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Now it’s time to add the lands to your domain. In the first round, connect the lands in front
of you to each other as you see fit. In the second, third, and fourth rounds, attach the lands
you receive to your existing domain.

Players must add all the lands obtained in Phase 3 to their domain. The lands must
be connected to each other by at least one side. If there are buildings on the received

lands, they cannot be moved to other ones.
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If the building does not stand on a land
of its own type and is not adjacent to if,
it brings no points.

If a building is adjacent to two or three

lands at once, it earns points for each
area of this type of land.
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Sum up the points received for buildings and gems. The player with the most points becomes
the winner. If there is a tie, the player with more land plots in their possession wins. If there is
still a tie, the tied players share the victory.
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Before your first game, sort the lands into 5 sets with the same coat of arms on the back.

III

Choose one screen and take the screen, land tiles, and choice cards (one “small” and

one “large”) that match the coat of arms.
Shuffle your lands facedown and stack them up in a draw pile.

. Give one random building card to each player. Put your card in front of you
and place the buildings of the corresponding type on the spaces.

Give one reminder tile to each player — it tells you from which neighbour (to your
right or to your left) you will take lands from in the current round.

The ye"ow hqlf of the Hle shows : The red hCIH: of the tile indicqtes $
which of your neighbours you " which of your neighbours will
will take lands from. . take lands from you.

In the first and third rounds, put the reminder tile with the yellow half on the left. In
the second and forth, flip the tile to the other side — now the yellow side will be on
the right.

. Each player takes 4 gems and puts them next to their building cards — this is the
player’s personal stock.

Example of a setup
“ for a 3-player game
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The Roman Empire has fallen, but with this tragedy comes a great opportunity!

Work with other players to divide and claim the lands and buildings of the
fallen empire. Larger sets of lands increase your territories but smaller
sets come with gems that make you richer.

Each round you’ll choose how to divide your lands into sets,
and you'll claim sets from adjacent players to improve

your empire. But pay attention, because
adjacent players will also claim territories
from you and only the most cunning
player will be remembered as

the victor.
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The game takes place over four rounds. Each round consists of four phases:

All players perform these phases simultaneously.

y

Turn over the top 5 lands from your draw pile placing them face up in front of you in a row
from left to right. The lands must be visible to other players. Put the two buildings from
the uppermost non-empty row on your building card on the first two lands from the left
(you cannot move the buildings to other lands!).

Hide the laid out lands from your neighbours behind your screen. Then divide your lands into
two sets in any ratio (2:3, 1:4, or even 0:5). Add 1 gem from your stock to the smaller set.

Once all players have divided their lands, remove the screens and proceed to the next phase.

y

Now it's time to assess the neighbour’s lands and claim the most appealing ones!
First, check the reminder tile to see which of your neighbour’s you are going to
take lands from in this round.

y

Decide which set of the lands you would like to take (the bigger or the smaller one) and
choose the appropriate choice card without showing it to other players. Lay the card face
down between you and your neighbour. At the same time open your choice cards and
take the selected set of lands from your neighbour. But remember that some of

your lands will be taken away from you, too...

At the end of this phase, you will have two sets
of lands: one that you’ll have taken from your
neighbour and the other (originally yours) that
another neighbour will have left for you.
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EXAMPLE: in this round, the players took the lands from the players on their right.
Sam, Anna’s neighbour to the left, chose the bigger set that Anna proposed
and took three lands and one building. Anna, chose the smaller set from Lena,
the neighbour to their right (an olive grove with a winery, a town quarter, and a gem).
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