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E Gain 2 territory ~ Explore: Place 1 Explore OR gain Gain 1 territory ~ Gain 1 VP for Gain 1 territory Gain 2 territory ~ Gain 1 farm, then  Gain 2 territory Gain 1 VP per Gain 3 space tiles, Explore a space
tiles (always keep territory tile from 1 farm. tile, then explore. each territory you tile and 1 farm. tiles, then explore. gain 1 VP for tiles, then explore  technology track  then explore 1 tile from your
territory tiles face  your supply on the control. Youmay  You may then pay each farm inyour anywhere on the space you've of them (place supply (place

up in your supply). map, gain 1 VP per then pay any 1 any 1 resource to capital city. You  map. You may advanced. You explored space it next to your

aligning side, and resource to gain  explore. may then discard  then pay any 1 may then discard tiles nexttoyour  income mat). You
gain the benefit 1 farm. 2 territory tiles to  resource togain 1 3 territory tiles to  income mat). may then pay
on the tile. You gain 5 VP. tapestry card. gain 10 VP, any 1 resource to
may then pay any explore another
1 resource to gain space tile.
1 tapestry card.
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Research: Roll Gain 1 tapestry ~ Research (don't Gain 1 VP for Research to gain  Research to gain Gain the benefit ~ Gain 1 house, Advance on 1 of Regresson1of  Advance on1of  Roll 4 science
R :@ the science die to  card. You may gain benefit & each tech card in  the benefit & pay  the benefit & pay & pay to gain then gain 1 VP these tracks, then  these tracks, then these tracks, then dice to advance
advance for free  then pay any 1 bonus) OR gain 1 your supply; also  to gain the bonus  to gain the bonus  the bonus (if any) for each house in  gain the benefit gain the benefit  gain the benefit ~ (don't gain

(dont gain benefit resource to gain 1 house. gain 1tapestry  (ifany). Youmay (ifany)ORgain1  ofyourcurrent  yourcapital city. & paytogainthe  &paytogainthe & paytogainthe the benefits &

& bonus). house. card. then discard 2 house. position on any bonus (if any). bonus (if any). bonus (if any). bonuses). Gain
tapestry cards advancement Thendoitagain 5 VP per die that
from hand to gain track. (same or different would push you
5VP. track). off a track.
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ﬁ Invent: Gain 1 Gain 1 tapestry  Invent 1techcard ~ Youmay discard ~ Gain either a Gain 1 VP for You may discard ~ Gain 1 market, In any order, Gain 1 VP per In any order, Remove your
. techcard and card. You may OR gain 1 market.  all 3 face-up tech  farm, house, or ~ each armory all 3 face-up tech then gain 1 VP for upgrade 1 tech military and upgrade 1tech  player token from

place it to the then pay any 1 cards and replace armory. Youmay in your capital cards and replace each marketin ~ card and gainthe ~ science track card & gainthe  the technology
right of your resource to gain 1 them. Invent 1 then pay any 1 city and gain 1 them. Invent 2 your capital city.  circle benefitof 1 space you've square benefit track and place
capital city matin - market. tech card. resource to market. You may tech cards (one at  You may also pay techcard inyour  advanced. of 1techcardin it on the starting
the bottom row. If upgrade 1tech  thenpayany 1 atime). any 1 resource to  middle row. your top row. You  space of any track.
you gained a face- card. resource to invent upgrade 1 tech may then discard  Gain 1 of each
up card, replenish 1 tech card. card. 3 tech cards to resource. This

it immediately. gain 10 VP track still counts

as complete.
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Conquer: Place  Gain 1 tapestry ~ Conquer 1 Gain 1 worker Conquer 1 Conquer 1 Conquer 1 Conquer Gain 1 armory Gain 1 VP per Score your capital Conquer 1 territory

/ anoutpostona  card. You may territory OR gain 1 and gain 1 VP per territory and gain  territoryand gain ~ territory. If that 1 territory and gain 1 VP per  exploration track  city. You may then (gain the benefits

territory adjacent  then pay any 1 armory. territory tile in 1 armory. 1 tapestry card. territory was anywhere onthe  tapestry card (in space you've discard 3 tapestry of both conquer

to a territory you  resource to gain 1 your supply. Youmay thenpay  controlled byan  map. You may hand and onyour ~ advanced. Also  cards from hand  dice). Also gain a

control. Roll the  armory. any 1resourceto  opponent, gain  then pay any 1 income mat). play a tapestry ~ togain 10 VP random additional

2 conquer dice gain 1 armory. the benefits of  resource to gain 1 on top of your civilization.

and pick 1 of the both conquer tapestry card. current tapestry.

benefits rolled. dice. Only the new card
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17 Gain  house.
) Gain 1 worker.

1 Gain the benefit & pay to gain the bonus of your
current position on any track. Use at mast 1x/tum.

17 Gain 1 VP for each market n your capta city.
) Gain 1 market

1" Gain 1 VP for each house inyour capita cty.
) Gain  house.

17 Gain 1 VP per milary track space you've advance.
) Advance on the milary track (no benefit/bonus).

[ Gain VP per stience tack space you've advanced.
" ) Advance on the sience track (o benefit/bous).

Gain 1P for each farm in your capital city. 1 Gain 1 VP for each amory n your capital ity.
Gain 1 farm. ) Gain amary,

oo

[ Gan7vp [ Gainup
) Gain 1 eultre, ) Gain' food.

Gain TP for each teitry you contrl. 17 Gain 1 VP for each ofyour tech cards.
Conguer 1 teritry ) nvent 1 tech card.

[ Gain5ve 1" Play  tapestry card ontop of your current tapestry.
) Research (no benefit/bonus). ) Gain 1 tapestry card.

1 Place the Stack Market n your capital ciy 17 Gain 1 VP per teritorytil in your supply.
I () Gain T cultre and 1 teriory e,

17 Conguer 1 teritoy, 1 Gain 1P er exploraion track space you've advanced.
) Gain T worker. () Advance on the exploration track no benefit/bonus).

Place the Bam in your capital city.
Gain 3P

1 Gainthe circe henefitof 1 tech cardinyour middle row,
() Gainthe square benefitof 1 tech card inyour toprow, ) Gain4\R

oo

Place the Com Tower in your capital city.
Gain b P

Explore (place 1 territory tile).
Gain 2 teritory tiles.

1 Gain VP per technology track space you've advanced.
) Advance on the techmology rack (no benefit/bans).

oo
oo

Gain 1 market
Gain 1 coin.

Place the Library in your capital city.
Gain 3P

Gain 1 farm.
Gain 1 food.

o/m
o/ m
o/m

Gain 1 armory.
Gain 1 culture.

Gain & random additional civilization.
Gain 3P

Gain 1 market, house, or farm.
Gain 1 tapestry card.

od
od
od

1" Regress on 1 of these racks (no benefi/bonus). {7 Gain 1 cultre and 4V 1" Place the Treasury i your capitalcity.
) Gain coin. ) Gain coin. ) Gaindvp
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