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  Set up the game. (Setup p 2.)

  Players take turns, beginning with the starting player and continuing clockwise. (Your Turn p 3.)

  Turns are organized into rounds. Each round begins with the starting player's turn. 

 T  6he first round is di

erent 
ro� the others. ZFirst Turn p 3.)

 T  0oteM /ost o
 the ti�eL nothing special happens at the beginning or end o
 a round.

  &uring the ga�eL the current age graduall  changes through #ges #L +L ++L +++L and finall  +8. ZReplenish the Card Row p 3.)

 T  +
 #ge +++ ends during the starting pla erbs turnL that is the last round.

 T  +
 #ge +++ ends during an  other pla erbs turnL then the 
ollo�ing round is the last round.

  6he ga�e ends �hen the last round is o�er. '�er  pla er �ill ha�e had an e�ual nu�ber o
 turns. 6hen it is ti�e 
or the final scoringM

 T  #ll #ge +++ e�ents in the current and ne�t e�ents decks are e�aluated in an  order. ZEvaluating an Event p 7.)

 T  #n  endUo
Uga�e bonuses are scored Zthe Bill Gates card).

 T  6he pla er �ith the �ost culture points is the �inner.

  J  +
 there is a tieL the tied pla ers share the �ictor .

6his rulebook presents all the rules 
or Through the Ages in a pointUb Upoint 
or�at. +t is 
especiall  use
ul 
or pla ers �ho need to find a rule �uickl . 2la ers �ho are learning the 

ga�e should not start �ith this rulebook. +nsteadL the  should learn 
ro� the Handbook, which 
pro�ides the�atic background and detailed e�a�ples.

6he first hal
 o
 this book describes �hat happens during the ga�e. 6he second hal
 defines 
terms and concepts.

CODE OF LAWS

GAME FLOW



-2-

GAME BOARDS 
2lace the ga�e boards in the center o
 the tableL in 
an  suitable configuration. 

DECK SETUP 
Ages A, I, II, and III each have their own civil and 
military decks. So there are 8 separate decks, each 
�ith a di

erent back.

military decks

civil decks

  +n a ¼U or ½Upla er ga�eL  ou �ust re�o�e certain 
cards. These cards will not be used.

 T  $e
ore a ½Upla er ga�eM  
  •  4  Civil decks I, II, and III 

each have three cards with 
this marking. Remove these 
cards 
ro� these decks. 

 T  $e
ore a ¼Upla er ga�eM

  •  3+  4  Civil decks I, II and III each have 
nine cards �ith one o
 these �arkings. 
4e�o�e these cards 
ro� these decks.

  •  
Open Borders 

 /ilitar  deck + has t�o pact cardsL 
and �ilitar  decks ++ and +++ each ha�e 
our. 
4e�o�e all pact cards 
ro� these decks.

PLAYER COMPONENTS  
Each player chooses a color and takes the components 
in that colorM

PLAYER BOARD 
6he pla er board depicts À initial technologiesM 
Warriors, Agriculture, Bronze, Philosophy, Religion, and 
Despotism. These count as technology cards.

  2ut a blue token on each o
 the »À s�uares in the 
blue bank.

  2ut a  ello� token on each o
 the »Â s�uares in 
the  ello� bankL on each o
 the À s�uares on the 
technology cards, and on the square in the worker 
pool.

  Your initial government card, Despotism, depicts 
4 civil actions and 2 military actions. Place 
¾ �hite tokens and ¼ red tokens ne�t to the card 
(but not on it).

RATING MARKERS 
You have 4 rating markers in your color.

2lace  our science rating �arker on space » o
 
the science rating indicator.

2lace  our culture rating �arker on space º o
 
the culture rating indicator.

2lace  our strength rating �arker on space » 
o
 the strength rating indicator. 

Place your happiness rating marker on space 0 
o
 the happiness rating indicator on  our 
player board. 

0oteM 6hese settings are deter�ined b  the �orkers 
on your initial technology cards. (Ratings p »º.[ 

POINTS COUNTERS 
2lace  our science points counter on space º o
 
the science points track.

2lace  our culture points counter on space º o
 
the culture points track.

TACTICS STANDARD 
Place your tactics standard in the common 
tactics area o
 the �ilitar  board. 6his 
indicates that you have no current tactic.

IN THE BOX 
Some blue, yellow, red, and white tokens will be 
le
t o�er a
ter setup. 6he  �ill be needed during the 
game, but only rarely. They are said to be "in the 
bo�c.

PREPARING THE EVENT DECK 
  5hu
ðe the #ge # �ilitar  deck.

 T  6ake a nu�ber o
 cards e�ual to the nu�ber 
o
 pla ers plus ¼. 2lace these 
ace do�n on the 
military board as the current events deck.

 T  4eturn the rest o
 the cards to the bo� �ithout 
looking at them.

STARTING PLAYER 
Choose the starting player however you like. The 
starting player will not change during the game. You 
�a  �ark this b  sliding one o
 the unused #ge # 
�ilitar  cards 
ace do�n under the starting pla erbs 
board.

INITIAL ACTIONS 
  6he starting pla er �ill ha�e » unspent ci�il action 

on his or her first turn. +ndicate this b  placing 
one o
 the starting pla erbs �hite tokens on his or 
her Despotism card.

  In clockwise order, each player begins with one 
more civil action than the previous player. They 
indicate this with 2, 3, or 4 white tokens on their 
Despotism cards.

  2la ers ha�e no �ilitar  actions on their first 
turn. All red tokens remain beside the player 
boards.

PREPARING THE CARD ROW 
  5hu
ðe the #ge # ci�il deck.

 T  &eal »½ cards 
ace up to the spaces o
 the card 
row.

 T  2ut the rest o
 the deck on the light hal
 o
 the 
current age board. 

  -eep the other decks nearb L but out o
 the �a . 
You will not need them until later in the game.

SETUP
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SETUP

REPLENISH THE CARD ROW  
0oteM 6he card ro� is not replenished during the first 
round.

;ou begin  our turn b  replenishing the card ro�M

  &iscard an  cards re�aining in the le
t�ost 
spacesM 

 T  6he first three spaces i
 there are ¼ pla ers in 
the game.

 T  6he first t�o spaces i
 there are ½ pla ers in the 
game.

 T  1nl  the le
t�ost space i
 there are ¾ pla ers in 
the game.

 T  +
 so�eone has resigned Zp ¾[ count onl  those 
players remaining in the game, not the initial 
nu�ber o
 pla ers.

  5hi
t all re�aining cards to the 
ar le
tL lea�ing no 
empty spaces between them.

  &eal cards 
ro� the current age ci�il deck into the 
e�pt  spacesL 
ro� le
t to right. Z5kip this in #ge 
+8L �hich has no deck.[

END OF AN AGE

Replenishing the card row sometimes triggers the 
end o
 an ageM

  Age A ends �hen the card ro� is replenished 
or 
the first ti�e.

 T  0oteM 6his occurs on the starting pla erbs 
second turn.

 T  #
ter dealing #ge # ci�il cards to the e�pt  
spacesL re�o�e the rest o
 the #ge # deck 
ro� 
the game.

 T  5hu
ðe the #ge + ci�il and �ilitar  decks and 
place them on the current age board. They are 
now the current civil and military decks.

 T  +
 all the #ge # ci�il cards �ere dealt and there 
are still empty spaces in the card row, continue 
filling the ro� 
ro� the #ge + ci�il deck.

  Ages I, II, and III end �hen the last card o
 the 
current civil deck is dealt to the card row. The 
ne�t age begins i��ediatel M

 T  %ards 
ro� ages older than the one that �ust 
ended Zbut not cards 
ro� the age that �ust 
ended[ beco�e anti�uatedM

  J  2la ers discard all anti�uated cards 
ro� 
their hands.

  J  #ll anti�uated leaders are re�o�ed 
ro� 
play.

  J  #ll anti�uated unfinished �onders are 
re�o�ed 
ro� pla . Z$lue tokens on the� 
are returned to the players' blue banks.)

  J  #ll anti�uated pacts are re�o�ed 
ro� pla .

  J  0oteM 1ther cards in pla  ZtechnologiesL 
coloniesL co�pleted �ondersL e�clusi�e and 
common tactics, declared wars) remain in 
pla  e�en i
 the  are anti�uated.

 T  'ach pla er loses 2 yellow tokens.

 T  5hu
ðe the ci�il deck 
or the age that has 
begun. Place it on the current age board. It is 
now the current civil deck. 

  J  %ontinue filling the card ro� i
 there are 
still empty spaces.

  J  +
 #ge +8 has begunL there is no ne� ci�il 
deck and the empty spaces will remain 
empty.

 T  4e�o�e the �ilitar  deck 
ro� the pre�ious 
age. 5hu
ðe the ne� agebs �ilitar  deck and 
place it on the current age board.

  J  +
 #ge +8 has begunL there is no ne� �ilitar  
deck. Drawing military cards is not possible 
in #ge +8.

 T  #ge +8 is the game-ending age. +
 #ge +8 
starts, determine which round will be the last.

  J  6his round is the last i
 #ge +8 begins 
during the starting player's turn.

  J  6he ne�t round �ill be the last i
 #ge +8 
begins during any other player's turn.

RESOLVE A WAR 
+
  ou ha�e no �ar in pla L skip this step. $ut i
  ou 
have a war card in your play area, you must resolve 
the war at this time.

  %o�pare  our strength �ith the strength o
 the 
opponent on whom you declared war.

 T  +
 a card in pla  gi�es  ou a bonus �hen  ou 
attack this opponent, include that bonus.

  +
 one pla er has a higher strength than the otherL 
that player is the victor and the other player is 
the defeated civilization. 6he di

erence bet�een 
their strengths is the strength advantage. Follow 
the te�t on the card.

 T  +
 the �ictor steals a special technology, 
the �ictor takes the card 
ro� the de
eated 
civilization's play area and puts it into his or 
her own play area.

 T  # pla er cannot steal a special technolog  that 
is the same as one he or she already has in play 
or in hand. 

 T  +
  ou steal a special technolog  o
 the sa�e 
type as one that you have in play, you keep the 
higher level card in play and discard the other.

  +
 the pla ers ha�e sa�e strengthL the �ar resol�es 
�ith no e

ect.

  Either way, discard the war card.

0oteM 0either side can use �ilitar  bonus cards to 
augment their strength in a war.

MAKE TACTICS AVAILABLE 
+
  ou ha�e an e�clusi�e tactics card in pla L  ou �ust 
make it available at this time.

  /o�e  our tactics card to the co��on tactics area 
o
 the �ilitar  board.

 T  6here is no li�it to the nu�ber o
 cards that 
can be in the common tactics area.

 T  +
 the sa�e card is alread  in the co��on 
tactics area, you may merge the cards by 
putting one under the other or by removing 
one 
ro� the ga�e. *o�e�erL do not discard 
it to the discard pile. (Discard or Remove From 
Play p 8.)

 T  0oteM ;our tactics standard re�ains on the 
card and it continues to be your current tactic.

YOUR TURN ...

START-OF-TURN SEQUENCE

COURSE OF THE TURN 
;our turn consists o
 these phases and stepsM

  5tartUo
U6urn 5e�uenceM

 T  4eplenish the card ro�.

 T  4esol�e a �arL i
 necessar .

 T  /ake e�clusi�e tactics a�ailableL i
 necessar .

  Politics Phase

  Action Phase

  'ndUo
U6urn 5e�uenceM

 T  &iscard e�cess �ilitar  cards.

 T  2roduction 2hase. Z5kip during an uprising.[

 T  &ra� �ilitar  cards.

 T  4eset ci�il and �ilitar  actions.

FIRST TURN 
;our first turn is di

erentM

  ;ou begin �ith a li�ited nu�ber o
 ci�il actions. ZInitial Actions p 2.)

  ;ou skip the 5tartUo
U6urn 5e�uence and the 2olitics 2hase.

  &uring  our #ction 2hase  ou are not allo�ed to do an thing e�ceptM

 T  6ake a nonU�onder 
ro� the card ro�.

 T  6ake a �onder 
ro� the card ro� and put it into pla  as an unfinished 
wonder.

A I IIA IA I II

When the new age begins ...

... discard antiquated cards in hand ...

... and lose 2 yellow tokens.

... remove these antiquated cards from play ...



... YOUR TURN ...

-4-

&uring  our 2olitics 2haseL  ou �a  per
or� at �ost 
one political actionL i
  ou �ishM 

  Prepare an Event

  Play an Aggression

  Declare a War (not during the last round)

  1

er a 2act Znot in a ¼Upla er ga�e[

  %ancel a 2act Znot in a ¼Upla er ga�e[

  4esign Znot in #ge +8[

 This symbol on a military card means it is played 
as a political action.

PREPARE AN EVENT  
An event is a green military card marked 
with the  symbol in the upper right 
corner. To prepare an event, do the 

ollo�ingM 

  2ut  our e�ent card 
ace do�n on top 
o
 the 
uture e�ents deck Zor on the spaceL i
 it is 
empty).

  Score culture e�ual to the le�el o
 the card.

  4e�eal the top card 
ro� the current e�ents deck 
and resol�e its e

ect. +
 it is a territor L resol�e 
colonization. (Current Events p 7.)

  +
 this �as the last card in the current e�ents 
deckM

 T  5hu
ðe the 
uture e�ents deck.

 T  5ort it 
ace do�nL so that cards 
ro� earlier 
ages are abo�e cards 
ro� later ages.

 T  2lace it on the current e�ents space. +t is no� 
the current events deck.

0oteM #n e�ent  ou prepare no� �ill be re�ealed and 
resolved on a later turn.

PLAY AN AGGRESSION  
An aggression is a brown military card. 
+t has the �ord c#ggressionMc in its na�e. 
6o pla  oneL do the 
ollo�ingM

  Reveal the card.

  Pay the military action cost depicted 
ne�t to the cro�n s �bol. 

  Declare which player you are attacking. That 
player is your rival.

 T  ;ou cannot attack a pla er i
 the t�o o
  ou 
have a pact that says you cannot attack. 

 T  ;ou cannot attack a pla er �hose strength 
e�uals or e�ceeds  ours.

  •  Remember to include any bonuses that 
trigger when you attack the other player.

  J  &o not include bonuses 
ro� pacts that end 
i
  ou attack.

  +
  ou and  our ri�al ha�e a pact that sa s it ends 
i
  ou attackL re�o�e that pact 
ro� pla .

  ;our ri�al �a  de
end against the aggression b  
adding temporary strength bonuses to match or 
e�ceed  our strengthM 

 T  ;our ri�al can pla  one or �ore 
military bonus cards. The defense 
value in the upper hal
 o
 the card 
is added to his or her strength. 
Z6hese cards are discarded a
ter 
their bonus is counted.)

 T  ;our ri�al can gain a �» strength bonus 
or each 
military card discarded 
ace do�n.

 T  Li�itationM 6he total nu�ber o
 cards  our 
ri�al pla s or discards 
or bonuses cannot 
e�ceed his or her military action total. 

  +
  our ri�al �atches or e�ceeds  our strengthL 
the aggression is unsuccess
ul. Discard it with no 
e

ect.

  +
  our ri�al cannot or does not �ish to �atch or 
e�ceed  our strengthL  our ri�al does not pla  or 
discard an  cards 
or bonuses and the aggression 
is success
ulM 

 T  4esol�e the e

ect stated on the card.

  J  +
 the e

ect re
ers to the cost o
 a cardL use 
the cost printed on the card, ignoring any 
�odifiers.

 T  Discard the aggression card.

DECLARE A WAR  
A war is a gray military card with the 
words "War over" in its title. To declare 
a �arL do the 
ollo�ingM

  Reveal the card.

  Pay the military action cost depicted 
ne�t to the cro�n s �bol.

  Declare which player you are attacking. That 
player is your rivalM

 T  +
 a card sa s  ou cannot attack a pla erL  ou 
cannot declare war against that player.

  +
  ou and  our ri�al ha�e a pact that sa s it ends 
i
  ou attackL re�o�e that pact 
ro� pla .

  2lace the �ar in  our pla  areaL �ith the top o
 the 
card toward your rival.

  6he �ar �ill be resol�ed at the beginning o
  our 
ne�t turn.

  Li�itationM ;ou cannot declare a �ar during the 
last round.

OFFER A PACT  
A pact is a blue military card with 
a shakingUhands s �bol abo�e its na�e. 
6�oUpla er ga�es do not ha�e pacts. 6o 
o

er a pactL do the 
ollo�ingM

  Reveal the card.

  &eclare �hich pla er  ou are o

ering the pact to.

  +
 the pact has sides labeled # and $L declare 
�hether  ou are taking the role o
 side # or side $.

6henL  our 
ello� pla er decides �hether to accept 
the o

er or not.

  +
  our 
ello� pla er re
uses the o

erL return the 
pact to your hand. It still uses up your political 
action 
or this turn.

  +
  our 
ello� pla er accepts the o

erL the pact 
enters pla M

 T  #n  other pact in  our pla  area endsL �hether 
it �as �ith this pla er or a di

erent pla er. 
4e�o�e the old pact 
ro� pla .

  J  0oteM ;ou �a  still be a part  to pacts in 
other players' play areas.

 T  2lace the ne�l  accepted pact in  our pla  area 
rotated so that the corresponding side Z#L $L or 
either side i
 the  are not labeled[ 
aces  our 
opponent. 

 T  6he ne� pact applies i��ediatel . 

  J  0oteM # pact that pre�ents attacks or 
declaring a war does not cancel wars that 
were already declared.

CANCEL A PACT 
This action allows you to cancel a pact to which you 
are a part . 5o�e o
 the political actions described 
abo�e �a  also cause a pact to end as a side e

ect. 6o 
cancel a pactL do the 
ollo�ingM

  Choose a pact in play to which you are a party. 
It does not have to be a pact in your play area.

  4e�o�e the pact 
ro� pla . +t ceases to a

ect  ou 
and  our 
ello� pla er.

RESIGN 
You may use your political action to resign.

  Your civilization immediately leaves play. You 
have lost.

  Discard your hand and remove all cards in your 
pla  area 
ro� pla . +
  ou are part  to an  pact in 
so�eone elsebs pla  areaL re�o�e that pact 
ro� 
play.

  +
 there are an  �ars declared against  ouL the 
players who declared them remove their war 
cards 
ro� pla  and score Á culture points.

  +
 there is onl  one pla er le
t in the ga�eL the 
game ends and that player wins.

  +
 there are still t�o or �ore pla ersL the  continue 
�ithout  ouM

 T  6he  do not change the current decks. Z5o 
so�e cards designed 
or �ore pla ers �a  
appear in this age.)

 T  $e
ore s�itching to #ge ++ or #ge +++L the  
ad�ust the decks 
or the ne� ages as i
 setting 
up the ga�e 
or the ne� nu�ber o
 pla ers. 
(Deck Setup p 2.)

 T  +
 onl  t�o pla ers are le
tL the  use rules 

or t�o pla ers �hen e�aluating e�ents. 
(Evaluating an Event p 7.)

  '�ceptionM You cannot resign in Age IV.

... YOUR TURN ...

POLITICS PHASE
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... YOUR TURN ...

During the Action Phase, you may spend your civil 
and �ilitar  actions to per
or� an  co�bination o
 
the actions described in this section in any order. 

  1n  o�� fi��t t��n, you are not allowed to do 
an thing e�cept take cards 
ro� the card ro�. 
Z+
  ou take a �onderL  ou do put it into pla .[

  ;ou cannot per
or� an action unless  ou are able 
to per
or� all the re�uired steps and pa  all the 
required costs.

  ;ou �a  choose to end  our #ction 2hase e�en i
 
you have available civil or military actions.

5o�e o
 the actions described in this section �a  
also be per
or�ed as e

ects o
 certain cards. If the 
action is an effect of a card: 

  The action costs you no civil or military actions 
unless the card sa s so. Z'�ceptionM Declare 
a Revolution p 5.)

  6he action �a  ha�e other costs Zusuall  
oodL 
resources, or science points) which you must pay 
unless the card sa s  ou per
or� the action 
or 

ree.

TAKE A NON-WONDER CARD  
FROM THE CARD ROW 

  Choose any card in the card row that is not 
a wonder.

  2a  »L ¼L or ½ ci�il actions, as depicted at the 
botto� o
 that space o
 the card ro�.

  Add the card to your hand.

  Li�itationsM

 T  ;ou cannot take an  nonU�onder card i
 the 
nu�ber o
 ci�il cards in  our hand is e�ual to 
or greater than your civil action total.

 T  ;ou cannot take a technolog  card i
  ou 
already have a card with the same name in 
your hand or in play.

 T  +
  ou ha�e taken a leaderL  ou cannot take 
another leader 
ro� that age. 6his applies e�en 
i
 the leader  ou took has alread  le
t pla .

TAKE A WONDER  
FROM THE CARD ROW  

2 2 3 2 2 2 3 2 2 2 3 2 

# �onder is a purple card �ith a ro� o
 
nu�bers at the botto� o
 the illustration 
depicting the cost o
 building each stage 
o
 the �onder. +t enters pla  �hen  ou 
take itM

  Choose a wonder in the card row.

  Pay civil actions e�ual to the nu�ber o
 ci�il 
actions depicted under that space plus one e�tra 
ci�il action 
or each �onder  ou ha�e co�pleted. 
(This includes wonders that have crumbled to 
ruins due to e

ects such as Ravages of Time.)

  Put the wonder in play, rotated by 90 degrees to 
indicate that it is your �nfini�hed �onde�.

  Li�itationM ;ou cannot take a �onder i
  ou 
currentl  ha�e an unfinished �onder in pla .

  0oteM ;ou can take a �onder e�en i
  our hand is 

ull.

  0oteM 6he �onderbs e

ects do not appl  �hile it is 
unfinished. 

INCREASE POPULATION 
  2a  » ci�il action.

  2a  
ood equal to the white number depicted 
under the right�ost occupied section o
  our 
yellow bank.

  6ake the right�ost  ello� token 
ro�  our  ello� 
bank and add it to your worker pool. (It becomes 
an unused worker.)

  0oteM ;ou cannot increase  our population i
 there 
is no  ello� token le
t in  our  ello� bank.

BUILD A FARM, MINE,  
OR URBAN BUILDING 

  2a  » ci�il action.

  %hoose one o
  our 
ar�L �ineL or urban building 
technology cards in play.

  Pay the resource cost depicted on the card

 T  0oteM 6he construction  special technologies 
reduce the cost o
 urban buildings onl .

  /o�e one o
  our unused workers to the card. 

  Update your ratingsL i
 necessar .

  Li�itationM 6he lo�er right corner o
  our 
government card depicts your urban building 
limit. +
  ou alread  ha�e that �an  or �ore 
urban buildings o
 a particular t peL  ou cannot 
build a ne� urban building o
 that t pe.

UPGRADE A FARM, MINE,  
OR URBAN BUILDING 

  2a  » ci�il action.

  %hoose one o
  our 
ar�sL �inesL or urban 
buildings (as represented by a worker on the 
corresponding technology card).

  Choose another technology card you have in play 
o
 the sa�e t pe and higher le�el.

  Pay resources e�ual to the di

erence bet�een the 
resource costs depicted on these two cards.

 T  +
 the cost o
 one or both cards is �odifiedL 
appl  the �odifiers be
ore calculating the 
di

erence.

  /o�e the �orker to the higher le�el card.

  Update your ratingsL i
 necessar .

DESTROY A FARM, MINE,  
OR URBAN BUILDING 

  2a  » ci�il action.

  %hoose one o
  our 
ar�sL �inesL or urban 
buildings (as represented by a worker on the 
corresponding technology card).

  /o�e the �orker 
ro� the card to  our �orker 
pool. (It becomes an unused worker.)

  Update your ratingsL i
 necessar .

PLAY A LEADER  
A leader is a green civil card with 
a portrait o
 a 
a�ous historical figure in 
the upper right corner.

  2a  » ci�il action.

  %hoose a leader 
ro�  our hand.

  Put the leader in play.

  +
  ou alread  ha�e a leader in pla L it is replaced. 

 T &iscard the old leader.

 T  Get one civil action back.

  6he leaderbs e

ects appl  i��ediatel . Update 
your statisticsL i
 necessar .

BUILD A STAGE OF A WONDER 
  ;ou can do this onl  i
  ou alread  ha�e an 

unfinished �onder in play.

  2a  » ci�il action.

  Pay resources indicated b  the le
t�ost unco�ered 
cost depicted on the wonder.

  %o�er that cost �ith a blue token 
ro�  our blue 
bank.

 T  +
 there are no tokens in  our blue bankL use 
one 
ro�  our technolog  cards.

  +
 all costs on the �onder are no� co�eredL the 
wonder becomes completed.

 T  4eturn all blue tokens 
ro� the �onder to  our 
blue bank.

 T  6urn the card so that its na�e is right side up.

 T  6he �onderbs e

ects no� appl . Update your 
statisticsL i
 necessar .

  +
 � c��d ���o��  o� to ��i�d ���ti��e �t��e� o
 
� �onde� �� � �in��e �ction, the procedure is the 
sa�e. ;ou add up all the costs 
or all the stages 
you plan to build, you pay all those costs at once, 
and then you cover the costs with blue tokens. 

DEVELOP A TECHNOLOGY  
The technology cards in your hand 
are distinguished by a science point 
cost in the upper le
t corner. 6he 
various types are described under 
Technology Cards in Play (p 9).

  2a  » ci�il action.

  %hoose a technolog  card 
ro�  our hand.

  Pay the science cost depicted on the card.

 T  (or go�ern�ent technologiesL  ou pa  the 
higher depicted cost.

  Put the technology card into play.

 T  +
 the card is a special Zblue[ technolog  o
 the 
same type as one you already have in play, only 
the higherUle�el card sta s in pla .

  •  Usually, the older card is replaced by the 
new one.

  J  +n rare casesL the one  ou �ust pla ed 
is removed. This still counts as playing 
a technolog  
or purposes o
 other cards 
(such as Einstein).

 T  +
 the technolog  is a go�ern�entL the pre�ious 
government is replaced. Remove the old one 

ro� the ga�e or put the ne� one on top o
 it.

  '

ects o
 special technologies and go�ern�ents 
apply immediately. Update your statisticsL i
 
necessary.

DECLARE A REVOLUTION  
&eclaring a re�olution is a special �a  o
 
de�eloping o
 a go�ern�ent technolog .

  Choose a government technology card 

ro�  our hand.

  Pay civil actions equal to your civil 
action total.

 T  +
 an e�ent ZDevelopment of Civilization) allows 
you to develop a technology, you may declare 
a re�olution b  pa ing this 
ull ci�il action 
cost.

 T  +
 an action card ZBreakthrough) allows you 
to develop a technology, you may declare 
a re�olution b  pa ing this cost instead o
 the 
action card's cost.

 T  0oteM 6his usuall  �eans  ou canbt declare 
a revolution unless all your civil actions are 
available.

ACTION PHASE
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  Pay the lower science cost depicted on the 
government card.

  Put the government into play. Replace your 
pre�ious go�ern�ent b  re�o�ing it 
ro� the 
game or covering it with the new card.

  #ppl  all e

ects o
 the ne� go�ern�ent. 

 T  Update your statisticsL i
 necessar .

 T  $ut i
  ou increased  our civil action total, 
�o�e the ne� �hite tokens o

 the card so that 
you still have no civil actions available.

  '

ects that trigger �hen  ou de�elop a technolog  
(Da Vinci, Newton, Einstein) are resolved at this 
ti�e. Z5o in the case o
 Newton, you will end up 
�ith » a�ailable ci�il action.[

PLAY AN ACTION CARD  
An action card is a yellow civil card.

  2a  » ci�il action.

  %hoose an action card 
ro�  our handL 
but not one that you took during this 
Action Phase.

  4e�eal the card and resol�e its e

ectM

 T  +
 the e

ect o
 the card orders  ou to per
or� 
another actionL  ou 
ollo� the usual rules 
or 
that actionL e�cept  ou do not pa  an  ci�il or 
�ilitar  actions 
or it.

  J  +
 the card reduces a cost belo� ºL then that 
cost is 0.

  J  +
 the card sa s cde�elop a technolog c 
 ou �a  declare a re�olution. +nstead o
 
pa ing » ci�il action to use the cardL  ou 
�ill pa  the cost o
 the re�olution. ZDeclare 
a Revolution p 5.)

  J  +
 the card sa s cbuild one stage o
 
a wonder" you can only build one stage, 
e�en i
 other cards in pla  allo�  ou to build 

�ultiple stages c
or » ci�il actionc.

  J  +
  ou cannot per
or� the action the card 
specifiesL the card cannot be pla ed.

 T  +
 the card gi�es  ou so�ething c
or this turncL 
then that bonus does not count toward your 
statistics and it is not represented by a physical 
game component.

  J  0oteM #n e�tra �ilitar  action can be used 
to dra� a �ilitar  card at the end o
  our 
turn. (Draw Military Cards p 6.)

  &iscard the card a
ter pla ing.

BUILD A MILITARY UNIT  
  2a  » �ilitar  action.

  %hoose one o
  our �ilitar  unit technolog  cards 
in play.

  Pay the resource cost depicted on the card.

  /o�e one o
  our unused workers to the card.

  Update your ratings.

UPGRADE A MILITARY UNIT 
  2a  » �ilitar  action.

  %hoose one o
  our �ilitar  units Zas represented 
by a worker on a military unit technology card).

  %hoose one o
  our �ilitar  unit technologies o
 
the same type and higher level.

  Pay resources e�ual to the di

erence bet�een the 
resource costs depicted on these two cards.

 T  +
 the cost o
 one or both cards is �odifiedL 
appl  the �odifiers be
ore calculating the 
di

erence.

  /o�e the �orker to the higher le�el card.

  Update your ratings.

DISBAND A MILITARY UNIT 
  %hoose one o
  our �ilitar  units Zas represented 

by a worker on a military unit technology card).

  2a  » �ilitar  action.

  /o�e the �orker to  our �orker pool. Z+t beco�es 
an unused worker.)

  Update your ratings.

PLAY A TACTIC  
A tactic is a red military card with icons 
o
 �ilitar  units in the botto� hal
.

  2a  » �ilitar  action.

  Choose a tactics card in your hand.

  Put it into play in your area as your 
e�clusi�e tactics card.

  Place your tactics standard on it. It is now your 
current tactic.

  Update your strength rating. (Tactics Cards p 9.)

  Li�itationsM ;ou can pla  or cop  a tactic onl  
once per turn.

COPY A TACTIC 
  Choose a common tactics card on the military 

board. 

  Pay 2 military actions.

  Place your tactics standard on it. It is now your 
current tactic.

  Update your strength rating. (Tactics Cards p 9.)

  Li�itationM ;ou can pla  or cop  a tactic onl  once 
per turn.

1nce  ou declare the end o
  our #ction 2haseL 
ollo� 
the 'ndUo
U6urn 5e�uence in order. 

1nl  the first step re�uires a pla er decision. 1nce 
you have chosen military cards to discard, the rest is 
auto�atic. 6o keep the ga�e �o�ingL the ne�t pla er 
may start his or her turn as soon as you discard.

DISCARD EXCESS MILITARY CARDS 
  +
 the nu�ber o
 �ilitar  cards in  our hand 

e�ceeds  our military action total, discard any 
e�cess cardsL 
ace do�n.

CHECK FOR AN UPRISING 
  +
  our discontent workers outnumber your 

unused workersL  ou 
ace an uprising and skip the 
Production Phase. (Discontent Workers p »º.[

PRODUCTION PHASE 
+
  ou are not 
acing an uprisingL per
or� these steps 
in order.

  Score Science and Culture

 T  Score science points equal to your science 
rating.

 T  Score culture points equal to your culture 
rating.

  Corruption

 T  6he le
t�ost s�uare in each section o
  our 
blue bank is marked with a negative number.

  J  +
 all these nu�bers are co�ered b  blue 
tokens, you have no corruption.

  J  1ther�iseL the le
t�ost unco�ered negati�e 
number is your corruption.

 T  Lose resources equal to your corruption.

 T  +
  ou lost all  our resources but not enough 
to account 
or the entire a�ount o
 corruptionL 
lose 
ood to co�er the di

erence. 

  Food Production

 T  (or each �orker on  our 
ar�  technology 
cardsL �o�e one blue token 
ro� the blue bank 
to that card.

  J  +
 there are not enough tokensL �o�e all 
that  ou can to the 
ar� technolog  cardsL 
beginning �ith those o
 the highest le�el. 

  Food Consumption

 T  6he le
t�ost s�uare in each section o
  our 
yellow bank is marked with a negative number. 

  J  +
 all these nu�bers are co�ered b   ello� 
tokens, you have no consumption.

  J  1ther�iseL the le
t�ost unco�ered negati�e 
number is your consumption.

 T  Lose 
ood equal to your consumption.

 T  +
  ou lost all  our 
oodL but not enough to 
account 
or the entire consu�ptionL lose 
4 culture points 
or each unit o
 
ood necessar  
to co�er the di

erence.

  Resource Production

 T  (or each �orker on  our �ine  technology 
cardsL �o�e one blue token 
ro� the blue bank 
to that card.

  J  +
 there are not enough tokensL �o�e all 
that you can to the mine technology cards, 
beginning �ith those o
 the highest le�el.

DRAW MILITARY CARDS 
  (or e�er  a�ailable �ilitar  action  ou ha�e le
tL 

dra� one �ilitar  card 
ro� the current age 
military deck.

 T  Li�itationM ;ou �a  dra� at �ost ½ cards this 
way.

 T  +n #ge +8L there is no �ilitar  deck and  ou 
draw no cards.

 T  0oteM 1n the first roundL pla ers ha�e no 
available military actions and thus draw no 
cards.

  +
  ou dra� the last �ilitar  cardL shu
ðe the 
current age's military card discard pile (p 8) and 
place it on the current age board. It is now the 
military deck.

 T  %ontinue dra�ing 
ro� the ne� deck i
  ou 
have not yet drawn all the cards you are 
entitled to.

RESET YOUR ACTIONS 
  /o�e the red and �hite tokens back to  our 

government card. All your military and civil 
actions are available again. Some events may 
re�uire  ou to spend so�e o
 the� be
ore  our 
ne�t turn.

... YOUR TURN

END-OF-TURN SEQUENCE

CURRENT EVENTS
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... YOUR TURN

9hen a pla er puts an e�ent in the 
uture e�ents deck as his or her political actionL 
the top card o
 the current e�ents deck is re�ealed and e�aluated. 5o�e e�ents 
represent the disco�er  o
 ne� territories. These have the word "Territory" in 
their na�e. 1ther e�ents ha�e an e

ect that is �ritten out on the card.

  +
 the current e�ent has a �ritten e

ectL e�aluate it as �ritten.

  +
 it is the disco�er  o
 a ne� territor L then pla ers �a  atte�pt to coloni!e it. 

(ollo� the te�t on the card.

  +
 �ultiple pla ers �ust �ake a decisionL the  decide in clock�ise orderL 
beginning with the player who revealed the event.

  +
 the card re�uires pla ers to co�pare a statisticL ties are resol�ed this �a M

 T  6he current pla erL or the pla er �ho is closer to the current pla er in 
clockwise order, is considered to have the higher value.

  J  0oteM +n so�e cases Zsuch as Terrorism or Barbarians) this may be 
a disadvantage. 

 T  +
 an e�ent is e�aluated at the end o
 the ga�eL the starting pla er is 
considered to be the current player when breaking ties.

 T  $ut i
 the card applies to call ci�ili!ationsc �ith the �ost or least o
 
something (as in Immigration) then any ties remain unbroken.

  (o� � t�o ��� e� ���eM whenever a card says it applies to 2 civilizations with 
the �ost or least o
 so�ethingL it should actuall  be applied to onl  one. (or 
e�a�pleL c6he t�o strongest ci�ili!ationsc should be read as c6he strongest 
civilization". 

  +
 the e

ect enables a pla er to per
or� an action that can be chosen during the 
#ction 2haseL the pla er 
ollo�s the usual rules 
or that actionL e�cept that he 
or she does not pay any civil or military actions unless the card says otherwise.

 T  '�ceptionM +
 the card sa s cde�elop a technolog c a pla er �a  declare 
a revolution, but the revolution will still use up all civil actions. (Declare 
a Revolution p 5.)

  1nce the cardbs e

ect has been resol�edL place it in the past e�ents pile. +t does 
not go to the military cards discard pile and cannot be drawn again.

+
 a territor  is disco�ered as the current e�entL all pla ers ha�e a chance to 
coloni!e it. 2la ers bid to see �ho is �illing to send the largest coloni!ation 
orce 
to colonize the territory.

  A bid is always a whole number higher than zero and higher than the previous 
bid Zi
 an [.

 T  0o pla er �a  bid �ith �ore coloni!ation 
orce than he or she can actuall  
send.

  Players bid in turn, clockwise around the table, beginning with the player who 
revealed the territory.

 T  1n his or her turnL a pla er �a  bid or pass. # pla er �ho passes drops out 
o
 the auction.

 T  +
 no one bidsL the territor  e�ent card is placed on the past e�ents pile and 
colonization comes to an end.

 T  +
 so�eone bids on the territor L bidding continues until all but one pla er 
has dropped out. That player must colonize the territory.

  6he �inner �ust 
or� a colonization force equal to or greater than the bid.

 T  6he pla er �ust send one or �ore �ilitar  units. 6heir strength is su��ed 
to get a base �alue 
or the coloni!ation 
orce.

 T  6he units sent �a  be grouped into ar�ies according to the pla erbs current 
tactic. 6he ar�iesb tactical strength is added to the coloni!ation 
orce. 
(Tactics Cards p 9.) 

  •  The way they were grouped in calculating the civilization's strength 
rating is not relevant right now.

 T  6he ci�ili!ationbs coloni!ation �odifier  is applied to the colonization 

orce. ZColonization Modifier p »º.[ 

 T  6he pla er �a  pla  an  nu�ber o
 �ilitar  bonus cards and 
add the colonization value in the lo�er hal
 o
 each card to the 
coloni!ation 
orce.

 T  0oteM +t is not possible to 
or� a coloni!ation 
orce �ith �ust 
bonuses and �odifiers. 6he pla er �ust send at least one 
military unit.

 T  0oteM '

ects that �odi
  a ci�ili!ationbs strengthL such as those pro�ided 
by Napoleon or AlexanderL do not appl  to the coloni!ation 
orce.

  1nce the pla er announces the co�position o
 the coloni!ation 
orceM

 T  6he units sent are ��c�ificed. Their yellow tokens go to the player's yellow 
bank.

 T  #n  �ilitar  bonus cards used are discarded.

  The player takes the card and puts it into his or her play area. It is now that 
player's colony.

 T  6he pla er updates his or her statisticsL especiall M

  J  6he per�anent e

ects depicted on the botto� o
 the ne� colon  are 
dealt with.

  J  6he pla erbs ne� strength rating Za
ter losing the sacrificed units[ is 
calculated.

 T  6henL the pla er resol�es the i��ediate e

ect depicted in the �iddle o
 the 
cardM

  •     Gain the nu�ber o
 resources depicted.

  •     Gain the a�ount o
 
ood depicted.

  •     Score the indicated nu�ber o
 science points.

  •   Score the indicated nu�ber o
 culture points.

  •  Gain population once 
or each o
 these s �bols.

  •   Draw the indicated nu�ber o
 �ilitar  cards 
ro� the current age 
�ilitar  deck. +gnore an  li�its. &ra� nothing in #ge +8.

 T  0oteM 1rder is i�portant. 6he per�anent e

ect �a  gi�e the pla er  ello� 
or blue tokens that enable the pla er to per
or� the i��ediate e

ect.

CURRENT EVENTS

EVALUATING AN EVENT COLONIZATION

future 
events deck

current 
events deck

past 
 events deck
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Printing Press Bread and Circuses

JournalismScientific MethodScientific MethodScientific Method

Computers

Printing PressPrinting PressPrinting PressPrinting PressPrinting Press
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2 
3 

4 
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2 

special technologies

These are general rules that apply to drawing, 
pla ingL and discarding cards. $asic 
unctions o
 
certain t pes o
 cards are e�plained on the 
ollo�ing 
pages.

LEVEL OF A CARD 
The level o
 the card is a nu�erical �alue that 
corresponds to the age o
 the cardM #ge # � ºL #ge + � »L 
#ge ++ � ¼L and #ge +++ � ½.

6he le�el o
 a �ilitar  unitL 
ar�L �ineL or urban 
building is the le�el o
 the technolog  it is on. 
+
 a card re
ers to  our best mine, lab, library, etc. it 
means one with the highest level among all workers 
o
 that t pe.

YOUR HAND 
You may hold both civil and military cards in your 
hand. 

CIVIL CARDS

%i�il cards are dra�n 
ro� the card ro�. ZTake a Non-
Wonder Card from the Card Row p 5.) 

$ecause ci�il cards are ne�er dra�n secretl L the 
players may decide that civil cards in hand are public 
at all times. 

6he nu�ber o
 ci�il cards in  our hand is li�ited 
by your civil action total. When you are at or above 
the limit, you may not add another civil card to your 
hand b  an  �eans. *o�e�erL i
  ou are abo�e the 
li�it 
or so�e reasonL  ou do not ha�e to discard 
e�cess ci�il cards.

MILITARY CARDS

/ilitar  cards are dra�n secretl  
ro� the current 
age �ilitar  deck. 1ther pla ers do not see the� 
until they are revealed.

6he nu�ber o
 �ilitar  cards in  our hand is li�ited 
by your military action total. You may draw cards 
to e�ceed this li�itL but  ou �ill discard the e�cess 
during the designated step o
  our 'ndUo
U6urn 
Sequence. (Discard Excess Military Cards p 6.)

CARDS IN PLAY 
A card in play is 
ace up on the tableL either as part 
o
 a ci�ili!ationbs pla  area or as a co��on tactic on 
the military board.

1ther cards Zin pla erbs handsL in discard pilesL in 
decks, in the card row) are not in play.

7nless stated other�iseL �hene�er a rule or e

ect 
re
ers to leadersL coloniesL �ondersL or technologiesL 
it is re
erring to cards in pla .

DISCARD OR REMOVE FROM PLAY 
Discard usuall  �eans to discard a card 
ro�  our 
hand. Remove from play means to discard a card that 
was in play. Either way, the card goes to the same 
place.

+
 a ci�il card is discarded or re�o�ed 
ro� pla L it 
will not enter the game again. 

9hen a �ilitar  card is discarded or re�o�ed 
ro� 
pla L it goes to a 
ace do�n discard pile o
 the 
corresponding age. Cards that are discarded without 
being played are not shown to the other players. 

+
 the current �ilitar  deck runs outL the discard pile 
o
 the current age is shu
ðed to create a ne� current 
military deck.

0oteM '�ents that ha�e been resol�ed go to the past 
events pile, which is not the military card discard 
pile.

YOUR CIVILIZATION ...
YOUR CARDS

YOUR PLAY AREA

... YOUR CIVILIZATION ...

war declared by you pact played by you

player board

completed wonders unfinished 
wonder

government

leader

initial farm and mine 
technologies

initial military 
unit technology

exclusive  
tactics card

colonies

initial urban building 
technologies

advanced farm and mine 
technologies

advanced military unit technologies Scientific Method JournalismJournalismadvanced urban building technologies

RECOMMENDED LAYOUT FOR THE PLAYER AREA 

MultimediaMultimedia

Scientific MethodScientific Method

2 
3 

4 
3 

2 
2 

3 
4 

3 
2 

2 
3 

4 
3 

2 
2 

3 
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3 
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2 
3 

4 
3 

2 
2 

3 
4 

3 
2 

available  
actions

spent  
actions
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TECHNOLOGY CARDS IN PLAY 
/ost o
 the cards  ou ha�e in pla  are technolog  
cards. 6he  includeM

  Any civil card that has a science cost in its upper 
le
t corner.

  Your initial technologies, which are printed 
on your player board. For all purposes, they are 
considered to be cards in play.

The type o
 the technolog  is depicted in the upper 
right corner o
 the card.

FARM OR MINE TECHNOLOGIES   

farm

mine

These allow you to build 

ar�s or �inesL and to store 

ood and resources.

Farm or mine: Each worker 
on a 
ar� technolog  card 

or �ine technolog  card in pla  represents one 
ar� 
or �ine o
 the corresponding le�el. 6here is no li�it 
to ho� �an  
ar�s or �ines  ou can ha�e. 

(ar�s and �ines ha�e no e

ect on  our ratings. 
&uring the 2roduction 2haseL each 
ar� or �ine 
produces 
ood or resources. ZProduction Phase p 6.) 

Farm and mine technologies allow you to store food 
and resources. Each blue token on the card is worth 
the a�ount o
 
ood  or resources  depicted 
at the bottom. There is no limit to how many blue 
tokens may be on a card. (Food and Resources p »».[

0oteM # 
ar� or �ine technolog  card can store 
ood 
or resources e�en i
 it has no �orker.

URBAN BUILDING TECHNOLOGIES  

lab 

temple

library

theater

arena

These allow you to build 
urban buildings.

Urban building: Each 
worker on an urban 
building technology card 

in pla  represents an urban building o
 
the corresponding level and type. 

Your government has an urban building 
limit that specifies the �a�i�u� 
nu�ber o
 urban buildings  ou can 
ha�e o
 an  particular t pe. 

Each urban building (i.e., each worker 
on an urban building technology card) contributes 
to your ratings as indicated by the symbols at the 
botto� o
 the card. ZYour Statistics p »ºL Ratings p »º.[

MILITARY UNIT TECHNOLOGIES  

infantry

cavalry

artillery

 
air force

These allow you to build 
military units. 

Military unit: Each worker 
on a military unit technology 
card in play represents 

a �ilitar  unit o
 the corresponding 
level and type. There is no limit to how 
many military units you can have.

Each military unit (i.e., each worker 
on a military unit technology card) 
contributes to your strength rating by the value 
printed at the botto� o
 the card. /ilitar  units �a  
be grouped into armies according to your current 
tactic. (Tactics Cards p 9.)

SPECIAL TECHNOLOGIES  

law

warfare

exploration

construction

These technologies provide 
e

ects �ithout �orkers.

 'ach technolog bs e

ect 
is depicted on the card. 
5 �bols are e�plained 
under Your Statistics Zp »º[.

Li�itationM ;ou can ne�er be a

ected 
b  t�o special technologies o
 the sa�e 
t pe. +
  ou ha�e t�o o
 the sa�e t pe 

in your play area, you immediately remove the one 
with the lower level. 

GOVERNMENTS 
)o�ern�ents pro�ide �ost o
  our ci�il 
and military actions. Workers cannot be 
placed on a government card.

;ou al�a s ha�e e�actl  one go�ern�ent 
in play. You begin the game with 

Despotism. Each time you put a new government into 
play, it replaces the old one. In addition to giving you 
actionsL so�e go�ern�ents also ha�e other e

ects. 
(Your Statistics p »º.[

6he nu�ber in the lo�er right corner defines 
your urban building limit. 6his specifies the 

�a�i�u� nu�ber o
 urban buildings  ou can ha�e 
o
 an  particular t pe. 

OTHER CIVIL CARDS IN PLAY 
WONDERS

2 2 3 2 2 2 3 2 2 2 3 2 

Wonders must be built in stages. (Build 
a Stage of a Wonder p 5.)

A wonder enters play turned sideways to 
indicate that it is unfinished. +t �ill ha�e 
no e

ect until it is co�pleted. ;ou can 

ne�er ha�e �ore than one unfinished �onder in pla . 
;ou �a  ha�e an  nu�ber o
 co�pleted �onders. 
(Take a Wonder from the Card Row p 5.)

1nce a �onder is co�pletedL it is turned right side up 
and its e

ects begin to appl . 

  The Age III wonders say "You immediately score". 
6his is a oneUti�e e

ect that happens as soon as 
the wonder is completed. 

  '�ceptionM 6he Taj Mahalbs te�t applies �hen the 
Taj Mahal is in the card row.

LEADERS

A leader gives your civilization a special 
ability. You can never have more than one 
leader in pla . 6aking a leader 
ro� the 
card ro� pre�ents  ou 
ro� taking an  
other leader 
ro� that age. ZTake a Non-
Wonder Card from the Card Row p 5.)

9hen  ou put a leader in pla L the cardbs e

ect 
immediately begins to apply. (Play a Leader p 5.)

ACTION CARDS 
Action cards are never put into play. They 
ha�e a oneUti�e e

ectL and the card is 
discarded as soon as the e

ect is resol�ed. 
(Play an Action Card p 6.)

MILITARY CARDS IN PLAY 
COLONIES

5o�e e�ents represent the disco�er  o
 
a ne� territor . +
  ou coloni!e the 
territory, it enters your play area and 
becomes your colony. (Colonization p 7.)

# colon  has an i��ediate e

ect depicted 
in the �iddle o
 the card. 6his occurs onl  �hen it is 
first coloni!ed. ZColonization p 7.) 

+t also has a per�anent e

ect depicted at the botto�. 
(Your Statistics p »º.[

6he per�anent e

ect trans
ers �ith the colon . 
+
  ou lose your colonyL  ou re�o�e it 
ro� pla  and 
lose the per�anent e

ect depicted. +
 another pla er 
steals your colony, move the card to his or her play 
area. ;ou lose the per�anent e

ect and the ne� 
o�ner gains it. $  contrastL the colon bs i��ediate 
e

ect is ignored �hen it is lost or stolen.

TACTICS CARDS

6actics allo� pla ers to 
or� ar�ies.

Your current tactic is marked by your 
tactics marker. It may be an exclusive 
tactics card (in your play area) or 
a common tactics card (in the common 
tactics area o
 the �ilitar  board[. #t the 
start o
 the ga�eL  ou ha�e no current 
tactic.

(Play a Tactic p 6, Copy a Tactic p 6, Make Tactics 
Available p 3.)

Forming armies: Your current tactic depicts a set 
o
 t pes o
 military units. To make an army, you 
need that �an  �ilitar  units o
 those t pes. Z0oteM 
#r�ies are 
or�ed �irtuall . ;our �orker tokens are 
not moved.)

#t the botto� o
 the card is a nu�ber speci
 ing each 
army's tactical strength. Each army you can make 
contributes its tactical strength to the strength rating 
o
  our ci�ili!ation. 'ach ar�  �a  also ha�e one air 
force unit . This doubles its tactical strength. 

0oteM # unit �a  belong to no �ore than one ar� . 

Outdated armies: Age II and Age III tactics also depict 
a lesser tactical strength �alue. +
 an  unit in the 
ar�  is t�o or �ore le�els lo�er than the le�el o
 the 
tactics card, the army is considered outdated and has 
the lesser tactical strength. 1utdated ar�ies �ith air 

orces ha�e double the lesser tactical strength.

;our ar�ies al�a s 
or� in a �a  that �a�i�i!es 
 our strength rating. ;ou cannot choose to 
or� 
the� di

erentl . ZStrength Rating p »º.[

PACTS 
Pacts let you cooperate with other 
civilizations. You may have at most one 
pact in  our pla  area. *o�e�erL  ou �a  
also be a

ected b  pacts in other pla ersb 
areas. (Offer a Pact p 4, Cancel a Pact p 4.)

WARS

When wars are put into play, they have no 
e

ect. 6he  ha�e a oneUti�e e

ect one 
round later, when they are resolved. Then 
they are re�o�ed 
ro� pla . (Declare 
a War p 4, Resolve a War p 3.)

OTHER MILITARY CARDS 
1ther �ilitar  cards are ne�er put into pla . 6he  
ha�e onl  a oneUti�e e

ect.

AGGRESSIONS

 Aggressions are evaluated when played 
and then discarded. (Play an Aggression 
p 4.)

EVENTS

Events are evaluated when they are 
re�ealed 
ro� the current e�ents deck. 
Then they go to the past events pile. 
(Prepare an Event p 4, Evaluating an Event 
p 7.)

MILITARY BONUS CARDS

/ilitar  bonus cards are pla ed 
or a oneU
ti�e bonus �hen de
ending against an 
aggression or colonizing a territory. Then 
they are discarded. (Play an Aggression 
p 4, Colonization p 7.)

YOUR CIVILIZATION ... ... YOUR CIVILIZATION ...
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Your statistics are determined by cards in play and 
the locations o
  our tokens.

The symbols at the bottom of a card depict how it 
alters  our statisticsM

  +
 the card re�uires �orkersL then the s �bols at 
the botto� o
 the card depict the contribution o
 
each worker on the card. (And the card contributes 
nothing i
 it has no �orkers.[

  +
 the card does not re�uire �orkersL then the 
s �bols at the botto� o
 the card depict the 
entire contribution o
 the card.

 T  '�ceptionM # tactics card depicts the 
contribution o
 each ar� . ZTactics Cards p 9.)

 T  # �onder does not contribute until it is 
completed. (Build a Stage of a Wonder p 5.)

Your statistics can also be �odified by special 
abilities that are written on cards in play.

When a rule in this book reminds you to update your 
statistics, it means that you should be sure that 
an  changes to  our statistics are reðected b   our 
ratings indicators and  our nu�ber o
 redL �hiteL 
blue, and yellow tokens. 

RATINGS 
;ou ha�e 
our ratings tracked b  the positions o
  our 
rating �arkers on 
our indicators. ZRating Markers 
p ¼.[ 6his bookkeeping s ste� is �ust in
or�ational. 
At any given time, your ratings can be calculated 

ro�  our �orkers and the cards in pla .

SCIENCE RATING

 6his s �bol depicts the a�ount o
 science 
produced either by the card or by each worker on the 
card. Add up all the science produced, including any 
�odifiers. 6his is  our science rating. Z7nless the 
result is negative. In that case your science rating 
is 0.) There is no limit to how high it can be.

CULTURE RATING

 6his s �bol depicts the a�ount o
 culture 
produced by the card or by each worker on the card. 
Add up all the culture produced, including any 
�odifiers. 6his is  our culture rating. +t cannot be 
lower than 0. There is no limit to how high it can be.

0oteM #n e

ect that lets  ou score  under certain 
circumstances does not count toward your rating.

STRENGTH RATING

 1n a tactics cardL this s �bol depicts the tactical 
strength contributed by each army. (Tactics Cards 
p Ã.[ 1n an  other cardL it depicts the a�ount o
 
strength contributed by the card or by each worker 
on the card. Add up all the strength contributions, 
including an  �odifiers. 6his is  our ci�ili!ationbs 
strength rating. It cannot be lower than 0. There is 
no limit to how high it can be.

0oteM # �ilitar  unit al�a s contributes its strengthL 
e�en i
 it is in an ar� .

HAPPINESS RATING

 'ach o
 these s �bols represents one happ  
ace 
produced by the card or by each worker on the card. 

 5i�ilarl L this represents U» happ  
ace produced 
b  the card or b  each �orker on the card. Z0oteM 
A card with this symbol does not count as a card that 
gi�es  ou a happ  
ace.[

#dd up all the happ  
aces. Z&onbt 
orget to subtract 
unhapp  
aces.[ +
 the total is bet�een º and ÂL that is 
 our nu�ber o
 happ  
aces. +
 the total is less than 
ºL  ou ha�e º happ  
aces. +
 the total is �ore than ÂL 
 ou ha�e Â happ  
aces.

6he nu�ber o
 happy faces you have is also called 
your happiness rating.

COLONIZATION MODIFIER 
 Cards with this symbol can provide a colonization 

�odifier. # �odifier �ight be specified in the te�t o
 
a card. +
  ou ha�e no such cardsL  our coloni!ation 
�odifier is !ero. 6he coloni!ation �odifier is rele�ant 
only during colonization. (Colonization p 7.) 

CIVIL AND MILITARY ACTIONS 
ACTION TOTAL

 Your civil action total is the nu�ber o
 these 
symbols you have on your cards in play. Include the 
symbols on your government card, plus all those at 
the botto�s o
 other cards.

 Your military action total is the nu�ber o
 these 
symbols you have on your cards in play. Include the 
symbols on your government card, plus all those at 
the botto�s o
 other cards.

SPENDING ACTIONS

You should have white tokens equal to your civil 
action total and red tokens equal to your military 
action total. When these tokens are on your 
government card, they represent actions that are 
available to be spent. When you spend or pay an 
actionL �o�e the corresponding token o

 the card. +t 
is no longer available.

+
  ou are re�uired to pa  actions to do so�ething 
and you do not have enough available actions, then 
you cannot do that thing.

5o�e e

ects allo�  ou to gain an action back. In 
this case you move a spent token back onto your 
go�ern�ent card. +t is a�ailable again. +
  ou ha�e 
no spent actions when you gain one back, nothing 
happens.

Temporary actions: +
 an e

ect gi�es  ou an action 

or a turnL  ou spend that action the first ti�e it 
applies. +t does not a

ect  our action total.

WHEN YOUR ACTION TOTAL CHANGES

Your action total changes only when a card enters or 
lea�es pla . 6his �ill a

ect  our spent and a�ailable 
actionsM

  +
  our action total increasesL take the appropriate 
nu�ber o
 red or �hite tokens 
ro� the bo� 
and put them on your government card. They 
represent available actions.

  +
  our action total decreasesL return the 
appropriate nu�ber o
 red or �hite tokens to 
the bo�. ;ou return spent tokens first. #�ailable 
tokens are returned onl  i
 there are not enough 
spent tokens.

+
 a card lea�es pla  because it is being replaced b  
a card entering play, update your tokens once the 
process is complete. You cannot resolve it as two 
separate steps.

BLUE AND YELLOW TOKENS 
;ou start the ga�e �ith a certain nu�ber o
 blue and 
 ello� tokens on  our pla er boardL �ost o
 the� in 
your blue and yellow banks.

;our banks are al�a s filled 
ro� le
t to right. 'ach 
token is placed in a s�uare. +
 all the s�uares are 

ullL additional tokens �a  be kept in the right�ost 
section. 6here is no li�it to the nu�ber o
 tokens 
that can be there.

/ost operations �ith blue and  ello� tokens in�ol�e 
trans
erring the� bet�een  our pla er board and 
cards in pla . 6he e�ceptions areM

    +
 a card �ith either o
 these s �bols on 
the bottom enters your play area, you gain that 
�an  blue or  ello� tokens. +
 it lea�es  our pla  
area, you lose that many tokens.

    +
 a card �ith either o
 these s �bols on 
the bottom enters your play area, you lose that 
�an  blue or  ello� tokens. +
 it lea�es  our pla  
area, you gain that many tokens.

  Some cards can cause players to gain new tokens, 
return tokens to the bo�L or take the� 
ro� each 
otherL as specified in the te�t o
 the card.

+
  ou ��in ���e o�  e��o� to�en�, they go to your 
blue or yellow bank, respectively.

+
  ou lose blue tokensL  ou return blue tokens 
ro� 
 our blue bank to the bo�. +
 there are not enough in 
 our blue bankL  ou also return tokens 
ro� �ines 
and 
ar�s o
  our choice.

+
  ou �o�e  e��o� to�en�L return tokens 
ro�  our 
 ello� bank to the bo�. +
 there are not enoughL  ou 
return all those in your yellow bank, but no more.

+
  ou t��e  e��o� to�en� 
ro� another pla erL take 
the� 
ro� his or her  ello� bank and add the� to 
 ours. +
 there are not enough in the other pla erbs 
bank, take them all, but no more.

WORKERS AND POPULATION 
Any yellow token in your play area that is not in your 
yellow bank is a �o��e�. 

An �n��ed �o��e� is one that is not on any card. 
It can be in your worker pool or it can be marking 
a �issing happ  
aceL as e�plained belo�.

+
 an e

ect tells  ou to gain 1 population, you move 
one  ello� token 
ro�  our  ello� bank to  our 
worker pool. It is now a worker. This does not require 
an  
ood.

+
 an e

ect tells  ou to increase your population, 
 ou 
ollo� the rules 
or the action ZIncrease Your 
Population p 5). Increasing your population usually 
re�uires 
ood.

+
 an e

ect tells  ou to lose 1 population, you move 
one unused �orker to  our  ello� bank. +
  ou ha�e 
no unused �orkerL  ou �ust take one 
ro�  our 
cards. An equivalent term is �o�e �o��e��.

DISCONTENT WORKERS

Your yellow bank is divided into subsections, 
each �arked b  a nu�ber ne�t to a happ  
ace. 
6he nu�ber depicted abo�e the le
t�ost e�pt  
subsection specifies ho� �an  happ  
aces  our 
populace re�uires. +
  ou ha�e 
e�er happ  
acesL 
the short
all is  our n���e� o
 di�content �o��e��. 
+
  ou ha�e the re�uired happ  
aces or �oreL  ou 
have no discontent workers. (Happiness Rating p »º.[

+
  our discontent �orkers outnu�ber  our unused 
�orkers at the end o
  our turnL  ou 
ace an uprising 
and must skip your Production Phase. (Check for an 
Uprising p 6.)

$ookkeeping trickM ;ou should ha�e no e�pt  
subsections to the le
t o
  our happiness �arker. 
+
  ou doL place an unused �orker abo�e each such 
subsection. +
  ou donbt ha�e enoughL  ou �ill 
ace 
an uprising unless you correct the problem. Workers 
used in this bookkeeping method are still considered 
to be available.

Yellow BankYellow Bank
Lost population and sacrificed units go to this bank.Lost population and sacrificed units go to this bank.
Yellow BankYellow Bank

0oteM 6he ga�e does not track �hich �orkers are 
discontent. 1nl  the nu�ber is i�portant 
or e�ents 
like Rebellion, Civil Unrest, Emigration, and Impact 
of Population. It does not matter whether there are 
actually unused workers covering missing happy 

aces or not.

... YOUR CIVILIZATION... YOUR CIVILIZATION ...

YOUR STATISTICS
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FOOD AND RESOURCES 
;our 
ood  and resources  are represented by 
blue tokens on the �ine and 
ar� technologies  ou 
have in play. Each blue token represents the quantity 
printed at the botto� o
 the card. 

GAINING FOOD OR RESOURCES

7suall L  ou produce 
ood and resources during  our 
Production Phase (p 6) but some cards allow you to 
gain the� as an i��ediate e

ect.

9hene�er an e

ect tells  ou to gain food or 
resourcesL �o�e one or �ore blue tokens 
ro�  our 
blue bank to  our 
ar� or �ine technolog  cards. 6he 
resulting total �ust be e�actl  the a�ount o
 
ood or 
resources you are supposed to gain.

+
 there are not enough blue tokens in  our blue bank 
to cover the required value, you gain the nearest 
lo�er �alue that can be gained. +
 the blue bank is 
e�pt L  ou cannot gain 
ood or resources. +
 an e

ect 
tells  ou to gain 
ood and resources at the sa�e ti�eL 
gain them in the order written on the card.

LOSING FOOD OR RESOURCES

When you need to pay or spend 
ood and resourcesL 
 ou ha�e three optionsM

  4eturn a blue token 
ro� a 
ar� or �ine 
technology card to your blue bank, thus paying 
the amount depicted on that card.

  /o�e a blue token 
ro� a 
ar� or �ine technolog  
to a technolog  o
 the sa�e t pe �ith lo�er �alueL 
thus pa ing the di

erence bet�een the �alues.

  2a  as abo�eL and then gain so�e 
ood or 
resources back Zo
 lesser total �alue[ thus pa ing 
the di

erence bet�een the a�ount paid and the 
amount gained.

2er
or� one or �ore o
 these operations as �an  
ti�es as  ou need. 6he total �alue o
 these pa �ents 
must equal the amount you are supposed to pay.

+
 the total �alue o
 all  our tokens is lo�er than 
the required amount, the payment cannot be made 
and  ou cannot per
or� the action that re�uires the 
payment.

In rare cases you may be able to overpay, but unable 
to pa  e�actl . +n such a caseL  ou �a  o�erpa  as 
long as the result leaves your blue bank empty.

0oteM ;ou �a  ne�er �o�e tokens 
ro� lo�erU�alue 
technologies to those with higher values.

Temporary resources: +
 an e

ect gi�es  ou resources 

or a turn or 
or a particular purposeL  ou spend these 
first �hen pa ing 
or so�ething that the  appl  to.

Losing food or resources is the sa�e as pa ing 
ood 
or resourcesL e�cept that i
  ou ha�e to lose �ore 
than  ou ha�eL  ou �ust lose all that  ou ha�e.

Taking food or resources 
ro� another pla er �eans 
that he or she loses them and you gain them. You 
gain as �an  as the other pla er actuall  lost. Z0oteM 
'ach pla er accounts 
or the loss or gain separatel . 
Tokens are not moved between players.)

SCIENCE AND CULTURE POINTS 
;ou keep track o
  our science points  and 
culture points  with counters on the science and 
culture points tracks. You score points during your 
Production Phase (p 6). Certain cards might have an 
e

ect gi�ing  ou a oneUti�e gain o
 points. 6here is 
no limit to how many science or culture points you 
can have.

Scoring  and : Whenever you score points, move 
the corresponding counter ahead b  the specified 
nu�ber o
 spaces.

Losing  or : When something causes you to lose 
points, move your counter back the corresponding 
nu�ber o
 spacesL but stop i
 it reaches !ero. 5cience 
and culture points can never go below zero.

Paying science points: Paying is the same as losing, 
e�cept  ou are not allo�ed to pa  �ore than  ou 
ha�e. +
  ou do not ha�e enough pointsL  ou cannot 
per
or� the action that re�uired pa �ent.

Temporary science points: +
 an e

ect gi�es  ou 
science points 
or one turn or 
or a particular purposeL 
 ou spend these first �hen pa ing 
or so�ething that 
they apply to.

Taking culture or science points from another 
player: Your opponent loses the points and you score 
the�. +
  our opponent has 
e�er points than  ou are 
allowed to take, you take only as many as he or she 
has.

... YOUR CIVILIZATION... YOUR CIVILIZATION ...

CARD DESCRIPTION
CIVIL CARDS 

MILITARY CARDS 

wonder

t pe o
 technolog science cost

le�el o
 the card

le�el o
 the card

resource  
cost

e

ect o
 each �orker 
on the card

�alue o
 each blue 
token on the card

revolution cost

urban building limit

can only be played as 
a political action

military action 
cost

military action 
cost

letters should point towards 
respective players who 

accepted the pact

i��ediate e

ect  
o
 coloni!ation

per�anent e

ect  
o
 colon 

tactical strength  
o
 outdated ar� 

military units that 

or� one ar� 

tactical strength  
o
 ar� 

colonization 
bonus

de
ense 
bonus

wonderwonder

cost o
 each stage o
 �onder

can be prepared as 
an event

e

ect o
 the card e

ect o
 the card



-12-

APPENDIX
LEADERS 
HOMER 

 Treat the wonder with Homerbs happ  
ace 
as though there �as one e�tra happ  
ace 
printed on it. (Michelangelo benefits 
ro� 
that happ  
ace. St. Peter's Basilica adds 
a happ  
ace to that �onderL but not t�o 
e�tra 
aces i
 the �onder alread  had one.[ 

+
 the �onder is ðipped 
ace do�n because o
 Ravages 
of Time, Homerbs happ  
ace is not ðipped o�er. 6he 
ruins o
 the �onder continue to produce that happ  

ace.

GENGHIS KHAN 
+n a t�oUpla er ga�eL cone o
 the t�o 
strongest" should be read as "the 
strongest". (You still win ties.)

9hen 
or�ing ar�iesL each in
antr  unit 
can be either ca�alr  or in
antr  Zbut not 

both[ to �a�i�i!e the ci�ili!ationbs total strength 
rating. 6he in
antr  units are still considered in
antr  

or other cardsL such as the Great WallL regardless o
 
their role in 
or�ing ar�ies.

0oteM Genghis Khan's  abilit  does not a

ect  our 
culture rating.

MAXIMILIEN ROBESPIERRE 
When Robespierre is your leader, any 
re�olution  ou declare �ust be paid 
or 
with military actions. The revolution 
�orks the sa�e as usualL e�cept that  ou 
must pay military actions equal to your 
military action total and any military 

actions  ou gain 
ro� the change o
 go�ern�ent 
become spent. It is possible to gain more military 
actions later in the turn by playing certain cards. 
Patriotismbs e�tra �ilitar  action is not spent on the 
re�olution because it does not count as part o
  our 
�ilitar  action total. +
  ou use a Breakthrough to 
declare the revolution, you pay all your military 
actions 
or the re�olution but no ci�il action 
or the 
Breakthrough.

ISAAC NEWTON 
 *e gi�es  ou back a spent ci�il action e�en 
i
  ou de�elop the technolog  as an e

ect 
o
 a card such as Breakthrough. Declaring 
a revolution also counts as developing 
a technology, so Newton allows you to 
ha�e one ci�il action a�ailable a
ter 
a revolution.

JOHANN SEBASTIAN BACH 
7se the usual rules 
or upgrading Zcount 
the costs and pay the resources equal to 
the di

erence[L e�cept the t�o urban 
building technologies do not ha�e to be o
 
the sa�e t pe and �a  be o
 the sa�e 
le�el. +
 the building  ou are upgrading 

has the same or higher cost than the theater you are 
upgrading toL the cost o
 the upgrade is º resources.

;ou are not allo�ed to e�ceed  our urban building 
limit.

BILL GATES 
7se  our labs o
 #ge + or higher the sa�e 
as �inesM #dd » blue token per �orker 
when mines produce resources. The token 
is �orth a nu�ber o
 resources e�ual to 
the le�el o
 the lab. ;ou can e�en use labs 
to store  and make change.

+
 Bill Gates leaves play, your labs do not produce any 
more, but you may continue to use the resources on 
the labs until end o
 the ga�e.

6he production o
 labs does not count �hen e�aluating 
the Impact of Industry event.

WONDERS 
ST. PETER’S BASILICA 

4 4 4 4 4 4 

6reat each o
  our other cards in pla  �ith 
one or �ore happ  
aces as though it had 
one �ore happ  
ace printed on it.

HOLLYWOOD 
'

ects that �odi
  culture production o
 
theaters and libraries (Shakespeare, Bach, 
Chaplin) apply, too.

INTERNET 
'

ects that �odi
  culture production 
(Shakespeare, Bach, Chaplin), science 
production (Newton, Einstein), or both 
(Meier[ o
 theaters and libraries appl L too.

EVENTS 
DEVELOPMENT OF CIVILIZATION 

You pay no civil action, but you pay the 
other costs, lowered by one. You may also 
declare a re�olution 
or one science lessL 
but it will use up all your civil actions.

RAVAGES OF TIME 
The destroyed wonder counts as 
a co�pleted �onder o
 the corresponding 
age 
or all purposes. 6hat �eans  ou pa  
one e�tra ci�il action �hen taking a ne� 
wonder, it is scored by the Impact of 
Wonders e�entL another pla er can benefit 


ro� it through the International Tourism pact, etc. 

INTERNATIONAL AGREEMENT 
6he usual rules 
or taking cards appl . 
+
 the current pla er is the one taking 
cards, he or she may use any action cards 
taken this way on the same turn.

Replenish the card row according to the 
usual rulesL but do not discard cards 
ro� the first 
slots. +
 this ends #ge +++L it triggers end o
 the ga�e. 
+
 this happens in the first pla erbs turnL this is the 
last round o
 the ga�e.

The strongest player may use this option even in the 
last round.
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loe huangL -enn  (okL 2aolo %oleL &a�n LukeL &ean (abicL �ason %huL #rtur ,edlinskiL 
lorian �onodL )regor  
&.L ,oe 2L -enneth 6roopL 2atrick <hangL ra!er ra!erL %raig ;oungL &erek #ndersonL %heng LapL 2osledni *rdinaL 
4.#.L 5calon Á¿L charles clairetL cheung suetL ;, %henL #les 4ono�sk L #�iral 6hra�nL ,onas *a�reglidL /ichal 
&.L4a
al 5!c!epko�skiL 6 $o�L and �an  others.

Thanks to: 8Ĵtek 8odiģkaL (ilip /ur�akL 8ėcla� ƿĴdek and ,iŏĴ *o
Ĵrek 
or �an  great online and o

line ga�es 
and countless hours o
 discussionsL /ilan 8a�roŃ 
or beauti
ul illustrationsL ,ason *olt 
or a great �ork on the 
rulebook and te�tsL and 2etr /ur�ak and all %)' people 
or �aking this ne� �ersion happen.

Special thanks to: 0icolas db*alluin 
or i�ple�enting an a�eso�e online 
protot pe at ���.boardga�ingUonline.co�L and all pla ers that pla edL en�o ed 
and supported the original game over the years.
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