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R U L E B O O K

G A M E  O B J E C T I V E 
From the beginning the end of Antiquity, guide your emerging civilization through three millennia—called Ages—of technological and scientific development to leave your 

mark on History. Produce the resources needed to attract skilled artisans and construct prestigious Buildings. Expand your influence across vast territories through 
Trade, Transport, Religion, and Military power. 

Victory depends on your ability to meet the objectives of each Age while developing your Civilization. 
At the end of Antiquity, the player with the most Victory Points (VP) wins the game.

C O R E  M E C H A N I C 
NEAR is a hand management game: players use their cards in different ways and choose the right moment to maximize their effects. 

On their turn, a player plays 2 cards from their hand. For each card, they may: 
play it to carry out its effect 

discard it to build the associated Building 
discard it to obtain the associated Development token 

 
At the end of their turn, the player draws 2 cards to refill their hand.

CREDITS

Author: Matthieu Podevin - Illustrator: Anthony Wolff
Graphic designer: Jeanne Hervé-Maley - Publisher: La Boîte de Jeu 
Distributor: Blackrock Games - Project manager: Grégory Oliver

Developers: Grégory Oliver and Benoit Bannier

Check for updates and discover our other games at laboitedejeu.fr
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30 min
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G A M E  C O M P O N E N T S
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Place 1 History marker. 
Gain 1 Craft development.
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For every 2 Gold spent, gain 1 

Resource of your choice other 

than Ore.
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Gain 1 Resource of your choice 

for each building, opponent 

building and Enemy token 

adjacent to your Capital.
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Rebuild 1 building and trigger 

its effect. 

Gain 1 Health development.
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Attack 1 space adjacent to one 
of your Armies.

L
E

G
I O

N
A

R
Y

2 3

5

5

Gain 2 VP per set of 3 History 

markers you have on the 

timeline.
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Gain 3 VP per Route in your civilization.
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130 Action cards – 26 for each of the 5 domains 
(10 Age I, 8 Age II and 8 Age III) 

Gold tokens: 1 Gold (×45), 3 Gold (×20), 
5 Gold (×10). 
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Permanent: gain 3 VP each time you move a building at least 1 sea space.
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Permanent: gain 5 VP each time 

your number of built Temples 

equals the number of Religion 

cards in your achievements area.
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Permanent: gain 5 VP each 

time you build a Production 

site adjacent to a City-state.
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End of the game: gain 4 VP 
per Plain of 1–3 spaces with at 

least one of your buildings.
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End of the game: gain 3 VP per 

building you have adjacent to 

a Mountain.
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End of the game: gain 5 VP per 

building you have on a Forest.

M
A

Y
A

N
S

10 Wonder cards

10 Civilization cards

1 double-sided History board

3 double-sided 
Age tiles

6 double-sided 
Domination tiles

1 Epoch pawn 

8 Event tiles

4 Score pawns 4 100+/200+ tokens and 
4 300+/400+ tokens

8 double-sided 
Terrain tiles

1 double sided 
 Central tile

9 Ruin tokens

13 Enemy tokens

4 Player boards

100 Building pawns 
25 per player

(5 Production site – 5 Shops 
5 Routes – 5 Armies – 5 Temples) 

4 Capital pawns 
1 per player

128 History marker tokens 
32 per player

20 Resource pawns 
5 per player
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20 Expertise tiles 
5 per player

50 Development tokens
10 of each type

(Health, Food, Power, 
Culture, Craft) 

25 Victory tokens

10 divider cards
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H I S T O R Y  B O A R D
1  Place the History board on one side of the table, with the beige laurel side face up (side A).

Tip: after a few games, try the reverse side of this board, with the black laurel side face up (side 
B). The end-game objectives on this side are different—and more challenging!

2  Each player places their Score pawn on the “0” space of the score track.

3  For each Millennium, place the corresponding Age tile on the timeline, choosing either side.

4  Place the Epoch pawn on the first space of the Age I tile. Each Age is divided into 4 spaces called “epochs” 
(250 years).

5  Take 3 Domination tiles at random. Place one to the right of each Age tile, choosing either side. 

6  Draw 3 Event tiles at random. Place them face down, without looking at them, in the designated spaces. 

7  Place the following components within reach of all players: Gold tokens, Development tokens, Expertise tiles, 
and Victory tokens. 
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SETUP EXAMPLE FOR  
3-PLAYER GAMES 
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End of the game: gain 5 VP per 
tile with at least one of your 

buildings on it.
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End of the game: gain 5 VP per 

building you have on a Clay 

terrain.
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Permanent: gain 5 VP each time 

your number of built Temples 

equals the number of Religion 

cards in your achievements area.Z
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Gain 1 Gold per Population in your civilization. Gain 1 Food development.
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Permanent: gain 1 Resource of 
your choice each time you gain a Food development. 
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CREATING THE WORLD
Games of NEAR are played on a different 
World each time. It consists of a Central tile 
(identified by the  symbol) surrounded 
by 2 Terrain tiles per player. The World 
therefore includes 5 tiles for 2 players, 7 for 
3 players, and 9 for 4 players. 

To build this World, follow the diagram 
opposite. Choose which side of the Central 
tile to use: the sea side 1  to play with a 
large central sea, or the land side 2  to play 
with a large central landmass.

1 2

Then, place 4, 6, or 8 Terrain tiles around the Central tile, depending on whether there are 2, 3, or 4 players. Make 
sure there are as many tiles with 1 tidal wave as tiles with 2 tidal waves  (excluding the Central tile). 

Follow the placement r ules described below
• 	 Central sea side: each tile must have a sea space connected to the central sea (directly or indirectly).

With 4 players, place the last 2 tiles by connecting a sea space to a sea space on tiles already in play, if possible.

• 	 Central land side: each placed tile must have a land space connected to the central land.

With 4 players, place the last 2 tiles by connecting a land space to a land space on tiles already in play, if possible. 

Note : As long as the placement rules are followed, you may choose the side and orientation of 
the tiles when placing them.

•	 Then, randomly place 1 Ruin token on each mountain and 1 Enemy token on each City-state, with the bonus 
sides face up. 

C A R D S
On the opposite side of the History board, form a row with the 5 domain 
decks—PRODUCTION, TRADE, TRANSPORT, MILITARY, and RELIGION— 

1  by stacking the cards (previously shuffled within each Age) face 
down in the following order, from the bottom to the top of each deck: 
Age III, Age II, and finally Age I 2 . 
Once the decks are formed, insert a divider card into each of them: one 
before the first Age II card, and another before the first Age III card 

3 . These cards prevent players from drawing cards from an Age that 
has not yet begun. When such a card appears on a deck, it is no longer 
possible to take cards from that deck during the current Age.
Place 1 card from each domain face up in the reveal area below each 
deck 4 .
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Gain 1 Gold per Population in 
your civilization. 

Gain 1 Food development.

2

1

Permanent: gain 1 Resource of 
your choice each time you gain 

a Food development. 
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Secretly look at 2 events. 

You may reorder them, informing 

your opponents if you do. 

Place 1 History marker.

P
R

O
P

H
E

T
E

S
S

1
1

3

3

C
A

R
T

Move 1 building 1 space, plus 1 
additional space per Livestock 

in your civilization. 
Gain 1 Health development.

2

3

Attack at a distance of 1 space 
from one of your Armies, plus 1 
additional space per Livestock 

in your civilization.
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Production Trade Transport Military Religion

REVEAL AREA

4

1

P L AY E R  B O A R D 
Each player takes a Player board on which they place the following components: 

1  Buildings in the color of their choice (5 Production sites , 5 Shops , 5 Routes , 5 Armies , 5 
Temples ) placed in their respective spaces. 

2  5 Resource pawns placed on the 0 space of each corresponding track: Stone, Clay, Wood, Livestock, Wheat.
3  Each player then receives 1 Capital  and 32 History markers  in their color, which they place above 

their Player board. 

2

1

3

2/3/4 j.

2/3/4 j.
2/3/4 j.

2/3/4 j.

3/4 j.

3/4 j.

4 j.
4 j.

Tile placement 
based on the nu-
mber of players 

(2, 3, or 4) 

3
2
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A N AT O M Y  O F  T H E  G A M E  C O M P O N E N T S

MANAGING STONE , CLAY , WOOD , LIVESTOCK , AND WHEAT  
RESOURCES.

You gain resources by constructing a Building on a territory or by playing cards. When you gain a resource, move 
the corresponding Resource pawn forward the required number of spaces (see Terrain tiles, page 6).
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Once you reach the last space of a track, you have reached the maximum level of that resource for your civili-
zation. From then on, whenever you gain that resource again, your pawn does not move; instead, you trigger the 
special effect of that track.
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Last space of 
the track

Stone track 
special effect 

Stone track

Important: This special effect can be triggered only once per turn. Thus, even if you gain 4 resources 
while you are already at the maximum of a track, you trigger the effect only once (not 4 times).

SPECIAL FEATURE OF THE LIVESTOCK TRACK .

2 3 4 5 6 71 8

Livestock: Spaces 3/5/7/8 allow you to unlock an Expertise (see pages 8 and 13). As soon as 
you reach one of these spaces, place on your Player board the Expertise tile of your choice 
among those you have not yet unlocked. You now benefit from the bonus effect of that 
Expertise when constructing a Building from its column. 

Important: If your Livestock pawn drops below an Expertise space, lose one Expertise of your 
choice and return its tile to the common supply. You no longer benefit from its bonus effect. You 

may unlock it again if you gain Livestock.

SPECIAL FEATURE OF THE WHEAT TRACK .
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Wheat: Spaces 1/3/5/7 represent the size of your population. Some cards have enhanced 
effects depending on your population size. Spaces 4 and 6 allow you to gain 1 Development 
token of your choice when you reach them.

Important: If your Wheat pawn drops below a Development space, lose 1 Development token of 
your choice.
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Stone, Clay, Wood
Resources (required to play cards)

Livestock 
Grants access to Expertise and provides 

VP at the end of the game 

Wheat
Increases population and grants 

developments 

Cemetery 
Space for destroyed 

Buildings

5 columns, one for 
each domain of the 

game 

Domain Expertise

Building spaces and their 
associated effects

Production
Production sites

Trade
Shops

Transport
Routes

Military
Armies

Religion
Temples
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A  Change: 2 Gold may be used as 1 
missing resource to play a card 

B  Ore: Gain 3 Gold.
C  Achievements: 1 card played 

for its effect = 1 History marker on the 
timeline.

D  Production: Each Building 
constructed grants 1 resource 

from its territory. 

5 resource track s 
pla yer aid

Domains and their  
associated Buildings

P L AY E R  B O A R D

Stone

Clay

Wood

Unlocks an 
Expertise

Population 
level
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T E R R A I N  T I L E S
Each of these tiles has a different front and back and consists of: 
• 1 or 2 sea spaces marked by a white border, each including a tidal wave area. 
• 8 types of territory on which Buildings can be constructed to gain resources and other effects:

		   Clay terrain: gain 1 Clay				     Forest: gain 1 Wood

 Quarry: gain 1 Stone				     Plain: gain 1 Livestock

		   Field: gain 1 Wheat						       Mine: gain 1 Ore (3 Gold)

 Mountain: gain the Ruin token present. If there is none, gain nothing.

City-state (free): place 1 History marker.

 Important: If an Enemy token is present on a City-state, no Building may be 
constructed on that territory (except an Army).

Clay terrain = Clay

Quarry = Stone

Forest = Wood

Field = Wheat

Mountain = Ruin token 
and potential hazards

City-state = 
History marker

Tidal wave area = 
potential hazards

Mine = Ore, gain 
3 Gold

Plain = Livestock

Sea space

Important: Buildings can never be constructed on sea spaces.

C A R D

VERSO

Card color: 
indicates its domain 
(here, Production).

Card Age:
 used to organize 

cards during setup 
(here, Age II). 

Building symbol: linked to the card’s 
color, it determines the type of Building 
that can be constructed with this card 

(here, Production site). 

Development symbol: linked to the 
card’s color, it determines the type of 

Development token that can be obtained 
with this card (here, Food).

RECTO

The front of the card shows the effect used to develop your civilization, along with the cost to play it.

3

3

3

F
A

R
M

Spend 1 Livestock to gain 3 
Resources of your choice other 

than Livestock. 

Requirement: 
type and quantity of resources 
you must have to play the card 

(here, 3 Stone).

Cost: amount of Gold to spend to 
play the card (here, 3 Gold).

Name of the card. 

Reminder of the Building 
that can be constructed by 

discarding the card 
(here, 1 Production site).

Color: reminder of the card’s 
domain (here, Production).

Effect (icons): 
the benefit this card provides 

to your civilization. 

Effect (text): explanation of the 
icons (here, “Spend 1 Livestock 

to gain 3 resources of your 
choice other than Livestock.”). 
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S TA R T  O F  T H E  G A M E
At the dawn of History, nothing has yet been written. From the first cities to emerging empires, humanity is shaped 
through its discoveries, beliefs, and conquests. Inspired by some of the great civilizations that have marked our world, 
you will forge your own—unique and fictional.

 BIRTH OF CIVILIZATIONS

Randomly determine the first player and give them the First player token .

Each player is randomly dealt 1 Civilization card 1 , 1 Wonder card 2 , and 5 Gold 3 . They then place their 
Capital 4  and their starting Building 5 , beginning with the last player and ending with the first player. These 
steps are detailed below.
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1 2 3 4 5

1  Each pla yer receives 1 Civiliza tion c ard a t random
This card determines three things for the player:

A  The type of territory to control at the end of 
the game to gain VP (Victory Points). 

B  The starting Building they will construct at the 
same time as their Capital.

C  The color of 2 of the 4 cards that will make up 
their starting hand, to be taken immediately from 
the corresponding decks (not from the reveal area). 

After taking their 2 cards and their starting 
Building, the player places their Civilization card 
and the Building in the civilization area above 
their Player board.
 

2  Each pla yer receives 1 Wonder c ard a t random  
This card determines three things for the player:

D  The type of action to perform during the game 
to earn VP. 

E  The starting Expertise held by their civiliza-
tion. They add the corresponding Expertise tile to 
their board to unlock it.

F  The color of 2 of the 4 cards that will make up 
their starting hand, to be taken immediately from 
the corresponding decks (not from the reveal 
area).

After taking their 2 cards and unlocking their 
Expertise, the player places their Wonder card in 
the achievements area, to the right of their Player 
board. This card now counts as the first card of 
that color played in their civilization.

The remaining Civilization and Wonder cards will not be used in this game.

3  st ar ting gold
Each player receives 5 Gold .
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ACHIEVEMENTS 
AREA

3
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S

End of the game: gain 3 VP per 
building you have adjacent to 

a Mountain.

5

S
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E
P

W
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L
L

Permanent: gain 5 VP each 
time you build a Production 
site adjacent to a Tidal wave.

B

E

C F

3

INITIAL PLACEMENT

Each player places their Capital 4  and starting Building 5 , beginning with the last player and ending with the 
first player.

4  The capital  

Construct your Capital on a territory (not a City-state) and gain the resource of that territory. 
The Capital must follow these two placement rules: 
• It must be located in an area of at least 7 connected land spaces. 
• It must be at least 4 spaces away from any opposing Capital (there must be at least 3 spaces between two Capitals).
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Example: The orange player places their Capital on a 
Fields space and moves their Wheat pawn forward 1 

space on their Wheat track. 

+1+1

Tip: To optimize the placement of your Capital, consider your Civilization and Wonder cards, as well 
as your starting hand. An open and diverse location, away from opponents, offers safety and effi-

cient production, but limits trade opportunities and profitable confrontations.

5  Star ting building
Construct your starting Building on a territory on the board adjacent to your Capital and gain the resource of that 
territory. Then apply the effect of the constructed Building, as well as any bonus effect if it has been unlocked by 
your starting Expertise (see Constructing a Building, page 8). 

Example: The orange player places their starting Building, 
a Shop, on the Forest space adjacent to their Capital.

They move their Wood pawn forward 1 
space on their Wood track and gain 3 

Gold from their Shop’s effect.
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End of the game: gain 3 VP per 
building you have adjacent to 

a Mountain.
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Verso

5

S
T
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L

Permanent: gain 5 VP each 
time you build a Production 
site adjacent to a Tidal wave.

D

E

F

Recto
Verso
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G A M E  S E Q U E N C E
NEAR is played over 3 Ages of 4 turns each, for a total of 12 turns. Throughout the game, civilizations leave their 
mark by placing History markers on the timeline. During each Age, a negative event occurs. Each Age ends with 
two scoring phases: the Golden Age, followed by Domination. At the end of the game, additional scoring conditions 
are applied.

T U R N  S T R U C T U R E
In NEAR, cards are the central element of the game; they determine the 3 different actions available to you. Starting with 
the first player, each player plays 2 cards on their turn, then draws 2 cards at the end of their turn.

1. PLAY 2 CARDS 

Play or discard a card from your hand and apply all actions associated with that card. Then repeat the process by 
playing or discarding a second card from your hand. 

a) Discard a c ard on it s reverse side
Discard the card face down in your civilization area and apply only one of the following options: 
• Gain 1 Development token. 
OR 
• Construct 1 Building.

Gain 1 Development token
Gain 1 Development token of the type shown on the reverse side of the card you just 
discarded, and place it in your civilization area. 
Developments will grant you VP at the end of the game, during the Heritage of 
Civilizations (see page 12). They may also be useful for certain cards.

Tip: This action is rarely used, but it can help you obtain a Development token you need. These tokens are 
not limited in number; you may use a substitute if necessary.

Constr uct 1 building
Take 1 Building piece from your Player board (the first available from the top of the column) of the type indicated 
on the reverse side of the card you just discarded. 
Then apply the following actions in order:  

1  Place the Building on a territory adjacent 
to one of your existing Buildings (including 
your Capital). 

Reminder: It is not allowed to construct 
on a sea space or on a City-state occu-
pied by an Enemy token (except with an 

Army in the latter case).

2  Immediately gain the resource (or token/
effect) provided by that territory (see page 6). 

3  Apply the effect on your Player board 
corresponding to the row of the constructed 
Building. The strength of the effect increases 
progressively. For example, your 1st 
Production site allows you to gain 1 additional 
resource, and your 5th allows you to gain 4 
additional resources.
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When placing this Building, its effect is triggered. The player 
gains one additional resource. They move their Wheat pawn 

forward 1 space again.
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4  If you have the Expertise for that type of Building, apply its bonus effect (see Expertises, page 13).

2 3 4 5 6 71 8

1 3 4 5 6 72

3

4

5

6

7

23

24

25

26

27

11
??

2
??

55
??

44
??

33
??

1

1

2

2

3

1 3 4 5 6 72 8

251 432

11 2 3 4 5 6 7 8

3

2

2 2

2

1

2

2

3

4

1

??
??

2 3 4 5 6 71 8

1 3 4 5 6 72

3

4

5

6

7

23

24

25

26

27

11
??

2
??

55
??

44
??

33
??

1

1

2

2

3

1 3 4 5 6 72 8

251 432

11 2 3 4 5 6 7 8

3

2

2 2

2

1

2

2

3

4

1

??
??

+1+1

4

The player has this Expertise, allowing them to gain 
the resource of a space adjacent to where they just 

constructed their Building. They choose a Forest space 
and move their Wood pawn forward 1 space on their 

Wood track.

b) Pla y a card for it s effec t
Requirement

To play a card in your achievements area, check that your civilization has the required level of resources shown 
on the card 1 . These may include Stone, Clay, or Wood. 
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choix pour gagner 20 ors.
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1
To play this card, your civilization must 

have at least 4 Wood.

1

Important: These resources are not spent. They are a requirement your civilization must have in 
order to play the card. This requirement increases over the Ages, along with the power of the cards.

Exchange
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 If you do not have the required resource level, you may pay 2 Gold per missing resource. This is the 
only case where this exchange may be used.

Important: A resource level paid using this exchange is temporary. Do not move the 
corresponding Resource pawn.

Example: The “Exporter” card costs 4 Gold and requires 4 Wood. Matthieu only has 3 Wood. He 
therefore pays 2 Gold for the missing Wood level and 4 Gold for the cost of the card, for a total 
of 6 Gold. He can now play the card. Since this Wood gain is temporary, his civilization remains 

at a level of 3 Wood.

cost
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Spend 3 Resources of your 
choice to gain 20 Gold.
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Dépensez 3 ressources au 
choix pour gagner 20 ors.
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2

This card costs 4 Gold

2

If you meet the requirement, pay the card’s Gold cost 2  and place it 
in your achievements area. Arrange the cards in this area in columns 
of the same color, stacking them so that only their effects remain 
visible (see diagram on the next page).

The orange player places a Production site on 
a Field and moves their Wheat pawn forward 1 

space on their Wheat track.
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ACHIEVEMENTS AREA
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Gain 4 Resources of your 
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than Ore.
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you gain 3 Gold or more.
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Move 1 of your buildings 2 
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you have at least 2 Population.
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Attack 1 space adjacent to one 
of your Armies.

L
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R
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Then, perform the following 3 steps in the order of your choice: 
• Apply the card’s effect. 
• Place 1 History marker on the timeline and gain the associated bonus. 
• Check Domain objectives.

Tip: In some cases, the effectiveness of a card may depend on the order in which you perform 
these 3 steps.

Apply the c ard’s effec t
Follow the card’s text and apply its effects in order. 

Some cards have a permanent effect, indicated by a  symbol on the left side of the icon block. 
This effect is not triggered when the card is played, but will be activated each time its conditions 

are met.
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Permanent : gagnez 1 PV 
chaque fois que l’un de vos 

bâtiments est détruit.
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time one of your buildings is 
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time one of your buildings is 

destroyed.

2
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T
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M
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Permanent: gain 1 VP each 
time one of your buildings is 

destroyed.

1

  	    
Example: Matthieu has enough Clay to 
play the “Tomb” card. He pays 2 Gold and 
places the card in his Religion column, 
leaving only its effect visible. As the card 
has a permanent effect 1 , Matthieu 
gains nothing when playing it, but will gain 
1 VP throughout the game each time one of 

his Buildings is destroyed.

Important: Apart from these cards with permanent effects, all other cards have an immediate 
effect that is triggered only once, when the card is played.

Place 1 His tor y marker on the timeline and g ain the a ssociated bonus  

1 11 1 11

1 11

Place 1 of your History markers  on the current epoch (indicated by the Epoch 
pawn  on the History board) and immediately gain the bonus shown at the 
bottom of that epoch.

Check Domain objectives
The History board includes 5 objectives that grant VP at the end of the game, one 
for each of the game’s 5 domains: PRODUCTION – TRADE – TRANSPORT – MILITARY 
– RELIGION. 
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For your civilization to score VP in a domain at the end of the game, you must place 1 History marker on that 
domain. To do so, you must have played at least 3 cards of the corresponding color in your achievements area, 
as indicated in the top right corner of each domain .

Important: Your Wonder card counts as one of the 3 cards required to unlock Domain scoring.

Thus, when you play your 3rd card in a domain, place 1 History marker on the corresponding Domain objective. 
You now know that you will score the VP from that domain at the end of the game. Each player may have only one 
History marker per domain. 
Additionally, each Domain objective grants 1 Development token to the first player to place a marker on it. It is 
therefore advantageous to be the first player to have 3 cards of the same color in your achievements area!
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This player has just played their 
3rd Transport (blue) card and 
therefore places one of their 
markers on the corresponding 

Domain objective. 
They gain 1 Health Development 
token, as they are the first to 
place a marker on this domain.
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The details of the VP scored for each domain are explained on page 12. 
After playing their 2 cards, the player proceeds to the second step of their turn: drawing 2 cards.

2. DRAW 2 CARDS

Draw 2 new cards, choosing from either the face-up cards in the reveal area 1  or the face-down cards from the 
domain decks 2 . 

2

1

1

M
IL

L
E

R

Gain 1 Gold per Population in 
your civilization. 

Gain 1 Food development.

2

1

Permanent: gain 1 Resource of 
your choice each time you gain 

a Food development. 

A
G

R
IC

U
L

T
U

R
E

2

3

3

Secretly look at 2 events. 
You may reorder them, informing 

your opponents if you do. 
Place 1 History marker.

P
R

O
P

H
E

T
E

S
S1

1

3

3

C
A

R
T

Move 1 building 1 space, plus 1 
additional space per Livestock 

in your civilization. 
Gain 1 Health development.

2

3

Attack at a distance of 1 space 
from one of your Armies, plus 1 
additional space per Livestock 

in your civilization.

H
O

R
S

E
M

A
N

2

1

If a divider card is visible at the top of a deck 3 , it is no longer possible to draw from that deck during the current 
Age. Cards in the reveal area remain available at all times, regardless of their Age 4 .

3

Example: This deck has a divider 
card hiding the Age III cards. As 
the game is still in Age II, this deck 

remains unavailable until Age III.

2

1

Permanent: gain 1 Resource of 
your choice each time you gain 

a Food development. 

A
G

R
IC

U
L

T
U

R
E

4
This Age I card, however, 

is available.

Important: There is no limit to the number of cards a player may have in hand. 

Then, if you played cards for their reverse side (to construct a Building or to gain a Development), move them from 
your civilization area to the reveal area shared by all players. Place these cards face up below the corresponding 
domain deck. They are now available for all players to draw. Your turn is over.
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EXAMPLE OF A FULL TURN 
Matthieu discards 1 Religion card to his civilization area 1 , placing it face down. He constructs the first avai-
lable Temple from his Player board by placing it on a Forest space 2 , and therefore gains 1 Wood 3 .
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1 2
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2 2
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1

2
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3

4

1

??
??

+1+1

3

3

Then, Matthieu applies the effect of the constructed Building 4 . As it is a Temple (see Buildings and Expertises, 
pages 13 and 14), he may either destroy one of his Buildings or place 1 Building from his Cemetery on a territory 
adjacent to his civilization. He therefore places 1 Building from his Cemetery on a City-state 5 . This territory 
allows him to place 1 History marker on the current epoch 6 , which grants him 2 VP 7 . 
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He then plays the Trade card “Potter” in his achievements area 8 , making sure he has at least 5 Clay and 
paying 4 Gold 9 .
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ACHIEVEMENTS 
AREA

3 20

4

4

Spend 3 Resources of your 
choice to gain 20 Gold.

E
X

P
O

R
T

E
R

3 20

4

4

Spend 3 Resources of your 
choice to gain 20 Gold.

E
X

P
O

R
T

E
R

2

1

Attack 1 space adjacent to one 
of your Armies.

L
E

G
IO

N
A

R
Y

3

2

2

Permanent : gagnez 1 PV 
chaque fois que vous gagnez 

3 ors ou plus.

C
O

M
P

T
A

B
L

E

2

2

Build 1 Route.

R
O

U
T

E
S

2
22

2

2

Move 1 of your buildings 2 
spaces. Repeat this effect if 

you have at least 2 Population.

C
A

R
A

V
A

N

2

2

Move 1 of your coastal 
buildings 1 sea space.

C
R

O
S

S
IN

G

2

1

Attaquez 1 case adjacente à 
l’une de vos Armées.

L
É

G
IO

N
N

A
IR

E

4

4

5

P
O

T
T

E
R

Gain 4 Gold per Temple in your 
civilization.

4

4

5

P
O

T
IE

R

Gagnez 4 ors par Temple dans 

votre civilisation.

8

9

He applies its effect and gains 8 Gold 10  from the 2 Temples in his civilization 11 . 

11

22

11

4

4

5

P
O

T
T

E
R

Gain 4 Gold per Temple in your 
civilization.4

4

5

P
O

T
T

E
R

Gain 4 Gold per Temple in your 
civilization.

4

4

5

P
O

T
T

E
R

Gain 4 Gold per Temple in your 
civilization.

10

++

As he has played a card in his achievements 
area, he places 1 History marker on the current 
epoch 12  and gains the associated bonus 13  
(here, 2 VP).

Then, he checks wether the card he just 
played in his achievements area is his 3rd 
Trade card 14 . It is, so he places 1 History 
marker on the Trade Domain objective on the  
History board 15 . As he is the first player to place a marker here, he gains 1 Craft Development token 16 .
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2

2

2

IM
P

O
R

T
E

R

For every 2 Gold spent, gain 1 
Resource of your choice other 

than Ore.

3

2

2

Permanent: gain 1 VP each time 
you gain 3 Gold or more.

A
C

C
O

U
N

T
A

N
T

4

4

5

P
O

T
T

E
R

Gain 4 Gold per Temple in your 
civilization.

14

11

22

33

16

As his turn comes to an end, he now draws 2 new cards. He chooses the Age III Production card “Apiculture” 
17  that was visible in the reveal area. Then, he draws 1 card from the Military domain deck 18 . He could also 

have taken 2 face-up cards or drawn 2 cards from the domain decks. 

2

4

7

Gain 2 VP per Trade card 
played in your achievements 

area (including this one).

S
C

R
IB

E

2

5

8

A
P

IC
U

L
T

U
R

E

Gain 2 VP per Wheat in your civilization. Gain 1 Food development.

3

5

5

P
Y

R
A

M
ID

S

Gain 3 VP per Temple in your 
civilization.

2

4

7

Gain 2 VP per Transport card 
played in your achievements 

area (including this one).

N
O

M
A

D 4

5

8

Gain 4 VP for each of your 
Armies on a tile containing an 

opponent’s Capital.

C
O

N
Q

U
E

S
T

17

18

Finally, he makes the Religion card (which he discarded in his civiliza-
tion area at the beginning of the turn) available by placing it face up in 
the reveal area 19 , below the Religion deck. His turn is now complete.
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P
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Gain 3 VP per Temple in your 
civilization.

3
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O
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 P
R

E
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S

Place 1 History marker. 
Gain 1 Culture development.

19

10
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S T R U C T U R E  O F  A N  A G E

A game of NEAR is played over 12 turns. At the start of the 
game, the Epoch pawn 1  is placed on the first space of 
Age I. This pawn represents the current turn. Each time all 
players have taken their turn, an epoch ends, the Epoch 
pawn moves forward one space, and a new turn begins.

EVENTS 

During each Age, an event disrupts the development of civilizations. These events are placed 
at the beginning of the game below the History board and may sometimes be consulted 
through game effects (Religion cards, bonuses from certain Ages).
When the Epoch pawn moves forward and passes the event symbol 2 , players must, 
before starting a new turn, reveal the Event tile and apply its effect, the intensity of which 
depends on the current Age (see Events, page 14).

 
Example: The “Crisis” event is revealed during Age II; each player must lose 5 Gold.

A player with only 3 Gold loses only 3 Gold, without any additional penalties. The other two players have 12 
and 9 Gold respectively and therefore each lose 5 Gold. If this event had occurred during Age III, each player 

would have lost 7 Gold.

22

3 5 7

C R I S E

3 5 7

C R I S I S

Important: It is useful to look ahead at an event before it is revealed in order to anticipate it and 
minimize losses. Some Religion cards allow you to completely ignore an event (3 cards in Age I 

and 3 cards in Age II).

Once the event has been resolved, players may begin a new turn.

END-OF-AGE SCORING

At the end of each Age, an intermediate scoring phase takes place. Move the Epoch pawn onto the Domination tile 
and carry out the following 2 steps, in order:

P R O D U C T I O N

MAX

15
9
3

7
3
1MAXMAX

7
3
1

G O L D E N  A G E

1

2

1  Golden age: the player with the most History markers on the Age that is ending 
gains 7 VP, the second gains 3 VP, and the third gains 1 VP. In case of a tie, players 
share the total VP of the tied positions, rounded down (for example, 5 VP each—(7 
+ 3) ÷ 2—if 2 players are tied for first place, and 1 VP for the possible third player). 
Players must have placed at least 1 History marker to take part in this scoring.

2  Domination: the player who best fulfills the domination condition gains 15 VP, 
the second gains 9 VP, and the third gains 3 VP. In case of a tie, players share the VP 
of the tied positions, rounded down. 
Players must have at least 1 element required by the domination condition to take 
part in this scoring. The different domination objectives are detailed on page 14.

Example: At the end of Age I, Matthieu has 5 History markers on the Age I spaces. Jeanne has 4, Thibaut 2, 
and Violaine 2. 

For this Golden age, Matthieu gains 7 VP, Jeanne 3 VP, and Thibaut and Violaine gain nothing ((1 VP ÷ 2), rounded 
down = 0).

 

P R O D U C T I O N

MAX

15
9
3

7
3
1MAXMAX

7
3
1

G O L D E N  A G E

1 11

Then, each player counts the number of resources they have in their civilization to determine the Domination 
VP (here, Production). Jeanne gains 15 VP as she has the most, followed by Violaine (9 VP) and Thibaut (3 VP). 

Matthieu is in 4th place and gains no VP.

Important: Each Age always awards “Golden age” VP to the players who have placed the most 
History markers. However, the criteria for awarding “Domination” VP differ for each Age. A game 
includes 3 Domination scorings, randomly selected during setup from the 12 available. Be sure to 

anticipate these scorings from the start of the game.

START OF A NEW AGE

Once the End-of-Age scoring is complete, if you were in Age III, proceed to final scoring (see End of the Game, 
page 12).
Otherwise, prepare for the new Age by carrying out the following steps:
• Remove the cards in the reveal area from the game, then remove from the domain decks the cards of the Age that 
has just ended, along with any visible divider cards. 
• Reveal the first card of the new Age for each domain by placing it face up in the reveal area. 
• Move the Epoch pawn to the first space of the new Age. 
• The player whose Scoring pawn is in last place on the score track becomes the first player and receives the First 
Player token . In case of a tie, the pawn on top of the stack takes precedence.

1 11

Age

Epochs

1

2

 Event icon

Matthieu: 5 
Jeanne: 4 
Thibaut: 2 
Violaine: 2 
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E N D  O F  T H E  G A M E
Herit age of civiliza tions

After completing the End-of-Age scoring for Age III, 
move the Epoch pawn to the “Heritage of civilizations” 
space and calculate end-of-game VP as follows:

1  15 VP per set of 5 different Developments in your 
civilization. 

2  2 VP for each Livestock your civilization possesses.

3  VP from your Civilization card, the total of which 
depends on the placement of certain Buildings at the 
end of the game.

4  2 VP per set of 5 Gold. 

Example: Matthieu has 12 Development tokens. He scores 15 VP for his first set of 5 different Developments. 
He cannot form a second set because he has 3 Power, 2 Craft, 1 Culture, and 1 Health Development, but no Food 

Development. He therefore does not gain the 15 VP for a second set. 
His Livestock track is at level 4, so he gains 8 VP. 

He then looks at his Civilization card (the Romans), which requires him to have Buildings on as many diffe-
rent Terrain tiles as possible. Matthieu has at least 1 Building on 4 different tiles, so he gains 20 VP (5 VP × 4). 

He then gains 2 VP for the 8 Gold he has left. 
His total for Heritage of Civilizations is 45 VP. He moves his pawn forward that many spaces on the score track.

domain objectives
Standard ( side A, beige la urel s visible )

Move the Epoch pawn onto each of the 5 Domain objectives. Players whose History marker is present on a Domain 
objective calculate the associated VP. This step is repeated for each domain.
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5  PRODUCTION: gain 1 VP per resource level in your civilization.

6  TRADE: gain 2 VP per card in your achievements area.

7  TRANSPORT: gain 4 VP per Building or group of coastal Buildings (adjacent to a sea space) in your civilization 
(the example shown on the Domain objective would be worth 8 VP).

8  MILITARY: gain 3 VP per Victory and Enemy token in your civilization (the example shown on the Domain 
objective would be worth 6 VP).

9  RELIGION: gain 2 VP per Building in your civilization (those placed on Terrain tiles).

Example: Matthieu has a History marker on the Production, Transport, and Military domains. 
Production earns him 21 VP for the total of 21 resources on his civilization’s resource tracks. 

For Transport, he has 6 Buildings or groups of coastal Buildings, gaining 24 VP (4 VP × 6).
In Military, he has 6 Victory or Enemy tokens and therefore gains 18 VP (3 VP × 6).

His total for Domain objectives is 63 VP. He moves his Scoring pawn forward that many spaces on the score 
track. Matthieu scores no VP in the Trade and Religion domains, as he has not placed any History markers there.

Exper t ( side B, black la urel s visible )
If you are playing with the expert Domain objectives, here is how they work:

4 3625169 4 3625169 4 3625169

22 4 6 9 12

4 3625169
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4 3625169

M A X85 8 7

B

5

HERITAGE OF CIVILIZATIONBIRTH OF CIVILIZATION

P R O D U C T I O N T R A D E T R A N S P O R T M I L I TA R Y R E L I G I O N

10 11 12 13 14

10  PRODUCTION: gain 4/9/16/25/36 VP if your civilization reaches the maximum in 1/2/3/4/5 resource types.

11  TRADE: gain 4/9/16/25/36 VP if you have at least 2 cards from 1/2/3/4/5 different domains in your achieve-
ments area.

12  TRANSPORT: gain 4/9/16/25/36 VP if you have isolated 1/2/3/4/5 different types of Buildings from the rest of 
your civilization. These Buildings do not need to be isolated from opposing civilizations.

13  MILITARY: gain 4/9/16/25/36 VP if you have a total of 2/4/6/9/12 Victory and Enemy tokens.

14  RELIGION: gain 4/9/16/25/36 VP if you have 1/2/3/4/5 empty columns or rows of Buildings on your Player board 
(choose whether to count columns or rows; the two cannot be combined).

The player with the highest score wins the game; their civilization has left a greater 
mark on Antiquity than any other. In case of a tie, the player who has placed the most 

History markers wins. If the tie still remains, the tied players share the victory.

70

20

90

40

60

10

80

30

95

45

65

15

75

25

85

35

P R O D U C T I O N T R A D E T R A N S P O R T M I L I TA R Y R E L I G I O N

HERITAGE OF CIVILIZATION

2 4 3 2

52?

215 5

BIRTH OF CIVILIZATION

5

231 2 3 4 6 7 8 9 11 12 13 16 17 18 19 21 2214

4826 27 28 29 31 32 33 34 36 37 38 41 42 43 44 46 4739

7351 52 53 55 56 57 58 61 62 63 66 67 68 71 72

24

999876 77 78 81 82 83 86 87 88 91 92 93 96 97

5

7469

94

64

89

59

84

54

79

49

50

A

231221 11

G U E R R E

15
9
3MAX

Â G E  D ’ O R

7
3
1MAX

G U E R R E

15
9
3MAX

Â G E  D ’ O R

7
3
1MAX

G U E R R E

15
9
3MAX

Â G E  D ’ O R

7
3
1MAX

70

20

90

40

60

10

80

30

95

45

65

15

75

25

85

35

P R O D U C T I O N T R A D E T R A N S P O R T M I L I TA R Y R E L I G I O N

HERITAGE OF CIVILIZATION

2 4 3 2

52?

215 5

BIRTH OF CIVILIZATION

5

231 2 3 4 6 7 8 9 11 12 13 16 17 18 19 21 2214

4826 27 28 29 31 32 33 34 36 37 38 41 42 43 44 46 4739

7351 52 53 55 56 57 58 61 62 63 66 67 68 71 72

24

999876 77 78 81 82 83 86 87 88 91 92 93 96 97

5

7469

94

64

89

59

84

54

79

49

50

A

1 2

3 4



13

A D D I T I O N A L  R U L E S  A N D  C L A R I F I C AT I O N S

 B U I L D I N G S  A N D  E X P E R T I S E

Important: The Capital, constructed at the start of the game, is considered a Building, but cannot 
be attacked, destroyed, or moved (except by the “New Era” card).

Here is the effect of each type of Building, followed by its bonus effect if you have the corresponding Expertise:
 

Production site
	 When you construct a Production site, gain +X resource(s) from the territory it occupies.

Example: Matthieu constructs his 4th Production site. He places it on a Fields space and gains 1 Wheat + 3 
additional Wheat.

Production Expertise: also gain 1 resource from a territory adjacent to the 
constructed Production site (even if that territory is occupied).

Example: In addition to the 4 Wheat, Matthieu gains 1 Clay from an adjacent 
territory.

Shop
	 When you construct a Shop, gain X Gold.

Example: Matthieu constructs his 1st Shop. He places it on a Quarry space and gains 1 Stone + 3 Gold.

2 2

2
Trade Expertise: also gain 2 Gold for each opposing Building or Enemy token 
adjacent to the constructed Shop. 

Example: In addition to gaining 1 Stone + 3 Gold, Matthieu gains 6 Gold as his 
Shop is adjacent to 2 opposing Buildings and 1 Enemy token.

Route
	 When you construct a Route, move that Route or another one of your Buildings X space(s). 
The Capital cannot be moved as a result of constructing a Route.

Important: If you move another Building, it must pass through the space of the newly constructed 
Route (even if it was isolated from your civilization). Buildings may move through occupied spaces 

but cannot end their movement there (even if the moving Building is an Army).

Movement across sea spaces is not allowed. You do not gain the resource of the destination territory when 
moving (only Ruin tokens can be gained when moving).

Example: Matthieu constructs his 3rd Route. He places it on a Forest space and gains 1 Wood.
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 He then moves his Production site 5 spaces (passing through the Route’s space) from its position 2 spaces 
away from the constructed Route. 
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Alternatively, he could have moved his Route 5 spaces to a destination of his choice in order to expand his 
civilization more quickly.

Transport Expertise: your Buildings may now cross sea spaces. Each large sea 
area (outlined in white) costs 1 movement.

Example: Matthieu moves his Production site across 
the sea to reach an isolated area (passing through the 
Route’s space). Crossing these 2 large sea areas costs 

him 2 movement.

Army
	 When you construct an Army, you may attack one opposing Building or one Enemy token up to X 

spaces away 11?? . 

Important: The Army is the only Building that can be constructed on a space occupied by an 
opponent or an Enemy token (only if that territory is adjacent to one of your existing Buildings, 

including your Capital). In that case, the attack takes place on that same space.

Reminder: Capitals can never be attacked or destroyed!

Resolving an a tt ack ag ainst an opposing building
•	 The targeted player places the destroyed Building in the Cemetery on their Player board.
•	 The attacker gains 1 Victory token . These tokens are not limited in number; you may use a substitute if 
necessary.
•	 The attacker activates, on their Player board, the effect of the first row 1  of the type of Building that was 
destroyed. However, if the destroyed Building was an Army 2 , the attacker does not activate any effect on 
their Player board; instead, they place 1 History marker on the current epoch (symbolizing a major battle that has 
marked History) and gain the associated bonus.
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The number in this icon 11
??

  
indicates your Army’s attack 

range.

1 2

Example: Matthieu constructs his 3rd Army. He places it on a Quarry space and gains 1 Stone. He then attacks 
an opposing Building (a Shop) located on a Forest space 3 spaces away from his Army. The targeted player 
places the destroyed Building in their Cemetery. Matthieu gains 1 Victory token and activates the first-row 
effect of that Shop, allowing him to gain 3 Gold. If the Building had been a Production site, Matthieu would have 

gained 1 Wood (since the attacked territory is a Forest) instead of 3 Gold.

Resolving an a tt ack ag ainst an Enemy token
• 	 The attacker places the Enemy token in their civilization area and immediately gains the bonus shown on the token.
• 	 The City-state is now free, and its territory becomes available to all players for construction. 

22
11 33

44
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Military Expertise: after the attack and before gaining the effect of the destroyed 
Building, you may move your Army onto the attacked territory to take control of it 
(without gaining the resource of that territory, as it is only a movement).

Important: If the destroyed Building was a Route (whose effect grants you 3 movement) and you 
choose to move this Army, the 3 movement are applied starting from the newly conquered space. 

Example: After attacking the opposing Shop on a Forest territory, Matthieu moves his Army onto that territory. 
He then gains 1 Victory token and 3 Gold. If the destroyed Building had been a Route, Matthieu could have 

moved his Army 3 spaces from the conquered territory, or moved another one of his Buildings instead.

Temple
	 When you construct a Temple, you may choose between two distinct actions: 
• Destroy 1 Building on your Player board (the first available from the top of its column) and place it in your 
Cemetery. This speeds up access to more powerful Buildings. 
• Place 1 Building from your Cemetery on a territory adjacent to your civilization and gain the resource from that 
territory. This is the “Rebuild” effect, also found on certain cards.

Important: You do not apply the effect of the reconstructed Building.

Your first 2 Temples constructed grant 1 action, chosen from the two available. 
Subsequent Temples grant 2 or 3 actions, which may be distributed as you wish between the two available 
options. Each action is fully resolved before moving on to the next one. It is possible to choose the same action 
multiple times.

Example: Matthieu constructs his 3rd Temple. He places it on a Fields space and gains 1 Wheat. He then 
destroys the first available Route on his Player board and places it in his Cemetery. As his second action, 
he rebuilds 1 Production site from his Cemetery (previously destroyed by an opponent) on a Plain territory 

adjacent to his civilization and gains 1 Livestock.

Religion Expertise: place 1 History marker on the current epoch and gain the 
associated bonus.

Example: After constructing his Temple, Matthieu places 1 History marker 
and gains the current epoch’s bonus: 2 Gold.

Tip: When you (re)construct a Building, do not forget to apply the permanent effects 
of your Wonder and any permanent-effect cards in your achievements area.  

Permanent effects are indicated by the  symbol on the cards.

R U I N  T O K E N S  A N D  E N E M Y  T O K E N S

RUIN TOKENS

This token occupies Mountain spaces at the start of the game. There are two ways to gain a Ruin token: 
• Construct a Building on its territory to gain the token. 
• Move a Building onto its territory to gain the token. This ends that movement (however, it is 
possible to continue the movement if you choose not to take the Ruin token).
 

In both cases, place the Ruin token in your civilization area and immediately gain its bonus.

ENEMY TOKENS

These tokens occupy City-state spaces at the start of the game and prevent any Building 
construction on those spaces (except Armies). There are two ways to gain an Enemy token: 
• Attack its space using a Military action. 
• Gain the token from any City-state through a card effect (e.g., the “Fortification” card).
 

In both cases, place the Enemy token in your civilization area and immediately gain its bonus. The City-state 
space it occupied then becomes available for Building construction.

E V E N T  T I L E S 
When an event is revealed, players apply only the effect corresponding to the current Age.

21 3

C I V I L  WA R

During Age I, II, or III, each player discards 1, 2, or 3 card(s) 
from their achievements area. These cards are removed 
from the game. (Adjust Domain objectives if necessary.)

1 2 3

E X T R E M E  C O L D

During Age I, II, or III, each player loses 1, 2, or 3 
resource levels of their choice.

1 2 3

F L O O D

During Age I, II, or III, each player loses 1, 2, or 3 Buildings 
adjacent to a tidal wave space.

1 32

E A R T H Q U A K E

During Age I, II, or III, each player loses 1, 2, or 3 Buildings 
located on a Mountain or within 3 spaces of a Mountain.

1 32

E P I D E M I C

During Age I, II, or III, each player loses 
1, 2, or 3 Buildings located within 3 spaces 

of their Capital.

1 2 3

I N VA S I O N

During Age I, II, or III, each player loses 
1, 2, or 3 History markers located on the 
two epoch spaces preceding this event.

3 5 7

C R I S I S

During Age I, II, or III, each player loses 
3, 5, or 7 Gold.

1 2 3

R E V O LT

During Age I, II, or III, each player loses 1, 2, or 3 Buildings 
located on, or adjacent to, a City-state. Then place 1 Enemy 
token on each unoccupied City-state, up to the number of 
tokens available in the supply. If there are more unoccu-
pied City-states than available Enemy tokens, prioritize 
the City-states closest to the Central tile.

D O M I N AT I O N  T I L E S
War: have more Victory and Enemy tokens than your opponents. 
Population: have more population than your opponents. 
Trade: have more Gold than your opponents. 
Production: have more resources than your opponents. 
Expansion: have more coastal Buildings than your opponents. 
Navigation: have more coastal Routes than your opponents. 
Control: have more Buildings on City-states than your opponents. 
Science: have more Expertise tiles than your opponents. 
Construction: have more constructed Buildings than your opponents. 
Discovery: have more Ruin tokens than your opponents.
Development: have more Development tokens than your opponents. 
Achievement: have more cards in your achievements area than your opponents.

FA Q

Answers to ques tions you may have during the g ame
• When moving a Building, do you gain the resource of the destination territory?
No. You gain a territory’s resource only when you “place” a Building on it, never when you “move” it. 
• During a permanent epoch bonus, when exchanging a Building with one from your Player board, do you gain 
the resource of the territory again? 
No. You gain a territory’s resource only when you “place” a Building on it, never when you perform a Building “exchange”.
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• When moving across the sea, do I need to count each hex space making up a sea? 
No. Each sea is outlined in white and represents a single large space. It only takes one movement to cross the 
sea on a single tile. However, if multiple sea tiles are connected, or if a tile contains two distinct seas, count 1 
sea movement per large sea space. 
• Is a Building still on my Player board considered to be “in my civilization”? 
No. For a Building to be considered part of your civilization, it must be placed on a Terrain tile. Buildings that 
have not yet been constructed, or that are in your Cemetery, are not part of your civilization. 
• If a player takes the last card of a domain in the reveal area, should a new card be revealed for that domain? 
No, the space remains empty. 
• Is a card I just discarded for its reverse side (to construct a Building or to gain a Development token) consi-
dered a “played” card? 
No. “Played” cards are those in your achievements area. These are played for their front side (see pages 8 and 9). 
• When an effect allows me to attack up to 3 spaces away, must those spaces form a straight line? 
No. The attack can target any space within a radius of 3 spaces. However, it cannot pass through a sea space; it 
must go through land spaces. 
• Some cards allow you to place a History marker on the timeline. Do you gain the current epoch’s bonus when 
doing so? 
Yes. 
• Some cards refer to an “isolated” space. What does that mean? 
An isolated space is a space not connected to your civilization or to another player’s civilization.

Clarific ations on cer tain cards
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Permanent: gain 1 VP each time 
you gain 3 Gold or more.
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Accountant: if the same action 
allows you to gain Gold multiple 

times, count the total amount 
of Gold gained from that action 

and its consequences. This card 
grants a maximum of 2 VP per 

turn (1 VP per action that gains 3 
Gold or more). 

3

3

C
O

U
R

IE
R

Move 1 of your buildings to any 
space adjacent to an opponent. 

2

2

Move your Capital to an 
isolated space. 

Draw 1 age III Transport card.
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Move 2 of your buildings to 
spaces adjacent to opponent 

buildings. 
Gain 1 Power development.

Courier / New Era / Emissary: the actions of 
these cards have no movement restrictions; you 

may move across as many spaces as needed and 
may cross seas.
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8

Gain VP equal to the number 
of spaces in the shortest path 
that includes your Capital and 

your farthest Route.
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Messenger: The path must only pass 
through land spaces. The example 
on the card would be worth 5 VP.
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Apply the Military effect to one 
of your Armies in play.  

Gain 1 Health development.
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Surgeon: apply the Military effect 
on your Player board 

corresponding to the last Army 
you constructed.

Canals: be sure to count pairs of 
identical resources. 

For example, with 3 Wood and 3 
Stone, you gain 2 VP. You have 
6 resources but only 2 pairs of 

identical resources. With 2 Wood, 
2 Stone, and 2 Clay, you gain 3 VP. 

With 5 Wood, 2 Stone, and 4 Wheat, 
you gain 5 VP.
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Gain 1 VP per pair of identical 
Resources in your civilization.
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Granary: if you placed a History marker upon reaching 
the maximum level of a resource but later lose levels of 

that resource, nothing happens. However, if you later 
reach the maximum level of that resource again, you 

place a new History marker.
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Permanent: place 1 History 
marker each time you reach the 
maximum level of a Resource.

Great Lighthouse: if you scored 5 VP 
by constructing a Shop on a tile, but 
that Shop is later destroyed, nothing 

happens. However, if you later 
construct a new Shop on that tile, 

you will score 5 VP again.
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Permanent: gain 5 VP each 
time you build your first Shop 

on a tile.
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River Dam: each pair of cards of 
the same color grants 1 resource of 
your choice. A player with 4 yellow 

cards, 2 red cards, and 3 purple 
cards would gain 4 resources of 

their choice.
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Gain 1 Resource of your choice 
per pair of cards played in each 
color in your achievements area 

(excluding Production cards).
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Any resourceLivestock Wheat Stone Clay Wood

Ore, 3 Gold 
(Player board)

85 88 7

Maximum level of 
each resource

“Except this resource” 
(here: Livestock)

Resource requirements to 
play a card 

RESOURCES

BUILDINGS

Building pawns (Production site, Shop, 
Route, Army, Temple)

One of your
 Buildings

Destroy one of your 
Buildings (on a Terrain 

tile) 

Have different types 
of Buildings 

Rebuild a Building and 
activate its effect 

Rebuild a Building (see 
Temple, page 14)

Destroy one of your 
Buildings (Player board) 

Enemy 
Building

SPACES, TILES

Building in playMountain 
(Seisme space)

Tidal wave 
space

Sea space City-state Enemy Building 
in play

A Building on a 
Terrain tile 

(here, a Shop) 

The tile with your 
Capital

One of your Buildings on a specific space 
(here: a Quarry) 

Terrain tile

1
Move 1 space Movement (according 

to the associated 
instruction) 

Move to an isolated space 
(not adjacent to any civilization) 

Sea movement (1 space per large sea area, defined by the 
white outline around a sea on a tile)

Moved Building 
(here, a Route) 

Move a Building 
(here, a Capital) 

MOVEMENT

GOLD

21 2 3
cost discard cost reduction 3 or more

Enemy 
Capital
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EVENT, ENEMY, OTHERS

HISTORY MARKERS

Event Ignore an event Look at an event Attack

Place 1 History marker 
on the timeline 

Remove 
1 History marker

Place 1 History marker 
on this card 

POPULATION

Population

 ?

Population level At least X population (as indicated) 

Any Development token Gain an Enemy token from any City-state Victory Point

CARDS

Draw the top card from an Age III deck 
(here, the Transport deck) 

Draw the top card 
from any domain deck

A card of this color 
(here, Trade) 

Any card, regardless 
of its color 

Any card except one of this 
color (here, Trade) 

SIGNS

Place /MovePermanent
 effect

« X per X » Result « And » « Or »

EPOCH BONUSES ON AGE TILES 

Swap a Building on your Player board with one of 
your constructed Buildings. You do not gain the 

resource of the territory, and you do not apply the 
effect of the new Building.

Place 1 card from your hand in the reveal area. Then 
take another card, either from the reveal area or by 

drawing from one of the domain decks.

I C O N S  (C O N T I N U E D)

TURN SUMMARY

1. pla y 2 cards ( page 8)
Play or discard a card from your hand and apply all actions associated with that card.
Then repeat the process with a second card from your hand.
Discard the card face down in your civilization area to perform one of the following actions:
• Construct 1 Building adjacent to your civilization. Gain the territory’s resource, apply the Building’s effect, 
and any applicable Expertise bonus.
• OR gain 1 Development token.

Or play a card face up in your achievements area:
• Check the resource requirement (pay exchange if needed).
• Pay the card’s Gold cost.
Then, in any order:
• Place 1 History marker on the current epoch and gain its bonus.
• Apply the card’s effect and place it in your achievements area.
• Check Domain objectives (3 cards of one color in your achievements area = place 1 History marker on the 
corresponding Domain).
 

2. draw 2 c ards ( page 9) 
From the reveal area or the domain decks.
A blocked deck (divider card visible) is no longer accessible.
Then place any discarded cards in the reveal area, face up.

AGE SUMMARY (4 TURNS) 

An Age consists of 4 turns. During an Age:
• Each player plays 2 cards per turn, and History markers are placed on the timeline.
• A negative event occurs during the Age.
• At the end of each Age, resolve the following in order: 

Golden age ( page 11)
Award 7/3/1 VP to the players with the most History markers on the Age that is ending. 

Domination  
• Award 15/9/3 VP to the players who best meet the Domination condition.
• Move the Epoch pawn to the next Age.
• Discard the cards in the reveal area.
• Reveal 1 card of the new Age for each deck.
• Give the First Player token to the player in last place on the score track.  

END-OF-GAME SUMMARY 

After the 12th turn, score the following VP:

Herit age of Civiliza tions ( page 12)
• 15 VP per set of 5 different Developments.
• 2 VP per Livestock.
• 2 VP per set of 5 Gold.
• VP from your Civilization card. 

Domains
Score the VP for the Domain objectives you have activated.
The player with the most VP wins the game. In case of a tie, the player who has placed the most History 
markers wins. If the tie still remains, the tied players share the victory.

Civilization card Wonder card


