










FLOOD
Roll the die twice to determine which areas are at 
risk. (If the same number is rolled twice, then only 
one area is at risk.) Each rolled area adjacent to 
the River Thames is flooded. In clockwise order 
(starting with the active player), each player must 
move each of their Agents in any flooded area to  
a non-flooded area adjacent to that Agent.  
Agents may be moved to non-flooded areas ad-
jacent to the river. Buildings, Grenadiers, New 
Citizens and Elder Ones remain in flooded areas 
and are not affected by flooding.

FIRE
Roll the die to determine where the fire happens. 
If there is a Building in that area, remove it, and 
then roll the die again. If the area rolled is adja-
cent to the previous area and it has a Building, 
then the fire spreads: remove that Building too. 
Continue rolling this way until an area is rolled 
which does not contain a Building or which is  
not adjacent to the previous area rolled.
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Random Events

Many Random Events affect Buildings. If you lose a Building, 
then you must return the corresponding Building card to your reserve. 

Here are some random events described in more detail.
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