
+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 to Combat Value

Military

Perform up to 2 attacks within 2 spaces of 
a friendly space. !is player’s combat value 
is 5. 
Target Priority Order: 

1. Barbarian.
2. Rival city with defense of 4 or less.
3. Rival control token.

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 3 for each attack this player 
performed (minimum 0). Reinforce 
tokens closest to barbarians and/or rival 
spaces "rst, with highest terrain di#culty 
breaking ties.
If no attacks were made and no tokens 
were reinforced, replace this card with 
Iron Working and reset it.

IMasonry

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematicsI

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire
GROWTH

Reinforce 1 Control Token

IRRIGATION

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 to Combat Value

Military

Perform up to 2 attacks within 2 spaces of 
a friendly space. !is player’s combat value 
is 5. 
Target Priority Order: 

1. Barbarian.
2. Rival city with defense of 4 or less.
3. Rival control token.

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 3 for each attack this player 
performed (minimum 0). Reinforce 
tokens closest to barbarians and/or rival 
spaces "rst, with highest terrain di#culty 
breaking ties.
If no attacks were made and no tokens 
were reinforced, replace this card with 
Iron Working and reset it.

IMasonry

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematicsI

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire
GROWTH

Reinforce 1 Control Token

ENGINEERING

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 to Combat Value

Military

Perform up to 2 attacks within 2 spaces of 
a friendly space. !is player’s combat value 
is 5. 
Target Priority Order: 

1. Barbarian.
2. Rival city with defense of 4 or less.
3. Rival control token.

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 3 for each attack this player 
performed (minimum 0). Reinforce 
tokens closest to barbarians and/or rival 
spaces "rst, with highest terrain di#culty 
breaking ties.
If no attacks were made and no tokens 
were reinforced, replace this card with 
Iron Working and reset it.

IMasonry

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematicsI

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire
GROWTH

Reinforce 1 Control Token +1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 to Combat Value

Military

Perform up to 2 attacks within 2 spaces of 
a friendly space. !is player’s combat value 
is 5. 
Target Priority Order: 

1. Barbarian.
2. Rival city with defense of 4 or less.
3. Rival control token.

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 3 for each attack this player 
performed (minimum 0). Reinforce 
tokens closest to barbarians and/or rival 
spaces "rst, with highest terrain di#culty 
breaking ties.
If no attacks were made and no tokens 
were reinforced, replace this card with 
Iron Working and reset it.

IMasonry

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematicsI

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire
GROWTH

Reinforce 1 Control Token

SANITATION GLOBALIZATION

+1 Control Token

Culture

II

Place 3 control tokens on spaces adjacent to 
friendly cities.  For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities.  
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Drama and Poetry

+1 Control Token

Culture

III

Place 3 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card.  
!en, place 1 control token on a space 
adjacent to a friendly space. 
Control Token Priority Order: 

1. Contains a natural wonder
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to a natural wonder token, 

resource token, or uncovered 
barbarian spawn point. 

5. Adjacent to the most cities.  
6. Adjacent to the city closest to maturity.
7. Highest terrain di"culty.

Civil Service
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 8. Build this wonder in the 
friendly city with the highest defense.
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that is 
within 5 spaces of a friendly space. !is 
player can count through water. 
City Location Priority Order:

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense. 

!en, a"er this card is reset, resolve this 
player’s culture focus card as if it was in the 
#"h slot. Reset that card as normal.

IVUrbanization

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Space of Movement Each

Economy

!en, move each of this player’s caravans 
6 spaces toward di"erent destinations, 
following the shortest path. !ey can move 
into water.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state. 

Tiebreaker: Shortest distance.
!en, a#er resetting this card, resolve the 
card in this player’s $#h slot, but do not 
reset it.

IVCapitalism

+1 Space of Movement Each

Economy

!en, move each of this player’s caravans 
6 spaces toward di"erent destinations, 
following the shortest path. !ey can move 
into water.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state. 

Tiebreaker: Shortest distance.
!en, a#er resetting this card, resolve the 
card in this player’s $#h slot, but do not 
reset it.

IVCapitalism

+1 Space of Movement Each

Economy

!is player gains 1 resource from the 
supply. 
!en, move each of this player’s caravans 
6 spaces toward di"erent destinations, 
following the shortest path. !ey can move 
into water.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IIISteam Power

+1 Space of Movement Each

Economy

!is player gains 1 resource from the 
supply. 
!en, move each of this player’s caravans 
6 spaces toward di"erent destinations, 
following the shortest path. !ey can move 
into water.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IIISteam Power

+1 Space of Movement Each

Economy

Move this player’s caravan 3 spaces toward 
its destination, following the shortest path. 
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IForeign Trade

+1 Space of Movement Each

Economy

Move this player’s caravan 3 spaces toward 
its destination, following the shortest path. 
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IForeign Trade

+1 Space of Movement Each

Economy

!is player defeats each barbarian adjacent 
to a friendly space without gaining trade 
tokens.
!en, move each of this player’s caravans 
4 spaces toward di"erent destinations, 
following the shortest path.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IICurrency

+1 Space of Movement Each

Economy

!is player gains 1 resource from the 
supply. 
!en, move each of this player’s caravans 
6 spaces toward di"erent destinations, 
following the shortest path. !ey can move 
into water.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IIISteam Power

Move this player’s caravan 3 spaces toward 
its destination, following the shortest path. 
 

Destination Priority Order: 
1. City-state for which this player does not 
have a diplomacy card. 
2. If the caravan starts on this card, move to 
a space on the players capitol tile where it 
can legally place a new tile. See EXPLORE. 
3. Rival city. 
4. Other city-state.  
Tiebreaker: Shortest distance.

Build one district if minimum requirements 
are met for at least one unbuilt district. See 
DISTRICTS. 
 

Then, reinforce 2 of this player’s control 
tokens. 
 

Reinforcements Priority Order: 
Reinforce tokens closest to barbarians and/
or rival spaces first. Prioritize districts 
before control tokens.  
Tiebreaker:  Highest terrain. 
 

If no districts were built, reinforce 5 of this 
player’s control tokens. Then, replace this 
card with Engineering and reset it.

Build one district if minimum requirements 
are met for at least one unbuilt district. See 
DISTRICTS. 
 

Then, place one control token adjacent to a 
friendly district. Prioritize making a district 
better by increasing the terrain type that 
gives the AP a district bonus. Tiebreaker: 
Highest defense. 
 

Then, reinforce 2 of this player’s control 
tokens. 
 

Reinforcements Priority Order: 
Reinforce tokens closest to barbarians and/
or rival spaces first. Prioritize districts 
before control tokens.  
Tiebreaker:  Highest terrain. 
 

If no districts were built, reinforce 5 of this 
player’s control tokens. Then, replace this 
card with Sanitation and reset it.

Build one district if minimum requirements 
are met for at least one unbuilt district. See 
DISTRICTS. 
 

Then, place one control token adjacent to a 
friendly district. Prioritize making a district 
better by increasing the terrain type that 
gives the AP a district bonus. Tiebreaker: 
Highest defense. 
 

Then, reinforce 5 of this player’s control 
tokens. 
 

Reinforcements Priority Order: 
Reinforce tokens closest to barbarians and/
or rival spaces first. Prioritize districts 
before control tokens.  
Tiebreaker:  Highest terrain. 
 

If no districts were built, reinforce 5 of this 
player’s control tokens. Then, replace this 
card with Globalization and reset it.

Build one district if minimum requirements 
are met for at least one unbuilt district. See 
DISTRICTS. 
 

Then, the player resolves the effect of the 
newly built district. 
 

Then, reinforce 5 of this player’s control 
tokens. 
 

Reinforcements Priority Order: 
Reinforce tokens closest to barbarians and/
or rival spaces first. Prioritize districts 
before control tokens.  
Tiebreaker:  Highest terrain.

+1 Tech Dial Advancement

Science

!is player replaces their focus card with 
the lowest tech value that is highest in their 
focus row with the card of the next highest 
tech level of the same type.
!en, advance this player’s tech dial 
5 spaces.

IIIReplaceable Parts

+1 Space of Movement Each

Economy

Move this player’s caravan 3 spaces toward 
its destination, following the shortest path. 
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IForeign Trade

+1 Tech Dial Advancement

Science

!is player replaces their focus card with 
the lowest tech value that is highest in their 
focus row with the card of the next highest 
tech level of the same type.
!en, advance this player’s tech dial 
5 spaces.

IIIReplaceable Parts

This player defeats each barbarian adjacent 
to a friendly space without gaining trade 
tokens. 
 

Then, move each of this player’s caravans 4 
spaces toward different destinations, 
following the shortest path. 
 

Destination Priority Order: 
1. City-state for which this player does not 
have a diplomacy card. 
2. If the caravan starts on this card, move to 
a space on the players capitol tile where it 
can legally place a new tile. See EXPLORE. 
3. Rival city. 
4. Other city-state.  
Tiebreaker: Shortest distance.

+1 Tech Dial Advancement

Science

!is player replaces their focus card with 
the lowest tech value that is highest in their 
focus row with the card of the next highest 
tech level of the same type.
!en, advance this player’s tech dial 
5 spaces.

IIIReplaceable Parts

This player gains 1 resource from the 
supply. 
 

Then, move each of this player’s caravans 6 
spaces toward different destinations, 
following the shortest path. They can move 
into water. 
 

Destination Priority Order: 
1. City-state for which this player does not 
have a diplomacy card. 
2. If the caravan starts on this card, move to 
a space on the players capitol tile where it 
can legally place a new tile. See EXPLORE. 
3. Rival city. 
4. Other city-state.  
Tiebreaker: Shortest distance.

+1 Tech Dial Advancement

Science

!is player replaces their focus card with 
the lowest tech value that is highest in their 
focus row with the card of the next highest 
tech level of the same type.
!en, advance this player’s tech dial 
5 spaces.

IIIReplaceable Parts

Move each of this player’s caravans 6 
spaces toward different destinations, 
following the shortest path. They can move 
into water. 
 

Destination Priority Order: 
1. City-state for which this player does not 
have a diplomacy card. 
2. If the caravan starts on this card, move to 
a space on the players capitol tile where it 
can legally place a new tile. See EXPLORE. 
3. Rival city. 
4. Other city-state.  
Tiebreaker: Shortest distance. 
 

Then, after resetting this card, resolve the 
card in this player’s fifth slot, but do not 
reset it.

+1 Space of Movement Each

Economy

!is player defeats each barbarian adjacent 
to a friendly space without gaining trade 
tokens.
!en, move each of this player’s caravans 
4 spaces toward di"erent destinations, 
following the shortest path.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IICurrency

+1 Space of Movement Each

Economy

!is player defeats each barbarian adjacent 
to a friendly space without gaining trade 
tokens.
!en, move each of this player’s caravans 
4 spaces toward di"erent destinations, 
following the shortest path.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state.

Tiebreaker: Shortest distance.

IICurrency

+1 Space of Movement Each

Economy

!en, move each of this player’s caravans 
6 spaces toward di"erent destinations, 
following the shortest path. !ey can move 
into water.
Destination Priority Order: 

1. City-state for which this player does 
not have a diplomacy card. 

2. Rival city. 
3. Other city-state. 

Tiebreaker: Shortest distance.
!en, a#er resetting this card, resolve the 
card in this player’s $#h slot, but do not 
reset it.

IVCapitalism

1



+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 to Combat Value

Military

Perform up to 2 attacks within 2 spaces of 
a friendly space. !is player’s combat value 
is 5. 
Target Priority Order: 

1. Barbarian.
2. Rival city with defense of 4 or less.
3. Rival control token.

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 3 for each attack this player 
performed (minimum 0). Reinforce 
tokens closest to barbarians and/or rival 
spaces "rst, with highest terrain di#culty 
breaking ties.
If no attacks were made and no tokens 
were reinforced, replace this card with 
Iron Working and reset it.

IMasonry

+1 to Combat Value

Military

Perform up to 2 attacks within 3 spaces of 
a friendly space. !is player’s combat value 
is 6, or 8 if attacking a barbarian. 
Target Priority Order: 

1. Barbarian.
2. Rival city with defense of 6 or less.
3. Rival control token.

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 2 for each attack this player 
performed (minimum 0). Reinforce 
tokens closest to barbarians and/or rival 
spaces "rst, with highest terrain di#culty 
breaking ties.
If no attacks were made and no tokens 
were reinforced, replace this card with 
Mass Production and reset it.

IIIron Working

+1 to Combat Value

Military

Perform up to 2 attacks within 3 spaces of 
a friendly space. !is player’s combat value 
is 7. !is player can count through water. 
Target Priority Order: 

1. Rival city with wonder and defense of 
8 or less.

2. Barbarian adjacent to a friendly space. 
3. Rival city with defense of 8 or less.
4. City-state.
5. Rival control token.

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 1 for each attack this player 
performed. Reinforce tokens closest to 
barbarians and/or rival spaces "rst, with 
highest terrain di#culty breaking ties.

IIIMass Production

+1 to Combat Value

Military

Perform up to 3 attacks within 5 spaces of 
a friendly space. !is player’s combat value 
is 8. !is player can count through water, 
rival spaces, barbarians, and city-states.
Target Priority Order: 

1. Rival city with wonder and defense of 
10 or less.

2. Barbarian adjacent to a friendly space. 
3. Rival city with defense of 10 or less.
4. City-state. 
5. Rival control token. 

Tiebreaker: Lowest defense.
!en, reinforce 5 of this player’s control 
tokens, minus 1 for each attack this player 
performed. Reinforce tokens closest to 
barbarians and/or rival spaces, with highest 
terrain di"culty breaking ties.

IVFlight

Reroll or +1 to Combat Value Reroll or +1 to Combat Value Reroll or +1 to Combat Value Reroll or +1 to Combat Value

The army may move up to 3 steps. Attack if 
in reach of a target. This player’s combat 
value is 5. 
 

Target Priority Order: 
1. Barbarian adjacent to friendly city or 
unreinforced district. 
2. Rival city with defense of 4 or less.  
3. Rival control token closest to target 2. 
4. Rival space with army or caravan. 
Tiebreaker: Lowest defense. 
 

If no attack were made, move army as close 
as possible to target 2/3/4. 
Tiebreaker: Highest defense. 
 

If no attack were made and there is no 
target 2/3/4, then the army will explore in 
the same way as caravans. See EXPLORE. 

The army may move up to 4 steps. Attack if 
in reach of a target. This player’s combat 
value is 6, or 8 if attacking a barbarian. 
 

Target Priority Order: 
1. Barbarian adjacent to friendly city or 
unreinforced district. 
2. Fort space with defense of 6. 
3. Rival city with defense of 6 or less. 
4. Rival control token closest to target 2/3. 
5. Rival space with army or caravan. 
Tiebreaker: Lowest defense. 
 

If no attack were made, move army as close 
as possible to target 2/3/4/5. 
Tiebreaker: Highest defense. 
 

If no attack were made and there is no 
target 2/3/4/5, then the army will explore in 
the same way as caravans. See EXPLORE. 

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
 

Control Token Priority Order: 
1. Contains a natural wonder. 
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Closest to rival space. 
5. Adjacent to the most cities. 
6. Adjacent to the city closest to maturity. 
7. Highest terrain difficulty.

Place 3 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
 

Control Token Priority Order: 
1. Contains a natural wonder. 
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Closest to rival space. 
5. Adjacent to the most cities. 
6. Adjacent to the city closest to maturity. 
7. Highest terrain difficulty.

Place 3 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
 

Then, place 1 control token on a space 
adjacent to a friendly space. 
 

Control Token Priority Order: 
1. Contains a natural wonder. 
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to a natural wonder token,  
resource token, or uncovered  
barbarian spawn point. 
5. Closest to rival space. 
6. Adjacent to the most cities. 
7. Adjacent to the city closest to maturity. 
8. Highest terrain difficulty.

For each rival control token adjacent to a 
friendly space, flip that token to its 
unreinforced side. If that token was already 
unreinforced, remove it from the map 
instead. 
 

Then, place 4 control tokens on spaces 
adjacent to friendly cities. For each token 
that cannot be placed, place 1 trade token 
on this card. 
 

Control Token Priority Order: 
1. Contains a natural wonder. 
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Closest to rival space.  
5. Adjacent to the most cities. 
6. Adjacent to the city closest to maturity. 
7. Adjacent to a rival space. 
8. Highest terrain difficulty.

I

+1 Control Token

Culture

Place 2 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities. 
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Early Empire

+1 Control Token

Culture

II

Place 3 control tokens on spaces adjacent to 
friendly cities.  For each token that cannot 
be placed, place 1 trade token on this card. 
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities.  
5. Adjacent to the city closest to maturity.
6. Highest terrain di!culty.

Drama and Poetry

+1 Control Token

Culture

III

Place 3 control tokens on spaces adjacent to 
friendly cities. For each token that cannot 
be placed, place 1 trade token on this card.  
!en, place 1 control token on a space 
adjacent to a friendly space. 
Control Token Priority Order: 

1. Contains a natural wonder
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to a natural wonder token, 

resource token, or uncovered 
barbarian spawn point. 

5. Adjacent to the most cities.  
6. Adjacent to the city closest to maturity.
7. Highest terrain di"culty.

Civil Service

+1 Control Token

Culture

IV

For each rival control token adjacent 
to a friendly space, !ip that token to its 
unreinforced side. If that token was already 
unreinforced, remove it from the map 
instead.
"en, place 4 control tokens on spaces 
adjacent to friendly cities. For each token 
that cannot be placed, place 1 trade token 
on this card.
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities.  
5. Adjacent to the city closest to maturity. 
6. Adjacent to a rival space.
7. Highest terrain di#culty.

Mass Media

+1 Control Token

Culture

IV

For each rival control token adjacent 
to a friendly space, !ip that token to its 
unreinforced side. If that token was already 
unreinforced, remove it from the map 
instead.
"en, place 4 control tokens on spaces 
adjacent to friendly cities. For each token 
that cannot be placed, place 1 trade token 
on this card.
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities.  
5. Adjacent to the city closest to maturity. 
6. Adjacent to a rival space.
7. Highest terrain di#culty.

Mass Media

+1 Control Token

Culture

IV

For each rival control token adjacent 
to a friendly space, !ip that token to its 
unreinforced side. If that token was already 
unreinforced, remove it from the map 
instead.
"en, place 4 control tokens on spaces 
adjacent to friendly cities. For each token 
that cannot be placed, place 1 trade token 
on this card.
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities.  
5. Adjacent to the city closest to maturity. 
6. Adjacent to a rival space.
7. Highest terrain di#culty.

Mass Media

+1 Control Token

Culture

IV

For each rival control token adjacent 
to a friendly space, !ip that token to its 
unreinforced side. If that token was already 
unreinforced, remove it from the map 
instead.
"en, place 4 control tokens on spaces 
adjacent to friendly cities. For each token 
that cannot be placed, place 1 trade token 
on this card.
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities.  
5. Adjacent to the city closest to maturity. 
6. Adjacent to a rival space.
7. Highest terrain di#culty.

Mass Media

+1 Control Token

Culture

IV

For each rival control token adjacent 
to a friendly space, !ip that token to its 
unreinforced side. If that token was already 
unreinforced, remove it from the map 
instead.
"en, place 4 control tokens on spaces 
adjacent to friendly cities. For each token 
that cannot be placed, place 1 trade token 
on this card.
Control Token Priority Order: 

1. Contains a natural wonder.
2. Contains a resource token. 
3. Contains a barbarian spawn point. 
4. Adjacent to the most cities.  
5. Adjacent to the city closest to maturity. 
6. Adjacent to a rival space.
7. Highest terrain di#culty.

Mass Media

5 Spielplanteile

8 Wassermarker

1 Ereignisscheibe

(Anzeige und Pfeil)
12 Weltwunder-

Marker

5 erweiterte 

Fokusleisten

10 Anführerbögen

(Bezirksübersicht auf der Rückseite)

5

4

3

2

1

Aufbau

Steinmetzkunst

Keramik

Frühes Reich

Astrologie

Außenhandel

Victoria

Pax Britannica

Immer wenn du eine Stadt 

baust, darfst du 1 deiner nicht 

verwendeten, verstärkten 

Kontrollmarker auf ein an 

dieser Stadt angrenzendes 

Feld platzieren, falls diese 

Stadt die einzige Stadt auf 

ihrem Spielplanteil ist (mit 

Ausnahme von Stadtstaaten).
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2 Barbaren-

marker
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8 Siegkarten

(6 normal, 2 Festung)

Fortschrittlich

Industriell

3
14 Weltwunder-

Karten

Zu Beginn deines Zuges 

darfst du 1 deiner Kontroll-
marker verstärken, 

der angrenzend zu einer 
freundlichen Stadt ist.

Antikes Weltwunder

Kolosseum
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8 Stadtstaat-

Diplomatiekarten

2 Naturwunder-Marker 

(doppelseitig)

2 Stadtstaat-Marker 

(doppelseitig)

1 Technologiescheibe 

(Anzeige und Pfeil)

Verstärke 1 Kontrollmarker

Wachstum

Bewässerung

Platziere einen Bezirk auf ein Feld, das 
dem Gelände dieses oder eines niedrigeren 
Platzes entspricht und angrenzend zu einer 
freundlichen Stadt ist.
oder
  Verstärke bis zu X deiner Kontroll marker. 
X ist die Zahl dieses Platzes.

Bezirke geben E( ekte, die während Bezirks-
ereignissen ausgelöst werden. Ein verstärkter 
Kontrollmarker bietet seinem Feld und 
angrenzenden Feldern Verteidigungsbonusse.

I

SPIELMATERIAL

18 einzigartige 

Fokuskarten

Neuwürfeln oder +1 Kampfwert

Militär

Verbrannte Erde

Bewege jede deiner Armeen um bis zu 4 Felder. Sie 
können sich auf Felder bewegen, die dem Gelände 
dieses oder eines niedrigeren Platzes entsprechen. 
Dein Kampfwert entspricht der Zahl dieses Platzes.

Ein Mal pro Runde darfst du, nachdem du einen 
Kampf gegen einen Kontrollmarker gewonnen hast, 
den Marker ablegen, anstatt ihn zu ersetzen, um die 
Armee ein zweites Mal zu bewegen (und mit ihr 
anzugreifen).

II

24 Fokuskarten

+1 Kontrollmarker

Kultur

Frühes Reich

Platziere 2 Kontrollmarker auf Felder, 
die dem Gelände dieses oder eines 
niedrigeren Platzes entsprechen und 
angrenzend zu freundlichen Städten sind.

Kontrollmarker erweitern dein Territorium, 
ermöglichen es dir, Ressourcen von der 
Weltkarte zu nehmen sowie deine Städte
zu entwickeln.
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5 Diplomatiekarten
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3 Wagen und 2 Armeen)
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aus Kunststoff
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30 Regierungs-

form-Marker

34 Kontrollmarker

5 Bezirksmarker

SPIELMATERIAL FÜR DEN FÜNFTEN SPIELER
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1 „Ibrahim“-Karte

12 Kontrollmarker

12 Kontrollmarker

3

5 Spielplanteile

8 Wassermarker

1 Ereignisscheibe

(Anzeige und Pfeil)
12 Weltwunder-

Marker

5 erweiterte 

Fokusleisten

10 Anführerbögen

(Bezirksübersicht auf der Rückseite)

5

4

3

2

1

Aufbau

Steinmetzkunst

Keramik

Frühes Reich

Astrologie

Außenhandel

Victoria

Pax Britannica

Immer wenn du eine Stadt 

baust, darfst du 1 deiner nicht 

verwendeten, verstärkten 

Kontrollmarker auf ein an 

dieser Stadt angrenzendes 

Feld platzieren, falls diese 

Stadt die einzige Stadt auf 

ihrem Spielplanteil ist (mit 

Ausnahme von Stadtstaaten).

Englan
d

2 Barbaren-

marker

8 Ressourcen marker 

(2 jeder Art)

26 Handels-

marker

40 Spieler-

Fokuskarten

8 Spieler-

Diplomatiekarten
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8 Siegkarten

(6 normal, 2 Festung)

Fortschrittlich

Industriell

3
14 Weltwunder-

Karten

Zu Beginn deines Zuges 

darfst du 1 deiner Kontroll-
marker verstärken, 

der angrenzend zu einer 
freundlichen Stadt ist.

Antikes Weltwunder

Kolosseum

99
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ka

d

8 Stadtstaat-

Diplomatiekarten

2 Naturwunder-Marker 

(doppelseitig)

2 Stadtstaat-Marker 

(doppelseitig)

1 Technologiescheibe 

(Anzeige und Pfeil)

Verstärke 1 Kontrollmarker

Wachstum

Bewässerung

Platziere einen Bezirk auf ein Feld, das 
dem Gelände dieses oder eines niedrigeren 
Platzes entspricht und angrenzend zu einer 
freundlichen Stadt ist.
oder
  Verstärke bis zu X deiner Kontroll marker. 
X ist die Zahl dieses Platzes.

Bezirke geben E( ekte, die während Bezirks-
ereignissen ausgelöst werden. Ein verstärkter 
Kontrollmarker bietet seinem Feld und 
angrenzenden Feldern Verteidigungsbonusse.

I

SPIELMATERIAL

18 einzigartige 

Fokuskarten

Neuwürfeln oder +1 Kampfwert

Militär

Verbrannte Erde

Bewege jede deiner Armeen um bis zu 4 Felder. Sie 
können sich auf Felder bewegen, die dem Gelände 
dieses oder eines niedrigeren Platzes entsprechen. 
Dein Kampfwert entspricht der Zahl dieses Platzes.

Ein Mal pro Runde darfst du, nachdem du einen 
Kampf gegen einen Kontrollmarker gewonnen hast, 
den Marker ablegen, anstatt ihn zu ersetzen, um die 
Armee ein zweites Mal zu bewegen (und mit ihr 
anzugreifen).

II

24 Fokuskarten

+1 Kontrollmarker

Kultur

Frühes Reich

Platziere 2 Kontrollmarker auf Felder, 
die dem Gelände dieses oder eines 
niedrigeren Platzes entsprechen und 
angrenzend zu freundlichen Städten sind.

Kontrollmarker erweitern dein Territorium, 
ermöglichen es dir, Ressourcen von der 
Weltkarte zu nehmen sowie deine Städte
zu entwickeln.

II

5 Diplomatiekarten
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5 Festungs-

marker

13 Kunstofffiguren

(1 Hauptstadt, 7 Städte, 

3 Wagen und 2 Armeen)

8 Armeefiguren 

aus Kunststoff

20 Bezirksmarker

30 Regierungs-

form-Marker

34 Kontrollmarker

5 Bezirksmarker

SPIELMATERIAL FÜR DEN FÜNFTEN SPIELER
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3 Wagen und 2 Armeen)
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form-Marker
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5 Bezirksmarker
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1 „Ibrahim“-Karte

12 Kontrollmarker

12 Kontrollmarker

3

5 Spielplanteile

8 Wassermarker

1 Ereignisscheibe

(Anzeige und Pfeil)
12 Weltwunder-

Marker

5 erweiterte 

Fokusleisten

10 Anführerbögen

(Bezirksübersicht auf der Rückseite)

5

4

3

2

1

Aufbau

Steinmetzkunst

Keramik

Frühes Reich

Astrologie

Außenhandel

Victoria

Pax Britannica

Immer wenn du eine Stadt 

baust, darfst du 1 deiner nicht 

verwendeten, verstärkten 

Kontrollmarker auf ein an 

dieser Stadt angrenzendes 

Feld platzieren, falls diese 

Stadt die einzige Stadt auf 

ihrem Spielplanteil ist (mit 

Ausnahme von Stadtstaaten).
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d

2 Barbaren-
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8 Ressourcen marker 

(2 jeder Art)

26 Handels-
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40 Spieler-
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8 Siegkarten

(6 normal, 2 Festung)

Fortschrittlich

Industriell

3
14 Weltwunder-

Karten

Zu Beginn deines Zuges 

darfst du 1 deiner Kontroll-
marker verstärken, 

der angrenzend zu einer 
freundlichen Stadt ist.

Antikes Weltwunder

Kolosseum
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8 Stadtstaat-

Diplomatiekarten

2 Naturwunder-Marker 

(doppelseitig)

2 Stadtstaat-Marker 

(doppelseitig)

1 Technologiescheibe 

(Anzeige und Pfeil)

Verstärke 1 Kontrollmarker

Wachstum

Bewässerung

Platziere einen Bezirk auf ein Feld, das 
dem Gelände dieses oder eines niedrigeren 
Platzes entspricht und angrenzend zu einer 
freundlichen Stadt ist.
oder
  Verstärke bis zu X deiner Kontroll marker. 
X ist die Zahl dieses Platzes.

Bezirke geben E( ekte, die während Bezirks-
ereignissen ausgelöst werden. Ein verstärkter 
Kontrollmarker bietet seinem Feld und 
angrenzenden Feldern Verteidigungsbonusse.

I

SPIELMATERIAL

18 einzigartige 

Fokuskarten

Neuwürfeln oder +1 Kampfwert

Militär

Verbrannte Erde

Bewege jede deiner Armeen um bis zu 4 Felder. Sie 
können sich auf Felder bewegen, die dem Gelände 
dieses oder eines niedrigeren Platzes entsprechen. 
Dein Kampfwert entspricht der Zahl dieses Platzes.

Ein Mal pro Runde darfst du, nachdem du einen 
Kampf gegen einen Kontrollmarker gewonnen hast, 
den Marker ablegen, anstatt ihn zu ersetzen, um die 
Armee ein zweites Mal zu bewegen (und mit ihr 
anzugreifen).

II

24 Fokuskarten

+1 Kontrollmarker

Kultur

Frühes Reich

Platziere 2 Kontrollmarker auf Felder, 
die dem Gelände dieses oder eines 
niedrigeren Platzes entsprechen und 
angrenzend zu freundlichen Städten sind.

Kontrollmarker erweitern dein Territorium, 
ermöglichen es dir, Ressourcen von der 
Weltkarte zu nehmen sowie deine Städte
zu entwickeln.
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Ge
m

ei
ns

am
er

 K
ri

eg

Im
m

er
 w

en
n 

du
 an

gr
eif

st,
 er

hö
he

 

de
in

en
 K

am
pf

we
rt 

um
 2,

 au
ße

r d
u 

gr
eif

st 
de

n 
lil

af
ar

be
ne

n 
Sp

iel
er

 an
.

5 Festungs-

marker

13 Kunstofffiguren

(1 Hauptstadt, 7 Städte, 

3 Wagen und 2 Armeen)

8 Armeefiguren 

aus Kunststoff

20 Bezirksmarker

30 Regierungs-

form-Marker

34 Kontrollmarker

5 Bezirksmarker
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The army may move up to 6 steps. They can 
move into water and through spaces with 
unreinforced control tokens, caravans, 
barbarians, and city states. Attack if in reach 
of a target. This player’s combat value is 9. 
 

Target Priority Order: 
1. Fort space with defense of 10 or less. 
2. Rival city with wonder and defense of 10 
or less.  
3. Barbarian adjacent to friendly city or 
unreinforced district. 
4. Rival city with defense of 10 or less. 
5. City-state. 
6. Rival control token closest to target 1/2/4 
7. Rival space with army or caravan. 
Tiebreaker: Lowest defense. 
 

If no attack were made, move army as close 
as possible to target 1/2/4/5/6/7. 
Tiebreaker: Highest defense.

The army may move up to 5 steps. Attack if 
in reach of a target. This player’s combat 
value is 8. They can move into water. 
 

Target Priority Order: 
1. Fort space with defense of 8 or less. 
2. Rival city with wonder and defense of 8 
or less. 
3. Barbarian adjacent to friendly city or 
unreinforced district. 
4. Rival city with defense of 8 or less. 
5. City-state. 
6. Rival control token closest to target 1/2/4 
7. Rival space with army or caravan. 
Tiebreaker: Lowest defense. 
 

If defeated, re-spawn and move again. If no 
attack were made, move army as close as 
possible to target 1/2/4/5/6/7. 
Tiebreaker: Highest defense.

2



+1 Tech Dial Advancement

Science

Advance this player’s tech dial 5 spaces.

When this player reaches or passes a tech 
level space on its tech dial, randomly select 
1 of its focus cards with the lowest tech level. 
Replace the selected card with the focus card 
of the same type at the tech level indicated 
by the tech level space. If the selected card 
is already at the indicated level, replace it 
with the card of the same type that is 1 level 
higher.

IAstrology

However, the player will always prioritize 
and choose a focus card where his or her 
leader has a unique focus card before 
randomly choose which technology to 
upgrade.

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

!is player replaces their focus card with 
the lowest tech value that is highest in their 
focus row with the card of the next highest 
tech level of the same type.
!en, advance this player’s tech dial 
5 spaces.

IIIReplaceable Parts

+1 Tech Dial Advancement

Science

Each human player must choose 1 of their 
non-capital cities, if able. Destroy each 
chosen city and each control token adjacent 
to those cities.
!en, advance this player’s tech dial 
5 spaces.

IVNuclear Power

Always prioritize and choose a focus card 
where the player’s leader has a unique 
focus card before randomly choose which 
technology to upgrade.

Always prioritize and choose a focus card 
where the player’s leader has a unique 
focus card before randomly choose which 
technology to upgrade.

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

+1 Tech Dial Advancement

Science

Place 1 trade token from the supply on the 
focus card with the fewest trade tokens that 
is highest in this player’s focus row. 
!en, advance this player’s tech dial 
5 spaces.

IIMathematics

Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 5. Build this wonder in the 
friendly city with the highest defense.
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that is 
within 2 spaces of a friendly space. 
City Location Priority Order: 

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense.

If neither a wonder nor a city was built 
this way, replace this card with Animal 
Husbandry and reset it.

IPottery
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 5. Build this wonder in the 
friendly city with the highest defense.
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that is 
within 2 spaces of a friendly space. 
City Location Priority Order: 

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense.

If neither a wonder nor a city was built 
this way, replace this card with Animal 
Husbandry and reset it.

IPottery
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 5. Build this wonder in the 
friendly city with the highest defense.
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that is 
within 2 spaces of a friendly space. 
City Location Priority Order: 

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense.

If neither a wonder nor a city was built 
this way, replace this card with Animal 
Husbandry and reset it.

IPottery
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 5. Build this wonder in the 
friendly city with the highest defense.
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that is 
within 2 spaces of a friendly space. 
City Location Priority Order: 

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense.

If neither a wonder nor a city was built 
this way, replace this card with Animal 
Husbandry and reset it.

IPottery
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 5. Build this wonder in the 
friendly city with the highest defense.
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that is 
within 2 spaces of a friendly space. 
City Location Priority Order: 

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense.

If neither a wonder nor a city was built 
this way, replace this card with Animal 
Husbandry and reset it.

IPottery
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 6. Build this wonder in the 
friendly city with the highest defense. 
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that 
is within 3 spaces of a friendly space or 
friendly caravan.  
City Location Priority Order: 

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense.

If neither a wonder nor a city was built this 
way, replace this card with Nationalism and 
reset it.

IIAnimal Husbandry
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 7. Build this wonder in the 
friendly city with the highest defense. 
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space within 
4 spaces of a friendly space. !is player 
can count through water. 
City Location Priority Order: 

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense.

If neither a wonder nor a city was built this 
way, replace this card with Urbanization 
and reset it.

IIINationalism
Industry

+1 Production for Wonders

Build 1 world wonder. !is player’s 
production is 8. Build this wonder in the 
friendly city with the highest defense.
Wonder Priority Order:

1. !e wonder that moves this player 
closest to achieving an agenda.

2. !e wonder with the lowest cost. 
!en, build 1 city on a legal space that is 
within 5 spaces of a friendly space. !is 
player can count through water. 
City Location Priority Order:

1. Adjacent to the most natural wonder 
and/or resource tokens. 

2. A space with a barbarian spawn point.
3. Highest defense. 

!en, a"er this card is reset, resolve this 
player’s culture focus card as if it was in the 
#"h slot. Reset that card as normal.

IVUrbanization

Build 1 world wonder. This player’s 
production is 8. Build this wonder in the 
friendly city with the highest defense. 
Tiebreaker: Furthest from rival space. 
 

Wonder Priority Order: 
1. The wonder that moves this player 
closest to achieving an agenda. 
2. The wonder with the lowest cost. 
 

Then, build 1 city on a legal space that is 
within 5 spaces of a friendly space. This 
player can count through water. 
 

City Location Priority Order: 
1. Adjacent to the most natural wonder and/
or resource tokens. 
2. A space with a barbarian spawn point. 
3. Highest defense. 
 

Then, after this card is reset, resolve this 
player’s culture focus card as if it was in 
the fifth slot. Reset that card as normal.

Build 1 world wonder. This player’s 
production is 5. Build this wonder in the 
friendly city with the highest defense. 
Tiebreaker: Furthest from rival space. 
 

Wonder Priority Order: 
1. The wonder that moves this player 
closest to achieving an agenda. 
2. The wonder with the lowest cost. 
 

Then, build 1 city on a legal space that is 
within 2 spaces of a friendly space. 
 

City Location Priority Order: 
1. Adjacent to the most natural wonder and/
or resource tokens. 
2. A space with a barbarian spawn point. 
3. Highest defense. 
 

If neither a wonder nor a city was built this 
way, replace this card with Animal 
Husbandry and reset it.

Build 1 world wonder. This player’s 
production is 6. Build this wonder in the 
friendly city with the highest defense. 
Tiebreaker: Furthest from rival space. 
 

Wonder Priority Order: 
1. The wonder that moves this player 
closest to achieving an agenda. 
2. The wonder with the lowest cost. 
 

Then, build 1 city on a legal space that is 
within 3 spaces of a friendly space or a 
friendly caravan/army. 
 

City Location Priority Order: 
1. Adjacent to the most natural wonder and/
or resource tokens. 
2. A space with a barbarian spawn point. 
3. Highest defense. 
 

If neither a wonder nor a city was built this 
way, replace this card with Nationalism and 
reset it.

Build 1 world wonder. This player’s 
production is 7. Build this wonder in the 
friendly city with the highest defense. 
Tiebreaker: Furthest from rival space. 
 

Wonder Priority Order: 
1. The wonder that moves this player 
closest to achieving an agenda. 
2. The wonder with the lowest cost. 
 

Then, build 1 city on a legal space that is 
within 4 spaces of a friendly space. This 
player can count through water. 
 

City Location Priority Order: 
1. Adjacent to the most natural wonder and/
or resource tokens. 
2. A space with a barbarian spawn point. 
3. Highest defense. 
 

If neither a wonder nor a city was built this 
way, replace this card with Urbanization 
and reset it.

3


