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Introduction 
 

 Before making this variant, I decided to read what everybody on Board Game 

Geek has submitted. I picked and dropped a few things and I added a few things of my 

own. So this is why I don’t consider having entirely designed this variant from scratch.  

 

 This variant seems to be pretty much modular, you can choose any rule you want 

and leave the ones you do not like. Still you need to know the original rules of the game 

else you will not understand anything written below. 

 

Components Required 
 

 You will require a few components to play this variant. Most of these components 

were designed because the original game had a bad component design. For example, 

there is no way to keep track of which age you are in. So they are used to help playing 

and they are required for the variant. Here are the things you need: 

 

• 18 Generic tokens: This is used to mark the age advancements, simply use bingo chips, 

pennies, glass beads, etc. 

• 6 Army reserve Sheet: Used to easily remember that each house can support  4 units. 

• 6 Age and unit reference: Allows to keep track of current age, contains also reference 

information for the units you can recruit for each age. 

• 6 Building reference: Explains the special ability of each building. 

 

Rule Changes 
 

Maintenance Rules 
 

Houses: Each house now has the ability to maintain 4 military units and 1 villager. You 

cannot recruit more units if you do not have enough houses to maintain them. 

 

Setup: At the beginning of the game, all players start with 2 houses. 

 

Heroes: Heroes does not need to be maintained by houses. 

 

Lost house: If you loose some houses and you do not have enough houses to maintain 

your army, you loose your villagers but you do not loose your military units. Instead, you 

cannot produce any more units until you have enough houses to maintain your army. 

 

Production Rules 
 

Replacement: You can build new units to replace the ones you already have if you want 

to change your units and cannot maintain new units. 

 



Limited unit access: You cannot build all types of units at the beginning of the game. 

Each age has corresponding units. You can only build units listed in the current and 

previous ages, but you cannot build units in the ages you have not reached yet. 

 

Favor Trading Rules 
 

Once per trade card: You can only exchange 8 favor cubes for 1 victory cube once for 

each trade cards. So you cannot exchange 16 favor cubes for 2 victory cubes. 

  

Cubes picked: The victory cubes gained from favor trading are picked on any of the 

victory cards. The player choose where he wants to pick them up. 

 

Great Temple: The great temple building is indestructible. 

 

Combat Rules 
 

Battle setup: When a player decides to attack, the attacker first select his units to bring in 

battle. Then he decides a target to attack: city, land, resources. Then the defender selects 

the units that will defend this area or simply surrender. 

 

Number of units in battle: The number of units the defender can bring into play is 

always 4 unless the defender has an armory which raise it to 5. 

 

Heroes: Each player can bring up to 1 hero in each battle and he does not count in the 

number of units you can use. So a defender can have 4 units plus 1 hero in a battle. 

 

Duel matchup: Players take in their hand the cards of the units in the battle. Each player 

randomly pickup a card from their opponent’s hand. These cards indicates the units that 

duels. After the duel, discard the card if there are no more units of that type in the battle. 

Then continue to draw cards the same way for each duel until somebody surrenders. 

 

Ties in duels: If there is a tie in a duel, both units retreat to the player’s board. There are 

exceptions like for example the Medusa that always wins ties. 

 

Double reward: If the attacker wins, he gets twice the reward: destroy 2 buildings, steal 

2 land tiles, or steal 10 resources. 

 

Scoring Rules 
 

Random Card Setup: At the beginning of the game, shuffle the 4 victory cards and 

place them face up in a line. Slide halfway up the first cards in the list (left card). This 

will be the active card. 

 

Random Cube Placement: When it’s time to place the victory cubes, roll 3 dices and 

separate the 5-6 rolls from the 1-4 rolls. Starting from the active card, for each 5-6 that 

was rolled, jump to the next card (right card) and place a victory cube. This card becomes 

the new active card. Continue this way for each 5-6 that was rolled and at the end mark 

the active card by sliding it halfway up (and sliding the original card down). Then for 

each 1-4 rolled, place a cube on the active card. Ex: If you roll 6,5,4, it means you jump 1 



card, place a cube, jump 1 cards and place 2 cubes. If you reach the last card, the next 

card is the first card. 

 

Last battle card change: This card does not give points for the last battle. Instead, it 

only scores at the end of the game and the player with the most land tiles wins. 

 

2/3 Split: At then end of the game, for each victory card except the “Wonder”, victory 

cubes are given to the 2 first players. The player in first place who has the most 

units/buildings/territories gain 2/3 of the cubes + leftovers. The player in second place 

get’s 1/3 of the cubes. To calculate it easily, make 3 even stack of cubes and place the 

leftovers aside. Give 2 stacks + the leftovers to the 1st place and 1 stack to the 2
nd

 place. 

For example, if you have 8 cubes it makes: 3 stack of 2 cubes + 2 leftovers. First place 

get 6 Cubes, second place gets 2 cubes. 

 

Ties for victory: If 2 players are tied for the same victory card, split the cubes evenly. 

Discard any left over cube. 

 

Age Penalty: At the end of the game, each player should have reached the last age which 

is mythic age. Players who fail to do so will lose victory cubes at the end of the game. For 

each age missing, you lose 1/3 of your victory cubes excluding the leftovers. So for 

example, if you have a total of 8 victory cubes ( 3x2 cubes + 2 leftovers), 1/3 makes you 

lose 2 victory cubes, 2/3 would make you lose 4 cubes, 3/3 makes you lose them all. 

 

Hit on 5+: The original designer introduced this rule where in battles you hit on +5 

instead of 6+. This rule is essential else you end up with too many ties in battles. 

 

Optional Rules 
 

Team scoring: If you play with 4 or 6 players, you can decide to make teams. In this 

case, team member’s seat should be facing on the each other and at the end of the game 

they combine their victory cubes. Players could use the same or different civilizations. 

The player with the most cubes wins. 

 

2 Player Adjustments: It seems that in a 2 player game, it does not run as well as in 3 or 

more player games. An easy suggestion I got so far is that in a 2 player game you only 

place 2 cubes per turn which mean that the game will last 15 turns. It gives the players 

more time to gather resources and build what they want. 

 

Other variants to come 
 

 One of my friend said that there was no tension through the game and it only 

occurred at the end of the game. So my idea was to design a new victory system where 

you could score various objectives through the game. So this is a variant I might work on. 

Else balance 2 player games better is the other variant I could work on. 


