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HISTORICAL BACKGROUND

Once dubbed “the Bride of the Desert”, Palmyra (also known as Tadmor) was a vital stop for caravans
crossing the Syrian Desert.

It was built on an oasis lying approximately halfway between the Mediterranean Sea in the west and the
Euphrates River east, and thus helped connect the Western world with the Orient. The city began to attain
prominence in the 3rd century BC, when a road through it became one of the main routes of east-west trade.

The language of Palmyra was Aramaic. The Tariff of Palmyra is a famous bilingual Greek and Palmyrene
inscription from the third century AD, the longest known in the Palmyrene version of Aramaic, which lays
down prices for commodities from slaves to oil and perfume. It was the proceeds from this trade that enabled
the inhabitants to build Palmyra’s great temples to Bel, Baal Shamin, Allat and other castern deities, its long
colonnaded street, monumental arch and theatre.

Palmyra was made part of the Roman province of Syria during the reign of Tiberius (14-37 AD). It steadily
grew in importance as a trade route linking Persia, India, China, and the Roman Empire. In 129, Hadrian

visited the city and was so impressed that he proclaimed it a free city and renamed it Palmyra Hadriana. In
A [ Emperor Caracalla made Palmyra a colonia, which meant exemption from paying taxes to the empire.
The 2nd and 3rd centuries were the golden age of Palmyra, when it flourished through its extensive trading
and favoured status under the Romans.

Palmyra’s trade began to diminish in the early 3rd century AD, when the Persian Sassanids occupied the
mouth of the Tigris and Euphrates and closed the caravan road that passed through Palmyra (227).

The rise of the aggressive Sasanian Empire combined with the weakness of the Roman Empire forced the
Palmyrene council’s decision to elect Septimus Odaenathus as Lord for the city. Odaenathus stayed on the
side of Rome, assumed the title of King and led the Palmyrene army against the Persians before they could
cross the Euphrates to the eastern bank, inflicting upon them a considerable defeat. For these achievements, he
was rewarded many exceptional titles by the Emperor: in 255, Odaenathus was appointed Governor of Syria
Phoenice, based in Palmyra. Five years later, he was made Governor of the entire East.

In 266 Odaenathus and his eldest son were assassinated. Power fell to his infant son, but Odaenathus’
wife, Zenobia, became the effective ruler. Some believe she was the one who hired the assassin. The ambitious

Zenobia was half-Greek and half-Arab (or possibly half-Jewish) and claimed to be descended from Cleopatra.
She was exceptionally intelligent and an eloquent speaker of Palmyrian, Greek and Egyptian and attractive. In

her court were PhﬂOSOPhCI‘S, scholars and tl’lEOlOgiaHS.

Queen Zenobia was an effective ruler and her armies conquered most of Anatolia (Asia Minor). However,
in reaction to Roman Emperor Aurelian’s campaign in 272, Zenobia declared her son Emperor and assumed
the title of Empress, effectively provoking Palmyra’s secession from Rome. After heavy fighting; the queen
was besieged in her capital and captured by Aurelian. She was sent to Rome, where she was paraded in golden
chains as Emperor Aurelian’s trophy. There are two stories of Zenobia’s last days: she either lived comfortably in
Rome in a villa provided for by the emperor or she starved or poisoned herself to death.

Aurelian spared the city and stationed a garrison of 600 archers, led by Sandarion, as a peacekeeping force.
In 273 Palmyra rebelled under the leadership of Septimius Apsaios, declaring Antiochus (a relative of Zenobia)
as Augustus. Aurelian marched again against Palmyra, this time razing it to the ground and seizing the most
valuable monuments. Palmyrene buildings were smashed, residents massacred and the Temple of Bel pillaged.
After these events, Palmyra was reduced to a village and it largely disappeared from historical records for the

foﬂowing 300 years.
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48 Improvement tiles

(18 Era I, 18 Era Il and 12 Era III) 7 Marauders cards 8 Tower cards
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16 Temple cards 26 King’s Mission cards (in 4 colours)
o "i!,:-#‘ “ - @ @ @D v
16 Ships 4 PP indicators -
(in 4 colours) (in 4 colours) 1 First player pawn 1 Turn Indicator pawn
20 Tower cubes 20 Wood 20 Stone 20 Marble 20 Gold

GAME BASICS CENTRAL BOARD

The central board depicts a portion of modern Syria, Iraq

Players take the I'O[C Of I'iCh rnerchants based in Palmyra.

They S rona e power it1el prestige by expanding cheir and Turkey and is divided in seven different regions. Each

region features a number of available actions to playcrs.

trading routes and by conrributing to the political and -
Addltlonally, the board features a turn tracker, a score tracker

religious life of the city. :
! : ’ ; and a number of slots to accommodate Improvement tiles.
In the game, a merchant’s success is measured in Prestige

Points (PP). The winning merchant is the one who has
scored the most PP at the end.

The game lasts 9 turns broken down in three Eras
consisting of 3 turns cach (Era I in yellow, Era Il in green
and Era III in brown colours).
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PERSONAL BOARD

Personal boards are just for your convenience so that you
can store your resources, Rare Goods, Temple cards, King’s
Missions and Tower levels in one piace keeping an eye on
your potential score. In case you have acquired more stuff
than the board can accommodate, just piace the additional
parts nearby your board.

The Warchouse area of your personal board is where you
keep all your resources. The Traded Goods area of your
personal board is where you place all resources you have
received for exchanges made in the Town Market, through
trading Improvements or King’s Missions cards.

FULFILLED ACQUIRED Bumr Bumr
MissioN RARE TEmMPLE Tower
CARDS GOODS PARTS LEVELS

ACQUIRED WAREHOUSE AND RETURNED
IMPROVEMENTS TRADED GOODS MISSION
AREA CARDS

CAMELS AND SHIPS
Camels and ships are placed on the board by players in

OI'dCI' to take actions. ROU.Ild SiOtS acconlnlodate cameis,
rectanguiar SiOtS aCCOHlHlOCiatC Si’lipS.

Each player starts with a set of 3 camels and 2 ships but

more can i)C addﬁd as piayers deveiop their trading CI’II’eI‘pI’iSES.

RESOURCES

There are four types of resources in the game (also called
goods in this rulebook): wood and stone (basic goods),
marble and gold (advanced goods). Resources are a key
ingredient of the game and are used to build the Ternpie and
the Tower as well as to fulfil King’s Missions, acquire Rare
Goods and buy Improvements.

Unless speciﬁed diffei‘entiy, when you are required to pay
one resource (or good) you can discard to the generai reserve
any resource of your choice.

e & U §

MARBLE GoLD
ADVANCED GOOD ADVANCED GOOD

Woob STONE
BASIC GOOD

BASIC GOOD

TEMPLE

When you build the Temple you are accumulating PP
which will be scored at the end of the game. A Tempie is
built piece by piece in this order: basement, colonnade, roof
and statues. The more you build the more PP you get at
game end. Buiiding the Tenlpie is also a possibie source of
additional King’s Missions cards as well as free Rare Goods.

YIoECE TN 4
EOOE STATIES

TTENIPLE UV B 1 3
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BENEFIT FOR THE
15" AND 2™° PLAYER
TO COMPLETE

CosTt 1O
POINTS BUILD

PRESTIGE

KING'S MISSIONS

Each player starts with two King’s Missions cards and
more can be acquired during the game. King’s Missions
cards have muitipie uses in the game.

A King’s Mission card may be discarded at any time from
your hand in exchange for one resource of your choice.

Alternatively, it can be fulfilled when resolving the King’s
Mission action on the board by paying the required cost in
resources. A fulfilled Mission card is placed on your personal
board and scores at game end the printed PP value.

During the game, a fulfilled mission can be returned to
claim the one-off benefit printed on it. When this happens,
flip the King’s Mission card face down and place it in the
Returned Missions area. At the end of the game, returned
King’s Missions will count half of the indicated PP

m*m Face vaLue PP
Rs G AT GAME END

ONE-OFF BENEFIT

IF RETURNED =y
The Sasanian. o e
Empire intends |
PHASE WHEN iny g CARD IDENTIFIER

9 ‘Andachic Land |
ONE-OFF BENEFIT St / S -
TAKES EFFECT P, SRR = 1 DISCARDED FOR
-
—- _;-\ ONE RESOURCE OF

Cost 10 FULFILL 5% | YOUR CHOICE

TOWER

Buiiding the Tower is an important element of the game
as it allows scoring points both throughout and at the end of
the game.

Players start with the 0 tower card to signify they have no
tower levels built at this time. When they build new levels
they will piace one tower cube on the card for each level
built. The cost for buiiding is indicated on the card itself and
depends on which of the two actions available on the board
are used.

Whﬂ[’l ti’lﬁ TOW€I' reaches a height Of 5 iCVﬁiS, a piayer Wlii

fiip his tower card showing the 5 levels tower side and then




resume add1ng CLll)CS to the card Lll’ltil fl’lC new 10 lCVClS
tower card becomes available and SO on.

There is no limit to the number of levels a Tower can reach
although it is rare to exceed the 20 levels in any game.
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TOWER IS GIVEN BY ITS  CUBES PLACED ON HERE BASED ON THE
STARTING VALUE... THESE SLOTS PARTICULAR ACTION TAKEN
RARE GOODS

Rare Goods come in nine different types, depending on
the region where you travel to fetch them: the South Sea
(grey goods consisting of Glass bottles, Incense and Myrrh
sourced from Egypt and the Roman Empire), the area North
of the Euphrate valley (yellow goods consisting of Jade, Ivory
and Porcelain sourced from Anatolia) and the area South of
the Euphrate valley (red goods consisting of Silk, Perfume
and Oils sourced via the Persian Gulf). Rare Goods are not
considered resources and are not stored in the warehouse.

Ivory Jabe

IMPROVEMENTS

Improvcments represent trading and diplomaric skills,

technologies, political influence and other unique elements
that increase the value of the actions at your disposal during
the game.

Initially only Era I Improvements are available on the
board. After the first three game turns, all Era I unpurchased
Improvements are replaced by a complete new set of Era 11
Improvements. Later, all remaining Era Il Improvements are
replaced with Era III Improvements.

PHASE WHEN
IMPROVEMENT TAKES IMPROVEMENT
EFFECT IDENTIFIER ImprOVEMENT ERA
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SETUP

1hs

Unfold the game board. Use the front side fora 3 or 4
player game. Use the back of the board for a 2 player

game.

Stack the temple cards in different piles organised in
this order from top to bottom: basement, colonnade,
roof and statues.

Place the 7 Marauders card face down in the

COI'I'eSPOI’ldng SlOf on thC bOHI‘d.

Sort out the Rare Goods according to their colour
and remove 2 Rare Goods of each type ina 2 player
game or 1 Rare Good pertypeina 3 player game.
Then organise the Rare Goods in three separate stacks
according to their colour. Shuffle and place each pile
face up in the corresponding areas of the board.

ThC resulting SEaCkS ShOUld bﬁ

Ina 2 player game:  Each stack containing 6 Rare Goods with 2 of each type

Ina3 player game: Each stack containing 9 Rare Goods with 3 of each type

In a 4 player game:  Each stack containing 12 Rare Goods with 4 of each type

Select the first player randomly and give him the First
Player pawn.

Each player, in order, chooses a colour and rakes 3
camels and 2 ships of that colour together with one
personal board and the level 0 Tower card.

Each player receives an initial set of goods consisting

10.

il

112

of 2 woods, 2 stones, 1 marble and 1 gold. Players
after the first, will get additional goods as follows:
» 20 player: a choice of either one additional wood
or stone
# o player: a choice of cither one additional
marble or gold
* 4% player: a choice of either one additional wood
or stone plus cither one additional marble or gold
All goods are placed in the warchouse space on the
player’s personal board.

In reverse order of position cach player chooses one
of the four game start era I Improvements available
in the game. Any remaining starting Improvement is
returned to the box.

Now shuffle the remaining Era I Improvement tiles
and randomly place the required number of tiles
face up in the assigned slots on the board. There are
6 slotsina 2 player game, 8 slots ina 3 player game
and 10 slots in a 4 player game. Any remaining Era |
Improvement is returned to the game box.

Shuffle the King’s Mission cards and deal 2 cards to

ﬁi{Ch playel Place thﬁ remaining deck face dOWI’l on
thC COI'I’CSPOI‘lding SlOt Of th board.

Then each player places his PP indicator on the PP
track on the 10PP space.

Place the Turn Indicator on Turn 1.




Now you are rcady to play the ﬁL’SE turn Of thC game.

Note: for experienced players, we recommend using a
slightly different setup sequence. In step 8, in reverse order
of position, each player takes one Era I Improvement of

his choice without being limited to the fbw Vi mprovements
marked as game start. Then you shuffle the remaining Era 1
Improvement tiles and randomly place the required number
Qf tiles ﬁwe up in the .cmz'gned slots on the board (e evmtu.czﬂy
these may include Improvements marked as game start).
This modiﬁed setup proyide; more ﬁe’edom and variety in
the initial positioning qf pl&zyers.

GAME TURN SEQUENCE

Each gamec turn is COIIlpOSCd Of‘ thGSC fOLlI' stages:

% PLACEMENT STAGE
& MARAUDERS STAGE
i RESOLUTION STAGE
() TurN END STAGE

Each player receives one play aid card which summarises
the game turn sequence.

¥ PLACEMENT STAGE

Starting with the player with the First Player pawn and
proceeding in clockwise order, each player must place
one camel or one ship on one free action slot on the
board (note: in the rest of this rulebook a camel or a ship
is also called a piece or, collectively, pieces). Round slots
accommodate camels, rectangular slots accommodate ships.
Some locations present a round/rectangular slot meaning
that this location can accommodate either a camel or a ship.
In any case, cach slot can accommodate only one piece of

rhe co I'I'CSpOIldiIlg type.

A ROUND SLOT CAN A RECTANGULAR SLOT A ROUND/RECTANGULAR SLOT
ACCOMMODATE ONE CAN ACCOMMODATE  CAN ACCOMMODATE EITHER
CAMEL ONE SHIP ONE CAMEL OR ONE SHIP

Players proceed this way, continuing with the placement of
camels and ships until all available picces have been placed.
If at any point one player is left with no pieces to place, the
play skips to the next player with available picces.

Important note: When placing a camel or a ship you do
not resolve the c‘orrespondjng action. Actions are all resolved
durz'ﬂg the Resolution p/}.fz.re that takes p&zce aﬁer all
pldyem have placm’ all their pieces. The Marauders action is
resolved during the Marauders stage.

&, MARAUDERS STAGE

The player who selected a Marauders card in the previous game
turn will now reveal that card. All camels and ships in the affected
region are removed (unless they have some form of immunity).

Then the revealed Marauders card is moved to the region
under attack slot on the board replacing the Marauders
card previously placed there (if any) which is returned to the
Marauders deck.

Finally, the player who currently has a camel on the
Marauders action can return this piece to his personal
reserve and secretly select one Marauders card from the deck
placing it face down in front of him. The card in the region
under attack slot cannot be chosen.

If no player has taken the Marauders action then
Marauders will not be in play in the next turn. Marauders
will only appear in the turn after the one when a player has
selected the Marauders action.

% RESOLUTION STAGE

YOU can now PI’OCCEd to I'ESOIVC a]l DthEI' actions. Irnmcdiately
aﬁer you havc I'CSOIVCd an action remove l'hﬂ camel/ Shlp placcd
there Elﬂd return it to thﬁ player’s personal rescerve.

As cxplaincd later, actions marked with the % symbol
can be resolved at any time during the Resolurtion stage. All
other actions are resolved in this speciﬁc order:

1. Improvement phase actions

2. Construction phase actions

3. Kingdom phase actions

Note: Experic’m‘ed players tend to resolve most of the actions
af the Resolution stage simu!mneom{y and revert to the
resolution order below (m[y in case of dixpures. We encourage
Yyour group af pldyers to ﬁ)[low this best pmcrice and resolve
as many actions as you can :imulnmeam{y as this reduces
the pkzy time dmmariml/y. Almost all actions can be playm’
in pamﬂel without any partz'cular concern. For exmnp[e,
you can build a piece of the ?}mp[e without watting ﬁ)r
another player to build his Tower.

@ IMPROVEMENTS PHASE

Players now resolve the four Improvements slots in the
indicated order on the board. Srarring with the 1% slot, a
player can spend resources to acquire one Improvement
from those available on the board. The cost depends on the
current game Era (1 resource in Era I, 2 resources in Era II
and 3 resources in Era III).

A player WhO has OCCUPiCd more than onc SlOt can acquire

4as many ImPI'OVﬁIIlCIltS as thC number ofpieccs he has leCCd,
hOWCVﬁI’ thﬁ I'eSOlLI.l'iOI’l order must always bC 1'espected.




$< CONSTRUCTION PHASE

Now all players can use the actions for building the Ternple,
for building the Tower, fulfilling King’s Missions and for

acquiring Rare GOOdS. In case Of COHEI’OVCI'S'Y on thC OFC{CI‘

how actions are resolved, follow the play order at the table.

f Tower - There are two slots available for this action:

[EEy (0 oneyou can build multiple tower levels by
B spending wood and stones for cach level built; in
the other you can build series of two tower levels

by spending wood and marble. The exact cost for building
depends on the height of your tower, the higher it gets the
more expensive is to build additional layers. When building
two tower levels passing from one cost band to the next, you
always use the lowest cost.

Example:you are bui[diﬂg the 9, 10" and 11" level of
your tower using the “build one tower level” action. This
will cost you a total of 7 stones (2 each for levels 9 and 10
and 3 stones for level 11).

Example: you are bui[ding the 5% and 6" level of your
tower using the “build two tower levels” action. This will
cost you 1 wood and 2 marble.

Traitor — the player who takes this action can
g destroy tower levels of one of his opponents who
B  has at chis moment the same or more tower levels
than he has. The number of levels destroyed depends on the
current Era in the game (none in Era I, 1 level in Era IT and

2 levels in Era III)

P Temple - When you resolve this action you can build
T bl f one and only one part of your Temple by paying the
indicated cost in resources and rcplacing the current
Temple card on your board (if any) with the next level
one. The old card is returned to the general reserve. A Temple
is composcd of four parts and must be built in a well-defined
order: basement, colonnade, roof and statues. After you have
built a complete temple then you can start a new one.
Two Temple actions are available on the board. The one in
Palmyra will provide you with a Kings Mission card when
buﬂding the Tcrnple; the one in Ebla does not.

the Euphrates costs 5 stones and acquiring a red Rare Good

Rare Goods - Pay the required number and type

of resources and take the Rare Good on the top of
that pile. Acquiring a grey Rare Good in the South
Sea costs 3 golds; acquiring a yellow Rare Good in

in the Euphrates costs 5 woods.

King’s Missions - A player with a camel in a
King’s Missions slot can

| ¢ Either draw one new King’s Mission card to his hand

* Or spend resources to fulfil one King’s Mission

from his hand

& KINGDOM PHASE
During the Kingdom phase there are two actions that always
take place without requiring players’ picces being placed on the
board and independendy from which region is under attack by
Marauders. These are: Tower’s Prestige and Taxman.

1 Tower’s Prestige — This action is automatically
e triggered during the Kingdom phase. Identify
B che player with the tallest Tower at this point of

the game and, in case he owns one or more of
Improvements 116, 117, 135 and 136, award him any PP
provided. In case two or more players can claim the tallest
Tower than none of them receive the PP

Taxman — The Taxman claims a payment in
‘ gold during Era Il and III. Any player who has
a piece placed on the Taxman action is exempt

from paying taxes. All other players must pay the
required number of gold or lose prestige points as indicated.

War Supplies — This is the only action on the
‘ff board that can be taken by placing either a ship or
ff \‘ I a camel. The player who takes this action scores as
many PP as the difference between the number of
his tower levels and the number of tower levels of the lowest
Tower in the game. If the player taking the War Supplies

action has thC IOWCSI' TOWCI', then hc scores I’lOEhiﬂg.

Example: player A has a tower made of 15 levels, player B of
11 levels and player C of 7 levels. Player B has taken the War
Supplies action and will score 4PP (11 levels minus 7 levels).

First to play — the player on this action receives the
/ First to play pawn and, in addition, gets one basic
resource of his choice.

2 ANYTIME

The following actions can be resolved at any time during
the resolution phase.

Take resources - Collect as many resources of

that type as indicated for the current game Era

and place them in your warchouse. Resources
are mostly located on the east and west sides of the board
(North Sea, South Sea and Euphrates) and are more
effectively collected by ships than camels.

~  Market - Two Town Market actions are available

: on the board. With the one in Palmyra you can
exchange multiple times during the resolution
phase of your turn

* 1 basic good (wood or stone) for 1 advanced good

(marble or gold)
* 1 advanced good (marble or gold) for 2 basic goods

(woods or stones in any combination)
With the one in Ebla you can exchange multiple times
during the resolution phase ofyour turn




s 1 basic good (wood or stone) for 1 advanced good

(marble or gold)

At Ebla, you cannot exchange advanced goods (marble or

gold) into other goods

Caravan - When resolving this space, you can add
one more camel to your reserve.

To be eligible to receive your fourth camel you
must have either a Tower of at least 5 levels tall or 2
King’s Missions on your board. To be eligible to receive your
fifth camel you must have cither a Tower at least 10 levels
tall or 4 King’s Missions on your board or a Tower of at least
5 levels tall plus 2 King’s Missions on your board. For this
purpose, King’s Missions may be cither fulfilled and face up

or I’eleI‘[lCCl ancl E{CC ClOWIl.

Shipyard - With the shipyard action you can add
‘ one more boat to your reserve. To be eligible for
receiving your third ship you must have collected
a set of three different coloured types of Rare
Goods (one grey, one yellow and one red).
To be cligible for receiving your fourth ship you must have
collected two such sets of Rare Goods (two grey, two yellow
and two red). Which Rare Goods you have acquired is

l[’[’ClEVﬂl’lf, Ol’lly tl’lC COlOUI‘ counts.

Peace Gifts - You immediately score as many PP
as indicated on the board. The exact number of PP
St you score depends on the current Era.

() TURN END STAGE

Move all your goods from the Traded Goods area to your
Warchouse.

Now, players must be left with no more than 8 resources
in total or discard the excess.
Time advancement — advance the turn indicator by one

Stﬁp on thC track.

When entering a new Era, cach player scores 2 PP for cach
tower level he has built.

Then, all remaining Improvements on the board are
discarded and new Improvements for the new Era are
randomly drawn and placed on the board (6 Improvements
ina?2 player game, 8 ina 3 player game and 10 in a 4 player

game). Any Improvement left is returned to the box.

CLARIFICATIONS

MARKETS

When trading resources by using the Town Market
or trade Improvements, you exchange resources from

your Warchouse for other type of resources, making as
many exchanges as you like at different points during the

Resolution stage. Remove your camel from the Town Market
action only when you have finished wich all your trades.

Example: if you have taken the Town Market action
you may excﬁange some stones fbr marble in order to
build the Tower dm‘z'ﬂzg the Construction phczse and then
exc/yfrmge some wood ﬁ)r gafd to pay the taxman dm’ing
the Kingdom phase.

The goods you receive in exchange are immediately
spendable, however they are not tradable again in the
current turn. You use the Traded Goods area in your
personal board to temporarily disringuish all craded goocls
from the ones still available for trading. It is important that
you l(eep all traded goods in chis separate area as a reminder
that you cannot trade them again in the current turn. In
the Turn End stage you will be allowed to move the traded
goods back into your Warchouse.

When you have to pay a cost in resources you can usc

gOOdS Cil’l’lCI' in your Warehouse or ﬁ‘om the Tradecl GOOdS

area or any combination of the two.

Example: you cannot use the Town Market to exchange 1
marble for 2 woods and then use the Town Market again
to convert the just acquired woods into 2 marbles. The just
acquired woods are in the Traded Goods area and are not
available for further trading. However these woods will be
available ﬁ)r Ppaying costs.

When you exchange onc adVHI’lCCCl gOOCl fOI' two basic ones
you can Cl’lOOSﬁ two Of tl’lﬁ same typﬁ or onc Of each type:

ﬁ)r exozmp[e.you may trade 1 gold ﬁ)r 1 stone and 1 wood:
or you may trade the same gold ﬁ)r 2 stones

You can never trade a basic gOOd fOI' anorher basic gOOd or
an advanced gODd fOI‘ another advanced gOOd

or exdam, I.If.’ 0 CAN never I}"(de a Oki 10?" a 7)1‘!1?‘[9[6.
fo ple y g

KING'S MISSIONS

Discarding a King’s Mission from your hand for a resource
of your choice is also considered a trading action. Therefore
this action can be carried out at any point during the
Resolution stage. The resource obtained in exchange, if not
spent imnlediately, goes into the Traded Goods area and is
not tradable in the current turn.

Example: you cannot discard a King’s Mission for one gold
and then trade this gold on the Town Market for 2 stones.
You will have to keep the gold in the Traded Goods area.

Having a fulfilled mission on your board represents an
obligarion of the King to return a favour to you later in the
game. During the indicated phase of the Resolution stage,
you may decide to claim the one-off benefit indicated on the
card: you take the benefit and move the King’s Mission card
face down to the return area of the board. Returned Mission
will count half points at game end.




TEMPLE

Tl'lC ﬁl'St player to COI‘HPlCtC a T€Hlpl€ immediately
acquires two Rﬂl‘ﬁ GOOdS fOI' f[’Cﬁ, Wl’lllﬁ the SCCOHd player to
complete a TGI’l‘lPlC acquires one fi‘ee Rare GOOd.

These Rare Goods must be taken from the top of the Rare
Goods stacks on the board i.c. they cannot be chosen at will.
The first player completing the Temple may draw two Rare
Goods on the top of the same stack if he is Willing to do so.

Because more players may complete the Temple and/
or acquire Rare Goods in the same turn, the order of how
these actions are resolved may be particularly important.
Remember that during the Construction phasc, actions are
resolved according to the play order at the table.

Example: the Red player has just built the temple statues;
he is the ﬁmf te mmplﬁtg a Emp[e and he chooses to pic‘k
one Silk tile from the top of the red Rare Goods stack and
one Porcelain from the top of the yellow Rare Goods stack.
The Green player is positioned on the yellow Rare Goods
action and was /Joping to acquive Porcelain too but be is
now aﬁ.}red with the next yellow Rare Good tile underneath
Porcelain. Had the Green player resolved his action before
Red he would have acquired his chosen Rare Good.

AlSO note that a new part ofa remple always replaccs tl’lC
Old one Wthl’l is rcturncd to the general reserve.

Example: you have just built the Temple Roof replacing
the 13PP Temple Colonnade card which is returned to the
geneml reserve. 1he total PP value of your tempfe has now
increased from 13 to 25 points.

IMPROVEMENTS

Improvements have effect immediately in the same turn
when they have been acquired.

Example: zf you })m)ejusr czfquired the I mprovement that
increases the number of woods You acquire with a 5/71'}')
(110) and. it just happens that you have a ship in the North
Sea on a wood location, then you will receive one more
wood when reso[vmg that action.

However, Improvements that relates to the Marauders stage will

have effect in tl'lC' Marauders StHgC Oftl'lﬁ ﬁ)l.lOWiIlg game turn.

Example: you have just acquired Improvement 126. In the
next game turn you will receive 1 gold and 1PP if you will
be the one player revealing the Marauders card.

Wl'lﬁﬂ paying a cost in resources, tl’1€S€ arc 1'€tUI'HCd to tl’lﬁ
general rescerve. When you arc I'qulCSI’CC.l to dCSU‘OY a tower
lCVCl, then any dCStl’OYCd tower Cl.le is I'Efl.lI'IlCd to [hC general
rescrve as WCll, ’dl’ld tl’lC tower carcl is exchangcd, lf IlCTCdCd.

When paying a cost in PP these are deducted by moving
your player indicator backwards on the PP track. If you go
negative on the PP track then make a separate note of how
many negative points you have.

—l._l'lﬁ HUIIll)EI’ chamels, Sl'lipS, il[ld tl'lﬁ content DFYDUF

personal board should be made visible to all players at all times.

Resources and tower cubes are unlimited in number; if you
run out of picces just record on paper how much cach player
should have. All other game components are limited in number.

Discarded King’s Mission cards are kept in a separate
discard pile on the board. If the deck of King’s Mission cards
is depleted, shuffle the discarded cards and form a new deck.

TWO-PLAYERS GAME

Ina tWO-Pl:{YCI' game tl’lCI’C arc a FEW C.liH:GI'CIlt actions to
take Wl'lel'l SCtEiﬂg up the game.

At SCKUP you Cl’lOOS€ rhe back Ol: the regular board showing

a reduced I'lUHll)CI' Of actions Ell'ld six SlOtS fOI’ Improvcmcnts.

You discard the following Improvements which are not
used in the two-player game as indicated by the @ symbol
printed on their back: 17, 112, I13, 115, 117, 122, 125, 126,
131, 132, 136, 145, 146, 148

All Otl’lﬁl‘ play I‘I.llCS remain the same.

¥ GAME END
At the end of the third turn of Era III, the game is over.

The final scoring is calculated for each player by adcling
the PP already scored on the board plus:

* 2 PP for each tower level you have built

* PP from fulfilled face up King’s Mission cards

* Half PP from returned face down King’s Mission cards
* PP from the Temple parts you have built

* as many PP from sets of Rare Goods as indicated below
* bonus PP given by bonus Improvements of Era III

There are 9 different types of Rare Goods in the game. Sets
of different Rare Goods provide points at the end of the
game as follows:

1 2 3 4 5 6 i 8 9
good | goods | goods | goods | goods | goods | goods | goods | goods
5PP | 10PP [ 15PP |25 PP | 35PP |45 PP | 60 PP | 75 PP | 90 PP

Example: you have 6 Rare Goods in total. 5 different Rare
Goods (35PP) and a duplicate (SPP). Rare Goods provide
you with 40PP in total.

The winner of the game is the player with the most PP. In
case of a tie, the tied player who has more Rare Goods is the
winner. If there is still a tie then the game is a draw.




STRATEGY TIPS

DEVELOPMENT LINES

The Tower provides prestige points during the game and
can boost your scoring signiﬁcantly; however, buiiding costs
increase the more levels you build and it is a strategy open to
opponents’ attacks.

Acquiring Rare Goods is key to get additional ships but
you must time your purchases very well to get the different
sets of goods.

King’s Missions are very versatile: they are worth a good
number of prestige points at game end but also carry a one-
off benefit that can result crucial at a certain time.

Finally, building the Temple is a slow way of adding
prestige points but can give you a dramatic boost when you
manage to compiete its construction.

IMPROVEMENTS

Improvements are an efficient way to accelerate the
deveiopment ofyour trading business and it will be almost
impossibie to build a winning strategy without accumuiating
a good number of them. As you expiore the game you will
learn how to use the many combinations together.

Some Era III Improvements can boost your final scoring if
you satisfy the indicated conditions.

TRADING

Trading is a critical element of this game because it allows
you to be more versatile in using your resources as well as to
boost their number.

Your starting Improvement will give you an initial skill in
trading a basic good for an advanced one. During the game
you will want to do more either by acquiring additional
trading Improvements or by using the Town Market action.

Follow this example to see how trading could be useful:
you have the initial [ mprovement that allows you to trade
stones into gola" 1:1; later Jou acquire the I mprovement
that allows you to trade go[d into wood or stone at 1:2 rate.
In one turn you collect 3 stones with your ship and convert
them into 3 golds. In the following turn you trade the 3
golds into G stones. You have doubled the amount of stones
in one turn. Cool, isn’t it?

MARAUDERS

Often is a good idea to piace your pieces in the same
region where the player who selected the Marauders in the
prior turn is piacing his pieces. Unless he is pianning a trap,
he is likely to place his camels and ships in “safe” regions.

Because the Marauders card in the region under attack slot
cannot be chosen by the piayer who just took the Marauder
action, it means that this Region is aiways “safe” in the current
turn. In other words, it can never happen that Marauders

attack the same region of the board in two consecutive
game turns. So, at least one region is always “safc” to play.

COMPLETE
GAME TURN EXAMPLE

It is a 2 player game.
This is the blue piayer board.

At the start he received the trading Improvement
converting stones into goid A.

In his first turn blue acquired a grey Rare Good B and
fulfilled one King’s Mission C.

He is left with 1 marble and 2 woods D and 1 King’s
Mission E

This is the red piayer board.

At the start he received the trading Improvement
converting wood into marble F.

In his first turn red built 3 levels of the Tower G and
acquired one irnprovenlent H which allows him to receive
any tower level which is a multiple of 5 for free.

red is left with 1 gold and 2 woods I and 2 King’s
Mission cards J.

He is the first to play K and has chosen the Marauders card L

red and blue arc now ready to piay their SCCOHd game turn.

Note: to help explaining how Marauders work we are
assuming that Marauders attacked the Euphrates region
duriﬂg the ﬁn‘r turn. In a real game the Marauders will not
be in play in the first game turn (no player has a Marauders
card to reveaz!).
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PLACEMENT STAGE

Starting with red, players alternate placing pieces on
the board until they run out of picces: red places a camel
on the “build two tower levels” action in the Damascus
region. He is keen to raise his tower taking advantage of
his tower Improvement. Remember that red knows where
the Marauders will artack

Blue is on a different strategy, he is focusing on
Missions and Rare Goods. He starts by sending a ship
in the South sea to collect stones. He has the ability to
convert stones into gold, so this seems a sensible move

Red places a camel on the “buy Improvement” action.
He will be the first to choose an Improvement this turn.

° At this point, blue knows that the Euphrates region is
safe (the corresponding Marauders card is displayed face
up in the region under attack space of the board) and
that Damascus and Palmyra are probably safe (red has
placed picces there) and so he sends a ship to fetch a Rare
Good in the Euphrates region

Red sends a ship in the North sca to collect wood.
He will need it to build the Tower and, also, his starting
Improvement allows him to convert wood into marble.

Now blue suspects that the Marauders may attack the
South sea and be left with no stones. He places a camel on
the Town Market action to do trading if needed

With wood secured, red is now sure he will build
the Tower and selects the Caravan action to claim an
additional camel when his tower will reach level 5

Blue decides to take the “marauders” action in order to
create trouble next turn for red

o Red sends his last piece to collect gold in the Euphrate

region

o Finally blue places his camel on the “buy

Improvement” action. The Placement stage is over

MARAUDERS STAGE

Red reveals his marauders card which is, in fact, South
sca. The blue ship there is removed and returned to the
blue player’s reserve. The South Sea Marauders card is
placed on the region under attack slot and the Euphrates
Marauders card is returned to the Marauders deck.

Now blue can take the Marauders deck and choose one
Marauders card for next turn. Blue cannot take the South
sea card on the board and therefore the Marauders will not
attack the South sca again.




RESOLUTION STAGE

Now players start resolving actions in parallel. One possible sequence is:

Red

Blue

Red takes 2 golds then he stops as he wants to buy an Improvement
before taking wood.

23

o Red spends 1 wood to buy the Improvement I10 that provides one

13

more wood when collecting wood with a ship. &~ ’}
ﬁn-s'-"r'-_‘-‘,‘.
o Red collects 4 woods. , 5 . 3
o Blue spends 1 wood to buy the Improvement I5 that provides 2PP e &1 N1
when fulﬁlling a mission. J "g
Blue uses the Town Market to convert 1 wood into marble and 1 Li’lﬁiﬁd ’2 Bi 1
marble into 2 stones. Then he returns his King’s Mission K16 to claim ﬂ}fz“::'; : ‘A
3 stones and 2 marble. EE= |
L gl 7:‘)1
1% *
o Now Blue acquires the yellow Rare Good by paying 5 stones. .3
Red has other stuff to do. He uses his trading improvement to - "'/u\l ’2 . )
wu- O

convert 2 woods into 2 marbles, then pays one wood and 2 marble to
build the tower level 4 and 6 (level 5 is free thanks to his 114 tower

Improvement).

eseive any tawet bevel which
it maltiphe of 3 for free

o Red can now resolve the Caravan action and claim one additional
camel.

No player has selected actions tak_ing place in the Kingdom phase. The Tower prestige is not assigned as no player has tower
prestige Improvements. Also the Taxman does not demand a payment in Era L.

The Resolution stage is over.

TURN END STAGE

Now blue moves hlS non-tradablc rnarble into hlS Warehousc. No player h:{S more rhan 8 gOOdS in T.'he Warehouse, SO nothing

is discarded.

The turn indicator moves to the third turn of the game.




APPENDIX - LIST OF
IMPROVEMENTS AND
MISSIONS

Example: your tower is level 8, you use the “build two
levels” action and spend 2 stones and 2 marbles to get level
9 and 11, level 10 is ﬁee.

IMPROVEMENTS AVAILABLE
AT THE GAME START

':,H\I 11, 12, 13, 14 - You can trade

Example: your tower is level 16 and one of your opponents
use the Traitor action to destroy 2 levels, you go down to
level 14 and then z'mmcdz'arely receive level 15 ﬁ)r ﬁee

7>

Convert any mumber of wood
nto marble at 131 rate.

saii i
/-P\

-5 u‘,.;l\’ =5
G,

wall O 1

& _’~ .f wood or stone in e:lcc/%.mge for

: marble or gold as indicated.
Similarly to the Town Market you
can make as many trades as you
wish and the goodf you receive in
c)xc'/mnge are not tradable again in
the current turn
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OTHER TRADING IMPROVEMENTS

- .5/[\,
|1 B
7!-u/‘/\

or stonc and 2PP into onc
muum

- l;";
E/"'ﬂ/ﬁ/ ﬁ

Convert any number of
marble into wood or sine at
112 rce.

16 - You can trade PP for goods as indicated,
limited to FEceiving maxinium one basic gaoa"
and one advanced good in each game turn. The
goods you receive in exchange are not tradable
again in the current turn

- "“m 123, 124 - You can trade gold

=N 4‘;:4‘ - /¢ or marble for wood or stone as

e indicated. Similarly to the Town

Convers -P

o nea Market you can make as many
trades as you wish and the goods
you receive in excbaﬂge dre not
tradable again in the current turn

IMPROVEMENTS THAT PROVIDE
MORE RESOURCES

110,111, 112,113, 129, 130,

- m; I ' n:/‘\l

131, 132 - Each time you collect
'l-:_, &~ ' that type of resource with a ship,
el et ."ﬂ."‘,"..f},*""““"‘"’“ you get one more resource of that

- L,,:“
.,-h u,

m‘a‘w-"" iy e
witha m”"

type. All bonuses are cumulative
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IMPROVEMENTS BASED ON THE TOWER

X
.

e
mmi:"m-m

el

wa - 2

Receive any towee level which
s multiple ol for e

118 - You can build the Tower without spending
wood (butyou still have to pay any vemaining

cost left).

Example: you are building the 7% and 8%
levels with the “build tweo levels” action which
costs 2 wood and 2 marbles; you will pay 2
marbles only.

114, 115 - You receive any tower level which is a

mu!rzple af 5 for ﬁee.

Example: your tower is level 3, you use the
“build one level” action and spend 1 wood

and 1 stone to get level 4, then you get level
5 for free, then spend 2 stones to get level 6.

= = I = ";m 116, 117, 135, 136 - If you have
§ - 4 the hig/?)esr Tower during the
=y =
Em'hg mm&g Kingdom phase you score as many

gain 2PP

if;

M PP as indicated. All bonuses are

cumulative

IMPROVEMENTS BASED ON
THE KING'S MISSIONS

x .,il

-d

.,,u 15, 119 - You receive the indicated
number af prestige points every
'''' = time you fulfil a Kings Mission.

A1 Kinghs R

x o
oy

Rmdw discount of 2

wrees when fulfilling
Kingh Mision

Gain 3PP
falfl a King's Mission.

At’.!,{ EJOHMSES are cumu[aﬂ'ye

120 - Every time you fulfil a Kings Mission you

spend two resources less ﬁ)r mmp[eting this action

IMPROVEMENTS BASED ON RARE GOODS

18, 127 - You receive the indicated number of
prestige points every time you acquire d Rare
Good using one qf the actions on the board.
When you receive a Rare Good for free per effect
of the Temple or of a King’s Mission, you receive
1 prestige point only. All bonuses are cumulative

19 - Once per turn, when one of your pieces is
on an “acquire Rare Goods” action, you can
complete this action spending 4 PP rather than
paying in resources. You cannot go negative on
the scoring track when daing this.

128 - Every time you acquire a Rare Good you

spmd two resources less ﬁ)r mmpletiﬂg this action

143 - Every time you acquire a Rare Good you

can choose which one you want to buy from the
carmpanding stack. Aﬁer you have a:cquired that
Rare Good, reshuffle the tiles and form a new stack

MARAUDERS IMPROVEMENTS

17 - [f you are the p[ayer who revealed the
Marauders card this tu ri, then your pzeces
p[czced in the region under attack are not
removed




125 - If you are the player who revealed the
Marauders card this turn, then you score 3
prestige points ff there is at least one opponemf
piece removed ﬁom the region under attack

126 - If you are the player who revealed the
Marauders carvd this turn, then you receive 1
gold and 1 prestige point

145 - Your pieces are immune to the Marauders
i.e. when the Marauders card is revealed, your
pieces p[dced in the region under attack are not
removed

PRIVATE ACTIONS IMPROVEMENTS

Private actions represent actions that are only available
to the player owning the corresponding Improvement
and are unaffected by the Marauders. Private actions
become immediately active after having been purchased.
As indicated by the carnel/ship syrnbol on the left side
of the tile, you move the camel/ship used to acquire this
Improvement from the board onto the tile. In the following
Placement stages you can re-activate the private action by
placing one ofyour pieces on the Improvement tile instead
than on the board. During the Resolution stage, the owning
player removes the camel or ship placed there to resolve the
corresponding action.

e m 121, 122 - You can trade resources as in the Town
Ll Market. You can make as many trades as you

wish and the gr)oa.'f You veceive in exc‘hange are not
tradable again in the curvent turn. Remove the piece

on this ]mpmzzemmr zg?er Yyou have mmpl’eted all
JYour trades.

137 - You can perform the lemple action to
build one part of the Temple and gain 3 prestige
points ﬁ)r daing that.

A player may take the normal “build temple”
dction on the board as well as his private remple
dction and b_y doing so, build two parts of the
ﬁmpfe in the same turn. This private action

provides no King's Mission card.

147 - You can take one of the actions available
during the Construction phase (build the Tower,
acquire a Rare Good, fulfil or draw a Kings
Mission, build the Temple or be the Traitor).

You decide which action to mmplere ar any time
during the construction phase (this could be the
same action you have already taken on the board).

/e

148 - You can take one of the actions available
during the Kingdom phase (taxman, war supplies,
forst to play). You decide which action to complete
at any time duriﬂg the kiﬂgdom p/m:e (this
cannot be the same action you have already
taken on the &mrd). [f another pklyer has taken
the “first to play” action on the board, these
actions are resolved according to the order of play.

Ex'ample: you have taken the war supp[z’es daction on the
board, you cannot take war supp[iex dction again with your
private action fmpmvemmt

Example: your opponent has taken the “first to play”
action on the board zma"you want to mirror that action
with Your private action fmpmvemenr. Because be is
ahead of you in play order, he takes the first to play pawn
rogerker with a basic good; then you take the ﬁh‘t to play
pawn and a basic gaoa"

Example: game is in Era IIl, you have taken the Traitor
action on the board and decide to take the same action with
your prz'mre dction fmproz/ement— you de;tmy 4 tower
levels gf one qf your opponents or 2 tower levels to each of
two dzﬁ}rmr opponents

FINAL SCORING IMPROVEMENTS

138, 139, 140, 141, 142 - You
will score 12 prestige points
ar 5&1??16 end gf o1 mrigﬁi the

indicated conditions. Ties do nor

pmuide points

Example: with Improvement 141,
if you have completed one Temple
and another player has done the

same, you scorve no Pﬂiﬂf&

Remember that the score of King's
Missions is given !Jy the f&ce value
of fulfilled Kings Missions plus
half face value of returned King’s

Missions

MISCELLANEOUS IMPROVEMENTS

o -.-,-gm 133 - You can store 12 resources rather than 8 in
UG ee | 7 warehouse at the Turn End stage
12

S i

T .,.m 134 - Every time you build a part of the Temple
ﬂ A Q’Jl')s you spmd three resources less ﬁ;r c‘ampletz'ﬂg the
action

144 - When you resolve a “peace gifts” action you
collect dowble the number qf prestige points.

Example: the game is in Era I1] and you have
occupied with your pieces both ‘peace gifts”
spots. You collect 14 points.

146 - You are immune to the Taxman i.e. you
are not required to pay 1 gold in Era Il and 2
golds in Era IIT




KING'S MISSIONS
"fmé_ﬂ%- i K1,K2 - Once fulfilled, this mission

e e "“‘“i can be returned in the Construction
King Enmerkear King Enmerkar . .

& Cigamet | Eooe— i ph(b'e to zmmedmte{v fetc‘/a one Rare
and deliver these | and deliver these

B o BASX L Good from the board. The player

| picks up a stack, takes the Rare Good
he is interested in, re:huﬂe the pile
and return the stack to the board.
Remember that in case of conflict
between two p!ayers on who should
get the Rare Good first, it is the play
order that counts

K3,K4 - Once fulfilled, this mission
can be returned in the Construction
p/fme to get the next level qf the

= sl Temple. If you already have a
Y] completed temple, then you can get
the basement of a new one

xist2

K5,K6 - Once fulfilled, this mission
can be returned at any poinr to get
the next additional ship. Note that
z_'fyou use this mission to get your
3rd sbip, then, to get your 4th .fbip
via the S/?ipyard action, you will
still need 2 sets af dzﬁ%}'mr colowred
types of Rare Goods

¢

_,\. [

K7,K8 - Once fulfilled, this mission

can be returned in the Construction

ﬁ““:;“;“i;."a | phase to immediately build the

o 4 prz'med number of tower levels
LS

Bl K9,K10 - Once fulfilled, this

I 1M1SS1071 can én? returned R

the Marauders stage, after the
Marauders card has been revealed,
to L‘hangs’ the regz'aw attacked é")y the
Marauders. Now you choose another

region among those available in the
Marauders deck and pld,ce this one

in the region under attack slot

mi_w_m,,- wa,'.mgﬂ K11,K12 - Once fulfilled, this

Mplngmrets o My = 105SI01 cAN be returned at any point
il B ey | }] dd : [ [
by | B | to get the next additional camel,

and make contact make contact

with the locals. with the locals.

i ;. Note that zf you use this mission to
o v ,;)' ST f:)

get your 4th mmel, then you will
AT CA G

still need to mn’gﬁ/ the /oighexr pre-

requisites to get your Sth camel

K13 - Once fulfilled, this mission can be
returned at any point during the resolution stage
to use the Town Market action as zf you had

i placed one of your pieces there.
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K14 - Once fulfilled, this mission can be
returned in the Marauders stage, after the
Marauders card bas been revealed and pieces in
attacked region have been remoym’, to swap one
of your camel or ship with one of your opponents.
The swappeﬂ' pieces must be the same type i.e. a
camel ﬁ)r a camel or a xfaz'p ﬁ)r a :/Jz'p

K15 - Once fulfilled, this mission can be
returned in the Improvements phase to get two
Improvements from those available on the board
at no cost. 1his action is pe;j%rmed aﬁ‘er all the
other p[a,yers (i ndudiﬂg youm‘e[f) have acquired
their [mpmwments in accordance with the order
indicated on rbe laoa‘m'

K16, K17, K18 -
Once fulfilled, this
mission can be
returned at any point
durmg the resolution
stdge to ﬁ’m"a ﬁve
resources qf any chosen
type. These resources
are not tradeable

K19 - Once fulfilled, this mission can be
returned in the Construction pbaxe to get the
basement of a new Temple. This Temple can be
built in paml[el to your other ﬂ’mple still under
construction (if any). Remember that normally
you should c‘amp[ere a ?Emple befare you can start
CONSLrUCHing 4 new one

K20 - Once fulfilled, this mission can

be returned in the Construction p/fwzse to

im medidte!b} dem‘o_y three tower levels of one of
your opponents. Remember that in case of conflict
between two players on who should build/destroy
the Tower first , it is the play order that counts

}v»mﬂg,lm%}_‘% K21, K22 - Once fulfilled, this
=5 mission can be returned in the

| Construction p/m‘:e to draw two
new King’s Missions from the
carresponding deck. Remember
“IVi | that in case of conflict between two

y players on who should draw cards
ﬁm‘, it is the play order that counts

K23, K24 - Once fulfilled, this
mission can be returned in any af
your turns of the Placement stage to
place up to three of your pieces on
the board rather than one.

K25, K26 -Once fulfilled, this mission
can be returned in the [mpmwmmif
p/mx to get one af the I mprovenents
of Era [ or Il not currently available

on the board. If the game is in Fra [
you can choose one Era [ Improvement
among those not drawn at the start.

If the game is in Era Il or II1 you can
choose one Era 1 or Il Improvement
among those not drawn
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