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From Early Age to Golden Age
Your civilization board has 2 sides.  Start playing the game on its silver side (Early Age).

On your turn, you may 
progress your civilization  to its Golden Age by paying  7 coins.
Then flip your civilization board to enter the  Golden Age, keeping your cards in position.

MILITARY area

RESOURCE area

progress area

Specific to the Abbasid Caliphate:You can place great minds, who must be paid each round.  In addition to their normal effects, great minds feature a  green scientific symbol that you can use to create great  works.

Some building costs require you to have a green scientific symbol or hold the progress marker in addition to the usual resources.
Once you have played a card in your progress area, receive 3 coins  when discarding a card.

Game summary
You play 7 rounds. The player with the progress marker starts the round.
Each round has 3 phases:
I. Receive income
II. Draw 4 cards. Play 3 cards and place 1 back  on your deck, face down.
III. Assign the province card and progress marker. Check your coin limit (max: 7).
Game end and scoring
Buildings and leaders; civilization board;  province cards; progress marker

Free card swap: 

When swapping cards for free, draw 1 new card from your deck and then return 1 card from your hand to the bottom of your deck.

Coins and  
victory points:
You receive coins at the start of the round or through immediate effects. Victory points are scored at the end of the game.

You pay 1 coin fewer for 
each set of 1 progress area card and 1 military area card at the time you enter the Golden Age. For example, if you have played 4 cards in your progress area and 2 cards in your military area, you will pay 2 coins fewer,  so 5 coins instead of 7.

ABBASID CALIPHATEABBASID CALIPHATE        Civilization overview • Game summary

Increase your military strength by 1 .

If you do not win the province card at the  end of the round, place a card of your choice  from your discard pile in your military area.

Early AGE
GOLDEN AGE

When discarding 1 card to gain 2 coins, you instead receive 3 coins.

When discarding 1 card to gain 2 coins, you instead receive 3 coins.

Receive 1 coin at the start of each round.

You have 1 resource of your choice available.

Receive 1 coin at the start of each round.

Receive 1 coin at the start of each round.
You have 1 resource of your choice available.

Score 2 victory points for each green card in your display.
Score 1 victory point for each great mind in your display.

Score 1 victory point for each green card in your display. 

Early AGE
GOLDEN AGE

You cannot play cards directly into your progress area from your hand!

If you have flipped your civilization board to its Golden Age, you score 3 victory points at the end of the game.

Golden Age: You have  
1 gold available.

You have 1 scientific symbol of your choice available. If you do not win the province card at the end of the round, place 1 card of your choice from your discard pile in your military area.
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Each time you play a 
card in your display, you 
may move your last-
played resource card to 
your progress area (see 
Rules, p. 4).

Symbol explanation
Symbol explanation Turning a card:

When you use the effect of a card that shows this symbol, turn it onto its side. You must also pay the corresponding cost. 
The effect of a card is used only once on the current turn and has no effect on scoring or later turns of the current round.Turn that card upright at the start of the next round. You can now reuse it.

Symbol explanation

You may play as 
many cards as you 
wish in each area.
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MILITARY Area

RESOURCE Area

Progress Area

PERSIAPERSIA        Civilization overview • Game summary

Increase your military strength by 1 . Increase your military strength by 1 .

If you do not win the province card at the end  of the round, immediately receive 2 coins.

Early AGE
GOLDEN AGE

You may have 1 leader of each color in  your display.

You pay 2 coins fewer to enter the Golden Age.
You may have 1 leader of each color in your display.

Early AGE
GOLDEN AGE

You cannot play cards directly into your progress area from your hand!

Early Age: Receive an  
additional 2 coins during Setup.

Increase your military strength by 1 .If you do not win the province card at the end of the round, immediately receive 2 coins.

Specific to Persia:
At the start of the game, you receive 2 additional coins. So, you begin the game with 4 coins.
If you have reached Progress Level 4 in the Early Age (Progress Level 3 in the Golden Age), you may have more than 1 leader in your display, but only 1 of each color.
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Leaders; buildingsLeaders; buildings

Display

You may swap 1 card at the start of the round for free. At the end of the round, you may place  your unplayed card at the bottom of your  deck instead of the top.

You may swap 1 card at the start of the round for free. At the end of the round, you may place your unplayed card at the bottom of your deck instead of the top.
You have 1 resource of your choice available. You have 1 resource of your choice available.

Increase your military strength by any  1 symbol.
Increase your military strength by any 1 symbol.
Score 2 victory points for each leader in your display.

Score 1 victory point for each leader you have played that is now hidden.

Score 1 victory point for each leader in your display.

Free card swap: 

When swapping cards for free, draw 1 new card from your deck and then return 1 card from your hand to the bottom of your deck.

Coins and  
victory points:
You receive coins at the start of the round or through immediate effects. Victory points are scored at the end of the game.

Each time you play a 
card in your display,  
you may move your last-
played resource card to 
your progress area (see 
Rules, p. 4).

Symbol explanation
Symbol explanation

Game summary
You play 7 rounds. The player with the progress marker starts the round.
Each round has 3 phases:
I. Receive income
II. Draw 4 cards. Play 3 cards and place 1 back  on your deck, face down.
III. Assign the province card and progress marker. Check your coin limit (max: 7).
Game end and scoring
Buildings and leaders; civilization board; province cards; progress marker

From Early Age to Golden Age
Your civilization board has 2 sides.  Start playing the game on its silver side (Early Age).

On your turn, you may 
progress your civilization  to its Golden Age by paying  7 coins.
Then flip your civilization board to enter the  Golden Age, keeping your cards in position.

You pay 1 coin fewer for 
each set of 1 progress area card and 1 military area card at the time you enter the Golden Age. For example, if you have played 4 cards in your progress area and 2 cards in your military area, you will pay 2 coins fewer,  so 5 coins instead of 7.

If you have flipped your civilization board to its Golden Age, you score 3 victory points at the end of the game.

Turning a card:
When you use the effect of a card that shows this symbol, turn it onto its side. You must also pay the corresponding cost. 
The effect of a card is used only once on the current turn and has no effect on scoring or later turns of the current round.Turn that card upright at the start of the next round. You can now reuse it.

Symbol explanation

You may play as 
many cards as you 
wish in each area.
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MILITARY Area

RESOURCE Area

Progress Area

The Nile:
Play your Nile cards in a separate row. Nile cards in your display can be used by both players.
Specific to Egypt: In addition to your Nile cards, you have 3 additional flood cards in your deck, which can give you income. If you draw 2 or 3 flood cards during Setup, you may return them to your deck and shuffle it, then draw new cards.You can also build architectural masterpieces that allow you to place deities in your display.

Important rules for both players

EGYPTEGYPT        Civilization overview • Nile cards • Game summary

Increase your military strength by any  1 symbol. If you do not win the province card at the end of the round, immediately receive 2 coins.

If you do not win the province card at the  end of the round, immediately receive 2 coins.

Early AGE
GOLDEN AGE

Buildings; deities;  Buildings; deities;  
architectural masterpiecesarchitectural masterpieces

Opponent‘s sectionsOpponent‘s sections

Your sectionsYour sections

Nile area

Display

Pay your opponent 1 coin to use 1 of their resources (as many times as you wish).

Pay your opponent 1 coin to use 1 of their resources (as many times as you wish).

When you play a yellow card in your display, you may swap up to 2 cards.
When playing a purple card in your display, you need 1 resource fewer to pay for that card.

When you play a yellow card in your display, you may swap 1 card.

At the start of each round, receive 1 coin for each architectural masterpiece in your display.

When playing a purple card in your display, you need 1 resource fewer to pay for that card.
At the start of each round, receive 1 coin for each architectural masterpiece in your display.

At the end of the game, score 2 victory points for each deity in your display.
At the end of the game, score 1 victory point for each Nile card in your display.

At the end of the game, score 2 victory points for each deity in your display.

Early AGE
GOLDEN AGE

You cannot play cards directly into your progress area from your hand!

Once you have flipped your civilization board to its Golden Age, count it as a  completed architectural masterpiece  with space for a deity.

Early Age: You have  
1 brick available.
Golden Age: You have 1 brick  and 1 gold available.

The Golden Age automatically counts  as a completed architectural masterpiece!

Important: coin limit! You can only have a maximum of 5 coins at the end of the round. (Coins on your Nile cards do not count toward your coin limit.)

You pay 1 coin fewer for 
each set of 1 progress area card and 1 military area card at the time you enter the Golden Age. For example, if you have played 4 cards in your progress area and 2 cards in your military area, you will pay 2 coins fewer,  so 5 coins instead of 7.

Free card swap: 

When swapping cards for free, draw 1 new card from your deck and then return 1 card from your hand to the bottom of your deck.

Coins and  
victory points:
You receive coins at the start of the round or through immediate effects. Victory points are scored at the end of the game.

Symbol explanation
Symbol explanation

Each time you play a 
card in your display,  
you may move your last-
played resource card to 
your progress area (see 
Rules, p. 4).

Game summary
You play 7 rounds. The player with the progress marker starts the round.
Each round has 3 phases:
I. Receive income
II. Draw 4 cards. Play 3 cards and place 1 back  on your deck, face down.
III. Assign the province card and progress marker. Check your coin limit (max: 7, Egypt: 5).
Game end and scoring
Buildings; architectural masterpieces; Nile cards; civilization board; province cards; progress marker

Increase your military strength by 1 . Increase your military strength by 1 .

From Early Age to Golden Age
Your civilization board has 2 sides.  Start playing the game on its silver side (Early Age).

On your turn, you may 
progress your civilization  to its Golden Age by paying  7 coins.
Then flip your civilization board to enter the  Golden Age, keeping your cards in position.

Turning a card:
When you use the effect of a card that shows this symbol, turn it onto its side. You must also pay the corresponding cost. 
The effect of a card is used only once on the current turn and has no effect on scoring or later turns of the current round.Turn that card upright at the start of the next round. You can now reuse it.

Symbol explanation

You may play as 
many cards as you 
wish in each area.

RULES (CORE RULES)RULES (CORE RULES)

COMPONENTSCOMPONENTS

GAME OVERVIEWGAME OVERVIEW

The fate of a nation lies in your hands... Can you use your cards to maximize  
your advantage and lead your civilization into a Golden Age?

Over 7 rounds, your task is to build the most impressive civilization the world has ever seen, by playing cards from your 
player deck into the 4 areas around your civilization board.
Drawing 4 cards each round, you will play 3 cards and return 1 to the top of your deck for later. Each area around your 
civilization board offers you a different way to advance your nation.
Collect resources, gain coins to expand your scope of action, construct unforgettable buildings, and place your 
leaders... but make sure you don’t neglect your military! When the round ends, you have an opportunity to add a 
province to your civilization – if your military can provide them with the best protection. Each civilization will need to 
make the most of their nation’s resources and forge their own path toward a Golden Age. Ultimately, history will only 
remember the victor, whose civilization has scored the most points at the end of the game.
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MILITARY Area

RESOURCE Area

Progress Area

Game summary
You play 7 rounds. The player with the progress marker starts the round.
Each round has 3 phases:
I. Receive income
II. Draw 4 cards. Play 3 cards and place 1 back on your deck, face down.
III. Assign the province card and progress  marker. Check your coin limit (max: 7).
Game end and scoring
Buildings and leaders; civilization board; province cards; progress marker

ROMEROME        Civilization overview  • Game summary

Increase your military strength by 1 .

If you do not win the province card at the  end of the round, immediately receive 1 coin.

Early AGE
GOLDEN AGE

When you win the province card at the end of a round, you can choose to pay 1 coin instead of discarding a card from your military area.
When you place a leader, you may  immediately swap up to 2 cards for free.
Receive 1 coin at the start of each round.

Receive 1 coin at the start of each round.

Pay 2 coins fewer to enter the Golden Age.

You have 1 resource of your choice available.

Receive 1 coin at the start of each round.
You have 1 resource of your choice available.

Score 2 victory points for each province icon you hold of a single type. You can only score for 1 type.
Score 1 victory point for each leader you have played that is now hidden.

Early AGE
GOLDEN AGE

If you do not win the province card at the end of the round, immediately receive 1 coin.

When you win the province card at the end of a round, you can choose to pay 2 coins instead of discarding a card from your military area.

Score 1 victory point for each province icon you hold of a single type.  You can only score for 1 type.

Specific to Rome:
Once you have played a card in your progress area, you can choose to pay 2 coins when you win a province instead of discarding your last-played military area card. Once you enter the Golden Age, this reduces to  1 coin.

Display

Leaders; buildingsLeaders; buildings

Increase your military strength by any 1 .

Free card swap: 

When swapping cards for free, draw 1 new card from your deck and then return 1 card from your hand to the bottom of your deck.

Coins and  
victory points:
You receive coins at the start of the round or through immediate effects. Victory points are scored at the end of the game.

Symbol explanation
Symbol explanation

You cannot play 
cards directly into 
your progress area 
from your hand!

Each time you play a  
card in your display,  
you may move your last-
played resource card to 
your progress area  
(see Rules, p. 4).

From Early Age to Golden Age
Your civilization board has 2 sides.  Start playing the game on its silver side (Early Age).

On your turn, you may 
progress your civilization  to its Golden Age by paying  7 coins.
Then flip your civilization board to enter the  Golden Age, keeping your cards in position.

You pay 1 coin fewer for 
each set of 1 progress area card and 1 military area card at the time you enter the Golden Age. For example, if you have played 4 cards in your progress area and 2 cards in your military area, you will pay 2 coins fewer,  so 5 coins instead of 7.

If you have flipped your civilization board to its Golden Age, you score 3 victory points at the end of the game.

Turning a card:
When you use the effect of a card that shows this symbol, turn it onto its side. You must also pay the corresponding cost. 
The effect of a card is used only once on the current turn and has no effect on scoring or later turns of the current round.Turn that card upright at the start of the next round. You can now reuse it.

Symbol explanation

You may play as 
many cards as you 
wish in each area.
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Early Age: Receive an  
additional 2 coins during Setup.
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.
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Specific to Persia:
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D
isplay

You m
ay swap 1 card at the start of the round for 

free. At the end of the round, you m
ay place  

your unplayed card at the bottom
 of your  

deck instead of the top.

You m
ay swap 1 card at the start of the round for 

free. At the end of the round, you m
ay place your 

unplayed card at the bottom
 of your deck instead 

of the top.

You have 1 resource of your choice available.
You have 1 resource of your choice available.

Increase your m
ilitary strength by any  
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bol.

Increase your m
ilitary strength by any 1 sym

bol.

Score 2 victory points for each leader in your 

display.

Score 1 victory point for each leader you 
have played that is now hidden.

Score 1 victory point for each leader in 
your display.

Free card
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W
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apping cards for free, draw
 1 new

 

card from
 your deck and then return 1 card 

from
 your hand to the bottom

 of your deck.

Coins and  
victory points:

You receive coins at the start of the round 

or through im
m

ediate effects. V
ictory 

points are scored at the end of the gam
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card in your display,  
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your progress area (see 
Rules, p. 4).
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SETUPSETUP HOW TO PLAYHOW TO PLAY

You play 7 rounds, each divided into 3 phases.

Phase I: Income 
Both players simultaneously take a number of coins from 
the general supply equal to their income, which is shown 
on their played cards and civilization board. 

Phase II: Play cards from your hand
After gaining income, both players simultaneously draw 
the top 4 cards of their player deck.

 
Swap up to 2 cards for 1 coin each:  
At the start of Phase II, you may return 1 or 
2 coins to the general supply and draw a new 
card for each coin you return. For each new card you 
draw, place one card from your hand at the bottom of 
your deck. This may also be the newly-drawn card. 

 
Each player plays 3 cards from their 4-card hand as 
follows: Starting with the player who holds the progress 
marker, players alternate playing 1 card. Immediately 
decide how to use each card after you play it. At the end 
of Phase II, return your remaining card to the top of your 
deck (face down).

Use a card for one of the following options:
1) Receive 2 coins, or
2) Increase your military strength, or
3) Increase your resources, or
4) Construct a building or place a leader.

1) Receive 2 coins 
Discard 1 card to immediately take 2 coins from the 
supply. Put your coins in front of you and place the 
discarded card face up on your personal discard pile.

You may look at the cards in your discard pile at any time.

Shuffle all the province cards and draw 7. Place those cards in a row on the table, in ascending numerical  
order . Remove the remaining province cards from the game.
Place all the coins in a general supply  near the row of province cards.

Create your individual player deck
Choose a civilization. Place your corresponding civilization cards , civilization board  (silver symbol up) and 
civilization overview  in front of you. Shuffle your player deck and place it face down a short distance from your 
civilization board. Draw 4 cards from your deck. Overlap 2 of them so they line up with the resource streams in your 
resource area, below your Civilization tableau . Return the remaining 2 cards to your deck face down, placing 1 
of your choice at the top and 1 at the bottom. If there are coin symbols in your resource area (on your cards and/or 
civilization board), immediately receive that many coins .

Each player takes 2 coins . The person who got up first this morning takes the progress marker .  
The player with the progress marker always starts the round.

32

2) Increase your military strength 
You can increase your military strength by playing a card 
into the military area on the right of your civilization 
board. Rotate the card and place it so the red military 
symbol on the card lines up with the highest free red band 
on your civilization board.

This may activate a symbol printed on your civilization 
board, but that symbol only remains unlocked while a card 
is there. 

There are 3 types of military symbol (sword, horse, and 
shield). At the end of each round, the player with the most 
symbols among the types shown on the province card wins 
that province.

Example:
Rome plays a card  
into their military area.
The horse symbol on the card they 
played increases their  
military strength by 1 horse.
Rome’s card also activates the 
sword symbol on their  
civilization board because it lines 
up with that symbol.  
This increases Rome’s military 
strength by 1 sword.

We recommend you use the civilizations Rome and Persia while you are still learning the game. Egypt  
and the Abbasid Caliphate are more complex, but offer new game options. You can find explanations  
for your civilization board and your corresponding player deck on your civilization overview. 
The province cards are explained in more detail at the end of these rules.
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3) Increase your resources  +  
Playing a card in the resource area at the bottom of your 
civilization board increases your number of available 
resources (wood, brick, stone, gold). Place the card below 
your board so the resources on the card line up with the 
resource streams on your civilization board, as well as with 
any cards you have previously played there.

When you play a card showing a coin icon, gain that coin 
once immediately; it does not persist. All other resources 
have a permanent effect for as long as the card is in your 
resource area.

54

4) Construct a building  or place a leader 

If you play a card into the display above your civilization 
board, you can construct the building or place the leader 
shown on that card. This allows you to use the effects  
printed on the bottom half of the card. 

You can play a card into your display if you meet the 
resources shown on that card. You don’t spend those 
resources; you only need to have them. If you’re short, pay 2 
coins to the general supply per missing resource.

You can arrange your buildings and leaders however you 
wish. You may build any number of buildings. You may have 
one leader in play at a time; when you play a new leader, 
place it on top of (cover) the previous one.

Optional: Move up 1 progress level in your  
progress area 

Each time you construct a building or place a leader, 
you may choose to move up 1 progress level by 
removing your last-played resource card. If you do, flip 
that card face down and place it in the progress area 
to the left of your civilization board so its cogwheel 
aligns with the highest free green band. The removed 
card no longer provides resources. Moving up unlocks 
additional abilities, rewards, and victory points.

Example:
Rome wants to build a Brewery. To place the Brewery in 
their display, Rome must have 2 wood, 2 brick, and 1 stone 
available. Rome has 2 wood and 2 brick but no stone, so they 
pay 2 coins to the general supply for the missing stone. They 
then place the Brewery in their display. (Resources are not 
spent.)

Example:
Rome wants to move up 1 progress level. After placing the 
Brewery, they flip their last-played resource card (Market) 
face down and place it in the progress area to the left of their 
civilization board, aligning its cogwheel with the highest free 
green band. This moves Rome up 1 progress level.

Unlocked abilities

If you unlock new abilities by constructing buildings, 
placing leaders, using your military strength, or moving up a 
progress level, you may use those abilities from that turn on.

Phase III: Province, progress marker, coin limit
After both players have played 3 cards and returned their 
4th card to the top of their deck, resolve these in order:  
1) Province card; 2) Progress marker; 3) Coin limit.

1) Province card 

The player who meets the condition of the current 
leftmost Province card—that is, the player with the most 
symbols among the types shown on that card—wins it. 
The winner places the card near their civilization board.

In case of a tie, the player with the progress marker 
wins the Province.

Province cards grant victory points and may have an 
immediate or later effect. If the Province you just won has 
an immediate effect, resolve it now.

As the cost for winning a Province: discard your last-played 
card in your military area face up to your discard pile.
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Example: 
Rome plays a resource card into their resource area. It adds 1 
wood, 1 brick, and 1 gold to their available resources. Rome 
then immediately gains 1 coin shown on that card from the 
general supply (one-time gain; it does not persist).

Example:
Rome has won a province by having the 
most sword and horse symbols.
Rome places the province card face up 
in front of themselves, then checks whether that province card 
has an immediate effect. In this case, it does not.
Finally, Rome discards their last-played military area card 
face up on their discard pile.

You may choose not to compete for a Province. 
If only one player competes, that player 
takes the card as above. If neither player 
competes—or if neither player has any 
of the required symbols—return the 
Province card to the box.

Province cards are 
explained in more 
detail on pages 7 
and 8.
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Play two games in a row. Note down your respective points for your first game and then swap civilizations. Use the 
same provinces as for your first game.
After you have both played the same 2 civilizations, the winner is the player with the most overall points from both 
games.

OPTIONALOPTIONAL

7

2) Progress marker
Give the progress marker to the player whose civilization 
has moved up the most progress levels—that is, the player 
with more cards in the 
progress area to the left of 
their civilization board. In 
case of a tie, the progress 
marker passes to the other 
player.

3) Coin limit: 7 coins max.
If you have more than 7 coins at the end of the round 
(Egypt's limit is 5), return any surplus coins to the general 
supply.

Example:
Rome has 3 cards in their progress area. If that is more than 
their opponent, Rome takes (or keeps) the progress marker. If 
both players have 3, the marker passes to the other player.

The game ends after 7 rounds, once you have resolved 
the final Province card, awarded the progress marker to 
the correct player, and applied the coin limit. Return the 
remaining card in your hand to the box instead of placing 
it on your deck. Then total your victory points. You score 
victory points from:
1) Your buildings and leaders; 
2) Your civilization board; 
3) Your Provinces; and 
4) The progress marker.

END OF THE GAMEEND OF THE GAME

PROVINCE CARDSPROVINCE CARDS

PROVINCES (1-15): 
At the end of each round, you may compete to win the leftmost 
Province card in the row. Each Province card shows 1–3 military 
symbols on its left side (sword, horse, shield). 
 
The player with the most of those symbols across their military area 
and civilization board wins that Province card (you do not need 
to have all symbol types shown). The winner places the card near 
their civilization board. In case of a tie, the player with the progress 
marker wins the Province. 
 
When you win a Province, discard your last-played card in your 
military area face up on your personal discard pile as the cost. 
 
Each Province card also shows one of three Province icons on its 
right side; these icons can be worth victory points via your played 
cards and/or your civilization board. Province cards may also grant 
immediate or later effects (resources, coins, victory points, abilities).

4
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BritanniaBritannia

(4) BRITANNIA
You win this province if you have the most swords 
and shields at the end of the round.  
Once only: Immediately receive 4 coins. 
Game end: Score 1 victory point.

(5) ARMENIA
You win this province if you have the most military 
symbols at the end of the round. 
Once only: Immediately receive 2 coins. 
Game end: Score 2 victory points.5
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GermaniaGermania

(6) GERMANIA
You win this province if you have the most swords 
and horses at the end of the round.  
Once only: Immediately receive 3 coins. 
Game end: Score 2 victory points.

1
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GaulGaul

2
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IndusIndus

(1) GAUL
You win this province if you have the most swords 
and horses at the end of the round.  
Permanent effect: You have 1 wood available 
whenever you need it.

(2) INDUS
You win this province if you have the most swords 
and shields at the end of the round.  
Permanent effect: You have 1 brick available 
whenever you need it.

3
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CAUCASUSCAUCASUS

(3) CAUCASUS
You win this province if you have the most military 
symbols at the end of the round. 
Permanent effect: You have 1 stone available 
whenever you need it. 
Game end: Score 1 victory point.
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MaghrebMaghreb

(7) MAGHREB
You win this province if you have the most swords at  
the end of the round. Once only (choose one): 
• Immediately place any card from your discard pile 
in your progress area; or 
• Immediately place your last-played card from 
your military area in your progress area instead of 
discarding it.  
Game end: Score 2 victory points.
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Record the points from your played cards, Province cards, 
and civilization board on the score pad. Holding the 
progress marker is worth 3 victory points. The winner is 
the player with the most victory points. In case of a tie, the 
player holding the progress marker wins. 
 
Important: Leaders covered by another card do not count 
toward your final score. Exception: If Persia or Rome 
reaches the relevant progress level, they may also score 
their covered Leaders.

6

0 VP 4 VP

1 VP 3 VP 3 VP 4 VP Golden Age: 3 VP 
Progress level 6: 2 VP 
Progress level 7: 1 VP

 
Progress marker: 3 VP

7 VP 3 VP 6 VP 3 VP 4 VP 5 VP

Persia scoring example:
1) ���Buildings and 

leaders = 32 VP
2) Civilization board = 6 VP
3) Provinces = 11 VP
4) Progress marker = 3 VP
Persia’s total:  
52 victory points
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CREDITSCREDITS

(13) ANATOLIA
You win this province if you have the most swords 
and horses at the end of the round.  
Game end: Score 2 victory points, plus 3 additional 
victory points if you have flipped your civilization 
board to its Golden Age side.
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AndalusiaAndalusia
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(12) ANDALUSIA
You win the province if you have the most horses 
and shields at the end of the round. 
Game end: Score 1 victory point for each pair 
consisting of one card in your progress area and 
one card in your military area.
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LibyaLibya

(14) LIBYA
You win the province if you have the most shields at 
the end of the round. 
Game end: Score 1 victory point for each coin in 
front of you. (If Egypt is in play, include any coins 
on the Nile that belong to you.)
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AksumAksum

(8) AKSUM
You win the province if you have the most horses  
at the end of the round. 
Permanent effect: You have 1 gold available 
whenever you need it. 
Game end: Score 1 victory point.
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MauretaniaMauretania

(9) MAURETANIA
You win the province if you have the most horses 
and shields at the end of the round. 
Permanent effect: Once per round, you may rotate 
this card 90° to swap 1 card from your hand for free. 
Game end: Score 3 victory points.
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(10) SCYTHIA
You win the province if you have the most horses 
and shields at the end of the round. 
Once only: When you win this Province, you do 
not discard your last-played card in your military 
area. 
Game end: Score 3 victory points.

11
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CarthageCarthage

(11) CARTHAGE
You win this province if you have the most swords 
at the end of the round. 
Once only: Immediately receive 1 coin. 
Game end: Score 4 victory points.

15
1515

BabyloniaBabylonia

(15) BABYLONIA
You win the province if you have the most shields at 
the end of the round. 
Game end: Score 4 victory points, plus 2 additional 
victory points if you hold the progress marker.
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