
ADMIRAL
1. The player moves an explored resource tile, of 
his choice, from the exploration of the New World 
area to the market and increases one position his 
marker in the sea trade register. Besides, if in the 
moment of making the move there is no other tile 
of the same resource in the market, he wins .
2. The player advances two positions in the sea 
trade register and wins .

BANKER 
Passive: The common action asking for a loan is not 
locked by being used. Besides, if any other player 
uses this action, the player who controls the banker 
wins .

1. The player can donate any amount of his own  
in the Wealth of the Crown. For each donated  he 
wins . It is not possible to exceed the limit of 6 

 in the Wealth of the Crown in this way.
2. Win  for each golden and silver tile that is in 
the market.

CARDINAL
Passive: It is activated in the moment in which any 
other player buys a bull. The player which is the 
cardinal wins  for each bought bull.

1. The player moves a resource from the Market 
(or the surplus stack) to the Church area and 
wins . Besides, he can use up a rose window 
he has available by winning additional points, 
depending on the resource that has been moved. If 
by performing this action the player completes the 
register of donations to the Church, he also wins 

.
2. Obtain a free Bull.

TRADER
1. The player removes from the game the resource 
tile which is situated on the top of surplus stack or 
from the first square of the market, and he wins 4 

 less 1  for each other resource tile, which 
coincides in type, that is in the market.
2. The player buys Greatness Points: ,  or 

, by paying ,  or  respectively.

CONSTABLE
Passive: It is activated if the Crown results 
victorious from the war in Europe, in the end of 
round phase. The player wins  if Spain wins the 
war in this round.

1. The player performs one of these actions: If in 
the regiments bidding the level of belligerence has 
been reached, he may exchange a ready regiment 
from his pool for any other, from another player, 
of those placed in the European wars register. 

The substituted regiment will be retired tired his 
owner pool. If the level of belligerence has not been 
reached during the bidding, he may place one of his 
ready regiments, or of any other player if he does 
not have any ready regiment, in the first free square 
of the European Wars.

2. The player acquires a free regiment (ready or 
tired, at his choice) from the supply.

CONQUEROR
1.  The player reveals the next unexplored tile from 
the New World: If it is any kind of resource, he wins 

.
If it is natives, he may spend immediately one bull, 
or else pay  and make one regiment from his 
pool tired to capture them. If it is a colony tile, it 
is moved to the first free square from the area of 
the colonies of the New World. Next, the player has 
the option to place a house from his pool in it by 
paying .
2. Move one explored resource tile, at his choice, 
from the New World to the top of the surplus stack 
and win .

INQUISITOR
Passive: It is activated each time a resource is 
moved, by the action of a character, from the New 
World to the market or the surplus, or each time a 
native is captured. The player wins .

1. The player may flip a maximum of 3 active rose 
windows of his own. He wins  per each rose 
window that has been used up in this way. Besides, 
the rest of the players must place 1 of their own  
in one of the Church squares, at their choice, as 
long as this does not hold a resource tile. If a player 
cannot place  he will lose 1 Greatness Point.

2.  The player may activate up to 3 used up rose 
windows of his own. For each rose window that he 
activates in this way he wins .

PIRATE
1. Select any other player and decrease in one 
position his marker in the Sea Trade register. The 
player wins .
2. Remove from the game one resource which is 
adjacent to a New World colony. Each player who 
has at least one house in that colony must tire one 
regiment from his pool, or else pay . The attacked 
players who do not have any ready regiments or  
suffer . The player wins .

PRINCE 
Passive: It is activated by selecting the character to 
perform his action. The player increases in one his 
position in the order of peers.

1. The other players can pay  and win . The 
player wins  and increases in  from the 
supply the Wealth of the Crown.

2. Win  for each resource that is currently 
donated to the Church.

QUEEN
Passive: It is activated every time that another 
player overtakes her in the order of peers. The 
player wins .

1.  Depending on his position in the order of 
peers, the player wins  if he is first,  if he 
is second,  if he is third or  if he is fourth.
2. He may use one of the basic actions from the 
character that has been set aside at the beginning 
of the round. 

KING
Pasiva: It is activated by selecting the character to 
perform its action. The player places his marker 
in the first position of the register of the order of 
peers.

1. The player wins GP depending on the level of 
wealth of the crown:  if the crown has 6 , 

 if it has 4 or 5  and  if it has 3 or 2 .
2. The other players suffer a penalty of  or pay 

 to the supply, at their choice. The wealth of the 
Crown increases in  from the supply.

SECRETARY OF STATE
Passive: It is activated by selecting the character 
to perform its action. If none of the other players 
has chosen the King, the player wins .

1. The player pays  from his pool and  from 
the wealth of the Crown and obtains a rose window 
card or a house in his colour from the supply 
or Magellan’s Voyage card, if there are any still 
available.
2. Buy a estate, if there are any still available, for 

.

VICEROY
Passive: It is activated by selecting the character 
to perform its action. The player wins  for each 
colony in which he has at least one house.

1. The player pays  from his pool and  from 
the wealth of the Crown and places one house 
from his pool in an available space from any colo-
ny of the colony area of the New World.
2. Spend a bull or pay  from his pool and 

 from the wealth of the Crown and tire one 
regiment to capture one explored natives tile in 
the New World.


