racher than mansacoons in ohe markegplace. "

—Thomas Sowell, Knowddpe and Decirions, 1996,

70 EVIL. The prevailing counter-enlightenment philosophy today preaches thar objective standards do not exist, and thus it is fallacious to labd anything as evil, including slavery and genocide. This view is wrong, All historcal

evidence indicates

standards do exist, are not artificial, do not depend on human asumptions, and have predictable effects whenever humans ignore them. Opinions that ignore Matural Laws are simply wrong,

gj



PAX HISPANICA COMPARED TO OTHER PAX GAMES

by Rogério Nogueira da Costa

As in other Pax games, Pax Hispanica is about the personalities who shaped
the history of a region, and who manipulate national interests rather than
the nations themselves. Other kinships include a card marker (your arena
for actions), a shared map/world, and the struggle to position oneself for
victory according to the board state (= political state, using the term used
loosely here). But it has some unique features:

The Market (called the philosophy) is auction-driven, and not pay-to-buy.
It's a battleground where you jostle to position yourself in one of the four
areas where you can get cards without auctions. So, unlike other Pax, the
market is a geography or landscape where you maneuver and fight.

The Market in Pax Hispanica is also not as “wide” as the other Pax games
(4 open cards and 4 hidden cards to choose from).

No comets or topple cards. Victory is determined when your position on
the philosophy board (market) and the Caribbean map status are aligned.
For example, you can instantly win as the Abolitionist if you are extreme in
this position and no slaves remain in the Caribbean.

More negotiation. At a higher player count, negotiations for card trading,
land battle support, labor, auctions, surrender, and tribute is the play style
necessary to push your agenda. Depending only on yourself or on the luck
of the card draw from the Market is often not enough. Deals can get you
out of the hole you find yourself in.

Transparent world-building. Your intentions are publicly exposed on the
map (similar to Pax Viking). You play an active role in building or wrecking
the Caribbean. You are not working in the “shadows of empires” such

as Pax Renaissance or Pax Pamir, and aiming to position yourself on the
favorable side of the regional victor. In Hispanica, the tokens of your color
are your property (like Pax Porfiriana, but unlike Pax Ren and Pax Pamir,
where they don't belong to anyone and can be manipulated by everyone).
You dominate and influence using your own colonies, missions, and ships.

More vicious. Both battlegrounds (philosophy board and Caribbean map)
are hostile environments. Be not deceived, your career, your colonies, your
cathedrals, and your ships are at risk. Players will actively raid, duel you
back to Callow, steal and burn down each other’s infrastructure if possible.
Hence the importance of dealmaking to defend your settlements, to trade
for the Nudge you need, or to get a job, wife, or royal title.

It’s not about making money or stealing the most gold. Pzx games are
asymmetric, which means that players have differing goals of their own

choosing, and it's not about the VP. It’s about leaving the Caribbean in a
state that you desire (Emancipated, Independent or sacked and burnt).”

R HOW TO SUCCEED

An Antebellum Guide for Young Professionals
by Marcin Drzewiecki, 43% wvietory ratio

1. Get Sway = 2 as soon as PassiHe since this is much easier to get than Reach = 2.
This is paﬁiH&' E;Iy Sway Peerage. This is also PassiHe with a Cafargl Emr_}lau need to
ﬁm‘{ﬁl it mr{}l and negotiate with others in the same land zaneﬁ}r mutual dcﬁm&'.

2. Preserve your Tableau by having fleets with the same Nudge (avoids Mutiny) and
having no Anchored cards with opposed Nudges (shields against Apostasy).

3. If_}lwr opponents have PRIVATEERS consider the Colonialist deck which bas 25%
Letters ofMdrqw. A PRIVATEER may dl'sfodge a Chest an Legdf Exparrﬁam any
Caian_}l during the Pax Hispanica.

4. When placing a Visita, avoid kidnapping by looking at the calendar to see when
Chests will be Pfdced. Have Colonies or negarimd allies nmria:}; and educate them
with Literacy as soon dspassiHe.

5. Save your Colonies Missiamﬁam Pfund-er an prutting them in the same land zone.,

6. Without a fleet you will be left broke with no Havens, which makes it hard to
change jobs. Nevertheless, you can win as a missionary by Reach alone.

7. No deck bas it all, so a timely change of careers is key to victory. Midlife Crisis
is best for this, but consider Debauchery during the 1615 Comet followed by a

Nudge into missionary (if you need Reach), royalist (if you have no Peerage),
or buccaneer (if you need a fleet and Havens).

HOW TO AVOID DEBAUCHERY

A Guide for Callow Teenagers
by Rogério Nogueira da Costa

1. Your first goal is to get a job by 1600, without being picky about which job.

2. Unless you hold a marriage Haven Card, consider bidding everything for a card
with a Nudge suitable for attaining a Profession (if late in Player Order) or for a
viable Peerage (if early in Player Order). A Peerage is almost as good as a job.

3. The first two auctions (1599 & 1603) are zero-sum contests. If you auction a card
enticing for those later in Player Order, you gain the cash to buy a subsequent
auctioned card. If you are late in Player Order, and your opponent’s bids were all
paid to the Pool, then you should be able to pick any card in the Market cheaply.

4. Unless you are the Spanish, you need to win an auction in 1599 or 1603 to cash
in on the Amsterdam Entrepét. If a card you obtain in 1599 has multiple useful
Actions, consider saving it for the 1604 Entrepit.

5. If your Nudge isn't enough to get into a Profession, first play a Haven Card for its
Sword Fight, Romance, or Peninsular Marriage. This combination play should get
you Professional, but can you keep it?

6. Pay attention to the Nudges acquired by players late in Player Order (e.g. Dutch
¢ Courland) who would Duel or Sword Fight for your job. Stay clear of them by
dwiding their erfy career pa ths.

71 THE NEXT GAME IN THE PAX SERIES. Rax Hirpanior s a Er'cqu.d to Pax Emsanciparion. In this cooperative game, set in the t Era of the 18th and 19th centuries, players are \-'at: political, and religious activists

whose poal is o make slavery illepal worldwide. Assuming R
puﬂcﬁﬁg[ﬁﬁmﬁsuﬂﬁﬁ:&ﬂl“’uI:h:Ncchal,wom.mshbmrm,ctc.hsmnrhﬂﬁxgamﬁ

29

miad is a commercial success, [ will atrem racuu:upam:rnga.u:l.c the further id alEtrugglG of the Mew Word natmnl:-fHLspa.n.LcStatG of Americi,
actors will feature makers m.u'd:anlsaudb ) responding to the agpression of takoers.



GLOSSARY oF CAPITALIZED TERMS

Abolition. The most Righteous extremist position (G2) on the Philosophy
board, and also one of the four vicrories (G3c). You win if you are an
Abolition extremist (B5¢e) and you have at least 1 Peerage and no Slaves exist
on the map. An Abolition victory issues an official emancipation proclamation
making slavery illegal throughour New Spain.

Action (D3c). An icon in the left column of a card (B6b, B7e), which
may be performed as the card is played. Nudge is mandatory and is not an
Action. See Rosetta Stone for all Action icons and effects.

Action Limit (D3c). The maximum number of Actions performed per
card played. This number is equal to your Sway.

Anchor (D3d). If you play an Action with the anchor icon (B7d),
place its card into either the Ship or Peerage Slot on your Playmat.
An Anchored card is part of your Tableau.

Battle Card (B8). Used to resolve multiplayer land bartles (ESe) and sea
bartles (F2).

Bible. This token, representing a missionary, can either be in your
reach column, stored on an Anchored Royalty Card, or on a Tribal 11.
Site. If on a Tribal Site, it is a Visita, unless stacked with a Cathedral. ¥

Callow.” A Figure in 1 of the 5 Callow spaces (B5a) on the Philosophy

board. You cannot perform Professional Draw if you are Callow.

Captain. One of the 14 Haven Cards provided in the “Promo 2 Caprains”
deck (sold separately).

Cargo. Each Galleon can carry either one Meeple or one Chest

token, plus any number of Relics. Load it onto the Galleon token. i

Cartography.” (player orange ability). Due to the quality of their maps,
up to 3 Haven Cards do not count against the Dutch Hand Limit.

Cathedral (E4b). A type of Mission consisting of a Bible i e \
surrounded by a Cathedral token.™ If vacant, it is refreshed with | .

a Citizen during the goods year (D1b). Cathedral ownership is 1 r
indicated by the color of its Bible. -
Chest. A Treasure token produced as Goods in Dle and loaded as in F4 or
F5. If you sail a Chest to EUROPE using a PLUNDER or SMUGGLER

fleet, you exchange it for $4 stored in your Coffers. If you sail it

to EUROPE using a CONQUISTADOR or PRIVATEER fleet, you must

place it into the War Coffers and you gain $2.

Historically each Chest is worth a million ducats or 25,000 doubloons.

Citizen.”” A Meeple of a player color. Citizens are Strength 1 each, cannot
be enslaved, and are not removed with the production of Treasure Chests.
* Refugees. A Citizen may be employed at any Colony, or reside at any
Cathedral, even if that Colony or Cathedral is a different color.
* Revolt or Ransom. A Citizen lost in a land or sea bartle is either

Ransomed or generates a Tax Rebel ., located (if land) per rebellious
spread (ESf) or (if sea) at a vacant Rebel Site of the pirate’s choice.

Coffers (B4f). An area on your Playmat to store your dollars and Relics.
This is public information. The War Coffers (BSh) store Chests which do

not belong to any player and are permanent.

Colony (E1).® A disk on a Colony Site (B1d), located in both a land zone
and a sea zone. It has a Strength of 1 in a land bartle (E5). If a Colony is
surrounded by a fort roken W, it is a fortified Colony with a defensive
Strength of 2. If a Colony is vacant (it has no Meeple) during Colony dieoff
(D1d) it is Discarded, along with its fort and Treasure if it has any. The
game starts with 8 Spanish Colonies. The other players can found Colonies
on Squatter Sites. See Part E.

Colony Card. One of the four types of Marker Cards (B4),
which, if played for its Disk Action '®, founds a Colony (E1).

Congquistadores. One of the 14 Haven Cards provided in the “Promo 1
Conquistadores” deck (sold separately).

72 CALLOR means young and inexperienced. The 17th century Carbbean offered oppormnities for industrious youths to become rich q)ui-il}r, either as deckhands on a daring smLFlr_r or Eﬂ'vﬂl‘cvﬂ; or managing a plantation with
who beli

high yield crops such as cane s (although significant investment was nesded to obtain hi
live as a mismionary among rh.:uﬂr_rjnd.s or maroons, learning their language and teaching

73 CARTOGRAPHY PUBLIC & PRIVATE. In the Spanish Empire, sea charts and other details of navigation were
master pattern chart kept under lock and key in Seville. By law all sles of the padrén real needed approval, and co
royal chartmaker, it was abways out of date. Bound by law to only carry the officially stamped exact copies of the padrdn neal, pilots wiould resort to double record-keeping, carrying both a hidden copy o
made, plus an official copy with which to show the roval inspectors. At first, the esteemed Dutch map-making tradition followed this pattern. As late as 1621, as the ‘Fﬁ

skipper Diierick Ruyters were maintained as state secrets by the Durch West India Company. During the Golden Age of Dutch cartography however, monumental multi-volume world atlases were privately p

by Ze

rerurns from the sugar
em how to read and write

:xa]l:l-:-rr economy). For those both pious and courageous, an d in the dignity of each human, could

ong with the word of god.

rﬁﬁlﬂd as state secrets by the Casa de fa Comrmaracidn. This massive bureaucracy maintained the padron real, a

not be shown to persons other than citizens of Castille. Since this partem chart was updated infrequently by the
n which corrections were
manuscript maps made

lished by

ve Years' Truce drew to a close, €

map-making firms such as Lucas W aer, Joan Blaew, Jan Jansonius, Clies Janszoon Visscher, and Frederik de Wit. Produced by 35-::1 competition, thess were the best nautical maps in the world. Even Spain was forced to soart
n

to license private cosmographers and chartmakers, such as Jerdnimo Martin. —Alison Sandman, Spanieh Nawrical Carvoegraphy in the

74 CATHEDRAL. This represents an autonomous “state within a stare”, such as the Jesuit reductions established with approval of the Spanish Crown beginni
degree of autonomy within the Spanish colonial empire and economic success. They aﬁ.::-u
ctive defense against the Portuguese slavers, as dramarized in the 1986 film The Misvon. The reduction experiment came to a premature end with the exp

caciguer, the reductions achieved both a hi
set up their own militia thar provided an

75 CITIZEM. This concept, as refined by the E_.nllﬁhtmmmr based on the Roman conce
citizenship defined as something pranted I:Aqubu.rcauu'ats.

76 COLOMISTS. This pame tells the sto
John Winthrop, a devour forty-something country squire, was being u

Warwide had provided £2000 to secretly disparch two ships for the Caribbean under letrers of m
Chriseian um!&rj';vnm very much oppeasad. It was a pivotal moment. Charles [ had angrily dismis

d by his friend the Earl of Warwi

inharmonious about the image of austere Puritan pi
to take charge of the Puritan colony on the island of Old Provi
ue. “The aive and desire above all vhings, “ wrote Warwick, s m plawr ohe e and sincere Religion and worship of God, wibich in e

Parliament, which would not meet again for eleven years. As a result, Winthrop had lost his government job, and seen his Paritan

of refugee immigrants ariving on tropical shores, There is som.cth.iﬁ

gitramee, 2007,

early in the 17th century. Jointdy led by both the Jesuits and native
formed a sanctuary from the slave raiders. The reductions among the Guarani of Sourh America
ion of the Jesuits in 1767.

of citizenship, defines the moral basis for the officials of 2 nation state to protect the individual rights of its inhabitants. Each person is bom a
citizen by their nature of posessing the uniquedy human consciousness, which is the basis of “all men are creared equal by Matural Law®, Citizenship as based on Matural Rights reve

slavery to be immoral, but mns counter o

ims living on an exotic ropical island. And yet, in 1629, one
ce, off the Mosquiro coast. The previous Christmas,

friends sent to the Tower. He was ripe for a new life, but he ended u;gj.u the Bay Colony in Massachusetts, not the Caribbean. A wise choice. His leadership on the mainland colony would become part of the character of the United

States, whereas the southem colony on Old Providence was fated o be discovered and viciously dispersed by
Old Providence are currently in

the Spanish. And yet, even today the island natives there have blue eyes and speak English. These “indigenous™ Anglos of
ved in a heated culture war with the povernment of Columbia, which claims the island and is expending much effort to acculturare it

Il
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Debauchery (D2c). Excessive booze and womanizing, which in this game
results in being bludgeoned for an involuntary Caribbean cruise as a
shanghaied crew member. For your auction year (D2), draw 3 Haven Cards
and $1 in wages. If you are Professional, additionally suffer a Midlife Crisis.

El Patron. The leftmost extremist posirion (G2) on the Philosophy board, and
also one of the four victories (G3e). You win if you are an El Patron extremist
and you have either 3 Peerages (in 1, 2, or 3 player games) or 2 Peerages (in
4 or 5 player games). A Relic in your Cofters counts as a Peerage.

This victory means thar you become the godfather of a Spanish Main reduced to

Discard. If a card or token is Discarded: anarchy, thriving in the lapses of civilization.

* Market Card. Discard it faceup into the bottom of its draw pile. If a
faceup card appears in the draw deck, indicating that the deck has run
out of cards, shuffle all the cards in the deck to form a new deck.

* Haven Card. Shuffle into the Haven deck.

* Disk. If a Colony is Sacked, or a Peerage storing a disk is Discarded,
its disk goes into the owner'’s sway column (B4c).

* Bible. If a Mission is Sacked in a land battle (ESf) or its Indigenous
is kidnapped (E2a) or a Peerage storing a Bible is Discarded, place its
Bible into the owner’s reach column (B4c).

* Galleon. Discard to the owner’s Reserves and its Ship Card faceup
into the bottom of its deck.

* Indigenous, Rebel, Chest or Relic. Discard to the Pool.

Figure (C2b, C3g). A standee token on the philosophy board (to
indicate career) and the Player Order track (to indicate Player Order).

Flagship. The Ship Card positioned in the Ship Slot as shown in B4j.
You may change this order during your play turn (D3e). Your Flagship’s
Seamanship and Legality icons (B7b,c) are used for your entire fleet.”

Friendly Port (F4a). A Colony of your color that is not in a rebellious land
zone. You can load Treasure by Legal Export in a Friendly Port, regardless
of the Legality of the fleet (except Spain with a PLUNDER fleet).

Galleon. A ship token placed on the map whenever you perform
a Ship Action #. You can have a maximum of 3 Galleons, each
represented by a Ship Card. Each can hold 1 Cargo (Meeple or

Discovery Chit. One of the 10 chits provided in the Chest), and has a Strength of 1 in a land battle.

“Promo 1 Conquistadores” deck (sold separately).

are shown
i o

Goods (D1e). These icons, depicting cocoa,” cochineal, indigo,” =
pearls, quicksilver,* salt,” silver,® sugar,* or tobacco,® “

both on the calendar (B3b) and the land zones (B1f).

Hand Card. Market and Haven Cards held in your Hand are kept hidden
from the other players but can be revealed during negotiarions (G1).

They are inactive but can be played or sold (D3). Outside your turn,
Haven Cards in your Hand can be used in Interdictions (F1).

Dove. This white token is setup on the calendar per Clb,
and may be advanced by a Dove Action (¥ Rosetta Stone).
The game ends at the first goods year (D1) after the Dove.

Duel. If a Nudge causes your Figure to enter a spot occupied by another
Figure, exchange places (D3b).

77 SEA CAPTAINS. Contrary to depictions of being at the mercy of shipowners, competent mariners set their own conditions, negotiating for pay, secking better opportunities when they were unhappy and making individnal
decisions about the voyapes and vessels they were willing to work with. Some captains atrained their position by rising up through the ranks within the organization, and th;un.éga.njmrjon saw value in that. From the smuggling
Er_rsp-:cﬂvc, this characterization is an important recognition that mariners wortiiré% on vessels that were en in smuggling operations knew what they were petting into and made conscious dedsions to participate.

olstered by an increasingly sophisticated set of skills and tools, these mariners and their choices were the final ecpression of & much larger history of scientific lopment in navigation and naval archirecture.
—Marc Eagle, Swaupglers in ohe iwn;femb-ﬂrnmg' Caribbean: “Forced Arvivalr® in Sanre Domings, 2014

78 COCOA BEANS were grown mainly in Venezuelan orchands, which exported abour 55 cubic meters from 1621 to 1700, Some 82% of the qop was shipped directly (and illegally) to the port of San Juan de Ulia for the Medican maret.

79 MEW WORLD DYES. The crimson dye carmine is produced from aachineal, a scale insect living as a parasite on prickly pear cacmus. Believe it or not, these crushed bugs are still used to color colas and lipsticks. The blue dye indige
iz derived from a tropical shrub related to woad. The leaves are steeped, fermented, and agitated with paddles to oxidize the indoeyl into indigo. Finally the mash is hand-shaped into balls to be sun-dred. Another valued red dye
was derived from lopwood, a tropical tree. Tllegal British logging camps on the Miskito Coast were regulardy raided by the Spanish, and the dlig;I:lc:s:d loggrers often resorted to piracy. From this mayhem emerged the modern English-

speaking nation of Belize,

80 PATIO PROCESS. This technological innovations changed the production of silver from smelting to amalgamarion using mercury (quicksilver). In 1554, Bartolomé de Medina discovered the use of magimal (powdered copper
pyrite) which made amalgamation of silver ores practical. He mixed a slurry, called the mass, of finely-crshed ores, water, slt, and magismal. The addition of mercury allowed the freed sibver ions to “1malpamate” into a silver-
mcrcﬂr amalgam. One and a half kilos of quicksilver were nesded to produce a kilo of silver (although the mercury ctalyst conld be recovered through heating and then recycled). Weeks or months of repeated mixing and drying.,

nerally on a solar-warmed open patio, were required. His revolutionary method, now called the *Patio Proces", caused an order-of-magnitude increase in the mining wealth of New Spain, and was the most important New
%’ar]d invention prior to the 1800e. The increase in the cheap production of silver coins fueled a century of inflation, the so-called “price revolurion”. Mining sucoss depended upon animal-power: omeen or mules trudging in a circle
drove a stamp :ruﬁ to pulverize the ore and also mixed and dried the #asa. Success also depended upon the judgment of the master amalgamator. This highly skilled craftsman was often an Amerind. — Wikipedia, 2023,

81 SALT, as scraped from pans where seawater has evaporated, is 2 necesary commedity in the Pario Process (see previous footnote) and in food preservation. The Metherlands depended upon salk in vast quantities for its herring fisheries
and dairy industry. Early in its War of Independence with Spain, its traditional sources of supply in France were embarpoed, and in 1595 Dutch entrepreneurs exploited the larpe salt flats near Cumand in the Spanish hmtﬂ
Raleigh (player red), during his szarch for El Darado, interviewed a local Aseemdads who ool JELu‘n that these fareimers go /o unload, and there (Cramand) they bold public markes and sl their goods, ar if vhey were on their swn land,”

The items sold included cloth, silks, linen, velvet, and small wares, and payment was in pearls, o a degree that this commodity temporarily disippeared as the local circulating medium. The Spanish governor received a cur of the proceeds.
—Engel Sluiter, Durch-Spanish Rivalry in the Caribbean Area, 1594-1608, 1948,

&2 SIIVER PRODUCTION in Spanish America peaked in 1596, with a total sibver export valued at around 7,000,000 Spanish dollars. The royal family gained 1,550,000 dollars, and the remainder was daimed by the Cas de
Commaracidn and the C.:lmmhﬁa. The quicksilver needed to amalgamate this silver was often the Huancavelica mines in Peni. These were wored by reparcimisnre Indians in inhumane conditions until 1542, when the New Laws
championed by Las Cams currailed the noparaimsienso in the interests of preserving the natives. In an artempt to curtail smuggling, the trade prohibition of 1634 shut down the repular transport system between Mew Spain and Peri.
Withour Peruvian quicksilver, the silver ores stockpiled atr Veraoruz were made worthless unless the owners could petition for a special ship to be ourfitted. Faced with mine closures and a falling silver production, the king instructed
the viceroy of Perid in 1678 to send 2000 quintals of quicksibver to Mew Spain. But he also increased the numbers of customs offidals to inspect the ships for contraband. — Wikipedia, 2023,

83 SUGAR BOOM. The introduction of sugar cane from Durch Brazil in 1640 transformed the economy and landscape of the Caribbean islands. A workable plantation required a large investment and much heavy labor. At first,
Dwtch traders supplied the equipment, financing. and enslaved Africans, in addition to transporting most of the sugar to Europe. In 1644 the population of Barbados was about 30,000 izh, and about 800 of African descent.
These English smallholders were eventually bought out and the island filled up with larpe sugar plantarions worked by enslaved Africans. By 16P|SEI the number of slaves (27,000) grew larger than freemen (26.000).

84 TOBACCO BUST. Tobacoo, native to the New World, was introduced to Europe by exporters and promoters including Sir Walter Raleigh (player red). The price of tobacoo rose steadily as demand grews but crashed around 1640
due to a huge influx of cheap tobacco from Virginia around 1635, Impoverished farmers turned to sugar instead, and with Durch investment Lg.cﬂsuga.r boom (previous footnote) was underway

i



Hand Limit. The maximum number of cards you can hold in your Hand. TI-P . first Skip is SMUGGLER, CONQUISTADOR, ar (dizring Pax)

Your Hand Limit is enforced at the end of your play turn, and again at PRIVATEER, you can collect Tressure from the Spanish Colonies, But it it's
the end of the play year (Glg), and can be exceeded at other times (e.g. PLUNDER, grabbing Spanish Treasure is impossible without either more Ships, or
auction or sail years). See Sway. support from Rebels and non-spanish Colonies, { Remember, pillage then burn )|
Haven Card (B6). One for each of the 14 sea zones (B2b) on the map. !‘Egﬂl Export. Loading Treasure without paying Fees. or.ﬁg.ht'fng a land bartle,
Draw one whenever your fleet enters PIRATING for any reason. You also if allowed per F4a, FSQ & F5d. L'Egﬂl Export of Relics 1 limited to Friendly
draw one by choosing the Ship or Haven Action, or 3 Havens by choosing Ports (F4c). Smuggling and plundering are examples of illegal Treasure export.

Debauchery (D2c). Shuffle Discarded Haven Cards into the Haven deck.* Loyal. How far up or down the Philosophy board your Figure is.® The

most Loyal is the Figure that is the furthest down (compared to the other
players), with Player Order breaking ties. The least Loyal is the Figure that
is the furthest up, again with Player Order breaking ties. Loyalty defines

Indigenous. A white Meeple representing Amerind peoples (if
at a Tribal Site), or Slaves (if at a Colony or carried as Cargo).*

Interdiction. A sea bartle (F2) against a foe’s fleet either entering or leaving Player Order during Pax and is a requirement to play some Peerage Actions.
a sea zone in which you hold a Haven Card. If you decide to Interdict, o | ? Bty 3 Ina e e Fieure C
Discard the Haven Card into the Haven deck, which is then shuffled. . e I, : . OE e lsasfl_,o%:ﬂn,la_,n d ?:igme
Jesuits (player blue ability). Your Bibles have a Easily missed! o 2 "’L the most Loyal if l-."'igure A
Strength of 1 and cannot suffer kidnapping (E2a)." The French Visitas is ahead of Figure B in Player

ean’t be kidnapped Order.
even if this would

Labor (E2). A Meeple on a C_":'IO“.V' A Colony “Eﬂd:S save a french Colony, Market Cards. These cards start in one of 4 decks: Colonies, Missions,
Labor to prevent diegff (D1d) in the next goods year. Royalty, or Ship (C2a). You take them into your Hand in an auction (D2a)

Legality (B7b). A rating found on each Ship Card. The Legality of a fleet's :md play them for t!“:ir Nudge and J.-’u:tions. If you perform MA""{:D‘”'
Flagship determines if the fleet can initiate a land battle (ES), how it loads Action (D3d), play its Market Card into one of your Playmar Slots.
Treasure at a Colony other than a Friendly Port (F4a), and how it drops off Meeples. These tokens are either Indigenous (white) or Citizens ¢
Treasure in EUROPE (F6). There are 4 Legalities: PLUNDER (F5a), SMUGGLER (5 player colors). A Meeple on top of a Colony is Labor. p
(F5b), CONQUISTADOR (F5c), and PRIVATEER (F5d). See the table below: If on top of a Bible, it establishes a Visita or Cathedral. '
LEGALITY Friendly Port (Fda) PLUNDER SMUGGLER CONQUISTADOR PRIVATEER
TABLE (4 Colony of your color not in rebelion) (F5a, Fba) (F5b, Fba) (FSc, Ftb) (F5d, F6b)
Strawman Rule: M; ach
Initiate & Site Wi':-frn to.lr:ns :fyymum::r *| T enslave or To enslave only; T st n:ﬁ;::‘hnk = msfm. an_yih'r!'lr,
land battle {even in a rebellious land zone), b e ; or attack amy Site during War,
) 3 Paying 51 to the Non-spanish Site: Sacking, During War: Sacking,
— b e e = e e Olicine i Snanish Site: Legal Export. During Pax: Lagad Expart.
Treasure PLUNCER fleet in a Spanish Site, By Interdiction. | g e diction, By Interdiciion By Tnterdiction eyt
Undoad All Trsnours is umicaded in ETROPE. Gain 4 per Chest, added to vour Coffers, | Gain 52 per Chest, added to War Coffers, May adjust Mercaniilism by a step,
Treasure Each Relic can either go to your Coffers (as 58 or [ Relic), or to the War Coffers (as 2 Chests),

85 PIRATE HAVEMNS. One of the most notorious pirate sincruaries was the desert island of Curagao, seized by the Dutch West India Company (W1C) as a naval base in 1634, with Perer Stuyvesant (player orange) as its direcror. A
center for laisez-faire free trade, it quickly became a continual irritant to the Spanish royals as the major Caribbean entrepéit. Prices nfjﬁ?éa] wares at Curagan were 45 percent cheaper than those ccflﬁicpanish impors. On its
dark side, after the 40 Conspirarors shut down the Portugn ese asens (slave import monopoly) in 16400 Curagao became a major slave entrepdt at the moment thar slave-based sugar production first ped in the archipelagn.

86 THE PRISTINE MYTH. “The idea shar che Americar in 1491 were an almost unwouched, even Edewic, land” is 2 myth. In Amazonia for instance, the Indians buile roads, causeways, canals, dikes, reservoirs, mounds, raised
agricultural fields, and seasonally maintained and expanded the pramlands by regulady setting huge areas on fire. Bur”? the time the Europeans arrived, these sites were many decades abandoned, their ciretakers long since dispersed
by New World diseases. “..mdayr (Ameazen) foress is whe product of @ bisorioal inveracaon benveen the envivonmsens and busan beings - buman beings in obe form of vhe papulons, lowg-laring, Indian socieger.. . *
—Charles Mann, 1491, 2006.

87 JESUIT MISSIOMNARIES. Thro ut the Caribbean, the Society of Jesus (2 counter-reformation religious order) armed the Caribs and other indigenous against Colonial incursions, formed militia in Jesuit reductions for defense
against slavers, and in general defended the rights of Amerinds, in stads contrast to those who preached that servitnde is next to iness, "W m'%rdcﬂ:lr juseice. The Dedians need to be freed from he slavery and barsh personal
servivude in which rhey now et In jusdce they are exempr from chis by natunal, divine awd buman law " —Roque Gonziler y de Santa Cruz 5], Card M23, martyred in 1628,

88 SUGAR REVOLUTION. Settlers in the Caribbean initially planted crops that required little infrastructure, such as tobacco, ginger, or cotton. Later, they often switched to sugar. Sugar production required not only slaves
and animals but also a considerable investment for mills, boiling houses, and distilleries. Yields in the 17th century averaped a ton of sugar and 33 gallons of rum per acre. A 2000 acre lot woreed by 500 slaves and 100 mules,
could net 100 kilo-ducats per year (one game gold piece per turn). It required an investment of 800 kilo-ducats for the windmills and stone buildings, and another 200 kilo-ducats for the slaves and livestock. Livestock bath
fertilized the fields, and powered the iron rollers of the mill if the wind was not blowing.

89 LOYALIST. Throughout the many Wars of Secession in the Americas, those fighting for the king were called Loyalists and those for independence were called Patriots. The increase in peacetime piracy and commerce raiding
throughout this period is not due to criminal opportunism, as depicted today by cinematic rakish actors accompanied by swashbuckling feats, but more due to ideologjcal protests against mercantilism and the suppression of
free trade by the rovals. The tensions berween mfon.ial lovalists and patriots on the eve of the American Revolution is dramartized by the novel fafmny Tremsadn, written in 1943 by Esther Forbes. The hero of the novel s a young
silversmith aj tice working in Boston in 1773, Like the lads in Rex Higpanica, Johnny must chooss between his lovalist heritage or the patriots of the independence movement. Monarchism remains popular, witnes the succes
of The Lion King, Lond of che Rings, Dune, Gange of Thromer, and Disney princesses.

9 THE WISE MERCHANT (Mercator sapiens ). This is the name of an address given in 1648 by Caspar Barlaeus, a Dutch Remonstrant and Humanist. “Barfaew aroicularad @ conceprion of capialine pragmarion moned in Cheisiian
Kueman irme chear rupporeed the new mavion] cervitorial and eomemic gain, He advocared ohat a meerchanss self-mrenested purmads af wealvh for bononble purpares - nor greed or avenon - prowded e foundaon for @ safiweremad
morality thar in e wes the foundadon of good leaderstip and a fus roder, *—Elimbeth Sutton, Capitalism and Carcograpiry in the Duh e Age, 2015,
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Easily missed]
The national ability
“Mercantlle” has nothing to
do with Mercantilism,

Mercantile (player green ability). Due to Courish
neutrality, your fleet moves instantly from Europe
to Pirating once per sail year.

Mercantilism. The value of the Mercanzilism dice (B5hb).

It indicates the maximum Reach and Sway available to all players.™ -
You may adjust this by 1 step if you add any number of Chests to

the War Cofters. Thematically, the higher the dice pips, the fewer the
mercantilist regulations, with 1 = totalitarian and 6 = laissez—faire.

Midlife Crisis.”® This moves your Figure to the unoccupied Callow space
(B5a) of your choice. You suffer Midlife Crisis one of three ways:
* Nudge. Your Figure is nudged into the realm labeled “MIDLIFE CRISIS
or pay $1"(B5c), and you fail to prevent it by paying $1.
Your Figure stays where it is.

* Debauchery. If you are Professional and choose Debauchery during
your auction year (D2c), which can't be avoided by paying $1.

* Disgraced. Your opponent plays the Excommunication Action gg
against you (see Rosetta Stone), which can't be avoided by paying $1.

Tl},: Victary depends on having various sorts of map unifs and Tableau cards,
wiich are hard to oblain if you are in the wrong Profession against a rich epponent,
If in a dead-end job, a Midlife Crisis can send you back to being Callow, wihereupon
a Peninsular Marriage or Sword Fight can launch a better career, Thus an aging

alist can become a rapacious pirate, productive colonist, ar a religious fanatic,

Mission (E4). A Bible on the map. It starts as
a Visita, but if a cathedral token is added, it
becomes a Cathedral. A Bible has a Strength
of 0. Once upgraded to a Cathedral it
produces Citizens and Citizen Labor.

Easily missed! /
Ownership of a | E]

Cathedral is Indicated

by its Bibles color, |

if played for its Bible Action ™, establishes a Mission (E4). sha

Mutiny. If you have multiple Ships, Discard the ones with a Nudge differing
from your Flagship's. This happens if your Figure is nudged, but it cannot
move in that direction because it would take you off the track into the realm
labeled “MUTINY” (B51). Unlike Midlife Crisis, you cannot pay to avoid.

If a card's Nudge causes Mutiny, discarding occurs before anchoring the card.

Mission Card. One of the four types of Market Cards (B4), which ﬁ"i*?

Nudge (B7a) is an icon in the upper right corner of each Market Card that
indicates a direction, either up .e.,:, ot dmm@, right Eg, or left ﬂfyi.
Whenever you play a Market card, you must move your Figure on the
Philosophy board by one in the direction of Nudge. If the Nudge would
cause it to leave the track, then you suffer either Mutiny or Midlife Crisis.
If you are Nudged into an occupied space, a Duel will occur in which your
Figure exchanges places with the incumbent one.

* Politics. The Nudge of a card on your Playmar indicates its political

leaning. Some game effects such as Mutiny or an Apestasy Action "%

Rosetta Stone) might make you lose cards from your Playmat
depending on their Nudges.

* Extremist. If a Figure in an extremist position (G2a) is nudged into
even more extreme, nothing happens and the Figure does not move.

* Haven. These cards have no Nudge.

TI-P.' The most commen Nudge is up (33%).
The least commeon Nudge is left (20%),

Omen (B3a). These events occur at the beginning of a particular year (see

Section D), as noted on the calendar. They are:
* 40 Conspirators (1638). Cost of Employees is $2 instead of 1 for the
rest of the game. Loss of berian Union balt legal slave impores.®

* African Slaves (1634). No more slave attrition (D1f) for the rest of
the game. Legal slave imporis increased from the Portuguese asiento.

* Alcabala 6% (1630). In Player Order, each player may place 1 Tax
Rebel . The alcabala (Spanish sales tax) increased to 6% causing a
wave of violence and protests throughout New Spain.**

* Amsterdam Entrepot (1604).%% All players have a Sway of 3 this year
(ignoring Mercantilism).
* Comet (1615, 1616). All players have a

Reach and Sway of 1 for these years.
This triple comer caused superstitious hysteria.

* Debasement (1624). For the rest of the game, Market Cards can be
Discarded but not sold (D3f) except by the Black Market Action.
Introducrion of the copper vellon coinage by Philip IIT (1599) caused
inflarion that eroded savings for big projects, such as Colonies and Missions.”

* El Dorado (1598). No Debauchery & all Ships must Reconnaissance.
The legendary City of Gold in the Orinoco River fruitlessly preoccupied the

adventurers af many nations.

Easily missed!
Players must play
down fo a Hand Limit
af I in 1616,

91 MERCANTILISTS. “The purposer of che meeroannilises were ner ohe same as meodern econamists, Mermanilines were concerned wivh ucneasing vhe power af their owns respecnve nacions relarive 10 otber nagons. Their goal weas nor e allocanion

of Saree resoures i @ uaay shar e
in war, if war eourred. . A boand of gold was ideal for cheir purposes. .
Mations — mafsed nhe finda
Smaivh refecrad boch imperialime and davery — on acowemic groundr as well as monal grosnds. .. ©—Thomas

¢ most fundameeninal difference berwern

mnpximize dhe raandard of Bving %nﬁf_peapfe ar karnge. Their goal Wgﬂ:’m}gr meainsaining @ national comperinie advannage in aggrepare wealth and power over acher nwadons, so ar to be able to prevail
; m Smeith an

e meeroanciling war shas Soich did noc regard gold as wealsh. The very oide of i book — The Wealth of

el quession of wiar wealsh omsisted of. Smich argued har wealth convireed of the goods and rervioes which decermined the eandard of fving of the people—obe whole peaple, wbe w Smich consomred ohe nation.
Basic Ecomeneics, 2015.

42 MIDLIFE CRISIS is a psychological awakening triggered by a sense of mortality and lack of accomplishments in one® life. This was the theme of Dew Cheivore, written by Spanish writer Miguel de Cervantes and possibly the most

read novel in Western literature. This romantic tale of an i

listic knight who jousts windmills was published in two volumes in 14605 and 1615.

93 40 CONSPIRATORS separated Spain and Porrugal in late 1640 resulting in the los of the Portuguese anewe and the Spanish source of legal African slaves for 12 years. This raised the price of labor throughout the colonies.

4 ALCARALA was the roval sales tax. The increase of the alarfials to 6% was levied in Mexioo in 1635 to finance the drmada de Barlovenro fleet. This Spanish fleet protected the American colonies from pirares and European warships.

95 AMSTERDAM ENTREPOT is the Dutch system of free trade. Although the Dutch Republic was a small region without resources fighting for its independence from Spain, its rejection of mercantilism and protectionist laws

allowed it to dominate world trade and launched the Durch » The Dutch merchants and smugglers were so szential o
the Nﬁcﬂaﬂds.With one notable exception, King Philip decided not o interfers with the illegal Dutch merchantmen, even though their profits ﬁ[;ud fund the

but even in the Therian Peninsula, the very nation at war wi
ind ependence effort.

Lﬁ?

foreign economies that the Durch black market was tolerated, not only in the Spanish Main,



* Hurricane (1621). Any fleets that are interdicted instantly sink along
with their Cargo this year. No sea battle occurs.”

* Malaria (1627, 1643). Each Citizen employed at a Colony becomes
a Slave unless somebody pays a dollar.?® If Spain is not in the game

(C3a), his Colonies are immune to Malaria.

Parrot. The scarlet macaw token on the calendar indicates
which year is being played.

Pax. A year that is not in War, as marked with white stripe (B3c)
(“pax” means “peace” in Latin). It affects Player Order and PRIVATEERS.

* Rebellious land zones (EG) are always at War.

* During Pax (E5a), PRIVATEERS may not initiate land battles. See
Legality Table.
Peerage. Choosing a Sway or Reach Peerage Action {aﬂ, see Rosetta Stone)
confers a title of nobility and honor (B7g), along with a Peerage Ability. This
Anchors the Royalty Card and stores a disk or Bible token on the card.
Up to 3 Royalty Cards can be stored in the Peerage Slor (B4h).

Peerage Ability (B7f). A special rule printed on your Anchored Royalty
Cards, which becomes active for you after you Anchor Peerage. Peerage
Abilities are detailed below:
* ADMIRAL (least Loyal). Your Seamanship is always the best.
Your Reconnaissance gains $1.

* AGENT (least Loyal). Your Sway is not limited by Mercantilism.
Gain $2 for each Rebel you attack (not cumulative with GOVERNOR).

* ARCHBISHOP (most Righteous). You can repopulate your vacant
Cathedrals art the start of any year.

* ASIENTO * (‘There are 2 of these, the Spanish one is most Loyal, &
the Dutch one is least Righteous). Your Flagship can announce any
Legality effective for the entire sail year.

CABAL (least Righteous). You gain the national abiliry (B4b) of all
other players in the game.

CAPTITANIA GENERAL (most Righteous). If you initiate a land battle,
you win ties. Can sell Haven Cards for $1 each.

CONSPIRATOR (least Loyal). Your Tax Action .é can be Excommunication
a6 instead. Your Debauchery yields $2 instead of 1.1

CRYPTO-PAPIST (most Righteous).'” Your opponents are considered to
have no Peerages if attacked by excommunication o%.

DIPLOMAT (least Loyal). You are immune to Sword Fights 34 & Duels
(see glossary). Represents an ambassador’s démarche.

DUKE (least Loyal). Any of the Actions on your Haven Card are
possible even if not Callow.

GRAND INQUISITOR (most Righteous). Immune to Apostasy Actions % i
€. Discard this card if you choose Debauchery. '

GOVERNOR (most Righteous). Your Colonies start with a forr Q.
Gain $2 for each Rebel you atrack (not cumulative with AGENT).

GRANDEE (most Loyal). Gain a $4 reward instead of $2 when adding a
Chest to War Coffers.

INCA of the CALCHAQUIES (least Loyal). If you initiate a buried treasure
auction, skip bidding & buy the card for $2.

KNIGHT (most Righteous). Your Sword Fights 34 can target a Figure 1
space diagonal from your Figure. You shoor with a crossbow.

LORD (most Righteous). Your Tax Action & akes dollnes up to the
Mercantilism number instead of $1.

MAN in the IRON MASK (least Loyal). During a play year, can Discard
this Peerage & pick 1 opponent’s Peerage to Discard.'”

MAROON KING (least Loyal). Consider non-slave Indigenous your
Citizens in land battles, but you can't enslave or kidnap.

86 RUMAWAY INFLATION. By using bimetallism to debase the Spanish cu:rcn.cgr;Ph.illp I used cheap metal to pay off debts incurred with expensive meral. Naturally this ciused inflation, the so-called “price revolution” of the 17th
ed

century in which inflarion exploded to 1 to 1.5% per year. Are you surpris

t inflation less than 2% is “runaea
Systemn, which not only held a monopoly of colonial trade, bur further had exclusive right to issue banknotes, whi

1 After the Sun King left France utterly bankrupt, the Controller General of Finances formed the Missisippi
legally had to be accepred for the payment of toees. Although fully badeed by gold at first, as devaluation dropped

the reserve ratio to 12.5%, huge amounts of mon ey were created. Stockholders became millionaires overnight, but the price of real estate and consumer poods increased three or four fold before the “M.ississip?j bubble®crashed in
¥

1720, Defining inflation as the increase in the supply D.Fm-:-nrgywjth.out a corresponding inaease in poods and services, anything that increases the supﬁg of money canses inflation. But hyperinflation can on!

imes using paper fiat money to print their way out of debt

irredeemable paper money. Diespite the claims of Keynesians, Economics is a science a

be cansed by greedy
Laws of Economic cannot be surmounted by willpower alone.

—Mursa 8¢ Itrim, The Misdisipps Bubble (1719-1720), an “Ausrian” explanarion, The Indispensability of Freedom Conference, 2019,

97 HURRICAME. The Spanish foss was sunk in the Florida Keys by the powerful 1622 hurricane season. In the 1980%, it was disoovered and recovered by the chicken farmer and treasure hunter Mel Fisher. The treasure was worth
hundreds of millions of dollars, but Fisher had years of litigation with greedy Florida bureancrars before he conld realize any profit from his twenty-year investment in the search. Visit the Md Fisher Maritime Museum in Fey West.

098 MALARIA, a zoonotic {mosguito-borne) disease perhaps responsible for more human deaths than any other specific cause, continues to this day to kill around a million people annually. This pandemic significantly lowers the life
expecancy of equatorial narions globall mgcls very little artention in the West compared to diseases with little impact on life ecpectancy such as COVID-19. Malaria was accidentally introduced to the Caribbean by African
slaves. Like the other diseases that h.itchﬁ' acrom the Arlantic, malaria decimated the Amerind peoples. But malaria also decimated Europeans as well, only Africans had some depree of resistance to this parasite.

99 ASTENTO DE NEGROS, From 1615 to 1640 Imbangala mercenaries overran the African nation of Anpola, capturing slaves which they sold to Portuguese slavers. The slaves arriving in the Spanish Main were 85% Angolan, mainly
in Veracruz and Cartagena. After the 40 Conspirators succeeded in 1640, dissolving the Iherian Union, Portugal anﬁgsl:la.in became twio countries under different monarchs. This suspended the Asienre de Negras, then held by the
Portuguese shipper d.ca%lnws Withour an ariere, slaves could not be legally imporred to the Spanish Main from 1640-1651. The Durch WIC acquired the asenss in 1675, and dominated the slave trade for over a century.

100 POPE CLEMENT WTII, the reigning Pope at the start of this pame, was responsible for the execution of many innocent people, including the yourhful noble Bearrce Cenci (beheaded in 1599 for murdering her abusive farher) and
the Giordano Bruno (burned at the stakee in 1600 for sins incloding supparting the Copernican heliocentric theory). He also pursued strict measures against Jews, and personally confiscated the property of many of his victims.

101 THE GUNPORWDER PLOT is remembered in England as Guy Fawkes Diay, with the burning of effigies and fireworks. On a Movember day in 1605, the cellars of Westminster palace were found to contain a hupe mass of black
powder well hidden under firswood. The bomber, caught red-handed, was a Carholic zealot named Guy Fawkes, 1 dashing mercenary with munitions experience in the Low Countries on “firing the slow train®, H%'. confessed his
intention to blow up the Palace while the King. the royal family, the Lords, and the Commons were assembled for the opening of Padiament. His motive was to protest the reinstatement of the Elizabethan anti-Catholic laws.
Drespite liberal application of manacles and rade:, Fawkes failed to name his co-conspirators, or to implicate the Church or rh.:%ﬁuit-g:ncral who leamed of the plot in the confessional. The Gunpowder Plot had a bloody aftermarh.
Fawlees was hanged, the other primary conspirators were killed while trying to fles to France, and Parliament executed dozens of innocent priests and imprisoned thousinds of Catholics.

102 MAMN [N THE IROM MASE. This unidentified prisoner of state was arrested in 1669 and held for 34 years during the reign of King Louis XTIV of France. His face was kept hidden under a mask, an iron mask as fictionalized by
Alexandre Dumas in his Trer Mucrkereers saga (featuring Cardinal Richdien (player blue) as an archvillain). Dumas speculated that the prisoner’s face had to be kept hidden becanse he was the king's identical twin brother.
Oithers speculated that he was the king's acrual father freshly immigrated from the colonies, which would explain the kings “miraculous birch®. Either way, his edistence would have challenged th.cn'%cgiti.maq of the king's reign, thus
he is treated as a “Relic” in the game, who can foil the peerage of others.
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* MERCHANT GUILD of SEVILLE (most Loyal). You can have a 4th Ship
Anchored (use the black Galleon).!® You must Discard down to 3

Ships if you lose this Peerage.
* PATROON (least Loyal).!™ If Mercantilism is lowered (by anyone), you
can add a Tax Rebel to any vacant Rebel Site.

* PROTECTOR of the INDIANS (most Righteous). In a land zone with your
Colony, vacant Colonies are not allowed to kidnap (D1c).'"”
This includes your own Colonies!

* PROTECTORATE (least Righteous). Your Reach and Sway are not
limited by Mercantilism. Represents an absolutist military dicratorship.

* REAL AUDIENCIA (most Righteous). Gain $1 from the Pool each time
an opponent starts a Colony or Mission.

* ROYAL EXCHANGE (least Loyal). On a sail year, you can announce that
you are going first or last.

* STAR CHAMBER (most Loyal). The Mercantilism value cannot be
changed without your permission. Represents arbitrary abuse of judicial
power in the english courts.

Peerage Qualification (B7i). To be qualified to Anchor a Peerage, your
Figure must be the most extreme in the specified direction among all the
players. If tied because two Figures are in the same row or column, then

Player Order determines both the most and the least.!%

Player Order. Shown by the Figures on the Player Order track (B3d) as
refreshed each goods year (D1a).

* War Player Order proceeds from the most to the least Righteous,
with the former Player Order breaking ties.

* Pax Player Order proceeds from the most to the least Loyal, with the
former Player Order breaking ties.

T&?: Being early in Player Order has the advantages fo take Treasures while
others are in EUROPE, can secure prafitable Sites with Colonies, Missions, or Laber,
and ecan make preemptive atiacks fo redurce enemy Strength,

Being late in Player Order can maneuver on the Philosoply without fear of
subseguent Sword Fights and ecan steal jobs withowt retaliation for 4 years,

Playmat. Each player uses this to store their Ship and Peerage cards, as well
as their cash and Treasure. Two columns (B4c) on your Playmart track their
Sway and Reach (as limited by Mercantilism). National Ability is listed.

Pool (C3h). A storage area, including the bank,'” for tokens not in a
player color.

Profession. One of the 4 tracks (B53) on the Philosophy board: colonist
(up), missionary (right), buccaneer (left), and royalist (down). Each is
associated with a deck of Market cards. You have no Profession if you are
Callow, but otherwise your Profession is determined by which of the 4
tracks your Figure resides in on the Philosophy board.'”

Professional Draw (D2b). Taking a number of cards equal to your Reach
from the deck of your Profession, as an alternative to an auction during D2.
To do so, you must be in a Profession. Don't reveal the cards you draw.

Ransom. If a Citizen is Discarded in a land or sea battle (E5c, F2e), its
owner optionally pays the victor $1 in Ransom (this was routine for VIPs
in the Spanish Main). Failure to do so generates a Tax Rebel

Represents bereaved relarives outraged ar the negligent crown. In the case of a
land battle, this Site must be in that land zone, if it is vacant. Otherwise, the
Tax Rebel goes into any vacant Rebel Site its owner chooses.

Reach. The number of cards drawn during a Professional Draw. This

is equal to the highest number visible in the reach column (B4c), or the
current Mercantilism, whichever is lower. Reach increases by Bible and
Reach Peerage Actions # and decreases with missionary martyrdom (E2a)
or loss of a Peerage that stores a Bible.

TIP. Reach is important to increase the cards in your Hand, which is
alwayvs a good thing, The fastest way to gain Reach is to build Missions,
bt locate them where they will not be quickh kidnapped,
Anchoring a Readh Peerage also improves Readh,

Rebel (EG). A Rebel token on a Rebel Site. It can be on its Slave side or
its Tax side. A Rebel adds 1 Strength to a fleet attacking other targets in
that land zone. A Rebel is created in a land battle per E5f, or by the Slave
Revolt, Tax, and Tax Revolt Action icons and the Alcabala 6% Omen.

103 WARSHIPS ¥5. MERCHANTMEM. To minimize costs, merchantmen often sailed with the minimum number of crew needed. Becanse they were fews they nesded to bv.;ﬁlrofﬁsi.ona]s with a well-round ed scama.nsluisk.lll set.

In contrast, naval vessels needed to man fu.ns while still swiftly adjusting sails und erway to maneuver in battle, as well as provide a level of redundancy for possible loses -

including conscripts and drunks rounded up by the press gangs.

of which meant manning ships with mudh larger crews,

104 PATROON was a Duich landowner granted extensive privileges similar to those of a landlord under medieval feudalism. These privileges were granted b gr the chartered West India Company to its investors in order to promaote jts
8

colonies. A patroon could judge within his temritory, appoint

officials, and hold the land indefinitely. Formally answerable to the director-general o

he colony, in practice patroons acted autonomously: As a condition, he had

to establish a settlement with ar least 50 families within four years. These settlers had to pay the patroon for the use of the land in the form of goods, services, or money.

105 PATRIOT-5LAVE ALLTANCE. This ability anticipates a deares Simén Bolivar issued in Venezuela on June 2, 1816, declaring that any slave who joined the revolution would be granted their freedom. Bolivar eventually received
support from both Indigenous and African slaves in Venezuela, Colombia, Ecuador, Peni, and Bolivia, who were important in the succes of those Independence movements. —Riobert Kasten, 2022,

106 PEERAGE is favored by the socialist/protectionist economic policies called "rent seeking”, which distribute economic rewards on the basis of privileges conveyed by the state. This is the opposite of capitalist profit-secking in which
people must risk their property in open market competition. Spai, bandenad by renc-seking, never budl the inminarios mmfmw 10 economeic success and neisher did most of irs colonies. The colomies evenmally broke free of Spanish rule bur
mov from he reni-teaking culnire, Conequenid), they remained economeic backwarers unil he last nup decades of the noewried rm% " "Nany reoonds exise docummenting vbe sale of affices. ... vhe parr af rearerer g .rﬁf meing in Mesioo wes sold

in 1584 for 130,000 peros, 60,000 down and e Agm.l'anmmfmmaﬁ'mm g_i‘S,DDG. I}?xm:;:ym'aﬁfaéﬂi..uﬁmﬁjn 1636 e
LaFollette Araujo, apizalise Revelusion i Lasin Awerica, 1997,

corruption was sy e way obe speme openatad, " —Panl Craig Roberts 8¢

r 124, M_Pﬂﬂ.f_. one-half cash on vhe gpor and dhe rese in dhree annual insca o Wibitr we would call

107 THE POOL represents the Bank of Amsterdam. Founded in 1609, the Wirenfank was the strongest financial institution in Europe. Dutch currency was sought and trusted everywhere.

108 MUDWGE & RELIGION. In the century of European religious wars, nudgj.u%:ighr shifts your standpoint towards Catholic reformist, while uuiguhémlé:ﬁ is Protestant. Nm%?t:%c 15 freedom and tolerance, while nudging

down is loyalist. During the English Civil War and the Protectorate dictatorship, Mudge up is t

Independents who advocated freedom of
Parliamentarians, and Mudge down favors the Anglicanism or the Landianism of the royalists. In France, an up Mudge represents disaffected nobles defecting to the H

for non-Catholics, eft is the Presbyterianism favored by

uenots, or joining the Fronde conspiracy. And in the

Methedands, Mudge left Jstﬁcomanst and up is remonstrant. Despite the famed Dhurch religious tolerance, the pomarist saanbodder from the House ufﬂm.n.gc {card RO1) beheaded his dval, the remonstrant statesman Jan van

Oldenbarneveldt, hero of the Metherlands independence movement (card R22).

A



Rebel Site (B1d). A hex icon is depicted in each of the 10 land o _-J: b,
zones (Ble). A Rebel here makes that land zone rebellions (E6). I*‘ ."é ‘,'

Reconnaissance (D4b). If, during your sail year, your fleet is in PIRATING
but you choose not to move it, draw a Haven Card.

Refugee (D1b). A Citizen that has a color different from its Colony or
Mission. A Refugee supports or defends in a land battle per ESb. A Refugee
is created if you hire an opponent’s Citizen per E2b or if Citizen emigrates
per F3b. A Refugee may be introduced anytime you generate a Citizen (e.g.
Melting Pot #) but have run out of Citizens of your color. See Token Limits.

Relic.!® A type of Treasure token. It is created in your Colony by

a Relic Action ("8 Rosetta Stone). A Relic can be loaded in the

same way as a Chest, except a Relic takes no Cargo space and can

never be picked up by Legal Export except at a Friendly Port.

Once you import it to EUROPE, add it to your own Coffers as either a Relic
token or as $8, or alternatively contribute it to the War Coffers as 2 Chests.
A Relic in your Coffers counts as one Peerage for victory purposes (G3b,d,e).

Reserves. An area outside of playmat where you store all the Discarded or
unused tokens of your color (disks, Meeples, Bibles, Galleons, Figures).

Righteous. How far right or left on the Philosophy board your Figure is.
The most Righteous is the Figure that is the furthest to the right (compared
to the other players), with Player Order breaking ties. The least Righteous
is the Figure furthest to the left, again with Player Order breaking ties.
During War, the Player Order is most Righteous to least Righteous.

In a 3-player game, Figure A
is the most Righteous, and
Figure B the least Righteous if
Figure B is ahead of Figure C
in Player Order.
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Rosetta Stone. This board depicts all the icons on cards and their definitions.
If a capitalized word is the name of an Action, it is defined in the Rosetta Stone.

Royalty Card. One of the four types of Marker Cards (B4).
If Anchored into your Playmat, it confers you with a Reach or
Sway Peerage (™ Rosetta Stone) and stores a disk or Bible.

Sacking. If you win in a land battle (E5), the targeted Site is Sacked,
which Discards its token and disposes of its Meeples per ESf. If there 6
is Treasure, the victorious fleet either loads it or (if it has no Cargo

space) Discards it. If a fortihed Colony is Sacked, it loses its _ﬁiﬂ“ﬁ and its
Treasure is seized, but its Labor and disk remain.

Seamanship (B7c). A rating found on each Ship Card thar indicates the
commander's skill in a sea bartle (F2). "A” is the best, and “Z” is the worst.

Sea Dogs (player red ability, B4b). Due to the reputation of the royal navy,
immune to the effects of Muriny and the Letter of Margque R Action. 10

Ship Card. One of the four types of Marker Cards (B4). Each i
has a Ship Action #, which if performed places a Galleon into
PIRATING and draws a Haven Card (D4e). If a Galleon is sunk in
battle, Discard your top Ship Card (the Flagship, see F2e).

Site. A space on the map to store tokens. See Rebel Site, Spanish Colony
Site, Squatter Colony Site, Tribal Site.

Slave Labor. An Indigenous on a Colony. Galleons can carry Indigenous as
Slave Cargp.!!!

Slave Rebel. Represents self-liberated guerrillas. See Rebel.

Slots. Your Playmar has 2 Slots to store cards. The Ship Slor (B4g) can store
up to 3 Splayed Ship Cards, and the Peerage Slot can store up to 3 Splayed
Royalty Cards (B4i). You normally cannot Discard or sell cards in Slots.

Spanish Colony Site. A purple Colony Site (Blc) where only
player purple can place a disk.!?

-
=

Splayed (B4i). Cards in Slots on your Playmart are Splayed, which means
arranged so that the top card partly covers the cards beneath, but the top
row of all cards are active and visible. See B4i.

109 RELICS include priceless emeralds, suored sifisa paintings, secret navigational maps, and Chinese porcelain. This last was imported from China on the Manila palleons, then cirded overland from Acapulco to Veracruz by mule train.

110 LETTER OF MARQUE. This
good example was the Welch soldier of fortune, Henry Morgan

rnment license authorized a privateer to artack and capture vessels of 2 nation at war with the issuer. A privateer’s success depended not so much on the high seas as in the royal courts. A
(g'.a.rd 504). Afrer taking part in Cromwells Western Diesign (card C23), h:EIZr
armed with a letrer of marque from the British governor there. Later he supplanted Eduare Mansveldt (card 507) as the warlord of the Brethren o

egan pirating under Commodore Myngs (card 509) operating out of Port Royal,
m Coast, based out of Tortuga and MNew Provi oc.nﬁr_ sacked many

Spanish ports including Coro, Cumand, Santiago de Cuba, Puerto Principe, Trujillo, Maracaibo, Campeche, and Porto Bello. The colmination was the remarkable 1671 expedition against Panamd City, which burned the
second st cigln the Mew World to the ground but netted a half million pieces of eight in ransom and booty. Since this was after Spain and England had signed a peace treaty, Morgan was recalled to England to defend

himself. He was

reiven, knighted, and rerumed to Jamaic as deputy governor with instructions to suppress further pirating activities, including his former Brethren of the Coast comrades.

A SLAVE IS DEFINED as any person under initiatory force or legal bondage to serve the interests of another. The most abject slaves have all freedoms taken from them by force of arms: the rights to life, liberty, property,

and pursuit of happines. The forced laborers under the reparrimienre system commaon in Mew Spain were enslaved, even if they were paid and not wordsed full time. The term “force” means coercion (or threat of coercion)
exercised by a physical agency: a weapon, fists, or chn.ch mob. Force is the opposite of persnasion, the other means n‘Fsctrin%la dispute. The term “initiatory” means to start the use of physical force against another. To initiate

force against a victim turns her into a slave to the
justice does not constit avery since it is non-initiatory.
tice does not constirure sl r ria o,

pree that the foroe usurps her ability to make her own decisions. One w!

o initiares force can himself be incarcerated (e.g. as a prisoner of war or a convicted rapist), and this

112 SPANISH PORTS. With the help of f-:-réiﬁn smugglers, the ports of the Spanish Main had become self-sustaining by 1600, but nevertheles rejoiced when the treasure flova arrived bearing goods from Spain. Ports such as
it

Porto Bello in Panami and San Juan de

smaller ports such as in Espafiola and Veneznela were outlets to the farmers of underpopulated inland regions who grew tobacco and other products
Eﬁ:litrcd to Spanish ports, and they could only export to Sc\riﬁr., not the local market. However, the provision that vessels without the proper paperwork — as long as they were not from enemy
uest shelter in case of emergencies, such as storm damage or a desperate need for food or water, offered a loophole for illicit trade. These forced arrivals, or arridadas, were common in the Main throughour

Spanish ships were to bea
nations — could

a in Veracruz were outlets for mainland products, especially the silver train from Zacatecas and Peru, andfgnod.s from the Pacific Manilla Fleet such as exotic Far East

elains. The
und only in the New World. Legally, only propery licensed and registered

the 17th century: The local and metropolitan authorities were well-aware, but also knew that these emerpency arrangements provided a more reliable supply of merchandise than the limited numbers of officially-approved
vemels. Dutch, French, Porruguese, and English merchants m%p}ri.ucﬁ__a fraudulent amibada astutely balanced the risk of arrest and seizure apainst the potential profits to be made from sales of slaves and cloth; a number even

successfully sued for restitution of ships and carpo with the bac their home rOments.
—Marc Eagle, Smugglers in she Sevenvarnh-Cenrury Caribbean: “Forced Arrival” in ﬂ; Dominge, 2014,
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Squatter Site. A Colony Site (B2c) where any player except s | Token Limits. You are limited to the tokens provided. If you run out of
+  Caye

(]

player purple can place a disk.!? 5\ g dollars, use substitute tokens. If you run out of Citizens, you must use
e unused Citizens (called Refugees) taken from the Reserves of any player of

Strength (ESb). A token that must fight in a land battle (ES) in a land your choice, even from those not in the game. If you run out of any other

zone. Your total Strength is equal to one for each token of your color in the token types, you may play Actions but without placing tokens associated

land zone, except each non-french Bible = 0. Indigenous Meeples also have with those Actions.

Str . Fortified Colonies h Strength of two only if targeted.
o 5 R e e e Treasure. The collective term for Chests and Relics. Except at a Friendly

Sun King. The most Loyal extremist position (G2) on the Philosophy Port, Treasure is loaded via PLUNDER, SMUGGLER, CONQUISTADOR, or
board, and also one of the four victories (G3d).""* A Sun King victory means PRIVATEER (F5).!1®8
that your king becomes the emperor of Europe, with you as his favorite courtier.
* Ganga Zumba solitaire. In Part H, Sun King refers to the automated
Spanish opponent.!'3

Tribal Site (B1b). Dotted rectangle on the map where
Indigenous Meeples start and Visitas can be founded.
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Visita (E4b). A type of Mission consisting of a Bible in a

Tribal Site. A Visita must have an Indigenous, and its Bible is
Discarded to your reach column (B4c) if it ever loses this Meeple.
Represents a missionary preacher whose task is to learn the language
of the natives, and then teach them to read and write so that they can

Sway. Either the highest number visible in your sway column (B4c), or
the value shown by Mercantilism, whichever is lower. Sway describes your
Hand Limit (maximum number of cards held in your Hand at the end
of your play turn), and Action Limit (maximum number of Actions on

each card played). Sway increases as you build Colonies and remove disks

using Peerage.!!® If you play a card that increases Sway, the effects of your R Qo of g
increased Sway are applied on the next card you play. Sway decreases as War. If the Parrot is at a black smripe (B3c), there is a European War with 3
your Colonies are Sacked or if you lose a Peerage storing a disk. s e
B o i your Phymar * Wartime Player Order is from most to least Righteous.
* Wartime PRIVATEER may initiate a land bartle (ES) against any Site.

Tax Rebel. See Rebel.' See Legality Table.
Tea Party. The least Loyal exsremist position (G2) on the Philosophy board, * Dove. The ]?‘:""’E Action ¥ i the Dove to the current year only if
and also one of the four vicrories (G3b). You win if you are a Tea Party the 30-Years” War has started.
extremist and you have at least .l.Peemge and there are more Tax Rebels War Coffers (B5h). The bottom track of the Philosophy board that shows

on the map than Mercantilism. A Tea Party viciory means that an Chests donated for the conquest of Europe in the 9-Years’ War. Export of

American Revolution has been declared for the independence of New Spain. Treasure using CONQUISTADOR adds Chests to this track, which is used in a

Sun King victory (G3d).

113 NEW WORLD IMMIGRANTS. Prospective H.isipa.nic emigrants to Mew Spain were screened by racist bursaucracies in Seville for cultunl correcmess, making it difficult to get the coveted Feewoia. Morisoos, Protestants, Jews,
0

A and Gypsies were excluded. The penalty recorded for shipping out without a permit was four years in the galleys, later increased in 1607 to the death penalty. Commomwealth and took the opposite approach to emigration.
t Cromwell sent 7500 Scottish prisoners of war to Jamaica, and considered rounding up a thousand Irish yourhs to send as well. (Youngsters were judged les likely to incite riots than seasoned Hi d.crss owever, most of

; the emigrants to the French and British colonies were those seeking religious fresdom for themselves. This motivational difference of the emigrants rings out today in the character of the New Wodd nations. The typical high-

| bred gacbupine or peninnedar Spaniard might cg:ct to manage the family’s haciendas in Mew Spain for a few years cct'h.istFllmuth, before retuming trjumpha.ntﬂl to Spain. Leaving behind a J:ga.z:rd}r of mestizos. Contrast thi

1 commitment to that of a pilgim making a landfall in Virginia or Masachusetts Bay. Their bri bumed, so to speak, these men and women were dedicated to carving their niche in the wildem ess, where they could expect no

riches other than the right to breathe free.

114 SUN KIMG. The identity and nationality of the *5un King” has not been set as the pame begins, but becomes set as the players make their choices and one wins a moyalist victory. Thus the riches of the Mew World could
create an emperor of all Europe who could be a French, British, or Spanish monarch. Historically, the Sun King became Louis XTIV, the monarch of France for 72 years. During the 9-Years' War (1688), Louis XTIV crossed the
Rhine and sent a fleet to the Caribbean to capture the ffore, in a bid for European supremacy that anticipated Mapoleon. However, he was stopped by a coalition of England, Metherlands, and the Holy Roman Empire.

115 YVOODOO (modem speling Vodou) is the diasporic shamanism of the Caribbean derived from African culrures. Like all practisioners of animism, as documented in paleclithic fipurines and neo-sumerian texts, voodoo shamans
believe that inanimare objects have souls, and are useful for blesings and corses. Some shamans, including escaped slaves, used ines based upon the kikange meinki from central Afric (ep the meinkonali, effigies activated by
pounding nails into rh.:ma, and similar charms made by the Fon peoples of Benin ("Voodoo" comes from a Fon word meaning "spirit”). Practices were often syncretized with Roman Catholicism. But shamanism has never had a
written and specific rituals varied from shaman to shaman. 'Ii.c twentieth century has seen tronbled artempts to asign a written a to Yoodoo, from purus who insist that they are the sole sources of the Voodoo beliefs.
Frangois Dhuvalier, the President of Hait from 1957-71, defined Voodoo as his personality cult, enforced by his termorist secret police, the Tonnm Maroure. Vardous lorid Hollywood films have characatured Voodoo into dard: magic
and rombies. Despite dubious modem claims, in this fime period Voodoo simply refers to Afro-Caribbean shamanism, similar to shamanism worldwide

116 POLITICAL V5, ECONOMIC PULL. Sway represents legal power, while reach represents fundamental economic knowledge. The Spanish teenager starts with an increased Sway of 3, to indicare the bourgeois prestige
inherited by being born ar a time that Spain ruled the world.

117 TAX REREL. The Spanish Habsburg kings declared 2 moratorinm on their debts (bankmptoy) several times, beginning in 1607, This sparked a wave of revolts, and some ruined creditors rsorted to pirnge

118 TREASURE. The 17th century was on the pold standard, and the importation of large amounts of gold from the Caribbean clﬂa.rsgud the money supply of Spain relative to the rest of the world. Accordingly, Spanish royals and
merchants stepped up their expenditures, both domestic and abroad. Since an inaesed supply of money always causes inflation, Spanish prices rose compared to fordgn prices. (This inflation, at worst about 2%, was insignificant
compared to dnui.lc-digir inflation considered normal in today's era of paper m-:-nij. Inder such economic pressures, gold inevitably fowed to other countries, and the Spanish economy could only rerain the new gold in the
p:ipnrrjon it had to the word's economy. The idea thar the Mew Word treasure, and the subs:ﬁn outflow of gold to other lands, led to Spain's decline is 2 modern myth. As in any voluntary transaction, both the trade partners
and the economy benefited. "The arvenvion of gouernmeat was never 5o unnecesaril) engployed, as divecead o warch over ohe preservanion or fnoragse of the guannty of maney in any coumiry "—Adam Smith, The Wealeh of Nasdons, 1776,

11% THE THIRTY YEARS WAR. (1618-1&48) was a bloody and destructive religions war thar ravaged Enrope. Although England remained neurral, abour 55,000 Eé?.lsh.mm fought for the Protestant cause. Whatever their
individual motivarions, these men were an active part of Start policy during the period of brcv:ﬁwn between the Crown and Parliament leading to the English Civil War.
—Adam Marks, Ewgland, the Enplinh and vhe Thirey Fears War, 2022,
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