
CONCORDIA VENUS 
Send	your	agents	travelling	across	the	Roman	Empire,	establishing	trading	houses	and	acquiring	goods	to	sell	and	trade.	
Use	your	profits	to	hire	help	and	drive	further	expansion,	building	a	trading	business	that	stretches	across	the	Empire.

GAME	FLOW

Each	turn	choose	one	card	from	your	hand,	play	it	face-up	to	your	discard	and	then	do	its	action.	The	next	player	
clockwise	then	takes	their	turn. 
The	game	ends	when	either:	all	the	cards	have	been	purchased;	or	when	one	player	has	built	all	their	houses.	The	
player	who	triggered	the	end	finishes	their	turn,	takes	the	Concordia	card	and	each	other	player	plays	one	more	turn.	

ARCHITECT	-	Move	then	Build	-	JUPITER

You	may	move	your	colonists.	Sea	colonists	
travel	on	the	blue	lines;	land	colonists,	brown.	
Moving	to	an	adjacent	line	counts	as	one	step.	
Total	number	of	steps	you	may	distribute	
amongst	your	colonists	=	the	total	number	of	

colonists	you	have	on	the	map.	A	colonist	can’t	end	its	
movement	on	a	line	that	already	has	a	colonist. 
After	all	movement,	you	may	build	in	any	city	is	adjacent	
to	one	of	your	colonists	and	that	you	have	not	already	
built	in.	Pay	the	cost	shown	on	the	reference	card.	 
If	there	are	already	houses	in	the	city:	Multiply	the	money	
(not	goods)	cost	by	(one	+	number	of	houses).


PREFECT	-	Produce	Resources	or	sestertii	-	SATURN

Either	(a)	choose	a	province	that	has	a	face-up	
bonus	token,	collect	one	of	that	good	and	flip	the	
token.	If	you	have	the	Praefectus	Magnus	card	you	
must	take	two	of	the	good.	At	the	same	time	each	
house	in	that	province	produces	one	good	of	its	
city	for	its	owner. 

Or	(b)	flip	every	flipped	bonus	token	back	to	its	goods	
side	and	collect	the	money	shown	on	the	back	of	each	
token	you	flipped.	(PM	card	is	not	used,	nor	passed	on.)


MERCATOR	-	Buy	and	Sell	Goods	-	MERCURIUS

Receive	3 sestertii	(5	if	using	a	purchased	
Mercator	card). Then,	choose	two	types	of	good. 
You	may	buy	or	sell	any	number	of	these	goods	
at	the	prices	listed	on	your	player	board.

DIPLOMAT	-	Copy	card	-	VARIOUS

Choose	any	card	that	is	currently	face-up	on	
top	of	an	opponent’s	discard	pile.	Do	that	
card’s	action	as	if	you	had	played	that	card.	
Cannot	be	used	on	another	player’s	Diplomat.	


MAGISTER	-	Repeat	card	-	VENUS

Do	the	action	of	the	card	that	is	currently	
face-up	on	top	of	your	own	discard	pile,	as	if	
you	had	just	played	that	card.	Cannot	be	
used	on	Senator.	


SENATOR	-	Get	cards	for	actions	and	scoring	-	VESTA

Purchase	1	or	2	cards	from	the	card	display	
and	put	them	directly	into	your	hand.	The	
base	cost	of	each	card	is	indicated	on	the	
card	in	red;	the	additional	cost	(if	any)	is	

indicated	below	the	card	(question	mark	means	pay	
using	any	good).	Move	remaining	cards	left	and	refill	
display	at	the	end	of	your	turn.


TRIBUNE	-	Take	back	discarded	cards	-	MARS

Count	the	cards	in	your	discard	pile,	
including	Tribune,		subtract	3.	You	receive	
that	much	sestertii,	then	return	your	discard	
pile	to	your	hand.	 

You	may	then,	once	only,	pay	one	grain	+	one	tool	to	
place	one	colonist	from	your	storehouse	in	the	
capital	city.

SPECIALISTS	-	Produce	one	type	of	good	-	MINERVA

Mason/Farmer/Smith/	Vintner/Weaver	reward	
you	for	specialising	in	producing	particular	
goods.	For	any	of	them,	when	played,	you	(and	
only	you)	produce	that	good	in	all	the	cities	of	
the	matching	type	where	you	have	houses.


DOUBLE	CHOICE	CARD	-	VENUS

Choose	one	of	the	personalities	on	the	card	and	
carry	out	its	action	as	normal.

CONSUL	-	Recruit	at	lower	cost	-	JUPITER

Same	as	Senator,	except	you	Purchase	1,	and	
only	1,	personality	card	and	only	pay	its	
base	red	cost,	ignoring	the	additional	cost	
indicated	below	the	card.


COLONIST	-	More	colonists	or	money	-	MARS

Either	(a)	Place	a	colonist	from	your	store-
house	in	the	capital	or	in	any	city	where	you	
have	a	house.	You	may	do	this	more	than	
once,	in	more	than	one	city,	paying	1	grain	+	
1	tools	for	each	colonist	you	place.	 
OR	(b)	Take	5	sestertii,	plus	an	additional	1	
for	each	colonist	you	have	on	the	map.

Storehouse:	Each	space	in	the	storehouse	stores	
one	colonist	or	one	good.	Stored	goods	cannot	be	
discarded.	Received	goods	must	always	be	stored,	
and	stored	immediately,	unless	a	player	receives	
more	goods	than	they	have	space	for.	In	this	case	
they	store	as	many	goods	as	possible,	choosing	
which	of	the	incoming	goods	to	discard.

Personality	Card: The	cards	in	your	starting	hand	
or	purchased	from	the	display.	

Colonist: either	a	boat	(sea)	or	a	person	(land).

Praefectus	Magnus: a	card	that	doubles	the	bonus	
of	the	Prefect’s	ability,	it	begins	with	the	last	player	
and	is	passed	counterclockwise	when	used.

Bonus	Token: the	small	goods	token	associated	
with	each	province.	

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 
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PR EFECT
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OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
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UND NIMM DEN 
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TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister
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top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.
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b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
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All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 
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The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR
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2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR
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Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.
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b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
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All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 
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Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.
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Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
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zuletzt 
ausgelegte 

persoNeNkarte.

diplomat

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat
pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS

SENATOR (ONLY INDIVIDUAL PLAY)
The player may purchase up to two personality 
cards from the card display and take them into 

their hand. The price of a card is the sum of:

�� �7KH�JRRGV�GHSLFWHG�LQVLGH�WKH�UHG�¿HOG�RI�WKH�FDUG
��  plus the goods depicted beneath the card’s position 

on the card display, where a question mark stands for 
a good of the player’s choice.

After the purchase(s), all remaining personality cards 
inside the display move to the left if their left position is 
empty, and the display is replenished to the new total of  
7 cards (as long as there are cards inside the stack)

PRAETOR (ONLY TEAM PLAY)
 
 
 

   

 

�
 

   
As with the Consul, the player may purchase 
one personality card from the display and take 

it into their hand (The only exception is that another 
Proconsul cannot be purchased this way.). After that, the 
partner plays another personality card from their own hand 
and executes its actions, but only for themselves. The only 
card the partner could not play would be the Legatus. The 
card display is only replenished until both partners have 
completed their turn.

Important: The partner’s play does not change the general 
turn order; the orange marker stays with the Proconsul 
until both partners completed their turn.

LEGATUS (ONLY TEAM PLAY)
The Legatus is a request to one’s partner 
for playing a certain card from their hand 

immediately. Before that happens, the player may inspect 
their partner‘s hand of cards, and silently suggest a certain 
card by putting it in front when returning the cards. Of 
course, the partner is always free to follow that suggestion 
or not. The partner plays a personality card, and that 
SHUVRQDOLW\�FDUG�¿QDOO\�SOD\HG�GHWHUPLQHV�WKH�DFWLRQV�IRU�
both partners in the usual way. Now the partner who plays 
the card also starts with executing the related actions. 

Note that the general turn order is not affected and the 
orange marker stays with the Legatus until both partners  
have completed their turn.

The picture shows the cheapest 4 personality cards on sale. The player wants 
to purchase the 
Mercator and 
the Architect 
card. It costs  
1 unit of 
wine for the 
Mercator card, 
and 1 tool and 
1 brick for the 
Architect card 
paid to the 
bank. Instead of a brick he could have paid with any other type of goods as 
the question mark allows a free choice of goods for payment. He takes the 
Mercator and the Architect card into his hand. Now the Prefect card moves 
by 1 and all other remaining cards by 2 positions to the left. Finally the 2 free 
spots on the display are replenished with 2 new cards from the stack. (The 
Farmer would have cost 1 brick, 1 food, and 1 cloth) 

Black and White play as one team:

Black plays a Proconsul and purchases 
one personality card from the display 
without paying additional costs. After him 
White plays a card and uses a Prefect to 
let a province produce. Now the team has 
completed its turn and the card display is 
replenished. Finally, the orange marker 
moves to Black’s left neighbor. 

Note that each of White’s cards would have worked only for himself: For 
instance, the Tribune would let only him recover his cards etc.

The player wants to purchase the Colonist 
card, which is located in 6th position inside 
the card’s display. He pays only 1 unit of 
food because the goods depicted on the card 
display are ignored (1 unit of free choice 
plus 1 cloth). But he cannot purchase more 
than 1 card. He takes the Colonist into his 
hand and the Prefect card moves one 
position to the left. The former position of 
the Prefect is replenished with a new card 
from the stack.

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Black and White play as one team:

Black would like to build houses, but not 
owning an Architect he plays the Legatus 
instead. He inspects the hand of cards from 
his partner and puts the Architect in front 
when returning the cards. White likes the 
suggestion, plays the Architect and executes 
its actions. After him, Black can build houses 
DV�GHVLUHG�DQG�¿QDOO\�KDQGV�WKH�RUDQJH�WXUQ�
order marker on to his left neighbor.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

wein

merk ator

Nimm 5 sesterzeN 
uNd haNdele iN 

Bis zu 
2 WareNsorteN.

TUCH

PURCHASE 
1 NEW 

PERSONALITY CARD 
WITHOUT ADDITIONAL 

COSTS (NOT PROCONSUL) 
AND PUT IT INTO YOUR 

HAND. THEN YOUR 
PARTNER PLAYS 1 CARD 

(USING IT ALONE).

PROCONSUL

black white

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

wein

merk ator

Nimm 5 sesterzeN 
uNd haNdele iN 

Bis zu 
2 WareNsorteN.

TUCH

KAUFE

1 PERSONENKARTE, 
AUSSER PROKONSUL,

OHNE ZUSATZKOSTEN

(AUF DIE HAND).
DANACH SPIELT DER

PARTNER EINE SEINER

KARTEN AUS UND NUTZT

SIE ALLEIN.

PROKONSUL

black white

LEGATUS

Your partner  
plaYs a card.

Before, You can 
inspect his cards and 

recommend one.

TOOLS

MOVE YOUR 
COLONISTS

THEN BUILD IN CITIES 
ADJACENT TO YOUR 

COLONISTS.

ARCHITECT

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

food 
bricks

Produce food 
in all your

fa r m e r

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

PERSONALITY  CARDS

SENATOR (ONLY INDIVIDUAL PLAY)
The player may purchase up to two personality 
cards from the card display and take them into 

their hand. The price of a card is the sum of:

�� �7KH�JRRGV�GHSLFWHG�LQVLGH�WKH�UHG�¿HOG�RI�WKH�FDUG
��  plus the goods depicted beneath the card’s position 

on the card display, where a question mark stands for 
a good of the player’s choice.

After the purchase(s), all remaining personality cards 
inside the display move to the left if their left position is 
empty, and the display is replenished to the new total of  
7 cards (as long as there are cards inside the stack)

PRAETOR (ONLY TEAM PLAY)
 
 
 

   

 

�
 

   
As with the Consul, the player may purchase 
one personality card from the display and take 

it into their hand (The only exception is that another 
Proconsul cannot be purchased this way.). After that, the 
partner plays another personality card from their own hand 
and executes its actions, but only for themselves. The only 
card the partner could not play would be the Legatus. The 
card display is only replenished until both partners have 
completed their turn.

Important: The partner’s play does not change the general 
turn order; the orange marker stays with the Proconsul 
until both partners completed their turn.

LEGATUS (ONLY TEAM PLAY)
The Legatus is a request to one’s partner 
for playing a certain card from their hand 

immediately. Before that happens, the player may inspect 
their partner‘s hand of cards, and silently suggest a certain 
card by putting it in front when returning the cards. Of 
course, the partner is always free to follow that suggestion 
or not. The partner plays a personality card, and that 
SHUVRQDOLW\�FDUG�¿QDOO\�SOD\HG�GHWHUPLQHV�WKH�DFWLRQV�IRU�
both partners in the usual way. Now the partner who plays 
the card also starts with executing the related actions. 

Note that the general turn order is not affected and the 
orange marker stays with the Legatus until both partners  
have completed their turn.

The picture shows the cheapest 4 personality cards on sale. The player wants 
to purchase the 
Mercator and 
the Architect 
card. It costs  
1 unit of 
wine for the 
Mercator card, 
and 1 tool and 
1 brick for the 
Architect card 
paid to the 
bank. Instead of a brick he could have paid with any other type of goods as 
the question mark allows a free choice of goods for payment. He takes the 
Mercator and the Architect card into his hand. Now the Prefect card moves 
by 1 and all other remaining cards by 2 positions to the left. Finally the 2 free 
spots on the display are replenished with 2 new cards from the stack. (The 
Farmer would have cost 1 brick, 1 food, and 1 cloth) 

Black and White play as one team:

Black plays a Proconsul and purchases 
one personality card from the display 
without paying additional costs. After him 
White plays a card and uses a Prefect to 
let a province produce. Now the team has 
completed its turn and the card display is 
replenished. Finally, the orange marker 
moves to Black’s left neighbor. 

Note that each of White’s cards would have worked only for himself: For 
instance, the Tribune would let only him recover his cards etc.

The player wants to purchase the Colonist 
card, which is located in 6th position inside 
the card’s display. He pays only 1 unit of 
food because the goods depicted on the card 
display are ignored (1 unit of free choice 
plus 1 cloth). But he cannot purchase more 
than 1 card. He takes the Colonist into his 
hand and the Prefect card moves one 
position to the left. The former position of 
the Prefect is replenished with a new card 
from the stack.

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Black and White play as one team:

Black would like to build houses, but not 
owning an Architect he plays the Legatus 
instead. He inspects the hand of cards from 
his partner and puts the Architect in front 
when returning the cards. White likes the 
suggestion, plays the Architect and executes 
its actions. After him, Black can build houses 
DV�GHVLUHG�DQG�¿QDOO\�KDQGV�WKH�RUDQJH�WXUQ�
order marker on to his left neighbor.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

wein

merk ator

Nimm 5 sesterzeN 
uNd haNdele iN 

Bis zu 
2 WareNsorteN.

TUCH

PURCHASE 
1 NEW 

PERSONALITY CARD 
WITHOUT ADDITIONAL 

COSTS (NOT PROCONSUL) 
AND PUT IT INTO YOUR 

HAND. THEN YOUR 
PARTNER PLAYS 1 CARD 

(USING IT ALONE).

PROCONSUL

black white

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

wein

merk ator

Nimm 5 sesterzeN 
uNd haNdele iN 

Bis zu 
2 WareNsorteN.

TUCH

KAUFE

1 PERSONENKARTE, 
AUSSER PROKONSUL,

OHNE ZUSATZKOSTEN

(AUF DIE HAND).
DANACH SPIELT DER

PARTNER EINE SEINER

KARTEN AUS UND NUTZT

SIE ALLEIN.

PROKONSUL

black white

LEGATUS

Your partner  
plaYs a card.

Before, You can 
inspect his cards and 

recommend one.

TOOLS

MOVE YOUR 
COLONISTS

THEN BUILD IN CITIES 
ADJACENT TO YOUR 

COLONISTS.

ARCHITECT

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

food 
bricks

Produce food 
in all your

fa r m e r

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

 
 

 
 
 
 
 
 
 

 

werkzeug

architekt

BeWege deiNe 
koloNisteN

uNd Baue daNaCh iN 
NaChBarstÄdteN.

 Nutze die voN 
eiNem mitspieler 

zuletzt 
ausgelegte 

persoNeNkarte.

diplomat

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat
pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 
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diplomat

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat
pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

 
 

 
 
 
 
 
 
 

 

werkzeug

architekt

BeWege deiNe 
koloNisteN

uNd Baue daNaCh iN 
NaChBarstÄdteN.

 Nutze die voN 
eiNem mitspieler 

zuletzt 
ausgelegte 

persoNeNkarte.

diplomat

Use an 
opponent's 
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pR ÆFEK t
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produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

STARTING	CARDS

OTHER	CARDS	AVAILABLE	FOR	PURCHASE

Further	ARCHITECT,	PREFECT,	DIPLOMAT	and	MERCATOR	cards	will	be	available	to	purchase	from	the	display.	 
There	are	no	further	SENATOR,	MAGISTER	and	TRIBUNE	cards	available.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 
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diplomat
pR ÆFEK t
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produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT
The player executes an action from a 
personality card that is on top of an 

opponent’s discard pile and thus is displayed 
face up in front of them. The action is executed 
the same as if the player had played that card 
himself. Actions of players who recently used a 
Diplomat card or took back their cards into their 
hand with their Tribune card cannot be copied.

In the Team Play variant, a personality card 
cannot be copied by the partner of the same 
team, because that partner is not considered as 
an opponent. Furthermore, a single card cannot 
be copied twice by 2 partners of the same team. 

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

Team Play variant: Here 
the picture shows the 
4 cards recently played by all players. Player 1 plays the Diplomat, which allows him 
to copy either the Mercator of player 2, or the Prefect of player 4. He cannot copy the 
Architect because player 3 is his partner and not an opponent. He copies the opponent’s 
Prefect and lets a province produce goods. Now his partner (player 3) also executes the 
actions of a Prefect and chooses to take the cash bonus. After him, player 2 plays a card 
for his team. If later in the game player 3 should also play a Diplomat, he would not be 
able to copy the Prefect of player 4 once again, because his partner already copied that 
card in the same round. 
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produziereN 
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proviNzBoNus.
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proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT
The player executes an action from a 
personality card that is on top of an 

opponent’s discard pile and thus is displayed 
face up in front of them. The action is executed 
the same as if the player had played that card 
himself. Actions of players who recently used a 
Diplomat card or took back their cards into their 
hand with their Tribune card cannot be copied.

In the Team Play variant, a personality card 
cannot be copied by the partner of the same 
team, because that partner is not considered as 
an opponent. Furthermore, a single card cannot 
be copied twice by 2 partners of the same team. 

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

Team Play variant: Here 
the picture shows the 
4 cards recently played by all players. Player 1 plays the Diplomat, which allows him 
to copy either the Mercator of player 2, or the Prefect of player 4. He cannot copy the 
Architect because player 3 is his partner and not an opponent. He copies the opponent’s 
Prefect and lets a province produce goods. Now his partner (player 3) also executes the 
actions of a Prefect and chooses to take the cash bonus. After him, player 2 plays a card 
for his team. If later in the game player 3 should also play a Diplomat, he would not be 
able to copy the Prefect of player 4 once again, because his partner already copied that 
card in the same round. 
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WINE

PR EFECT

TURN OVER ONE ACTIVE 
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THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT
The player executes an action from a 
personality card that is on top of an 

opponent’s discard pile and thus is displayed 
face up in front of them. The action is executed 
the same as if the player had played that card 
himself. Actions of players who recently used a 
Diplomat card or took back their cards into their 
hand with their Tribune card cannot be copied.

In the Team Play variant, a personality card 
cannot be copied by the partner of the same 
team, because that partner is not considered as 
an opponent. Furthermore, a single card cannot 
be copied twice by 2 partners of the same team. 

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

Team Play variant: Here 
the picture shows the 
4 cards recently played by all players. Player 1 plays the Diplomat, which allows him 
to copy either the Mercator of player 2, or the Prefect of player 4. He cannot copy the 
Architect because player 3 is his partner and not an opponent. He copies the opponent’s 
Prefect and lets a province produce goods. Now his partner (player 3) also executes the 
actions of a Prefect and chooses to take the cash bonus. After him, player 2 plays a card 
for his team. If later in the game player 3 should also play a Diplomat, he would not be 
able to copy the Prefect of player 4 once again, because his partner already copied that 
card in the same round. 
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(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
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THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT
The player executes an action from a 
personality card that is on top of an 

opponent’s discard pile and thus is displayed 
face up in front of them. The action is executed 
the same as if the player had played that card 
himself. Actions of players who recently used a 
Diplomat card or took back their cards into their 
hand with their Tribune card cannot be copied.

In the Team Play variant, a personality card 
cannot be copied by the partner of the same 
team, because that partner is not considered as 
an opponent. Furthermore, a single card cannot 
be copied twice by 2 partners of the same team. 

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
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9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

Team Play variant: Here 
the picture shows the 
4 cards recently played by all players. Player 1 plays the Diplomat, which allows him 
to copy either the Mercator of player 2, or the Prefect of player 4. He cannot copy the 
Architect because player 3 is his partner and not an opponent. He copies the opponent’s 
Prefect and lets a province produce goods. Now his partner (player 3) also executes the 
actions of a Prefect and chooses to take the cash bonus. After him, player 2 plays a card 
for his team. If later in the game player 3 should also play a Diplomat, he would not be 
able to copy the Prefect of player 4 once again, because his partner already copied that 
card in the same round. 

werkzeug

architekt

BeWege deiNe 
koloNisteN

uNd Baue daNaCh iN 
NaChBarstÄdteN.

 Nutze die voN 
eiNem mitspieler 

zuletzt 
ausgelegte 

persoNeNkarte.

diplomat

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat
pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR
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(AUF DIE HAND).
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NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT
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PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT
The player executes an action from a 
personality card that is on top of an 

opponent’s discard pile and thus is displayed 
face up in front of them. The action is executed 
the same as if the player had played that card 
himself. Actions of players who recently used a 
Diplomat card or took back their cards into their 
hand with their Tribune card cannot be copied.

In the Team Play variant, a personality card 
cannot be copied by the partner of the same 
team, because that partner is not considered as 
an opponent. Furthermore, a single card cannot 
be copied twice by 2 partners of the same team. 

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
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9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

Team Play variant: Here 
the picture shows the 
4 cards recently played by all players. Player 1 plays the Diplomat, which allows him 
to copy either the Mercator of player 2, or the Prefect of player 4. He cannot copy the 
Architect because player 3 is his partner and not an opponent. He copies the opponent’s 
Prefect and lets a province produce goods. Now his partner (player 3) also executes the 
actions of a Prefect and chooses to take the cash bonus. After him, player 2 plays a card 
for his team. If later in the game player 3 should also play a Diplomat, he would not be 
able to copy the Prefect of player 4 once again, because his partner already copied that 
card in the same round. 
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MERCATOR
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AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR
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UND HANDELE IN 
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2 WARENSORTEN.

PR ÆFEK T
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PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.

PERSONALITY  CARDS
MERCATOR
This turn is executed in 2 steps:

1. The player receives 3 sestertii from the bank 
(or 5 sestertii with a purchased Mercator).

2.  They may then trade in two types of goods 
with the bank. This means they may sell two 
types, buy two types, or sell one type and buy 
another. The number of units they may sell 
and/or buy is only limited by the free space 
inside their storehouse, where every single 
unit occupies one storage space. The trade 
LV�GRQH�DW�¿[HG�SULFHV��ZKLFK�DUH�VKRZQ�RQ�
the roof of the storehouses.

DIPLOMAT

MAGISTER  
(only individual play)

The player executes the actions from his 
previously played personality card once again. The only 
exception is the Senator who cannot be activated by a 
Magister. The actions of the previous card are executed 
as if the player had played that card themselves.

COLONIST 
The player chooses between two alternatives:

a) The player may place new colonists on the game 
board, each of which cost 1 food and 1 tool. New 
colonists can be placed inside the capital city or inside 
any other city where the player owns a house.

RU

b)  The player receives 5 sestertii plus 1 sestertius for 
each of their own colonists on the game board.

SPECIALISTS
�0DVRQ��)DUPHU��6PLWK�� 
9LQWQHU��:HDYHU� 

All the player’s houses of the related type of goods 
produce one unit each.

Green has 2 sestertii cash and her storehouse is as depicted. She plays the Mercator card 
and receives 3 sestertii (It is not a 
purchased Mercator). She sells  
3 units of wine for 3 x 6 = 18 sestertii 
to the bank, so that the total cash 
now is 23 sestertii. For her second 
type of goods she wants to buy 
bricks. She would be able to pay for 
up to 7 bricks, but there are only  
5 storage spaces available in the 
storehouse so that she cannot buy 
more than 5 units. She decides to buy 4 units of bricks paying 4x3=12 sestertii. She would 
have loved to buy a unit of food, but that is not allowed as she has already traded in two 
different types of goods.

The player has a total of 4 houses inside wine cities and plays the Vintner. She 
receives 4 units of wine and puts them on 4 empty storage spaces inside her 
storehouse. The other players do not receive any goods.

 Individual Play variant: The picture shows the personality cards recently played by the 
other 4 players. The 5th 
player plays a Diplomat 
card. He now may either 
execute the action of a 
Mercator, an Architect, or 
a Prefect. 

 
 

 
 
 
 
 
 
 

 

werkzeug

architekt

BeWege deiNe 
koloNisteN

uNd Baue daNaCh iN 
NaChBarstÄdteN.

 Nutze die voN 
eiNem mitspieler 

zuletzt 
ausgelegte 

persoNeNkarte.

diplomat

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat
pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

pR ÆFEK t

lass 1 proviNz 
produziereN 

uNd Nimm deN 
proviNzBoNus.

oder aktiviere alle 
proviNzeN uNd Nimm 

deN geldBoNus.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

SENatoR

kauFe Bis zu 
2 persoNeNkarteN 

(auF die HaNd).

MERCATOR

TAKE 3 SESTERTII 
AND TRADE UP TO 
2 TYPES OF GOODS.

The player plays the Magister. In his previous 
turn he had played a Prefect. Now the actions of a 
Prefect are executed once again.

SENATOR

KAUFE BIS ZU 
2 PERSONENKARTEN 

(AUF DIE HAND).

MERK ATOR

NIMM 3 SESTERZEN 
UND HANDELE IN 

BIS ZU 
2 WARENSORTEN.

PR ÆFEK T

LASS 1 PROVINZ 
PRODUZIEREN 

UND NIMM DEN 
PROVINZBONUS.

ODER AKTIVIERE ALLE 
PROVINZEN UND NIMM 

DEN GELDBONUS.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Magister

Use yoUr own  

top face Up 

personality card 

once again  

(not senator).

Red has 2 food and 3 tools in his storehouse and plays the Colonist card. 
Paying 2 food and 2 tools he places 2 colonists. 
He decides to place a new sea colonist in the 
capital city “Roma” and a new land colonist 
in “Massilia”. He could also have chosen to 
place one colonist in “Aquileia” instead, but 
not in “Novaria” because he has no house 
there (obviously, only a land colonist would be 
reasonable in “Novaria”). Or he could even 
place 2 colonists in the same city.



PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

T R I B UN E

TAKE BACK ALL YOUR 
PERSONALITY CARDS 

AND GAIN 1 SESTERTIUS 
FOR EACH CARD TAKEN 

IN EXCESS OF 3. INCLUDE 
THE TRIBUNE IN THE COUNT.

IN ADDITION YOU CAN BUILD

      1 COLONIST IN 
        ROMA FOR:

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

MoVe yoUr 
colonists

then BUild in cities 
adJacent to yoUr 

colonists.

aRCHitECt mERCatoR

taKe 3 sestertii 
and trade Up to 
2 types of Goods.

SENatoR

pUrchase Up to 
2 neW personality 

cards and pUt theM 
into yoUr hand.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

7  s ta rt i n g  c a r d s

c a r d s  fo r  s a l e
COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

food 
bricks

prodUce food 
in all yoUr

fa r m e r

tools 
bricks

prodUce tools 
in all yoUr

s m i t h

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

m a s o n

food

prodUce bricks 
in all yoUr

tools

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

I

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

III

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

TOOLS

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

dipLOmaT

IV

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

V

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

cloth 
bricks

Produce cloth 
in all your

w e av e r

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

wine 
bricks

Produce wine 
in all your

v in tner

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

II

c o nc o r di a

*We apologize for a 
misprint on the Diplomat 
FDUG�LQ�GHFN�,9�LQ�WKH�¿UVW�
edition. The cost is tools.
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Provinces

1. Distribute city tokens

1. 7KH����FLW\�WRNHQV�DUH�VKXIÀHG�ZHOO�DQG�GLVSOD\HG�RQ�WKH�JDPH�
board with their alphabetical characters face up. (As HELLAS 
does not contain cities with the character “D”, that city tokens 
DUH�WDNHQ�RXW�RI�WKH�JDPH��

2. 7KH�FLW\�WRNHQV�DUH�UDQGRPO\�DVVLJQHG�WR�WKH�FLWLHV�RQ�WKH�ERDUG�
DFFRUGLQJ�WR�WKHLU�FKDUDFWHUV�

3. 7KH� WRNHQV�DUH�ÀLSSHG�VR� WKDW� WKHLU� W\SH�RI�JRRGV�EHFRPHV�
visible.

2. Assign bonus markers

)RU�HYHU\�SURYLQFH� WKH�PRVW�YDOXDEOH� W\SH�RI�JRRGV� LV� LGHQWL¿HG�� 
The value of cloth is 7 sestertii, of wine 6, of tools 5, of food 4, and 
RI�EULFNV����$�ERQXV�PDUNHU�RI�WKDW�W\SH�LV�DVVLJQHG�WR�WKH�UHVSHFWLYH�
province inside the bonus marker section (small map in the corner 
RI�WKH�JDPH�ERDUG���

In this example the provinces of Euboea and Sporades already have 
IDFH�XS�FLW\�WRNHQV��$V�WKH�PRVW�YDOXDEOH�JRRG�LQ�(XERHD�LV�WRROV��
and in Sporades cloth, both provinces receive the appropriate bonus 
marker of those two types. The other provinces are treated in the 
same manner as well.

3. Prepare the stack of cards

1. 7ZR�YDULDQWV��7KH�LQGLYLGXDO�JDPH�
(2 to 5 players) requires the 30 
cards marked on their back with a 
column, whereas the team play (4 
or 6 players) requires the 30 cards 
marked on their back by the double 
circle.

2. 7KH����FDUGV�IRU�VDOH�DUH�DUUDQJHG�
DFFRUGLQJ� WR�
their Roman 
numeral on the 
back (I-V).

3. Cards with a 
QXPHUDO�ELJJHU�WKDQ�WKH�QXPEHU�RI�SOD\HUV�
DUH� WDNHQ� RXW� RI� WKH� JDPH� �IRU� LQVWDQFH��
with 3 players take out cards with IV and 
V). The other cards are sorted by numeral 
DQG�VKXIÀHG�ZHOO��)LQDOO\�WKH�FDUGV�IRUP�RQH�
complete face down stack: the I cards on 
top, beneath them the II cards, etc. 

4. The top 7 cards from stack are displayed 
face up inside the display area. The 
UHPDLQLQJ�VWDFN�LV�SXW�QHDU�WKH�FDUG�GLVSOD\�DUHD��DORQJ�ZLWK�
the Concordia Card.

Game Flow

Card Display AreaCONCORDIA VENUS

4. Start Player

The start player is determined randomly. 
7KH�3UDHIHFWXV�0DJQXV�LV�DVVLJQHG�WR�
the last player in player order. 

5. Only for the team play variant

All establish teams of 2 players each and 
take their seats opposite to each other. 
7KH� VWDUW� SOD\HU� UHFHLYHV� WKH� RUDQJH�
marker for the turn order.

,Q� WKH� IROORZLQJ�H[DPSOH� IRU���SOD\HUV��
SOD\HUV���DQG���DUH�WKH�¿UVW�WHDP��SOD\HUV�
2 and 5 the 
s e c o n d 
team, and 
players 3 
and 6 are 
the third 
team. 

1

4

2

5

36

Column:
individual 
JDPH

Double Circle:
team play

6. Player Setup

Each player (here: yellow) places 
WKHLU� VFRULQJ� PDUNHU� RQWR� WKH�
VFRULQJ� WUDFN� DW� =HUR� DQG� RQH�
land and one sea colonist into the 
capital city. If the team play variant 
is played, the second partner of 
HDFK� WHDP� SODFHV� WKHLU� VWDUWLQJ�
colonists in a city free of choice, 
but not directly adjacent to the 
capital city. (In case the chosen city 
is only connected by land or sea 
OLQHV��ERWK�VWDUWLQJ�FRORQLVWV�PDWFK�
that situation, here displayed for the 
red player). 

In addition, all players place their 
RWKHU���FRORQLVWV�HDFK�LQWR���VWRUDJH�
spaces inside their storehouses as 
ZHOO�DV���XQLWV�RI�JRRGV��

2 food, 1 cloth, 1 wine, 1 brick, and  

�� WRRO��1RZ����RI� WKH����VWRUDJH�
spaces are occupied.

They take the 15 
wooden houses 
of their color into 
WKHLU�VXSSO\�DORQJ�
with a player aid.

If the individual 
game variant is 
played, they take 
their 8 starting 
cards into their 

hand, which are marked on the 
back by a column. The start player 
receives 5 sestertii, the 2nd player 6 
VHVWHUWLL�HWF��DV�WKHLU�VWDUWLQJ�PRQH\��

If the team play variant is played, 
WKH\� WDNH� WKH� �� VWDUWLQJ� FDUGV�
marked by the double circle 
respectively, but put one of them 
back to the box so 
that each player 
starts only with 
6 cards: The 1st 
partner inside a team 
ditches the Diplomat, and the 2nd 
partner ditches the Architect. Both 
partners of the 1st team start with 5 
sestertii each, both partners of the 
2nd team start with 6 sestertii each, 
and if there is a 3rd team, those 
partners start with 7 sestertii each.

8

6

GA ME SETUP 

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

T R I B UN E

TAKE BACK ALL YOUR 
PERSONALITY CARDS 

AND GAIN 1 SESTERTIUS 
FOR EACH CARD TAKEN 

IN EXCESS OF 3. INCLUDE 
THE TRIBUNE IN THE COUNT.

IN ADDITION YOU CAN BUILD

      1 COLONIST IN 
        ROMA FOR:

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

MoVe yoUr 
colonists

then BUild in cities 
adJacent to yoUr 

colonists.

aRCHitECt mERCatoR

taKe 3 sestertii 
and trade Up to 
2 types of Goods.

SENatoR

pUrchase Up to 
2 neW personality 

cards and pUt theM 
into yoUr hand.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

7  s ta rt i n g  c a r d s

c a r d s  fo r  s a l e
COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

food 
bricks

prodUce food 
in all yoUr

fa r m e r

tools 
bricks

prodUce tools 
in all yoUr

s m i t h

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

m a s o n

food

prodUce bricks 
in all yoUr

tools

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

I

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

III

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

TOOLS

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

dipLOmaT

IV

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

V

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

cloth 
bricks

Produce cloth 
in all your

w e av e r

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

wine 
bricks

Produce wine 
in all your

v in tner

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

II

c o nc o r di a

*We apologize for a 
misprint on the Diplomat 
FDUG�LQ�GHFN�,9�LQ�WKH�¿UVW�
edition. The cost is tools.
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Provinces

1. Distribute city tokens

1. 7KH����FLW\�WRNHQV�DUH�VKXIÀHG�ZHOO�DQG�GLVSOD\HG�RQ�WKH�JDPH�
board with their alphabetical characters face up. (As HELLAS 
does not contain cities with the character “D”, that city tokens 
DUH�WDNHQ�RXW�RI�WKH�JDPH��

2. 7KH�FLW\�WRNHQV�DUH�UDQGRPO\�DVVLJQHG�WR�WKH�FLWLHV�RQ�WKH�ERDUG�
DFFRUGLQJ�WR�WKHLU�FKDUDFWHUV�

3. 7KH� WRNHQV�DUH�ÀLSSHG�VR� WKDW� WKHLU� W\SH�RI�JRRGV�EHFRPHV�
visible.

2. Assign bonus markers

)RU�HYHU\�SURYLQFH� WKH�PRVW�YDOXDEOH� W\SH�RI�JRRGV� LV� LGHQWL¿HG�� 
The value of cloth is 7 sestertii, of wine 6, of tools 5, of food 4, and 
RI�EULFNV����$�ERQXV�PDUNHU�RI�WKDW�W\SH�LV�DVVLJQHG�WR�WKH�UHVSHFWLYH�
province inside the bonus marker section (small map in the corner 
RI�WKH�JDPH�ERDUG���

In this example the provinces of Euboea and Sporades already have 
IDFH�XS�FLW\�WRNHQV��$V�WKH�PRVW�YDOXDEOH�JRRG�LQ�(XERHD�LV�WRROV��
and in Sporades cloth, both provinces receive the appropriate bonus 
marker of those two types. The other provinces are treated in the 
same manner as well.

3. Prepare the stack of cards

1. 7ZR�YDULDQWV��7KH�LQGLYLGXDO�JDPH�
(2 to 5 players) requires the 30 
cards marked on their back with a 
column, whereas the team play (4 
or 6 players) requires the 30 cards 
marked on their back by the double 
circle.

2. 7KH����FDUGV�IRU�VDOH�DUH�DUUDQJHG�
DFFRUGLQJ� WR�
their Roman 
numeral on the 
back (I-V).

3. Cards with a 
QXPHUDO�ELJJHU�WKDQ�WKH�QXPEHU�RI�SOD\HUV�
DUH� WDNHQ� RXW� RI� WKH� JDPH� �IRU� LQVWDQFH��
with 3 players take out cards with IV and 
V). The other cards are sorted by numeral 
DQG�VKXIÀHG�ZHOO��)LQDOO\�WKH�FDUGV�IRUP�RQH�
complete face down stack: the I cards on 
top, beneath them the II cards, etc. 

4. The top 7 cards from stack are displayed 
face up inside the display area. The 
UHPDLQLQJ�VWDFN�LV�SXW�QHDU�WKH�FDUG�GLVSOD\�DUHD��DORQJ�ZLWK�
the Concordia Card.

Game Flow

Card Display AreaCONCORDIA VENUS

4. Start Player

The start player is determined randomly. 
7KH�3UDHIHFWXV�0DJQXV�LV�DVVLJQHG�WR�
the last player in player order. 

5. Only for the team play variant

All establish teams of 2 players each and 
take their seats opposite to each other. 
7KH� VWDUW� SOD\HU� UHFHLYHV� WKH� RUDQJH�
marker for the turn order.

,Q� WKH� IROORZLQJ�H[DPSOH� IRU���SOD\HUV��
SOD\HUV���DQG���DUH�WKH�¿UVW�WHDP��SOD\HUV�
2 and 5 the 
s e c o n d 
team, and 
players 3 
and 6 are 
the third 
team. 

1

4

2

5

36

Column:
individual 
JDPH

Double Circle:
team play

6. Player Setup

Each player (here: yellow) places 
WKHLU� VFRULQJ� PDUNHU� RQWR� WKH�
VFRULQJ� WUDFN� DW� =HUR� DQG� RQH�
land and one sea colonist into the 
capital city. If the team play variant 
is played, the second partner of 
HDFK� WHDP� SODFHV� WKHLU� VWDUWLQJ�
colonists in a city free of choice, 
but not directly adjacent to the 
capital city. (In case the chosen city 
is only connected by land or sea 
OLQHV��ERWK�VWDUWLQJ�FRORQLVWV�PDWFK�
that situation, here displayed for the 
red player). 

In addition, all players place their 
RWKHU���FRORQLVWV�HDFK�LQWR���VWRUDJH�
spaces inside their storehouses as 
ZHOO�DV���XQLWV�RI�JRRGV��

2 food, 1 cloth, 1 wine, 1 brick, and  

�� WRRO��1RZ����RI� WKH����VWRUDJH�
spaces are occupied.

They take the 15 
wooden houses 
of their color into 
WKHLU�VXSSO\�DORQJ�
with a player aid.

If the individual 
game variant is 
played, they take 
their 8 starting 
cards into their 

hand, which are marked on the 
back by a column. The start player 
receives 5 sestertii, the 2nd player 6 
VHVWHUWLL�HWF��DV�WKHLU�VWDUWLQJ�PRQH\��

If the team play variant is played, 
WKH\� WDNH� WKH� �� VWDUWLQJ� FDUGV�
marked by the double circle 
respectively, but put one of them 
back to the box so 
that each player 
starts only with 
6 cards: The 1st 
partner inside a team 
ditches the Diplomat, and the 2nd 
partner ditches the Architect. Both 
partners of the 1st team start with 5 
sestertii each, both partners of the 
2nd team start with 6 sestertii each, 
and if there is a 3rd team, those 
partners start with 7 sestertii each.
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GA ME SETUP 

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

T R I B UN E

TAKE BACK ALL YOUR 
PERSONALITY CARDS 

AND GAIN 1 SESTERTIUS 
FOR EACH CARD TAKEN 

IN EXCESS OF 3. INCLUDE 
THE TRIBUNE IN THE COUNT.

IN ADDITION YOU CAN BUILD

      1 COLONIST IN 
        ROMA FOR:

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

MoVe yoUr 
colonists

then BUild in cities 
adJacent to yoUr 

colonists.

aRCHitECt mERCatoR

taKe 3 sestertii 
and trade Up to 
2 types of Goods.

SENatoR

pUrchase Up to 
2 neW personality 

cards and pUt theM 
into yoUr hand.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

7  s ta rt i n g  c a r d s

c a r d s  fo r  s a l e
COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

food 
bricks

prodUce food 
in all yoUr

fa r m e r

tools 
bricks

prodUce tools 
in all yoUr

s m i t h

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

m a s o n

food

prodUce bricks 
in all yoUr

tools

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

I

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

III

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

TOOLS

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

dipLOmaT

IV

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

V

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

cloth 
bricks

Produce cloth 
in all your

w e av e r

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

wine 
bricks

Produce wine 
in all your

v in tner

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

II

c o nc o r di a

*We apologize for a 
misprint on the Diplomat 
FDUG�LQ�GHFN�,9�LQ�WKH�¿UVW�
edition. The cost is tools.
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Provinces

1. Distribute city tokens

1. 7KH����FLW\�WRNHQV�DUH�VKXIÀHG�ZHOO�DQG�GLVSOD\HG�RQ�WKH�JDPH�
board with their alphabetical characters face up. (As HELLAS 
does not contain cities with the character “D”, that city tokens 
DUH�WDNHQ�RXW�RI�WKH�JDPH��

2. 7KH�FLW\�WRNHQV�DUH�UDQGRPO\�DVVLJQHG�WR�WKH�FLWLHV�RQ�WKH�ERDUG�
DFFRUGLQJ�WR�WKHLU�FKDUDFWHUV�

3. 7KH� WRNHQV�DUH�ÀLSSHG�VR� WKDW� WKHLU� W\SH�RI�JRRGV�EHFRPHV�
visible.

2. Assign bonus markers

)RU�HYHU\�SURYLQFH� WKH�PRVW�YDOXDEOH� W\SH�RI�JRRGV� LV� LGHQWL¿HG�� 
The value of cloth is 7 sestertii, of wine 6, of tools 5, of food 4, and 
RI�EULFNV����$�ERQXV�PDUNHU�RI�WKDW�W\SH�LV�DVVLJQHG�WR�WKH�UHVSHFWLYH�
province inside the bonus marker section (small map in the corner 
RI�WKH�JDPH�ERDUG���

In this example the provinces of Euboea and Sporades already have 
IDFH�XS�FLW\�WRNHQV��$V�WKH�PRVW�YDOXDEOH�JRRG�LQ�(XERHD�LV�WRROV��
and in Sporades cloth, both provinces receive the appropriate bonus 
marker of those two types. The other provinces are treated in the 
same manner as well.

3. Prepare the stack of cards

1. 7ZR�YDULDQWV��7KH�LQGLYLGXDO�JDPH�
(2 to 5 players) requires the 30 
cards marked on their back with a 
column, whereas the team play (4 
or 6 players) requires the 30 cards 
marked on their back by the double 
circle.

2. 7KH����FDUGV�IRU�VDOH�DUH�DUUDQJHG�
DFFRUGLQJ� WR�
their Roman 
numeral on the 
back (I-V).

3. Cards with a 
QXPHUDO�ELJJHU�WKDQ�WKH�QXPEHU�RI�SOD\HUV�
DUH� WDNHQ� RXW� RI� WKH� JDPH� �IRU� LQVWDQFH��
with 3 players take out cards with IV and 
V). The other cards are sorted by numeral 
DQG�VKXIÀHG�ZHOO��)LQDOO\�WKH�FDUGV�IRUP�RQH�
complete face down stack: the I cards on 
top, beneath them the II cards, etc. 

4. The top 7 cards from stack are displayed 
face up inside the display area. The 
UHPDLQLQJ�VWDFN�LV�SXW�QHDU�WKH�FDUG�GLVSOD\�DUHD��DORQJ�ZLWK�
the Concordia Card.

Game Flow

Card Display AreaCONCORDIA VENUS

4. Start Player

The start player is determined randomly. 
7KH�3UDHIHFWXV�0DJQXV�LV�DVVLJQHG�WR�
the last player in player order. 

5. Only for the team play variant

All establish teams of 2 players each and 
take their seats opposite to each other. 
7KH� VWDUW� SOD\HU� UHFHLYHV� WKH� RUDQJH�
marker for the turn order.

,Q� WKH� IROORZLQJ�H[DPSOH� IRU���SOD\HUV��
SOD\HUV���DQG���DUH�WKH�¿UVW�WHDP��SOD\HUV�
2 and 5 the 
s e c o n d 
team, and 
players 3 
and 6 are 
the third 
team. 

1

4

2

5

36

Column:
individual 
JDPH

Double Circle:
team play

6. Player Setup

Each player (here: yellow) places 
WKHLU� VFRULQJ� PDUNHU� RQWR� WKH�
VFRULQJ� WUDFN� DW� =HUR� DQG� RQH�
land and one sea colonist into the 
capital city. If the team play variant 
is played, the second partner of 
HDFK� WHDP� SODFHV� WKHLU� VWDUWLQJ�
colonists in a city free of choice, 
but not directly adjacent to the 
capital city. (In case the chosen city 
is only connected by land or sea 
OLQHV��ERWK�VWDUWLQJ�FRORQLVWV�PDWFK�
that situation, here displayed for the 
red player). 

In addition, all players place their 
RWKHU���FRORQLVWV�HDFK�LQWR���VWRUDJH�
spaces inside their storehouses as 
ZHOO�DV���XQLWV�RI�JRRGV��

2 food, 1 cloth, 1 wine, 1 brick, and  

�� WRRO��1RZ����RI� WKH����VWRUDJH�
spaces are occupied.

They take the 15 
wooden houses 
of their color into 
WKHLU�VXSSO\�DORQJ�
with a player aid.

If the individual 
game variant is 
played, they take 
their 8 starting 
cards into their 

hand, which are marked on the 
back by a column. The start player 
receives 5 sestertii, the 2nd player 6 
VHVWHUWLL�HWF��DV�WKHLU�VWDUWLQJ�PRQH\��

If the team play variant is played, 
WKH\� WDNH� WKH� �� VWDUWLQJ� FDUGV�
marked by the double circle 
respectively, but put one of them 
back to the box so 
that each player 
starts only with 
6 cards: The 1st 
partner inside a team 
ditches the Diplomat, and the 2nd 
partner ditches the Architect. Both 
partners of the 1st team start with 5 
sestertii each, both partners of the 
2nd team start with 6 sestertii each, 
and if there is a 3rd team, those 
partners start with 7 sestertii each.

8

6

GA ME SETUP 

END GAME SCORING
Players	score	based	on	a	specific	achievement	that	each	god	rewards,	multiplied	by	the	number	of	cards	of	
that	god	that	they	have.	The	number	of	cards	of	each	god	available	to	purchase	at	different	player	counts	is	
shown	on	the	Pantheon	Tile.

After	every	player	has	taken	their	final	turn:

1. Each	player	calculates	the	value	of	the	remaining	goods	in	their	storehouse.

2. Each	player	arranges	their	cards	according	to	their	different	gods.

3. Using	the	scoring	track,	score	each	god	in	turn	for	each	player.

	 	 7	if	you	have	the	Concordia	Card.


	 	 ((Amount	of	Sestertii)	+	(Value	of	remaining	goods))	÷	10,	Rounded	down


	 	 (No.	of	non-Brick	Cities	with	a	house)	 ×	(No.	of	Jupiter	Cards)


	 	 (No.	of	provinces	you	have	built	in)		 ×	(No.	of	Saturnus	Cards)


	 	 (No.	of	provinces	with	2	houses	or	more)	 ×	(No.	of	Venus	Cards)	 ×(2)


	 	 (No.	of	types	of	good	you	can	produce)	 ×	(No.	of	Mercurius	Cards)	 ×(2)


	 	 (No.	of	Colonists	on	the	board)	 	 ×	(No.	of	Mars	Cards)	 ×(2)


	 	 Minerva	Points	(See	below)

THE	PLAYER	WITH	THE	MOST	POINTS	WINS

A	tie	is	won	by	the	player	with	the	PM,	or	by	whichever	of	the	tied	players	would	receive	it	next.

Mason:		 (No.	of	Brick	Cities	with	a	house)	 ×(3)


Farmer:		 (No.	of	Food	Cities	with	a	house)	 ×(3)


Smith:		 (No.	of	Tools	Cities	with	a	house)	 ×(3)


Vintner:		 (No.	of	Wine	Cities	with	a	house)	 ×(4)


Weaver:		 (No.	of	Cloth	Cities	with	a	house)	 ×(5)

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

T R I B UN E

TAKE BACK ALL YOUR 
PERSONALITY CARDS 

AND GAIN 1 SESTERTIUS 
FOR EACH CARD TAKEN 

IN EXCESS OF 3. INCLUDE 
THE TRIBUNE IN THE COUNT.

IN ADDITION YOU CAN BUILD

      1 COLONIST IN 
        ROMA FOR:

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

MoVe yoUr 
colonists

then BUild in cities 
adJacent to yoUr 

colonists.

aRCHitECt mERCatoR

taKe 3 sestertii 
and trade Up to 
2 types of Goods.

SENatoR

pUrchase Up to 
2 neW personality 

cards and pUt theM 
into yoUr hand.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

7  s ta rt i n g  c a r d s

c a r d s  fo r  s a l e
COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

food 
bricks

prodUce food 
in all yoUr

fa r m e r

tools 
bricks

prodUce tools 
in all yoUr

s m i t h

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

m a s o n

food

prodUce bricks 
in all yoUr

tools

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

I

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

III

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

TOOLS

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

dipLOmaT

IV

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

V

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

cloth 
bricks

Produce cloth 
in all your

w e av e r

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

wine 
bricks

Produce wine 
in all your

v in tner

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

II

c o nc o r di a

*We apologize for a 
misprint on the Diplomat 
FDUG�LQ�GHFN�,9�LQ�WKH�¿UVW�
edition. The cost is tools.
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Provinces

1. Distribute city tokens

1. 7KH����FLW\�WRNHQV�DUH�VKXIÀHG�ZHOO�DQG�GLVSOD\HG�RQ�WKH�JDPH�
board with their alphabetical characters face up. (As HELLAS 
does not contain cities with the character “D”, that city tokens 
DUH�WDNHQ�RXW�RI�WKH�JDPH��

2. 7KH�FLW\�WRNHQV�DUH�UDQGRPO\�DVVLJQHG�WR�WKH�FLWLHV�RQ�WKH�ERDUG�
DFFRUGLQJ�WR�WKHLU�FKDUDFWHUV�

3. 7KH� WRNHQV�DUH�ÀLSSHG�VR� WKDW� WKHLU� W\SH�RI�JRRGV�EHFRPHV�
visible.

2. Assign bonus markers

)RU�HYHU\�SURYLQFH� WKH�PRVW�YDOXDEOH� W\SH�RI�JRRGV� LV� LGHQWL¿HG�� 
The value of cloth is 7 sestertii, of wine 6, of tools 5, of food 4, and 
RI�EULFNV����$�ERQXV�PDUNHU�RI�WKDW�W\SH�LV�DVVLJQHG�WR�WKH�UHVSHFWLYH�
province inside the bonus marker section (small map in the corner 
RI�WKH�JDPH�ERDUG���

In this example the provinces of Euboea and Sporades already have 
IDFH�XS�FLW\�WRNHQV��$V�WKH�PRVW�YDOXDEOH�JRRG�LQ�(XERHD�LV�WRROV��
and in Sporades cloth, both provinces receive the appropriate bonus 
marker of those two types. The other provinces are treated in the 
same manner as well.

3. Prepare the stack of cards

1. 7ZR�YDULDQWV��7KH�LQGLYLGXDO�JDPH�
(2 to 5 players) requires the 30 
cards marked on their back with a 
column, whereas the team play (4 
or 6 players) requires the 30 cards 
marked on their back by the double 
circle.

2. 7KH����FDUGV�IRU�VDOH�DUH�DUUDQJHG�
DFFRUGLQJ� WR�
their Roman 
numeral on the 
back (I-V).

3. Cards with a 
QXPHUDO�ELJJHU�WKDQ�WKH�QXPEHU�RI�SOD\HUV�
DUH� WDNHQ� RXW� RI� WKH� JDPH� �IRU� LQVWDQFH��
with 3 players take out cards with IV and 
V). The other cards are sorted by numeral 
DQG�VKXIÀHG�ZHOO��)LQDOO\�WKH�FDUGV�IRUP�RQH�
complete face down stack: the I cards on 
top, beneath them the II cards, etc. 

4. The top 7 cards from stack are displayed 
face up inside the display area. The 
UHPDLQLQJ�VWDFN�LV�SXW�QHDU�WKH�FDUG�GLVSOD\�DUHD��DORQJ�ZLWK�
the Concordia Card.

Game Flow

Card Display AreaCONCORDIA VENUS

4. Start Player

The start player is determined randomly. 
7KH�3UDHIHFWXV�0DJQXV�LV�DVVLJQHG�WR�
the last player in player order. 

5. Only for the team play variant

All establish teams of 2 players each and 
take their seats opposite to each other. 
7KH� VWDUW� SOD\HU� UHFHLYHV� WKH� RUDQJH�
marker for the turn order.

,Q� WKH� IROORZLQJ�H[DPSOH� IRU���SOD\HUV��
SOD\HUV���DQG���DUH�WKH�¿UVW�WHDP��SOD\HUV�
2 and 5 the 
s e c o n d 
team, and 
players 3 
and 6 are 
the third 
team. 

1

4

2

5

36

Column:
individual 
JDPH

Double Circle:
team play

6. Player Setup

Each player (here: yellow) places 
WKHLU� VFRULQJ� PDUNHU� RQWR� WKH�
VFRULQJ� WUDFN� DW� =HUR� DQG� RQH�
land and one sea colonist into the 
capital city. If the team play variant 
is played, the second partner of 
HDFK� WHDP� SODFHV� WKHLU� VWDUWLQJ�
colonists in a city free of choice, 
but not directly adjacent to the 
capital city. (In case the chosen city 
is only connected by land or sea 
OLQHV��ERWK�VWDUWLQJ�FRORQLVWV�PDWFK�
that situation, here displayed for the 
red player). 

In addition, all players place their 
RWKHU���FRORQLVWV�HDFK�LQWR���VWRUDJH�
spaces inside their storehouses as 
ZHOO�DV���XQLWV�RI�JRRGV��

2 food, 1 cloth, 1 wine, 1 brick, and  

�� WRRO��1RZ����RI� WKH����VWRUDJH�
spaces are occupied.

They take the 15 
wooden houses 
of their color into 
WKHLU�VXSSO\�DORQJ�
with a player aid.

If the individual 
game variant is 
played, they take 
their 8 starting 
cards into their 

hand, which are marked on the 
back by a column. The start player 
receives 5 sestertii, the 2nd player 6 
VHVWHUWLL�HWF��DV�WKHLU�VWDUWLQJ�PRQH\��

If the team play variant is played, 
WKH\� WDNH� WKH� �� VWDUWLQJ� FDUGV�
marked by the double circle 
respectively, but put one of them 
back to the box so 
that each player 
starts only with 
6 cards: The 1st 
partner inside a team 
ditches the Diplomat, and the 2nd 
partner ditches the Architect. Both 
partners of the 1st team start with 5 
sestertii each, both partners of the 
2nd team start with 6 sestertii each, 
and if there is a 3rd team, those 
partners start with 7 sestertii each.
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GA ME SETUP 

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

T R I B UN E

TAKE BACK ALL YOUR 
PERSONALITY CARDS 

AND GAIN 1 SESTERTIUS 
FOR EACH CARD TAKEN 

IN EXCESS OF 3. INCLUDE 
THE TRIBUNE IN THE COUNT.

IN ADDITION YOU CAN BUILD

      1 COLONIST IN 
        ROMA FOR:

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

MoVe yoUr 
colonists

then BUild in cities 
adJacent to yoUr 

colonists.

aRCHitECt mERCatoR

taKe 3 sestertii 
and trade Up to 
2 types of Goods.

SENatoR

pUrchase Up to 
2 neW personality 

cards and pUt theM 
into yoUr hand.

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

7  s ta rt i n g  c a r d s

c a r d s  fo r  s a l e
COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

food 
bricks

prodUce food 
in all yoUr

fa r m e r

tools 
bricks

prodUce tools 
in all yoUr

s m i t h

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

m a s o n

food

prodUce bricks 
in all yoUr

tools

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

I

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

III

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

TOOLS

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

dipLOmaT

IV

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

food

Use an 
opponent's 
top face Up 
personality 
card in his 

discard pile.

diplomat

V

COLONIST

FOOD

BUILD NEW 
COLONISTS IN 
YOUR CITIES, 

  EACH FOR:

OR, TAKE 
5 SESTERTII PLUS 
1 PER COLONIST.

cloth 
bricks

Produce cloth 
in all your

w e av e r

WINE

PR EFECT

TURN OVER ONE ACTIVE 
PROVINCE TILE TO TAKE 

THE PRODUCTION BONUS, 
AND THEN THE PROVINCE 

PRODUCES.

OR, REACTIVATE ALL PROVINCE 
TILES TO TAKE THE COINS AS A 

CASH BONUS.

tools

MoVe yoUr 
colonists

then bUild in cities 
adJacent to yoUr 

colonists.

architect

Wine

mercator

take 5 sestertii 
and trade Up to 
2 types of Goods.

wine 
bricks

Produce wine 
in all your

v in tner

cloth

 PurchaSe 1 new 
PerSonality card 

without additional coStS 
and Put it into your hand.

c o n s U l

II

c o nc o r di a

*We apologize for a 
misprint on the Diplomat 
FDUG�LQ�GHFN�,9�LQ�WKH�¿UVW�
edition. The cost is tools.

*
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Provinces

1. Distribute city tokens

1. 7KH����FLW\�WRNHQV�DUH�VKXIÀHG�ZHOO�DQG�GLVSOD\HG�RQ�WKH�JDPH�
board with their alphabetical characters face up. (As HELLAS 
does not contain cities with the character “D”, that city tokens 
DUH�WDNHQ�RXW�RI�WKH�JDPH��

2. 7KH�FLW\�WRNHQV�DUH�UDQGRPO\�DVVLJQHG�WR�WKH�FLWLHV�RQ�WKH�ERDUG�
DFFRUGLQJ�WR�WKHLU�FKDUDFWHUV�

3. 7KH� WRNHQV�DUH�ÀLSSHG�VR� WKDW� WKHLU� W\SH�RI�JRRGV�EHFRPHV�
visible.

2. Assign bonus markers

)RU�HYHU\�SURYLQFH� WKH�PRVW�YDOXDEOH� W\SH�RI�JRRGV� LV� LGHQWL¿HG�� 
The value of cloth is 7 sestertii, of wine 6, of tools 5, of food 4, and 
RI�EULFNV����$�ERQXV�PDUNHU�RI�WKDW�W\SH�LV�DVVLJQHG�WR�WKH�UHVSHFWLYH�
province inside the bonus marker section (small map in the corner 
RI�WKH�JDPH�ERDUG���

In this example the provinces of Euboea and Sporades already have 
IDFH�XS�FLW\�WRNHQV��$V�WKH�PRVW�YDOXDEOH�JRRG�LQ�(XERHD�LV�WRROV��
and in Sporades cloth, both provinces receive the appropriate bonus 
marker of those two types. The other provinces are treated in the 
same manner as well.

3. Prepare the stack of cards

1. 7ZR�YDULDQWV��7KH�LQGLYLGXDO�JDPH�
(2 to 5 players) requires the 30 
cards marked on their back with a 
column, whereas the team play (4 
or 6 players) requires the 30 cards 
marked on their back by the double 
circle.

2. 7KH����FDUGV�IRU�VDOH�DUH�DUUDQJHG�
DFFRUGLQJ� WR�
their Roman 
numeral on the 
back (I-V).

3. Cards with a 
QXPHUDO�ELJJHU�WKDQ�WKH�QXPEHU�RI�SOD\HUV�
DUH� WDNHQ� RXW� RI� WKH� JDPH� �IRU� LQVWDQFH��
with 3 players take out cards with IV and 
V). The other cards are sorted by numeral 
DQG�VKXIÀHG�ZHOO��)LQDOO\�WKH�FDUGV�IRUP�RQH�
complete face down stack: the I cards on 
top, beneath them the II cards, etc. 

4. The top 7 cards from stack are displayed 
face up inside the display area. The 
UHPDLQLQJ�VWDFN�LV�SXW�QHDU�WKH�FDUG�GLVSOD\�DUHD��DORQJ�ZLWK�
the Concordia Card.

Game Flow

Card Display AreaCONCORDIA VENUS

4. Start Player

The start player is determined randomly. 
7KH�3UDHIHFWXV�0DJQXV�LV�DVVLJQHG�WR�
the last player in player order. 

5. Only for the team play variant

All establish teams of 2 players each and 
take their seats opposite to each other. 
7KH� VWDUW� SOD\HU� UHFHLYHV� WKH� RUDQJH�
marker for the turn order.

,Q� WKH� IROORZLQJ�H[DPSOH� IRU���SOD\HUV��
SOD\HUV���DQG���DUH�WKH�¿UVW�WHDP��SOD\HUV�
2 and 5 the 
s e c o n d 
team, and 
players 3 
and 6 are 
the third 
team. 

1

4

2

5

36

Column:
individual 
JDPH

Double Circle:
team play

6. Player Setup

Each player (here: yellow) places 
WKHLU� VFRULQJ� PDUNHU� RQWR� WKH�
VFRULQJ� WUDFN� DW� =HUR� DQG� RQH�
land and one sea colonist into the 
capital city. If the team play variant 
is played, the second partner of 
HDFK� WHDP� SODFHV� WKHLU� VWDUWLQJ�
colonists in a city free of choice, 
but not directly adjacent to the 
capital city. (In case the chosen city 
is only connected by land or sea 
OLQHV��ERWK�VWDUWLQJ�FRORQLVWV�PDWFK�
that situation, here displayed for the 
red player). 

In addition, all players place their 
RWKHU���FRORQLVWV�HDFK�LQWR���VWRUDJH�
spaces inside their storehouses as 
ZHOO�DV���XQLWV�RI�JRRGV��

2 food, 1 cloth, 1 wine, 1 brick, and  

�� WRRO��1RZ����RI� WKH����VWRUDJH�
spaces are occupied.

They take the 15 
wooden houses 
of their color into 
WKHLU�VXSSO\�DORQJ�
with a player aid.

If the individual 
game variant is 
played, they take 
their 8 starting 
cards into their 

hand, which are marked on the 
back by a column. The start player 
receives 5 sestertii, the 2nd player 6 
VHVWHUWLL�HWF��DV�WKHLU�VWDUWLQJ�PRQH\��

If the team play variant is played, 
WKH\� WDNH� WKH� �� VWDUWLQJ� FDUGV�
marked by the double circle 
respectively, but put one of them 
back to the box so 
that each player 
starts only with 
6 cards: The 1st 
partner inside a team 
ditches the Diplomat, and the 2nd 
partner ditches the Architect. Both 
partners of the 1st team start with 5 
sestertii each, both partners of the 
2nd team start with 6 sestertii each, 
and if there is a 3rd team, those 
partners start with 7 sestertii each.
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GA ME SETUP 

First	to	finish

Wealth

Cities

Provinces

Density

Diversity	of	Goods

Colonists

Specialisation


