Terra Nova Reference Tables

Sequence of play
A. Start of  Turn


1.
Check Game Development Table


2.
Check for Deflation


3.
Draw Random Event Card(s)

4. Adjust Modifiers for Slaves, Fisheries, East Indies

5. Advance Monarch Track

6. Monarch Mortality Check

7. New Monarchs Ascend


8.
Leader Mortality Check


9.
Draw New Leaders

B. Planning

1.
Determine Domestic Investment 


2.
Determine Availability of Settlers


3.
Determine Initiative


4.
Planning & Diplomacy


5.
Declare purchases, inc Forts
C. Naval Actions


1.
First Trans Oceanic Movement (Purchase Slaves)


2.
Hemispheric Movement


3.
Factory Segment


4.
Naval Attrition

D. Land Actions

1.
Gold & Treasure Checks

2. Spices (East Indies Only)

3. Establish Missions

4. Settlement and Town Building


5.
Land Movement & Combat

E. Native Actions

1.
Native War/Native Alliance


2.
Native Uprising


3.
Native Revival Roll

F. Naval Actions


1.
Second Trans Oceanic Movement


2.
Naval Attrition

G. End of Turn

1.
Blight Phase (see Land Results Table)


2.
Claim Resources


3.
Add Transported Gold to Treasury


4.
Maintenance


5.
Discovery Claims


6.
Victory Points


7.
Endgame Check or Vote

Mission Levels





Die Roll





1
2
3
4
5
6
Mission
0
1
2
2
3
4

Purchase, Maintenance, Capacity, Combat


Cost
Mainten'ce
Cargo
Combat
Movem’t
Bound (or 8 hexes)
2
-
-
- 
-

Cannon
8
2
2
special
2

Captain
8
1
-
special
-

Commodity (area output)
-
-
2
-
-

Factory
0
5
-
8
-

Fort
8
2
-
doubles 
-

Gold (each 25 florins)
-
-
1/2
-
-

Mine
-
-
-
- 
-

Mission
2
1
-
0
5

Plantation
-
10
-
0
-

Settler
-
10
3
1*
3

Settlement
-
10
-
2 
-

Slave 
4**
1
1
0
3

Soldier
4
1
1
5/1*
5

Town
2
10
-
8
-
*
Soldiers have a combat value of 1 on board ships for naval combat, Settlers  & Cannons have no value in naval combat.

**
This is a minimum, and is subject to the Slavery Modifier..

Movem’t indicates maximum hexes land movement per turn
Ships

Cost
Mainten'ce
Capacity
Combat
Caravel (v)
4
1
1
1

Carrack (c)
8
2
2
3

Carrack rigged for war (c/f)
10
2
1
8 

Urca (u)*
6
1
4
0

L Fluyt (f)
8
1
6
1


L Spanish Galleass (gs)
15
4
6
12

L Race-Built Galleon (g)
12
2
2
15
*
Urca (Hulk) is only capable of hemispheric naval movement
L
Late ship, not available at start of game
Game Development


Turn
Date
Development

1
1496
R1, Exhequers start at 275 Florins




Draw 1 leader/player + 1d6 leaders*


2
1501
Draw 2 + 1d6 leaders*


6
1521
No more Italian leaders to be drawn




Draw 1d6 leaders (no asterix!)


9
1536
R2, Build towns, Plantations




Build ships in New World


13
1556
R3, Captains may be employed


17
1576
R4, Endgame votes begin (optional)


21+
1591
R5, Roll 1d6/turn for game end

*On any turn where there are 4 or less leaders alive, draw 2 extra. On any turn with more than 9 leaders alive, draw 2 leaders only.
Monarch Age

Age
Mortality
Ascendancy

65 +
11
-

60 – 64
9
12

55 – 59
7
11

50 – 54
4
10

45 – 49
4
9

40 – 44
4
8

35 – 39
3
7

30 – 34
3
6

25 – 29
3
5

20 – 24
2
4

15 – 19
2
3

10 – 14
2
2

10 or less
2
1
Domestic Investment





Die Roll





0
1
2
3
4
5
6
7

Florins
30
35
40
45
45
50
55
60

* Add Monarch Income Modifier to die roll

Settlers Available





Die Roll





1
2
3
4
5
6

Settlers
0*
1
1
1
2
2*



* Roll again: on a roll of 5 or 6, +1
Settlement Table


Non-coastal
Coastal


hex
hex*

Settler
5,6
4,5,6

Depleted Settler
6
5,6

Advance to Town
4,5,6
3,4,5,6

*Includes riverside and lakeside hexes
Resources


Normal
Blighted
Mine
0
0

Plantation
5
0

Settler
0
0

Settlement
5
1

Town
5
5

Factory
24 or 36 or 48
-
Naval Attrition Table


Die



Bounds Travelled


Roll
1,2
3
4
5
6
7
8
9
10+
E

1
D*
D*
D*
D*
D*
D*
D*
D*
D*
DN*


2
•
S
S
S
S
S
S
S
S
SN*


3
•
•
D
DS
DS
DS
DS
DS
DS
DSN


4
•
•
•
•
2D
2D
2D
N
N*
2N


5
•
•
•
•
•
N
N
2N
2N
3N†


6
•
N
N
N
N
N
2N
3N*
3N†
4N†
D - Settler is depleted (place depletion marker on it)

S - soldier unit eliminated      N - ship eliminated    

* - One leader eliminated (player’s choice)

† - Take loss indicated & re-roll, same column (losses cumulative)

E - Emergency or Extreme Bounds column
Combat 

Roll 1d6. Re-roll and add 5 on any natural roll of 6 (cumulative)
Modifiers (all cumulative)
Europeans fighting Native Civilisation
+2

Europeans fighting other Natives
+3

Leader, inc. Captain
varies (0,+1,+3)
Cannon unit(s) present
+1

Galleon(s) or Galleas(s) present
+1

Govenor (guards assumed present)
+1

Advantage (won last round of combat)
+1

Larger force
+1

Larger force outnumbers smaller force by 2:1
+1

Larger force outnumbers smaller force by 3:1
+1

Larger force outnumbers smaller force by 4:1
+1

continue adding +1 for each ratio increment

Tactics (one per round; land only; requires leader)
Defend (defender only, no penalty)
+1
Charge(losses on your side increase by half, round up)
+2
Restraint (losses on your side are halved, round up)
-2

Massacre (losses are doubled on both sides)
0
Withdrawal(must retreat after round, cannot  win)
+2

Native Tactics (Native Civilisations only)
The numbers 1-6 should be used for rolling tactics for natives

1,2,3,4
No tactic


5
Defend 


6
Charge
Combat Losses


Die



Roll
Units Lost (Combat Value)

0
No loss


1
1/6  x opponent’s total


2
1/2 x  opponent’s total


3
1/2 x  opponent’s total


4
1 x  opponent’s total


5
1 x  opponent’s total


6
2 x  opponent’s total
Losses expressed as the combat value of units to be lost as a proportion of  opponent’s Combat Roll Total (after modifiers), all rounding UP. 

Only units which participated  in combat may be counted as losses. Winner of round (player with highest modified roll) adds -1 to roll .
Religious Conversion Table (RCT)

Die

Mission rating


Roll
0
1
2
3
4

1
1
2
2
2
3


2
1
1
2
2
2


3
0
1
1
2
2


4
X
0
0
1
2


5
X*
X*
0*
0
2


6
X/M
X/M
X†
X†
0†
1,2,3,4 - Natives converted

X- Lose 1  settlement, soldier,  Settler, cannon (players choice)

M - The Mission is eliminated  and removed from the game

† Re-roll:  the Mission is eliminated on a a roll of 4, 5 or 6

*Surviving natives count double for the purposes of the Native Uprsings table, below.
Native Alliance Table (NAT)





Die Roll




1
2
3
4
5
6
Coureur d.B.
0
1
1
1
2
2

Conquistador
•
0
0
1
1
1

Paulista
•
0
0
0
1
1

Pioneer
•
0
1
1
1
2
The number indicates the number of Natives with whom an alliance is made.

 • Natives in the area become Hostile. 

Bribes: A player may  make gifts to win allies.  Gain a +1 modifier for each 2 Florins paid.

Native Revival

Roll 2d6, with 2 different coloured dice. If the number matches the number on the above table, the Native Level in that area is increased by 1. If the number is not found on the above table, no recovery occurs. Native civilisations increase +1 in each treasure city if it is unoccupied, and also  in+1 general native level.
Areas



Bounds
Via
Native
Land

#
Area
fm Europe
Guinea
Level
Modif'r
R2
1,1
Amazon•
4
5
3
3

1,2
Amiche
4
6
2
1

1,3
Aracua
7
8
4
2

1,4
Atlantic Coast
3
6
2
0
R2 
P

1,5
Aztec Empire
4e/12w
6e/13w
7+T
2

N

1,6
California
14
15
1
-1
R2


Caribbean
3
5
special
-1
R2
P

2,1
Cauca
10
11
3
1

2,2
Deep South
4
6
4
0
R2 
P

2,3
Esseouibo 
4
6
4
1

P

2,4
Gran Chaco
-
-
3
1

2,5
Great Lakes
-
-
3
0
R2
ft

2,6
Guatemala
4e/11w
6/12
2
2


3,1
Guiana
4
5
4
1
R2

3,2
Incan Empire
8s/9n
10s/11n
8+T
2

N

3,3
Labrador
3
8
1 
1

ft

3,4
The Main
4e/10w
6/11
1
1

3,5
Matto Grosso
-
-
2
2

P

3,6
Mid West
-
-
4
1

ft

4,1
Mississippi
4
6
3
0
R2


New Found Land
2
7
0
0

ft

4,2
North West
15
16
1
2

ft

4,3
Norumbega
2
7
1
1

ft

4,4
Patagonia
6
7
1
1


4,5
Rio del Plate
5
6
2
0
R2
P

4,6
Rockies
-
-
2
2

ft

5,1
Saguenay
4
9
2
1

ft

5,2
St Lawrence
2
6
3
0
R2
ft

5,3
Sonora
13
14
2
3


5,4
Southern Brasil
4
5
3
1
R2
P

5,5
Vera Cruz
3
4
3
1
R2

5,6
Yucatan
4
6
4+T
1

N

Cuba

3
5
3
0
R2
P

Caribbean minor isles
3
5
1 each
0
R2


(Trinidad, Puerto Rico, Jamaica)

Hispaniola
3
5
3
0
R2
P

Hudson Bay**
3
5
-
-

Cape Hexes
6
7

Hudson’s Strait
3
5

North West Passage
4
6

Command of Seas Box
0 
 but 2 to enter / operate in
All E. Indies areas
14
15

E. Indies/CSB
0 
 fm Indies, 2 to enter/operate
E. Indies/New World†
12
15

ft
Fur Trade available

P
Plantations may be laid

N
Native civilisation present
•
Political control not awarded

T
Treasure cities have their own Native Level (see Gold Table).
R2 
All resources drawn from this area are doubled 
Land Results  Table


Roll
Result


2 - 8
*

9
A
Bad harvests

10
B
Drought

11
B
Plague (insects or disease)

12+
B 
Severe Weather
Roll 2 dice, and modify the results for terrain.

* -  Remove a blight marker

A -Add Blight marker if none  present, else ignore

B - Place a Blight marker

Mines & Pearls


Discover
Deplete
Production



R1
R3
R5

Caribbean Gold Mines
2-8
2-5
20
25
30

Mainland Gold Mines
2-5
2-3
30
40
60

Potosi Silver Mine
2-5
2
35
50
70

Pearl Fisheries
2-5
-
25
35
45

Treasure Cities

Native Lvl
Deplete
Production

Aztec Temples
2
2-5
45

Cuzco
4
2-5
100

El Dorado
4
2-5
75

Nazca
2
2-5
30

Tenochtitlan
4
2-5
80

East Indies Commodity Prices

Die







Roll
Pepper
Silk
Spices
Tea

1
-1
-1
-1
-2


2
-1
0
0
-1


3
-1
0
0
0


4
+1
0
0
0


5
+1
0
+1
0


6
+1
+1
+2
+1

All commodities start the game at 36 each
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