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SETUP
If you have both Classics and Legends, you can choose any 
of the 16 available nations. When you perform the commons 
setup, use the commons cards from either box. Check if any 
of the tributary  cards have the same name as one of the 
players’ chosen nations. For each card that does, replace it 
with a random card from the commons cards in the other box. 
Draw a replacement card if the new card has a  or a  and 
you’re playing with fewer than that number of players, or if it 
has the same name as one of the players’ chosen nations.

Player setup
Choose a nation and take all the associated cards, as indicated 
by the colour in the bottom left corner.

Place your power  card in front of you, to the left of your play 
area. You can place it either side up, but you cannot change this 
later in the game.  For new players, play with the B side up. 

Place any other in play  cards below your power card, if you 
have any. Only the Arthurians and Utopians have additional 

 cards: as the Arthurians, place King Arthur’s Court faceup 
below your power card; and as the Utopians, place Visions of 
Shangri-La on top of Gates of Shangri-La and place them below 
your power card (the top card in this pile is your journey card).

Place the accession  card faceup above the power card. For 
the Vikings, it is your zenith card. For the Arthurians, it is your 
nadir card. The Atlanteans and Utopians don’t have this card.

Shuffle the nation  cards into a facedown deck and place it 
on top of the  card, perpendicular to it. This is your nation 
deck. The Atlanteans do not have a nation deck.

Place all the development  cards faceup to the left of your 
nation deck. This is your development area. For the Arthurians, 
these are your quest cards; when quest cards are in the 
development area, they are considered to be your impending 
quests in your quest area. The Utopians do not have a nation 
deck or development cards.

Place a state card with the barbarian  side up to the left 
of your card area.  If you’re playing as the Atlanteans, instead 
place your state card with the side up.

Add any supply  cards to the commons cards. Only the 
Arthurians, Celts, Olmecs, Qin, Utopians, and Vikings have 
these cards. All  cards are unrest  cards. Some may be 
removed from the game when setting up the commons cards.

Shuffle all remaining cards into a facedown draw deck and 
place it to the right of your power card. Draw 5 cards from this 
deck to form your starting hand.

Commons setup
Place the materials , population , progress , exhaust 

, and action  tokens on the table to form the supply.

Each player takes 3 , 2 , 1 , 5 , and    
and places their  and  on their state card.  
A Utopian player only takes 3  instead of 5.

Place the market board faceup in the middle of the table.

Sort all the commons cards by suit: uncivilised , civilised 
, tributary , region , fame , and unrest  (also 

distinguished by the colour of their banner). Cards with both the 
 and  icons count as  cards during setup.

If you are playing with 3 players, remove all commons cards 
with a  from the game. If you are playing with 2 players, 
remove all commons cards with a  or a  from the game.

Place all the  cards faceup, below the matching icon on the 
market board. This is the unrest pile.

Place the  card King of Kings faceup (the A side), above the 
matching icon on the market board. Shuffle the remaining fame 
cards into a facedown fame deck and place it on top of the 
King of Kings card, perpendicular to it. If you are playing with 3 
players, remove the top card of the fame deck from the game 
(without looking at it). If you are playing with 2 players, remove 
the top 2 cards of the fame deck from the game (without 
looking at them).

When creating the following 3 decks, the number of cards in 
each depends on the number of players. 2 players: 6 cards; 3 
players: 7 cards; or 4 players: 8 cards.

Shuffle the  cards. Place the appropriate number of cards in 
a facedown deck above the matching icon on the market board. 
This is the region deck.

Shuffle the  cards. Place the appropriate number of cards in 
a facedown deck above the matching icon on the market board. 
This is the uncivilised deck.

Shuffle the  cards. Place the appropriate number of cards in 
a facedown deck above the matching icon on the market board. 
This is the civilised deck.

Shuffle all the remaining , , and  cards together with the 
 cards and place them above where it shows all 4 of these 

icons on the market board. This is the main deck.

Draw 1 card from each of the , , and  decks and place 
each card faceup, opposite its respective deck below the 
market board. 

Draw 2 cards from the main deck and place them faceup side-
by-side opposite it, below the market board. These cards form 
the market.

Tuck an  card from the unrest pile underneath each , , 
and  card in the market.

Place a  token on each  card in the market that doesn’t 
have an  icon.

Randomly place the solstice card between 2 players. The player 
to the left of the solstice card is the starting player.

HOW TO PLAY
The game is played in a series of rounds. Each round starts with 
the player to the left of the solstice card taking their turn and 
then turn order proceeds clockwise. 

On each turn, you ACTIVATE, INNOVATE, or REVOLT. Then you 
will CLEAN UP. 

Then, the player to your left takes their turn. If the solstice card 
is between you and the player to your left, the round ends and 
all players must resolve solstice keywords before beginning the 
next round.

ACTIVATE
You may take actions and use exhaust abilities in any order and 
in any combination. When you cannot or no longer want to take 
any more, move on to clean up.

Taking Actions
To take an action, first remove an  token from your state 
card. If you have none on your state card, you may not take an 
action. Then play a card from your hand into your play area and 
resolve the effect indicated.

Finally, place the card in your discard pile, unless the card 
indicates otherwise. If a card has a  icon, it remains in your 
play area after you play it.

If a card has a  or , you can only play it if your state card 
shows the same icon.

The effects of all cards played must be resolved as much as 
possible.

Using Exhaust Abilities
To use an exhaust ability, choose a card with the exhaust 
keyword that does not have an  token on it. This can be in 
your play area, or it can be your power card. Move an  token 
from your state card onto that card. If you have no  tokens on 
your state card, you may not use an exhaust ability.

Then fully resolve the effect indicated after the exhaust 
keyword. Some exhaust abilities specify a cost; if you cannot 
pay the specified cost, you may not use the exhaust ability.

If a card already has an  token on it, you may not use its 
exhaust ability.

You may use an exhaust ability on a card in your play area with 
a  or  icon, regardless of which of these icons is showing 
on your state card. 

You can only use an exhaust ability on your own turn and when 
you activate, unless the card specifies otherwise.

INNOVATE
Place all the cards in your hand in your discard pile.

Break through for , , , or . Then move on to clean up.

You cannot take actions or use exhaust abilities if you innovate.

REVOLT
Return any number of  cards from your hand to the unrest 
pile. Then move on to clean up.

You cannot take actions or use exhaust abilities if you revolt.

CLEAN UP
1. Add 1  from the supply to any card in the market.  

The Carthaginians add 1 or 2  instead.  
The Qin adds 1  instead.

Once you’ve placed this token, the next player can start their 
turn while you complete the rest of your clean up:

2.  Remove all  and  tokens from your state card and 
from all cards in your play area, your nation deck, your power 
card, and from all cards in your development area. 

3.  Place 3  tokens and 5  tokens on your state card.  
If you’re playing as the Utopians, only place 3 .

4. You may discard any number of cards from your hand into 
your discard pile. 

5.  Draw cards from your draw deck up to your hand size of 5.  
If you already hold cards equal to or more than hand size, 
don’t draw any (card effects might increase your hand size).

RESHUFFLING YOUR DRAW DECK
If your draw deck is empty and you need to draw a card, 
first check your state card. Resolve this immediately when 
triggered, even on another player’s turn. 

If your state card shows  
1.  If there are no  tokens on your nation deck and you have 

1 or more of them on your state card, place the top card 
of your nation deck in your discard pile. Then move an  
token from your state card to your nation deck. If there is 
already one on your nation deck, or if you have none on your 
state card, skip this step.

 If you place your  card in your discard pile, immediately 
flip your state card to its  side.

2.  Shuffle your discard pile into a new draw deck.

3.  Keep drawing cards as normal.

 The Arthurians  card is their nadir card; instead of placing 
it in your discard pile, immediately place it in your play area, 
and do not flip your state card. The Vikings  card is their 
zenith card; when you place it in your discard pile, it will 
trigger the end of the game; do not flip your state card. The 
Utopians have no nation deck so must skip step 1.

If your state card shows  
1.  If there are no  tokens in your development area and you 

have 1 or more of them on your state card, you may pay the 
development cost shown on one of your development cards 
to develop it. Place that card in your discard pile, then move 
an  token from your state card into your development 
area. If there is already one in your development area, or you 
have none on your state card, skip this step.

 The Utopians have no development area so must skip step 1.

2.  Shuffle your discard pile into a new draw deck.

3.  Keep drawing cards as normal.

Some cards say ‘draw the top card of the deck if able’. If your 
draw deck is empty, do not draw a card or reshuffle your deck.

SOLSTICE
The round ends when the player to the right of the solstice card 
finishes their turn. 

Before the next player takes their turn, each player should 
resolve all solstice keywords in their play area and on their 
power card. These effects can be resolved simultaneously by 
all players.

Solstice keywords must be resolved as much as possible unless 
the card specifies that it is optional.

If you have multiple cards with solstice keywords, activate them 
in the order you choose. Once all players have resolved all their 
solstice keywords, the next player takes their turn as normal to 
start the next round.
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KEYWORDS
All Players / All Other Players
Cards that refer to ‘all players’ or ‘each player’ include you as 
well. Cards that refer to ‘all other players’ or ‘each other player’ 
do not include you.

Abandon
Only  cards in play can be abandoned; place the card in 
your discard pile. If it has a garrisoned card underneath it, that 
card is also abandoned. If a card lets you abandon a garrisoned 
card, the garrisoning card remains in play.

Acquire  /  /  / 
Select a card from the market of the indicated suit and add it 
to your hand. Only take 1 card, even if there are multiple suits 
indicated, unless specified otherwise. Take any tokens on that 
card, and add to your hand any  card underneath it.

Then draw a new card from the appropriate deck (or the main 
deck, if the deck is depleted) to replace it, and tuck an  card 
from the unrest pile underneath it if it’s an , , or  card.

If a card allows you to acquire multiple cards, fully resolve this 
process for each card you acquire. You may acquire newly 
drawn cards if they are of the indicated suit.

Action
When a card effect lets you gain an action, place an   
token on your state card, even if that would take you above  
3  tokens on your state card.

When a card effect requires you to spend a number of actions, 
remove that many  tokens from your state card. If you are 
unable to do so, you cannot resolve that effect.

Attack 
When you play a card with an  icon, it will have a detrimental 
effect on all other players. If you are unable to resolve this 
effect in full, resolve it as much as possible. Some cards 
protect players against  cards, letting the player choose to 
ignore some or all of the its effects.

Barbarian  
You can only play  cards if your state card is showing the 

 icon. You can have a  card in your play area and use its 
exhaust ability, even if your state card is showing the  icon.

When a card refers to ‘if ’, that effect can only be resolved if 
your state card is showing the  icon.

The Atlanteans state card starts on its  side, so they can 
never play  cards.

Break Through for  /  /  / 
If more than one suit is listed, first declare which one of them 
you will break through for. Then do one of the following:

Option 1: Select any card of that suit from the market and add 
it to your hand. You also gain all tokens on that card.

If there is an  card underneath the card you selected, return 
it to the unrest pile. Then draw a new card from the appropriate 

deck (or the main deck, if the appropriate deck is depleted) to 
replace the card you have taken. If it’s an , , or  card, 
tuck an  card from the unrest pile underneath it.

Option 2: If breaking through for , take the top card of the 
uncivilised deck and add it to your hand.

Option 3: If breaking through for , take the top card of the 
civilised deck and add it to your hand.

Option 4: If breaking through for , take the top card of the 
region deck and add it to your hand.

Option 5: If breaking through for  or for a suit where the 
appropriate deck is empty, reveal cards one by one from the top 
of the main deck until you find a card of your declared suit. Add 
that card to your hand, then shuffle all the other revealed cards 
into the main deck. If you do not find a card of the suit, gain 2 .

City  
These may be referenced by other cards.

Choose
Resolve one of the options following this keyword.

Develop
Pay the development cost shown on a  card in your 
development area and add it to your discard pile.

When this keyword appears as a card effect, you may resolve it 
even if there is an  token in your development area. It does 
not require you to place an  token in your development area.

The Arthurians, Utopians, and Vikings have no development 
area and may never develop.

Discard
Place the card in your discard pile.

Draw Card(s)
Draw the indicated number of cards from your draw deck. If 
you need to draw more than you have left in your draw deck, 
draw as many as you can. Then reshuffle your draw deck 
(following the usual procedure) and continue drawing cards.

Some cards state ‘draw the top card of the deck if able’ or ‘draw 
up to X cards if able.’ You may not draw more cards than are left 
in your deck. If your deck is empty, do not draw any cards.

Empire 
You can only play  cards if your state card is showing the 

 icon. You can acquire and break through for  cards, 
even if your state card is showing the  icon.

When a card refers to ‘if ’, that effect can only be resolved if 
your state card is showing the  icon.

The Vikings or the Arthurians can never flip their state card, but 
can use their Combs or Guennuvar card to play  cards.

Exile
Choose an eligible card and place it in an exile pile, next to the 

 symbol on the market board.

If you exile a card from the market, return any  cards 
underneath it to the unrest pile. Then draw a new card from the 
appropriate deck (or the main deck, if the appropriate deck is 
depleted) to replace it. If it’s an , , or  card, tuck an  
card from the unrest pile underneath it.

You may never exile a card with one or more tokens on it unless 
you are swapping it. If you are allowed to swap cards between 
the market and the exile pile, exile a card as normal, but instead 
of drawing a new card to replace it, use a card from the exile pile. 
If it’s an , , or  card, tuck an  card from the unrest pile 
underneath it. If you swap an exiled card with a card that has 
tokens on it, put them on the card placed in the market.

Some cards let you acquire or break through for cards in the 
exile pile. If you acquire an , , or  card in this way, also 
take an  card from the unrest pile.

Find
Search, in this order, the following areas for the card(s): your 
hand, your discard pile, your draw deck, and your nation deck. 
Some cards may instruct you to search in certain areas only. 

If you do not find the specified card, nothing happens. If you 
find the specified card, stop searching and reveal it and place 
it where instructed.

If the card indicates a choice, you may search all the areas and 
choose 1 eligible card to reveal. Return the other cards to the 
places where you found them.

Whenever you finish searching your draw deck or your nation 
deck, you must shuffle it. When shuffling your nation deck, 
leave the card at the bottom of the deck.

Flooded
Instead of a history, the Atlanteans have a flooded pile. Cards 
underneath their power card are considered flooded and are 
out of play. Flooded cards cannot be interacted with unless a 
card effect specifies otherwise, but they still score VPs. You 
may always look at flooded cards, but other players may not. 

Any card that would have interacted with your history does not 
interact with your flooded pile. VP cards that score for being in 
your history do not score for being in your flooded pile.

Cards are added to the flooded pile through the sink keyword.

Free Play
Do not remove an  token from your state card to play this 
card. You can take an action to play this card even if you have 
no  tokens left on your state card.

Gain Action
Place an  token on your state card. This can take you above 
3 tokens.

Gain  /  / 
Take the indicated number of tokens of the specified type from 
the supply. These tokens are not meant to be limited.

Garrison
Take another card from your hand and place it face up 
underneath the card with the garrison keyword. The card 
underneath is now garrisoned. A card can have multiple 
cards garrisoned underneath it. Some cards specify the type 
of card that can be garrisoned. Garrisoned cards are public 
information.

A garrisoned card is not considered to be in your play area, 
though they will still score VPs at the end of the game.

You cannot discard or play a garrisoned card, and you cannot 
use its exhaust or solstice abilities.

If a garrisoned card is underneath a card that is abandoned, 
recalled, exiled, put into history, or sunk, do the same to the 
garrisoned card. However, if the garrisoned card is specifically 
targeted, the garrisoning card remains in play. 

Some cards may be garrisoned under  cards already in play. 
To do so, place it underneath that card as normal.

History
All cards placed underneath your power card are considered 
your history.

Cards in your history are out of play, and they cannot be 
interacted with unless a card effect specifies otherwise. 
However, they still score victory points. You may always look at 
the cards in your history, but other players may not.

The Atlanteans and the Vikings do not have a history. If a card 
would be placed in their history, it is discarded instead.

Knight 
These may be referenced by other cards.

Look
Pick up and examine the indicated card or cards without 
showing other players. Unless instructed otherwise, return 
the cards you looked at to their original location. If you are 
instructed to look at multiple cards and there are fewer eligible 
cards available to look at, look at as many as possible.

If you look at multiple cards, return them to their original 
location in any order. If you look at  cards, never look at King 
of Kings unless it’s the only card in the fame deck.

Mask 
These may be referenced by other cards.

Metropolis 
These may be referenced by other cards.

nation deck
If a card effect lets you in any way manipulate cards in your 
nation deck, your  card will always remain on the bottom. 
Never place a  card underneath your card or shuffle your  
card into your nation deck.

Passive
As long as a card is in your play area, its passive ability is in 
effect. The passive ability of a power card is in effect for the 
entire game.

Pay  /  / 
Return the indicated number of tokens of the specified type 
to the supply. If you are unable to do so, you may not take that 
action or use that exhaust ability. If the action or ability has 
multiple options, you must choose another option instead.

When paying , you may spend any amount of  as if each 
were 1 .

When paying , you may spend any amount of  as if each 
were 2 . No change is given when you do so. 

You cannot convert  into  or .

Pinned   
When you play a  card, it stays in your play area until it is 
removed by another action or an exhaust ability.
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Region Types  
Some  cards have one or more of these icons and may be 
referenced by other cards.

Put into your History
Place the specified cards underneath your power card. They 
are now considered to be in your history.

The Atlanteans and the Vikings do not have a history. If a card 
would have gone into their history, it is discarded instead.

Recall
Only  cards can be recalled. When one of these cards is 
recalled, return it to your hand.

If the card has a garrisoned card, the garrisoned card is also 
returned to your hand.

Return an 
Take an  card from your hand and add it to the unrest pile.

If a card allows you to return an  card from your discard, take 
the card from your discard pile and add it to the unrest pile.

Sink
Place the specified cards underneath your power card. They 
are now considered to be flooded. If a player other than the 
Atlanteans would trigger this keyword, they instead discard the 
specified cards.

Solstice
At the end of the round, you must resolve all solstice keywords 
in your play area and on your power card in the order you 
choose.

scroll 
These may be referenced by other cards.

Steal  /  / 
Take the indicated number of tokens of the specified type from 
the specified players. If you are unable to resolve this effect in 
full, resolve it as much as possible.

Take 
Take an  card from the unrest pile and add it to your hand.

CARD-SPECIFIC NOTES
Acclaimed
When you break through for a *VP card, follow the normal 
rules for breaking through, but either choose a card from the 
market or reveal cards from the main deck.

Domestication
On your turn, you can exhaust this card when a card in play 
is used to gain , whether through its own or another card’s 
effect (even if the  is not relevant to that effect).

This is most likely to trigger when you use Prosperity, Nomads, 
or similar cards that generate  from  cards and one of 
the  cards also has a  icon. However, it can also be 
triggered from cards such as Water Mill or Trading Ships.

Embalming
This passive ability is triggered whenever you pay  during an 
action, exhaust ability, or solstice ability, or while developing. It 
is not triggered if the cost is fully paid by spending  instead.

Grand Trunk Road
This card counts as 2  cards for the purposes of other 
card effects, such the Mauryans  card, Glory, and the 
Macedonians  card.

Indian Elephants
There are 2 copies of this card. Only one has the  icon.

King of Kings
This card cannot be drawn as long as there is at least 1 
facedown  card. If you would look at more  cards than 
there are facedown cards in the deck, simply look at all the 
remaining cards.

If you would look at one or more  cards and there are no 
facedown cards in the deck, resolve King of Kings instead. 
Once you have resolved it, flip it facedown. This triggers the 
end of the game. 

If you would look at or draw one or more  cards and King of 
Kings is facedown, resolve its facedown effect but leave the 
card as it is.

You cannot trigger King of Kings (either side) more than once 
per game.

Nomads
There are 2 copies of this card. Only one has the  icon.

Shaduf
On your turn, you can exhaust this card when a  card in 
play is used to gain , whether through its own or another card’s 
effect (even if the  is not relevant to that effect).

This is most likely to trigger when you use Prosperity, Nomads, 
or similar cards that generate  from  cards and one of 
them also has a  icon. However, it can also be triggered 
from cards such as Boats or Port.

Sumerians
At the end of the game, return up to 2  cards from your 
hand, play area, discard pile, draw deck, or history.

This effect is triggered before determining a winner through 
scoring or collapse. If you trigger this ability after a collapse, it 
does not prevent the game ending.

Sacred Pass
You may not use this card to add the accession  card to your 
deck.

NATION-SPECIFIC NOTES
Arthurians and their Quests
As the Arthurians, you cannot become an empire and start 
developing cards. Instead, the cards in your development area 
are your impending quests. 

By using the solstice keyword on King Arthur’s Court, you may 
garrison an impending quest, which then becomes your active 
quest. You can only ever have 1 active quest.

By using Morigena or Myrddin Wyllt, you may gain the active 
quest into either your hand or your discard pile. When you have 
done this, it is no longer considered the active quest.

Graal can become the active quest only if there are no other 
impending quests.

Utopians and their Journey
As the Utopians, you are on a journey towards Utopia, 
represented by your 2 double-sided journey cards. These are 
always stacked, and only the faceup side of the topmost card is 
considered to be in play. 

Your journey card functions like an additional power card with 
a potent exhaust or passive ability, as well as a solstice ability 
that will let you progress on to the next step of your journey. 

Your journey card cannot leave play except for through its 
solstice keyword.

The passive ability of the Utopians  card is triggered as soon 
as your draw deck is empty, even if you are not reshuffling. If 
cards are added to the deck and you empty it again, you must 
trigger the ability again.

ERRATA
portals
Card 2UTO5/21: Remove the  icon.

lost tomes
Card 2UTO7/21: 
“Solstice: If there are 3  garrisoned here…” 

should read:

“Solstice: If there are 2  garrisoned here…”

Crete
Card 2MIN8/23: Add the  icon.

GAME END
The game ends when either scoring or collapse is triggered.

Scoring is triggered if one of the following conditions is met:

1.  There are no more cards in the main deck.

2.  A player develops the last card in their development area 
This does not trigger if the Arthurians move the last   
card from their quest area.

3.  The King of Kings  card is flipped facedown.

4.  The Viking player places their Harald Hardrada  card  
into their discard pile.

5.  The Arthurian player plays their Graal  card.

6.  The Utopian player has at least 24  tokens and triggers  
the solstice keyword on their Shangri-La journey card.

Collapse is triggered if there are ever no cards left in the 
unrest pile. If collapse is triggered after scoring has already 
been triggered, a collapse is resolved.

Scoring
When scoring is triggered, complete the current round as 
normal. Then play 1 final round, including resolving the 
solstice keyword after all players have taken their turn. 
Then, all players add up their victory points (VPs).

Leave cards where they were when the game ended as you 
score, as some VP cards score depending on their location.

Every  in front of you is worth 1 VP.

Score for every card in your hand, play area, draw deck, 
discard pile and history (or flooded pile), as well as for your 
power card. Do not score for cards in your nation deck or your 
development area.

xVP or -xVP scores VPs equal to the number indicated.

?VP scores the number of VPs indicated if the condition 
specified has been met. Otherwise, it scores no points.

*VP scores a variable number of VPs, as specified on the 
card. You can never score more than 10 points from this card.

If you have multiple cards that score for having certain card 
types or resources, these can all score for the same cards or 
resources.

The player with the most VPs wins. On tie, the tied players 
share the victory.

Collapse
When collapse is triggered, the game ends immediately, 
without even completing the current action. 

Count the number of  cards in your hand, play area, draw 
deck, discard pile, and history. 

The player with the fewest  cards wins. On a tie, the tied 
players should proceed to scoring.


