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Rules:

Victory Conditions; Achieve one of the following:
Culture- Have 28 victory points in your City
Mercantilism- Have 80 Coins in your Treasury
Conquest- Everyone is your Estate

Setup:
Each player owns a kingdom and he/she 

decides the fate of it. First choose a Kingdom, 
Hero, Terrain, and Flag. Then Set up your walls 
according to your Terrain of choice (Each player 
gets 20 wall cards). Put one of the remaining 
terrain cards in the middle of the play space. 
Dealer gives 5 cards to each player from the main 
deck. Take the coins, the 5Victory, tech and 
support cards and create the main deck. Put the 
other Victory cards in another deck. Create 
another deck out of the Military Units without 
letters in the corner. Put those with letters in the 
Main Deck. Put Tech Upgrades, Buildings, Wonders 
and Special Units in the Sell Deck. 

How to Play:
Take turns clockwise around the table 

starting with the person who rolled the least.  A 
turn takes 5 steps.

1. Buy and Draw— either buy a card from the 
store or ask the Dealer for a card from the 
Main Deck.

2. Trade—if you have a Market, you may 
exchange cards with other Market owners.

3. Play Cards--play one card from your hand.
4. Perform an Action—in this stage you may 

move your troops and attack others. If you 
move a squad or unit you can not attack in 



the same turn. Each unit can do only one 
action per turn. This means if you attack you 
can not move and vice versa. If you move you 
can move only one space (Spaces will be 
discussed later).

5. Rearrange—you may change the order of 
your troops in each Squad or Switch units 
between squads in the same space.

Squads:
You may have two squads in each space. 

They consist of your military units in a stack of
cards. When you attack or defend with a squad
you may only attack and defend with the top 
card. Unless he dies, he stays at the top until 
your rearranging stage. If the top card does 
die, the next top card can perform another 
action.

Spaces:
There are three spaces in your city and one

in the middle. The middle space is used to reach 
other cities. Moving to the middle space 
requires one movement turn and then another 
to go into the enemy kingdom. In your city there 
are three spaces. They are the inner-city, the 
walls, and the outer-city. The inner-city houses 
all of your buildings, wonders, special units 
and tech. You may have two squads in the inner-
city. The walls can be occupied by long range 
units like archers, crossbowmen, mages, and 
sorcerers. The outer-city is where the enemy 
arrives when he moves to your space. To attack
the enemy with short ranged units (like the 
swordsmen) they must be in the same space as 
you. Each player can have two squads in each 



space. Enemies can not move into the inner-city 
unless they have broken through your walls 
(With the exception of Spies).

Attack and Defense:
To attack you signal which squad you are 

attacking and then roll both dice. Then you 
add the outcome to the stats on the card you 
are attacking with. If it is higher than the 
opponent’s defense then you have won the 
battle. You may attack with that character 
until the opponent’s defense prevails. Then 
you can no longer use that Character/Squad 
for that turn. To defend, you roll the other 2 
dice and add your card’s defense to it. If you 
fail then your card dies and is placed back in 
the store (Unless it has a letter in the top 
right corner, then you place it in the discard 
pile of the main deck). When you get into an 
enemy’s inner-city you can use a squad’s turn to
either fight regularly with other units, or it 
can use the turn to destroy a building or kill a 
central character.

Extra Rules:
 You may only have 20 coin cards in your

treasury
 You may only have 12 Tech cards in 

your library
 Trebuchets can only attack walls
 Only archers can attack the middle 

space from their city (unless on the 
walls or in the city)

 You can not win a mercantilism victory 
with the Golden Age card


