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Place 
 random

 R
eputation cards 

ⓟ
of each level (B

ronze, Silver, G
old)

face up in the m
iddle of the table.

Shuffle each Expedition and 
Structure deck (Era I, II, III). 
Each player gets a random

 B
ase 

card, a play aid and tw
o R

overs.
R

andom
ly pick a first player and 

give them
 the First Expedition card 

appropriate to the num
ber of 

players..

Era
Production Phase
Every Production sym

bol (blue-
bottom

ed cards) produces its 
resource(s).

Place the next set of hearts (3, 4 or 
5) on the flags of the Flag R

ew
ard 

board. D
o not rem

ove any hearts 
already present.
C

onstruction Phase
Place the top Structure card from

 
the current Era face-up to m

ake a 
new

 D
iscard pile. D

eal each player 
a hand of Structure cards from

 the 
current Era’s Structure deck. (

: 8, 
②

-
: 7, 

: 6.)
③

④
⑤

D
eal to each player except the one 

w
ith the First Expedition card an 

expedition card from
 the current 

era. This is added to their hand of 
Structure cards.
Starting w

ith the player w
ith the 

First Expedition, each player in 

rotation takes a turn (see below
). 

This is one round.
W

hen each player has had a turn, 
everyone passes their rem

aining 
hand to the left (including their 
Expedition card); skip over one 
player and start the next round w

ith
the player w

ho now
 has the First 

Expedition card. W
hen only the 

Expedition card is passed, continue 
to the Scoring phase.
Scoring Phase
Take all R

overs on your cards back 
to your supply.
U

n-flip all flipped cards.
C

om
bine D

eck and D
iscards and 

shuffle the result. This is set aside 
as a previous Era deck.

For each flag, see w
hich player has 

m
ost and give them

 that rew
ard. 

Ties are broken in favour of m
ost 

R
overs; ties for that are unresolved 

and the aw
ard stays on the space.

A
ny H

eart tokens on cards generate
an equal num

ber of H
earts to that 

player’s score, and rem
ain in place.

R
educe X

 by 1. If X
 is now

 0, 
proceed to End of G

am
e, otherw

ise 
play the next Era.

Turn
You m

ust either
(a) B

uild a Structure C
ard, paying 

its cost and adding it to your 
tableau.
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