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Th
is

faction m
ust go in their first (×4)

slot. Return all tokens to the centre.

Each player: take your set of loyalty
tokens and allocate them

 face dow
n

to the slots on your player board.

Place cubes as indicated on the
m

ap.

Place coloured tow
er, city and farm

m
arkers according to the m

ap.

Pick a first player.

R
o

u
n

d

D
ep

loy A
g

en
ts

O
n rounds 2-4, clockw

ise from
 the

first player, each player collects one
agent from

 the board.

C
lockw

ise from
 the first player,

each player places an agent in an
unoccupied em

pire spot on the
edge track, or in any region
(m

axim
um

 tw
o of your agents

w
ithin the m

ap). D
o this tw

ice. ②
:

place three agents per player.

Em
p

ires
C

lockw
ise round the board,

activate each em
pire spot on the

edge track. If a spot is em
pty, the

faction w
ith the next occupied spot

w
ithin that em

pire gets to activate
this one too.

Position effects:

A num
ber of banners; or per farm

,
or per tow

er, or tw
o per tow

er.
Place these in any regions
controlled by that em

pire. For tw
o

per tow
er, they m

ust be placed in
pairs.

Em
pire cards: a num

ber, or per tw
o

or three tow
ers or farm

s. D
raw

 that
m

any cards of that em
pire. N

ote
that cards m

ay be played for
em

pires other than the one that

produced them
; one card takes

effect, but the second or third item
s

m
ust be paid for by playing

another card of the appropriate
faction.

Sw
ap agent: sw

ap this agent w
ith

any other agent w
ithin this em

pire.
Take that position’s action.
C

ontinue w
ith the next space after

this.

Attack: choose one region
controlled by your em

pire, adjacent
to a region controlled by another
(not across a river or sea) M

ove
banners from

 one to the other. If
the origin region is not natively thisem

pi
re

’s 
co

lo
ur

, a
t l

ea
st 

on
e 

ba
nn

er
m

us
t s

ta
y 

be
hi

nd
.

If 
th

er
e 

is 
a 

to
w

er
 in

 th
e 

de
sti

na
tio

n
re

gi
on

, r
em

ov
e 

on
e 

at
ta

ck
in

g
ba

nn
er

.

Re
m

ov
e 

ba
nn

er
s s

ym
m

et
ric

al
ly

un
til

 o
nl

y 
on

e 
sid

e 
ha

s b
an

ne
rs

re
m

ai
ni

ng
. I

f t
he

 re
gi

on
 h

as
 ch

an
ge

d
ha

nd
s, 

re
pl

ac
e a

ny
 ci

tie
s, 

to
w

er
s o

r
fa

rm
s w

ith
 p

iec
es 

of
 th

e n
ew

 co
lo

ur
.

At
 th

e 
en

d 
of

 re
so

lv
in

g 
an

 e
m

pi
re

’s
fo

ur
th

 p
os

iti
on

, r
ed

uc
e 

ba
nn

er
s t

o
a 

m
ax

im
um

 o
f f

ou
r p

er
 re

gi
on

, s
ix

if 
a 

fa
rm

 is
 p

re
se

nt
.

C
le

an
u

p
Pl

ac
e 

th
e 

ne
xt

 ro
un

d 
tr

ac
ke

r 1
-4

 o
n

its
 sp

ot
 o

n 
th

e 
ed

ge
 o

f t
he

 b
oa

rd
.

Al
l p

la
ye

rs
 d

isc
ar

d 
do

w
n 

to
 5

 c
ar

ds
.

If 
th

is 
is 

ro
un

d 
4,

 e
nd

 th
e 

ga
m

e.

Sw
ap

O
n 

ro
un

ds
 1

-3
, c

lo
ck

w
ise

 fr
om

 th
e

fir
st 

pl
ay

er
, y

ou
 m

ay
 sw

ap
 tw

o 
di

sc
s

on
 y

ou
r p

la
ye

r b
oa

rd
. I

f y
ou

 d
o 

so
,

th
ey

 m
us

t b
e 

re
ve

al
ed

, a
nd

 re
m

ai
n

fa
ce

 u
p 

fo
r t

he
 re

st 
of

 th
e 

ga
m

e.

R
o

ta
te

Th
e 

fir
st 

pl
ay

er
 to

ke
n 

m
ov

es
 o

ne
pl

ac
e 

cl
oc

kw
ise

.

Sc
o

ri
n

g
Ea

ch
 u

nr
ev

ea
le

d 
lo

ya
lty

 to
ke

n
sc

or
es

 o
ne

 p
oi

nt
.

Ea
ch

 e
m

pi
re

 h
as

 a
 v

al
ue

 e
qu

al
 to

th
e 

nu
m

be
r o

f c
iti

es
 it

 c
on

tro
ls.

(A
n 

em
pt

y 
re

gi
on

 b
el

on
gs

 to
 th

e
em

pi
re

 o
f t

he
 c

ol
ou

r p
rin

te
d 

on
 th

e
bo

ar
d.

) E
ac

h 
ag

en
t p

la
ce

d 
w

ith
in

 it
co

un
ts 

as
 a

n 
ex

tr
a 

ci
ty

 fo
r t

he
ow

ni
ng

 p
la

ye
r o

nl
y.

Ea
ch

 p
la

ye
r s

co
re

s t
he

 su
m

 o
f e

ac
h

em
pi

re
’s 

va
lu

e 
m

ul
tip

lie
d 

by
 it

s
po

sit
io

n 
va

lu
e 

on
 th

ei
r l

oy
al

ty
tr

ac
k:

 e
.g

. a
 3

-c
ity

 e
m

pi
re

 in
po

sit
io

n 
on

e 
sc

or
es

 3
×4

 =
 1

2.


