What if the entize history of the world had unfolded diffezently?
What if the gteat empites of cut history had never come info being?
What if othet early civilizations had tisen to greathess instead?
What if those civilizations nevet collapsed, but continued to geow
throughout the centuties? The vanquished could have been the victots,
and the colonizets could have been the colonized.
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3.

4.

Place the board in the middle of the table.

Ina2-player game: Use the 2-player side of the board.
Ina3-player game: Use the 3-5 player side of the board.
Do not use the board regions with the dotted borders
markedwitha5 (the Americas) or a 4 (Malagasyand Ezu).
Ina4-player game: Donot use the boardregionswith the
dotted borders and marked with a5 (the Americas).
Give each player a civilization board at random, as well as a set of
explorers and city tokens in the same color.

Ina 2-player game: Use only Karthadst (orange) and Etruria (yel-
low) civilization board.

Ina3 or 4-player game:Donotuse the Wallmapu (green) civilization
board.

Each player takes 5 civilization markers (cubes) and places them
on their civilization board at the bottom space of each of the 5
advancement tracks (columns) of the matching color.

Randomly select a starting player. Give this player the turn track
board, to place above their civilization board. Make sure that you

2 Players

3-5 Players

use the proper side of the turn track board (depending on the
number of players). Place the turn track marker on the first space
of the turn track board.

Eachplayer places the number of explorersindicated on the bottom

space of their yellow track ~ in their start region g (identified

by the name indicated on their civilization board).

Eachplayer takes the card deck matching the color of their civilization

board, shuffles it, and places it face-down next to them. Each player

draws the number of cards indicated on the bottom space of their

green achievements cards track | .

Each player turns their 6 city tokens face-down and shuffles @ 7

them (each player has, 2 tokens worth 1VP, 3 tokens worth 527
@

2 VP and 1 token worth 3 VP). Each player places1city token
face-down in their starting region without looking at its

The starting player begins the game. The other players follow in
clockwise order.

number. Each player then places their remaining 5 ity tokens
face-down, without looking at them, in the spaces at the top
of each track on their civilization board.
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=== ()VERVIEW ===

First Empires is played over 7 turns with 5 players, and 8 turns with
2-4 players.

The different attributes of the players’ civilizations (number of dice
rolled each turn, number of times you can re-roll, movement points,
cards drawn during the game and number of explorers on the board)
are indicated by the advancement tracks (columns) on the players’
civilization boards. The attributes of each civilization board are unique.

alfpc & St A E )

Ao _@"_ P’p‘f{" Jull_ ¥ x
(Dice Re-roll  Wlovement A‘h"c‘;‘:g”e"t Explorers
i ¥ ’_@:} @ *1‘_®| | 14 l

WA «—,@ -fé;—@; ,1r—,@.. W &
A K7 4"“-@; f‘@ -1—6'-.10—-?;.F
j s © TO ol

W

1O 6 ‘
RO 2R s B &)
I HO im0 2 il O

As the civilization marker (cube) on any advancement track is raised,
the corresponding attribute and the player’s victory points are both
increased. In order to move up on an advancement track, a player
needs both a die roll and a region on the board, with the same symbol/
color as the track.

Q_a_g -Q..g., ‘f ‘4.

Points are awarded for advancement tracks, cards scored, | r.-r""J \

and cities captured or retained at the end of the game. W/
Black rolls convey a special conquest bonus, and are not !
used for advancement. y

= TURN SEQUENCE E

Each player, in clockwise order from the starting player, takes their
full turn, which consists of 3 phases:

1- Rolling Dice,
2 - Movement & Conquest,
3 - Advancement.

Phase 1 - Rolling Dice  * 0o,

The player begins their turn by rolling the number of dice indicated
by the civilization marker on the orange ﬁg track on their civilization

board.
Re—rolling _*"J@fn_J

Some or all of these dice may then be re-rolled the number of times
indicated by the civilization marker on their blue é} advancement
track; a player may choose any number of their dice to re-roll each
time they choose to do so.

l>is<ar<{in3 Achievement <ards

After all re-rolling is complete, if the player has cards
in their hand, they may choose to discard one F‘-;.
achievement card from their hand to convert one of
their die rolls to a black # . The player may discard
multiple cards to do this multiple times.

Cards discarded to convert dice may not be scored, or re-drawn.

Phase 2 - Wlovement and Conquest

Movement :‘f:I-» |

After rolling, the player has the opportunity to move explorers on the
game board. For each movement point indicated by the civilization
marker onthe player’s purple +}+ advancement track, the active player
may move lexplorer across 11and or ocean border on the board.

Aplayer maynotleave anexplorerinnot leave an explorer in an ocean
area attheend of their turn. In other words, they must move allexplorers



that have travelled by ocean onto aland region by the end of their turn.
Theactive player may move explorers from multiple areas simultaneously,
so that they arrive at the same destination region all at once.

Players may abandon a region, even if it contains one of their city
tokens; in that case, the city token remains on the board. If the active
player moves units back into a region that is empty except for their own
city, the city token remainsin the region.

The dice rolled do not restrict where players may move or conquer
during their turns, although it is generally advantageous for players to
try to occupy regions that match their dice.

{onquest

Players may not move through regions occupied by enemy explorers.
Theactive player may onlymoveexplorersintoarival'sregionif they bring
enough explorers to conquer the region.

Congquest occurs whenever the active player moves a sufficient number
of their explorers into a rival's region. Usually, a player must have more
total explorers than their rival in order to conquer the region. A player
may not move into multiple rival regions simultaneously.

However, each black die # the active player has counts as 1 extra
explorer for each conquest of the active player on that turn.

Congquests must always be made with at least 1 explorer, regardless of
the number of black # that a player has.

If a player holds only 1region on the board, that region may not be
conquered.

() REGIONS WITH CITIES

&% City tokens have no defensive value.

&% [fthe conqueredregion had one or morerivalcities
in it, the active player takes these rival cities and
places them next to the board in their personal
offboard supply.

&% [f the active player moves explorers into a region

witharival cityandnorivalexplorers, then the active
player takes therival city token and places it in their
offboard supply.

&% These tokens must be kept face-down; you may not
look at their number before the end of the game.

Immediately after a conquest, the defeated opponent must recover all
of theirexplorers fromthe conqueredregionand move them toanyone
other region containing at least 1 of their explorers.

Aplayer may notretreat toaregion that does not contain any explorer
(even if they have a city in that region).

Afteraconquest andretreat, the active player may continue their move-
ment phase if they still have movement points to spend.

Phase 3 - Advancement

Discarding Achievement <ards ¥

At the start of the advancement phase, if the player w P
has cardsintheir hand, they may choose to discard one _'_‘LQ‘(‘,
achievement card from their hand to convert one of

their die rolls to any die face of their choice. They may discard multiple
cards to do this multiple times.

Cards discarded to convert dice may not be scored, or re-drawn.

Raise <ivilization Markers

The active player now has the opportunity to raise the civilization
markers on their advancement tracks.

Each die roll matching an advancement track’s color allows the active
player to move its marker one space up, as long as the player also
controls a region of the matching color (or symbol).

Each movement of a civilization marker on an advancement track
requires a separate die and region of matching symbol/color.




When they raise the green | | achievement marker to the next +], EXAMPLE - PHASE 1

the player should draw 1 new achievement card from their deck (a new

achievement card is only drawn when this track is advanced). At the start of her turn Carmen occupies 3 regions (Scythia @, Albion
When they raise the yellow = population markertoahigher number, and Indus % ). Her yellow track - is currently at 5 explorers, which

the active player distributes the indicated new explorers among the are distributed among her 3 occupied regions.

regionsthat they occupy, at their choice (the number onthis track reflects

the total number of explorers the player has on the board).

A region without explorers is not considered occupied by any player
(even if there is a city in it) and cannot be used for advancement or the
placement of new explorers.

<ity Token Pla<ement

At the conclusion of the Advancement phase, if the active player ralsed
one or more of their markers onto or past a space with a city icon, then
they must put the city token from the top of that column face-down into
one of their regions on the board. The player must put it into a region
withnocitydiscsif possible;if not, they can placeitin any of their regions.

Achievement <ards S<orin3

As soon as a player fulfills the requirements of any of their
Achievement cards during their turn, and provided they
can demonstrate it to the other players, they may score
the card by placing it face-up below their civilization board.

Phase - Rolling (Dice

A cardmay be scoredimmediately after itis drawnif the player currently Her orange [} track allows her to roll fwo dice.

meets the scoring condition. The victory points are scored at the end She rolls 1 yellow  and 1 blue /. However, she wants a green

of the game. 4 roll, so she can raise that track and gain an achievement card.
Her blue @ track allows her to re-roll twice. For her first re-roll,
she chooses to just re-roll the blue 4+ die, but does not get the desired

End of the Round it # :

After all players have completed their turn, the starting player advances For her second re-roll, she re-rolls both dice and ends up with a green
the turn track marker one space to the right, and takes their next turn. 4 andapurple €.




EXAMPLE - PHASE 2 EXAMPLE - PHASE 3

Phase 2 - Wlovement and Conduest Phase 3 - Advancement

Carmen wishes to invade Rus, the green 4% region adjacent to her Since Carmen does not occupy any purple

purple l"- region. Rus is currenttly occupied by Dan with 2 explorers; region @ (her city in Scythia does not hold ‘ ‘
Carmen has no black rolls #, so she needs to invade the region with that region for her), she cannot use her purple —
at least 3 explorers. € die to raise her purple marker. \ 4

Her purple -l- track gives her 4 movement points. She spends 2 o X She chooses to discard a card from

movement points to move the two explorers from Scythia to Rus, ‘:‘:‘3 Q her hand to change her purple € Q ‘
abandoning Scythia completely. She simultaneously moves 1 explorer Q‘[}J roll fo orange &% . e J

from Albion into the eastern ocean region, and then from the ocean
into Rus. This leaves her with 3 explorers against Dan’s 2 in Rus. Tip: Place your dice directly on the board to pair each die with its
matching region.

Dan must immediately retreat his 2 explorers to one of his other
regions. While he does not have to retreat to his closest region, he
chooses to retreat to his adjacent blue < region, Huaxia.

&% She raises her orange ﬁﬁ marker 1space up; as a result, she will roll
3 dice on her next turn.

&% She raises her green marker EE 1 space up, which allows her to
draw a card.

She draws her Voyage of Zhu Ying card, which she s

could have scored immediately if she had raised her Yo L Yo
- a L .

orange [Jr7 track twice this turn. In order to score it, '

she will have to occupy 2 orange regions 4 and roll

2 orange dice £# the same turn. .

Raise your oran,
track &4 py &

inTturn, —




=== (AME END ==
AND SCORING

When the turn track marker reaches the last space of the
turn track, the players play their last turn; then the game
isover.

& Players score victory points (VP) for each of their
advancement tracks. Check the VP value of the
highest spot that you could reach with your marker
in every column.

& Each player recovers the city tokens that they placed P,
on the main board and the captured tokens from their ;Q
supply. They reveal these tokens and add their cumulated %=
value to their score.

Note: City tokens that still are on their civilization board do not
score any VP.

& Allplayersscore the VPvalue of their completed achieve-
ments cards.

The player with the most VP wins.

If there s atie for most VP, then the tied player with the most cards left
intheirhand attheend of the gameisthe winner. If thereisstill atie, then
the tied player with the most scored cities and scored cards combined
is the winner. If there is still a tie, then the tied players rejoice in their
shared victory (or complain about the lack of an ultimate tiebreaker, as
they prefer).

Strategy Tips

3% Early in the game, it is important to raise the markers of each of
your advancement tracks by at least 1 or 2 spaces. Not doing so
will considerably hinder your progress in the game.

3% In your first turns, do not hesitate to re-roll dice and spend cards
to get the die rolls that will help you develop your civilization.

3% Blackrolls # areveryuseful to help you conquer the colors that
you need, and that you can’t get because of a limited movement
or manpower capacity.

W,W.m.l ' ‘1‘
track 1B Ocany

| inlturn. y Dg""'ﬂ'! ]
{

+ Civilization board scored: 10+6+9+7+6= 38 VP
+ Cities conquered and remaining on the board scored: 3+2+2+1+1=9 VP
+ Achievement cards scored: 5+4=9 VP

Huaxia final score is 38+9+9=56 VP
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