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· A STORY OF CIVILIZATION' 

INTRODUCTION 
Each player dCl-elops a dviliz:uion from AntiquitylO Modern Times, striving 10 leave a lasting impression on history. 

Your cil'ilization scores CluttlrrJ I'oillls for its influencc on world affairs through literature, drama, religion, wondrous constructions, grcallcaders, and 
even internalionallrC'Jlies. NO! all influence is posilil'C: You can spread your culture with spear and sword, or make hislOrywilh a fateful assassination. 

l! is up to yOll to decide if your civilization will make its mark byencouraging the arts, by launching a crusade, or by huilding fast food franchises. 

ABOUT THIS RULEBOOK 

THREE WAYS TO PLAY 

You do nOI hal'C to read this entire rulebook before you play your nrsl game of 
Through the Ages. This book (Qnlai ns rules for the Simple, Adt'tlllced, and 
Ftlll versions of the game. 
You should start with the Simple Game, which introduces the basic game me· 
chanics. [n addition to being a shortcr game, it is less confrontational, giving 
new players a chance to learn how to huild civilizations witholll the threat of 
an aggressive rival destroying what they hal'e built. Experienced players may 
want to return to the Simple Gamewhen introducing a new pla)'er to Through 
the Ages. 
ThcAdt'(lIIced Game includes game meehanics which makc thc game more 
interactil'e. You will be able 10 play it once you understand the concepls in 
Ihe Simple Game. [I gWes expcrienced players a shorter ahernalil'e 10 Ihe Fuff 
(;ame 
The FilII Gamc is the longest and most complex version. This is the I'Crsion that 
allows you to del'clop }uur civilization from thc Bronze Age through the ages 
to Modern Times. Be warned: even Ihe Simple Game can take SCI·era[ hours, 
when played for the first time. You should nOltf)' lhe ,.idt Game until you know 
how long i1 takes you to play theAtil'llllced Game. 

NOTES ON THE TEXT 

The rules and game meehanics are presented in the order in which )'ou will 
encounter them during play. Thus it is pOSSible to pia)' your first game while 
reading this rulebook. In addition, each player has an OrervicIII (;(/rd pro\'id· 
ing a brief summary of key points of the game. 
When }(IU need to look something up, key points and examples are highlighted. 

KEY P0I11T: THE !..lIT P()t ~iS OF TIlE GAMt: ARt: t::iPLAJ"t:O J~ 6OXf.S LIKE 
TiltS O;;F.. 

Example: Examples of how Ihe rules work are wriuen like this. 

Tip: Although pari of the fun of a ncw game lies in cx[)[oring the strategy, 1he 
lips wrilten in boxes like 1hiswil[ he[p}uu to discoveryonr own strategy more 
quick[)' and hdp new players aloid costly mistakes. 

INITIAL SET Up 
This shows the inilial set up for a civilization. As the picture applies 10 all three \-ersions of the game, it is on the first page for ease of reference. 
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1 SIMPLE GAME 
This l"Crsion of Through the Ages is designed to leach you the ba~lc game mechanics. You ClIJl begin pla~ing the game as one 

player rC'Ads the rul('S in this section. All plarers can follow along by looking at thei r Otoen,ietlJ Cmds (side n:iJ1l00 
Simple Gall/e). If something Is unclear, rdcr 10 the Gralld Example at the cnd of the Simple GlI/lle section on IYAge 10. 

SBTUP 
GAME COMPONENTS 

I Game Board 
I Rulcllook 
275 Wooden Counters (120 yellow, 90 blue, 35 while, 30 red) 
4{} Player Cubes (i0 of each player color) 
<i Player MalS 
-I Reference Cards 
341 Cards (I8; Ciyil, 155 MiHlary, 1 start p1arer) 

THE PLAYING FIELD 
Through lilt: Ages is a card game. Rather than conquering territoryo" a map, 
players dC\'clop their civilizations by laying card.~ 011 the table in front of them. 
The cemer orlhe table is reserved for the galllc board: 
The Cord RQUI is lhe long strip from which players will select thei r cards. 
The Score /kNml keeps track of poims ~nd prm'ides a place 10 pullhe I'arious 
decks of cards. 

CARDs 
There are 111"0 types of cards: Civil cards (with light·colored backs) and 
Military cards (with dark·colore<! backs). The cards are classined according 
10 theA6re in which they appear: 

A - A.'1"IQrm (500 S.C. TO 1000 A.D.) 
I -MII)I)LEAG~:s( l ooOA. D.TO ISOOA.D.) 

JJ - AGf. Of E.XPl.OAATlO~' (1500 A.D. TO 1900 A.D.) 
lIt - MOIlF.R,'· AGE (1900 A. D. TO TlIE pR&'itsr) 

cards shoold be divided into eight decks - a CMIOecil and a Military Oecil 
for each I\(,'t'. 
In addition, there are 4 Cit'i1izalioll cards (or pla)"er mal) \lith 61nilial Tech­
nology cards on them. Each player should t~ke a player mat corresponding to 
his or her color. 

CARDS USED IN THE SIMPLE GAME 
~'or the Simplc Gamc, set aside the Civil Cards from Ages][ and ][J and the 
,llifilary Dmfs frolllAges I , 11, and Ill. These cards arc not used in this l-ersion 
of the game. 
The DCI'elopmcnt of Politics card from MilI/ar), Deck A should also be set 
aside. Slmffie the remaining 9 ,tlili/ar]' cards and set them face down on Ihe 
ScQre Boonl in the place named CUJUU;'NT EI'£\TS. 
Shuffle Ci/:(IIJeck A. (Be careful not to get cards from other Ages mixed in.) 
Deal 13 of these cards onto the card Now so Ihat 5 are in the first (lightest 
color) section and 4 are in each of the otller two st.'Ctions. Place the res! of lhis 
deck rlC.xt to the Curd Now. 
Each Cit'illk'Cil from the other Ages (Ages I, 11 , and Ill) has 5 cards nmked 

(for 3 or <I players) and 5 marked (for 4 players). 

IF T1tEIU! AIU! Ol\LY 2 PLlYt-:RS, Strr ASIIlH nlf: t:-\RIJS MARKfJ) OR 

I f Tl IHRF. AIU! Ol\LY 3 puu:JtS, Sh1" ASIIlH 11IH t<\RUS MARKI~) 
IF TlIF..Rf. ARt! 4 PI,WF.lC>, 00 /1"01 >;'ORRY AlIOur SI!TI1;\G TIlE-'\!-: 0JillS ASlIlE. 

Of course, for the Simple Game, Cft..;1 Deeks 11 and III hal'e already been SCt 
aside, so you only need to concern rourself\\'ith Civil Deeil I. 
Shuffle Cid/I)(.d 1 and place it on the light square of the Score Board. 
tlnally, choose the player who gets tile Star ting P1aler card. 

CIVILIZATIONS 
t:ach player chooses a color and takes thecorrespondingCiL'ifiZlllion card and 
St.:ore Markers (colored blocks). Each player also takes 2; )-ellow tokens, 
IS blue lokens, 4 white tokens, and 2 red tokens. Each player also gets an 
OI.'erviclI! Clm/. 
The Cil'i li 1~lIioll tard and tokens are placed in frolll oflhe player as shown in 
the IlIilin/ Sel Up on the firsl page of1hese rules. 

YELLOW TOKENS 0 
POPl'UTIO~' IS Rf.PItISF.\"'(}l) RY TII.: I"EUOW WQN.I,'fN TOKE.~s. Mall'lAl"EII JL\S 

A I'I-lCSOl\Al SI,'PI'LY OF I"EllDW TOU.'\ll. 

Of your 25 Iforker tokens, place 18 in your reI/oil' Bank, the yellow strip OIl 
your Ch"iliullioTl Card. The remaining 7 form Ihe ini1ial population of your 
ci~i1izatioo. Of these, 6 are placed on the cards as shown in the picture of the 
IlIi/i(l/ SeIUp. They will work and produce something. The remaining Worker 
is placed in Ihe orange rectangle, which deSignates rOUT lit/used Worilers Pool. 
Utilised Irorkcrs do not produce anything, but they can he put to work during 
the course of the game. 
Whcll)"our civilizaliOlfs population increases, take one Worker from )'our Oll"n 
l'efloll'lJilllbnd placeilon the UlIlIsed lforkers rettangle. The nl.'\\' T1I:--' 
Workeris readrto beassigned a job. J fyourcil'iI i7.ation 'spopu lalion 
decreases, take onc Wor.lterfrom one of your cards or from )"our 
Lllused Workers Pool and return it to IWO/v &II/k. 

These 2; tokens are Ihe maximum population of rour cil'ilization. Tokens in 
rour l'eflowlkmil are arnlllged from left to right, so it is easy to see how man)' 
rou hal"C lefl. 
YOII can think of the lokens In )'our I'ellow &lIIk as representing territory 
)"Our cil'ili7.atlon could expand into. When )"Our populalion increases, )"Ou gain 
a worker, butlhe increase in populalion means that less territory remains for 
expansion. 
The i"ellOIIIBtmkis dil'ided into fil"Cscpanl.le regions. As long as there is at least 
I )"CIIOII, token leh in the right-most region, Ihe territory is OIlly sparsely popu­
lated. Theae symbol means that the people do not need any Food. (They can 
hunt Of grow it fOf themselves.) The 2 with the afro""S pointing 10 the tokens 
mean that increasing the population COStS 2 Food. 
After you lake the final ~"Cllow token from Ihe right-most rl"gion of )'our )'el/vIII 
&I/k, )"our territory is more densely populated. Now the lfl symbol applies, 
meaning that il requires 1 Food to feed your po]llIlalion el'ery turn. Populalion 
increases now cost 3 Food. 
The allplicahle 0. symbol is always the onc in Ihe region with at lea.~t 
I )"ellow token. The cost to increase population is shown underneath the yel low 
token. If )"OU hal"C no )"Cllow tokens left in )"Our rel/olll Ballil, )"Our civiJil3lion 
consumes 6 foot{ C'o'ery lurn and C"",m nOt increase its populatiott. 

BLUE TOKENS 0 
001 PLI\l'.R Il\S illS OR IIER 0\\"1', Strr Of 1IIl1F. "I"On."'iS. A 8WE TOKF..~ c,\.'I Rf.I'I!f:'Io:'-'1" 
~mIER Fooo OR RES()('/lCE.';·, OI-l'f.."Dll\G ON TlIE C\R[) nt.\T PRODLUD IT. 

The blue strip on )"Our C;V;liZlllioll Dml is your 1J{lIe Ballk where IUU keep the 
blue tokens Ihat are currently not al'ailable to )'our ciI'ilizalion. At the hegin­
ning of the game, all your blue tokens are in )"Our Bllle Btmk. 

BUJF. TOt£'\S CA.'! Rf.PRl-:sF_'1" ~mlf.R FOOl) 0. OH. RtS()fNCE!i •. 

A blue token represents Food when it is slulng on a fan" card and NesollI"Ces 
when il is Silting on a Mille card. When Food is consumed or Nesollrces are 
used, snme of your blue tokens are relurned 10 )"our civilization's Bllle BlIllk. 
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Your civilization's ability to stockpile Food and Resources is limited. Once you 
take the last blue token from your Blue Bank, your cil'ili7.llion can not produce 
any more Food or Resources. You can not produce more Food or Resources 
unless you hare at least one blue token in your Blue Bank. 
You can think of the blue tokens in your Bllle Bank as representing how much 
storage space is left to store your civilization·s Food and Resources. In the 
Admllced Game, stockpiling FOQ(/ and Resources - i.e., ha\'ing few tokens left 
in your Blue &lIIk - encourages Comtption. In the Simple Game, just ignore 
the divisions and numbers of the Blue &mk. 

INITIAL TECHNOLOGIES 

TIlE SIX G\RDS 0." YOUR Cl\lU7,ATIO." Coo ARH ' ·OUR l~1TIAL TECHX()f£JGIES. TlllY 

REI'!U&\T \\lIAT YOO~ C1'llJl'ATIO.~ OO'WS A~D \lltlT IT G\S BUU1l. 

The IWO brown cards are Production li.'Chnologies. Bronze Working 
is a Milling Technology, which allows you to build Jililles~. Agriculture 
is a Farmillg Techl/ology, which allows you to build Farms ~. 
The t\1"O gray cards are Urbon Buildillg Techllologies. Religion allows )"ou to 
build Temples Y and Philosophy aUows you to build labs ~. 
The red card is aMilitary Technology. Warriors allow you to build In/alltry 
Units llJ. 

HAVI.~G TIlE TEClI,rOI£JGY TO 1l11llJl SO.llnltlllG IS .~OT TIn: £\..I\F. ~ llA\'l.~G 

TILIT TIlL~G . TilE .\1J~IBf.R YOU llAll. IS I.lt:n:HMI~ED U\· Tl!E ,~mlBf.R (IF WOKK/lA' 

roKF.\S ox TIlF. aRO. 

At the beginning of the game, you hal·e 2 Milles, 2 Farms, I £db, and J Jnfilllfry 
lini!. This is repr~sented by the 6 yellow Jrvrker IOkens on the 4 cards. Your 
civiliZation has the potential to build a 1"emple but does not h3l·e one yet as 
there is no Worker token on your Religion card. 

GOVERNMENT 
TIl~ OR~~GE (,IRO Rf.PRf:<;~.\'rs TIlE C\1'1U1 .. mox's ~"'I)""ll~lj Of GorEI<;"JII!.\'f. 

IT SPF£!tlt:S TIlf. ~lIMBER OF Cmt A.~[) M llfJAR)' Acnaw AI'AIWll.i": t:-\oJ "!lIRS. 

Every civili7.a[ion begins with the Got·emment Despotism . The 4 white sym­
bols 0 and 2 red symbols 0 indicate that you can perform up to 4 Civil 
Actions and 2 Military Actiolls on your turn. To help keep track of Actions, 
)'Ou place 4 white tokens and 2 red tokens nn the card. When )'011 perform 
an action, remove the corresponding token. All the tokens arc returned to the 
Gorerlll/lellt card at the beginning of yonr ne.xt turn. 
The Q symbol specifics the lirball Building limit of that particular form 
of Got"emmellt. For Despotism, the number 2 means that you can build at 
most 2 Temples and 2 u lbs. The number of Farms, Milles, andMilil(lry lit/its is 
unlimited. More civilized forms of G'(ltoemmellt hal·e a higher lirbon Building 
Limif (simulating their ability to manage a greater nUl\lber of large cities). 

CULTURE POINTS i@!!l 
AND SCIENCE POINTS Q 

The Score Board has two point counlers 011 it. Your ClIllllre Poi1l/ and 
Sciellce l'Oilll totals are represented by the position of your marker blocks on 
the coumers. 
~ The larger counter is for keeping track of Cullllre Poil/ls. When the game 
ends, the player lI'ith the most Cllltllre l'Oillls is the winner. 

TUE Cur011," POl,17"S COI.'XTt-:ll <A." RECORD A ,1l\Xl.llU."\ Of· 190 POt~TS. b· YOU 

GET .\tORF. TIlA.~ 190, Jt;:'T ,11-00: A ~0"l"E Of IT A.~[) START couxm"G AGAL\· FRO.llTIlE 

BF.GIS~l.'\G . THERE IS MJ I1.\UT TO TIll, ,~tr.>mnl Of CLlTT.'KE pO/,ITS \00 CA~ ILll"E. 

o The smaller counter is for keelling track of Sciel/ce Polllts. Sciel/ce Poitlts 
are sl)(!nt on nell' lechnologies, so your Sciellce Poilll total will go up and 
down. 

You a~ riOT ACCUMULlTE MORE m.l~ 40 SC/I!.I"C1i 1'0/,17$. b· \"DU GAI.~ MORE 

SCIEXCE POINTS 11lA." <A.~ nE SIIO'l:'N o~' TItH OOU~TER, rou IJ'AI"J! YOUR SCIK~c/! 

,\I!.RKf.M IX TIlE LIST SQUM1H O~' TIlE RIGHT E.~D OF TIlE POL\T lXJID,1l:R. 

,\t the beginning of the game, no one has any Cuftllre or Sciellce Poillts. 
EI·eryone·s markcr Slarts at zero. 

CULTURE ~, SCIENCE \,l , 
AND STRENGTH fa 
T llREI L\D\G\TORS Ilill' TO liIiliP TRACK Of TIlE UJRHE.vr STAll: Of TU£ ClVIWk 

110)\5' CUlTUI?£, SCIIJ,I"Cii, AS!) ,It /UTARY SrI?F;XG'TH. 

EI'Cr)' civilization produces a certain amount of Clllture and Sciellce every 
turn. Symbols at the bottom of your cards indicate what tht'Y can produce. 
"tJ ,\t the b~gjnning of the game, you produce no Culture. Religion allows)'Ou 
10 build Temples which produce 1 Cullllre Point each. This is depicted on the 
bollom of the card: ~1 . If you had 2 Workers on Ihis card, your cil'ili1.ation 
would make 2 ClIlture Poillts every turn . When )"ou ha\'C no Workers on it, it 
produces nothing, so your block begins at zero on the Culfllre indicator. 
\) The Philosophy card allows ~"oll to build lAbs which produce 1 Scien~·e 
Poillt each. Thi5 is represented at the bottom of the card: 01. Because ~·ou 
begin with I Worker on this card, you already have I £db. Your marker block 
should be on S(luare ! of the Science indicator to show that your cil'ilir.ation is 
producing I Sciel/ce Poilll el·er)' \Urn. (Because you hal·e not )'Ct had a turn, 
vour Scicncc Point score counler is still at 0.) 
"Ji The Warriors card allows }'Ou 10 build IlIfalltry UllitS with a Strellgth 
of I. This is represented by the white number at the bollom of the card. 
Becauseyou begin with J Worker on Ihis card, you already have I Warrior Unit; 
thus, the Strellgth of ~"Ou r civilization is I , and your marker block begins on 
square I of the Strenglh indicator. 
While Cllllllre Poillts and Sciellce I'oillls are accumulated throughout Ihe 
game, the Clllltlre, Sciel/ce, and Strellgth indicators just renect the current 
stale of your civilization. Their purpose is to save )"ou time by eliminating the 
need to re-count these I'alues el·er)' turn. 

A CI~1UZATIO:X'S CUln"JIE, SC/EXCE, A~D Srl<I!.wTII RATISGS AI{}; U~l!nm BY TIlE 

MAXBIUM V,\l.IJei AU.o'l:'W tn' Tl IH ISDlOroRS. 

Because lhe ClIllllre indicator onl)'goes up to 30, you can only gain 30 Culture 
Poillls per turn. BC{:ause theSciellce indicator only goes up to 30, you can only 
gain 30 Scicllce I'oillts per turn. Because the Slrengl/) indicator only goes up 
\0 60, your civilization can not have Strellglh greater than 60. If any of these 
values exceeds the maximum value of its indicator, your marker remains on 
the last square. 

HApPY FACES © 
The Religion card has a Happy Face © indicating that Temples, in addition 
to producing ClIlflIre, make the population happier. 

YOUR flApPf,l"ESS L~DlaroR IS o:x YOUR Cmllz.t"flON C&.O. USt: OllE OF YOUR 

MARKER BLOCKS TO 1~1)laTE YOUR CI\1Ul.ATlO~" S HAJ'I'IMiSS. 

Your civilization'S Happilless begins at O. (Ahhough you have the Religion 
Tec/molog;', )·ou do not hal'e any Temples yet.) When you build a Temple it 
mows to I. A second Temple will mo,·e it to 2. 
Other cards also have Happy Faces, sometimes sel·cra!. A few cards hal·e an 
Ullbappy Face 0 Ihal cancels out I Happy Face. Your civilization alw3)'s has 
Happilless at least 0 and never has more H(lppillesslhan 8. 
In Ihe Advallced and FiliI Gallle, it is important 10 keep )·our Civilization 
happy. InlheSilllple Gallle, )'Our civilizaliOlfs lIappilless gi\"CS you a few bonus 
CIIllllre POinls at the end of the game. 

ExTRA CAlms AND TOKENS 
Pnt the extra cards and tokens in the game box so they do not get mixed up with 
Ihose being used in the game. Pla)'Crs may occasionally gain (or lose) extra 
tokens, bUI mostly each plays with his or her own personal supply. 

Tip: J(cep the CXlm tokens OUI of reach. This prCl'Cn15 people from a(cidentally 
laking c.xtra tokens from the box or relUming their tokens 10 the box instead of 
10 their personal supply. 
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PLAYING THE GAME 
Players take \Urns beginning wilh the Starting Player (the onc holding the Starting Plllyer card) and proceeding [0 lhe left. Every plarer wiU 

gel the same number of tllrns - so the player on Ihe Starting Player's right lIill gel the last mm of the game. 
The game begins in Antiquity, which serIes as a preparatory round for the res! of the game. In the firs, round, plarers juSt choose a few cards to 

shape the way their chili:.:;ations wiU grow and keep track of that turn's production. 
The game begins 10 pick up speed in t1U! set:ond round when players can use all their alloned Civil and Mili/m,' Actiolls. Before each player's 

turn, a fcw new Ciril Ctmls appear in the Card Ro/{}. The appearance of cards from Age [ harbinges the beginning of Ihe Middle Ages. 
From the third round on, CURRl'N7' EVE!\7'S card~ are revealed. These can a1Jed the fonunes of all cililizarions. 

When the Jast Civil card is placl'<i in the card Row, the game is almost OIU. Those who hal·c not yet played in that round take their turns, and 
the game end, when the player 10 the right of the Starting Player finishes his or her turn. Players score any cnd·of·game bonus llOinlS that 

may be applicable, and the player lIith the most CuI/lire Poillls is the Ilinner. 

FIRST ROUND 
In the first round, players can not build an)thing. They can only use their actions 10 take Cid! cards. 

THE CARD Row 
The card ROil) begins lIith 13 Civil Cards from Antiquity (bbcled ·W·). The 
first 5 are in the region marked 0, 4 are in the region marked ill, and the 
remaining 4 are in the region marked (([). 

TAtJ )\G A CARD FROM 1IlE FtRST REGIO~ USES UP I e ll'fl Acno,\". TAKlXG A CARt) 

fRO.lt THE MJI)OLE RJiGlO)\ t'S~:S liP 2 ell1/. A CT/al!. T,IKI.~G A CARD FRO~1 TIlE 

TlU RIl RF.G IO~' I.lSI-:S UP 3 CII'II. ACTIO.I·S. 

ror most of the game, the number of Civil Actions you can take is determined 
bYl'our s)'Stem of Goverllmellt. (Despotism lets you take 4.) In the first rOllnd, 
howel'er, the foHowing rule applies: 

L~ Tl tH .·t16T RQUliU, fm: STAR11:iG PUVilR Ck'· OSt\' USE I CMt Aa"/O.I'. 

TilE Sf.CO~ll PLWf.R CAN OSLY USE 2 , Tilt: TlUIU) PUYF.R as OSL\' IJSf 3, MD 
TIlE FOURTH P~YF.R w.y USE Atl. 4. 

Thus, in the first round, the Slarting Player can only take onc of the 5 cards in 
the first region of the card Row. The second plarer can lake 2 cards from that 
region, or I card from the middle region. The third player can take 3 from the 
first region, 1 from the first region and I from the middle region, or J from the 
third region. Players do nOt have to use all their actions if they do not want to. 
There lrc 3 types of cHds in Antiquity - leaders (green), Actioll Cards 
(yellow), and WOl/ders (purple). 

LEADERS (GREEN CIVIL CARDS) 
You can choose a historic personality to be the lear/er of your 

,'t .. _ , civilization. This person·s leadership can give )·our cil'ili7-iltion 
special abilitles and benefits. --,..--, .... _--' ....... ----,'­, 

Whr.n )"011 l~kr. a l.l!fJder r~rrt , rnn kf'f'p il in YOllr hand. 
leaders cw be put into play (cxcept during the firSI round) for 
! CMI Action. A leader card·s effects apply as soon as it is put 
into play. 

You CAN OSt.\' TAKE I [ fAl)ER o,RD fRO)1 FoACH A GE. 

So, if you take one leader card fromAge A, )'Ou can never take any more leader 
cards from Antiquity, regHdless ofwhcther or not )'Ou actually put your le(lder 
card into play. This does not prevent )·ou from taking a leader card from Age I. 

WONDERS (PURPLE CIVIL CARDS) 
IHmders are the most extral'agant constructions in the game. 
They prOTide significant benefits, but they take time and 
Resources 10 build. 

~ WOllders He the only cards that }'OU put directly into play. 
.... _,__ You never keep a WOl/der in rour hand. If you take a WOllder, 

3 2 , ,. place it nc.(t to your GOt"erllll/(ml card. The Wonder is now said 
to be "under construction·· 

You ARE O)O:LY All.OlI"EO TO tL-I.VE I WOXDER " UXDER OO.~"'RCCTtO~'" AT A TiMF-. 

Yo u (;.-1.." XOT Till A MW WamER URD tF YOU Al.RE.WY 11A1"E A Wo.mER " U~ ­
DJi R OO)O:ST RUr.T!OS" 

When YOII complete the Wonder, place it above )'Our GOt'CTllIII(!1I1 card to 
indicate tha! it has been hlilt . The WOllders effecls begiu to apply and )'Ou are 
now allowed to take a ne", If/ol/der card - if you can afford it. 

Tilt: COST TO TAKE A WaIVE/i' CAR/) IS tSCIU'Asm RI· I Cml ACT/o.1' FOR ~.\'F.RY 
WO.11)f,".I' YOU AI.RI'.ADY ILII'I-: WtLT. 

Example: Katl has already built 2 WOl/ders. He wants 10 lake a WOllder 
card from the middle region of the umJ Ro1l'. Beginning construction on 
thal WOl/der Ilill use up 4 Civil tlcliolls (2 to lake a card from the middle 
region and 2 more because he already has 2 WOl/ders built). 
Tip: Be[ore )"Qlllake a WOlI(lercard, make SUTe)"Qu Carl build il and make sure 
)·ou 1I"!lIlI il. There is no cas)' war to get rid of aWol/tier ··under t'Ollsl ructionu

, 

and il can keep )·ou fron! obtaining a U'omlt..,. you Ilt't>d more. 

A CTION CARDS (yELLOW CIVIL CARDS) 
Unlike most other cards in Ihe game, Actioll (,tlrds have an 
immediate, one-lime effect. It costs! Civil Actioll to play an 
Actioll (,(IT'J, so you mal' only play onc during your own turn. 
Wheu ~'01I play an Actioll card, do what is wri1ten on the card 
and then discard it. 

You 0.." XOT TAl{[ k~ Acrfo.\' C.WD AXD nw tT OUR!SG TIIf, 

SA.IIE nrll..~. A.w A('TfON Cvms YOU TAKI-: CAX SOT BF. usm 

BEFORE \·OOR ,\1",-1" TiJRS. 

EXAMPLE OF TAKING CARDS 
IN THE FIRST ROUND 

Adam is the Starting Pla)"er, so he has on1)' I Civil Actiol/ . Ile takes the 
Lender Moses into his hand. 
Bnrbara has 2 CM! Acliol/s. She takes the Colossus and pbces Uncxllo 
her Despotism card to show thal it is ··under construction·'. She deddes to 
use her second Clm·1 At"!iOI/ 10 take the Engi neering Genius card to help 
build her WOllder more quickly. Until the Colossus is built , she caI1 not take 
another WOlliler card. 
C}Tlthia has 3 CMI Acliolls. She would like to spend 2 Civil Actiolls 10 

lake lIammurabi, butlhal lI"Quld leave her \Iith t Ch'il Actiol/ thal she 
could not use. The only cards left in the first region of the enrd Row 
are Lenders, and if she takes lIanllnurabi she can nOI lake a second 
Lenderfrom4ge A. She decides to lakeArislotle for I CMI Aclioll and the 
Library of Alexandria for 2 CMJ AcIiOIl$. Aristotle goes intO her hand, 
and the lib!"'d!")' of Ale.mndria is placed ncxlto her Despotism card 10 

show it is ··under construction". 

PRODUCTION 

AND MAINTENANCE 

Production and mainteuance happen automatically at the end of each player"s 
turn. 
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PRODU=ION OF S C lENCE AND C ULT U RE 
AJlVA.~(): YOUR WJOOiR$ O~ mE CULTURE 1'01,"1'5 ~ A,\() SC/£.I'ce PO/KTS Q 
COUNTERS. Till; A.\IOU~'f BY WlIlCll "ro AOV"Sa: SIIOULD BE SIIOII'N 0)1 YOUR 

C!.HUIE ~ ASD SCI£,I"Ce 1:J 1.'\J)lCATORS. 

In the first round, players are not allowed 10 lake actions that would alter the 
amount of Cullllre or Scie/lce produced by their civilizations, so althe end of 
YOUT turn, )"011 will score I Science l'oi1lt but no ClIlttlre 1'0il1ls. 

FOOD PRODU=ION AND CONSUMPTION 
EI"cry Farm produces Food. 

You I!.\\"f Ol'H FAk.1I FOR EVl:RY IVORKI!R O~' A PAIW/SC l'fCH.I'OLOGY CARl). 

FOR f.~CII FAlN, PlACE 1 BWH RESo[WCE TOKE.\' 0)' nw ClRll. TI lls TOKH~' 
R£Pl{f.st~"'rs TI lE A.'10U.\'T OF FOOD 0, SIIOw/" 0.\' TIlE BOTIO~I Of' mH CAIlf) . 

In the first rOllnd you hare 2 Workers on the Agriculture card. 
"*,",,11.,,, Take 2 blue tokens from your Bllle Bal/k and place them on 

your Agriculture card. Farms using this Technology produce 
I Food each (because of the fill, symbol), so these 2 tokens 
represem 2 Food. 
Later in the game, you might get a ne\\' Farming l'echnolog)' 
card that allows you to build more effidem Farms. The Irriga­

tion card allows )'ou to build Farms Ihat produce 2 Food. When these Fanns 
produce Food, you still only put I blue token on the card for each Farm (Le., 
each yellow token makes onc blue token). Because of the It1 symbol, each blue 
token on an Irrigation card represents 2 Food. 

, 

Mll:R FOOD IS PROOCCED, YOUR cr.1Ul.ATlON COSSUMF5 TIlE AMouxr OF FOOD 
I~I)]CATED BY YOI)R Yeuow &1'1:. TIIR AMouxr ooSSl"MW IS DtTEItIW\[)) BY 

TIlE ~EGATI\l! S(;MBER NF.XT TO TIlE f} lOOS 1-" TIlE RIGHT-MOST ~ON-E,llrTY 
REGIOll OF YOUR YELLOW I1tl'K. 

In the first round, you do not pay 
anYlhing because )"OU still hal'e 
yellow tokens in the first re~2!I 
of your Yellow Bank. The l!O 

• symbol on the right of the region 
indicates that you pay nothing. Later, after two Workers hal'e been added to your 
I>opulation, the first region of)"Our tellow&mkwil1 t.cemptyandyouwiIJ hal'eto pay 
I food every turn because the second region has the symbol '[f). You will pay 
I Food by mOI'ing a blue loken from your Agriculture card to your Blue &mk. 

RESOURC E PRODUCTION 
You HAI'E OllE Ahl"£ FOR E'."ERY WORKER o.~ A M/x/xc l i;CI/XOI.OGYCMlD. FOR 

FAal AI/SE, PI.Acr \ BUffi TOKE." OS THE CARD. TillS TOA1'.\' Rf.l'R~.st:Xrs TIlE 

AMOUXT Of RESOllRCES ~ snOWN ON TIlE l!onO~t Of TIlE CARD. 

111!~~::I\ Mineproduction works like Farm production. In the first round, 
~ (Ir",,,,, you take 2 blue tokens from your Blue funk and place them on 

your Bronze card. (The negatil'e numbers on your 81116 Ballk 
represent Corruption. They do not apply to Ihe Simple Game, 
so JUSt ignore them.) 
Reroun:es represent l'lIrious raw materials, nOt just metals. The 
Bronze Technology is a symbol of how adl'llnced )'Our industry is. 

THE SECOND ROUND 

THE TURN 
E ACH I'U H R GETS ON6 TURN. O N "OUIt 11JRN YO U DO TIlE FOLLO\\l .... G 

11I11<iGS I)': n lls OROER: 

I . Ano 0IRJ.)S TO TlIR Gum Row. 
2 . PLAY \'OOR CmL A.~I) MIfJTAIIY ACT/O,\S. 

3. PERFORM PROl)lCflOll A."I) ,\IAI)o.'TK'\iISCf.. 

THE CARD Row 
Except during the first round, each pla)'Cf begins his or her tu rn b)' adding ncw 
Civil Cards to the C(frd How. This is done in three steps: 

1) Ib~\lon CARDS AT TIlE fRONT OF THF. W RO ROw. 
00 \N A 2-PLWER GA.IIE, REMOVE CARDS mOM nIt: t"fRST 3 POSITIONS 

t).OO L~ A 3-PL·\\1iR G.UIE, RlCIIOVE CAR!)S fllOM nlE flR,)'T 2 POSITIONS. 

~ \N A 4-PLWER GA.IIE, Rf.\IOI't: Tilt: 0IRD I~' TIlf. fiRST POSITION. 

It· A POSITION IS t~III'TY (BECAUSE TIlE PRE\lOUS PLln:B TOOK A CAB!) t"RO.lt 
TIIEItE) TIIE.'i 00 NOT n KE A CAItI) fRO.\t ASOTIIER POSITIO." . b' TIIERE ARE NO 
CARDS III TIlE fIRST POSITIONS Tl IE.'Ii SO CAROS ARt: Rli~IOHJ). 

Cards remOI'cd Ihis way do nOI come back into the gallle. PUt these cards in the 
box so that they do not return to the game. 

Example: In the pmious example, (he first card in the Card Row was taken, 
but the second \\"as nOl. BocJuse it is a 3·pla)'er game, cards must be removed 
from ~le first [WO positions. Adam is the Starting Pla}er, so he begiIlS the 
second round. He starts his [Urn by remO'ing the lIomer card from the sec­
on~ position and pladng it in the box. 

2) Au. CARI)S MOt'E TO TlU: !.El'\", IJ'.AIlXG ,~o OPE.\, P05IT10~'S BP.1'\ff.l'.N TII&lI. 

Thus cards 111O\'e from more e.xpensi,·c poSitions to less expensire posilions. 
The Cllrd Row now has sel'enl empty positions, all of them on the right. 

3) Dr.u Oll£ CARD FRml TIlE Gmt Deam !'.Aal E,\\rTY POSITIO.\'. 

On Ihe Starting Player's turn in Ihe second round, all these cards will come 
from Civil Deck A. EI-eryone else, ho\\'el'er, will deal their cards from CilJif 
Deck L Place the remaining Civil Deck A cards in the box and slart using Civil 
Deck I on the lighl square on \heScore Board. This marks the beginning of Age 
I, Ihe Middle Ages. 

IN WOU.'1) 1\1'0, n il; STAJlTI NG P unR woo c.o\ROS TO TIlE Cuw Row fRO.lt 

Cml DE·er. A. AFTEII TIllS, CARDS ARE ALWAYS ADDED FRO.lt CML DeCK I. 

USING CIVIL 

AND MILITARY ACTIONS 
You are limited 10 the number of ActiO/IS allowed by your cil'i!ization's 
system of Government. Under Despotism )UU can perform 4 Civil Actionsand 
2 "lifita1J' Actions. The 4 white tokens and 2 red tokens arc used 10 keep track 
of these Actions. When )"Ou use an Action, take Ihe corresponding token off 
your Government card (white for Civil Actions, red for Military Acti01/S). 
You may perform your Actions in an)' order, possibly alternating between Civil 
andJllili/II1J' Actiol/s if you wish. Unless otherwise specified, you may perform.the 
sameActioll as manytimesas you can pay for it. You do not hal-eto use all yourAc­
lions, bUI )'"011 can not use moreAcfiolls than rour system of Government allows. 

POTE,vTl.U Cmt A crlO,l;5; 

• ~~CREt\SJl POI'ULITION 
• IlUIW AM ll'e OR A Rum 

• HmD A:-" URBAN B/JIW/.I"G 
• UPGRAD~ A M/Xl, f'AlW, OR B /JIw/x(;"* 

• DEWROY AM/Nt', PilRJI, OR 8 IJfW/W 

• COSSTRUCT O.~t: STAGE Of A Wo,I'DER 
• PUT A LEADIik 1)o.'TO P!,IV 

• mSCOI'f.R A NbW r".CI/,YOL()(;·Y .... "1) PUT tT 1:>'fO Pl.AY* 

• I~.\Y ..... , ACTIO.\' WRO 

• TAKli A CiVIL Gum FRO.I! TilE WD Row 
POl"f.N'I"lAI. MII,ITARY A CTIO.IS. 

• B~lW A MILITARY UWT 

• UPGIW)E A Ur/T" 
• OISB,\ .. ~D A lj,111 

.4clions marked with asterix (.) are described laler because it is unlikely Ihat 
)'OU will hare Ihe ability to perform them in the Sc£ond round. 

INCREASE POPULATION 
It COSIS I Civil Action to increase your population. Take one 
yellow token from the fight-most occupied region of your 
l'eflow Bank and pay the amounl of Food specified by 
the nllmber pointing to the token. Place the Work-
er token in the Unused Workers ", .. £ ::: 
Pool (the orange rcctangle on your 
Chilaatlol/ C(lrd) _ 
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At first, increasing)'Ollr popttlalion onlyCOSlS 2 Food, Allhe end ol~Ullrfirst lurn, 
lour cil'iliz:uion produced 2 Food, so )"Oll are ahle 10 Increase yoor population 
in round 1\\"0, (The 2 Food are represenled by lhe 2 blue lokens silting on the 
Agricullure c:mI, The card says Ihal each of these tokens Is ""Orili I Food.) 

To INCREASE mUR PQPULATlOS: 

• You USE I Gml ACTlo·Y 
(~IOI'E I 'l'llm: TOKF_~ OFf I'OCR GOVER,' .. II£IT CAR!)) . 

• You PAY It. SI'f.CIFIE() <t\lOl',\T Of FOQI) (MOI'F.IILL H TOKE.\"S fRO\I 
A F.uWI.I"G TECH.lOIfXiYCAR() TO IOCR BUE &I·K) . 

• Yoo I:iCllEASf. YOUR POPU.ATM)S (MOH OSE HlWI' TOKE.\' fROM 
"OC'R YUWII' BASKTO lOOK u'1'{stf) WWURS 1'00£). 

B U ILD A MINE O R FARM 
11 COSIS I CMI Action to build a MillS or Farll/, In addilion, JUU must pay Ihe 
amOUI1I of Resollrces specified on the Tecbnolog)' card (lhe red number 011 Ihe 
left). MOI'e one Worker from the UtiliSed Workers 1'00/10 Ihe Tecbllolog)' card. 
thaI yellow loken now represen ts aMille or a Farm, depending on whelher it 
is a Minillg Technology or a Farmillg Technolog)'. If )'Ou do noc Itll-e enough 
KCSOllfUS or if }"Ou do 1101 haye an Unused Worker, Ihen )'OU can nQt build. 
Allhe end of your turn in round one, your ch'ilizatiOIl produced 2 Resollrces. 
(On your Bronze card arc 111'0 blue tokens, The card indicales [hat each Is 
worth I Resot/rce,) This Is enough to build one farm on the Agriculture card 
or oneMflle on Ihe Bronze card. 

To 8l!IW A RtRM OR A AI/M!: 
• You IiSf I GI1'ILACfI()'\' 

(,\101'[ I "IIITE TOIlE.\· on 1'OlJl: GOI'£R.\:II£IT C.~R[) , 
• You PAr A Sl'ECIFlf.[) A.\'OU~" Of R£S(X'R(.·£S (~IOI·f. IIIXE TOt:E.'~ FRO,I' 

AIIILI'/,I"G 1EcJI,\"OIJX;YCAR[) TO IOCR BUl! B.-I,I'K). 

• You BUtl[) TilE FAN.I/ OR M/Sl! (MOI'[ OXE YELLOW TOKf.\ fll(}M I"OUR 
U\'t'SEll WORKERS Itxx TO Til E FAR.tI/.I"G oRJIlI.nw; TEClI.I'QL(X;r CAlm). 

Your nt'll' Farm or Mil/e will be producing during the produclioll ~nd maillte­
nance phase of your turn, 

BUILD AN URBAN BUILDING 
You will probably 1101 be able 10 build an fJrlJim Buildillg in the second round 
because .hose al-:t.ilable 10 )'Ou COSI 3 Resollrces, bUI it is possible if you hal'e [he 
rightAclioll Card. Urban Hui/flil/gs are built the same 1I':l1' FtlrolsandMilles are. 
1I0wCl~r, Ihey arc limiled by the system of Go/!erlllllellt, (Your Urful/ Bulldillg 
Lilllif is lhe number in [he lowcr right corner of your GO/,'CrllII/CIII c~rd.) 

You CAX MlT IlAI'E MOR~ UKB .. tI' Bm.lJLI"GS OF TilE S.t.llH n"PE TI\,\X rilE URfH,I ' 

& 'IUJI.I"G LfJI« SIlO'~ ox I'OUR GOIUtll£ITCARU. 

Under Despolism, you can hal'e a maximum of tll"O ulbs and 111"0 Tempies. 
To 8U1LD A,X URBIlN BL'tIJ)fSC; 

• You CHECK TO MAKE SURE mu ARE SOT ALR E.~OV AT TItE WIlT 
ALLOWED BY YOUR TYPE Of GOI'£N.\:II£IT. 

• You USE I Gml Amo,l' 
(MOI'E I Immt TOKIt.'\ OFF I"OUR GOI'E1WI£VT CARD), 

• You PAY A SPECIFIED A~IOO,\T 0.' RESOfllC£S (MO\"E IlIH TOKE.'5 fRO.\! 
A MJ.\1.\'G 1'Eat.1'Ol1)GI' CARD TO lOOR B LL"I! &Il) 

• You IIUW mE UK8.U' BUWlI"G (:ooI'E O.~E I"EIl.O'I' TOIlf.~ FRO)! 

I"OCR UltslD lHw.I.'ERS Pool. TO THE URfJ.-tI' TtCHA()U)(;I' CARD). 

• You ADJUST IOCR l'\OICATOIlS. 
Your new Urball Bllild;l/g Increases your civilir.ation·s produclion of $ci­
ellce, Cllllllre, and/or llapP)' Faces, Mjust }uur markers on 1he indic:Hors to 
show this, If you build a wb, juur Sciellce indicator marker should be 1ll01"Cd 
forward I square (but nOI jour Sciellce Poillls marker - the lAb will not 
produceScfel/ce until [he production phaseofl'ourlurn). If)"Ou buik! a Tempie, 
mOl'C )"Our Cullure indicator marker and your Happy Face indictor marker 
ahead one square (bulllOl ~'Our Cllltlln! Poil/ts marker). 

D ESTROY A B U ILDING, FARM OR MINE 
You can remove a Worker token from a Buildillg, FI/rlllil/g, or Mill;lIg 
1£'Chllology card by sllCnding I Civil ACtiOll, This destro)'S the imprOI·clllent. 
I[ no longer produces, and )'Ou should adjusI your indicators accordingl}', 
The Worker is remrned 10 )'Our UIIIISCd lI'orken 1'00/. You do not put Ihe lokcn 
back in }"Our Yel/oUl Hallk. No Resollrces arc refunded "'hen }Ull deslroy an 
improremem, All lUU get is an Utilised Ifl1rker, 

To 0fSt1l0'" ~:.'i UII'IIOI·lt ll !.Yr. 

• rOt l"SE I Glm AcrJO.I' 
(MOI'[ I "'lUTE TOKf~~ OFF Hll!R GOf'ER.l:I/E.IT C,IM[). 

• YQL DE~"ROY Tllf. lMrROI· f~\ I F.YT (MOI'E I HU.OII' TOK.~~ OH THE 

1'ECH.I'O/.QGf'CARll ASll PUCE IT l .~ I"OUR U.1'l'!i£D WORA'F~· ltxx). 
• YOt: AOJL'ST 10(;1/ I\DlC.~TOIlS (IF I"()IC DESTlW'1E1) A~' URMI' &IWJ.I"G). 

BUlLD A MILITARY UNIT 
You can conscripl a Jlff/(fIlT)' Ullit the same way you build an illlprOl"Cmen\. 
The only difference is that conscription requires I ,lIililary Actioll . The COSI 
In Resollrce;; is gil'en by Ihe red number on the Mili/a')' Tecblloiog)' card. 
You may hal"C as Ill:my UllitS of each [)'pC as you want. Once IOU build a Ullif 
adjust )'Our Slrellglh indicator marker, ' , 

lb BUlLO ~ MII.i'TM(Y U,Wl: 

• You t'Sl: I A/turilRI' Acno.l' 
(MO\'E I REI) TOKE.'\ OfF l"OCR Gorf.NW£ITCARO). 

• You PA) A Sf'[CImll A~IOt'\T 01' R£S()I7K:£S (.I101-E BU'E lOKL\S fRO.\! 
A MI.w.w TtCIf.l'OIfXiY CARll TO IOCR BLI'III3A.r~:), 

• You WIlt) TilE V,1'lr (MOVE O:\E YELLOW TOH:~' fRO,lt YOUR 
UI'(jSND m')I<'~'f.'I<'S PrXI£ TO TilE M ILITARY 1J.:C/lI'Ol()(}I' CA ~ D). 

• You AllJU~T I"OUR SrI<'£I'GTfllNDlC.\TOR. 

Thc letlder lIomer and some Actioll Cards gh-e you sllCcial Resollrces "for 
building Milita')' Ullits". Instead of using blue tokens 10 represenl Ihese 
Resources, }UU keep lrack of them in )"OUr he-dd, When lUU ooild or upgrade 
a,lliliklT)' Ullil, )'Ou use Ihese special Resources first. This may gh-e)oo some 
U'litS for free, When )UU hale used up all these spt'Cial Kesources, )'Ou go back 
to paying for UI/(ts the usual wa)'. Ally special ReSOIlI'(.'CS left unused are lost at 
the end of your turn. 

DISBAND A MILITARY UNIT 
Disbanding a ,IIifilaT)' fJlliI is like destroying an impfOl-erne.l[ exCepl thal il 
costs I Military Actioll instead of I Ckif At·liOI/. 

To OISIIASD A AfJl.rrARl· UVr: 
• You USIi I Mltn;tI(y Acnnv 

(MOH I RED TOKF_~ OFF YOUR GOI'F.R,\:II{.\T CAND), 

• Yoe DlSlIA,~[) TItH U\IT (~!()I'E I YHU.oW TOKf.~ OfF TII~NlUrARr 
Tu1f.l'OWGT CAND A,~[) I'UT tT 1/\ mUR UI'UF.IJ If0NuRS !txx), 

• You ADJUST YOUR STI<'£I"(i m 1/\IlICATOR. 

CONSTRUCT O NE STAGE OF A WONDER 
WOllders are built in SC'o'eral stages. For each stage, )'ou rr,llSI pay I CMI 
Acllol/ and Ihe number of ReSOllrces specmed by the numbers on Ihe bonom 
of Ihe Irollder card. For example, Ihe Pyramids COSI 3 2 1 ~ to build, This 
mcans JUU hal'e [0 huild it in three stages; [he firsl s[agc of cons[ruClion costs 
3 Resollrces, the second Slage 2 Resources, and finishing the Pyramids COSIS 
I Resource. These slages mUSI be built in order, and each st~ge COStS I Civil 

Acliol/. It is not necessary to build all the slages in the same turn, bm )'Ou are 
allowed to build as many limes as)Ull can pay for. 
When ~'Ou build a stage, use a blue token from )'OUr Bllle Halli 10 COl"Cr up the 
number corresponding 10 thal slage. These lokens do nOI reprC5C11IFood or Re­
sources. Theymerelyserl-e to keep track of \\-hichstages hal-e been built. (These 
missing tokens may prCl'cnt )"Ou from being able to produce if \·ou run out of 
tokens in )uur Bllle /klllk In the other versions of thc game, laking Ihese 
tokens may increase ComlpUOII, but in the Simple Gallle you do nOl hal'C to 
"wry aboullhe effeclS of uu:;o;rupulous gO\"CflHllen! comractors,) 
\\'hen the lasl stage is built, [he WOllder is complete. Relurn lhe blue tokens 10 
your Blue Bank and mO\-e the WOllder 10 Ihc space abOl'e your Gm:emmell/ 
card 10 show that it h:tS been built. I[ lakes effect immediate~'. If i[ produces 
an)'thing, it will begin prodUCing [his .urn and any spedal abilities it gil'es )'Ou 
can be used immediatel)'. 

A IruI"LM'1<' IlOOMKS lTIi ~V(11)£RS 1t'1TI101'T IHINA'fRS, Y'}l! .~t:lER PUT 
WOK~'t'RSOSA Wm"LM'K. A WO,IVEllPROm:CEsAuTO,I'ATlCAl.lr, 01JKf.A" URIJtIN 

Bt'IWI,\"G If!llCIt IS PROt>OCJXG OliCE FOR 1!M:l! Ir'ONKfN 0:\ ntf ORD. 

This is the adl'3mage of a WOllder OI'er a Blli/dillg. but Jroudsrs are more 
difficult to build than Buildillgs. Furthermore, for each WOl/der-you hal'e built, 
)'OU mUSI pay I additional Cil"il Actioll when I"OU lake anOlher WOllder card 
from Ihe Card KOI/}. . 

To BUILD O:.'iE ~"'A(;E OF It. WO.I'fJFK. 

• YOUUSf. ! GIt'llACrto.\' 
(,1101'£ I II'l1lTE TOKF.\' OH I'OUR GOl'tNSlIF..I'T C.~RD). 

• You PM' A SI'f.cmw A.I!OL:\T OF R~1lC£S (~IOl'fi III.U ll)KEXS "NO.I! 
A illLl'I,I"G TECIf,I'OlQG.1' C.~RD TO rOl'R Bue R~SA'). 

• You IlUlW TlHT STAGE Of Tlt~ lVo.l7JlR (TA~E O'\E IIU:E TOKE.\ fROM 
r()t;R Blu B.~n ASD t"Sl: IT TO COI'ER LP TU.: \LMI3t:R RE.>ilESfSrt\O 
TltE oosr Of TIlE STAGE TlHT IOC &:ILT). 

OSCE m u IHI'@ 8UILT TilE LAST STAGE OF TIlE WO,\"IJf."R: 

• You REruRX TlIH llU!f. TOKf.\S O~ rOOR WilllN:'R C\RD TO rOCR Bu'B &11'. 

• You PLACE Tllf, WO.I7)t'N CARD AlIOl'fo YOUR G'OI'fl<'.l:t/f~I'T CARD. 

• You It.DJ~ I"OUM J~DICATORS. 
• Yoc DE.U wml Tl!H Irul70s SI'fO,\t ."''f.ClS, If IT It>,.'; <t\l'. (SEE I\EI.(JI'.) 
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PUT A LEADER INTO PLAY 
E\'cry civilization can have aiet/de, - a historical personalilywhose inOuence 
is feh throughoullhc clltireAgc. 
Putting a UlI(/(.'1' Into play costs I Cib'iI Actiol/. Take the card from rOUT hand 
and pul il on llle table nCXIIQ your GOtY!rl/melll cud. You may put the card 
into play eo."Cn if )Ull drew it from the Cord Noli' this turn. (Note [hal drawing 
a Leader card from the Ctml HOII) ~nd pulling il into play arc IwO separate 
ActiOI/S.) The Leaders effects begin immediately. 
Your dviliz.al ioll can only hal"c OIlC let/der. Furthermore, if you draw a Leader 
card, )'00 are not allowed [0 drAW an)' more Leader cards from Ihat A8e. 
I( )Ull hal"(' a Leader in play and rou play a new Leader (from a different Age, 
of course) then discard Ihe old leader. Theold Leader'seffects no longer work, 
~nd the new Leader's effectS begin immediaH~ly. 

To PITJ' A lI'.ADF.!l t"'''O l'I.n ': 
• You l'SE 1 Cmt Acno.l' 

(MOI'1l I ' -1I1Tf.1'Ot:F_\, OI'F lOOR GorEll/" II£,IT CARD). 
• You ItF,MO\'~ YOUR PRnlOUS le,WliK FROM f'LAY (IF nlER~: \I-AS OXE) ASD 

I.05P. ANY BOXlISF's TIIAT li!ADI!ll (iWE lOO. (ADJUST YOUR IxmCATORS.) 
• You PIIT TIlE li~W l l!:lf)£R eMU) os TIlF, TABI.E Nt:.\; TO YOI.'It 

GOl'lliN.llli,\'T CARl), 

• Yoo A[}JU~l' YOUR 1;;!JICATOR5 TO MP.fU:cr ANY 1IO.'l':ill.'i I'ROI'Illt:D 
BY l'OllR NI,W LJ~II)f,'R, 

• Dt:AL \\IITII ANY SPECIAL EFFl:crs YOUR IiHW lfiA1)£/? IIAS. (SI'.E BELOW.) 

SPECIAL EFFECTS OF WONDERS 
AND LEADERS 
Some WOl/den and leaders hal'e additional spedal effC(1S which are wriuen 
on the card, Somc can Increase your number of Actions. Thc Pyramids, for 
example, gi~'e }UU I extra CI/lIIAction each round, When you complete the Pyr­
amids you immediatclY take onc white token from Ihe box and put it on your 
COI-Y!rIIIIICIII C".lrd, (So you can use it on the turn you build the p)-ramids.) 
Hammurabi also gh'cs you I extra CM/ AcIiOfJ, but takes away oneMililary 
Aclioll, soyou put onc of )"(llIr red tokens back in the box \\-hen )UU take the new 
while loken OUI. \1'hCtl your dviliz:llion gels a Wider 10 replace Hammurabi, 
)'Ou PUt onc of }'OUr \\'hite tokens back and take back a red token and PUt il on 
)'Our GOl'(!rIlmel/l card. Note that when )'Ou gain anAclio1l token, )'Ou put it on 
rour Vot'erlllllelll card and can use illhallUrn; whC1l rou lose anAclfoll loken, 
)'Ou can lake away one oflhe lokens Ihal )'Ou hal'e alread)' used thatlurn. 

Tip: Some wukrs and IHlIIdl'1'f hal'e special effects or limil:l.lions th:l.t do 
nol appl) 10 IheSilllple G(IIIIl'. (Examples include the Colossus. Columbus, 
or Gen~his Khan.) JU~I ignore auycCfects )'OU do nOl undersland. 

PLAY AN ACTION CARD 
Playing anActiQI/ C(fIr/ costs I CM/Actiol/. Unlikc olher cards, you can nOI use 
an Actioll (Ard lhe lIlrn )~U draw It from thc Card RowAclioll cards hal'c an 
effe<:llI'hich takes place imrncdi31 e1y. Once you play Ihe card, discard il. 
Actiol/ C(lrds can gil'C you eXlra ReSOllrces or Food. Whcn ),OU gain a Resource 
Ihis way, you takc a blue loken from your Blue &1111: and place it on Ihe proper 
Techllol08Y card, jusl as if it were produced by a Mille or a Pal7ll. 
ActiQII (Ardj' can gh'e you Cllllllre /'oill/s or Sciellce I'oillls. Score Ihe poims on 
the point counter immedialcly. NOIe that Ihis does nOI affC(t your indica:tors at 
all, only your coumcrs. The points arc only gained on Ihc turn )'00 play Ihe card, 
SomeActioll Cim/s indude lhe effect of another Actioll. A card Ihal allows )'ou 
to build a Blliklfll8 al a discount includes theAcliol/ of building in ilS effe<:t. 
A card that allo\\"~ )'Ou to increase }'Our populalion :l.nd gh'cs }'Ou back Food 
includcs Ihe Actioll of increasing )'Our popUlation. (Note th is is not the same 
as a diSCOUnt; )'Ou can only use Ihe card if }'Ou could increase your population 
wilhoul it.) You do nOI hal'e 10 payanyexlra Cidl Actiolls 10 perform IheAclioll 
induded inlhe C'Jrd. 

To PLAY AI~ Amav CtRo: 
• YOUIiSE 1 CII 'fLAGTlo.\' 

(MOI'~ I '~UTE TOKE." Off lOOR GOIlIWIf.IT CARn). 
• You 00 ... flU IT s\YS o.~ 'I1la CARI) ('FltlCff ll\l' ISCUJlIl A:;onlfJl A(."1Jfl\~, 
• YOU!)lSCARDTllEAcnal' CUlI). 

You CAN SOT PLW AS Aa/Q.I' CAllD mAT lOO TOOK FRO.lt mE: CAllD Row 
OURIM; mE 5.\ME TlJRl>', 

Example: In Ihe fil'Sl round, brOOm pl~ced Ihe Colossus "under con· 
Slruction". She only has 2 Reso/lrres and il COSIS 3 10 build Ihe first stage of 
Ihe Colossus. She is holding theAch'oll Cdrd Engineering Genius, which 
she drew on her pfCI'ious Iurn. This cml allows her to build onc stage of a 
IHmilerfor2 Resollrces less. She pla)"S Ihiscard, pa),s I Reso/lrce, and builds 
Ihe firsl st:l!,'C of Ihe Colossus. This COSI her I Actiolll'lJilll, so she has 3 left. 
Inlhe Card Row Is aflOlhcr Engineering Genius card which costs 2Aclloll 
/'rJin/j' 10 lake (lJoc~use ills In lhe middle regiOn of lhe Olrd /?ow). She can 
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lake Ihis card, bul can 1101 use illbis \Urn IJocAuseActiol1 Cdrds can not be 
used the turn Ihey are laken, This WQuld leal"\! her wilh I ActiOll which she 
could use to incl'C2SC her dviliUliOn's populalion or 10 lake another card. 
Tip: TheActiol/ O"dslhal indude another AcliOll are <!dl'antagcous bec-~usc 
Ihe)' 5..11l! }'Ou onc Cidl Ac/ioll. 1I0wCler, lhose that do not include an Aclioll 
prOl'idc more gcnH'AI effects and arc helpful in more silUaliOllS. 

TAKE A CARD FROM THE CARD Row 
This is Ihe SlIme as in round onc. In lbe Age I deck, hOWe'rer, ~'OII encounter 
a ncw type of urd: Tecbllologles. Under Ihe Tecbllology card's name is a blue 
number and the Q symbol. Thallells )'OU how many Sciellce 1'o/lIls it COSIS 10 
put the Techllolog)' into play. In the second round, you only hale I Sciel/ce 
Poil/I, SO)'OO probably can rtOt pUliny Tecbl/oIogy cards into play Ihis round, 
bUl)'Ou can lake onc frolll lhe Cart/ Row and sa\'e il for later. 
Tecbl/oIog)' cards come in SC'.'erJI colors. Mosl of them hal'e already been 
discussed in Ihe seclion on /lIit1al Tecbl/oIogies. The brown ones ue 
f'arlllillg or MflllllB Tecbllologies, Ihe gray ones are Urban Buildillg 
Techllologfes, Ihe red oncs are Mifflar)' Tecbl/oIogies, and Ihe orange ones arc 
S)'Slems of GO/lemmellt. There are also blue Specfal Techllology cards. They 
have spedal effC(is lhal do (101 relluire)'Ou!O build anything. 
There jre multiple I:opies of lI1os1 Tecbllology cards. (How many copies 
depends on Ihe number of players.) So even if someone else lakes Ihe 
Tec/molog)' you need, )~U slil l have a chance!O gCI illater, 

You ARE NOT ALLOWED TO TAKE A TroI.l'OW6I'CARD tf lOO AlR£,\.D\' lt~\'E TIlAT 

SA..lt ~ TtaISOW6I' tN I'OOR tl~ND ON t .~ PUY ON TIL E TAIlli. 

SUMMARY OF CIVIL CARDS 
Lt.M1TATIo."S os T AKtXG CII'IL CAllI)$: 

• You CA ... o.~LY TAKf. OSE l£wER (Giro:,\, CARD) FRO.\ot E'..v;H A GE. 

• YooCA.\' WLYTAKf. A Ifim~ (puRPlE CARD) IFlllU tlWE XO Wal'D£A' ''uSDER 
{XN,;R\,;cno,,". TOTAKf.A Ifb.\'la', lllU Ml'ST PAY 1 Em!.~Cn1lAcnavR)R 
001 WO\OO lOOALRI'.AOI' lIAI'E IICttT, TIlE Iri:mUCARD IS PUCED o.~ TIlE 
TABLf. 1.It.ltWIA·ruS, t"'OICATISG nt,\T IT IS "lIli'DfR CO.\'SrRocnoN". 

• You CAS TAKt: AS ~I.~~Y Acr/Q.\' Cums (Il:u..o.' CARDS) AS lOO CA.\' P~Y 
FQI!. You CA.\' NOT PlAY A.." A(.TIfl\, C4RD TIlE S.\ME ruR.\' lOO TAKE iT. 

• You CAN M)T TAKF. A 'fmJ,I'OlIJ(;I' CARD (OILI.. ... GF., RED, BWI'., BRO'l'N, OR 
GAA1' CARD) 'l'1T1i TIlE s.tM~ NA~II! AS A TtCH.\'Ol1XiYCARO lOO Allium' 

ltAI'E IS lOON fM,"]) 0It I.\' PlAY 0." TltE TAW., 
There is a limil la the number of CM/ (Ards )UU can keep in )~ur hand. 

Yoo CA.~ SOT TAKI! A NE'I' CmL Cum ~,m lOOR fl~~D LP.\~ nu; NUMBER Of CAROS 
QlRRtXf'LY I," 'OON IIA."D IS U:SS T\[~N YOUR ror.u. ,\'lIMBER Of VilllTE 'lOKW. 

So at Ihe beginning of Ihe game, you are limited to 4 CivU Cards. If you are 
holding 4, )~u can nOI lake a new onc into )'Our hand until )'Ou play one ofthcm, 
rou call, however, take a lr'ollderbcc:l.use lhal does nOl go into )~ur hand. If for 
some reason }~U havc more cards in your hand than allowed, }'Ou do not hal'l~ 
to discard any. The IIml1 only prevents )~u from laking new cards. 

Tip: Think carefully aboullhe cards j1)U take, If j~U are holding ('ards you 
can nOI play, Ihcn )'Ou mat be unable to lake the cards you need and you may 
be unablc 10 use all of )1)ur Ci/'il Acllolls. 

PRODUCTION 

AND MAINTENANCE 
Produaion and maintenance are the S:I.1llC as in round one. In round IIIU, how­
C11'r, the cr.ilizations begin to differentiate. A cil'ilization !hat built a third Faml 
will produce 3 fuodinstead oil. A dvilizalion that buill a thirdMille will produce 
3Rt!S(IIITreS illSlead oi2, A civilization Ihal buil! an Urixtll Bllildillgwill produce 
a Cu/tl/re Poil/I Of:l.(I cxtraScfC1lce PrJIIII depending on Ihe I)'J)C of &Iiidillg. 
fuod and Resources thal were not used during the !Urn are not lost. The blue 
tokens remain on Ihe cards, 1'11'n as new blue tokens:l.fC added, making it pos. 
sible 10 sal'e up for biggt'!r projeas inlaler lurns. (Hut be careful: if you run OUI 
of blue lokens, )'ou can nOI produce any more Food or Resources umil some 
blue tokens are spell\') 

IIp: ,\ 1)'Pical St.'COrlU round laclic is 10 increase population and bui ld I f(l"" 
ur \lille. This uSt.'li lip all )'ollr foot/and Resources. rour 11\~ remainingCMI 
Actioll$dcllend Oil thel:artis )·ou look in Ihe first rouud and Ihe0l'portunitlcs 
al'ailablc in Ihe Ctlrd RQII'. 
In Ibe Sillll"tt (lall/C, mililarySITCIlj:th is nOI important. Mililary build-Up can 
IYJ)' off althe cnd of Ihe gamc, whcll il earns)'OII bonus CIII/uro Poillls, blll 
Ihere is 110 rcaS(HllO spend Rl'S(lIIrceson it in lheearly rounds. F:wn in ihcfldi 
G(lme, players usual I) \\".111:1 fc\\' ulrns before b<ogi nning milil:lry build-up. 



LATER ROUNDS 
It usually takes a few rounds [0 build up lhe Science l'ofllts to play;J, Technolog)' card. rhrse cards can gh"e )"00 lite ability 

[0 upgrade your Cl/Ifs. Blliltiillgs,JIJilles, and Farms. Also, &'ellfs begin occurring in the third round. 

EVENTS 
During:>C1 up, )'Ou should have placed 9 Et~nl cuds from ,lfilitary DedI A on 
lite CtJRR£\T EVENTS Slack. Beginning in round three, the Starting Player 
should re ... ealthe top card before taking his or Iter turn. The Etenl described 
by the card applies 10 all]llayers. 
EoolI/s in Age A arc positive, benefiting Ihe cil'ili7,alions. For example, Oc\"c l· 
opmcnl of AgricuhuR 53)'$. "Each civilization produces 2 Food."Tltis means 
you lake 2 blue tokens from your Bllle Btmk and pullhem on your Agricu lture 
card, where Ihey represent I Food each. (If )"ou halt! already discoI'(!red the 
Irrigation Technology, ),OU may instead take I blue token frora your Bllle 
Bank and put it on the Irr igation card where it represenlS 2 Food) 

Tip: Some El'ellls allow}lJU tQ build a £"nil or a Buildillg for free. but thepC(luire 
)OU to ha.'e an Unused Worker, II is a good idea to k~p onc Oil/St.'; Worker in 
)'Our Ullllsed Workers 1'001 so you GIn take arlranlagc of these opportunities, 

In the other I'ersions of the game, £t'ellls work a bit differently. 

PLAY A TECHNOLOGY CARD 
For I Cft'if ActiOIl, )'OU can play a T«:bllology card from your hand, if you 
have enough Sciellce Poil/ls to pay for it. (Gorer-mllelll Techllology cards hal'e 
a special cost. See below,) You may play a Technology that }'OU drew Ihis lurn 
or one you drew earlier, r he number of Sciellce I'o/II/S 10 pay is gil'Cn by the 
blue number next to the 0 symbol. MOI'e your Science Poill/s marker back 
that many spaces. 1f )"Ou do not hal'e that many Sciellce l'oillls, IOU can not play 
that card yet. 
Many Technology cards are improl"Crnents O\'er )"Our IlIitial Tech/loIogies. The 
type of TecbllOlogy is descril:led on the card. Iron, for example, is a Mill/llg 
Techllology, allowing )'ou to build Alilles. It is plared so that it partially cO\'ers 
)'Our Bron:r.e card. Blue and yellow tokens on )"Our Bronze card remain there, 
and your Iron card has no tokens loitially. 
Some Tt'chnology cards allow )'Ou to build new types of UrlXIII Bllildillgs (The­
alers,Arella\", and Libraries) or ,It/Wary' Uni/s (camlry), These ctrds should 
be placed next to the cards of the same color that }"OU already hare io place. 
A new Building, Farming,Milling, or Unil TecbllOlogy only gircs rou the ability 
to build something. It does nOI gil\!)oo the thing itself until )"Ou take the action 
that mO\'CS a Worker token omo the card. 
The Special Techllologies (blue cards), howel'er, give lOU thei r oonuscs im­
mediately - they do not requi re a Jl'orker. Some gh'e you additional C/vllor 
,ll/11lary Acli01IS (a llowing ),ou 10 take a while or red token from the box and 
put il on your CQ/,'('rt/lllelll card) Some give ~ rt;~mlln! on huilding projects or 
WOllder.s. Some iocrease )"Our military Slrellg/b (adjust your iodicator imme­
diately). The Cartography card gircs you a bonus during C%niUJIiOIl. This 
bonus has no meaning in theSimpieGame becluse l'Ou will not beCokmizillg. 
Special Tecbnology cards should be placed next to )'Our Gm'Wllmellt card. 

To PLU" T ECHM)LMY: 

• You USE I CIVlLAalQ.v 
(MOVE I WH ITE TO~f.\' OH I'OUR GOI'EfWf£,I'T CARD). 

• You PAY TilE SPf.clflf.D !>UMBER Of Sa£.I'CJi 1'oI,IT$ 
(MClVE rooR ScI£I"C/i POI,,,,,::; MANKER TIlAT MA.W SPAQ:S tV.CX). 

• You Pl~E TIlE c..um O.~ TilE T"BIL 
• IF YOU PIAl' A Sf'EOAL 1'lcRW)lOliYC. ... RD, \00 APPLY ITS [ffi.CI" 

('l11CH MAY I~;\'{)L\'E ADJUSTIs(; IOCR ISDICATORS). 

The picture al the end of the Simple Game section shoW's where your 
Techllology cards should be played. 

PLAY A GOVERNMENT CARD 
Your system of Gorenlmelll is also represemed by a Techllology a.rd. Ilow· 
Cl-er. chaoging )"Our GOt:enlmelll is nOl as easy as playiog other Techllologies. 
But it can be wonh the price: more adl'anced Got-emmell/s girl' IOu more 
AcliollS, they hal'e higher Urball BIli/di1lg Limits, aod sometimes they gh'e 
special bonuses. There are two ways to change your s)'Stcm of Got8rt11118111. 

REVOLUTION 
N(!!.oo/ulion represe!l1S change of Got'enlllll!llt br force. [t rosts IOU all of your 
Citil Actio/IS - you are not allowed to take any CidJ ActiollS on )oor tarn. In addi­
tion, )lJU must pay the lesser of the t\\OSciel/C8 PoI", rosts specified on Ihe c:lrd. 

To OF.CURE A Rt1I'QWTlQ.\~ 

• iT MUST BE ,'OLII FI~i """'1) OS!,Y Gmt Aa/al' 0" YOUR TIlR:;, 
(Ail YOUR wmn: TOKJ~\"S ,IJIJST B.; O.~ \"Ou~ 01.1) GorffWI&I'TCAW1),) 

• You PAY TilE LESS.;R :;UMBER OF ScfE.\"C/i 1'01.\7':," SPf.clmo B\' TIlH GOI 'F.N.I'­

,11£.\7' Cl.ND. (Mo\'E I«.'R SaE'w;E PoI.\7' 00t;~11'.R IlK); mn .\t-t~ Y spc::s..) 
• Yoo REI'l.AC£ I"OUR OLD W ·ER.\.\IE.\,. CARD II1TH mLII ~b"'" 

GO"F.RS)Ef.\i CARD. 

• TAKE RED .1..\0 \I'IElTE TOtif.'\S fRO~1 TlU: BO.~ - OR f'Li SOllE 8.\cK -
ACOORDlSG TO TIlE NU,\1 BER OF AalO.\! ALt.O'«'f.O Bl IOCR SEW 
GOFER,WE.\ 'T. WllfJI' CO.\I PUTL~G 1'01; 11 TOTAL ~UMBER OF Gml A~[) 
JIIIfJTARY Acrral)', INCWDE ASY 1lO.~L'SACTm\~' ~RO\"IDED 
BY Wal:D£RS, lEADlKS, A.\D SPECIAl. 'fECH,IOL()(;IFS. 

• P lACE ALL rOUlllfttlTE TOKESS l\OO TO IOCR GOI:ER.1:1JE.17C.~ID TO SlfOW 
TlUT mE\' 1\AI'E ALt BI'.L" LSED TIllS TU.\. TilE \l.\lIlER Of un mt:E.'\S 
USW SlIOOLD COIIHSPOS1) TO TlIF. 'irMRER TlUT 'HIIE CS£[) BJ:fORf. YOIJ 
DEClARED RfjlOO71Q.\'. 

• RESOI.I'E "101' OTIIEH F.mx:rs OS TilE SE,;' GOI'fN'I.IIF..ITCARD. 
(TIIEOCRACY, fOR f.X.U lI'LE, GIVES rot. ADDlTIOML HAJ'PJ' FACES.) 

Although }-'Ou can still lIse all your Mililrlr)' Aetlolls on the turn in which you 
declare a Retoo/l/lio1l, }'OU do not get to do much else. (The Breakthrough 
Ac/ioll Card can be used to declare aNetoo/llliOIl, If it is lour only CMI AetiOIl. 
Breakthrough allows }-tlU to play a Tecbnolog)' and then gain Scitllce Poil/IS, 
aod a Got'Wllmelll is a TechllolOff)', It still COSts l'Ou all of )"Our Cid Acliolls to 
declare a R(!!.oo/IIIiOIl with a Breakth.rough card.) 

,\ Eumple: Adam's cil"i1il;!ion is 
Ile>pocis.. gowrned by Despotism under the 
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leader lI :unmurabi. so he has 
5 Ciril l lcliolls and I MiIi/at')' Ac/ioll. 
for I Cidl Action. Adam lakes 
M()nan:h,' from the Carl Now. 
lie can not declare a NerolI/lion 

10 Monal'thy IhatlUrn because he net'ds all his CMI ACliolls" do so. 
On his oe.~tturn, Adam chooses lte~oo/lIlioll as his first and Oily Cidl 
Action. lie pays 3 Sciel/ce I'oillls, and replaces Despotism with Mon­
an:hy. ,\Iooan:h)' normally gil't's 5 Civil Actiolls and :I ,l/iliktrl' l ie· 
11011$, Because "darn has lIammur-oIbl , howl'\"Cr, I 
he will hal\! 6 C;,#I Ac//OIlS and 2 Mililary' AcliOl/s, ._lI'rlrl' 
He takes tokens from the box so that he has 6 white 3 (.)Q 

lOkens and '1 red lokens. He places the while toiwns 
oexl to his Monan:hy card to show that his CMI Ac­
lioll$ hal·e been used. The red tokens are placed 00 the 
card because he stili can use bolh hiSMill/tl1')' Acliolls. 

PEACEFUL CHANGE OF GOVERNMENT 
It is possible to change loor GO£Y?rtlmelll for onl)' [ Cit'if AdiOlI. 

CI!A.%ISG YOl'R GQI1,1i.'i.1IE.17 COSTS OSt\' 1 Gmt !lata\' IF \"00 P,W TIlE 

GREATER SINBF.R ()to. Sa£\"C£ PoI,I7'S (mE PRICE IS PO\lIf.\i!l f.5ES). 

[n a peaceful chaoge of GO/.'ertlIllClII, you still must replace }-'Our old GQtY?rtI· 
1IIt'1I1 card and re-compute }-our total number of Civil and Mililary Aeliol/s, 
After the change, the number of used Civil Actlom' will be [ more thao it was 
before the change, The number of usedMililarJ' Acliofls will be the same. 

Examp[e: If Adam had 9 $(;iel/(:;e l'oilllS in lhe pT'CIiOus e.laD1ple, he 
could take Monarch)' for I CidlAcllol/. Then for his second Cit·jfAclloll, 
he could pia), Monan:hy for 9Sciel/u Poil/ls. As calcu[aled abO'oe, Moo­
aKhy cornbillCS wilh lIammurabi to gil'c Adam 6 Ci£# Ae/io11S, lie wt ll 
ha\"C 2 II'hite tokens beside Ihe Monan:hy card and 4 white tokens 00 the 
card to represenllhe 4 Civil Actions he still has 31'l1ilable Ihis tum. 
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UPGRADE A BUILDING, 

MINE, OR FARM 

Initially, rOll can only build iJtlfldillgr, Mines, and F({rIllS from Age A. Tech­
nologies fforn Age I allClw )'ou 10 build level I Buildillgs, MiIlCS, and FllrlllS. 

TUlt Ul'£L Of' A B (,fW/,I'G, Ah1'6, OR FAJ?II IS TIIF. SAME AS T1 IHA c6 TilE CAMD 

IS fRO~I . T110SE FRQ .... A GR A ARH U I'U O. 

Playing the Tecbnolog)' does nOI automatically gire )'ou Bllildings, Nilles, or 
Farlllsof the n('W LetY!l. YOll must either build thl'm directly as described aOO\'c 
or uPSf1lde old ones. Upgrading works like building exCel)! llial the irQrker 
comes from a lower ]cI"cl card of the same type Onstead of your Unused Work­
ers Pool) and Ihe COSI is the difference bclw~n the new onc and the old onc. 

To UPGRAI)[ A B VIWI,W;: 

• You USE I Gmt Acr}()'I' 
(/0l0'I1: I WlltTE TOUS Off YOUR GO'I"£R.VJf£VTCARll). 

• You PA\' A lMt BliIt Of IhsQI..1IC£S f.QUAL ro T11f. OIffERE.'iCE BI!'ITF.E.'· 
TUE 6lillDlSG COST Of TIlE ,~.:w & 'fWl\"G ASO TII B BtlllDI:;G COST Of Tfl F. 

01.0 BUWf,W; (MOI'[ 6lUf. TOKENS REPR£:iF.''T1NG TfI ~T M~XY RESlXRCIS 
FRO,I' I'OCR A/m/.I'G ft}1,\/SG CAKOS TO YOUR Bu:e fuNK). 

• UPGR~OF. TIl E BUlw/,I'G (MOn: l WONKeN TOKI!.\' FRO,II TlI6 OLD CA RD 

TO TII ~ ,~I;'W CA RD). 

• AI)JlIST \ooR lXOICATOltS, 

Upgrading a Farm or a Mille works exact I)' the SlIme way (except Ihat 
indicators do not need to be adjusted). A Faml can only be upgraded from 
:lOolher Faml. A Mille can only be upgraded from another Mille. An Urban 
Bufldillg can only be upgraded from another Bulldlllg of the same type: 
Temples muSI be upgraded 10 1'emples, not TiJeafers or ulbs, 
Upgrading Buildings makes your II'vrkers more efficient - one Ifbrker can 
produce more, Do not forget that )'Ou can build adl'anced Bllildillgs,Mines, and 
Forllls diTt.'dly, rurthermore, )'Ou can still build ones from an older Age even if 
)'Ou hal'C .he TecbllolDg)' that allows )'OU to build those of a newer Agt? 

'!.~!I~ Example: In the picture, Barbara has .o1lerelOrllinel 
fIi I"", and 8 Kerollrr:e5. She has just played Iron for 5 kience 

5Q Poill/s and I Cid! Ac/ion, 
Iron ~lIows Barbara to build a Wt'e/ [ ,[line for 
; Resources or upgrade a i.el.'e/ 0 Mine to i.et'l!l [ for 
3ResOIlrr:e5, Shecould upgrade 2 ofher,ltilles toi.et'e/ [ 
for 6 Kerollrces:loo 2 CiI'iI Ac//(ms, Tht wOIlId 1(':l1'C 
her with 2 Kerollrres, I'Qr I CMI Acl/on she could use 
Illem 10 build ani .. '\\' i.et'el 0 Mit/e, This "'Ould tie inef­
fective, howco.'er, for tbe same :lmou"t of Resources (8), 
she can build one i.et'l!/ [Mille For; and upgrade one 
Let'ei 0 M/lie for 3. either way gh'es her 2 i.et'l!/ I Milles 

and 3 i.et'CIONilles, but the scwnd option only costs 2 Cidl AeNolls, 

TH E URBAN B UILDING LIMIT 
In :lddition to prodUCing more per Worker, higher 1C\'C1 (JriXIfI Bllildings allow 
)'Ou to produce more while staying within the llrixIfI Bllildillg limit defined by 
)'Our GQt'emlllellt, 

Tip: ikspolism only allows you 2 Huildillgs of each tl1le. Once you hal'C 2 !.flbs 
and 2 7i!1IIf!le~' , you can not bui ld :lny mol'(' I riXIII Bllildlllgs unless )'OU pl:tY:l 
n("w 7i!clmolog)" You could change to a AC\\' GOI'I.""IIII' II/ \I ith a higher Urlxm 
HuiMlug limil, The Drama 7i!cIJ/lologr \I ill atloll you 10 build Tlxwlers, Or 
)'011 could pIal' Akhem}' \lhich \I'ould :1110\1 you to upgr:uie boIh your Labs. 

Note that the Urban Building limit allplies to each type of Urban Blli1di"8, 
regardless of let'e!. Thus a Despotism can only have 2 lobs, 2 Tempies, 
2 Uhrtlries, 2 Tbealers, and 2 Arelll/S, The number of r(lrIll5, ,lfl lles, WOllders, 
and Unlls is nOl limited. 

HIGH ER L EVEL F ARMS AND MINES 
Dl!Rl~ PROOl.atOS, E\'ERY \'E1.l.CIW If'ORKEK TOKF.. .. O~' " FAll.1J OR M ISE 
PIIOOl!CES I 6UJE TOKE.\', TtIlS 8UJE 'JOKE.'> REPRESL\'TS TIlE .u1Ol.: ~'T Of F()QIJ 
OR RESQfllCES [XOICATED BY TIlE CARD ox 'CHICH IT RESTIi. 

So if }'OII ha\'C a Let'6l I Mitle (represented by a lI'orker on )'Our Iron card), )'Ou 
place I blue token on )'Our 'ron card during production. But this blue loken 
represents 2 Resources insteltd of I because of the r;9 symbol on Ihe Iron 
card, When you use Ihis token 10 pay for something (by returning it to )'Our 
Blue fullk) it counts as 2 Resol/rces. 

You are :l!!owed to make ch.ange(s) by mO\'ing a blue token from a higher lel'el 
,IIllIe to a lower Ico.'eIM/ne. MOI'ing a blue IOken from )'Our Iron card (where it 
represents 2 Reso/lrces) 10 your 8ronze card (where il represents I Kesol/rce) 
is the sante as paying I Resollrce, Howe\'Cr, it is nel'er legal 10 move a blue token 
from a lower lel'cI card to a higher lel'el card, For example, )'OU can nOl remOl'e 
2 blue tokens from )'Our BrO Il 7.e card and put one on )'our Iron card and one 
in your Bllle &mk, el'en though such a maneUI'Cl' would not incre:lse )'Our total 
number of Kesol/rces. Analogous rules appl)' for l'ood, 
Sometimes after upgrading or m:lking change(s), )'Ou will hare bl lle tokens on 
a C'Jrd that h:ls no }'Cllol\' tokens, This is legal. for example, )'OU can use )wr 
Bronze card for making change(s) C'\'en if )'Ou do nol have a Let'f!! 0 Mille. 
Similarl)" if a card says "Your cil'i!ization produc(''S 2 resollrces", you may take 
I blue token from ),our BI1I6 Btmk and place it on Iron, whelher or nOlthere 
is a lI''()rker on Iron. 

Example: In the pl'CI'ious e:umplc, B:lrbara spent all her Resources, 
1.~!I~ ending up wilh :; i.e/:ef 0 tllilles and 2 I.e/:ell tllilles, 
,. Ouring her production pbase, each produced I blue 

5~ token. The 5 blue tokens represent 7 Resollrr:e5. 
Onller neXI turn, Barbara upgrades aMine. She mOl'es 
I }'C][OW token from 8ronze to Iron. She pays 
3 Resources by mOl'ing Ihc 3 blue tokens from her 
8rol11.e card to her mile /3(lIIk, (Instead, she could hal'C 
taken I from her Brofl1.e card and I from her Iron 
card, bill il is more efficienllo hal'C more tokens in her 
NIIl! &mk.) She still has 2 blue tokffis lefl Because Ihey 
are on lIer Iron card t~' represent 4 Rero/lfres, She 
decides 10 use theselo upgrdde another Mine. This time, 

she pal's 3Kesollrces bymOl-ing I blueloken from Iron to 8ronzeand the 
olher from Iron \0 her Bllle Bank. 
Tip: In itial~', an Iron mille seems inefficient. l"Slead of paying 3Ke,Wllrces10 
upgrade a,lIine from IRlW 0 to i.end I, you C'JIl incn.'aSC productiOn tbe same 
anH)Unt by pa~ing 2 ResollfreHo build a new i.ere/ONille. The adI'anmgc of the 
lRte/ IJ/i/le is thl il OII[} requires I IfOfkcrlo produce as much as 1\\'0 len?! 
O,llIlIes, fu rlhermol'(', bec'duse the number olblue tokens i51imited, it Is more 
efficient to slore ReSOllrces on higher [e.'el Jlffllillg cards. 

UPGRADE A UNIT 

U!'GIW)I.'\G " M IllTANI' al'" tS m.: ~\I~ AS UPGIlAOJ.'\G A Bma.Wi, M I.I'I! OR 

FAll. IJ, EXCEPT TlIAT IT OOSTS I M I/DAIlY Acnov [mEAO Of I Cml Acnol'. 
Afler upgrading a linil, adjust rour Streng/h indicator, If:l card gives rou e.~tra Re­
SOl/rces for building Unils, these exlra Re.rources also apply to upgrading 11lllls. 

Example: Adam pays I Chi/ Action 10 pia)' Patriotism I, which gil'CS him 
an cxlra,Jfilila1")'AcIiOIl and 2 cxlraResollrces for U"i/s, He can upgrade onc 
Warrior Ulli/ (costing 2 N£'SOlIrces) 10 Swordsmen (costing 3 Resollrce.~), 
This would norma~' cost [ 1111111111")' Ac/io" :lfld I ReS(/llf'«, hut tie pays 
nothing - he uses his f.".X1r:lNilitt1f)' Actioll:lAd onc 01 the extra Resomr:f!S, 
To build:l second SI\'Ordsmen tJnil, he uses the rem:lining enra ill'!X)llrctl 

from PalriOlism [, so he only pays I ,I!ill/or;' ActiOn and 2 /lesoI1f'Ce;$, 
[fhe decides 10 use 2n<AAer ,Ilili/my Ac/ion 10 bui Id a third SlI-onismen (ini/, 

he will M ' the fult price 013 Resources, 

MAINTENANCE 
Don't forget th:lt )'Our people I\eCd to eat. After prodoong Food, )'Ou must 
pay the amount shown In the right·most lid/ol/) funk region with alleast one 
)l!ltoll' token, 

Tip: Initia lly, Food mal' set'"] un important, but do nOI underestimale the 
necd for Farms, Suon )our population wi lt be eating I Food per round, 
making it diffi cu lt tn inueasc your population (unlwr, Sometimes it can cI'cn 
be adva ntageous 10 destroy a B/lildi llg to free 1111:1 Worker for a nell Fllml, 

H UNGER 
IF \00 CA.\' NOT 1'~'t'Tl tE FoooOOST, mCR C.\'tUZATIO~ L-.cotTh'TERS FA-Ill .... ' "SO 
lOSES 4 Q:LTI.'KI! 1'0/,1'(.5 fOR t'VERY F()(){) rou CAN NOT I'~r, 

Usually, it will not come 10 this because Food is produced immediately before 
)'OU pal'. JUSl make sure )llUr cll'il izalion is always producing at least as much 
F{)()(I as il eats, 
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SPEEDING Up THE GAME 

Once C\"CryQAC understands the basic mechanics, players can speed up the game 
b)'a1IOlling onc player 10 begin his or her turn while allOlher player is finishing. 
As SOOn as )"Oll are done using )llUr Military and Cidl Actions, let eIcryone 
knoll'. The next player can immediately begin adding cards \0 the Cord Row 

and playing his or her Actio/IS. Meanwh. ile, rOll can finish up your production 
and rnainlet1ance. 

Tip: NoIc that)oo produceA:lcJ, NC5QlIIWS, aoo Sciellce /'Villls al the end of 
loor turn. Th is means [hal)'Ou C:J:II pI:ln OUI !"Q\LT Ile.xt (Urn while OIlier.; are 
executing Iht'ir AcIiQlIs. If all players do Ihat, Ihegame ",-ill be fa:iler anti more 
enjo)'able. 

ENDING THE SIMPLE GAME 
The Simple Game is Ol"er at the end of the round in which the lasl CM! Card is 
placed in the Cl/I'd Row. Each player still discards cards from the first positions 
of Ihe Cord Row and slides the remaining cards forward, bUI no new cards are 
added. Once the player to the right of the Starling Player finishes his or her 
turn, each dvilizalion scores the bonus poinlS. 
LeflQl-er Food, Resources, and Science Points are nOI worth an}1hing, nor are 
cards that remain in hand. PJa}-ers should try 10 use up as much as they can 
~ore the game cnds. 

A'r TIIF. END OF TilE Sf.III'Ui GMlt!, RAC\[ C[I'ILl lAl"IO,'" SCORES: 

• 2 CurrR£ POI.\7)i FOR F.ACU LIJI'fl I Tr.CII.I'OI..OG[' IT IUS IN I'l .... V 
(ISCWDIXG tTS GorlfR,\'.I/£vr) 

• 2 Cl'LnR£ JWXf'S roll EAClt POI)',1' OF SrK£I"GT1/ IT 11.-\5 

• 2 Ctat'R£ I'oLITS roll 001 H.M'f1' PACE [T IIAS 

(.'\0 ,\lORE '1'11.\-' 16 CtUrRE JtJt.ln~ 
• I Ct'tRR£ PQLIT FOR E\ERI' Sa£1"C£ 1'01,17 tT PROOL'ClS 1'f.Jl: ROt)',l) 

• 1 CrLn"R£ /t)I.1'TR)R E\"ERY Foro A.~D Re:xx'kCE IT PROlll."CES pfJl ROCIXD 

GRAND EXAMPLE 
In addition to showing how 10 score the bonus points at the end of the game, Ihis example shows where onc'S cards should 

he placed on the lable and what a de\'f~lo]l<!d ch·ili7.ation looks like. 

leader 

......... ""'- ... ,".-...... ... _-­.. _----
special technologies 

"under constructlon~ 

Lefs ch«k the indicators first: 

urban 
buildings 

With I Warrior lJnif fJhenglb I), 2 SMrdsmcn lJnits (each Strengtb 2), and the 
Cartography Tecbllology (+1 Strellglb bonus), the cili lization has as/T"I!IIlJtb ol6. 
Wilh one le!Y!/ 1 Tm/ter (2 Culture), three let'el 0 Ten/pies (I Culture each), 
St. Peter's Basilica (2 Cllffllre), the Library of Alexandria (J ClIlfllre), 
and Theocracf (1 Cllflllre), the ci~i!ization produces 9 C/lflll flI pcr round. 
The Thcaler a.nd Temples also produce a total of 4 /ftl/Jp)' faces. Theocracy 
produces (mother 2. St. Peter's Basilica doubles the /lumber of lIapp)' FlIces 
so the Indicator is al "8+". 
The Library of Alexandria produces I Sciellcc. Each I.e~'e{ I lab would 
produce 2 Sciellce, bUl thanks to Leonardo da \'inci, one of them produces 1 

mines units 

civilization card 

The cMUzation produces 6 Science per round. 
Note Ihalthe Great Wall gil'CS 00 benefilS because it is still "under construction". 
Ilow many bonus poinlS does this cil'i]julion score in the Simple Game? The 8 
Tecbnologies from Age I are worth 16 ClIllllre I'oil//s. lIS Strengtb of 6 is worth 12 
Clllture l'oillls. Its lIapPJ' Faces are worth 16 CuI/lire l'oill4, whiCh is Ihe 
maximum. II produces 7 Resources and 4 Food, so those are worth II Cullllre 
I'oill/s. Its production of 6 Sciellce is worth 6 more CII/hl re I'oillls. In total, Ihis 
civUilation will score 61 bonus ClIllllre I'oil/ls althe end of the game. When added 
to the CI/llllre I'oillls scored during Ihe game, this should be more than enough 10 

win. {Don't worry if }()lJr dvililation doesn'l rnt'asure up -this cMlization was jusl 
c!"Clued for this example.) 
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2 ADVANCED GAME 
AFter playing the Simple Call1e, you are probably ready \0 

IC3Tn the additional mechanics in theAdmnced Game. This 
version includes the cards from Age It :lnd introduces more 

interaction between the civilizations. 
The Sill/fife Game is only designed 10 leach new players Ihe 
basics of Through the Ages, bUllhcAdtY/llced G(lIIIC is de­
signed to be a shorter alternatil'e IQ Ihe filii Gall/e, providing 

plenty of ch.allenges. 

ADDITIO~Al CO .... CEPTS ..... TlIRAIJI:.t,\o:o GtIJ'l:~ 

• Jllfl.ITANY CARDS (FOR J~"'EItlCTIO,' 1I~:n ~f"' CII ILll .. mo .... s) 
• ItJurICALACTfQ.VS (EACII PlAYER ,\I'\l'T"~f. l1'ol fflCAlACT/O.\' 

AT TIlE BEGI .... XI .... G or IllS OR IIER TURN) 

• f1API'ISK\, (\"oUR PfOPLP. .... ~F.Il E~TERTA I ~·.\ , f.~'T) 
• CONRIJ'7!o.\' (THE MORH rOll ~'J'OCKPILF. F()()I) ANI) NIfSfX'IlCES, 

TItH HARDER IT IS TO KEEP TUnt FROM SWiG STOIL\,) 

• 1'N:ncs (rCX;R u.ws CAS FORM A Ii'.III~) 
• OKSOlt::scE.\Ct: (SO~IE ntl>;GS 1!I-:CO.\t E O8SOl.I:TE AT TIlE L\D OF .~\'AG£) 

SETUP 
TlirAdI.'lII1C(!(/ Came uses Civil andJllilitllry Decks A, I, and 11 and some cards 
fromMilitnry Occk Ill. If there are fewer tlian 4 players, do not forget to remove 
cards from Cld'IJecks 1 and 11. 
ReruOl'e the4 black Jl"l1rcards froruMlflttll)' f)eck 11 and place them in the box, 
In a 2-playcr game, )"OU should also remol'e the 6 blue !'act cards from Militar), 
Decks 1 and 11. 
Shurne Alllifary Deck A and count out 2 ruore cards than there are players. 
Place them facc down on the CUNNENT EVENTS square of the Score Board. 
Place the rest of the deck in the box. Do not let an)"One look at these cards. 
Place cards from CMl Deck A on the Card NOli'. As in the Simple Gall/e, the 
remainder ofthl5 deck will be discarded after IheSlarting Player uses it 10 add 
cards to the C(lfyi NOli) in round two. Shurne CMt Deck 1 andMilittlry Deck I and 
place them on the game ooard. CMt Deck 11 andMi/if(lI)'Deck 11 should be sec to 

one side until they ate needed (Age IJ). Do not forget to SOrl OUt the cards marked 
andlor. from the CMI Decks when less Ihan 4 players are playillg. 

Military Deck III contains the cards which determine Ihe 4 bonuses Ihal will 
be giren out at the end of the game. Shufne this dl'tk and then reveal cards 
one at a time until you have revealed 4 green I.'tvmt cards. I'ut them someplace 
where c'ieryonc can read them. The olher cards from M/I/hlry Deck III can be 
returned to the box. 
CiI·ilil.ations ~re set up as in the Silllpie Gallle. (See the fllitial Set Up picture 011 
tile first page.) The spotS in your Yel1()UJ and Bllle Ballks are mari<ed to show}oo 
wilere)OO put )'Our tokens during initial set up. It is possible, hO\\' .... er, to gain 
additional blue and yellow tokens in theAdLrl1lced Gallle. If}oo hale more tokens 
than }UU haw marked spots, just keep the CXlr.lS in the righl-mosI region of}tlUr 
retlolll or Hille BaIlR. 

PLAYING THE GAME 
The first round is the same as in the Simple Gall/e. From the secood round 
on, howel·er, }UU may draw I Milital)' Card (from IJeck I) for each unused 
Milif{lry ActiOIl. These cards are drawn after }UU deal with produclion and 
maintenance, SO it is not possible to use aMilital)' o.,rd on the turn on which 
you drew it. 
In addition to elements introduced by theMilitaf")' Cards, pla)"er.; must concern 
themseh·es with Ifappilless and CQTrtlpti01/. 
EtVmts are not automatically rC'o'ealed in theA(/wllced Game. Instead Ihey are 
rel·ealed as an effect of a plarer·s PoIiticfl/Act/OIl, (See belOW.) 

\Xihen the !aSI Civil Card from Deck I is placed in the Ctlrd R01I1, it marks the 
beginning of Age [] and the end of Age I. This makes some cards from Age A 
obsolete. 
When the last Civil Card from Deck 11 is placed in the Card Row, it marks tile 
end of Age 1[. This can make some cards from Age I obsolete. FurthI'Tmore, 
it marks the end of the game: at the end of the round, the pl~yer.; add on the 
bonus poinlS determined by the 4 Age II I f.hml cards and the civiliz:ation with 
Ihe mOst Cllltllre Poil/ls is the winner. 

MILITARY CARDS 

TYPES OF MILITARY CARDS 

AS with Cft.il Cards, the types of Nilitary Cards can be distinguished bj' their 
color and by the type name in the upper right corner. 

POLITICAL ACTION CARDS 
Ht'ellfs (green) , Nelll Territories 
(a lso green), AggressiOIlS 
(brown), and Pacts (blue) are 
played at the beginning of your 
turn as }"Our l'oIitiCil! Actioll. 
Thl'Y are cOl'cred in the next 

___ .... ___ # section. 

TACTICS 
Red Tadics cards are played for I Milital)' Actioll. They 
describe how }'Our civilization organizes its Armies (and give 
rOu a bonus for each Army). 

DEFENSE/COLONIZATION 
BONUS CARDS 
Two-rolor BoIlUS cards gil"C }UU a bonus either for DeJetIS8 or 
CoIonizatioll. Defellse is needed when a stronger foe tries to pI~' 

an Aggressioll card againsl )'Ou. CoIOlliUllioll is used when a 
New Territory appears. Each BoIIIIS card gil"cs one bonus if il is 

'----, used fo r Defellse and a different oonus if used for OJ/ollizlltiOIl. 

DRAWING MILITARY CARDS 

OICRI :-G PRODl'crlO.~ A:iD .IUI~'I"E.\.~.'\C.: 100 MA\' DRAW I M fUTARY CAJrn FOR 

!!ACII U\L;SEI) AIIUTAitY ACTJ(lI'. No MOR E ntA.\' 3 CARDS MAY B£ IJRII'" TillS 

"W PER Tl"lt\. 

In round I, )"Ou hare no Milifflf")' ACtiOIlS, so }OO will not hare an)' Mililmy 
CtlrdS before the end of )tlUr second turn. 

Tip: It is a good ide:l 10 com[lletc [lroUuClion and maintenance in this order: 
I. Scor{' Sciellt·i' POillfl· and CII/fl/rt! l'oil/Is. 

(Thi~ is Ih{' 51C[l Jllaren; forgel mO~1 often.) 
1. Produce /loot! anil deal wilh COII$IIIII/If/OI,. 

3. I'rooucc ReSOlm;I!S and deal wilh (.'orrll/lliol/, 
4. Take 1II1)'oIfiliftlr)' CmrJs. (00 this I:1St, so lhe newcardsdo not distract )00,) 
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DISCARDING MILITARY CARDS 

If the number of MiIi/aT)' Cards il rOUt hand exceeds the number of Nilifal)' 

Ac/iolls your civilillllion may take, )'01,1 have 10 discard somc of them. Unlike 
with Ci/.'il Cards, you may lakeMi/'"tmJ'Cardst\et1 if you hare met or exceeded 
thi~ limit. You disc~rd excess cards of your choice after )"Our Po/itfcn/ Action 

a1 the beginning of rour next turn. (You must discard them el1m if rou choose 
00110 use )'Our Politico/Action.) 
Milil(1)' Cards are discarded face do;rn. Keep a separ:tle pile for each Age. Keep 
the used and discardedNililaryCards from the (umnlAgC' close by. IflheNili­
fa,), Deck runs out of cards, shuffle l~ is discard pile and continue dnwing from 
il.,IIifjt/lf)' Card discard piles from Pl'CI'ioust!ges can be kepI in the oox. 

POLITICAL ACTIONS 
After adding new cards to the Card NOli', you may take I Political Actiol/. 

YOl CA~ N ~""EIt PI.A\' ~IORE TIiA,\' I POUTICALAcoo.v!'ER ROl:~I). 

FUTURE EVENTS 

(GREEN CARDS) 

C-n~" ,!,syour PvlfllcalAcllOll, you mayplayan &ellt 
or New 7errilory card from )'Our hand. These 
cards arc plarcd face down on the F{ffUKE 
EVENTS deck. Your cil'ilization has taken an 
1ction that will cha11b~ the course of history: 
You immediatc~' score a number of CII/llIre 
Poi1lls equal to thcAge' the card is fron!. (This 

i card, >0 e\ff)"01IC can sce.) So, for anAge I card, ~llU 
score I ClIllllre l'oi1lt (e\-er\ if )llU "''lIit uotilAge 11 to play it). 
EI'ery lime SQITlCOIIC plays a FlmINE EVENT C3rd this way, a CURK£VT EI'£\T 
occurs: tu rn up the lOp card from the CIlKK£\T EVENrs deck. (Note that these 
cards arc not automatically turned up as Ihey are in Ihe Simple Game.) If it is 
a /I'e!v Tcm'tory, e\"Cf)'One gt'lS a chance to Colonize it. If it is an f.hmt, do what 
the cltrd sa)"s and discard it to the OW EVf.i\7S pile. 
Once the last CUKKhi\7' EV&\T has been rcrealed, shuffle the FUTURE EVEII7$ 
dC1:k and place it on the CUKRE\T EVEVTSspol. IflheFU7VKE EI'£\7$ dC1:kcon· 
tains cards from differemAges, orderlhecard$ (onlylookingal the back side) so 
that all the C3rds from Ihe eanier Age are drawn before those from the later Age. 

To PI.A\' A FUT/,."NE EVf~\T (GREE." ErENT OR Nw T ERRITQRY CARD) 

AS A PoI.m(..tLAcTfo.\~ 

• YO!! IV.CE TIlE CARD O.\' THE Ft71.JiE £ 11;'\7S PIU. 

• Yoo SCORE A SI.i~IBER OF CUTl.JiE 1'0/,17$ EQW TO TIlEAGE TIlE 
CARI) IS FIIOM. 

• Yoo REVEAL '\10:0 RI>SQLVE THE TOP C,IRD Of TItK C{'1?RENT E FEN'T),' DECK. 
• l ~ TItH WAS TIlE [JJ,"f CCKl/fj,I7" b'Vt.VT 1;"1' TIlE IWC~, YOIl MAKE A "Elf 

DEO: !lY SUUFfU"G TUE FIJrJKB £1'£.1"r.; PILE ;'''D RE-ORGA"11J,,G TIlE,\! 

ACCOHDll>G TO AGE. 

Tip: -rhe lotal number of cards in lhe CL'RR£\7 EVE.IITSandFfJTl ·RE BI'h.:\7'S 
piles is alwa)"5 Cllual to tllll more than the number of pla~"t'"I"5. EI"Cf) time )llU 
add a FI.'T£KB BI'£\7, one CUKRE.\'T el 'E.\Tis Il.'\·calcd. 

R ESOLVING EVENTS 
When )'ou rel"CllJ an Et"ellt, read 6e card to all playcrs. Then )'Ou all do what 
it says. Man)' EtOCllts apply 10 all payers, but some just allply to a few players. 
Scl"(~ral oflhese help lhose with greater Strellgtb ("'strongest'" civilizations) and 
hUrl those with lesser Strengtb C~'eakest"' cil·iliZations). 

IF T'«'O 011 MORE Cl\' IUZATtQ"S rllVE TIlE ~II R Snc£I'GTII, TIlE STIIO\"GEST A.IIOS(; 
TIlE,lt IS T1tf (Y.I"f, TlLlT II'I.I.L !IA\1! tiS TURS F1R.'lT A.'ill TIlE Wli:\KEST IS mE OSE TILlT 
1I.1IJ. lLlI1! ITS nJR.'· lAST. 

So rhe pla)"t'"r whose turn it is has a stronger ch'iliUliQf1 rhan any other with 
the same Slrellglh rallng. This refleClS the racl Ih"l Ihe pl"~l:r whuse IUrJI il is 
has Ihe potcntial lo be stronger because his or her ch'i1izaliQf1 will hall~ the 
firsl chance 10 increase its Strellglb. Similarly, the one who just played has the 
weakest ch'ilization in case of a tie - his or her clvllizalion had Ihe most reccnt 
chance to impl'Ol·C. 
The same tiC-breaking system is used if a card talks about the civilization "'With 
the most" or "with the least" Culhlre I'oinls. (Note: The Immigration &ellt 
card allows multiple civilizations to benefit from it , if lied.) 

Is A TW'O-PlAI"ER G.WE, °'nlE n,o STRQSGEST" ,IIEA..'\S '"TIlE STJIOSGEtt'" .... ,1) 

''ntP- nu nuEST" MUSS " TIlE 'iF .... KfR"'. 

Thus these cards will not affC1:t both players of a 1II'O.player game the same way. 

Tip: When )'OU play a fU1UUi RV}.'",]" card. n'Olembcr what it will do and try 
to be the onc who gets the most iJ.t"flcOt (or lhe least harm) froOl it.lly looking 
at \\"h~l your opponents are doinE, you c~n gUt'Ss what cards they put in the 
flT(Rfi l;"1 'E,WS deck. 
tf rou think the CUUI£W' £1'£,1"1"$ dock holds S('I('r.l1 cuds "hich ,,' iII hurl 

Ihe .... eakest cililizations, )'Ou mi~ht .... anl 10 aloid w 'ealing ont' if )"011 are 
wt.'ak. Skip your l'oIilica/,tC/iOIl and sale )"()U r EIY?III card for ne.xl lime, when 
JOlI hal"C had a chance 10 impl'Ol"C)'Our Strellglh. 

On lhe Olher h~nd. pla)ing a EI'CI't c:lrn is a good idea if ~'Ou hal"C the stron­
gest cil·i1ir.uion - and l'OU art' the one .... ho will .... in any tie-breakers. 

If a card would force you to give up more of something than }'Ou actually hal'e, 
)"ou only lose as much as you hare. 
when a card says )'Ou must "decrcase'" )'our Ilopulation, )·ou return I ycllow 
token from )"our Ill/used II"tJrkcrs Pool to )'our l"eflol/i &mk. If you hal'c no 
VIII/sed Workers, you must remOl"C (and return to )'Our re/Iow &mk) a Worker 
from onc of )"Our cards. Do nOl forget 10 adjust )'Our indicators. 
Thc £rent card should be placed in theOW EV£\T$ discard pile 10 ensurt that 
it is not aCcidC1ltally shuffied back into onc of the other decks, 

COLONIZING N EW TERRITORIES 

A New TfJ/J/({f)Kt, IS \fO)\ Bl" TIlE C!\'tW .... TlOl> TIl\T IS WtUlSG TO St:.~D TIlE 
CRP..lT£.~j COWlooI1 .• I.T\O'l R')~F. 

Whcn a New Territory is revealed as a CUKKE,\7 EVE!\7, thc player whose 
turn il is mOl)' either make a bid or pass. Each player in turn must either make 
a higher bid or pass. A player who has passed is out of lhe bidding and may not 
bid later. The bidding kctps going around the circle until all but one pla)"er has 
passed. That player, the highest bidder, wins the New Territory. (if e\'Cf)'One 
passes, just place tbe New Territor),card in the OLD EJ'E.\'7S discard pile.) 
The bid is a number representing hOll' much Strellgth the cil'i1ization will 
sacrifice if il wins thc New Territory 
When )'Ou win a/l"6111 Territory, YOIl must sacrifice onc or more Military Ill/its: 
add up their StreTlgth and relurn lheir yellow tokens to your I"el/ow &l1Ik. 00 
not forget to adjust your civilization·.Strellgth indicator. 
To supplement your sacrificed UllilS, )'Ou may discard a number of Cololli­
zatioll BOIIIIS cards from your hand. Add Ihefr ColOllizatiOIl BOllllseS to tile 
Strellgth of the disbanded Illlits. 

TilE TOTAL SrKESG11i Of S.\CRtfK:1O liv/S AXV COlJ).11ZAT/(),I' BoSUES 01' TIlE 
O1SCARI)EI) CARDS MeST EQUL OR EXCEED YOUR BID. 

1k·~,:au.)C ufllte Q.Nu,/izuliul/ &:1Il11s cards, it is possible to bid higher than )"Our 
Strength. rOll do not haw to specify ~OII' )'OU will pay for your bid until)'oo win 
the /\'ew Territory. 1I0wCI"Cr, you are not allOll"Cd 10 make a bid if~"()U can not 
pay, and )llU are not allowed to char.ge rour mind OllCe )'Ou hal"C bid. 
The Colossus lI"imder and the cartography, Na\"igat ion, and Satellites Tecb­
lIoIogies also gh-e)"OO a CoiolJiul/fOfl bonus th:!t is used 10 help pay for )"Ollr bid. 

You CAN 1i0T PAY tOR A NEW 7'EI?N/j()JIl'WtTll J~'T IlO.\'ESIl.~. You MUST &\CR lf lCf. 

AT Lt:AST O"E UNIT. 
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\I:'hcn you win a New Territory, It becomcs your Co/01ly. Place it to the left of 
your GOt-erm1le1lt card. The bottom of thc card describcs its permanent bonus­
es. This could be a ~1rel/gth bonus or Itl/pp)' Faces. (Adjust your indicators.) 
If the card gil·es )"()u blue or l·el1ow tokcns, takc them from the box and add 
thcm to )"OIJ r BIIIl! or rel/olll Bod. They are rours until the end of the game 
(as long as l"()u do not lose thc CQ/01l)'). 
A New Territory also has an imllediale effect. If it gh·es you Resources or 
Food, mow blue tokens from l"()ur Bllle Bod to your,Jfinillgor Famlillgcards 
10 indicate Ihe gain. If it giYCS you Clllture Poillls or Science Poillls, score 
Ih('fll immediately. U it giws )"ouMilllflry' Cords, drawthem.lfit increases your 
populatiOn, mOl·e the indicated oornber of yellow tokens from your rellollJ 
Bod 10 your fillused workers Pod. 
If )UU lose a CQ/otly (because of an I£t-etll or an Aggression), )UU only lose the 
permanent bonuses. The immediate effects hal"C al ready occurred and do not 
hal·c la be undone. 

Tip: Think before you bid. Mler you sacrifice rllils for Co/(mi::tltioll, your 
cil"itil.alion will be wC'Jker ani 1IoIIIIS cards used for Colollization are 
cards )'Ou could h;tl·c used for lh'fi:lIse. This makes you a prime targe! for 
A8grt!sSIQII. Ideally, !"OU would Ukc to C%lliz!: afl'clI· Territory during your 
Oll"n tu rn. ~lIo\\ ing you 10 hulld rlew 1-lIi/s immediately. 

Example: Karl bid 4 for thc Inhabiled Terri tory. EI·­
cryone else p:l5i1Cd so it becomes his CoIQII)'. lie must 
scml a (",%llkatioll force of Slrengtb 4. tartograph)· 
gh·es him a +2 bonus, SO he on~' needs to come up with 
2 more. llis ()){OlliultlOIl Boil/IS card 
gh"CS him an aJditional +2, bUI hemust 

""-cc"'<-c'" sacrifice at least I U"II. lie clm either 
sacrifICe hiS '\1j'arriors /fnil for a total 
S/renglb ol5 or sacrifice his SlI"OrdS­
men /fnil and sal·e the Bo1lllS ard for 
[ater. 
Karl decides to sacrifICe his War­
riol"$. lie returns the )"d101l' token 10 

his rellow Bollk. Also, he di>C1rds 
his C%lliullioll BomlS card. He ukes the Inhab­
ited Territory and places it [Clt 10 his Gm-emlllelll 
card. As a permanent bonus, Ihis Terrilory' gil"CS him 
2 nl"\!' )'ellow tokens from the box which he places 
in his relloUl &lIIk. As an immediate effect, he takes 
I )"dlowlOken from his J'ellow&lIIk and puts il in his Un· 
llsed Worlrer.s 1'00/. 
If he loses his CoIQII)' later. he wi ll return 2 yellow to­
kens from hiS l'el/OII' !J(/lIk IQ Ihe box, but he will not 
have to dt'Crcase his population. 

AGGRESSION 

(BROWN CARDS) 

,.-,.,- ... An Aggression card allo""5 lUll to use )"OIJr Political Action to 
attack another (weaker) ch·ilization. 
When IUU play an Aggressioll card, announce which cil'Hiza· 
lion )"Ou are allacking and read Ihe card. In addition 10 using 
up )"Our Political Acl/Oll, this also COSts )UU a cert:l.in number 
of ,lfiJilary' Ae/iolls specified by Ihe card. 

.. ~~_~ TheAggrf!SSioll fails unless the auack has more Slrrmgtb than 
the defense. The SITellglb of )"OUT attack is equal 10 the Strength of )uur clvili­
z.a\i()n. You can make )·our auack stronger by sacrificing (jlli/s. (Do not adjust 
your ci\"il ir.ation·s .'ilrellglb indJcalOr ret.) The Strellglh of the sacrificed finit 
is added to the Slrellglb of rour allack. (In effecl, il counts lIIice, because it is 
alread)' cOOlributing to the Slrellglb of)"()ur ch·i1iution.) 
The defcnder Ihen has a chance to match Ihe Strellg/h of the allack. The 
Slrellglb of the defense Is equal to Ihe Slrellglh of the defending civilization . 
The defender also has a chance \0 sacrifice (jllitS. ~·urthermore, the defender 
can pl~)' Defollse BoIIIIS cards. 

TllP. SrU,W!m Of TIlE SAClllf1CP1) !J.I·I"IS IS ,o;or mUTED ASD WlIH.~ ADDED TO TItE 
Cl\'111Z,\TJO~'S STJl£I"GT/I, 1lIF. Rf..'ilU MtClrr GO OI' t:R MAXIMUM \"AUJE OF 60. 

UNSUCCESSFUL AGGRESSION 
if the defense has as muchSlrellg/b asthc attack (or more) IheA&'ressioll card 
is disc:l.rded and has no effC(1. There is no punishmcnl for thc attacking civi­
lization (e:.:cept that It has used its 1>O:I1/c(l1 Actioll, an A&'ressioll card, somc 
!Ilili/ary AcllollS, and poSSi bl), has sacrificed scretal fillits). 

SUCCESSFUL AGGRESSION 
If the Strenglb of the allack is greater than Ihe Siren gib of the defense, the 
Aggression is successful and the playtrs perform the actions described by the 
card. Th~ Aggress(QfI ami b th~1I ubl,"· .... rtk."tI. 
\fith mOSI AggressiOIl cards, the :l.ttacker gains something and the defender 
loses something. NQle Ih:l.l when )"Ou uke Food or Resources from a ril'al , )UU 
do not lake Ihe blue tokens. Your ril-al returns blue lokens to his or her Blue 
Bollk and )uur ch'iliulion produces Ihat many Food or Resources. 
If a card says you should take morc ofsomcthing than your ril'al has, )uur ril-al 
only loses all hc or she has and )"Qu only gain as much as )uur riw.lloses. 
If a cil·ilization·s population decreases, return 1 yellow loken from the (jntlsed 
Workers /'001 to its )'cIfOllllklllk. (If il has no filiI/sed Workers, a ycllow tokcn 
must be taken from onc of ilS Tecbllo/og)' cards.) 

To P!.AY AN ACCHESSIO.I' CARD: 

• As I"OUR 1+».ITICALAcTlQ.I', I'OU LW nOWN TIlE CAR!), 
ASSOUSCt: TItH TARGET, ASO p,1Y A SPt;CtFtC NUMBER OF MliJTAlW Acrtal·s. 

• YOl .. SPF.ClPY I(I1ICII Usrrs \00 Aln: S.~RlftCI.~G 
A.~I) AS.~OO.~CE TItH TOTAL STN£\"C'TII or Il)IlR AlTACK. 

• TIl~ DEH~~DER SPfCtm:s WltlCU U,\"fTS ItE OR SlI E tS S,\CRIFlCISG, J'LAl'S 

A.W O£F£IJ£ Baw"S CARDS 1I f. OR Sll£ IHS11ES, A.~D A.~);()IJSCf.s 

TItE TOTAL !)TR£w;rn Of TilE llfJf_\SI!. 

• IF Tlt£ AlTN::~£R IlAS JIlGflER STIl£I"(ilH, TilE CARD TAKES EJ'fECT. 

OnIER"l"ISf., IT IIAS ~O EfFf.CT. 

• I ~ fJTIIER CASE, DISCARD TltEAIiC/U':.fSKlVCARD. Born TilE ATTACKER ,ISO 

TIIV. l>EFt~"IlER Rm:R~' ASV s.>Dtl!"lCED '.El.l.O'I' TOKE.'iS TO nlElR YlUOII'" 
B-t\·K A.~D ADJUSr TIIEIR CI\ IU7_HlQSS' STR£I"C'TH IXOICATORS. 

lip: Through tbe Ageli Is not abotlloffense. The dcfcndjog ct.ilization has all 
the 3m":lfllage.~ _ it can sacrifICe IlIi~,· once tile S/rellglb of the attack has been 
fixed. it wins any lies, and it can U$~ IJe[eIlS(' Boil/IS cards.. Furthermore, the 
alt:lCkcr must pal Miff/ary' ActiOIIS. !ea,·ing fewcr Actiolls for building Cllits or 
dr:l\I·ing 11(."\\' Mifi/III,' Cf/rds. 
11 rarely pars 10 sacrifice (11Ii/SIO strengthen )"Our al1ack. The defender can still 
saerifice L ,,(ts or use Ik/clI.w IkJIIII.~ rards to make up the differt:nce. 
The roost effectivc w:t) to USCAggressiOIl cards is to attack a weaker ch·ilization. 
forcillg ~ ril':11 into a choke het"ce:l lo~ing UI/its or suffering the unpkoasant 
conSC(lucncesofthc l~~re.~rion card. 
To al"Oltl sllch ex tortion, ills a good idea to maintain a reasonably strong mili· 
tary. Note that A[;gn:.~~ifJJl cards are r13)cd as a l'oiitiCIII Acti()1I at the beginning 
of the turn. That means if soml'Onc I)cgins building up Ur/ils. C\"eT}"One else has 
a turn to TtOSJlOnd before those /.i llilscan be used to SUPJlOrtAgg~ioll. 

F....:ample: Adam's civili?.ation has S/rerrgtb 1-1 l-ersUS 
Barbara's 10. As his PoIi/icafAction, he pla)"S Sp)' against 
Barbar-..... This costS him I Jlfifi/III,' Aclioll. Guessing 
Barbar-.... might h~l"C a De/ellSi! BoIIIIS cm, Adam sac· 
rirlCes I Riflenren Ullil ('II'ith Strel/glb 3) to increase the 
Strellg/b orhis auxk to 17. 
Bamara is holding a DefollSi! Boil/IS ,..=;;n=" 

can pia)" 10 gr.-e her s.de +4. Added to her 
d,·ili12tion·sS/rellglb or 10, this lI"Quld h:r."e been enough 
to ferMi off the attack. It looks like Adam guessed right 
when hedeckled to sacrifice thatl/llit. Now Bamata will 
ha'"e to pia)' her Defol/se BoIIIIS card and sacrirlCe thlils if 
she ""lUllS to "'m. Barbara's anI)' UIlITS ne Knights wi''''':~,:::;;::;;:fici:' 
Slrellglb 2. She decides that uSing her De/ellSi! Boil/IS Cl 
2 (jrrils""Ould makehcrdl'iliutlon 100 l·ulnel"3.h1e. [nSte2d, she acccplS the 
penalty imposed b1' Ihe card. The ir.Jpact is soflcned somewhat 11)' the fact 
that she onl)' has 3Se/ellte /'oil/Is. 
Barbara loses all :i SdellCl! fu(lIls and Adam scores 3. (The eard allo""S 
him to score 5, but hc can nOl score more lhan Barbara loses.) Adam 
mOI"CS I rcllowtokerL from his Riflcmen to his l"l!lIow &lIIkand adjusts his 
Slrell8th indicator to sholl' that his ol·ili12tion now has Strellgth 11. 
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MAKING AND BREAKING PACTS 

(BLUE CARDS) 

Pacts allow 111'0 civilizations to cooperate for mumallJ.encl'hs. 
Pacts arc only used if there are 3 or more players inlhe game. 
As your l'oIitical ACt/QIl , you can pluy a i'act card as an offer 
\0 cooperate lI'ilh. another player. The other player then has the 
option \0 accept or reject your offer. 
[flhe I'act is rejecled, )"()1I wurn il10 your h.and. \'011 have used 

... __ ~~ up )'our PoIilicafAclioll alld lOll continue wilh your turn. (The 
nexl step of your turn is to discard excess Mili/ary Cnrtls. EI"Cn if you have to 
discard, lUll may choose to discard something else and keep the Pacl card.) 
If the Pacl is accepted, pla::e the card in front of yoo and put colored blocks 
nCX110 the letters A and B I~ indicate the roles plared b)'your 111'0 o\"ilillllions 
in the Pact. 

You CA.~ 0.'\1.1' IL\I'~ 1 PACT 1.'\ I'Ll.\' \1> fllQ),'T ot' YOU. PI.'1iIXG A Xt"l' PACT IXTO 

t'l.AY AliTO)IATICAUI' CA:iCf15 Tin: OIl) O.~I:. 

Note that the old /'acl is only cancelled if your new /'act offer is accepted; if it 
is rejected, the card returns to yO ll r hand and does not callcelthe I'acl already 
on the table. Note also that when you accept a Pacl offer from someone else, his 
or her ch'ili7.~tion keeps the Pacl card so it does not cancel the I'(lcl you hal'e 
in pia}' In front of you. Thus it is possible to participate in SClwal Pacls at once, 
although only onc of Ihem can be a Pac/that IUU offered. 

A SYMMETRIC P ACTS 
Some Pacls affect llie IwO parties different I)'. When }"OO offer a Pacl )UU mUSI 
specify whether your civili13tion will lake the role of civillzation A or civiliza­
lion H, The player 10 whom ~'ou offer thePacl mUSI accept or reject the offer )"ou 
make. He or she can not choose 10 accept Ihe Pacl wilh the roles rel·erset!. 
If the /'acl is accellled, place colored blocks next 10 the lellers A and B on the 
card 10 Indicate which civilization is which, 

l i p: Some I'aels allO"N one cil'i1ization to pa!' another in e.\changc for nOl 
being auacked. If }"olIf cil'i1izatiOfl is weak.)oo c~n use th is to encourage a 
ril":.lltQ direct his or h~r Wars andAggressiOllselsewherc. If!'Our cililiz:llion 
Is sl rong, !"Ou can use the P{ICI 'I ilh Ihe roles r~'1·er.;ed 10 aeon P-.lI·ownt (rom 
u wcuk Ti, ... !. 

TABLE TALK AND P ACTS 
Offering a I'(lct uscs up your l'o{II/C(l{ Actlo/l whether it is accepled or no\. Some 
players ma)' tT)' 10 get around Ihis rule by asking, "Does anyone WaHtto make 
a Pacl?" or l'l'l'O, "Who \lants I exll1l Food per turn?" Strictly speaking, Ihis is 
againslthe rules. The pl2)"er should forfeit his or her Poiilica/ AcliOlI ht'Cause 
a Pact \1'25 offered. No 0:tC should be allOll"ed 10 accept the P{ICI because the 
offer was illegal: the Pacl card 11"1\5 not l'C"\'ealed, if \1'25 nOl offered to a specific 
player, and the roles Wetf 1101 dcfioed. l1owe"o·er, h is your game and rou can sec 
differenl rules for table ttlk if 1!\'CT}"Onc understands and agrees to them, 

CANCEUNG P ACTS 
You may usc )'our t'olitica{ Actioll 10 cancel any PI/t·t you are participating 
in (regardless of which civilization initially made the offer). The Pacl card Is 
discarded and the Pacl elds immediately. 

TIp: ik'Causc cancclirg ~ I'act uses lip 11 l'oIili(:{// ActiO/I. it is nOl possible to 
anack thal same turn Thu~, a Pael lhat prt.'1·ents a rinil from auacking you 
(bJ ~n A.88=ioll or Irar card) can lie cancelled, but il al leaSt guaramC('s 

.1h1l1 )UIl can not be attacketlll ithoul w:lrni/li. 
There arc other \I':l)"s 10 cancel a Pac/. As described aoo..'C, ~"OU can cancel 
a Pacll"OU offcrcd by gelting someone 10 accept ),our offer of another Pact. Some 
p(/Cts say thal an allack by one cil'ili7.ation upon another aulomatically cancels 
the Pacl. If a P(lct does oot say it prCl'ents allack and if it does not sa)' that an 
allack cancels it, then the Pacl remains in force e ... en if one civilization allack5 
the other. 

ADVANCED GAME M.ECHANICS 

HAPPINESS 

In the Simple Game, lIapp) Faces hal'e 00 function except to giw bonus poinlS 
at lhe end of the game. In tbeAdmllced GalliC, howe\'Cr, it is important to keep 
yOUf people happy. 
As in Iht' Simple GalliC, ),ou use rour Happiness indicator 10 keep track of the 
number of /f{fPP)' Faces )"OUr cards are producing. Your l/t1ppil/ess indicalOr 
divides \'Our )'el/ow &mk into S{'clinns, Thl' nr~t ~I'clion is the first region of 
the )ellow &lIIk. This is Ihe I Happ)' Face seclion represented by 1@ s)·mbo!. 
The 2 Ifapp)' Face section is the second region of Ihe Yellow Bank. After Ihat, 
each region is dil'ided inlo 2 sections, \I'ilh a cerlain number of Ifappy Faces 
corresponding 10 each column of the J'e/{O/l1 Bank. 

IF A SEl'TlO\ OF lOOIt YEUOII" BA,''; I1.-\S ~o m.LOW TOt:E.\S, lOt: Mtm H..WE AT 

lFAST TIlE sn:CIFIW NU)f8EIt OF HAPI"Y FACES ro KH.P l"\£RroSE lIM'P't·. 

At the beginning of the gan-.e, your dvilization has no I/appy Faces. As long as 
)·ou h1\I'e }'ellow tokens in the right·most region of }'Our I"e{{ol/l Bank, hO"\!\1! r, 
)'Ou do not need any 1/(("p)'Faces 10 keep everyone happ)'. If )'ou 
increase you r population tl',"ice, then the I Nappy Fllce Section 
of )"OUf rellow Ballk will be empty, indicating that )'Ou need al 
least I !fa/JP)' Face. 

If \'0\) no ,~OT 11 ,II'E ~:SOCGn HAPPY FAco' TO KEEP HEM\u:iH ILIPP'o', T11E:oI mu 
IIA\"~ I DISCO.\TF.Yr WOO'KER ffiR EI'ERl" HAPf'Y FACli YOU l>F.£D TO MAlill UP 

THE Dlfl:EIIF_~CF.. 

Discolltent Irorker.r do nOI work. To keep tl1lck of your DiSCOl/tel/t 
Irorbm, mO'o'e I rellOll' lOken from ),our lint/sed Irorker.r 1'00/ 10 your lIapp)' 
F(ICC indicator for each lIlissing llapp)' FaCt!. Thus for each sec- ro~-, 

tion to the left or your Happy Face marker block, )'ou will either 
hal'e )'Cllow lokens in )"Our Yellow &mk or a yellow Discolltellt 
trorker token on Ihe indicator. 
~~.,...,~~.., 

Yellow tokens representing DisCOlltel/1 Irorben arc not considered 10 be 
in )'our )e{{ow Ballk. In facl, thC)' are still considered 10 be in )"Our UIII/sed 
trorkers 1'001. You are al lowed \0 use them as Irorkers 10 build ncw BllifdillgJ', 
FarlllS, and Milles. You do not h3\'e 10 worry about Dlscol/tent lVorL'(.'/)· un1l1 
production and maintenance. 

U PRISING 
IF YOU HAVE ~IOR[ D/SaJ.IT£IT WbRMRS TIIA.~ lOO I\AI'[ U.IUED ITbRKERS, 
lOO '\AI'£ AN UI'RISJ.I'G OS YOUIt 'l\'~DS. D(RI~G A.\ Uf'IIlSLW;, lOO SKiP YOUR 

PIlOOI:CTIO:oI ASO MAL\TE. ... \,\"CE PlIASf. 

Your cil'ilizalion scores 10 points. It produces no Resollrces or Food. (BUl il 
does nOl CO/lSllme any Food either, nor does illose ResOllrces 10 Com/plioll.) 
You may not draw any Mi!itary Cards. 
The problem is Ihat some of )'our Disamlellt Workers h3,'e been fOTCrd 10 
work, This has made the.l angr), enough 10 incite rebe ll ion. 
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Tip: You walU to al"Oid an (pri.I'iIlS It is much beller 10 spend an action 
dcst rO)ing a fJllffdillg or dbbandil1g a rll it to free up a !forker than it is to 
lose all your produnion. 

EJample: Ba:ausc Karl has no )"ello\\'tokens in tile Z Happ),Face section 
o{his 1"elloll'/kIllR, hcncedsZlfappyl'acestokccpel"ef)"Unehappy. 
lI is cil'iliUlliQn is OIl ly producing I Happ)' Face, so Ile has 
I Discolltelll 1I"0'*er, represented by the )<,11011' token on his 

indk~lor. 

Karl pays 4 Foot/to Increase his population. That remo~es the final token 
from the 3//app)' fflee section of his reI/VIII BlII/R. Now he needs 3/1t1ppy 
Faces, and thus has 2 Discolllcl// )fOrkc~·. The new )fo,ker is placed in 
this section of Ihe HaP/l)' Fllce indicalor 10 show it is IJiscolllclIl. Karl 
al'oids an Uprisillg and his cll'1112aliol1 produces liS usual. 
011 someone elsc'S turn, the l)el"(~ lopmcnl of Warfare t"t'elll is fCI·ealed. 
This allows el"(~ry player with an Ulllls/.!d Worker to build a Warrior /filii 
wilhout paying an)' Resources. Karl decides to take this opportunit), and 
moves one of his Discol/lclIllI"'o,kers from the indicalor to his Warriors 
card. This Wo'*er is still Of.fCQ/llel/l. (Atlelst, Karl still 
has 2 Discolllellt Workers - he does not hal'e to keep 
track of which 2 the), areJ Karl will f~ce an Uprisillg 3Q 
during his next production :l.I1d mainlenance phase un- t': 
less he can do something :Wout it. I 

On his next !Urn, Karl pla)'S the Brtad and Circuses . 4:a .~' I 
Tecbll()/cg)'. lie uses his second Discolllel/I Wrrier to IIEil:DII' 
huild anAn'l/u. This Arellu produces llItlPPJ' faces. SolI' 
his cn-iliz:aliOn has a total of j I"'PP)' 1'act!s. Karl has al"Oided the l'jlrisillg 
and now has no fHscolllelltll"orRer.s. 

CORRUPTION 

Stockpiling food and Resollrces lC2ds to CorruptiOIl. Your Bllle &lIIk is 
divided into sel'eral regions. The negati\'e number in the right.most region with 
at least I blue token tells how much you lose to Corruptioll . 
Corrllptioll is calculated after production of Resollrces (which happens after 
food production and COIISII/IlPflolI). If ),ou hal'c alleast I blue token left in 
Ihe right-most region of your 8111011 &mk, the re is no Corruption. Once you 
remol'e the htst token In the rlght·most region, rO u hal'e Corruption Wl-2, 
meaning that )'Ou must pay 2 Resources. (It does no t maHer how many blue 
tokens is returned to ),ou r 81111' &mk when paying for the CorrllptiOIl .) Note thal 
CorrllptiOI/ is alwa)'s paid [or with Resources, never with Food. 
If alllhe blue tokens hal'c been taken from the first two regions, )"UU must pay 
4 Resources. If )'Ou ha\'e no blue tokens [eft in your Bllle &mR, rou must pay 
6 Resources. 

Tip: AliI"anced Farols and llilles ca n hdp reduce )uur losses to (.()m,plioll by 
reducing lhe number of tokens }"Qu U~ 10 represent Food llI1d Rf!.Ii()lIrw:s-. SOme 
Terrilories llI1d Spednl7i.'CIJ/l%gi€S can help IIIlh CornlptwlI ~' gi~ing you 
more hlue lok('ll$. ~:l('n so. il i~ difficult 10 al"()id OJmlptiol/ entirely. 

TIp: You a n tell hall' man) btue tokens 11 ill be rel1101ro from IUll r Blue &/IIk 
bl counting the number of )'elloll lokens )"00 ha,"C OIl ,llilles and Farms_ U-hCfl 
ma king !lllJr C'~ kllbtions. do not fOrgc1that)oo mal be returning a token or 
two 10 P"~l for CoIlSIIIII/lliQII. IIhich h3PfJ1'11s before (.()mlpiioll. 

ALTE RNATE C O RRU PTIO N R ULE 
Through the Ages is a complex game. It is easy to O'o"Cflook one element while 
fOCUSing on another, and Corruption can take man)' Illa)"crs hy surprisc. Your 
groul) may want 10 phly with this alternate rule: When your Aliues produce, 
)"ou have the choice to reduce the llroduclioll of hluc tokens by I. By notlelling 
one BrOIl7,e ,1lille produce, you lose I Resollrce, but that can be prcfcl"Jble to 
pa)'ing 2 Resources for COrrllplioll caused by removing Ihaltoken. Note that 
this applies only to Milles. All your !'arms must produce as long as there are 
enough blue tokens. 
If you decide 10 use this alternate rule, make sure that CI'cryonc is aware of it 
and agrees to play by il. 

ADVANCED TECHNOLOGIES 

TheAge of f. xploration (Age 11) contains many new Tecbnologies. MOSI of them 
are improl'ements O\"Cr AJ,re A and I Tccbl/oIogies and have the same Iype-name 
in the lIpper right t"Orner. 

nlEltf. ARE ~o PRf.·REQl:1Sm:s FOR AXY TJXIfM)WGY. \'00 CA~ PUY A TECH­

,\"QWG)' 00.\1 ACE I1 011 I II ~,.E.\ tf 100 00 '>OT tl.\\'f. Tllll ())KRESI'(N)t~G 

1icH.mwGY FROM AS F_\RUER Ace, 

L EVELS 
Some cards refer 10 the l.etY!1 of a Tecbllology, BlIildillg, or tJnil. The leu:d is 
cqualto theAge Ihe ard is fronl. Tecbllologies from Age A are u!tY!1 O. 

HIG H ER L EVEL F A RMS, MINES, 
B U ILDINGS, AN D U N ITS 

When )"Uu play a higher Im-e l Tecbllology, place it abol"e your 
Coat other Tt'CIJ/lo/ogies of the same I)'pe. Iron is played abol'c 
7Q Bronze. COll1 is played abol"C Iron, If you do nOI hal'e Iron, 
~ I ),ou play Coal abol'e Bronze. 

B:a .,.."" Having a higher ICI'e! 1'ccIJll% gy does nOI prCl'cnl rou frOI1l 
huilding more lower leve! FanllS, Milles, Ulli/S, and BI/ild­
illgs. You are allowed to upgrade lower lel'e!things to a higher 

ICl'el without passing through in termediate Technologies. (YOll can upgrade 
a Bronze tltine to a Coal ,lfille, regardless of whether or not )"ou ha\'c the 
Iron Techl/oIogy.) The Resource (ostto upgrade is the difference between lhe 
build costs of t\\"U Tecbl/o/ogll.'S. (So it costs 6 Resollrces and I Cit'it Actiol1 to 
upgrade a Bronze Nille to a Coal /oIille.) 
Note that if you only lIaw blue tokens on Coal, }"UU can pay I Resource br 
tOOI'ing I token from Coal to lron, lf)"Uu do not hare Ihe Iron Tecbll%g)', 
)UU can par I Resource by mOI'ins I blue loken from Coal to Bronze and 
tOOI1ng I blue loken from )"Uur Blue &mk 10 Bronze. Making change when 
dealing lI"ith Food is done similarly. 

SPECIAL TECH NOLOGIES (BLUE CARDS) 

)till« s, ...... 
U'LIK~ ,\IOST OTItER TlCJIXOlOGIFS, Sf'CCJAJ. TiCH.I"OJ.()CIFS 

REPUCE TtlfJR OWER \'ARtAXTI. 
• 79 j 

\Xlhen )"ou play a Specitll Tecbl/oIolD' with the same 
"':.r.'~":: ilIustralion as a Special Techllology from a prClliousAge, Ihe 

previous card is discarded. You gain the bonuses of the new 
i'It:) •• ~g;IIll' n'Cbllology, but those are not cumulatil'e with Ihe bonuses of 

its predecessors. 
IlJ(lmple: Suppose you ha\"(~ Code of Laws, which &l1'CS YOll an extra 
Ch'if Actiol/. Justice System gil"es )"ou an cxtra CMI Actioll and three 
blue tokens. When )"OlI pIa)' Justice Syslem, you do nOI have a tOlal oftll'o 
extra Cit'l1 Acl/olls; )"Uu only hal"C onc atr:! Cit'il Actioll and three extra 
blue tokens. 

U SING C ONSTRUCTION TEC HNOLOGIES 
TO UPG RAD E B U ILDINGS 
The Masollr")" Architecture, and Engineering Tecbllologies reduce Ihe 
costs of Urball Buildlllgs. The folloll"l ng example details how these cards work 
when }"Uu upgl"Ade a Bulldillg, 

EJample: Masonry redu(:cs the cost of 1!I1II~'!l'J.II!':;' 
all Ur/XIII Bllilditlgs 01 J.erc/ I or higher by sn-;r .. . \lnioooI 

I Resource. This means that a J.et'elllllb 6 Q 

-.......... onll' COSts; RewllT"CeS (instad 016), but .s. 
---,~ <. " 
..:-;':;'7,':'" a J.er'f!l 0 Iftb sun costs 3. Thus, lOU can 8:a._ "'" ~, 

i.·I'I~I-•• upgr.lde a l.etv:1 0 ulb to let'ell for 2 Re- •••• II~ 
soun-:esinstead of3, lInd you caD upg1':l.dea 131 

l.endO ulb to u!/.'e/ll for 4 instead of 5. IIOII"('>-er,)"OII gel no ~ 
discounl when ,""",grade a un'l!i I wb 10 /.et.'e/ ll : Mason- S . , • ..< ~I 

. _ ',,"'" 'I 

r)' reduces the cost of each by I, so the difference betll'een •••• I!~ 
thei r costs remains the same. '2j 
Architecture redllces the COSI of let'e/ l Builrlillgs by 1 and 
l.et'e/ Il Bllildillgs by 2. If )'Ou hal"e ArchileCUl re, a lin'el I 
lab COSts )'Ou 5 (Instead of 6) and ~ lwd lI u lb costs you 6 •••• 11:0 'JI (Instead of 8). So upgrading a Ulb from l.et'ei l to l.etoel JJ only 
costS I Resollrce. 
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TACTICS (RED CARDS) 

You may acquire Tactics cards when )'ou 
draw from IheMilitalJ' Deck. 

Vou MAY PlAY A TACTKS c"IRD FOR I Mw­
lill<'l' A CTIO.\'. 

A Tactics card allows )"ou to group your 
lll/its into Armies. The card sJ)Ccifies which 

Units you need \0 make anArmy. For example, Ihe Legion gh'es )'ou oneAI7IIJ' 
fo r every 3 11I/llIItry Ullits. The Mobile Arti lery gives you 1 Ami}' for each 
Ctl f(ll ry-ArlifefJ' pair. 

You MAY O'-;lY 11,11'£ I TACTICS CARD Js PLIY. WII E." YOU p~y ,\.~OTIIER 1'..tcflCS 

CARD, TIlE PHEI' IOUS CARD IS AlITO~IATJCJ.llY OlSCARDED. 

For each Ami)' )'our UI/ifs can form, add the bonus speCified on the Tactics 
card to the Strellgth of your dl'iliz3tion. ~ote thalthe type of Military Vllit is 
imJXlrtant , not its level. 

Example: Karl's 7aclics of a Mediend Army giles +2 Strength for CIC!)' 
flljalltf)'·Cr/wlry' pair. So [WO of Karl's !/lfilllf,:}' join with both his Calwlry' 
10 form t\\O Armies, gil'ing him a bonus of +4; the third III/alltry' Ullit 

(it does nO! matter which one) is not in anA",,)'. 
Lcfs calculate hisdl'iIi"(3tion·sStrel1gth. llis 2 Warriors 
Unifs hare I Stre/lgth C'Jch. llis I Swordsmen UI/it and 
his 2 Knights UT/ifs hare 2 . This is a total 

of 8 Strellgth. Be· 
cause each Army 
gil'CS a +2 bonus, 
hisch'Uizalion has 
12 Strellgtb. 

WUF..\' mu 8.-ICIU FlCI! AN fJ>TIRE ARMY TO PAY FOR .~1iACK, DEFF.SSF., OR 

COWI17.mON, CO\mT nm AIc'MY'S BOSUS AS PART OF THE Sr lc'E,I"G1l1 Of TII~ 
S.-ICRI FICED UWTS. 

Example: Let"s (onUmle the previous example. If Karl aUacks a ril'al, he 
can sacrifice I Knights Ullit to bring the Strength of his aHack up 10 14. 

]fhe also sacrifices his Swordsmen Ullit, tlleStrellgtb of his aHack goes 
up 10 18: his inilial12, plus 2 for the Knights, plus 2 for the Swordsmen, 
plus 2 from the TI/ctlcs bonus because the Knights and Swordsmen 
form I Army. Karl could also keep the Swordsmen and sacrifice bOlh 
Warriors and both Knights. Each Warr ior.Knight pai r would cOllnt as 
5 Strel1gth: 2 for the Knights Unit, I for the Warriors Ullit, +2 for Ihe 
Arm)' bonus. 

NOle that I"OU do not hal'e to keep track of which Ullifs are in an Arm)'. When 
sacrifiCing UllitS, any combination Ihat matches the specifications given by 
rour Tactics card counts as an Army, regardless of the order in which those 
Units were built. 

A N TIQUAT ED U N ITS 
Sometimes, Age mancrs. You can use modern Units with older Tactics wilh· 
OUl any penalty. Wilh advanced Inetics, howc\"Cr, you need to use /Jllits which 
are no more than I Age older than the Tactics. These Tactics cards have twO 
bonuses spe<:ified on them; if you form an AmI)' Ihat does not meet the Age 
requirement, ),ou only get the smaller bonllS (the bonus in parentheses). 

Iv OXE OR ,\lORE UVf1J IS AN ARM!' IS MORE TIlAS 1 AGE OIl)ER TitAN TIlE 

lAmcs CA R]), TlIEAIc'.tJY O~LV GIVES \"DU TilE U.s5ER STR£WJTII BO.'\US. 

If )"Our Tactics card has only one bonus specified, )"011 do not need to worry 
aboullhis rule - it is impOSSible to violate the Age reqllireme11l of these Tactics 
(because they are from Age I, for example). 

E.~ample: 8arbara has the (jllitS and Tactics shown in this picture. The 
Defensil'e Army Tactics card allows her to build 2 Armies. The Tactics 

card is from Age 11. She can use the Swordsmen from 
Age J Without penalty, but the Warr iors fromA,ge A are 

'::;:~~~::,:~~~~h~';'~'h;'Jr~"~"lb;enefit of the Tactics ( 13 from the Units, 

+6 for the one 
AmI)', and +3 
for theArm), with 
the antiquated 
/lIjalltT)' Unit. 

THE END OF AN AGE 
Not counling Ihe end of Antiquity, which happens at the beginning of round two, you will see two Ages end in theAd1J(lllced Game: Age I ends 
when Ihe last card from Civil Deck I is placed in tile CaTd Row;Age II ends \\'hen the last card from Civil Deck II is placed in the Card Row. 
When anAge ends, some cards from the previollsAge - i.e., cards 2 Ages older than the newAge - become obsolete. (So whcnAge I cnds, 

some cards fromAge A become obsolclC. Cards from Age I can endure for the duration of Age It) 

WIIF. N AN AGe ESDS TIlE FOL!.OWING CA RDS FRO.\I TilE PRf:" IOUS AGE 
"RE DISCARDED: 

Note thal Iixhllologics, Tactics, Colollies, and completed Irtmders do not be· 
come obsolete and are not discarded. 

• CARDS STI LL tN IU.N D In addition to placing the new Civil Deck where Ihe old Civillk'Ck was, )"OU 

need to remo\'c the old Military Deck and replace i1 wilh the Milit(/ry Deck for 
lhe new Age (unless lhe change oftlgcs marks the cnd of the game). 

• L£ww 
(DO ,~OT f"ORCIIT TO AL}JU~" l~nJCATORS ANO RETIJR,\' TOKE\"$ TO Tt lI BOX) 

• Wo.rDEIc'S L'SD£R COSSTRUCTIO~' 
(RITURS A~Y BLUE TOK f~~S OS tT TO YOUR BWE BAI"/:) 

• PACTS 
CARDS FROM TIlH AGE TIIAT JUST I'.~OED 00 SOT BECOME OIlSOLITF. Ul>TIL TilE 

ESt) OF TIl~: SEXT AGE. 

END OF THE GAME 
Once tile last card from Ci/li! Deck 11 is placed in the Cmd Row, the game is nearing the end. This is the end of 

Age 11, so cenainAge [ cards immediately become obsolete as described in the prel'ious sc(lion. Players then Illay out 
the resl of the round inAge II I (but witllOIl1 Civil Deck 111 or Military Deck JII). 

When Ihe player to the right oflhe Star ting Player has completed his or her turn, it is time 10 count bonus CIIlttlre 

Points. The four Evellt III cards that were rel'ealed atlhe beginning of the game nolV take effect and players score 
their bonuses accordingl)'. The player who ends Uj) with the most CllltllTe Poillts wins. 
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3 FuLL GAME 
[n the Full Gallle,}"ou lake rOUT cil'ilizalion through the ages: from Antiquity 10 Modem Times. The Full Game is recommended for 

players who fully undcnund [he rules and cards imroduct'tl in the Simple Gome and theAdtvmceJ Game. It has few new 
mechanics, bm bc<:ause il COI'Crs alllheAges, it is best for pla)ers who know the game well enough [0 pia)' swif!!)' and efficiemly. 

SETUP 
The 1'11/1 Game uses all the cards. The Card Now Is filled with cards from CMI 
Deck A, as in the Sill/pie Game. As in the Adtymced rdlllle, 4, ;, or 6 cards 
(depending on the number of players) are taken al raRdom from Military Deck 
A and placed face down \0 make the CURRENT liI'EJ\7$ deck. 

Ci/'iI/JeeR I aAd Military Deck I are shuffled :utd placed on the appropriate 
places oflheSron? &:lard. The Decks from the other Agesare set 10 (NIC side. I)() 

ROI forget 10 rcfTIO\"C marked CMI Cards when less than 4 players are pla)'ing, and 
the Pact c:mls when on~' 2 players lire pla)ing. 
CiI·Uizalions lire sel up as in Ihe Simple or tldl'(wced Game. 

PLAYING THE GAME 
Initially, the game is the same as the AdL'llllced Gt/llle. Agriculture and 
I/(lppiness will pl;!ya bigger role in the FilII Gmlle, hOll'el·er, because each time 
anAge ends, each civilization loses two yellow tokens from its re/lQ/jJ &Ink. 
Irars begin to break OUI in Age 11, threatening cil·mzations that can not keep 
up with the lIrms race. 
Age I II brings Tecbnologies, Jrom/cn, and wtden from Modern Times. 
Modern Wonden and Events gil·e )"ou bonus l)Oints thal )'Ou score immediately. 

The Air Force introduces a new dimension to I/.'(lr. 
When Age [11 ends, Age IV begins and players play out their turns to the end 
of the round. Then, unlike theAdmllcetl G(llIIe, el·eryone gt!ts one more turn. 
The game ends with CI·er"}"one scoring bonus points indicated by the remaining 
Age II I cards in C(fRR£\,., and FlJ11JR£ liV£\7"S card piles. The player wilh the 
mOSI Cllllure /'oinls wins. 

NEW MECHANICS IN THE FuLL GAME 

AIR FORCE 

The Air Force c-. rd inlroduces a new type of Militar)' Unil. AnAir Force (filiI 

works just like ;!ny other Unil except for the way it relates toArmies. 

A:; A/N FOIICE lj\·/T!;.t.\' BE A PART OF A.''''. An/y. A:; AIN f'olla (l11TlXlI.:BtES 

m;ih~JII~s 80SUS FRO~t THE TACTK:S CAKD. 

No Tt/Ctics card requires an Air Force Unit. An Arlll)' Clln haloe at most I Air 

Force Vllif. If )'Ou hal·c more Air Force lillits than Armies, ),ou still add their 
Slrellglb \0 )'Our cil'ilization, but the extra UI/lts do nOl giloe )·ou an)' additional 
Tac/fes bonus. 

Example: Karl·s ol·ilintion is using Enln nchmcnts. tie has 2Armies, 

one with an antiquated thli!. (The S\\·ordsmen from Age J are too out­
dated to gilt him the full bonus forAge IIJ Ent renchment TtlClics.) Kart 
also has 1 Air Force UI/it. 

The tot;!.l Strength of his l,'nits is 24. Entrcnchmenls gh"CS him +9 for 
hisAmlJ' lInd the Air Forte Unit doubles this bonus to ghoe him +18. The 
~1I!Iii!!I~ Ann)' with the lIntiqu:lled Olil is only wonh +;. This 
" gil"CS his cil'i1izalion a total Slre/lgth of 47. A ~ond Air 

80 Forte Un;1 would gh-e him; moreSlrel/glb and change 
his +; bonus 10 +10, for a IOlal Strellgth of 57. A third 
Air Fon:e /Il1il would not ghoe him an additional T(lctics 
bonus. Moreover, its 5 .1·trlmgtlJ would pm Karl 01"Cr the 
limit of the Strengtb indicator, so his cil·ilization·s tOlal 
Slrellgtb would be at the maximum of 60. 

WARS ,.-m-... The black MiIiUtT)' Cords are Wan. Wan arc played the same 
w:l.y a5Aggressioll cards:)'Ou use )'Our l'oIilicalActioll, )1)U pay 
Ihe specified number of Mililary ActiOIlS, )1)U read the lext, and 
)1)U anrtOUnce which rival )'Oullre declaring War u]Klfl. 

TIlE Ol."TO).\tE Of A [!?IN \00 DI:'CL\K~ IS .'\OT DhTERMI:iW 
t'~'TIL TIlE BEGI.'\SI:\G o~ \OOR 1i~:xT TIlR,\'. 

This gh·es cach cil'ilizalion onc tu rn !O lncre;!S<! its Strellgtb. The player who 
declares the Ir."tr is at a disadl1l.ntage, hOIl"CI·er, because he or she had 10 s])(md 
Mililtir)' Actiolls in order 10 declare the Ir?lr. 

ThE OUTCOME OF A WAR 
When )'Ou declare a Iri"lr. )'00 leave the card in front of you. Atlhe beginning 
of )'Our nexlturn, )·ou and rour rh'al determine the outcome. AI Ihis point, 
you ma), sacrifice Units to increase the Slrel/gth of )"Our side oflhe War. Then 
}1)ur rh'21 may sacrifice li llits 10 increase the Strenglh of his or her side. This 
increase of Slrellglb lI'Orks just as il does wilhAggrossiOIl with one exception: 

N~tTIIF.R stD!! ,\lA\" IiSE Df}}~","'· Roses C.~ Kl)S TO t ,~f1JJ£.\'CE TIlE Ot/TCO.\IE OF 
A IV-IN. 

InAggressiOIl, the allacker can nCI·cr lose anything and Ihe defender can llel·er 
gain anything. In a mlr, either side can profit. 

TUE SlOE Vlml TIlE GREATER SrN£\"GT1/ IS TU~ VICTOR 1'-' TIlE \VAR. TilE DtFFEK­
E.'iCIl BElTF.E.\' TII~ I·ICTOK'S STK£I"GT1/ A.'O TIlE STR£Wim OF TIlE VA.\qt!iSlIW 
IS CALLW TIlE "STR.E.\'GTI1 ADI \~"'AGE". Tu~ BO:it;SfS A.\O PE.\,AlTIES OF A mtN 
ARE I' f'KOf'ORTlO.'\ 10 TIlE SIZE Of TillS DlfFERE.'\CE. 

As with Aggression, the victor is laking something awa)' from Ihe l'anquished 
and thus can not gain more than whal the vanquished lost. 
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Tip: '" hC!l S:lcrificing Ullits to win a \I"(lr, don't forget that there are other 
players who will he read)'to take adl-antage of ~our weakncss. 

Aftcr )'OU and your rival rcso!l'e the outcome of the Irar, discard the card. You 
thcll continlle with your turn. The W(lr was your PoliticalAction on your pre\'j­
OilS tllrn, so you still hare a Po/iticalActiOIl al'ailahlc on Ihis turn, 

Tip: W{/r is most adl-antageous (and most dCl"ltstating) when there is a large 
difference in Strellgth. lIuild up your military elen if you can onl)' build a 
little bit , so that when you lose a 1\"(I')1)U will not lose bl' as much. 
lie careful aOOm declaring a War. Your ril'alwill have all the advantages. 
Your rival will huild Ullits after )"ou and IlilJ hal'c all his or her .Iti!it{/ry Ac­
tiC/liS :tl"ailablc. When it comcs time to sacrifice Cllils, your ril'al sacrifices 
after !~lU. 
Betausedefcndcrs hale all the adl':1I1tages, it is difficult to win Through the 
Ages through military might. rJayers who ignore their military. however, find 
that it is easy to lose through military weakness. 

Tip: It might happen rou will play sel'Cfal games of Through tlte Ages with-
0111 any If,,, being declared. That is okay; even when not phl)"CtI, WrITS Still 
hal-e a Significant impact on thepme. Tile mere fact th,ll someone could play 
them influences the game enough. 

END OF AN AGE 

,\$ in theAd/"rll/ced Gallle, when an Age ends all players mUSI discard leaders, 
Pacts, unfinished Jlionders, and cards in hand from the Age prior to the onc 
that illst ended. The CMt and Jl1ililar), Decks for the new Age are placed on the 
Score Boorr/. 
In addition, the filll Gallic includes the following rule 10 simulale )"our popula­
lion's increasing demand for good Food and entertainment: 

AT TIlt: !i.\'O Of ACE I, ACt' 11, ~);IJ AG'E I l l , f.1'F,R\' cr\'tW,mo~' MUST RETURX 
2 HllOW TOKI:.~S FRO.\t ITS I~uow BASK TO Tllf.IlOX. 

You do not have to return yellow tokens that are in use, If )'ou do not havc any 
yellow IOkens in your )'ellol/l &mk, then )'ou return nolhing. 

Tip: This is thc biggCSt difference between theAdt'{/lIced (;{/lIIe and thefit/l 
Gt/llle. Wa1ch the Ch"if [k'Ck carefully so that rou will he prepared for the 
dawn of the new Age. 
Keep your people happy. When )'ou lose those two leltow tokens, it will prob­
ably increase the number of /fa/Jp}, Fat'es )·ou need_ Furthermore. increasing 
your population will cost more, making it more difficult to g,tin control of 
rour population and prcI'cnt an lipri~·illg. 

LEAVING THE GAME HONORABLY 
At thc beginning of )'our lurn, YOII have the right to announcc thc fall of )'our 
dvilil.ation and lcave the gamc. Your score will nOI count and cI'er)unc still in 
the game will finish ahcad of you, 
You may leal'e the gamc even if someone else has alreadydedared Waron you. 
In Ihis case, the Jli(lr card is discarded and has no effect. 

Tip: If a rival is no thrcat to you, think twice bcfore d~claring a 1\"~lr. The 
canl's onlyeffcct mal' be to force him or her OUl of the g:mle. 

When ~uu are adding cards to the Card Row, remol'e cards from the first posi­
tions of Ihe Card ROil! according 10 Ihe number of players left in the gamc. 
The last player remaining in the game wins, 

END OF THE GAME 

AGE IV 
When the last card from Cid/Deck III is placed in the Cilrd ROlf, it marks the end 
of Age III and the beginning of Age IV, Some cards fromAge IJ become obsolete 
and each cil'ilization loscs 111'0 ),cllowlokcns from its Yel/ow &mk. 
Age IV has no cards. No new cards are added 10 the CiIT(/ Row and no one draws 
any moreMifilatJ' Cards. 

THE LAST ROUND 

lfAge III ends at Ihe beginning of the Starling Player's turn, then it is the last 
round and each playcr takcs onc more turn. If Age III ends atlhe beginning 
of anyone elsc's lurn, play to the end of the round and then cI'eryone gets one 
more turn. This rule ensures that cI'cryonc will hal'e ltleast one lurn after the 
end of Age Ill , gil'ing el'ef)'one the chance 10 complete their Age I1I Wonders, 
which can be worth man)' Cllflllre I'oillts 
Thcre is no point to declaring Uar in the last round bC(ause you will not gel an­
other turn in which to rcsoh'e the outcome. Note that Aggressiolls arc still legal, 
and )UU do resolve the outcomes of any lrilrs declared the prcvious round, 

You ARE l'OT Al.LOWf.D TO SACRtftCE Uxmi I." TIlE LAST ROU,~O. 

When resoll'ing an Aggression card, only the defending cil'iliz3tion can add to 
ilS Slrenglb and it can only do so with Oifellse Bonlls cards, When resolving 
a War declarcd the prel'ious round, the civilization with thc greater Strength 
wins, as there is no longcr a way for either side to increase its Strellgth. 

S CORING POINTS FOR EVENTS FROM A GE III 
All &-ellt cards from Age III gil'e civilizations honus Cllllure /'Oillls, Some of 
them may be rel'ealed during the course of the game. Regardless, when rou 
play one as a f"UTURE /JVEI\7, )"Ou are guaranteed Ihallhose bonus points wi ll 
be scored. 

AT TIlE I~~D Of TIlE (1\.11E, RH'EU All REMAJ);I);G AG'E HI BV/i.\T CARtlS f RO~l 
TilE CL"NREAT A1\'0 Ft/fl'KE HVf~\'1S DECKS A1\'0 SCORP- 60XUS CCtTCR/i POI,I'1S 

ACCORDIXG TO TIlIiSE CARDS, 

'I'ip: It docs nOl pay to tC'Jr down what )'Ou hal'e huilt just to build onc or t"'O 
more Cullllre producing Buildillgs. Your opponent mar harc playtil a FLTL'RE 
El1£,\7' that gilcs )'011 Cultllre /'oillls for the thing ),011 ll"allled 10 tC'~r dowl1. 

The player lI'ilh the most Cllllllre I'oillls wins. 

Before scooping ererything back into the box, take a moment to appreciate your fellow player.>' 
ci\'ilizations and thank them for a fun game. Now might al:iO be a good time to apologi1.e for 

assassinating Shakespeare. 
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4 OTHER WAYS TO PLAY 
The FilII Game h.as been carefullYluncd [0 please the maiarily of our pia)' testers. HowcI"cr, e\'{~ry group is different, anll you may find Ihat 

you prefer onc or more of Ihe following \'arial11s. Most of Ihcsc \'ariants work with eilher thCAtil:(tllced Gallic or Ihe fufl GlI/lle. 

EASIER VARIANT 

If )"()U W.lnt 10 gilt! )"Our cil"ilil:ltions more room 10 grow, Iry Ihis: 

E AS IER VARIA"T. 

• EVERY PU.YER Bf.GI ,',"$ 11'1111 OXE EXTRA YF.UOW TOKfX 

• TilE UNBAN B UJJJf.rG !.i.lJlr IS I GRF.ATI!R TUAN TtlH NUM BER GII'E." 

Hf TilE Gor£K.l:l/f~\'TCAND. 

One extra )-dlow token mal' no! seem like much, bul it makes it thal much easier 10 
increase your population, and it deI:I.}'S the onset of Disrolllell/lrcrier.r. Thl' higher 
UrlxII/ Bllildillg limit a1lows)oo 10 build, CI"CtI while remaining in Despotism. 

No GANGING Up VARIANT 

Ahhough. l11rough the Ages is not abou\lI'ar, a cil'ilization Ihal falls beh.ind mih­
tarill'caJl flnd ilSelffacing multiple aggressors. To keep players who neglet1 their 
military from being complelelycrushed, try this: 

No GAXGIXG Up VA RI ,\.,'-r. 

• A CII·tU7.ATtOS C.\.~ O.~L\' Kt: ATl'AC~f.O IIY OSF. F,'\f,"'1' t\ 0.\·.: ROCS[). 

To keep track of who is attacking whol1\, el'(~ryone 1IlIIS lU the Jxoggining of the 
game onc of their colored marker blocks in the center of the table. When )"011 

play anAggressiol/ or a Ir~lrcard against another cil'ilization, you take its block 
from the center of the table and put it in front of)'ou to show)'ou arc attacking it. 
When it comes lime to take )wr nest l'oIiliroi Aclioll, you return thc block to thc 
center of the tablc (unless )'01.1 choose 10 attack thc same civilization again). 
If the civilization you want to attack does not halt! its block in thc middle oflhe 
tablc, that mcans you can not attack it that turn because it is being attacked by 
someone elsc. 

Tip: E"en in this lo:lriam, you will be :iu:lcked if )"ou alloll')"our militarylo faH 
far behind. This rule iuSt giROS )"01.1 a better chance to calch up. 

PEACEFUL VARIANT 

If your group likes [0 play nice, this l'ariant lets )"ou focus iUS[ on building: 

PF.ACF.tlIL VAK tA""!": 

• RK\lo\'R AUA(;CJlf,.'iSIO.\' AM) WAIl CARDS. 

You probably also wanllO retnQlt! the Pacts tbat lose their usefulness when no 
onc C3n attack. 

Tip: rO\l still need milita'1 power for CoioniZ/IIiOll. and the cards that gi'~ 
rewards for a strong military are Slill in thc game. 

This is a good way to introduce a new player to the gamc. Thc inexpericnced 
player will probably finish behind t ... ·cryone else, hut atleas[ he or she will be 
ablc to play the game without being crushcd. 
rou should also oonsiderlT)·ing this l'arialll if the ··illleracth"C·· parI of the game 
keeps leading to argulT1t'lIIs among )'Our friends. 

DRAW MILITARY CARDS 

AS A MILITARY ACTION 

,!fiJi/m}' Cnrds are dl"".!wn randomly, adding the [hrill of unccrlaimy 10 the 
game. If )"01.1 prefcr more comrol (l\"Cr )'Our Mili/ary Cnrds, rou may IT)' Ihis: 

01lA1I' MII.lTAR'r Cums AS A," Acno.I'= 
• You 00 NOT DRAW ASY /lhtrrAJll' CAJ/1)5 AT TIIP.I~'\D Of I·OCR TUR~. 
• 1 ,~~"n:A!), lOO MAY rAI' l MIUTAkY AalQN TO oR,I\\' AJlJIlIWY CiRD 

l)lIMto\"G TllP. ACTtO:i' I'ItASJ-: Of· IUl:R TUR~'. 

• Tllti );U1otIlER rOll MAY ORA"'.' [S Ol>LY UMIT~[) IIV rOL"R );U~IIIER 

01' /l!IUTAJIY ACTIO.\1. 

rou can take Military' Cnrds lIitbout limitation, but afler )"Our PoiitictlllletiOll 
)'Ou can only keep as many Military' Cnrds as )'00 hal"eMilitary AcIiQns. 
This rule increases thc importance ofJlilil(try'ActiOtIS and allows you to adjust 
your aClions 10 the cards you draw. (For example, whcn )'ou draw al)eje"se 
&IIIIS card, you do not need to build up your military so much.) 

Tip: This l-arian! will make the gamc mOle more slowl)". When )'Ou pIa)' b)' 

thc standard ru les. PI.'ol)le hal·c tinlt' to look allhel r ncw Jfililary' Ctmls and 
think oUllhcir actlun~ IIhilc olhers arc pla)·IIl!:. Wilh this l'arian!, (. ... CT)"OIlC 
must lI'ail ror thc player 10 stud) C'~(h 1It'\\. card. Con~ider carcfull)' wht1her 
)UU wall! 10 pl:l.) longer in t:o:change ror more control. 

BONUS POINTS VARIANTS 

There are a number of other lI'a),s 10 deal with the bonus points cards from;l,l,'6 
Ill. Relllore Ihe 13 EI'eI/ls cards from Mililnf)' lJeck III to make a bonus deck. 
Shume it , and then do one of Ihe fol1()\\~ng. 

P (BUC BoxL:S CAROS VA RI .... 'r. 
• Tt'R.\ t:P 4 (ON 3 011 5) IIOS(S CARDS AS 1"01. 00 I.~ TIlE 

Amll.I'ClD G,ll/E. 

• TIIF$E t:,llll)S AH~: HEVUI.W AT T!I~: RWt ,~.~t~G OF Tll~: GAMf. ASI) 

WK"'A1S 1'1.1111.1(;. 

ACf·By·A ClI VARIMT. 

• Df..u OUI" ntE TOP 5 ~RDS fRQ.'" TIlE lIO~l-:; l.It:c~ FACF.I)O'iS. 
• REI"EAl I IIO'\IJS C.-\MO AT TIlE BEGlx''\t.-.G Of Till! GA)lE. 

• RE'oUt 1 IIOSl'S ~R[) AT TIlE Eo'.:D OF TilE ftllST ROIr~[). 

• RE\·UL TIlE Sf..\"T 3 lIOl>llS CARDS AT TIIF. f~\[) 01' AcF.5 I, 11, ASo Ill . 
PRI\'ATE 8 0,"U5 CAROS VARIA",T. 

• Rf.~tOI'.: TIl~ TOP no.ws CARO ,1..'\0 Of :At. TIIH OTII~1l 12 BOSIJS C.IRllS 

AMOSG TIlR I'LAI'f.RS. 

• EAciII'LAHR C11OOS1:S I IIOSIJS C.ARD (OR 2 CARDS t'l A 2 -Pl.AYI!R GAMf.). 

• EAciI !'UYF.1t ~~EPS illS OR IIER CII0SE.\ CAItO sr.GR.:r, RE\EA.USG tT Ostl' 

• AT TIlE F..\O 01' TII~ G.\)IB. 

OPE. .. CHOICE VAIlIA"'-r. 

• PUCE All 13 1IO,'\liS ~R[)S fACE l'P OS TIlE TABLf.. 
• I.I!T P.rlCltl'LAl·F.R C11QO:if. I BOl>llS CARD (Oil 2 CARtlS tl< A 2-PL\\'ER GAME) 

TIlI'.S.R CARns ARP. ~f.PT l'1.181.tC TIlROIJI.mOUT TilE GAME. 

In all cases Ihe rem~ining cards should be shuffied back into Civil Deck Il l. 
rOll hal'elo play with thesct"nmlscards, oth.crwlse most of the Et'ellls fromAge 
I1 wlll oC'o"l'r be rC'o·ealed. MOreo'o"l'r, they ensure that tbe game v.ill be thrilling 
10 Ihe cnd, as there arc still some unknown bonuses remaining to be scored. 
If )"OU don't like Ihis uncertainty, or if )"Ou think a l':Iriant results in tOO many 
bonus points at the cnd of the game, try combining any ofthc previous variants 
with the following: 

FEUR Bo",uSE.~ VARIA);T. 

• Do SOT SOORf.lIO'\lIS I'OI,,'TS fORAGe I 11 lit"£ITCARtlS LEFT tN TIlP. 

Ci./lREXT Erf.l7S A"O Ft'Tute £I '£I7S DECKS AT TIll! E.'\O Of TIlE GAME. 

Wilh this I':ITiant. it is still to )'OUT ad\':Inlage 10 play FUT(JgE EVENTS, especially 
if )"OU know a card lOll \I"Jnt rC'o·ealed is coming up in the CURRENT EVENrS. 
~·lIrthcrmorc, becausc it Is not tertilin that theAge II I &cTlI card you play will 
be rcl'ea!cd, ),ou do not h:tl'c 10 be as careful whcn deciding whcther or rLotlO 
1>lay il and it still gh'cs)"01I 3 CI/llllro Poinls. 
It is not recommended to use thc FC\\~r Bonuses Variant lI'ithout USing onc 
of the other bonus card l'ari~nlS. End-of·game bonuses are an important part 
of Through the Ages because they rewllrd 11Irious aspectS of ch'ilization 
del"Clopmcnt. 
Enioy Through tbe Ages, hOIl·ever )"Ou choose 10 play it. 

-19-



EXPLANATIONS OF SELECTED CARDS 

GENER AL PRINCIPLES 

DISC;OUNTS ON BUILDINGS, WONDERS, 
FARMS, AND MINES 
The Aclioll CarJ~' Rich Laud, Ideal Building Site, Engineering Genius, and 
Efficient Upgrade each gh'e adiscount on a certain buildillgAc/ioll. You can ont)' 
use the card 10 perform the specified Action. (I!nginccring Genius c:ln only be 
used to build I stage of a !lbllder. C\'cn if ),ou h~,'e 1I. 7eclmo/ogy that allows )"ou 
10 build nwl!i"lc stages.) This discount can reduce the building cost 10 O. If Ihe 
discoum is more Ihall theActioll would normally COSl , )'ou can use the card, but i[ 
does 1101 gh'C you t):lra Resources. 

DISCOUNT S FOR MILITARY U N ITS 
flumer :lIId IheAcIiQl1 Cards Patr iotism, \l'al"C of Nationalism, and Military 
Build-Up gil-e)"OII SJ)CCial Ke$(JIITCeS for ,Ill/Un,)' (}nils. This means Ihal when rOil 
build Units each lu rn,),ou do not pay Rewllrces until you hal"e used up the speda! 
Newllrces reprt'Sel1ted by the card. (rou keep track of these special Resollrces in 
)'Our head, not with blue tokens,) AUy NeSOIIff:es "for militaryunils" lefl 01"Cr at the 
end of the turn are lost. 
Bycontrast, the dlscollnts given b)' l'redcri~k Rarbarossa and Winston Churchi 11 
appl)' to C\'er}'Ullil built under the circumstances spt'l;ificd by these cards, 

S T RENGTH BONUSES 
Alexander Ihe Grcal,Joan of Art, Napoleon, the COI05$IIS, the Great Wall, 
the Tr.lnsconl incnlal Railroad, and some Spccinl Tf!(;bllologies increase your 
~iviliz:ttion's Slrellglb, When )'Ou sa~rifice :l Ullil, you only gain the l':tlue of the 
Ullifs SIf'lmglb becau se the bonus is gil'CllIO )'Our ch'ilization, not your Ullit (C\'eIl 
with cards like Alexander the Great which gil"e lour ci,'iliwion a bonus per 
Ullif), 
Genghis Khan, howC\'Cr, gi,-cs his bonus to each Cil/w!,y Ullil, so they are consid, 
ered to have a higher SIIVlIglb when ~'Ou sacrifice them, 

A GE III EVENT CARDS 
Usuall)" the bonuses from Age [Jl EI'f!1I1 cards arc scored at the end of the game, 
bul if one does a,,~ar as a CURRENT EVENT, it Is scored immediately. 
The El'llllls Impact oC Science and Impact of Strength gil'C OIlI bonus poinls 
based 011 the rdalil'C standings of the players, Tk.'s are broken in !he usual \\':ty: In 
fa,-or of the pla)'CT whose turn it is, AI the end of the game, br<'2k ties as though il 
\\'ere the Slarting Player's turn. 

E FFECTS OF WARS AND AGGRESSIONS 
After \nIT or ~ successful AggressiOll, the defC2led ch'ilizalion loses something, 
If there is a choice to he made ol'er wbat is 10SI, the victor is usually the one who 
makes il, The only ~i;eption is the case of population loss, where the l'anquishcd 
dccide~ which i"ellow tokens will be remOI'(.'il from cards Thus wilh Raid, the ,'ictor 
chooses which RI/ift/illg is destroyed, With Plunder or War ol'er Resourees, the 
,'fetor chooses a combination of Food and Nesot/rces that adds up to the gh-en tOlaL 
In War o,'er Techn l>logy, the ,'(clor chooses a combination of Special TedJllolo­
gles and Science l'Qillls, 
A l':tnqulshed dvi liZ2.1ion can lose no more than it has. The l'iCtor can IIOt gain 
more th:1.O whllt lhe l'aIlquished lost. When the I1lnquished loses Food or Nesources, 
the blue tokens are returned 10 his or her Bille Bad, The ,'i({or gaillS Food or 
ReSOllrces by m(l\'ing tokens from his or her own Bllle /Jonlt. 

INDIVIDUAL CARDS 

CHRISTOPHER COLUMBUS 
If )'OU hal-e 1lll'eUl Territory Clird in your hand, you can place it on the table 
and make it your CoIOIIY, This uses up your l'vIiliwl Act ioll, but )'Ou do not 

ha,'C 10 sacrifice any Ullil,' and no onc else can make a bid for IheNIIW rerri/or)', 
You gain ~ny of the immediate berlcfits and 1110''(' }our indicators to reflect your 
new Co/OIIY's oonuscs, Columltus remains )'Our cil']lizalion's leader CI'C1l though 
his special abilil)' can not be used again during the game, 

MAXlMILIEN ROBESPIERRE 
Maximilien Robespicrre 1'CI'e1'Ses the roles of Cim1 and Mifila" 
ActiO/IS during a Neroll/fiol/, To declare a Net'OllItioll, )'Ou mUSt ha\'C all 

}'Our ,lliIi/(lT')' Acliolls unused. The Neroll/tiol/ uses all of )oor ,l lilitaT')' AcliollS, 
After the Retvll/tiol/, )'00 h~'-e the sanu! number of used Civil Actiolls as )'Ou did 
before .• I(ole that o\Iaximilien Robespicrre lakes a\\':ty)'OUr abilily 10 pay all )'OUr 
Ch'i/ Ac/lolls for ~ Ret'OllIlioll, 

ISAAC NEWTON 
You must halc I unused Civil ActiOllto play:!. n'Cbllofogy, but lsaac Ncwton 
rt1Urns the used Ch'i! ACtiOIl , When declaring RevollltiOIl, )'Ou must h:iI'C all 

your Civil Actiolls unuSL>d, After the RCI!IAI/lioll )00 will hal'e I unused Ch.;1 Actiol/. 

= NAPOLEON BONAPARTE 
, As for the phrase "loor best army": If}oo h~I'C sorneArmieswith antiquated 

Units and some without (or some with Air furce and some without), Ihen they 
11'111 hal'C different Tactics bonuses. In this case, t~ke the best bonus. If )'OU hal'!! no 
AnI/res, Napoleon Bonaparte gil'CS)OO no bonus. 

NIKOLA TESLA 
Your lAbs from Ages I, 11, and III act as Milles. During production, place 
I blue token on the lab card for C'Jch )'ellow token. A hlue token on a lAb rep. 

n;;;"" R,>m"roe> '."",, the /,(Ib's t.e/,'el. Your IAb~' produce C\'erytime you r Milles 
proouce, and theirl,roduction oouo1s 101l,;uxls the Impact of Industry F,vclII, 

ST. PETER'S BASILICA 
E,'cry Happy Face is counted twice, so this doubles Ihe effects of Joan 
of AN: and o\Iichelangelo, 

TRANSCONTINENTAL RAILROAD 
OO;t .tfille is represe01ed 11)' a Worker, Thus )'Our moS! ~d\'aflCed 

Techllology ~ard with at least 1 Worker \\ill get 1 extl':l blue 

"km '"""gp'''"'''''. 
FIRST SPACE FLIGHT 
Add the l.et'ei.r of all )llur TecbllofQgJ' cards, This incl udes UIII/, HIII'ft/illg, 
Fllrm/lIg, Millillg, Specill/, and GOt'Crl/IIICIII TecbllofQ[Jies, 

HOLLYWOOD AND I NTERNET 
E,'Cry Worker on Ihe specified t)'~ of card gjl'(5)'Ou twice 
as many Culture Poillts as theAge the card is from. cards 

withOllt Wor*m and IIbnmonAgWl A cards are lI'Orth no points, 

~ S CIENTIFIC COO PERATION 
~ If one cil'ilization has no Science Poinls, neilher cjl'ilization can play 

a new Techllology. 
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