
Print and Play Assembly
1. Print and cut out the cards.

2. Print and cut out the board.  Tape the two pieces 
together.

3. Obtain army and city pieces in four colors.  You can 
use cubes and discs from another game or anything 
that might work.  You need 4 sets of the following 
in different colors: 14 army tokens (8mm wooden 
cubes suggested) and 3 city tokens (small wooden 
discs suggested). 

4. Obtain coin tokens.  You can use coins from anoth-
er game or anything that might work.  You need 20 
worth of coins for each player.

Setup
1. Place the board on the table.

2. Shuffle the cards and place them in a deck face 
down next to the board.  Draw six cards and place 
them face up in a row along the top of the board.

3. Each player takes a set of one color of cubes (ar-
mies) and discs (cities).  Each player places 3 armies 
on the starting region on the board.

4. Place the coin tokens in a pile next to the board.  
This is the supply.  Each player takes 8 coins if play-
ing with four players, 10 coins with three, and 12 
coins with two.

You are now ready to play.

Playing the Game
1. Players bid to see who will be the first player.  Each 
player picks up his eight coins and secretly chooses 
a number to bid by placing them in a closed fist and 
holding the fist out over the game board.  When all 
players are ready, all players reveal the amount they 
have chosen to bid at the same time.  The player who 
bids the most puts the coins in the supply.  Other 
players do not pay coins if they lost the bid.  If the 
bids are tied for most, the youngest player wins the 
bid and pays his coins.  If all bids are zero, the young-
est player goes first.

2.  Starting with the first player and going in clock-
wise order, players take turns taking one of the face 
up cards. When a player takes a card, he places it face 
up in front of him.  He must pay the appropriate coin 
cost for the card depending on where it is in the row 
(this cost is listed at the top of the board).  From left 
to right, these are the coin costs of the cards: 0, 1, 
1, 2, 2, and 3.  For example, if Bob selected the third 
card from the left, he would pay one coin.  

The card gives a good and an action.  The player 
takes the action immediately.  Actions allow players 
to build their empires and take control of the board.  
The following are possible actions:

-Place new armies on the board.  You may place them 
only on the starting region or on an area where you 
have a city.
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-Move armies.  The number of armies shown indi-
cates the amount of movement the card gives you.  
For example, this action shows 3 armies, so you could 
move one army up to 3 times, or 3 armies one time 
each, or 1 army two times and another army one 
time.  You may not cross the dotted lines over oceans.

-Same as “Move Armies” described above, but you 
may also move over dotted lines connecting two 
regions over water.

-Build a city.  Place a city anywhere on the board you 
have an army.

-Destroy armies.  You may remove two armies be-
longing to any player from the board.

3. After a player takes his card and action, slide the 
remaining cards to the left to fill in the empty card 
space.  Draw a new card and place it in the right-most 
space.

Game End
The game ends when each player owns a certain 
number of cards depending on the number of play-
ers.

 2 Players 12 Cards
 3 Players 10 Cards
 4 Players  8 Cards

Players must discard all unspent coins.

Players now count up victory points.  Collect coins to 
keep track.  

A player collects one victory point for each region on 
the map he controls.  A player controls a region if he 
has more armies there than any other player (cities 
count as armies when determining control).  If play-
ers have the same number of armies in a region, no 
one controls it.  

A player collects one victory 
point for each continent he 
controls.  A player controls a 
continent if he controls more 
regions in the continent than 
anyone else.  If players are 
tied for controlled regions, 
no one controls the conti-
nent.

A player collects victory points for his sets of goods.  
The amount of victory points each good is worth de-
pends on how many cards of that good he has and is 
listed in the middle of the card in four amounts.  For 
example, Gold is worth 1 point for one card, 2 for two 
cards, 3 for three cards, and 5 for four cards.

The player who has the most victory points from 
regions, continents, and goods has the most powerful 
empire and is the winner!

Full Game
For a longer experience, play three games. The player 
with the highest sum of victory points from all three 
games is the winner.
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