Mighty Empires Event cards


Fool’s Gold


Pick a realm. That realm cannot collect any revenue during this round.





Building Boom


You may place a castle, mine or monument marker in any tile that you control, or replace a castle you control with a city.





Disaster


Pick one realm. They must roll a D6 for each castle, city, mine or monument. On a roll of 1 the feature is destroyed.





Scouts


You gain an additional +2 to any rolls for deployment and going first in all your battles this round.





Diplomacy


Pick one realm. They may not issue a challenge against you this round.





Land Grab


The first netural tile you claim this turn only costs 1 empire point rather than the normal 2.





All or Nothing


Your realm get +1 empire points for any of its victories this turn, but no empire points for draws or losses.





Elite army


In any battles you fight in this round, you may include 1 extra Special choice, 1 extra Rare choice and only need 1 Core choice.








