








Civilization cards:
As per the depicted circle, each card can only accept one figure. Cards 
may be occupied in any order.
Example: Red places 1 figure onto the 2nd Civilization card. That card is now full. 
The remaining 3 Civilization cards may still be occupied by any player (the same 
or another one).

Building tiles:
As per the depicted circle, each building can only accept one figure. 
Buildings may be occupied in any order.
Example: Yellow places 1 figure onto the 3rd building. That building is now full. 
The remaining 3 buildings may be occupied by any player (the same or another).

Placing turn example where the play order is: Red (first player), Blue, Green, Yellow.

Since players place a varying number of figures on each of their placing turns, some 
players will often run out of figures on their player board while other players will still have 
figures left to place. Once every player cannot play figures (either because their figures 
are all on the game board, or because they cannot place their remaining figures on the 
available locations), the 2nd phase of the game begins.

2. Players take the actions associated with their figures
Starting with the first player and continuing in clockwise order, each player takes every 
action corresponding to their figures. On their turn, a player chooses the order in which 
they want to take their actions (which varies with the placement of their figures).
Once a player has taken a figure’s action, that figure is returned to its player board. In this 
way, at the end of their turn, a player will have all of their figures back on their player board.

Which action is associated with which location?

The tool maker
It is here that players acquire new Tool tiles. If a player does not 
yet have a Tool tile, she takes a value 1 Tool tile and places it on 
her player board so that the number 1 is visible.

Important: Each Tool tile may only be used once per round, during a dice roll for gather-
ing resources or food. A Tool tile is always used completely, thus it is not possible to keep 
part of a Tool tile for a future dice roll. After using a Tool tile, its owner should turn it 90° 
to indicate that it has already been used during this round.

For examples on using Tool tiles, see “Hunting and the dice roll” on page 6.
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	 Hut:
	 This location allows the player who placed 2 figures there 

to take an extra figure from the supply and add it to his 
player board. That player will have access to this extra fig-
ure for the remainder of the game rounds.
Example: Green placed 2 figures on the hut. He takes one of his 

figures from the supply and puts it on his player board, and takes back his 2 figures from the hut.

	 Field:
The player returns her figure on her player board and moves her 
marker up on the agriculture track by 1 space. This increases the 
food a player receives at the end of a round.

Hunting and the dice roll:
For each of his figures on the hunting grounds, the player takes 1 die and 
places it in the dice cup. He rolls these dice and adds the value shown on them. 
He can then use as many tools as he wants to modify this 
result. Finally, he divides the final result by 2 (rounded 
down) and this quotient (the result of the division) indi-
cates the quantity of food the player receives.

Example: Blue rolls 5 dice and gets 14. He does not use any tools and takes 7 food from the board.
Example: Green rolls 3 dice and gets 11. Normally, he would only receive 5 food, however he decides 
to use a value 1 tool to increase his result to 12. This gives him a total of 6 food. He then turns his Tool 
tile by 90° and will no longer be able to use it this round.
Example: Yellow rolls 2 dice and gets 4. Yellow uses her 2 value 1 tools, for a final result of 6. This 
allows her to take 3 food from the supply.
Hunting allows a player to get the food they might be missing since the food acquired with the 
help of the agriculture track is often insufficient to feed a player’s tribe (see phase 3).

	 Forest, clay mound, quarry and river - dice roll:
These locations allow players to obtain wood, clay, stone, or gold. The 
various resources are acquired in almost the same way that food is 
obtained from the hunting grounds, with the only difference being that 
the final result is not divided by the same number:

	 Forest 	- 	Wood gathered is equal to the result divided by 3.
	 Clay mound 	- 	Clay gathered is equal to the result divided by 4.
	 Quarry 	- 	Stone gathered is equal to the result divided by 5.
	 River 	- 	Gold gathered is equal to the result divided by 6.

Example: Green rolls 2 dice for the 2 figures he placed on the river and 
gets a 5. Because he has already used his tool for hunting, he cannot use it 
again. Since his result is not at least 6, he does not get 
anything.
Example: Red rolls 3 dice for her 3 figures and gets 7. 
She uses her 3 value 2 tools to increase her result to 13, 
allowing her to get 2 gold.

The resources are used to acquire Civilization cards and buildings. 
Resources are not limited. If need be, use replacement pieces that you 
deem suitable.

Civilization cards:
The player takes the card and pays the number of resources depicted 
above that card. Paid resources are returned into their respective supply.  
The player pays with the resources of her choice (usually wood or clay; 
food is not a resource and therefore cannot be used to acquire cards or 
buildings). If the player cannot or does not want to pay the required 
resources, she takes back her figure and leaves the card in place.
Each player places their cards face-down on the corresponding space of their 

player board. The “One-use tool” cards must be placed next to their player board until used. 
Players are allowed to look at their cards at any time. Civilization cards are described in detail on 
the cards summary sheet.
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Building tiles:
The player takes the building and pays the depicted resources. Paid 
resources are returned into their respective supply. Then, that player 
immediately moves her scoring marker on the scoring track by the num-
ber of spaces shown on the building. To complete this action, the player 
flips the next building in that pile face-up.

Example: Yellow pays 2 wood and 1 clay and returns them into their supply. She then places that 
building on her player board and scores 10 points by moving her marker forward on the scoring track.
If a player cannot or does not want to pay the resources, she takes back her figure and leaves 
the building in place. There are 8 buildings for which a player may choose the type of resources 
used, but not the number. Furthermore, there are 3 buildings for which the number (max. 7) 
and type of resources are chosen by the player. When acquiring such a building, the player must 
count the points scored herself and move her marker by the corresponding number of spaces on 
the scoring track. The numbers used to obtain resources also determine their points value.

The various buildings

Points scored by the player.
Resources required to acquire this building.

Points scored vary with the resources used. 
Exactly 4 resources are required to acquire this building.
The 4 resources must be of 2 different types. The player chooses the type and 
the number of resources per type (as long as there are exactly 2 types).

Points scored vary with the resources used. 
The player can acquire this building by paying 1 to 7 ressources, their choice.
The player chooses the number and type of resources used to obtain this building.

Example : Blue pays with the following resources: 3 stones and 1 wood (i.e. 4 resources of 
2 different types). The value of these resources means that he scores 18 points. Each stone is 

worth 5 points whereas the wood is worth 3 points

The player places the acquired building on one of the corresponding spaces of their 
board. Once a player has more than 5 buildings, he stacks them on these spaces.

3. Players feed their tribe, represented by their figures
Once every player has taken back all of their figures on their player board, they must feed 
their tribe. Each figure needs 1 food.
Firstly, for each level a player has attainted on the agriculture track, she takes 1 food from 
the supply. Then, each player must pay 1 food to the supply for each figure she has on her 
player board. Leftover food tokens are kept for the following rounds.
If a player does not have enough food to feed all of her figures:
The player must first use all the food she has. Then, she may (if she wants and/or can) pay what 
is missing with resources of her choice (1 resource equals 1 food). Her tribe is satiated (thematical-
ly, the resources are traded for food). If a player cannot or does not want to use resources to pay 
for the missing food, that player immediately loses 10 victory points (the number of points lost 
is always 10, regardless of the number of unfed figures; also, a player may end up with a negative 
score). Either way, the player must use all of her food!
Once every player is done feeding their tribe (or not and lost 10 points), the round is over. 
The First player token is passed to the next player in clockwise order and a new round begins.

New round
To start a new round, the remaining Civilization cards are slid to the right. Then, new cards are 
revealed to fill the empty spaces, starting from the right as always. Finally, players may adjust their 

Tool tiles to indicate that they may use them again. Play 
continues with the 1st phase of a round.

Example: During the first round, the 2nd and 3rd card were 
taken by players. The 1st (rightmost) card stays in place and 
the 4th card is moved right. Two new cards are revealed 
from the pile and placed on the remaining two spaces.
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resources
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with required 
resources

1 figure – 
1 food

At the begin-
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round:
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End of the game

The game ends when one of these 2 situations occurs:
• Either there aren’t enough Civilization cards in the pile to fill the 4 spaces at the begin-

ning of a round, or 
• at least one pile of Building tiles is empty. 
In the first case, the game ends immediately without starting the new round. In the second 
case, the current round is played to completion, including players feeding their tribe. 
Finally, players proceed with the final scoring.

Final scoring and winner
Use the Civilization cards summary sheet for more information on this last phase.
Each player proceeds as follows:
The number of different Civilization cards with a green background is multiplied by itself. 
Each player can have more than one set of different green-backed Civilization cards.
Example: Adele has 5 different Civilization cards.

She also has another Pottery card (thus creating a second set) : 1 point (1x1)
Cards with a sand background are scored using the following method.

The number of farmers is multiplied by the posi-
tion of your marker on the agriculture track:
5 farmers x 7 on the agriculture track = 35 points.

The number of tool makers is multiplied by the total value of your 
Tool tiles :
3 tool makers x 7 total Tool tiles value = 21 points.

The number of builders is multiplied by 
your number of Building tiles:
7 builders x 6 Building tiles = 42 points.

The number of shamans is multiplied by the number of 
figures that you have on your board:
3 shamans x 8 figures = 24 points.

Each remaining resource (not food) is worth 1 point.

All points are immediately recorded on the scoring track.
The player with the highest total is the winner.
In case of a tie, the tied players compare the sum of their agriculture level, total Tool value 
and acquired figures to determine the winner.

Changes for games with 2 or 3 players
• With 2 and 3 players, only 2 of these locations may be occupied during a round: tool 

maker, hut, and field. The 3rd location must remain vacant. The vacant location can, of 
course, change from round to round.

• With 3 players: the figures of only 2 players may occupy each of these locations: forest, 
clay mound, quarry, and river.

• With 2 players: the figures of only 1 player may occupy each of these locations: forest, 
clay mound, quarry, and river.

• The other rules remain unchanged.
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The Civilization cards

Players keep their acquired Civilization card on their player board until the end of the game.

Each card depicts 2 sections.
The upper section shows what a player receives immediately or later during the the game.

The lower section is used during the final scoring.

Lower section

The background color of the lower section is either green or sand.

Green background

	 Medicine	 Art	 Writing	 Pottery	 Sundial	 Transport	 Music	 Weaving
During the final scoring, a player counts the number of different cards she has and multiplies 
that number by itself.

Example: Adele has 5 different 
Civilization cards (Writing, 
Medicine, Pottery, Art, Music) for 
which she scores 25 points ( 5 x 5 ). 
She also has another Pottery card 
for which she scores  
+1 point (1x1) = 26 points.
 

Sand background : See “Final scoring” on page 8 of the rulebook.

Upper section

Whatever is shown in the upper section of a card is either obtained immediately or may be 
acquired by the player later during the game.

The cards for immediate use are:

Dice roll ( 10 cards )
A player who acquires this card rolls as many dice as 
there are players in the game. Then, the player places the 
dice on the card. Starting with the player who acquired 
the card and continuing in clockwise order, each player 
receives something. On her turn to choose, the player 
takes one die and receives the corresponding reward. The 
next player then chooses and so forth until everyone has  
received something.
Example: Red acquired this card and rolled: 2, 2, 5 and 6. She chooses first and 
decides to take an extra Tool tile and removes the die showing a 5. Blue then 
chooses to move up one space on the agriculture track and removes the 6. Green 
and Yellow each take 1 clay.

Food ( 7 cards )
The player takes the Food tokens depicted on the card.
Example: The player who acquires this card receives 4 food.

Resource ( 5 cards )
The player takes the resources depicted on the card.
Example: The player who acquires this card receives 1 gold.
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Resources with dice roll ( 3 cards)
The player rolls 2 dice and receives resources as per the result, using the normal value of the 
resource type. A player may improve this roll with unused tools.
Example: The player who acquires this card rolls 2 dice and divides the result by 3 to determine wood gained.

Victory points ( 3 cards )
The player receives the number of points depicted and adjusts his scoring marker accordingly.
Example: The player who acquires this cards moves 3 spaces forward on the scoring track.

Extra Tool tile ( 1 card )
The player receives an extra Tool tile (as if she had done the tool maker action).

Agriculture ( 2 cards )
The player moves up one space on the agriculture track.

Civilization card for the final scoring ( 1 card )
The player takes the top Civilization card from the pile, looks at it, and puts it on top of his other 
Civilization cards. This card is used only for the final scoring; its upper section has no effect.

The following cards may be used later during the game (during the same turn 
or later in the game, player’s choice):

One-use tool ( 3 cards )
The player places this card face-up next to her player board. She may use that tool once during 
a dice roll (in addition to her other tools, if so desired). Once used, that card is placed face down 
on top of the other cards belonging to that player.
Example: The player who acquires this card can use, once during the game, a value 4 tool.

Any 2 resources ( 1 card )
The player may, immediately or later in the game (if the latter, the card is placed face-up next 
to that player’s board), take any 2 resources of his choice (the same or different) from the sup-
ply. Once used, this card is placed on top of the other cards that player acquired.

Tips

• Do not ignore Civilization cards. Though their value is not immediately apparent, the points 
they yield at the end of the game are considerable.

• An extra figure, tool or agriculture level are all extremely appealing since you benefit from 
them until the end of the game. However, a card costing only 1 resource should not be 
ignored.

• Civilization cards have an impact on the final scoring. Those you choose influence or are 
influenced by your overall strategy. For instance, if you have many figures, you will need a 
lot of food. As such, you will be looking for cards that give food and allow you to progress 
on the agriculture track. Cards with shamans will also be useful as they will allow you to 
score many points. Of course, many other strategies are viable.

• Do not be afraid to block “cheap” resources, thus forcing your opponents to buy cards with 
more expensive resources.

• Pay attention to the order in which you take your actions. For example, a figure on the tool 
maker could give you the additional tool you need to score an extra resource. You should 
always make sure to get that Tool tile before rolling for those hard to get stones and gold. 

• Sometimes, it might be worth it to block the last building of a pile. Not only will this give 
you some control over the end of the game, but this could allow you to play the extra round 
you need to seize victory.

• Losing 10 points for not feeding a figure with a resource may sometime yield more points 
later on in the game by allowing you to acquire a very profitable building.
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