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RULES SUPPLEMENT
Introduction

Emissaries & Neutrals is an expansion to ADG’s 7 Ages. It is not a game in itself, a copy of 7 Ages is necessary to make use of any of the components of Emissaries & Neutrals.

Emissaries & Neutrals adds neutral units to 7 Ages, replacing the remaining units of discarded empires and leaving a legacy of those empires behind on the map, a pale shadow of their former glory.

Adding to this is a new action – the Emissary Action – which is activated via the wild card chit of 7 Ages and allows players to influence aforementioned neutrals.
Finally, the homeland glory was changed into capital glory.

Components

This supplement consists of the following: 

• 1 black and white counter sheet (128 x 5/8" counters);
• one page of clarification & errata;

• one page of optional rules & neutral units;

• rules supplement (you’re reading it).

If any of these components are missing, please write to:

Australian Design Group

PO Box 6253

Los Osos, CA, 93412 USA

Website: www.a-d-g.com.au

Adding Emissaries & Neutrals
The rules of Emissaries & Neutrals are to supplement those of 7 Ages. In case of conflict, the rules of this supplement overrule those of 7 Ages.

Discarding Empires
If an empire ever has no units on the map, the empire is discarded immediately. This does not use up an action.

Otherwise, you must use a discard empire action to remove one of your empires from the map. You would do this to free up space for another (better) empire.

When a discard empire action is chosen as an action to remove one of your empires, first all of its leaders, elite markers, disorder markers, tribute markers and artefacts are removed from the map and its card and return its card to the discard pile. All special abilities of the empire on the card cease to have effect.
Replace its capital city (if any) with a normal city at the same level. Other cities are unaffected. Replace its units with a white neutral unit of exactly the same type (i.e. a Spearmen for a Spearmen, a Swords for a Swords), though not necessary same stats. The white neutral units are used to replace units of dark and light and even the black empire set alike, even though they all have the lower stats of the light sets only. This is intentional.

There is supposed to be an unlimited number of these white neutral units available to replace units of discarded empires. Should you ever run out of them during a game, ADG apologizes for the inconvenience. Please make some on your own (a sheet to do so is provided in this set) or just order some spare sheets from us :P.
This discarded empire’s units are now available to start another empire (see 1.). 
Neutral Units and Areas
Neutral units are the white units provided in this supplement. They belong to no set of empires and enter the game by replacing those of discarded empires (see above).

All areas containing neutral units are now controlled ‘neutral areas’ whereas those without any units (e.g. only cities) are called ‘vacated areas’.

Neutral units and areas have the following properties:

Fog of war

Neutral units in an area can only be inspected when any attribute of them except their number has to be verified. The neutral units then have to be shown to all other players.

Effect on empire movement and range
Neutral units do restrict the movement of empire units the same way as empire units restrict each other.
Neutral areas do not block range though and are assumed to always allow range be traced through them.

Conflict

Empire units ending their movement in an area with neutral units must initiate combat after all movement just as they would have to against empire units.
Control of defending neutral units during conflict is randomized between those players who have none of their empire units in the area. Randomize anew for each new area conflict is to be resolved. Each player is dealt a card from the deck. The player with the highest number controls the neutral units throughout the combat, ties being resolved in turn order (like during harvest glory). This player then decides about commitment as well as retreats for the entire conflict in this area.

Control of attacking neutral units is exerted by the player who moved them by ‘military advisors’ (see below, Emissaries).

Conflict is resolved like any other conflict. Event cards can be played on neutral units just as if they were empire units. Neutral units can retreat under the same restrictions as empires, but in their case only into areas which at the moment contain other neutral units and no empire units (i.e. unresolved conflict).
For the purpose of the +1 modifier due to advanced age, neutral units are assumed to be at the age of the highest progress level of any of their units in their area (i.e. an area with a neutral Spearman, Light Cavalry and Catapult would be at Age 2).

Events
Event cards can be played on neutral areas instead of empires. When the event text says the effect is on an entire empire however, they will at most affect two adjacent neutral areas when played against neutrals.
Many effects of event cards will be of no use against neutrals. Neutrals have no money or progress levels that can be affected. Only effects that affect units or cities can be applied or those that create Disorder (see below for effect of the latter on neutrals).
Some events have been modified slightly to take neutrals into account. A list of clarifications been included with all changes to events with this supplement..

Artefacts & Leaders
Neutrals themselves never gain any artefacts or leaders. Green artefacts can not be played on them and due to lack of a progress level neutrals can also not gain any benefits from blue artefacts on the progress track. Neutral areas are never of any religion or government.
Artefacts and leaders of empires however still can affect neutrals and interact with them normally. E.g. a Christian empire could convert a neutral area or put it in disorder (see below for effect); an Islamic empire gains a glory for liberating a neutral area; etc.
Like with events, there has a list of clarifications been included for artefacts with this supplement.
Disorder in neutral areas

All causes that make disorder occur in an empire area now also can make disorder occur in neutral areas (i.e. via events, religions, artefacts etc.).

When disorder is to occur in a neutral area however, instead of putting a disorder marker there, immediately remove a neutral unit or fortification from the area.

The unit to be removed must be picked along the following list of priorities: first fortifications, then nukes, then satellites, then planes, then ships, then missile, then cavalry, then infantry units. If several units of the relevant type are present, then the one with the lowest progress level has to be removed.

Example: A light horse a chariot and a spearman conquer an area of a Confucian empire. As neutrals can not adopt a religion and the neutrals can not convert to Confucianism, disorder occurs in the conquered area. Cavalry has to be removed before infantry. Of the cavalry units involved the chariot has the lowest progress level and is removed.
If the last unit of an area is removed by disorder then the area becomes a vacated area. Any cities therein remain though.
Harvest glory
Neutrals are completely ignored during harvest glory. They compete in no category with empires, be it areas or units.
Starting Empires

During start empires, neutral unit fight and defend against newly started empires in their area like they would fight under any other circumstance (i.e. randomized off etc.).

Neutral units can be converted by empires that may convert ‘any’ units in their staring area. Neutral units can not be converted by empires that can only convert units of a specific other empire (i.e. Germany can only convert Saxon units, not neutral units).

Emissary Action

Emissaries & Neutrals adds a new action to 7 Ages, the emissary action. Emissary allows players to influence, strengthen and/or weaken neutrals.

The emissary action is taken after civilize actions but before discard empires. The new sequence of play thus reads:

(1) start empire

(2) production

(3) trade and progress

(4) manoeuvre

(5) destiny

(6) civilise

(7) emissary

(8) discard empire

There is however NO emissary action marker in the game! Emissary action can therefore only be taken through and via the wild card marker.
Except for having no marker, emissary action is handled like all other actions. It can be taken when the wild card was put on an empire as well as when used as an additional action (with a lesser affect then though). It is basically performed in turn order within its step (though ‘meddle affairs’ can happen at anytime, see below).
It in specific does NOT influence the use of the wild card marker as outlined in 7 Ages. The wild card marker still can be used to take any of the other seven actions. With emissary there is now just another eighth action it could be also used for instead during a turn. 

Effects of artefacts and events on emissary action are noted on the clarification sheet.
Emissary action allows a player to initiate up to three (if the wild card was played as an additional action) or four (if the wild card was played on an empire) different diplomatic initiatives during his emissary step.

The initiatives must be taken strictly in the order below (i.e. arms sales first, then military advisors etc.) and each initiative may be performed only once per emissary action (except meddle affairs, see below).
The initiatives in their correct order are:

i) arms sales (only by an empire)

ii) military advisors
iii) peace mission

iv) economic aid

Initiative i) can only be performed by an empire and within its range. All other initiatives can also be performed during an additional action and regardless of any ranges

Alternatively a player may also opt to forego any of these initiatives in order to perform ‘meddle affairs’ during the emissary action of other players this turn.

To keep track of how many initiatives a player has performed and how often he still may meddle affairs, deal each player who revealed his wild card to show he wants to perform an emissary action three unused counters (if it is an additional action) or four unused counters (if it is the action of an empire). Neutral units are good for this as they are big and easy to see.

Each time a player meddles affairs or performs an initiative he returns one counter. At the end of the turn all unused counters have to be returned.

Arms Sales

This initiative can only be performed when the Wild Card chit was put on an empire and only within range of that empire. As all other initiatives it may be skipped in order to gain the right to meddle affairs once more.
Arms sales allow an empire to either produce one unit OR build one fortification OR modernize all neutral units in two neutral areas each within double the empire’s range.

When producing a unit or fortification this way the empire produces it like it would produce any of its own units or forts. I.e. the empire has to pay for the item from its own treasury, the empire can only produce units of its own progress level or lower and a barbarian empire may not build fortifications at all, but the empire may also use any of its special abilities of its empire card, artifact or an administrator leader to lower the production costs.

The restrictions on unit type and numbers of economic aid do NOT apply during arms sales. Any unit the empire itself can produce may be placed regardless of which and how many neutral units are already present in the area. 

When modernizing neutral units in an area instead of building a new one, then all units in the area are modernized up to the progress level of the empire initiating the arms sales.
Military Advisors

The player may pick any two neutral areas on the map to activate the neutral units therein and move them.
Only neutral units from these areas can be moved, it is not possible to pick up neutral units in other areas on the go. Neutral units however are NOT restricted in their movement by other neutral units and neutral units ending their movement in areas with other neutral units do not initiate conflict. Neutral units can not vacate areas when moving, but do not have to leave any units in an area they enter which already has any neutral units in it.

Otherwise neutral units move the same way as units of any other empires. They do not have to move as one single stack and can move into different directions.

Moving neutral units into an area of an empire will cause conflict. The player who activated the neutrals controls them also during conflict even if he sent them against one of his own empires (usually to impale themselves).

Peace Mission

The player may two neutral unit/fortifications from the map. These may be removed from the same area. The item to be removed must be picked using the following priorities: first fortification, then nukes, satellites, planes, ships, missile, cavalry, infantry. If there are several units of the relevant type then the one with the lowest progress level is removed. A place can be vacated by a peace mission this way and becomes a vacated area then.
Example: In an area with Archers, Chariots and Light Cavalry, the Archers would be removed.
Economic Aid

The player may pick two neutral areas and may either add one unit to it OR build/upgrade a city in each of them. This area MAY be an area he just initiated a peace mission in.
A unit can only be added if the area currently contains less neutral units than the total income value of the area (i.e. including any resource or city bonus). Furthermore the unit can only be one that already is present in the area. The unit must be the exact same as one present, being the same type alone is not sufficient.

Example: A Swords can be added to Swords. Spearmen can NOT be added to Swords

A level 1 city can be added to a neutral where there is no neutral city yet. An already existing neutral city can be upgraded only up to an age of the progress of neutral units in that area.
Example: A level 1 city in a neutral area with Catapults can be upgraded to level 3. A level 1 city in a neutral area with only Light Cavalry can not.
If a player due to fog of war picks an area where he can neither add a unit (cause the income value is already reached) nor upgrade a city (cause the progress levels of all units are too low) then tough luck. At least everybody was allowed to take a look at everything.

Nothing can be added to a vacated area through economic aid nor can neutral cities be upgraded therein. 

Meddle Affairs

A player may forego any of the above initiatives to instead meddle affairs. Each initiative a player forgoes allows him allows him to cancel one initiative of another player during the emissaries step of the current turn. Meddle affairs however can not be used to cancel another meddle affair.
Meddle Affairs can be performed at any time during the emissary actions, even before and/or after a player has executed his own emissary action. 

A player who has already finished his own emissary action can do so by just discarding one of his saved unused counters, i.e. those he was allowed to hold back because he skipped some initiatives when he took his emissary action.

A player who has not yet performed his emissary action may meddle affairs by revealing a (not yet used) wild card marker, declaring he wants to use it as an emissary action later on and receiving as many unused counters as he may perform initiatives later during his emissary action, i.e. three for an additional action and four for an empire action. The player may then immediately start to expend these counters to meddle affairs (thereby lowering the number of initiatives he may perform later on when it is his turn to perform his emissary action and meddle affairs thereafter).

It is possible to cancel a move during Military Advisors just as the player performing it placed it in another area. The neutral units are then put back into the area they started their move from and no other units may be moved anymore. Units which already had completed their move however are not backtracked anymore (too much hassle).
If preventing the production of a unit or fortification during Arms Sales, any money already spent to produce the unit is refunded.

Example: 

Player order is A – B – C; player A and C have picked wild card markers as additional actions, player B for one of his empires. Player B and C both have some neutrals lurking along their weakly defended borders.

During the emissary phase, player A reveals his wild card marker and announces he wants to take emissary action. He takes three unused counters and discards one announcing he wants to perform military advisors in an area close to player B. 
He picks up the neutral units therein, leaving one behind as they may not vacate the area and moves them through a neutral area towards B’s borders.

Just after he made them enter an area of B, player B reveals his own wild card marker, announces he also wants to perform emissaries later and wants to meddle with A’s military advice. As his wild card was played on an empire of his he receives four unused counters, discarding one right away to meddle affairs. A places the neutral units back to the area they started from (though B had to help him with that, reminding him that they go back to the area they started from NOT the last area they left). 
Player A then decides to skip peace missions in order to keep back one counter for meddle affairs later on. 
He then tries to do economic aid, again in a neutral area close to B’s border but player B again uses one of his three remaining unused counters to also cancel also this initiative. With one counter held back in his hand, player A concludes his emissary action.

Player B now starts his emissary action. He has two unused counters left on his empire so he can start at most two initiatives. 
He wants to perform arms sales close to Player C to add some neutral units at C’s border (planning to then hit C with military advisors later on) but Player C in turn now reveals his wild card marker, announces he wants to take emissary action later on and collects three unused counters (as he took wild card only as an additional action only). He then discards one to outright cancel B’s arms sales. 
With only one counter left, B ponders a second if he should still attempt military advisors to hit Player C. But noticing Player C still holds two unused counters in his hand he sees no use in that. Therefore B skips all other initiatives and keeps his last unused counter back and game moves on to C.

C has two counters left and thus can perform two initiatives. Going last he has the luxury that he can blow them all. 
He decides to try what player A failed at, annoy player B. He announces to perform military advisors close to Player B, who uses his last unused counter to cancel it with meddle affairs. 
With his last counter Player C ponders what to do. He could send a peace mission to his own borders but remembering that player A still holds a counter he assumes it will be canceled. Therefore he decides to attempt economic aid close to B’s borders and add a unit there. Player A nods approving and decides to NOT use his last counter to cancel that.

With this the emissary phase concludes. Player A returns his last unused counter as initiatives can not be saved from turn to turn.

During harvest glory the empire of player B does not progress at the end of the turn because it had a wild card action played on it. Player B however does not regret this as the additional initiative he got that way allowed him to thwart C’s late-turn attempt to send him unwelcome visitors.
Changed Rule: Glory from your Capital

(Replaces ‘Glory from your homeland’ on p. 12)
Many Empires have a house Item. These Empires gain one glory point if they have a capital during harvesting glory but lose one if the do not have a capital during that phase.
Furthermore any empire (even those without homeland symbol) loses one glory point the instant their capital is conquered by another Empire or lost in any other way.

Empires with the homeland icon but under the effect of a ‘no cities’ icon (barbarian empires) gain one glory point for possessing one or more of their start areas during harvesting glory. They do not lose one when they lose possession of the area, neither at the instant nor during harvest glory.
Once the barbarian empire leaves its ‘no cities’ age, they gain/lose glory for its capital as described above.
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