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Third Edition

By Carl Chudyk

Welcome to the world of Innovation Deluxe! Since its initial release in 2010, Innovation has made its way to tables across the world, and we’re
very happy to bring this complete edition of the game to you with all four expansions included. We hope you have as much fun playing it as
we've had creating it.

The insert for Innovation Deluxe is designed to fit all the cards in the center-well, unsleeved. If you prefer to sleeve your cards, the insert can
be removed from the box, and placed back in upside-down. This will create two side-wells which are large enough to fit all the cards sleeved,
while still providing a platform for the rulebook to sit on top of.

While these rules serve as a complete list of all the rules in Innovation, you may have questions about specific cards. On our comprehensive

Innovation website, asmadigames.com/innovation, you can find a FAQ, the latest version of this rulebook in PDF form, and more information
on the game. The BoardGameGeek forums are also a great place to ask questions.
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TEACHING INNOVATION

Teaching the game to new players can be daunting! What do you
explain? When do you explain it? Here’s the path that we use to
explain Innovation when we demo at conventions:

Set up the piles, achievements, and create boards for two players with
some age 1 cards. Good cards to use include Writing, The Wheel,
and Archery. Make sure all five colors are present.

2. OVERVIEW

Explain that all the cards are innovations from throughout ten ages
of history, from The Wheel all the way to The Internet. Achievements
from the ages are how you win, and you can claim them by scoring
points, which some card effects allow.

3. GAMEPLAY

Go over each of the four actions. Draw, Meld, Dogma, Achieve is
a good order. While explaining Draw, mention how empty piles
work. With Meld, demonstrate that cards meld over cards of the
same color, and that they’ll create stacks. Explain that Dogma
is how you use your cards’ powers, and then show how sharing
works, and how a demand effect would work. Finally, when going
over the Achieve action, be sure to mention that points aren’t spent,
they’re a threshold.

TEAM RULES FOR FOUR PLAYERS

With four players, you can play in teams. Team play with four players
is less chaotic and more strategic than a normal four-player game.

In a team game, demand effects are not executed by your teammate,
and if you share a non-demand effect with your teammate only,
you do not get a free Draw action. Any dogma effect that refers to
‘opponent’ does not affect your teammate. Your team’s achievements
are combined, but you claim achievements without your partner’s
score. The number of achievements for a team to win is the same
as in a 2-player game.

If the game ends by an early win condition, an individual player
winning grants that victory to their team. If the game ends by a
player trying to draw a card higher than age 10, the team with the
highest combined score wins.

4. KEYWORDS

Splay is the most important concept to explain. Show that covered
up cards are useful by splaying icons.

Tuck, Return, and Score are other keywords that you can cover
briefly. For the most part, explain individual dogma effects during
the game.

5. DURING THE GAME

Deal out two cards to each player, have them meld one, and start
playing! Innovation is largely a “learn as you go” game. If you
present it as such, people usually have more fun. Don’t tell players
what to do, let them make some strategic mistakes!

A 4 player game of Innovation is not ideal for teaching. 2 or 3 player
games are better, because players have less downtime between turns
and there is less going on to keep track of.

NO EXPANSIONS

Introducing new players to a game of Innovation with expansions
included is a recipe for new players who do not like Innovation and
who also do not like you!

FIVE OR MORE PLAYERS

Each expansion you play with theoretically increases the maximum
player count by one. Games with four or more players are very chaotic,
but can be very fun if you're looking for that experience.

We recommend the following rule for these large games. For far away
players (at least two seats away from you):

To be eligible for sharing, they must have at least twice as many of the
featured icon as you. To make them vulnerable to demands, you must
have more than twice as many of the featured icon as them.

The number of achievements needed to win is 8, plus the number
of expansions, minus the number of players, with a minimum of 4.
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GAME SETUP
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1) Split the base set cards into their ten supply piles, arranged like a clock

as shown above.

2) Without looking, draw one base from each supply pile of ages 1-9, and

place them in the center as normal Achievements.

3) Place the base set’s five Special Achievements nearby.

4) Perform the setup steps for each expansion you choose to play with.

5) Each player draws two cards from the age 1 supply pile, and all players
simultaneously choose one to be the first card on their board. The other

card is kept to form each player’s initial hand.

Note: If playing with the Echoes of the Past expansion, draw one base card
and one Echoes card instead of two base cards for this setup step.

6) The player who melded the card whose title comes first alphabetically
goes first. The first player (or the first two in a four player game) will take
only one action instead of two on their initial turn. Subsequent turns are

normal.
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SETUP: EXPANSIONS

ANATOMY OF A CARD

A game of Innovation always requires the base set. Any
or all of the expansions can be added, but we recommend
using one at a time, and never using expansions with first-
time players.

Each Innovation expansion has 105 additional cards that
are split into 10 ages, just like the base set. These cards are
kept as separate supply piles. Depending on the amount of
table space you have available, they can be stacked at a 90
degree angle underneath each deck, or placed next to the
base supply piles.
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Each expansion has rules for several mechanics, and a
couple of additional setup steps. These are listed below:

P =)

CITIES OF DESTINY (Rules p15)
‘*’ - Include the Cities cards during setup.
L - Add the five Cities special achievements. =
& 2
ARTIFACTS OF HISTORY (Rules p16)
- Include the Artifacts cards during setup.
e - Optional: Add the five Relics. (p18) -~
S ECHOES OF THE PAST (Rules p18) 2
} « Include the Echoes cards during setup.
ks + Add the five Echoes special achievements. =4
e FIGURES IN THE SAND =)
~ (Rules p19-20)
A/~ - Include the Figures cards during setup.
L « Place the five Decrees near special achievements/.

The rules for how to draw each type of expansion card
during play are all together on page 14.
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CARD ICONS

There are six basic icon types that appear
n m on cards in Innovation. Three of them can

be on cards in any age, but the other three
are restricted to certain periods of time. A
handful of expansion cards have icons that
appear outside of these restrictions. Basic
icons help you share other players’ dogma
effects, and issue demands.

4-10 7-10

Bonuses are worth points while visible. (Bonuses: p13)

CARD TITLE VALUE
Each of the 105 innovations Matches the age of the
L are unique. supply pile it came from. )
! —
(
S | DEMAND you ronslr o cord DOGMA EFFECTS
from your hznd to my score pile! If g Each card you play grants
yotlootdiaelle L you abilities called dogma
effects. Some are demands
that attack other players.
Others help you advance
your civilization.
- J
ICONS CARD IMAGE

Each card has four potential icon
locations. Icons help you defend
against demands, and share in
other players dogma effects.

One of the four icons on
each card is an image
depicting the innovation.

. Cities have a number of special
icons. (City Icons: p15)

._».

It does not provide any benefit.
J

Echo effects stack on to your Dogma actions.
(Echo Effects: p17)

Inspire effects enhance your Draw actions.
(Inspire Effects: p18)

YOUR CIVILIZATION

As you play, you will accumulate cards of five different colors in an area in front of you called your board. Your most important cards are the top cards
of each color, as they can be activated for their effects through the Dogma action. Cards that you cover up over time are still useful, because some
effects will allow you to splay a color in a direction. Splaying will reveal additional icons from your covered up cards.

Your board consists of
all the cards you have put
into play.

Visible basic icons will
help you share in other
players’ actions, demand
from opponents, and
also defend against their
demands.

In this example, blue is
splayed right, and purple
is splayed left.

Achievements are one way to
win in Innovation.
Once claimed, they can never
be taken away from you.

Your score pile contains
face-down cards. Each card
is worth its value (the age
number) in points.
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YOUR TURN

On each turn, you must take two actions. There are four types of
action: Draw, Meld, Dogma, and Achieve. You can perform the
same action twice, or take two different actions.

If you receive a free action from an effect or rule, it does not count
as one of your two per turn.

Expansions introduce three additional special types of action:
Endorse, Inspire, and Decree. Taking any of these actions does
count as one of your two for the turn. Each of the special actions
can only be used once per turn. For example, you cannot Endorse
twice, but you could Endorse and then Inspire.

_

-

EXAMPLE SUPPLY PILES

Below is an set of supply piles used in the Draw and Achieve
examples. Ages 2, 4, and 5 have no base set cards in them, and are
therefore empty.

o
x
m
=
@
3
$
2

o
~
C)
©

VIISSVY1D
RLZEICEN

® FONVSSIVNIY 7/

® NOILV¥O1dX3
FONVINOH

® NY3AOWLISOd

®
®

j" ENLIGHTENMENT®

asmadigames.com

DRAW ACTION

A Draw action lets you draw one card from a supply pile into your
hand. You draw from the age matching your highest value top card.
The value of a card is the age number in the top right corner.

If all the base set cards in a supply pile are gone, that age is
considered to be empty. When an age is empty, you draw from
the next higher age instead. If multiple ages are empty, continue
skipping as necessary.

If you have to skip age 10 and try to draw an age 11 card which
doesn't exist, the game ends immediately.

If you are playing with expansions, each has its own rule governing
how its cards are drawn.

DRAW ACTION EXAMPLE

You take a Draw action, with the board below. First, find your high-
est top card, a 2. Note that even though you can see the 4 from a
splayed card, only the completely visible card is a top card. Then,
you would attempt to draw a 2, but age 2 is empty. Instead, you
draw a 3.

If instead, your highest top card was a...

1 -- you would draw a 1.

3 -- you would draw a 3.

4 -- you would draw a 6 (skipping the empty ages 4 and 5).
5 -- you would draw a 6 (skipping the empty age 5).

6 -- you would draw a 6.

MELD ACTION

Choose a card from your hand and place it on your board. If you have
cards of that card’s color already, stack it on top of them. Continue
the splay direction of the pile, if its cards are already splayed.

ACHIEVE ACTION

You may only take an Achieve action if you are eligible to
claim one of the available achievements. To be eligible for an
achievement, you must satisfy both of two conditions. First,
your score must be at least five times the age number of the
achievement. Your score is the total value of all cards in your
score pile. Second, you must have a top card on your board of
equal or higher value to the age number of the achievement.

When you take the Achieve action and claim an achievement you
are eligible for, place it under the right side of your reference
card. Your score pile only tells whether or not you are eligible,
you do not spend cards from it when taking an Achieve action.

You can only be eligible to claim an achievement if it is
available in the center of the table. Once another play-
er has an achievement, it cannot be claimed by anyone else.

Example: You, in the example to the left, have 15 points (4 + 4 + 4
+ 3). Your highest top card is a 2. You are only eligible to claim the
2 achievement, even though you have enough points for the 3, as
you must satisfy both conditions. The 1 has already been claimed.
You take an Achieve action and claim the 2.

¥ @AsmadiGames | f facebook.com/AsmadiGames

CITIES OF DESTINY o)
If you created a new color on your board with the Meld Action,
draw a City of value equal to your highest top card.

N S

4

~ ARTIFACTS OF HISTORY
After your Meld Action, dig up an artifact and place it on display
if either of the following is true:
(1) The melded card is equal to or lower than the card that it
covered up.
(2) The hexagonal card image on the melded card is in the same
location as on the card that it covered up (ignoring splays).

ECHOES OF THE PAST

After a Meld Action, you may promote one card from your
forecast, as long as the forecast card is equal to or lower than
the melded card. To promote the card, meld it, and then you
may take a free Dogma action, targeting the promoted card. J

FIGURES IN THE SAND
After your Achieve Action, each opponent will draw a Figure
equal to their highest top card.

WINNING THE GAME

Achievements are one way to win in Innovation. The number of
achievements required depends on the number of players and
the number of expansions being used:

NUMBER OF EXPANSIONS
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DOGMA ACTION

CHOOSE A CARD

To start a Dogma action, you must choose one of your top cards to
activate. This represents your civilization turning its main focus to
one of the innovations you have discovered. All of the effects on
the card you choose will be executed, regardless of anything else
that happens to it or other cards during the action.

You choose Writing, which has only one dogma effect on it.

You choose Gunpowder, because it makes you feel like a pirate.
Gunpowder has two effects on it. Both will be executed during
this Dogma action.

SHARING/VULNERABILITY

Each dogma effect is preceded by a small copy of the icon most
prevalent on the card, indicating that it is the featured icon for the

card. Before any effects are executed, each player counts how many
of that icon are visible on their board. Any player that has at least as
many as you is eligible to share in the use of your innovation. Any
opponent that has fewer than you is vulnerable to demands from
your innovation.

Eligibility for sharing and vulnerability to demands are only de-
termined once. Even if cards on players’ boards change during the
action, they remain eligible or vulnerable for its duration.

[CONCEPT] is the featured icon. You have 3, Ariel has 4, and
Noctis has 1. Ariel is eligible to share, and Noctis is vulnerable
to demands. In this case, there are no demand effects, so Noctis’
vulernability does not hurt him.

[INDUSTRY] is the featured icon. You have 2, Ariel has 0, and
Noctis has 3. Noctis is eligible to share, and Ariel is vulnerable
to demands.

YOUR BOARD

DEMAND you transfer a top card
with a [W] from your board to my
score pile!

If any card was transferred due to the'
demand, draw and score a F.

WRITING

transfer a top

non-green card with a [@] from your
board to my board, and then you
transfer a top card without a [4]
from my board to your board!

asmadigames.com

Many cards have multiple effects. You must use all of them during

a Dogma action. Always complete an effect entirely before you
move on to the next effect.

Before you execute a non-demand effect (any effect that does not

start with T Demand’), each player who is eligible to share must
also do so. Starting to your left and going clockwise, each of them
must follow the effect’s instructions. Then, you must perform them.

Demand effects are in darker boxes and all start with T demand’
Read demand effects out loud to make it clear what your opponents
must do. In clockwise order, each vulnerable opponent follows the

instructions. Other opponents ignore it.

If you can only perform part of an effect, do as much as you can and

ignore the rest.

Before you execute the first (and only) effect, Ariel must do so
because she is eligible to share. She draws a 2. Then, you draw a 2.

-

The first effect is a demand effect. You read it aloud, demanding
that Ariel transfer a top card with a [AUTHORITY] from her
board to your score pile. She chooses to give you Oars, which
you turn facedown and tuck under the left edge of your reference
card, as points.

The second effect is a non-demand effect. Noctis performs it first,
because he is eligible to share. Since a card was transfered during
the demand, Noctis draws and scores a 2. Then, you draw and

ARIEL'S BOARD

N

score a 2.
b _

If one or more players that were eligible to share your effects,
then you take one free Draw action after the Dogma action is
complete. This only occurs if an opponent’s use of the shared
effect caused a change in the game’s state. A change is one or more
cards being revealed, or moved from one location to another (ex:
melding, splaying in a new direction, scoring, etc)

You do not get a free Draw action due to players affected by
demands.

Ariel (a player that was eligible to share) caused something in the
game to change when she executed her effect (in this case, draw-
ing a 2). This means that you receive a free Draw action. Your
highest top card is Gunpowder, a 4, so you draw a 4.

Noctis (a player that was eligible to share) caused something in
the game to change when he drew and scored a 2. This means that
you receive a free Draw action. Your highest top card is Gunpow-

der, a 4, so you draw a 4.
' If both opponents had been vulnerable to demands, you would

not have received a free Draw action, even though they caused
the game state to change.

NOCTIS’S BOARD

X You may score a cord from your
hand,

¥ @AsmadiGames | f facebook.com/AsmadiGames
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KEYWORDS

Bottom: The bottom card in your stack of a color. If you have only
one card of a color, it is both the bottom and top card of that color.

Card Image: The image in a hexagon on a card, depicting the
innovation. These icons have no effect on the game other than
to vary which splay direction utilizes the card best.

Draw and X: Many dogma effects instruct you to draw and tuck,
draw and meld, or draw and score a card of a specific value. First,
draw the card, skipping empty ages as appropriate. Then, perform
the action (tuck it, score it, meld it, etc) on the card you drew. ‘Draw
and reveal” effects place the card in your hand, unless the effect
takes it away afterward.

Exchange: Swap cards from the two locations given, even if one half
of the exchange is empty. An exchanged card has not been “scored,”

(or “melded”, “drawn’, etc) for the purposes of special achievements
or karma effects.

Execute each of its non-demand dogma effects. Do not share
them: Do not share effects on the targeted card, regardless of icon
count. The effects can still impact other players (ex: Rocketry), just
not by sharing.

Fade: At the end of an action, if you have multiple top Figures, you
must score all but one of them.

Highest / Lowest: Refers to the value (age number) of the cards in
question. In the case of a tie, you can pick which of your cards are
affected.

Non-demand effect: Any dogma effect that does not begin with “I
Demand.” (or “I Compel” with Artifacts of History)

Remove: A removed card is placed in the game box, out of play.

Return: A returned card is placed at the bottom of its supply pile,
face down. If multiple cards are returned at once, choose the order.
If you return a base card of an empty age, it is no longer empty.

Score: To score a card, place it in your score pile, face-down. Your
score is the total value of all the cards in your score pile.

Top: The top card of each color is the card on top of its stack. If you
have only one card of a color, it is both the bottom and top card of
that color.

Type: The type of a card is which expansion it comes from.

Tuck: To tuck a card, place it on the bottom of the matching color
pile, continuing a splay if possible. If no cards of its color are on
your board, it forms a new pile.

Visible: A card is visible if it is a top card, or if it is in a splayed stack
and you can see any part of it. An icon or echo/inspire effect is visible
if it is on a top card or can be fully seen due to a splay.

Value: The value of a card is its age number. If a card refers to the
value of something you don't have, like your top purple card if you
have none, treat the value as 0.

SPLAYING

Many dogma effects will instruct you to splay a color in a direction.
At any given time, a color is either unsplayed, splayed left, splayed
right, or splayed up.

To splay a color, take the top card and slide it in the direction
indicated, revealing one icon if splaying left, two icons if splaying
right, and three icons if splaying up. If there are more than two
cards, repeat the process so that all cards in the color are splayed.
If the color was already splayed, unsplay it before splaying it in the
new direction. If a color contains zero or one cards, it is always
considered unsplayed. If a splayed color is reduced to zero or one
cards, it does not remember that it was previously splayed.

Below are examples of purple splayed left (two cards), blue splayed
right (three cards), and red splayed up (three cards).

Splayed left Splayed up

ARCHERY

SCORE, ACHIEVEMENTS,

AND SPECIAL ACHIEVEMENTS

Over the course of the game, you will accumulate cards in your
score pile through dogma effects. Each card in your score pile is
worth points equal to its value (the age number). When you slide
them under your reference card, the number will be visible in
the top left. Your score is the total value of all these cards. When
playing with expansions, your score may be increased by visible
bonus icons. Below is an example score pile with 15 points:

ACTIONS: You jons on your turn, in any order. You
may perform the

ACHIEVE

Nine normal achievements are available to start the game, one of
each from ages 1 through 9. You can claim an achievement with
the Achieve action, if you have enough points and a top card of the
achievement’s value or higher. Once gone, they are not replenished.
You do not have to claim them in order, and on occasion it is makes
strategic sense to take a higher achievement first.

Special achievements can be claimed at any time, even in the
middle of an effect, or during another player’s turn. If you meet
the conditions for one of them, take it immediately. Like normal
achievements, once a special achievement is claimed by a player,
it is no longer available for others to claim. In the rare case that
two players simultaneously become eligible to claim a special
achievement, the tie is broken in turn order going clockwise,
with the current player winning ties.

| WORLD

‘ Claim this special achievement immediately
if you have twelve or more on your board.

Example: During a dogma effect, you meld a card with [EFFI-
CIENCY] on it, bringing your total number of [EFFICIENCY]
icons to 13. You pause to immediately claim World, and then con-
tinue the dogma effect.

WINNING AND GAME END

There are three ways to win a game of Innovation: by achievements,
score, or special card effect.

To win via achievements, you need to claim a number of achievements
depending on how many players are in the game. For a two player
game with just the base set, 6 achievements are needed. For each
extra player, subtract one. For each expansion included, add one. A
minimum of 4 achievements are needed, regardless of player count.

Optional Rule: If you are looking for a longer game, increase the
number of achievements requried to win by 1. Agree on this before
starting the game.

NUMBER OF EXPANSIONS
0 1 2 3 4

2 6 7/ 8 9 10

NUMBER OF PLAYERS

To win by score, the game must end due to a player attempting to
draw a card higher than age 10. This can happen if the age 10 supply
pile runs out, or through various dogma effects. The moment the
card would be drawn, the game ends immediately. In this case, each
player’s current score is more important than achievements, as time
has passed by their relevance. The player (or team) with the highest
current score wins. If tied, most achievements wins. If still tied, the
game is a draw.

Several cards can end the game early. Some allow you to win given a
certain condition, which if satisfied ends the game immediately.
Others let “the single player with the most X” win. These also end
the game immediately, but only if there is no tie for X. If there is a
tie, the effect is ignored entirely. In a team game, this grants victory
to all players on the team.
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STRATEGY TIPS

Innovation plays differently nearly every time you take it out of the box. While long term planning is possible, it is often much more beneficial
to seize the best tactical option at any given moment. Splaying and thus amassing icons is important, as is spending time to accumulate points.
The first few times you play, it is probably easier to focus more on the cards that you have rather than trying to internalize every possible
action each player could take.

Tips:

[AUTHORITY] icons (which appear in ages 1-3) are very powerful early, but can quickly be a liability later if not covered, due to cards like
Gunpowder and Engineering.

[INDUSTRY] icons begin appearing in age 4. You will want to get some as soon as possible. Being completely shut out of the new technologies
can be very painful, as the cards that use [[INDUSTRY] can yield many points in the mid-game.

[EFFICIENCY] icons arrive in age 7. Late game effects are very powerful, and having [EFFICIENCY] on your board can protect you from
demands and help you share in what your opponents are doing.

If you can take the Achieve action, it is almost always the correct decision. If you don’t, you might lose cards from your score pile before your
next turn, or someone else could claim the achievement first!

Don’t be afraid of sharing! While it’s true that you don’t want to actively help opponents, it’s often a smart play to give another player a small
benefit if you'll reap a larger one. Always factor in the free Draw action you’ll receive for sharing.

Remember that eligible opponents must share your dogma effects, and they perform their actions before you do. If the age 1 supply pile has a
single card left in it, and you share a dogma effect that says “draw a 1,” your opponent will get the 1, and you’ll get a 2!

Age 9 and 10 cards are very powerful, and can end the game immediately. If you're trying to win by achievements, you want to finish up before
the game reaches this stage. On the other hand, if you're behind in achievements, you may want to get to these cards as soon as possible. They
may be your last, best hope for victory! Until the game is over, no lead in Innovation is safe. These tips focus on playing with just the base set.

INFORMATION

There are lots of pieces of information in Innovation flying around, and theoretically you could try and keep track of every last one of them.
Here are some hard rules about information:

 You may never look at the identity of normal achievement cards, even if you have achieved them.
« You can always look at the cards in your hand, score pile, forecast, and board (even if covered up).
« You can always count and see the value of cards in each supply pile, each hand, and each score pile.

With your group, you should decide whether the following should be public information:
« The identity of cards partially covered up on an opponent’s board.
« The quantity of cards in an unsplayed color on an opponent’s board.

Here, we play that neither is open information. But there is no wrong answer -- if you want to be able to check the status of every card in play,
that’s your choice! Discuss with your group what is open information before playing. If you don't, default to ‘no.

PLAYING WITH EXPANSIONS

Once you've played the base game a few times, you can add in
expansions. Playing with expansions before learning the base game
is not recommended. The rules for each expansion are explained on
the next several pages.

Each expansion you play with has additional setup steps (p4). Once
in play, expansion cards behave similar to base cards. They can be in
score piles, on your board, and have value equal to their age number.
the type of cards in your hand, score pile, etc are public knowledge,
because they have a different colored back.

Cities of Destiny is the simplest expansion, and Figures in the Sand is
likely the most complex. You can mix and match expansions in any
combination (even playing with all of them!) but we recommend
that you learn them one at a time. This page contains rules used
by all the expansions, and page 14 has the rules for drawing all
types of expansion cards in one place. Each expansion’s rules
are independent, except that Figures in the Sand contains Echo
Effects from Echoes of the Past.

Remember that with each expansion used, you must claim one
additional acheivement to win.

NEW ACTION TYPES

Expansions introduce new action types. Endorse, Decree, and
Inspire are taken as one of the two actions on your turn (just like
Draw, Meld, Dogma, and Achieve). These special action types
can each only be used once per turn. You can use two different
special actions as the two actions on your turn, though.

DUPLICATE ACHIEVEMENT ELIGIBILITY

Many expansion effects can add or remove cards from the standard
achievements area, or allow you to claim a card as a standard
achievement directly from a different area. These cards often take
effect only if you are eligible to claim that achievement.

Typically, you are eligible to claim an achievement if your score is
at least five times its age (5, 10, 15... for ages 1, 2, 3...), and if you
have a top card equal to or higher than its age. If you already have a
standard achievement of that age, you need twice as many points to
be eligible. If you already have two, you need three times as many;,
and so on.

Example: You already have age 1 and 3 standard achievements.
An additional age 3 achievement has been added to the available
standard achievements. You would be eligible to claim it if you
had at least 30 points in your score pile, and a value 3 or higher
top card on your board.

BONUS ICONS

A bonus icon grants you additional points as long as it is visible.
Your highest visible bonus is worth its value in points. All your
other visible bonuses are worth one point each.

(; ALMANAC 0\
TI You may return a card from your

CELL PHONE [10]
W

You may splay your green cards up.

forecast with a bonus. If you do,
draw and score a card of value one
higher than that bonus.

]
You may tuck any number of cards with
a8 from your hand, splaying up each
color you tucked info.

Draw and
foreshadow

<A

-

| A

Meld your
fey bottom green |3
& cord. Maintain
splay.

&

Example: Bonuses of 10, 4, and 5 are visible on your board. This
adds 12 to the points in your score pile (10 + 1 + 1).
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DRAWING EXPANSION CARDS

When playing with expansions, there are specific rules governing
how each expansion’s cards can be drawn. An Echo might be drawn
in place of a base card at any time, while Figures, Cities, and Artifacts
are drawn in response to specific events occuring.

If all the base cards from an age’s supply pile are gone, that age
is considered empty for all types of cards. When drawing an
expansion card of a value, skip empty ages and draw from the
next available non-empty age.

Example: There are 0 base cards and 8 Figures cards in the age 4
supply piles. You need to draw a Figure of value 4. Age 4 is empty,
and you draw a Figure of value 5 instead.

If an expansion’s supply pile has no cards in it, and you try to draw
from it (after skipping empty ages), draw a base card of that value
instead.

Example: There are 2 base cards and 0 Cities cards in the age 2 supply
piles. You need to draw a City of value 2, so you draw a base 2 instead.

[ 4 Echoes of the Past ¥ j

Whenever you would draw a base card for any reason, you might
draw an Echoes card instead. If you have cards in your hand, but
none of them is an Echoes card, draw an Echo of value matching
the base card you would have drawn.

If playing with multiple expansions, the following rules apply:

1) If playing with Echoes and Figures, the Figures draw rule takes
priority when drawing a card for sharing.

2) If another expansion’s supply pile is empty, and you are forced
to draw a base card instead, check the Echoes draw rule before
drawing that base card.

asmadigames.com
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There are two situations that cause you to draw a Cities card. If you
already have a Cities card in your hand, ignore these conditions.

1) When you take a Meld Action, and meld a card that adds a new
color to your board, draw a City.

2) Immediately after splaying a color in any direction, draw a City.

In either case, draw a Cities card of value equal to your highest top
card.

(AA Artifacts of History Ad. |

Unlike other expansions, Artifacts are not drawn directly to your
hand. You dig them up instead, if you take a Meld action and either:

1) Cover up a card with a lower (or equal) card.

2) Cover up a card with a card, and both cards have their hex icon
in the same location.

If either or both are true, draw an Artifact card of value equal to
the covered up card, and place it face up on your reference card.
The artifact is now On Display. If there is no Artifact card of that
age to draw, or if you have a card On Display already, ignore the
dig event.

[ @ Figures in the Sand @ j

There are two situations that cause you to draw a Figures card.

1) When you take a Dogma action, and would receive a free Draw
action for sharing, draw a Figure instead of a base card.

2) Immediately after claiming a standard achievement, each opponent
draws a Figure, in clockwise order from you.

In either case, draw a Figures card of value equal to your highest
top card.

@By Carl Chudyk
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ENDORSE ACTION

The Endorse action allows you to perform a doubled Dogma action.
It can be used as either of your two actions during a turn, but cannot
be used twice.

To take an Endorse action, perform the following steps:

1) Choose the top card on your board that you want to Endorse, and
note its featured icon.

2) Choose a top city on your board. It must have the featured icon
on it.

3) Pay for the Endorse action by tucking a card from your hand of
equal or lower value to the city you chose. The tucked card’s color and
icons are irrelevant.

4) Execute the effects from the card you chose in step 1 as if it were
a Dogma action:

o Determine eligibility for sharing, vulnerability to demands, and
which echo effects are visible as you normally would.

« When you execute a non-demand effect, do it twice.

» When you issue a demand, affect all opponents twice (go around
the table clockwise, and then a second time).

o When another player shares a non-demand effect, they execute
it only once.

o Draw for sharing, if applicable.

CITY ICONS

Each city has one or two special icons. Plusses, Searches, and
Arrows grant an immediate effect when melded, but only if the
city was melded with a Meld Action (not through an effect).
Flags and Fountains provide benefits as long as they are visible.
If a city has two special icons, both take effect.

+ Plus: Draw a card of value one higher than the city’s age.

Arrow: Splay the city’s color in the direction indicated
by the arrow.

i3

Search (normal icon with a magnifying glass): Search

icons count as normal icons while visible. In addition,

Q the Search effect causes you to draw and reveal X base

cards of value X, where X is the value of the city. Of all

m the revealed cards, take all cards that bear the same icon
as the Search into your hand. Return the rest. Ignore all

expansion draw rules and effects during a Search action,

and do not draw from the next higher age if the stack is
depleted.

Flag: While a flag is visible, it counts as an achievement if
== | no opponent has more visible cards of the flag’s color
than you do.

Fountain: While a fountain is visible, it counts as an
achievement.

ENDORSE EXAMPLE

You take an Endorse action, targeting The Pirate Code. You choose
Jakarta to endorse The Pirate Code because its featured icon,
[PROSPERITY], is present on Jakarta. To pay for the action, you
must tuck a card of value 3 or less from your hand (it can be any
card of any color). You then determine eligibility and vulnerability
as with a normal Dogma action. You issue the demand twice, then
share the non-demand effect, then execute it twice for yourself.

value [Z] or less from your score pile fo
ore

my score pile!
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DRAWING ARTIFACTS: DIG

The way you acquire Artifact cards is different from all other sets.
Instead of being drawn into your hand, they go on display, face-up
on your reference card. A dig event occurs after your Meld Action
if you:

1) Covered up a card with a lower (or equal) card.
2) Covered up a card with another card, and both cards have their
hexagonal card image in the same location.

If either or both are true, dig up (draw) an Artifact card of value
equal to the covered up card, and place it face up on your reference
card. The artifact is now on display. If there is no Artifact card of
that age to draw, or if you have a card on display already, ignore the
Dig event.

Example: A melded card covering up a card with matching hexagonal
card image location:

COMPEL EFFECTS

Artifacts contain a special type of demand effect that start with
“I Compel” A player is vulnerable to compel effects only if they
would be eligible to share your non-demand effects. Other than this
difference, they behave exactly like demand effects. When it is time to
execute a compel effect, you read it aloud to vulnerable opponents,
and they each perform the instructions in clockwise order.

In many cases, an opponent will be forced to execute the instructions
of a compel effect and then share in other non-demand effects on an
Artifact card.

Remember that to obtain a free Draw action as a sharing bonus, a
non-demand effect must be shared. Compel effects are considered
to be demand effects for all purposes.

ARTIFACTS “ON DISPLAY”

Once on display, there are three things you can do with an Artifact:

1) At the start of your turn, you may take a free Dogma action
targeting the card on display. Determine sharing and vulnerability,
adding the icons from the card on display to your total. Execute all its
effects (and before that, any echo effects on your board in its color).
At the conclusion of the free Dogma action, return the displayed
artifact. This free Dogma action does not count as one of your two
actions per turn.

2) At the start of your turn, you may return the displayed card.
This is useful if you do not want the artifact.

3) As a normal Meld action, you may treat the card on display as
if it is in your hand, and meld it.

A card on display is not part of your board or hand, and cannot be
affected at all by any effects. Its visible icons do not count as part
of your board, except for determining sharing and vulnerability
during its free Dogma action.

RELIC CARDS: OPTIONAL

Five Relic cards are included with Artifacts of History, in place
of special achievements. These are an optional addition to the
Artifacts of History set. If you choose to use them, during setup
place them face-up next to the supply piles matching their age.

After you dig an arifact, you may seize a Relic of the same value as
the Artifact card drawn. You may only do this if the Relic is next
to its supply pile, or in any achievements pile (even your own!)

To seize a Relic, choose to either transfer it to your achievements,
or your hand. If the Relic card is from a set not currently being
used, it must be transfered to your achievements.

If a Relic would be returned, place it face-up next to its matching
supply pile. If a Relic is in your achievements pile for any reason,
it should be face-up, so all players know it is available to be seized.

_\,f By Carl Chudyk
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ECHO EFFECTS

An echo effect is a special type of effect that appears where an icon
would normally be. During a Dogma action, before executing the
dogma effects of a card, first check to see if any echo effects are visible
in its color. Execute each of those effects, starting from the card on
the bottom of the stack, and ending with the card on top. Each effect
is shared with eligible players as if it were a normal dogma effect.

Return any number of cards from
hour hand. Score two cards from yout
hand for every card you returned.

|

Example: When taking a Dogma action targeting Umbrella, first check
to see who is eligible for sharing. Then, execute the three echo effects (1,
2, 3), and finally Umbrella’s dogma effect (4). Before each effect, players
eligible to share would do so.

EXTRA ACHIEVEMENTS

Echoes of the Past has effects that place additional achievements in
the center of the play area, available to be claimed. This can result
in duplicate achievements. In order to be eligible for a second copy
of an achievement you already have, you must have twice as many
points (ex: 30 points for a second Age 3). A third copy would require
three times as many points, and so on.

Another player (even a teammate) having a copy of an achievement
does not affect your eligibility.

BONUS ICONS

A bonus icon grants you additional points as long as it is visible.
Your highest visible bonus is worth its value in points. All your
other visible bonuses are worth one point each.

( ALMANAC 0\ CELL PHONE [10)
TI You may return a card from your

g Draw a [ for every two [@on your ‘
e i 1 s g (e, gl

draw and score a card of value one You may splay your green cards vp, ]
higher than that bonus.

You may tuck any number of cards with
B from your hand, splaying up each
color you tucked into.

Drawand ||
foreshadow

Example: Bonuses of 10, 4, and 5 are visible on your board. This
adds 12 to the points in your score pile (10 + 1 + 1).

FORESHADOW

Foreshadowing allows you to store cards for future use in an area
called your forecast. Cards in your forecast are face-down and
tucked under the top edge of your reference card. You may look
at them at any time, but your opponents may not. When an effect
causes you to foreshadow a card, place it in your forecast.

At the conclusion of a Meld action, any card in your forecast of equal
or lower value to the card you melded is eligible to be promoted. You
may choose one eligible card to promote (meld it). If you do, you may
also take a free Dogma action targeting the promoted card. This free
Dogma action does not count as one of your two actions for the turn.

PROMOTING A CARD

1. Take a Meld action.

) (Optional) Promote an eligible card from your
* forecast, by melding it.

3 (Optional) Take a free Dogma action, targeting
° the melded card.
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DECREE ACTION

Instead of typical special achievements, Figures in the Sand includes
five Decree cards, one for each color. Decrees are a special type of
achievement, but one that is not safe and can be easily stolen. All
five Decrees begin in the center of the table with the other Special
Achievements. Decrees are claimed by taking a Decree action.

You may only take a Decree action if you have three or more Figures
in your hand. To do so, remove all the cards in your hand from the
game (including both Figures and non-Figures). Then, choose a
Decree matching the color of one of the Figures you removed.

o If it is in another player’s Achievement pile, return it to the
area with the Special Achievements. Do not activate its effect.

o If it is in the center of the table, claim it as an Achievement
and activate its effect.

« If it is already in your possession, activate the effect.

Decrees are very powerful! Using them effectively is key to victory.

Many Figures have a karma effect stating that you may issue a
specific Decree with any two Figures. This allows you to take the
Decree action with two Figures in hand instead of three, choosing
that specific Decree. The colors of the Figures are irrelevant, but
you still must remove your entire hand from the game.

f.m\
DUA

Splay any one of your colors up.

KN
. =4

Example: You have four cards in your hand, including three figures
(one of which is yellow). You take a Decree Action, removing them all
from the game and claiming Expansion. You decide to splay up your
purple cards.

FADE

At the end of any action (on any player’s turn), if you have more
than one top Figure you must fade the excess. To fade a Figure,
score it. You must continue fading Figures one by one until you
have only one top Figure. You choose which Figures to fade.

If you meld a card on top of a Figure, the Figure card becomes
a part of the stack of that color, continuing to contribute icons,
bonuses, echo effects, and inspire effects to your board, just like a
normal card. Figures that are partially visible due to splaying do
not count for fading.

INSPIRE ACTION

Inspire is a new action type that serves as an enhanced Draw action.
You may take an Inspire action as either of your two actions, but you
may not Inspire twice in one turn. Choose one color with visible
Inspire effects, and execute each of them in order from the bottom
card to the top. Then, draw a card of value equal to your top card in
that color, ignoring the other top cards on your board. These effects
are not shared.

Inspire effects have a [STAR] in the top left corner and a brighter,
non-checkered background to distinguish them from echo effects.

ALEXANDER THE GREAT wﬂmﬂ
When you meld this card, score all
opponents’ top figures of value 1 or 2.

If you would take a Dogma action, T

K card from
your hand.

instead of using the featured icon use

och player’s current score.

D

Example: Taking an Inspire action and targeting your red stack
would cause you to (1,2) execute two Inspire Effects, and then (3)
draw a card of value equal to your top red card, a 2.

Note: Many figures have echo effects. They are explained on page 17.
Echo effects have a checkered background and no inspire star.

v& By Carl Chudyk
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KARMA EFFECTS

Each Figure has one or more Karma effects. They do not need to
be activated with a Dogma action to be used. There are four types:
“When’, “Each’, “Decree’, and “Would” Karma effects never chain
or trigger off of other karma effects. In the rare case that multiple
“Would” karmas are triggered by the same action, the current player
decides which karma occurs and ignores the others.

Remember, any time some portions of an effect are not possible, do
as much of the effect as you can, and ignore what you cannot do.

“When” karma effects begin with “When you meld this card,” Fol-
low the instructions immediately when the Figure is melded.

When you meld this card, score all
opponents’ top figures of value 1 or 2.

Example: You meld Alexander the Great during the dogma effect for
Sailing. You immediately check all opponents’ boards for top figure of
value 1 or 2, and place any that are present in your score pile.

“Each” karma effects begin with “Each” and then list something on
your cards that will be modified. This can be icons, cards in a certain
location, or your score, and the karma effect will describe how they
are changed. Each karmas stay in effect as long as the figure remains
a top card.

Each card in your score pile and
forecast provides one additional [l.

Example: Fu Xi is a top figure on your board, and your opponent takes
a Dogma action with [CONCEPT] as a featured icon. When you count
up your [CONCEPT] to check for sharing and demands, you add one
for each of the cards in your score pile and forecast.

“Decree” karma effects allow you to take a Decree Action with two
figures in your hand instead of three, and also remove the need to
have a figure of the correct color to issue the decree. Decree karmas
stay in effect as long as the figure remains a top card.

You may issue an Expansion Decree
with any two figures.

Example: Sneferu is a top card on your board, and you wish to take a
Decree action to issue an Expansion Decree. The requirement is
now just to have any two figures in your hand. Normally, you would
need to have three figures, one of which would have to be yellow.

“Would” karma effects begin with “If you would,” and then have
a triggering condition and a reaction. When that condition occurs,
the karma effect interrupts whatever effect or action was in progress.
If the reaction starts with “instead,” cancel the original effect and
follow the instructions of the karma effect instead. If the reaction
starts with “first,” follow the instructions of the karma effect, and
then continue with the original effect. Would karmas stay in effect
as long as the figure remains a top card.

If you would remove or return a figure
from your hand, instead tuck it.

Example: Homer is a top figure on your board, and you take a Decree
Action, which requires you to remove all the cards in your hand from
the game. Each figure in your hand that would have been removed is
tucked on your board instead.

It you would take an Inspire action,
first you may splay that color right.

Example: Takiyuddin is a top figure on your board, and you take an
Inspire Action. Before the Inspire Action begins, you splay your green
cards right. This reveals an inspire effect, which you can use during the
action.
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