PLAYER RID

|‘|Warrior: Take 1 adjacent Worker other than a Warrioﬂaw 1

TURN STRUCTU WORKER

On your turn, choose one option:
A.Place a Worker:

e Play a matchi(which may trigger e fects of Statues) ‘ Cratsman: + 1 task when placed on a green space.
pay (G» to carry out tasks.

* Number of tasks = 1 + Worker abilities + 1 per adjacent wArchitect: + 1 task when placed on a blue space.
Worker of the same color.

. . y Courier: Decrease placement cos | gain +1 task if this is the rst Worker in a segment.
B.Perform 2 di ferent secondary actions: - P ‘K;L 9 9

. Movingge High Priest clockwise 1 or 2 steps and activ1 IPriest: Tak@from the o fer or the top of deck. You may pay e ¢tygain +1 task.
or gain &».

* Praying: Takg@]from the o fer or the top of deck.

* Training: Draw|@] keep one, and discard the other. TASKSY

* Recruiting: Take 1 Worker from Nomads for free, then re

|
Qo & :
Nomads from the bag. “/‘p/ @@/ Collect Resources: Ga@R i 2@P/11&.

Construct a Building: Pay its cost and cons@i: ar é@ (You may discto
remove 1 or 2 Buildings and replenish the market.)

Recruit at the end of your turn: You may purchase a sing M
Worker from either end of the Village, pa}‘g)fl:p. e

Worker limit: 2 Workers, enforced at the end of your turn
Remove excess Workers from the game.

HIGH PRIEST SECONDARY AC
4| Produce: All players may (ﬁ‘ face down to get Ei Purchase Weavings: Dra&8®. Buy 1/2&89 for 1/3/f. Remainin &9 can
A L ]

bene ts. Before or a ter producing, active player m be bought by other players (1 each, in turn ordg)fd@chase&@® must be
lip 1@; ‘ face up. immediately added to one end of an existing Tapestry, or used to start a new Tapestry.

Build Steps: Pa)@ to build § then gain g 24, and §. Then the owner of
the § above gains .

Build a Statue: Pa)@ to build es and gain g or pay@ and &) to build (g
and gain g

Worship: Active player may discz@ tb advance
3 steps on the Temple track anc@ctphdvance

1 step. Each other player may dis@.rtsﬂo
advance 1 step on the Temple track.

@ O fering: Active player may pay z{+/6 advance
1/2/3 steps on the Temple track. Each other player

may pay - to advance 1 step. WORKER PLACEMENT G PASSIVE ABILITI]

|W Conquest: All players may [§Jsrom hand for + Roaming cost: O/ when placing a Workerin + @ /§ trigger abilties [Ewitn

1@ each. Active player may play 1 for free. Then, iny, o same/adjacent/non-adjacent section as your High the same symbol.
turn order, all players may place 1 Conquest marker Priest

Training: Draw keep 1, and discard the other.

Produce One: Gain bene ts of 1 facf,%i) (Do not lip it face down.)

Merchant : Gain rewards from all your Tapestries.

in an empty Conquest space, discarding and lipping . § decrease the Descending cost
face down. Active player may then place a secofiescending cost: 0/@g for highestmiddie/lowest  of placing Workers b/, owner
Conquest marker following the same rules. Terrace. gains t

7 | Rejuvenate: All players may @ ‘ ancﬂface up, ° § decrease the Pescending cos@ip, owner . é@ have IOG_\SSiVG_ abilities which
paying g for each of them. Active player may gains 3 (do not galg from using your ov.£55). trigger at various times.

payd instead and may Ii@i/ﬂfor free.

« Takes place 1 round ater Village becomes empty.

. Free@ action for all players.

END GAME (AFTERE:

» Takes place a ter :@L
» Score Temple pinnacle: 2/6/]320

 Score Tapestries based on their
length: 0/1/3/6/10/1: Y1

« Score Buildings, cards, gold, Workers:

2gper{§$ (face-up),
Jtpe(in hand),

» Gain reward arg from the Temple.

. Scor(g for most markers in a Conquest region equal to
the number of Casualties of War. Rightmost marker breal
any tie.

« Pay @ for ea(ﬁin hand (Ioseg per missing).
* Re Il Village wittggs. (Skip during EQ.) ]gpe(face-up, not in hand),
 Draw cards (skip durin‘t@): /209394 player (based _
— = 1 -
on curreng) drawt{z: 124317224 9: 1/1/2/2), : ___ gper\‘,}o,
then each player may discard uf@p@gain bene ts. ]gper"‘.



