2-5 PLAYERS AGES 10+

IMAGINE YOURSELF SOME 10.000 YEARS AGO...

YOUR CLAN HAS LEFT THE ANCIENT NOMADIC LIFE AND
SETTLED WITH FOUR OTHER CLANS IN THE VALLEY.
ONCE AGAIN, THE COMMUNITY HAS BEEN SUCCESSFUL
IN HARVESTING CROPS, AND SOME FAMILIES ARE
GETTING BETTER AT RAISING ANIMALS: NEXT MOON
WILL SEE THE BIRTH OF A NEW GENERATION OF PUPS.
WE ALL PRAISE OUR OWN GODS AND MOTHER
GODDESS FOR BEING GOOD TO Us. THIS NEW ERA HAS
BROUGHT SOMETHING NEW TO US: THE AREA IS
PROGRESSIVELY FILLING WITH DWELLINGS, BUILT
TIGHTLY ACGAINST EACH OTHER. NEW GENERATIONS
ARE BUILDING THEIR HOUSES OVER THE REMAINS OF
OLD CONSTRUCTIONS. OUR GREATEST FAMILIES NOW
HAVE THEIR DWELLINGS WAY UP OVER THE LAND,
PROUDLY SHOWING OFF THEIR SHRINES AND WEALTH
TO THE COMMUNITY. WHO KNOWS, WHEN THE
CHILDREN OF OUR CHILDREN COME INTO THE
WORLD, WHICH CLAN WILL RULE THIS
MULTITUDE?

IN HOYUK, EACH PLAYER REPRESENTS A CLAN DURING
THE NEOLITHIC PERIOD. YOU WILL ERECT, ON THE
GAME BOARD, A MINIATURE VERSION OF THE CITIES
BUILT IN THE LAND OF ANATOLIA MORE THAN 9,500
YEARS AGO. WHICH CLAN WILL YOU LEAD TO VICTORY?

THE DERS: DEVOTED TO.FAMILY IDEALS, ALWAYS
SUPPORTING EACH OTHER IN GOOD TIMES AND
BAD. THIS CONTRADICTS THEIR WILD NATURE.
THE DERS ARE A’W YS VERY ANGRY AND
AGGRESSIVE WITH = ANYTHING NEW THEY
DISCOVER IN THEIR WAY, AND'THEY DO NOT LIKE
TO SHARE THEIR LAND WITH OTHER CLANS.

PLAYING TIME 60 MINUTES

)n
SNEERG: THEIR RE _____,;&qsmg WITH NATURE IS
THEIR BASIC CHy \RACTERISTIC. THEY HAVE
DEDICATED THEIR legs TO THE LAND AND HOW
THEY CAN GROW TH Equ} NATURAL WEALTH.

OLEYLL: THEY | Y EVERYONE AND
EVERYTHING THAT TH Y@G NOT POSSESS. THIS
IS WHY THEY ATTACK OTHER CLANS AND STEAL
THEIR GOODS. « -

THE RUPLES: RELIGIOUS PEOPLE WHO LIKE TO
WORSHIP THEIR GODS. THEIR LIFE IS COMPRISED
OF A MYSTERIOUS'CEREMONY THAT TAKES PLACE
FROM THE MOMENT\THEYﬁWAKE UNTIL THE
MOMENT THEY SLEEP. i i

v,_,__- ———.

LEBU TRIBE: OR As TH’EY ARE KNOWN, THE
HEALERS. THEIR QUEST DEALS WITH FINDING
NEW CURES AND THERAPIES. THIS IS WHY THEY
FOLLOW THEIR SHAIWAN LEADER.

S

ALL CLANS HAVE SPECIAL ABILITIES THAT CAN BE USED
DURING THE ADVANCED GAME. THESE SPECIAL ABILITIES
ARE EXPLAINED ON PAGE 17.
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1. EACH PLAYER CHOOSES A SET OF HOUSES REPRESENTING THEIR CLAN AND PLACES THEM IN FRONT OF HIM (2 5 TOTAL). THEN
HE TAKES HIS PLAYER COUNTER (MATCHING THE COLOR OF THE WOODEN DISC TO THAT OF HIS HOUSES) AND PLACES IT ON THE
SCORE METER, ON NUMBER O (SEE IMAGE BELOW-'B’).

EACH PLAYER TAKES 25 HOUSE TILES. THE GRID
ON THE PLAYING AREA (A) WILL HELP YOU TO
I N KEEP YOUR HOUSES ORGANIZED.
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ON THE BOTTOM LEFT CORNER YOU WILL FIND A PLAYER AID ILLUSTRATING ROUND
SEQUENCE AND POINT SCORING CONPITIONS FOR USE DURING THE GAME.
2. YOU WILL FIND A TOTAL OF 24 CATASTROPHE CARDS IN THE GAME. THE GAME MODE YOU CHOOSE WILL
DETERMINE THE CARDS YOU PLAY WITH. FOR THE BASIC GAME, CHOOSE 12 CATASTROPHES: EARTHQUAKE (X2),
TORNADO (X2), BAD SEASON (X2), SACRIFICE (X2), LOCUST SWARM (X2), AND FIRE (X2). SHUFFLE THE
CATASTROPHE CARDS AND PLACE THE DECK FACEDOWN ON ITS RESPECTIVE AREA ON THE GAME BOARD (SEE IMAGE
ABOVE - 'CAT’). BECAUSE THE CATASTROPHES ARE LANGUAGE-INDEPENDENT, CHECK PAGES 9 AND 10 IN ORDER TO
RELATE THE IMAGES TO THE EFFECTS OF THE CORRESPONDING CARDS USED IN THE BASIC GAME.
PUT THE CONSTRUCTION CARDBOARDS FACEDOWN ON THE CON SPACE.

3. SHRINE, PEN, AND OVEN PIECES ARE PLACED ON THEIR RESPECTIVE AREAS ON THE GAME BOARD (SEE IMAGE
ABOVE -'C, D, AND G'). THUS, IN BASIC MODE, YOU WOULD USE THE AREAS A,B,C,D,G,H, CAT, AND CON.




4. CHECK THE AREA OF THE BOARD MARKED AS ‘H' ON THE
PREVIOUS PAGE. EACH OF THESE SLOTS IS CALLED AN ASPECT
CARD BASE. TO PLAY THE BASIC GAME, CHOOSE THE 3
ASPECT CARD BASES WITH THE PEN, SHRINE, AND OVEN
SYMBOLS AND DEAL 10 ASPECT CARDS TO EACH FACEUP.

NOTE: ASPECT AND CATASTROPHE CARDS EACH HAVE A
DIFFERENT BACK.

IN BASIC MODE YOU WILL USE A TOTAL OF 30 CARDS BROKEN OUT THE

FOLLOWING WAY: 7 ASPECTS WITH THE SHRINE ICON, 7 WITH THE OVEN
ICON, 7 WITH THE PEN ICON, 3 WILD CARDS, 6 WITH THE HOUSE ICON.

5. REMOVE 5 OF THE CONSTRUCTION CARDBOARDS
(SEE IMAGE BELOW) AND SHUFFLE THE REMAINING
10 AND PLACE THEM FACEDOWN ON THE
EQUIVALENT AREA (CON) OF THE BOARD.

6. THE CENTRAL AREA OF THE BOARD (AREA ‘A’
ON PREVIOUS PAGE) IS YOUR PLAYING AREA.
ALTHOUGH EMPTY IN THE BEGINNING, IT IS HERE
WHERE PLAYERS WILL BUILD THE VILLAGE.

NOTE: HOUSES CANNOT BE BUILT ON THE OUTLYING
SCORING METER (AREA 'B' ON PREVIOUS PAGE).
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7. TO DETERMINE THE FIRST PLAYER, TAKE 2 HOUSES
FROM EACH PLAYER, SHUFFLE THEM IN YOUR HAND
WITHOUT LOOKING AND DRAW A HOUSE. THE PLAYER
WHO OWNS THAT HOUSE BEGINS THE GAME AND TAKES
THE MARKER TILE. THE MARKER TILE INDICATES
THAT THIS PLAYER IS THE FIRST PLAYER FOR THE
FIRST ROUND.

THE GAME 1S DIVIDED INTO ROUNDS. EACH ROUND IS
ITSELF DIVIDED INTO 4 PHASES:

1) CONSTRUCTION X2

2) CATASTROPHES (EXCEPT THE FIRST ROUND)
3) ASPECT CARDS

4) END OF ROUND

IT IS ALWAYS THE FIRST PLAYER (THE ONE WHO HAS THE MARKER
TILE) WHO STARTS PLAY FOR EACH PHASE OF A ROUND, FOLLOWED
CLOCKWISE BY THE OTHER PLAYERS.

AT THE END OF PHASE 4, THE ROUND IS OVER. YOU START A
NEW ROUND FROM PHASE 1. THE FIRST PLAYER CHOOSES
ANOTHER PLAYER, WHO WILL GET THE MARKER TILE, TO BECOME
THE NEW FIRST PLAYER FOR THE NEXT ROUND. IF A PLAYER USES
HIS 25TH HOUSE DURING A ROUND, THE GAME WILL END AT
THE END OF PHASE 4 OF THIS ROUND.

HOUSE RULE: YOU CAN CREATE SHORTER GAMES BY ENDING THE
GAME AT THE 20TH HOUSE OR AT THE 15TH HOUSE. THIS IS
SOMETHING THAT PLAYERS DECIDE.

OPTIONAL RULE: IN A 5 PLAYER GAME USE ONLY 20 HOUSES
BECAUSE THE PLAYING AREA IS LIMITED. IF YOU COUNT THE
ADDITIONAL PENS THAT WILL BE BUILT NEXT TO HOUSES,
THIS WOULD LEAD TO VERY LITTLE SPACE.




PHASE 1 - CONSTRUCTION

DURING THIS PHASE YOU WILL USE THE CONSTRUCTION
CARDBOARDS TO BUILD 6 NEW ELEMENTS IN 2 STEPS OF
3 ELEMENTS EACH (IE USING 2 CONSTRUCTION
CARDBOARDS WITH 3 ELEMENTS EACH).

CONSTRUCTION CARDBOARD A ON THE RIGHT
DEPICTS THE 3 ELEMENTS YOU CAN BUILD WHEN YOU
DRAW IT.

CONSTRUCTION CARDBOARD B, HOWEVER, IS
COMPRISED OF 2 ELEMENTS AND A WILD. (THE THIRD
ELEMENT CAN BE EITHER A HOUSE, AN OVEN, A PEN, OR A
SHRINE.)

THE TWO CONSTRUCTION STEPS ARE PLAYED THE SAME
WAY:

- STARTING WITH THE FIRST PLAYER, DEAL ONE OF THE
CONSTRUCTION CARDBOARDS TO EACH PLAYER IN
CLOCKWISE ORDER. EACH PLAYER PLACES IT FACEUP IN
FRONT OF HIM,

- STARTING WITH THE FIRST PLAYER, BUILD THE 3
ELEMENTS GIVEN BY YOUR CONSTRUCTION CARDBOARD.

AT THE END OF THE FIRST STEP, ALL THE CONSTRUCTION
CARDBOARDS ARE DISCARDED (CANNOT BE PICKED
DURING THE SECOND STEP) AND YOU DRAW THE NEXT
CONSTRUCTION CARDBOARDS FROM THEIR PILE FOR THE
SECOND STEP, WHERE, AGAIN, EACH PLAYER RECEIVES
ANOTHER CONSTRUCTION CARDBOARD AND PROCEEDS
TO BUILD THE 3 ELEMENTS ON IT AS BEFORE.

REMINDER: YOU WILL FIND, IN THIS BOX, 15
CONSTRUCTION CARDBOARDS BUT YOU ONLY USE
10 IN THE BASIC GAME. THE ONES YOU DO NOT USE
IN THE BASIC GAME ARE ILLUSTRATED ON PAGE 4.

THERE ARE A FEW RULES TO GUIDE YOU IN THE
CONSTRUCTION OF THE HOUSES, PENS, OVENS, AND
SHRINES. THESE RULES ARE EXPLAINED IN THE
CONSTRUCTION RULES ON PAGES 6-8.

WHEN ALL PLAYERS HAVE BUILT THEIR 6 ELEMENTS, THE
CONSTRUCTION PHASE IS OVER AND YOU MOVE ON TO
THE NEXT PHASE (PHASE 2 — CATASTROPHES).

NOTE: WHEN ALL 10 CONSTRUCTION CARDBOARDS
HAVE BEEN DRAWN AND PLAYED, RE-SHUFFLE THEM
AND REFORM A NEW DECK IN ORDPER TO DRAW AGAIN
WHEN NECESSARY. ONLY CREATE A NEW DECK WHEN ALL
OF THEM HAVE BEEN PLAYED!

CONSTRUCTION A

CONSTRUCTION A LETS YOU BUILD 2 HOUSES AND A
SHRINE.

CONSTRUCTION B LETS YOU BUILD 2 HOUSES, AND
THE THIRD ELEMENT IS UP TO YOU (EITHER ANOTHER
HOUSE, AN OVEN, A PEN, OR A SHRINE).

PP




CONSTRUCTION RULES FOR BASIC GAME (HOUSES, PENS, OVENS, SHRINES)

PLACING HOUSES

HOUSES CAN BE PLAYED TO THE
BOARD IN EITHER CLUSTERS
(CREATING FAMILIES) OR ALONE
(CREATING A NEW BLOCK).

WHEN HOUSES ARE CLUSTERED
IN A BLOCK, THEY MUST BE
PLACED SO THAT THEIR SIDES
MATCH.

TwO HOUSES TOUCHING EACH
OTHER ONLY BY A CORNER ARE
NOT CONSIDERED ADJACENT.
THIS MOVE IS NOT ALLOWED.

PLACING PENS

PENS ARE PLACED AGAINST
HOUSES.

THE OPEN SIDE OF THE
PEN (WITH THE WHITE
ARROW) SHOWS  THE
HOUSE OWNING IT.

THERE CAN BE 1 PEN PER
SIDE OF A HOUSE.

A PEN SHOULD NEVER HAVE ALL
OF ITS SIDES ENCLOSED. ONLY 3
OF THE 4 SIDES OF A PEN MAY
HAVE CONSTRUCTIONS ADJA-
CENT TO IT. AT ALL TIMES, AT
LEAST ONE SIDE MUST REMAIN
OPEN WITH NOTHING BUILT
ADJACENT TO IT.

e _.
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PLACING OVENS AND SHRINES

OVENS AND SHRINES ARE
PLACED ON TOP OF HOUSES.

NEITHER AN OVEN NOR A
SHRINE CAN SHARE THE SAME
HOUSE.

A HOUSE WITH A PEN CAN ALSO
HAVE AN OVEN OR A SHRINE.

RUINED HOUSES

A HOUSE Is SAID TO BE RUINED WHEN IT IS ABANDONED BY ITS
INHABITANTS AND ITS WALLS ARE TORN DOWN OR DISMANTLED —TO
POSSIBLY BE USED TO BUILD A NEW HOUSE. A HOUSE IS TYPICALLY
RUINED DUE TO CATASTROPHES (SEE CATASTROPHES). PLAYERS
CANNOT RUIN THEIR OWN HOUSES. WHEN A HOUSE IS RUINED, IT IS
SIMPLY TURNED OVER TO THE "RUINED” SIDE OF THE TILE. IFITISA 2
STORY HOUSE, THEN THE UPPER STORY IS REMOVED FROM THE GAME
AND THE LOWER STORY IS THE ONE TURNED OVER TO THE "RUINED”
SIDE. (FOR PRACTICAL REASONS, A RUINED HOUSE IS CONSIDERED
THE SAME HEIGHT AS THE GROUND LEVEL).

IF A PEN IS ATTACHED TO A HOUSE
WHICH BECOMES RUINED, THE PEN
1S REMOVED AND RETURNED BACK
TO ITS EQUIVALENT AREA ON THE
BOARD.

IF A HOUSE IS RUINED AND
CONTAINED A SHRINE OR OVEN, IT
IS RUINED AS WELL AND RETURNED
TO ITS EQUIVALENT AREA ON THE
BOARD.

A RUINED HOUSE IS NEVER SIMPLY "TURNED OVER" WHEN YOU WANT
TO BUILD A NEW HOUSE IN THE SAME LOCATION. THE RUINED TILE IS
REMOVED FROM THE GAME AND A NEW HOUSE PLACED I[N ITS STEAD.
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CONSTRUCTION RULES FOR BASIC GAME (FAMILIES,BLOCKS)

FAMILIES AND BLOCKS

A FAMILY IS MADE OF ALL ADJACENT HOUSES OF THE SAME COLOR. A
FAMILY IS DIVIDED INTO 2 SMALLER FAMILIES IF SOME OF ITS HOUSES
BECOME SEPARATED BY RUINED HOUSES. ALSO, A NEW HOUSE OF THE
SAME COLOR AS TWO FAMILIES THAT IT CONNECTS (WHEN PLACED)
MERGES THOSE TWO FAMILIES INTO ONE SINGLE FAMILY.

YOU CANNOT BREAK LARGER FAMILIES INTO SMALLER FAMILIES (WITHIN
THE SAME BLOCK) DUE TO THE FACT THAT, AS YOU BUILD NEwW HOUSES,
THEY MUST BE CONNECTED TO EXISTING HOUSES (SEE IMAGE BELOW).

YOU CAN ONLY BREAK LARGER FAMLIES TO SMALLER FAMILIES (WITHIN THE
SAME BLOCK) THROUGH CATASTROPHE EFFECTS THAT WILL FORCE YOU TO
TURN YOUR HOUSE OVER TO ITS RUINED sIDE.

DO | ALWAYS HAVE TO EXPAND MY EXISTING FAMILY, OR CAN |
START A NEW BLOCK/FAMILY IF | WANT TO? EITHER, BUT WHEN
EXPANDING YOUR FAMILY WITHIN THE SAME BLOCK, THEN:

A) IF YOU ALREADY HAVE HOUSES IN THE BLOCK, YOU MUST PLACE
THE NEW HOUSE NEXT TO ONE OF THE EXISTING HOUSES (SEE
IMAGES A, B, AND Q).

B) IF YOU DO NOT HAVE ANY HOUSES IN THE BLOCK, YOU MUST PUT
IT NEXT TO ONE OF YOUR OPPONENT'S HOUSES (SEE IMAGE A2).

CORRECT WAY TO BUILD YOUR
HOUSES AND CREATE A FAMILY

IN B2, NOTICE THAT YOU CANNOT BUILD YOUR HOUSES AS ILLUSTRATED. IF
BUILT IN THE SAME BLOCK, THEY MUST CONNECT TO ANY EXISTING HOUSES
(UNLESS THIS IS YOUR FIRST HOUSE IN AN OPPONENT'S BLOCK).

A BLOCK IS MADE OF ALL ADJACENT HOUSES, PENS,
AND RUINED HOUSES, REGARDLESS OF COLOR.

A SINGLE HOUSE IS A BLOCK ON ITS OWN (A SINGLE
FAMILY WITH ONE SINGLE HOUSE).

A BLOCK IS NOT PIVIDED INTO 2 SMALLER BLOCKS WHEN SOME
HOUSES BECOME RUINED. THUS 2 FAMILIES CAN OCCUPY THE
SAME BLOCK WITHOUT BEING DIRECTLY ADJACENT TO EACH OTHER.

IN THE FOLLOWING EXAMPLE, THIS BLOCK USED TO BE 1 SINGLE
FAMILY OF 7 HOUSES, BUT THE 2 CENTRAL HOUSES ARE NOW
RUINED.

THUS, THE BLOCK IS NOW MADE OF 2 DIFFERENT FAMILIES

SEPARATED BY THE 2 RUINED HOUSES. THESE 2 FAMILIES CAN BE
REUNITED BY THE CONSTRUCTION OF A NEW HOUSE IN A OR IN B.

1 BLOCK

IT IS FORBIDDEN TO LINK 2 BLOCKS BY PLACING A HOUSE
OR A PEN IN BETWEEN. INDIVIDUAL BLOCKS CANNOT EVER
BE MERGED. TWO HOUSES, ONLY RELATED BY A PEN, ARE
CONSIDERED LOCATED IN THE SAME BLOCK.

NETTIING CAN BE BUIEE GIERE

WHAT HAPPENS IF THERE IS NO MORE SPACE TO BUILD?
THIS CAN CERTAINLY BE THE CASE WHEN PLAYING WITH 5
PLAYERS AND USING ALL 25 HOUSES. WHEN THERE IS NO
MORE SPACE TO BUILD, THE GAME ENDS AFTER THE 4TH
PHASE OF THIS ROUND AND THEN POINTS ARE SCORED.

NOTE: IF PLAYERS CANNOT BUILD A
HOUSE, THEY STILL CAN BUILD
ELEMENTS THROUGH USE OF THEIR
CONSTRUCTION CARDBOARDS.




CONSTRUCTION RULES FOR BASIC GAME (BUILDING STORIES)

BUILDING SECOND STORIES

HOUSES CAN BE STACKED. THE LOWER HOUSE IN A STACK IS
AUTOMATICALLY CONSIDERED THE FIRST FLOOR (ALSO MAY BE
REFERRED TO AS FIRST STORY) AND THE TOP HOUSE IS CONSIDERED
THE SECOND FLOOR (AGAIN, MAY ALSO BE REFERRED TO AS SECOND
STORY). YOU CAN ONLY BUILD HOUSES ON TOP OF YOUR OWN
HOUSES. ALSO, YOU CAN ONLY BUILD UP TO TWO STORIES,
NOTHING MORE.

FROM THIS POINT FORWARD, THE TERMS 'STORIES’ AND
'FLOORS’ MAY BE USED INTERCHANGEABLY.

NOTE: YOU CANNOT BUILD A HOUSE ON THE TOP OF
ANOTHER PLAYER'S HOUSE.

A HOUSE CAN BE BUILT OVER A RUINED HOUSE EVEN IF IT
BELONGED TO ANOTHER PLAYER BEFORE BEING RUINED
(RUINED HOUSES ARE "NEUTRAL" LAND). YOU MUST REMOVE
THE RUINED HOUSE FROM THE BOARD AND EXCLUDE IT
FROM THE GAME. IN ITS PLACE YOU CAN BUILD YOUR NEW
HOUSE.

YOU CAN STACK A HOUSE ON TOP OF ANOTHER AS LONG AS
ITS ROOF IS ACCESSIBLE (MEANING IT DOES NOT CONTAIN AN
OVEN OR SHRINE). IF YOU HAVE BUILT A SHRINE OR OVEN
ON THE HOUSE THEN YOU MUST REMOVE IT IN ORDER TO
BUILD ANOTHER FLOOR. (THE REMOVED OVEN AND/OR
SHRINE IS RETURNED BACK TO ITS EQUIVALENT AREA ON
THE BOARD).

NOTE: THESE DECISIONS ARE VERY CRITICALTO THE GAME.
SINCE YOU EARN ASPECT CARDS BASED UPON THE
ELEMENTS YOU BUILD, YOU NEED TO CONSIDER WHETHER
TO FOLLOW THE PATH OF BUILDING ELEMENTS OR
BUILDING ANOTHER STORY.

ON THE OTHER HAND, IF YOU DECIDE TO
BUILD ADDITIONAL STORIES, THAT COULD BE
CRUCIAL DURING PHASE 3 BECAUSE THEY WILL
ACT AS 'TIE BREAKERS' (SEE PHASE 3 - ASPECT
CARDS).

YOU ALSO CAN ONLY STACK A HOUSE ON TOP OF
ONE OF YOUR HOUSES AS LONG AS IT IS ACCESSIBLE
ON ONE OF ITS SIDES. (AT LEAST ONE OF ITS SIDES IS
NOT CONNECTED WITH ANY OTHER HOUSE OR PEN.)

RUINS ARE CONSIDERED OPEN
TERRAIN. THUS, IN THIS CASE,
YOU CAN BUILD A SECOND STORY
BECAUSE THE BLUE HOUSE 15
ACCESSIBLE ON THE LEFT SIDE.

WHAT HAPPENS IF A PLAYER (GREEN) BUILDS A
HOUSE BY REMOVING THE RUINED HOUSE AFTER |
(BLUE) HAVE BUILT A SECOND STORY ON MY HOME?
IS THIS ILLEGAL? NO, THE BLUE HOUSE IS NOT
ILLEGAL SINCE IT WAS BUILT WHEN THERE WAS ONE
SIDE OPEN!

YOU DO NOT NEED TO REMOVE A 2ND STORY IN
ORDERTO BUILD A SHRINE OR OVEN. YOU BUILD THE
OVEN OR SHRINE ON TOP OF THE 2ND HOUSE
(STORY). THEREFORE, YOU WOULD HAVE A HOUSE,
ON TOP OF THAT ANOTHER HOUSE (2ND STORY),
AND THEN, ON TOP OF THAT, THE OVEN OR SHRINE.

he




PHASE 2 - CATASTROPHES

THERE IS NO CATASTROPHE PHASE DURING THE FIRST ROUND. IT COMES INTO PLAY STARTING IN ROUND 2.

THE FIRST PLAYER DRAWS A CARD FROM THE TOP OF THE CATASTROPHE DECK, READS IT OUT LOUD, AND
THEN STARTS TO APPLY THE EFFECT TO EACH BLOCK. EACH CATASTROPHE WILL AFFECT ONE OR MORE
BLOCKS IN THE VILLAGE AND FORCE ITS OCCUPANT(S) TO LOSE HOUSES, AN ASPECT CARD, ETC. WHEN ALL
PLAYERS HAVE HAD A CHANCE TO APPLY THE CARD’S EFFECT, IT IS PLACED ON THE BOTTOM OF THE
CATASTROPHE DECK (AS ARE ALL FUTURE DRAWN CATASTROPHE CARDS).

HOUSES AFFECTED BY A CATASTROPHE ARE NEVER REMOVED
FROM THE GAME. THEY ARE LEFT IN THE SAME PLACE AND

FLIPPED OVER TO THEIR RUINED SIDE! THERE ARE 24
CATASTROPHE CARDS IN THE GAME AND 12 OF THEM ARE
USED IN THIS MODE (BASIC GAME).

AS THEY WERE 10,000 YEARS AGO, CATASTROPHES CAN
BE PRETTY DESTRUCTIVE. DO NOT BE SURPRISED IF A
LARGE PORTION OF A BLOCK BECOMES RUINED AFTER A
CATASTROPHE 1S APPLIED. (READ THE EFFECTS OF THE
CATASTROPHES BELOW).

BACRVIEW

NOTE: WHEN YOU ARE FORCED TO DISMANTLE HALF OF YOUR HOUSES BECAUSE OF A CATASTROPHE, YOU ALWAYS ROUND DOWN!
THEREFORE, IF YOU HAD 7 HOUSES IN A BLOCK AND HAD TO DISMANTLE HALF OF THEM, YOU WOULD DISMANTLE 3 OF THEM. IF
YOU HAVE 1 SINGLE HOUSE IN A BLOCK YOU DON'T ROUND DOWN BUT HAVE TO DISMANTLE THAT SINGLE HOUSE.

CATASTROPHOLOGY

BAD SEASON #1: ALL RESIDENTS IN THE BLOCK(S) WITH THE FEWEST BUILT SHRINES MUST DISMANTLE 1
OF THEIR HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

BAD SEASON #2: ALL RESIDENTS IN THE BLOCK(S) WITH THE MOST BUILT SHRINES MUST DISMANTLE 1 OF
THEIR HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

1

DROUGHT #1: ALL RESIDENTS IN THE SMALLEST BLOCK REMOVE HALF OF THEIR CATTLE. (PENS AND RUINS
ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

-
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DROUGHT #2: ALL RESIDENTS IN THE LARGEST BLOCK REMOVE HALF OF THEIR CATTLE. (PENS : =
AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.) -

T

EPIDEMIC #1: ALL RESIDENTS IN THE LARGEST BLOCK MUST REMOVE HALF OF THEIR VILLAGERS.
(PENS AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)
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EPIDEMIC #2: ALL RESIDENTS IN THE SMALLEST BLOCK MUST REMOVE HALF OF THEIR VILLAGERS. (PENS
AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

EARTHQUAKE #1: ALL RESIDENTS IN THE SMALLEST BLOCK MUST DISMANTLE HALF OF THEIR
HOUSES. (PENS AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

EARTHQUAKE #2: ALL RESIDENTS IN THE LARGEST BLOCK MUST DISMANTLE HALF OF THEIR
mp HOUSES. (PENS AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

.

y;_-.‘q




FIRE #1: ALL RESIDENTS IN THE BLOCK WITH THE MOST BUILT OVENS MUST DISMANTLE HALF OF THEIR
HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

FIRE #2: ALL RESIDENTS IN THE BLOCK WITH THE FEWEST BUILT OVENS MUST DISMANTLE HALF OF
THEIR HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

FLOOD #1: MOVE THE SHAMAN MEEPLE BACK TO THE SHAMAN AREA ON THE BOARD.

FLOOD #2: MOVE THE SHAMAN MEEPLE BACK TO THE SHAMAN AREA ON THE BOARD.

LOCUST SWARM #1: THE SMALLEST BLOCK IS ATTACKED BY A LOCUST SWARM; THUS, YOU CANNOT WIN
ANY ASPECT CARDS DURING THIS ROUND FROM THAT BLOCK. (PENS AND RUINS ARE NOT COUNTED. IF
THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

LOCUST SWARM #2: THE LARGEST BLOCK 1S ATTACKED BY A LOCUST SWARM; THUS, YOU CANNOT WIN
ANY ASPECT CARDS DURING THIS ROUND FROM THAT BLOCK. (PENS AND RUINS ARE NOT COUNTED. IF
THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

LOOTERS #1: ALL RESIDENTS IN THE BIGGEST BLOCK MUST DISMANTLE HALF OF THEIR SHRINES. (PENS
AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

LOOTERS #2: ALL RESIDENTS IN THE SMALLEST BLOCK MUST DISMANTLE HALF OF THEIR SHRINES. (PENS
AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

SACRIFICE #1: ALL RESIDENTS IN THE BLOCK WITH THE MOST PENS MUST DISMANTLE 1
OF THEIR HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

SACRIFICE #2: ALL RESIDENTS IN THE BLOCK WITH THE FEWEST PENS MUST DISMANTLE
1 OF THEIR HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

TORNADO #1: ALL RESIDENTS IN THE BLOCK WITH THE MOST TWO-STORY HOUSES MUST DISMANTLE 1 OF
THEIR HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

TORNADO #2: ALL RESIDENTS IN THE BLOCK WITH THE FEWEST TWO-STORY HOUSES MUST DISMANTLE 1
OF THEIR HOUSES. (IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

VOLCANO #1: ALL RESIDENTS IN THE SMALLEST BLOCK MUST DISMANTLE HALF OF THEIR PENS.
(PENS AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

VOLCANO #2: ALL RESIDENTS IN THE LARGEST BLOCK MUST DISMANTLE HALF OF THEIR PENS.
(PENS AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

WOLVES #1: ALL RESIDENTS IN THE LARGEST BLOCK MUST DISMANTLE HALF OF THEIR OVENS.
(PENS AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

WOLVES #2: ALL RESIDENTS IN THE SMALLEST BLOCK MUST DISMANTLE HALF OF THEIR OVENS.
(PENS AND RUINS ARE NOT COUNTED. IF THERE ARE TIED BLOCKS, THEY ARE ALL AFFECTED.)

THE CATASTROPHE CARDS ARE SEPERATED INTO 2 SECTIONS. THE LEFT SIDE SIGNIFIES SIZE AND THEREFORE
DEPICTS WHETHER THE CATASTROPHE AFFECTS LARGEST OR SMALLEST BLOCKS. THE RIGHT SIDE SIGNIFIES
THE DESTRUCTION THAT WILL OCCUR (L.LE., 1 HOUSE DISMANTLED, HALF OF A CERTAIN TYPE OF
EQUIPMENT DISMANTLED, ETC.).




PHASE 3 - ASPECT CARDS

DURING THIS PHASE, EACH BLOCK WILL BE INSPECTED TO DETERMINE WHICH PLAYER(S) HAVE THE LEAD IN EACH OF
THE 3 ASPECTS (OVENS, SHRINES AND PENS IN THE BASIC GAME). THESE PLAYERS ARE REWARDED AN ASPECT CARD,
WHICH WILL BE DRAWN FROM ITS CORRESPONDING DECK FOR WHICH THAT PLAYER WAS IN THE LEAD.

THE FIRST BLOCK TO BE INSPECTED IS SELECTED BY THE FIRST PLAYER. THE SECOND BLOCK IS SELECTED BY THE
PLAYER TO THE FIRST PLAYER'S LEFT, AND SO ON UNTIL ALL THE BLOCKS IN THE VILLAGE HAVE BEEN INSPECTED.

EACH TIME A BLOCK IS INSPECTED, EACH OF THE 3 ASPECTS ARE INSPECTED BEFORE A NEW BLOCK MAY BE
INSPECTED AND EACH BLOCK CAN ONLY BE INSPECTED ONCE DURING EACH ASPECT PHASE.

FOR EACH BLOCK, THE FOLLOWING 3 ASPECTS ARE INSPECTED FOR THE BASIC GAME:

—] OVENS: THE PLAYER OWNING THE
MOST OVENS IN THE BLOCK TAKES THE
CARD ON TOP OF THIS DECK.

SHRINES: THE PLAYER OWNING THE
MOST SHRINES IN THE BLOCK TAKES
THE CARD ON TOP OF THIS DECK.

PENS: THE PLAYER OWNING THE MOST
PENS IN THE BLOCK TAKES THE CARD ON
TOP OF THIS DECK. WHEN THIS SLOT Is
EMPTY (RED HAND) PLAYERS CANNOT
PLACE BACK OR DRAW ASPECT CARDS
FROM THIS SLOT UNTIL THE END OF THE
GAME.

IF AN ASPECT DOESN'T APPLY IN A BLOCK (E.G., NO PLAYER HAS BUILT ANY PENS), NOBODY IS AWARDED THE
CORRESPONDING ASPECT CARD IN THE BLOCK.

IN CASE OF ATIE FOR ANY GIVEN ASPECT: THIS IS WHERE 2ND STORIES BECOME IMPORTANT. THE TIE BREAKER IS WON BY
THE PLAYER WHOSE ASPECTS ARE ON, OR ATTACHED TO, THE MOST 2ND STORY HOMES. |F PLAYERS REMAIN TIED, THEN NO ONE
IS AWARDED THE ASPECT CARD. (THE SAME APPLIES TO PENS AND SHRINES.) EXAMPLE: PLAYERS 1 AND 2 EACH HAVE 3 OVENS IN
A BLOCK. HOWEVER, PLAYER 2 HAS 1 OF HIS OVENS ON A 2ND STORY HOME WHILE PLAYER 1 OWNS 2 2ND-STORY HOMES,
NEITHER OF WHICH CONTAIN AN OVEN. THUS, PLAYER 2 WOULD WIN THE OVEN TIE.

IF A PLAYER IS THE ONLY OCCUPANT OF A BLOCK, HE WILL NOT GET ANY ASPECT CARDS FROM THAT BLOCK. THE 3
ASPECTS ARE ONLY INSPECTED IN A BLOCK WHEN A SECOND PLAYER SETTLES HOUSES IN IT. SO WHEN A PLAYER
STARTS BUILDING A NEW BLOCK, IT WOULD BE WISE TO FOLLOW HIM.

IF AN ASPECT DECK BECOMES EMPTY (RED HAND), NO MORE CARDS CAN BE PLACED ON THAT AREA OR BE WON

FROM THE CORRESPONDING ASPECT. ALL ASPECT DECKS HAVE 10 CARDS AT THE BEGINNING OF THE GAME, BUT THIS
AMOUNT WILL CHANGE DEPENDING ON YOUR ACTIONS IN THE GAME (SEE PAGE 1 3-SPENDING ASPECT CARDS).

ASPECT CARDS CAN BE PLAYED AT THE BEGINNING OF EACH OF THE 4 PHASES (SEE PAGE 1 3).




EXAMPLE OF BLOCK INSPECTION

THERE ARE TWO PLAYERS IN THIS EXAMPLE: BLUE AND RED. THE VILLAGE IS MADE OF 3 DIFFERENT BLOCKS (A, B, AND
Q). BLOCK A HAS 1 FAMILY SEPARATED BY THE RUINED HOUSE (X), BUT THIS FAMILY IS STILL PART OF BLOCK A.

WHEN BLOCK A IS INSPECTED:
SHRINES ARE A TIE (NO SHRINES BUILT IN A).

PENS ARE WON BY RED. (BOTH PLAYERS HAVE 1 PEN, BUT THE RED
FAMILY HAS A PEN ATTACHED TO A HOUSE WITH A SECOND STORY.)

OVENS ARE WON BY BLUE. (RED HAS AN OVEN ON A SECOND STORY,
BUT BLUE HAS 2 TOTAL) REMEMBER, SECOND STORIES ARE ONLY USED
TO BREAK TIES WHEN PLAYERS HAVE THE SAME AMOUNT OF AN ASPECT.

WHEN BLOCK B IS INSPECTED:
SHRINES ARE WON BY BLUE. (RED DOESN'T HAVE ANY.)
PENS ARE WON BY RED. (HE HAS 2 AND BLUE OWNS ONLY 1.)

OVENS ARE WON BY RED. (BLUE DOESN'T HAVE ANY.)

WHEN BLOCK C IS INSPECTED:

RED 1S THE ONLY RESIDENT IN THE BLOCK. HE CAN'T GET ANY ASPECT
CARDS FROM THIS BLOCK. HE MUST NEGOTIATE WITH THE OTHER
PLAYERS TO PERSUADE THEM TO BUILD HOUSES IN THIS BLOCK.

PHASE 4 - END OF ROUND

THIS IS THE FINAL PHASE WHERE THE ASPECT CARDS DECKS ARE REPLENISHED. STARTING WITH THE FIRST PLAYER, PLAYERS GATHER ALL
THEIR ASPECT CARDS USED DURING THE ROUND (SEE NEXT PAGE "SPENDING ASPECT CARDS") AND PLACE THEM BACK IN ONE OF THE 3
ASPECT CARDS DECKS. WHEN A SLOT IS EMPTY YOU SEE THE HAND ICON ON IT. THIS MEANS THAT YOU
CANNOT PLACE USED ASPECT CARDS AGAIN ON THAT SLOT. THEREFORE ALL THE
THE USED CARDS ARE PLACED FACE UP IN THE PLAYERS INCLUDING YOU WILL NOT BE REWARDED WITH ASPECTS IN THE FOLLOWING

ROUNDS FROM THAT SPECIFIC ELEMENT. IN ORDER TO AVOID THIS CASE, WE SUGGEST
CHOSEN DECK, AND BELOW ANY CARDS THAT PLACING YOUR USED ASPECTS IN SLOTS WHICH CONTAIN FEW CARDS BEFORE IS TOO
MIGHT REMAIN IN THE SLOT FOR THAT DECK. LATE. =
A PLAYER CANNOT DIVIDE HIS CARDS INTO SEVERAL DECKS. ALL THE CARDS FROM A PLAYER MUST BE PLACED BACK AT THE
BOTTOM OF A SINGLE DECK.

THERE IS NO LIMIT TO THE AMOUNT OF CARDS CONTAINED IN A DECK DURING THE GAME. IN THEORY, ONE SINGLE DECK COULD HOLD
ALL THE ASPECT CARDS. SOME DECKS MAY REMAIN EMPTY FOR A WHOLE ROUND OR EVEN LONGER. ATTENTION: THIS COULD PENALIZE
PLAYERS WHO BUILT THEIR FAMILIES BASED JUST ON THESE ASPECTS.

AFTER THE USED CARDS HAVE BEEN PLACED, THE FIRST PLAYER HANDS THE MARKER TILE TO ANOTHER PLAYER OF HIS
CHOICE. THIS ACTION MARKS THE END OF THE CURRENT ROUND AND THE BEGINNING OF THE NEXT ROUND. THIS
ACTION IS MANDATORY; THE FIRST PLAYER CANNOT KEEP THE MARKER TILE TWO ROUNDS IN A ROW.




YOU MAY USE YOUR ASPECT CARDS IN TWO WAYS:
YOU MAY EITHER BUILD ADDITIONAL ELEMENTS OR SCORE VICTORY POINTS.

ASPECT CARDS CAN BE PLAYED ONLY AT THE BEGINNING OF EACH OF THE 4 PHASES IN A ROUND.
MOVING CLOCKWISE AND STARTING WITH THE FIRST PLAYER, EACH PLAYER MAY PLAY ONE OR MORE
CARDS OR JUST PASS. THIS CAN BE DONE ONLY ONCE AT THE BEGINNING OF EACH PHASE. ONCE EACH
PLAYER HAS HAD A CHANCE TO PLAY CARDS OR PASS, THE FIRST PLAYER MUST INITIATE THE CURRENT
PHASE. MORE CARDS CAN THEN BE PLAYED ONLY AT THE BEGINNING OF THE NEXT PHASE.

FOR EACH PHASE OF AN ENTIRE ROUND, YOU CAN SPEND ONE ASPECT CARD FOR EACH FAMILY YOU HAVE
BUILT IN THE VILLAGE AT THE TIME YOU PLAY THE CARD. EXAMPLE: IF YOUR CLAN HAS 5 FAMILIES IN THE
VILLAGE, YOU CANNOT SPEND MORE THAN 5 ASPECT CARDS PER EACH PHASE OF THE ENTIRE ROUND. IF
YOU HAVE 1 FAMILY, WHATEVER ITS SIZE, YOU ARE LIMITED TO PLAYING A SINGLE ASPECT CARD.

THUS, BEFORE PLAYING ANY ASPECT CARD, YOU MUST CHECK THAT YOU STILL HAVE ENOUGH FAMILIES TO BE ABLE TO PLAY IT.
WHEN YOU PLAY AN ASPECT CARD, YOU KEEP IT FACE UP IN FRONT OF YOU UNTIL THE END OF THE ROUND. THIS MAKES IT EASIER
TO KEEP TRACK OF THE NUMBER OF CARDS YOU PLAYED.

IF YOU LOSE SOME FAMILIES DURING THE CATASTROPHE PHASE, AND YOU ALREADY PLAYED SOME ASPECT CARDS DURING THE
CONSTRUCTION PHASE, YOU MIGHT END UP HAVING SPENT MORE CARDS THAN YOUR NEW AMOUNT OF FAMILIES WOULD HAVE
ALLOWED YOU. IN THIS CASE YOU DO NOT LOSE THE CARDS THAT YOU ALREADY PLAYED. YOU JUST LOSE THE ABILITY TO PLAY
ADDITIONAL CARDS FOR THIS ROUND.

NOTE: THE DRAWINGS ON THE CARDS HAVE NO GAMEPLAY
PURPOSE. THEY ARE JUST THERE TO PROVIDE
ARCHAEOLOGICAL FLAVOR.

THERE ARE A FEW WILD CARDS (THE "METAL" CARDS) AS
PICTURED ON THE LEFT. THEY CAN REPLACE A CARD OF ANY
KIND FOR THE CONSTRUCTION OF NEW ELEMENTS OR TO
SCORE VICTORY POINTS.

1. BUILDING ADDITIONAL ELEMENTS

EACH ASPECT CARD LETS YOU BUILD AN ELEMENT. THIS ELEMENT IS REPRESENTED
ON THE CARD’S UPPER LEFT CORNER. YOU CAN PLACE THE ELEMENT ANYWHERE ON
THE VILLAGE, USING THE SAME RULES AS DURING THE INITIAL CONSTRUCTION
PHASE.

EXAMPLE
BY PLAYING THIS CARD, YOU CAN EITHER BUILD A SHRINE,
OR (SEE NEXT PAGE)...




2. SCORING VICTORY POINTS

INSTEAD OF BUILDING AN ELEMENT, YOU MAY ALSO SPEND A GROUP OF ASPECT CARDS WITH THE SAME
ELEMENT SYMBOL TO SCORE VICTORY POINTS, OR YOU CAN EVEN SPEND A SINGLE ASPECT TO SCORE JUST 1
POINT AS YOU CAN SEE ON THE CARD TO THE LEFT.

THE POINT AMOUNTS ARE LISTED ON THE BOTTOM LEFT CORNER OF EACH CARD.

THE VALUE IN THE BLACK RECTANGLE 1S THE NUMBER OF CARDS PLAYED TOGETHER, AND THE VALUE NEXT TO IT IN
YELLOW IS THE VICTORY POINTS WON. THE MORE CARDS YOU PLAY TOGETHER, THE BETTER THE SCORE WILL BE.

EXAMPLE CONTINUED
... YOU CAN SCORE 1 VICTORY POINT.

IF YOU HAVE AT LEAST 4 FAMILIES IN THE
VILLAGE, YOU CAN PLAY 4 CARDS AND
SCORE 4 POINTS OR YOU CAN SPEND THEM
IN ORDER TO BUILD THE EQUIVALENT
ELEMENTS THEY REPRESENT.

NOTE: THE 4 CARDS ON THE BOTTOM ROW
(RIGHT) ARE DISPLAYING THE SAME ELEMENT
(HOUSE). THIS WOULD ALLOW YOU TO
COLLECT 8 VICTORY POINTS (SINCE YOU ARE
PLAYING 4 CARDS). THIS ILLUSTRATES WHY
YOU HAVE TO BE CAREFUL WITH WHICH
ASPECT CARDS YOU COLLECT AND HOW THEY
PLAY INTO THE STRATEGY YOU USE.

NOTE: THE HIGHEST NUMBER OF SIMILAR ASPECT
CARDS YOU MAY SCORE IS 5 (AS NOTED ON THE CARD).
NO BONUSES ARE AWARDED FOR GROUPS HIGHER
THAN 5. IF YOU HAD MORE THAN 5 OF A SYMBOL,
THEN YOU WOULD NEED TO GROUP THEM INTO
SEPARATE GROUPS.

FOR EXAMPLE: IF YOU HAD 8 ASPECT CARDS WITH
THE FAMILY SYMBOL, AND YOU WANTED TO USE
THEM ALL TO SCORE VICTORY POINTS, YOU WOULD
NEED TO FIRST TURN IN A GROUP OF 5 (FOR 12
VICTORY POINTS) AND THEN YOU WOULD PLAY A
SECOND GROUP OF 3 (FOR 5 VICTORY POINTS). THUS
YOU WOULD END UP SCORING A TOTAL OF 17
VICTORY POINTS.

WHEN YOU SPEND ASPECT CARDS TO SCORE POINTS, THESE POINTS ARE IMMEDIATELY ADDED TO YOUR SCORE. THESE
SPENT ASPECT CARDS CANNOT BE USED LATER TO FORM A LARGER GROUP (SHOULD YOU OBTAIN MORE ASPECT CARDS
LATER DURING THE ROUND). SO, FOR EXAMPLE, SUPPOSE YOU PLAYED 3 CARDS EARLY IN THE ROUND TO SCORE 5
POINTS AND THEN LATER YOU GET 2 MORE CARDS WITH THE SAME SYMBOL YOU USED PREVIOUSLY. YOU WOULD NOT
BE ABLE TO COMBINE THE 2 NEW CARDS WITH THE 3 YOU ALREADY CASHED IN. THIS NEW GROUP WOULD, |F USED
FOR VICTORY POINTS, SCORE 3 NEW VICTORY POINTS.

EACH PLAYER KEEPS SCORE USING THE TRACK ALONG THE OUTSIDE OF THE GAME BOARD. EACH
TIME YOU SCORE, MOVE YOUR DISC FORWARD 1 SPACE FOR EVERY 1 POINT SCORED. NOTE: YOUR
DISC CANNOT MOVE BACKWARD FOR ANY REASON.

;i.
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WHEN A PERSON BUILDS HIS 25TH HOUSE, THIS TRIGGERS THE END OF GAME AT THE END OF THAT ROUND. PLAYERS, INCLUDING THE PLAYER WHO
BUILT HIS 25TH HOUSE, CAN CONTINUE BUILDING OTHER ELEMENTS (SHRINES, PENS, OVENS, ETC) UNTIL THE END OF THE ROUND. THE REMAINING
PLAYERS MAY ALSO CONTINUE BUILDING WHAT THEY CAN. THE PLACING OF THE 25TH HOUSE SIMPLY TRIGGERS THE END OF THE GAME.

HOUSE RULE: INSTEAD OF PLAYING A GAME WHERE PLAYERS USE 25 HOUSES, CONSIDER CHOOSING 20, OR EVEN 15, FOR SHORTER GAMES.

FINAL SCORING

ANY UNPLAYED ASPECT CARDS LEFT IN YOUR HAND WILL BE WORTH 1 VICTORY POINT EACH. NO GROUP BONUSES ARE
APPLICABLE FOR THESE.

+‘ DURING GAME END, AT THE END OF PHASE 4, YOU WILL INSPECT THE VILLAGE ONE LAST TIME. BLOCK BY BLOCK, THE OWNER OF
THE LARGEST FAMILY OF EACH BLOCK IS AWARDPED 1 VICTORY POINT PER HOUSE. THE LARGEST FAMILY IN A BLOCK 1S THE ONE
COMPOSED OF THE H[GHESTAMOUNTOF ADJACENT HOUSES, REGARDLESS OF HEIGHT. IFTHERE IS ATIE, THEN THE AWARD GOES

THE WINNER 1S THE PLAYER WHO SCORES THE MOST VICTORY POINTS. IF THERE IS A TIE, THEN THE PLAYER WITH THE MOST
2-STORY HOUSES WINS. IF ATIE STILL REMAINS, THEN THE GAME IS A DRAW.

IMPORTANT NOTE: A HOUSE BUILT WITH ANOTHER HOUSE ON IT IS CONSIDERED TO BE 1 HOUSE, BUT WITH 2 STORIES. THIS
PLAYS A SIGNIFICANT ROLE WHEN DEALING WITH CATASTROPHES.

TO PLAY A MORE STRATEGIC GAME, U.SE THE ADDITIONAL TWO
ASPECT SLOTS ON THE BOARD (NUMBER OF HOUSES AND HEIGHT

ﬂ
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OF HOUSES / AREA 1) AND DEAL 20 OF THE REMAINING 40 ASPECT | [l Sllf

1 CARDS OF THE GAME ONTO THESE SLOTS, FORMING 2 DECKS OF 10 || == : : (|
ASPECT CARDS. DISCARD THE REST. EACH DECK MUST BE FACE UP 5= _
(SEE THE PICTURE ON PAGE 11). IN MEDIUM MODE YOU WILL USE — 2\ = w w
A TOTAL OF 50 CARDS BROKEN OUT THE FOLLOWING WAY: 11 [ [l W ' e
ASPECTS WITH THE SHRINE ICON, 11 WITH THE OVEN ICON, 11 |} V-
WITH THE PEN ICON, 9 WILD CARDS, 8 WITH THE HOUSE ICON. ' s
THE RULES FOR THIS MODE ARE THE SAME AS FOR THE BASIC GAME, || iy ~ =
WITH THE FOLLOWING ADDITIONS: =!I Vi " -

| il — , - = ; ] S
1. DURING PHASE 3, INSPECT THE HEIGHT OF THE HOUSES IN EACH : A0 Sg- ")
BLOCK. THE PLAYER THAT OWNS THE MOST 2-STORY HOUSES WINS [ <o
AN ASPECT CARD. IF TIED, THEN NO PLAYER RECEIVES AN ASPECT WS :;
CARD. FOR EXAMPLE IF 2 PLAYERS EACH HAVE 3 2-STORY & 4 R
HOUSES, NO ASPECT CARD IS RECEIVED. | e :
- =4 T 45
2. DURING PHASE 3, INSPECT THE NUMBER OF HOUSES IN EACH = W= .
BLOCK. THE PLAYER THAT OWNS THE MOST HOUSES WINS AN L Rl A

|48 .

ASPECT CARD. IN THE CASE OF A TIE THE PLAYERS WITH THE MOST il IS S S—
2-STORY HOUSES WINS AN ASPECT CARD. IF TIED, THEN NO PLAYER = &) [75 74 73(73 71 70 69867 44 43 64 03 03 01 00[5959 57 (54 5354 55 5351 10
RECEIVES AN ASPECT CARD (SEE THE EXAMPLE PICTURE).

NOTE: YOU CANNOT BUILD A HOUSE ON TOP OF A HOUSE OWNED
BY ANOTHER PLAYER!




1 (193021 23232428

TO PLAY AN ADVANCED GAME, ADD THE ((EXEE - X

REMAINING 20 CARDS, FACE UP, TO THE LAST 2 i
ASPECT SLOTS (CATTLE AND VILLAGERS), 10
CARDS PER SLOT. THEN PLACE THE WOODEN
CATTLE AND VILLAGER MEEPLES ON THEIR
RESPECTIVE SPACES ON THE BOARD (CATTLE AND
FAMILY AREA) AS ILLUSTRATED IN THE DIAGRAM
ON THE RIGHT. NEXT, TAKE THE SHAMAN
MEEPLE AND PLACE IT ON THE SPOTTED AREA OF
THE BOARD. IN THIS MODE, IT IS SUGGESTED
THAT YOU USE ALL OF THE 24 CATASTROPHE
CARDS.

B 4 A e =-r"":f',"* P 55756355453 53 @50
SHUFFLE ALL 15 CONSTRUCTION CARDBOARDS AND PR S g foa o2 02 61 P 5557 -
PLACE THEM FACE DOWN ON THEIR RESPECTIVE AREA . :
OF THE BOARD (LOWER LEFT CORNER).

THE RULES FOR THIS MODE ARE THE SAME AS THE BASIC GAME + MEDIUM
GAME WITH THE FOLLOWING ADDITIONS:

1. DURING PHASE 3, INSPECT THE NUMBER OF CATTLE PLACED IN THE
PENS ATTACHED TO YOUR HOUSES. THE PLAYER THAT OWNS THE MOST
CATTLE WINS AN ASPECT CARD. IF SEVERAL PLAYERS HAVE THE SAME
AMOUNT OF CATTLE IN THEIR PENS, THE ASPECT CARD IS AWARDED TO
THE PLAYER HAVING THE MOST CATTLE PLACED IN PENS WHICH ARE
ATTACHED TO 2-STORY HOUSES. AGAIN, IN THE CASE OF ATIE, NO PLAYER
RECEIVES AN ASPECT CARD. (IN THE EXAMPLE A TO THE LEFT, BOTH
PLAYERS ARE TIED FOR PENS AND CATTLE. THE BLUE PLAYER GETS 1
ASPECT CARD FROM THE A BLOCK BECAUSE HIS CATTLE IS PLACED IN A
PEN ATTACHED TO A 2-STORY HOUSE.)

2. DURING PHASE 3, INSPECT THE NUMBER OF VILLAGERS TOKENS ON
YOUR HOUSES IN EACH BLOCK. THE PLAYER THAT OWNS THE MOST
VILLAGERS IN EACH BLOCK WINS AN ASPECT CARD. IFTHERE IS ATIE, THEN
THE ASPECT CARD IS AWARDED TO THE PLAYER HAVING THE MOST
VILLAGERS ON A 2-STORY HOUSE. IF A TIE REMAINS, THEN NO ASPECT
CARD 1S AWARDED. (IN THE EXAMPLE B, THE YELLOW PLAYER GETS 1 ASPECT
CARD FROM THE B BLOCK BECAUSE HIS VILLAGER IS PLACED ON THE
HIGHEST HOUSE.)




CATTLE RULES

A) CATTLE ARE PLACED ONLY INSIDE THE PENS. THIS MEANS THAT YOU MUST BUILD A HOUSE, ADD A PEN, AND THEN PLACE CATTLE IN THE PEN. YOU PLACE A
WOODEN CATTLE MEEPLE ON THE PEN TILE.

B) YOU ARE ALLOWED TO PLACE ONLY 1 CATTLE MEEPLE PER PEN.

Q) IF YOUR HOUSE IS DESTROYED BY A CATASTROPHE AND IT HAS AN ATTACHED PEN WITH CATTLE, FLIP THE HOUSE TO ITS RUINED SIDE AND RETURN THE PEN
TILE AND CATTLE MEEPLE ARE RETURNED TO THEIR RESPECTIVE HOLDING AREAS ON THE BOARD.

D) YOU MAY NOT PLACE A CATTLE MEEPLE IN A PEN THAT DOES NOT BELONG TO YOU.

E) END OF GAME: AT THE END OF PHASE 4, INSPECT THE VILLAGE ONE LAST TIME, BLOCK BY BLOCK. THE PLAYER WITH THE MOST CATTLE MEEPLES IN EACH BLOCK
RECEIVES 1 VICTORY POINT EACH. IN CASE OF A TIE, POINTS ARE AWARDED TO PLAYERS HAVING THE MOST CATTLE MEEPLES IN PENS CONNECTED TO 2-STORY

HOUSES. IF ATIE REMAINS, THEN NO POINT IS AWARDED.
VILLAGERS RULES

A) VILLAGER MEEPLES ARE PLACED ONLY INSIDE HOUSES. THIS MEANS THAT YOU MUST FIRST BUILD A HOUSE AND THEN PLACE A VILLAGER MEEPLE ON IT.
B) YOU ARE ALLOWED TO PLACE ONLY 1 VILLAGER MEEPLE PER HOUSE.

Q) IF A HOUSE CONTAINING A VILLAGER MEEPLE IS DESTROYED, THEN THE HOUSE IS FLIPPED TO ITS RUINED SIDE AND THE VILLAGER IS RETURNED TO ITS
RESPECTIVE HOLDING AREA ON THE BOARD.

D) YOU MAY NOT PLACE A VILLAGER MEEPLE ON A HOUSE THAT DOES NOT BELONG TO YOU.

E) AFTER YOU HAVE PLACED A VILLAGER WITHIN A HOUSE, YOU MAY NOT ADD A 2ND STORY. TO DO THAT, YOU MUST FIRST REMOVE YOUR VILLAGER, PLACE IT
BACK TO ITS AREA, BUILD A 2ND STORY, AND THEN IF YOU DRAW THE APPROPRIATE CONSTRUCTION CARDBOARD, YOU COULD PLACE A VILLAGER AGAIN. BE
CAREFUL HOW YOU BUILD.

F) A HOUSE CAN HOLD A VILLAGER IN ADDITION TO AN OVEN OR A SHRINE, BUT NOT ALL THREE ELEMENTS TOGETHER. THERE IS ENOUGH ROOM FOR ONE
ADDITIONAL MEEPLE OTHER THAN THE VILLAGER, BUT NOT BOTH.

G) END OF GAME: AT THE END OF PHASE 4, INSPECT THE VILLAGE ONE LAST TIME, BLOCK BY BLOCK. THE PLAYER WITH THE MOST VILLAGER MEEPLES IN EACH BLOCK
WILL BE AWARDED 1 VICTORY POINT PER VILLAGER MEEPLE. IN CASE OF ATIE POINTS, ARE AWARDED TO THE PLAYER HAVING THE MOST VILLAGERS IN A 2-STORY
HOUSE. AGAIN, IF ATIE REMAINS, THEN NO POINT IS AWARDED.

SHAMAN RULES

IF YOU FIND THE SHAMAN ON THE CONSTRUCTION CARDBOARD YOU HAVE DRAWN, THEN YOU PLACE THE SHAMAN MEEPLE IN A BLOCK OF
YOUR CHOICE ON TOP OF ONE OF YOUR OWN HOUSES. THE BLOCK THAT THE SHAMAN |S ON WILL NOT BE AFFECTED BY THE NEXT
CATASTROPHE THAT WOULD NORMALLY AFFECT IT. AT THE END OF THAT ROUND, IF THE SHAMAN WAS USED TO BLOCK A CATASTROPHE,
REMOVE IT FROM THE BLOCK AND RETURN IT TO ITS RESPECTIVE HOLDING AREA ON THE BOARD.

AS WAS MENTIONED AT THE BEGINNING OF THIS MANUAL, THERE ARE 5 DIFFERENT CLANS: THE DERS, SNEERG, OLEYLI, THE RUPLES, AND LEBU TRIBE. EACH CLAN HAS A SPECIFIC ABILITY
YOU CAN USE DURING THE GAME. THE POWER OF CLANS 1S NOT A VARIANT OR ADVANCED-OPTIONAL RULE. IS PART OF THE GAME AND ANY PLAYER CAN USE THE ABILITY OF HIS CLAN DURING
THE GAME. TO TRIGGER THE ABILITY OF YOUR CLAN YOU MUST FIRST COLLECT 5 ASPECTS OF THE SAME ICON AND DISCARD THEM IN ORDER TO SCORE 12 POINTS ON SCORE METER. EACH
TIME YOU SCORE 12 POINTS, YOU CAN TRIGGER THIS ABILITY. YOU CAN ONLY USE THE CLAN ABILITIES WHEN YOU PLAY THE ADVANCED GAME.

THE DERS: DESTROY 1 HOUSE OF ANOTHER PLAYER (ALONG WITH ANY OTHER ELEMENTS ON IT, IF THERE ARE ANY) WHICH 15 BUILT NEXT TO ONE
OF YOURS AND INSTANTLY BUILD 1 HOUSE (WITHOUT EXTRA ELEMENTS) AT THE LOCATION OF THE DESTROYED HOUSE.

SNEERG: COLLECT 1 PEN AND 1 CATTLE FOR FREE AND PLACE THEM ON THE BOARD.

LEBU TRIBE: COLLECT 1 PEN AND 1 VILLAGER FOR FREE AND PLACE THEM ON THE BOARD.
OLEYLI: STEAL 2 ELEMENTS OF YOUR CHOICE (EXCEPT HOUSES) FROM ANY PLAYER AND USE THEM AS YOU WISH.

THE RUPLES: BUILD 1 HOUSE ACCORDING TO THE CONSTRUCTION RULES AND PLACE THE SHAMAN MEEPLE ON THAT HOUSE.
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1. WHAT HAPPENS WHEN A HOUSE CONTAINING AN OVEN OR A SHRINE IS DESTROYED BY A CATASTROPHE
CARD?

THE SHRINE OR OVEN 1S RETURNED BACK TO ITS RESPECTIVE AREA ON THE BOARD. THE HOUSE IS DESTROYED AND
FLIPPED OVER TO ITS RUINED SIDE.

2. WHAT HAPPENS IF | DRAW A CONSTRUCTION CARDBOARD AND WANT TO BUILD AN OVEN, SHRINE, OR PEN
WHEN ITS RESPECTIVE TOKEN IS DEPLETED?
YOU CAN ONLY BUILD ELEMENTS THAT ARE AVAILABLE (HAVE AVAILABLE TOKENS).

3. WHEN DO | SCORE POINTS?

YOU SCORE EACH TIME YOU SPEND ASPECT CARDS TO COLLECT POINTS (RATHER THAN USE THEM FOR BUILDING
ADDITIONAL ELEMENTS). YOU ALSO SCORE AT THE END OF THE GAME WHEN YOU INSPECT WHO HAS THE BIGGEST
FAMILY IN EACH BLOCK. FINAL SCORING IS FOR ANY UNPLAYED ASPECT CARDS YOU MAY HAVE.

4. ISTHERE A LIMIT TO HOW MANY ASPECT CARDS | CAN COLLECT?
NO, THERE IS NO LIMIT.

5. CAN I REMOVE A SHRINE OR AN OVEN FROM MY HOUSE IN ORDER TO BUILD A 2ND STORY?

YES. PLACE IT BACK IN ITS RESPECTIVE AREA ON THE BOARD AND BUILD ANOTHER HOUSE (2ND STORY) ON TOP OF THE
EXISTING HOUSE FROM WHICH YOU REMOVED THE SHRINE OR OVEN. OF COURSE, THIS WILL HAVE AN IMPACT UPON
THE STRATEGY YOU CHOOSE TO PLAY, SINCE WHEN THE ASPECT PHASE ARRIVES, YOU WILL HAVE TO COUNT EACH
BLOCK THAT CONTAINS THE MOST SHRINES OR OVENS TO DETERMINE WHO RECEIVES ASPECT CARDS. EVERY DECISION
YOU MAKE IN THE GAME IS VERY CRITICAL.

6. DO | HAVE THE OPTION OF MOVING A HOUSE | HAVE BUILT TO ANOTHER LOCATION (1.E., BLOCK)?
NO, ONCE A HOUSE IS BUILT, YOU CANNOT MOVE IT.

7. CAN YOU HELP ME UNDERSTAND THE GAME MODES AGAIN?
BASIC: PLAY WITH ONLY 3 ASPECT CARD BASES — SHRINE, OVEN, AND PENS — AND THE RESPECTIVE COMPONENTS. USE
ONLY 10 OF THE 15 CONSTRUCTION CARDBOARDS (REFER BACK TO PAGE 4).

MEDIUM: ADD ANOTHER 2 ASPECT CARD BASES — 2ND STORY AND NUMBER OF HOUSES. IN THIS MODE, DON'T USE
ANY EXTRA COMPONENTS BESIDES AN ADDITIONAL 20 ASPECT CARDS (10 PER NEW BASE).

ADVANCED: USE ALL THE ASPECT CARD BASES ALONG WITH ALL 70 ASPECT CARDS (10 PER BASE). ALL COMPONENTS
OF THE GAME ARE USED IN THIS MODE.

8. DO THE DIFFERENT GAME MODES MAKE THE GAME MORE DIFFICULT?
NOT NECESSARILY. EACH MODE, BEYOND THE BASIC GAME, SIMPLY ADDS MORE CHOICES AND, THUS, MORE STRATEGY.

9. WHAT STRATEGIC REASONS ARE THERE FOR STARTING A NEW BLOCK?
WHEN YOU START A NEW BLOCK, YOU CREATE A NEW FAMILY. THEREFORE YOU CAN USE MORE ASPECT
CARDS. ALSO, THIS IS A WAY OF BALANCING POSSIBLE EFFECTS OF CATASTROPHES DURING THE GAME.

. W B
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10. WHAT STRATEGIC REASONS ARE THERE TO BUILD HOUSES ON A BLOCK STARTED BY ANOTHER PLAYER? ?
IF A PLAYER REMAINS ALONE IN A BLOCK, THEN HE CANNOT WIN ANY ASPECT CARDS. IF EVERY PLAYER FOLLOWED
SUIT, THEN NO ONE WOULD EVER WIN ASPECT CARDS. THEREFORE, IT'S IMPORTANT TO NEGOTIATE WITH PLAYERS,
ALONC WITH FOLLOWING THEM INTO A BLOCK, SO THAT ASPECT CARDS CAN BE AWARDED. ~ 3

11. WHEN | PLACE A HOUSE IN A BLOCK WHERE I'VE ALREADY GOT OTHER HOUSES, DO | HAVE TO PLACE THE NEW

HOUSE NEXT TO ONE OF MY EXISTING HOUSES, OR CAN | PLACE IT ANYWHERE IN THE BLOCK?
YOU HAVE TO PLACE YOUR NEW HOUSE NEXT TO ONE OF YOUR EXISTING ONES OR USE IT TO CREATE A NEW BLOCK.

OTHER NOTES
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