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Your board is divided into two parts: the bottom corresponds to your economy
and the top represents your city. Each Building has specific features and different effects:
the features are explained on the next pages and all effects are described on the Player Aid.

°§o> Warehouse

Each space crossed off in the Warehouse shows
that you produce one Resource. Resources are never
spent; you have them until the end of the game.

To cross them off, all spaces on your board require from
0 to 6 Resources, no matter which kind. If you don't

produce enough Resources to pay the construction cost
of a space, you must spend 1 Coin per missing Resource.
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% Gold Reserve

Coins let you pay the die cost. They also let you pay
the construction cost of a space if you don't produce
enough Resources.

When you gain Coins, circle them in your Gold Reserve.

You start the game with a row of 7 Coins pre-circled.
When you spend Coins, fill in your circled Coins.

Note: If you gain Coins and your Gold Reserve is full, erase
Coins you previously filled in to use them again.
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1 Coin by filling it in (@}

Example: The space you want to cross off requires 3 Resources[@} Since you only have 2 Resources @), you must spend
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o:ﬁo Wonder =\

Each city has a Wonder, made of 3 construction steps. The Western Barracks represents your military strength
Each Wonder lets you benefit from unique effects (attack %and defense 6 ) against the city to your left.
(see Player Aid). And the Eastern Barracks represents your military strength

(attackﬁ and defense é ) against the city to your right.

When you cross off an attack space, gain Victory Points
depending on the defense spaces the defending city
has crossed off, on previous turns:

Reminder: Do not choose a die to construct your Wonder.

3% If the city has no defense, gain the indicated
Victory Points.

If the city has 1 defense, gain 1 Victory Point less
than the indicated points.

| Each space of the Agora can be crossed off If the city has 2 defense, gain 2 Victory Points less
with 2 different symbols on the blue die. than the indicated points.
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Important: Immediately write the Victory Points gained
in the ﬁ;} symbol on the space you just crossed off.

The first player to cross off all the spaces Note: During 2-player games, your Western Barracks
of their Agora gains 3 extra Victory Points. is adjacent to your opponent’s Eastern Barracks.
They show this by crossing off the space Conversely, your Eastern Barracks is adjacent to their
in the top-right of their Agora. Western Barracks.

Example: You attack the city to your right for the first
time @) : since they already have 1 defense @), you gain
2 Victory Points (3-1=2) that you write directly between
the laurels @).
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In your Market, multiple arrows are
attached to §§ and @@ symbols.
These spaces can be crossed off

in any order.
! Your Eastern Tg; %‘ff}ﬂgﬁ‘_’g’:ﬁgs Your Eastern
Barracks opponent Barracks
(1) @ ©
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The University lets you, among other things, unlock
the 3 special dice:

3¢ The black die lets you cross off spaces of different
Buildings on your board.

3¢ The white die grants you access to the Gallery
of Leaders.

3% The purple die grants you access to the Guild Court.
When a player unlocks a special die for the first time,

they must replace (at the end of the turn) a grey die
in the Forum, chosen randomly, with the special die.

Important: You cannot choose a special die in the Forum
until you have unlocked it yourself.

There is no black Building in your city, but each face
of the black die lets you directly cross off a space
of a Building (see Player Aid).

0&9 Gallery of Leaders

The Gallery of Leaders doesn't have specific features, but
it lets you, among other things, speed up the construction
of your city using its effects (see Player Aid).

To cross off a space of the Guild Court, you must fulfill

the following condition: have at least as many spaces
crossed off in the Building shown by the purple die

as each of your 2 neighboring cities.

During a 2-player game, you must have strictly more
crossed-off spaces of the Building shown than
your opponent.

Note: Spaces crossed off during the current turn do
not count.

Example: The purple die shows the 4O¥. You have 2 spaces
crossed off in your Market @). The city to your right
also has 2 @. The city to your left has 1@). You may
therefore cross off a space of your Guild Court @.

1 L1

The Market in the city
to your right

Thé Market in the city
to your left
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Using the score board, add up the Victory Points for Buildings in your city. The player with the highest score wins
the game. In case of tie, the player with the most unspent circled Coins wins the game. If there’s still a tie, tied players

share the victory.

Example of final scoring:
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