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Artefacts

Production Effects

All those effects which artefacts have on production also apply during arms sales to lower or increase the cost of neutral units produced therein. This in specific includes the effects of Concentrated Ownership, Democracy, Feudalism, Revolution, Socialism and World War.

Democratic empires may produce at half cost when they lost an area to another player’s empire or neutrals. They do not lose glory from retaking a land area from neutrals after such loss.

Religion Effects

Buddhism and Confucianism allow to apply disorder (i.e. remove a unit) on an area just conquered by neutrals from the empire.

Christianity allows to convert an adjacent neutral area or to apply disorder to it (not when vacated though).

Islam empires gain glory by conquering neutral areas.

Crusade can be placed when Palestine is a neutral area (not when vacated as before) 

Jihad can be placed in neutral areas adjacent to an Islam empire.

Peace Treaty: Peace Treaties can only be made with empires, not neutrals.
Event Cards

Conflict Cards

Event cards which can be played on ‘sides’ or ‘empires’ during conflict can also be played for/against neutrals. In specific these cards are: I Spy! Amphibious Training, Deserter, Schwerpunkt, Mesmerize, Charge, Outflanked, Treachery, Rout, Barrage, High Command, Sappers, Reinforcements, Local Guides and Alpine Training. Reinforcements can be drawn from one adjacent neutral area.

Movement Cards

Event Cards that affect movement of units can be used to affect neutrals during military advisors. In specific these cards are: Forced March, Breakthrough! and Mass Migration. 
Phase Cards

Time Wrinkle Overslept and Unique Conjunction can be played to allow additional wild card actions (including emissary action). The wild card actions do not have to be the same, but unused meddle counters are always removed at the end of an emissary action and do not carry over to the next.
Overrun does NOT allow additional movement during emissary action.

Removal Cards

The following cards can affect neutral areas for their removal effects: Pestilence, Tsunami, Plague, Storms, Volcano, Urban Riots, Equine Fever.

For Pestilence and Plague neutral areas are at the age of the highest progress level of any neutral unit in the area. These two events can not affect vacated areas.
Urban Riots at most can reduce cities in two adjacent neutral areas.

Disorder Cards

The following cards can exert their disorder effects on neutral areas (i.e. remove one unit therein): Flood, Empire Collapses, Fires, Earthquake, Uprising.

Empire Collapses and Uprising affects at most two adjacent neutral areas (removing one unit in each). For the purpose of Uprising neutral areas have a leader value of zero, i.e. draw no card.
Production Cards

The following cards can be played during arms sales with full effect: Mechanical Marvel, Le Patrie en Danger and Mercenaries.

Miscellaneous Cards

Barracks Revolt can be played to affect two adjacent neutral areas.

New World now grants control of up to 4 vacated areas in Nth. or Sth. America only.

Tribute can be played onto one neutral or vacated area.

Civil War: After dividing the empire the player who played the card may chose his part to become neutral. Replace and remove counters therein just like during discard empire. Civil War can now also be played by a player who can not start an empire of his own anymore.
Empire Fragments: Players in turn may chose to take over a faction as their own empire if they can start one. Players who picked a wild card may reveal so and if they announce they will use (or already have used) it as an emissary action they may instead pick one faction to become neutral.

Vital Heir: May be used to improve the cities in two adjacent neutral areas. Maximum age level is the one of the highest unit progress level in any of the two areas.
Inapplicable Cards

The following cards are explicitly not applicable on or with neutrals: New Dynasty, Ambitious Leader, Loyal Mercenary.

7 AGES

ERRATA & CLARIFICATIONS

Errata
Vikings/Danes Card

Add ‘Eriksson’ as an age 3 leader.

Koreans Card

Koreans collect extra money only during destiny actions of their own empire.

Great Pyramid

The Great Pyramid artefact prevents disorder only in adjacent areas in its own empire.
Artefact placement

Civilise – Artefact cards may be played on any empire (not just those within range) by any empire or non-empire (delete the 4th para of "Playing Artefact cards").
Trade & Progress Ties

If both players are tied during a trade, the empire that picked the T & P action advances one space only. If both empires picked T & P, the empire lower in progress advances one space only. If they are equal in progress, neither advances.
Strait and River Combat Modifier

The +1 for rivers and +2 for straits applies when any land units of the attacker have crossed over them into the area.

Invasion, Definition:

Invasion: the attacker has transported any land units into the area by ship.
Harvest Glory Rifles:

The crossed rifles symbol is for most land units NOT just infantry.
Clarifications
Start Empire

When setting up an empire, there is no limit to the number of your initial units that may set up in each area.
Wild Card & Start Empire

When using the wild card action to start an empire, the empire founded that way does not progress at the end of the turn.

Lose Empire & Action Marker

When an empire vanishes before it can execute the action marker put on top of it at the start of the turn, those actions that may be taken during additional actions (marked with a (*) in the box to the left) may still be performed with that chit.

Vacated areas

When an area is emptied of all units through events, movement, artefacts or whatever other means then all artefacts, fortifications and leaders therein area are removed immediately. At this time it is also good to check if any galleys or planes have to be removed for not being adjacent to a friendly coast or unit respectively. 
Cities however remain on the board. In case of a capital it is replaced with a generic city of the same level. 
Island Terrain

Only named Islands count as areas. Their respective terrain types are:

Tundra: Tierro del Fuego, the Falklands (Malvinas), and the Alutians are tundra; the 
Desert: Azores, Marianas, Marshalls, Christmas, Tahiti, Phoenix, Bonin, Raratonga, Gilbert, Ellice,  Carolines.

Fertile: Comores
Harvest Glory Minimum Requirement
To receive glory for a particular category, you must have at least one of that category (e.g. you could only gain glory for most money if you have at least one money saved, for most ships only if you got at least one etc.).

Harvest Glory Artefacts

When counting artefacts, only green artefacts (both on map and on empire card) are counted during harvest glory.
Combined Sequence of Play

1) Start Empire (*)
2) Production

3) Trade & Progress (in any order)
a) trade
b) deals: 
cede or receive area,

pay or receive gold,

give or receive card (*)
4) Manoeuvre

a) move

b)
conflict
c)
suppress disorder

5) Destiny (*)
6) Civilize

a) play events / artefacts (*)
b) remove leader

c) promote leader

d) modernizing

e) urbanizing

f) adopt religion or government

g) remove disorder

7) Emissary

a) arms sales

b) military advisors (*)
c) peace mission (*)
d) economic aid (*)
8) Discard Empire

(*) = can be performed during an additional action
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