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“There 1s no true sovereign except the nation,
there can be no true legislator except the People.”
~ Diderot

G OVERVIEW T

Expand your empire: Win wars, acquire new Supporters by winning wars. To win wars, you
Territories, trade with your opponents, produce must pay Gold to raise armies. Gold can be

the most Goods, and gain the most Support by the earned by winning wars and by selling Goods.
end of the game. All turns are taken simultaneously, and there are
In Empires, you will be playing as a colonial no restrictions on trading. At any point in the
European nation, competing to gain the most game, you may trade anything: People, Territories,
Support. Support is won by supplying your People = Goods, Gold, player powers, etc.

s Sods F‘mﬂds e P?Od‘_“’ed Jreiat yon The game takes place over a series of rounds. At
SR an s Techiforine the end of the final round, the player with the
You can gain People, Territories, Goods, and most Support 1s the winner.

@l COMPONENTS B

ASSETS

RRARR

150 People figures,
representing a nation’s population.

275 Support cards, representing both the nation’s
happy citizens and its rebellious factions.

TERRITORY N

100 Goods tiles, 150 Territory tiles,
representing all representing the land
: 3 : material things that a nation controls, both
g ! citizens desire, from domestic provinces
03 G $ : ;
Siﬂandi:;ﬂ:;’ uripi"i:n?ic:;sr wheat and lumber to and foreign colonies.
a nation’s debt. a nation’s wealth. Spaces, fon, AT

E]

At the start of the D-:‘rcluP 'PIIH!E. if c'rr:rl:.'
other player has more Territaries than you,
you may take | Gold for each of your Lunaries.

T : 121 Selection cards, 11 per nation, used to
11 Nation tiles, representing determine a nation’s priorities and expenditure.
colonial European nations.




= DrviioP i
| Ral 3
Ll [ it 1_@, X A

g t:ll-.""'*“"" et marsks o mn el

wepel el .B

1 ol sk ik
*": | s, Ilwul 1@‘@}‘}{ L
+ gh-- “Hiua'n Eod bk B el ||

&5_'1‘- 1 o it ey &

L. DERMARY 5. DN 1L SNEBER
NATIONAL g e o sz, pna i Fariog s Mar phrs, o i Doring 'z hem, Frmaans Nsmﬁiiini i? 13
FOWERS e doez oot gt Ty s w1 ol dows mal et Paags, ywa st ud i B pdemal oz ml W '='
oy ki ] ppwhin, il ofy i may bk ] Sl i g Frr, po oy ok | Romd
nher pleyw g s pErmTEm wmdl 1 Rl @ } .
o, 0. DTV 0, 3 FHITICAL E. FENLE ¥ ALSTRY _
1 ) Bt et i g pha Do ths War shess, dymaremnd Biit e o M ghew Mdnserialdoleabz pan.
F e o i et o e i Fr o ied B ] e o i et o i B vy o payw bez
Frmart] Lz, pas oy e wominn, pom may s | iy, ezl G, pam mep i | B Tavie A ym v wm ki * + }
1 Guted e wonh of o oo wd SRad | farid foe sk F yor Lo J
LI fe, L. RETREILAND T GIEST BRSO 10, FEEHA r
Bitm s ot oo o, A17be wd of o Bk phazn Dariog b Bt e, 1y 1l Dhxiy fim Py b, F pra
@ F o pr Fuopls s ed Fyom harm mess Cacd e tow Frmar fa v oo Kaet. o mar T pwn arw S iy

e ) Fumzla, pma s eudee o' el wod oo of ek r et 1, wibwr fre, pma i i |
tnke 3 Cobil bor waech vmemad oz, tnSm poicn of Eome sy dmm e penn by £ Farzem g | Tstiary.

10 Player Tableaus, used to track resources and for guick reference.

1 Diplomacy token, typically held by

11 National flag tokens, the most peaceful player.

used to mark victors in war.

THE AT : i34 THE ITAL THE EAST THE CARNATIC
L REVOLUTIONESS KINGDO! ] INDIES WARS

14 War tiles, representing opportunities for expansion around the world.
These have a colored active side and a muted inactive side.

- THE MARKET EXTENSION (3] E_‘I'I{E MARKET N-0-® @E

clledooelojeleele

1 Market board extension, 1 Market board, representing different locations
tor games with 4 or more players. around the world where Goods can be sold.




SETUP

The Supply

Separate the Support cards, Gold coins, People
figures, and tokens into stacks by type in the
center of the play area to form the supply.

The Market

Place the market board in the center of the player
area (in a 4+ player game, place both market
boards). Find the port with the number of players
in the game as denoted by the person mark (§).
Then cover any port spaces to the left of that

port space with Bonds - these covered ports are
unavailable for this game.

Selection Cards

Each player takes a set of selection cards. At this
pont the exact set chosen does not matter. Make
sure you have all 11, numbering 0 through 10.

" FIRST GAME

For your first game, or when teaching new
players. use the following rule changes.

Setup
¢ All players start with the same assets

rather than varying assets of the umique
nations. Everyone takes 5 Gold, 4
Territories, 4 People, 1 Good, 1 Bond,
1 face~up Supporter, and 1 face-up Revolt.
Everyone picks a nation of their choice,
taking the nation tile, flag token, and
selection cards. Return all other nations’
components to the box.
The youngest player is given the
diplomacy token.
Shuffle war tiles equal to the number of
players and place them 1n a row, active
side up.
Then, take another war tile at random,
and place 1t at the end of the row, active
side down. Place the remaining war tiles
into the box.

Rounds
The first game takes place over 3 rounds,
ﬁraﬁmrﬂlantheumalﬂh

o

Note: Players must keep their Gold coins and
all tokens and People figures on their tableau
visible to the other players at all times.

STANDARD GAME

War setup

Return any war tiles that are unavailable with
the current number of players to the box. Then,
shuffle the remaiming war tiles.

Take war tiles equal to the number of players and
place them in a row, active side up. Then, place
three more war tiles and add them to the end of
the row, active side down. The last war tile will be
returned to the box.

Drafting Nations

A player’s nation determines their starting assets
and grants them a special power while they hold
the nation’s tile.

Note: Refer to the back of your player tableau
for details of each nation tile.

1. Nation Tiles

Shuffle the nation tiles and deal 1 more than the
number of players in a row in the center of the
table. Each player chooses and places face down
one of their selection cards with the number of
the nation they want to claim_ as noted in the
upper right corner of each nation tile.

Then, all players simultaneously reveal their cards
and each player who claimed a nation that no one
else did takes the nation tile they claimed, as well
as the corresponding national flag token.

If multiple players claimed the same nation tile,
place 1 Revolt beside each nation tile that multiple
players claimed. Those players participate in
another round of the selection process. Repeat this
process (placing Revolts as necessary) until each
player has claimed a different nation tile. Players
who draft a nation with Revolts beside it start the
game with those Revolts. Return all unclaimed
nation tiles and national flag tokens to the box.

After nations have been selected, all players take

the selection cards of their chosen nations. Make
sure you have all 11, numbering 0 through 10.

2. Starting Assets

Give each player 1 Supporter, 1 Revolt, and the
assets listed on their nation tile.

8. Diplomacy Token

Give the diplomacy token to the player with the
lowest numbered nation tile.
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Drafting Nations Example
Albert, Beatrice, Clara, and
Dawid are selecting their nation
tiles. Each player places in

front of them, face down, their
selection card with the number
of the nation they want to claim.

@ Albert wants Portugal and
places his “3” selection card
tface down.

@ David wants Great Britain,
and places his “7” selection
card face down.

§€) Beatrice and Clara both :
want Austria and each il S i At the start of the Develop phase, if every

place their “97 selection other player has more Territories than you,
you may take | Gold for cach of yowr Luaurics,
card face down. -

After all players have placed their cards face down,
all players reveal their selections. Albert and David
both selected nations that no other player did, so i, v
Albert claims Portugal and David claims Great Britain. M RS Denbon gl ey obrom
- : = A are not esed in Indusivies or Luries, you
--.__III PORTUGAL 5 GREAT BRITAIN 'y : may take 2 Gold for cach of your People: not in use.
e ryrd g ok b ke Co md e e G

you may ke | Terstary. TR e o ey £ & B0 | 0N | GOND: gL
. el | 4

@ Beatrice and Clara both selected Austria, so a aNEE At the start of the Market phase,
Revolt card 1s placed next to the Austria nation - . wl;::mmiﬂnﬁ’; Eﬂtﬂ: r;""&!;]]d_cnu'
tile and both players again place a selection
card face down in front of them with the
number of the nation they want to claim.

© Beatrice still wishes to claim Austria, and again ]
places her “9” selection card face down il bt o the Dersiop phase, if every
r has more Terrltories than you,

@ Clara decides to &0 for FI'EI,IIDEJ and plBCES oN e Iﬁ;a‘l' I Gold for each of your Lucuries,
her “6” selection card face down. S WA

e

Beatrice and Clara then reveal their new ; B CREAT BRITAIN
selections. Since both players selected a nation 7 E.;“:Tiﬁ‘]mm
no other player did, each claims the nation they |[ ™%, um,ﬂ ey

= - Cor tiee Frr ewest) Cloods and e price of Gy
selected_ Beatrice also takes the Revolt that was < B i 2y g dee g by
placed next to Austria. : :

Finally, each player takes the nation tile,
national flag token and matching set of
selection cards for the nation they selected. '

] , of the Develop phase, 1 svery

ﬂmmmmmﬁﬂmfﬂkﬂﬂ uu.:,gu:l:mahsﬁlcou. _ﬂ? I o Tt o o
I his - E [ gﬂ]j has ﬂ'[e ] t e iy takes and and & Cald, U.E-"FGLT Gold for each of pemr s,
number, 3. Clara Beatrice




INSTITUTIONS

At all times, if possible, you must store your assets
in stacks called institutions. An mstitution 1s a tile
with either a Person or a Gold on top of 1it.

¢ Each asset can only be used in one institution
at a time.

There are three types of institutions:

Banks
Each Bank consists of 1 Gold on top of 1 Bond.

Luxuries
Each Luxury consists of 1 Person on top of 1

Good.
AN
»
Industries

Each Industry consists of 1 Person on top of 1

-
GOOLYS

IR +

In a situation where you have more People than

Goods or Territories, you must build as many

Luxuries as possible before building Industries.
After all, People would much rather consume

1| Goods than work to create them.

" Building Institutions Example

Edgar has 5 Gold, 3 Bonds, 2 Goods, 5 Feople,

Edgar builds as many Banks as he can. Edgar
has 3 Bonds and 5 Gold available, so he places

1 Gold on each of his Bonds, building 3 Banks.

Edgar also builds as many Luxuries as he can.
Edgar has 2 Goods and 5 People available,

so he places 1 People on each of his Goods
building 2 Luxuries.

x-5> R

Then, Edgar builds as many Industries as

he can. Edgar has 4 Territories and 3 People
available so he places each of his remaimng
People on a different one of his Territories,
building 3 Industries This leaves 1 Terntory
with nothing on it.

®x:-8>

Edgar cannot choose to build 4 Industries and
1 Luxury. After building these Institutions,
Edgar will have 2 Gold, 3 Banks, 2 Luxuries,
3 Industries, and 1 Territory.

p.




TRADING

At any time during a round, players may freely
trade with their opponents. Any of their assets
may be traded, including assets in an institution.
Players may trade Gold, Goods, People, Territories
Bonds, nation tiles, selection cards, and the
Diplomacy token.

The only things that can never be traded are
Supporters and Revolts, and a player’s national
tlag token.

2

Players are allowed to give items away for
nothing, trade one type of item for another, trade
unequal numbers of items, and even make trades
involving promises of future favors (though such
promises are non-binding).

All trading, negotiation, and commumnication must
be public.

If a player trades their nation tile, the new owner
now has access to that nation’s power. A nation’s
power cannot be used more than once in a round.

Advanced Variant

When playing with experienced players, players
may trade their Supporters and Revolts like any
other asset.

NATIONAL POWERS

Players may (but are never required to) use the
powers on their nation tiles once each round.
Each nation tile describes when the power can
be used, a condition that must be satisfied for the
power to be used, and the effect the power has
when used.

1| Each power may only be used once each round,
1| and players must announce a power’s effect
when they use it If a player 1s traded a nation

|| tile after its ability has already been used in a
ziven round, they may not use the ability again
until the next round.

" National Power Example

At the beginning of the Market phase, Denice,
playing as France, has 2 Gold which 1s less

than every

other player. / FRANCE e
She uses her GOLD | EOMDS | ESOBS | FEOPLE |TEARITDRIS
national power | [, 42 SEEEIEH c& (309
and takes At the start of the Market phase,

if you have the least {or tied for least) Gold,
1 Bond and you may take | Boad and 5 Gold.

5 Gold. i

™

ROUNDS

A standard game of Empires takes place over five
rounds of gameplay.

A first game of Empires takes place over three
rounds of gameplay. See First Game on page 4.

¢ In the final round, only the Develop phase
OCCUTS.

In each phase, the steps must be performed
in order. Note that the player tableaus have a
reference section for each phase of the game.

¢ There are no individual player turns; all
players walk through the steps of each phase
simultaneously.

Rounds typically have three phases, histed below
and described in detail on the following pages.

Develop

During the Develop phase, players activate their
institutions, affecting their Goods, Gold, and levels
of Support.

Market
During the Market phase, players sell their Goods
for Gold.

War

During the War phase, players win wars by paying
Gold to raise armies. Different wars provide
different combinations of assets when won.

END OF THE GAME

In the final round, play through only the Develop
phase, skipping the Market and War phases.
After the Develop phase in the final round (the
third round 1in a first game, the fifth round 1n a
standard game), the game ends.

The Winner

The player with the most Support winsl

A player’s Support 1s equal to their Supporters
minus their Revolts.

Ties .
If there 15 a tie for the most Support, the tied
player with the most remaining Goods wins.

If there 1s still a tie, the tied player with the most
Gold wins.

If there 1s still a tie, the tied player with the
highest numbered nation tile wins.
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DEVELOP PHASE

During the Develop phase, players actrvate their
institutions, affecting their Goods, Gold, and levels
of Support.

1. Unemployed People Revolt

If a player has more than 1 Person not used in

a Luxury or Industry, they take exactly 1 Revolt,
rezardless of how many unemployed People they have.
Having exactly 1 Person not used in a Luxury or
Industry does not cause a Revolt.

2. Unpaid Bonds Cause Revolts

For each of their Bonds not 1n a Bank, a player
takes 1 Revolt.

3. Banks

For each Bank a player has, they must pay the
Gold from that Bank to the supply.

4. Luxuries
For each Luxury a player has, they must pay the Good
from that Luxury fo the supply and gain 1 Supporter.

5. Industries
For each Industry a player has, they gain 1 Good.

g Develop phase reference shown on player tableau. d

: DEVELOP k

S +] Revoli if more than
one unemployed People

% +1 Revoli for each
- B3 )H unpaid Bond
3. h ) x -1 Gold from each Bank
-1 Good, +1 Supporter
4. * » K m from each Luxury

5. ' ) 4 ﬁ& +1 Good for each Industry

-

” Develop Phase Example

After building institutions, Francine has 3
Banks, 3 Luxuries, and 2 Industries. 4 of her
People were not used 1n a Luxury or Industry.
Francine also was not able to pay for all of her
Bonds, so 2 of her Bonds are not in Banks.

At the beginning of the Develop phase,
Francine takes 1 Revolt because she has more
than 1 unemployed People.

Then, Francine takes 2 more Revolts for her 2
unpaid Bonds.

Next, Francine pays the Gold from each of her
Banks to the supply.

Then, Francine pays the Good from each
of her 3 Luxuries to the supply and takes 3

Finally, Francine takes 2 Goods from the supply
for her 2 Industries.




MARKET PHASE
During the Market phase, players sell their Goods

for Gold.

The number of Goods being collectively sold by
the players will determine the price of Goods for
the round.

1. Determine Amount of Goods to Sell

Each player decides the number of Goods they
want to sell, and places the corresponding
selection card face down.

2. Reveal Amounts Chosen

All players simultaneously reveal their chosen
selection cards, indicating how many Goods they
are commutting to sell.

It a player has fewer Goods than the number
indicated by their selection card, they just deliver
as mamny as they have.

3. Deliver to Market

All Goods being sold are delivered to the market,
in any order. Each Good 15 placed on a different
empty port, beginning with the available port
showing the highest price and continuing n
order of descending value.

w

Flooding the Market

It 15 very easy to “flood the market”, ensuring

that no one gets paid for their Goods. Make sure

you look at the Goods held by the other players
L‘“dmevahaﬁrlglmwman}r{;uodsmﬂl

| 4. Earn Gold for Goods Sold
For each Good they sold, each player takes Gold

V] equal to the price of Goods this round, which 1s

| determined by the highest numbered uncovered
port. All players will be paid the same price for
their Goods.

If all ports are full (due to players delivering a
number of Goods equal to or greater than the
number of available ports), the price is 0.

5. Return Delivered Goods to Supply

All Goods delivered to the market are then
returned to the supply, and players take back their
selection cards.

" Market Phase Example

In the Market phase, Geraldine decides to sell
3 Goods, Iris decides to sell 0 Goods, and Jack

decides to sell 1 Good.

All players deliver their Goods to the market,
covering up the 4 highest available ports (Le.,

ports 3-6).

The highest remaining available port 1s port 2,
so the price of Goods 1s 2 Gold each.

Geraldine Iris

Geraldine sold 3 Goods, so she takes 6 Gold.
Iris sold O Goods, so she takes 0 Gold. Jack sold

1 Good, so he takes 2 Gold.

After all players have taken their Gold, the

market board 1s cleared.

All players retrieve their chosen selection cards

as well

13@

2”‘1' @




WAR PHASE ” War Phase Example

During the War phase, players win wars by Kurt, Louise, Mark, and Naomi are raising
paying Gold to raise armies. Different wars armies for war. Mark 1s holding the diplomacy
provide different combinations of assets when token. It’s a 4-player game, s0 4 wars are active.
WO, so raising more armies than your opponents ! 7 H F : 5
15 crucial so that you can choose which war you
want to win.

1. Determine Amount of Armies to Raise
Each player decides the number of armies they
want to raise, and places the corresponding
selection card face down.

decides to raise 4 armies. Mark decides to raise 6
armies, and Naomi decides to raise O armuies.
2. Reveal Amounts Chosen e ) (] (e

; ) (4 M= 4| .l . * R
All players simultaneously reveal their chosen ' ' oo W '
selection cards, indicating how many armies they
want to raise.

8. Pay Gold for Armies

Each player then pays 1 Gold for each army they
want to raise. If a player does not have enough Gold, All players then reveal their selections. Kurt
they only raise as many armies as they can pay for. and Louise each pay 4 Gold, and Mark pays 6
Gold. Naomi raised fewer armies than every
other player, so she takes the diplomacy token
from Mark and becomes the new diplomat.

4. Diplomacy

If one player raised fewer armies than every other
player, they take the diplomacy token, becoming
the new diplomat. If there 1s a tie for fewest
armies, the current diplomat decides which of

the tied players takes the diplomacy token The
diplomat may not select themselves.

Louise Mar

5. Select Wars to Win Mark raised the most armies so he goes first

In order from most armies to least armies, each and places his national flag token on any of the
player who raised at least 1 army selects a war to 4 active war tiles and takes the listed assets.
win, placing their flag on an active war tile that Kurt and Louise raised the same number of

no other player has won this round and taking the | armies, so Naomi, as the diplomat, decides
listed assets. If multiple players raised exactly the which of them wins a war first. After some
same number of armies, the diplomat decides the negotiation, Naomi decides to let Louise go
order 1n which the tied players win wars. Players first. Louise places her flag token on any of the
who raised an army must select a war to win unclaimed active war tiles and takes the listed

A player who raised zero armies does not win any | assets. Then Kurt does the same.
wars this round.

6. Remove Wars, Activate Wars

Remove the left~-most war tile, placing it back in
the box, and flip the first inactive tile so that it

15 active side up. During the War phase of the
penultimate round, the last war tile will be active,
so no further tiles can be flipped.

All players then take back their selection cards.

1 L f
I| CREDITS
Game Design: David Y. Stephenson
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| | Graphic Design: Scott Hartman
Cover Art: Nate Abell

Naomi, who raised no armies, does not win a
war this round.

|| Special thanks to Peter Hayward www.wizkids.com
I @ZDITWﬁmmﬁﬂ&uc.wmdsandrﬂa!&dmuksandlﬂgmmﬁatharhuf.wm' - All mghts reserved.
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At the start of the Dcvcfup Phas{, if you have
the fewest (or tied for fewest) Luxuries, you
may take | Cold for cach of your Industries.

-ﬁtthestarlufﬂm Dﬂtlup P}ms: lfan].ruf}rmar

Pmp!cmnmumd in Industries or Lm:im.}vcu
| wn}rtnhezcﬂ!dfmtﬂui}mlrpmplcmmum :

FEOPLE |TERRETORIES

During the War Fhasc, if you win a war that does
not give Territory, you may take 2 Supporters,

hutun.'[yl[an}rmhcrph}rcrglmyuupcrmlsslm

"‘1‘ PORTUGAL
Eﬂu] BOMDS EﬂﬂBS PEOPLE | TERRITO EES
J 50 LiRfrp ia | e
During the War phase, if you raised

the fewest (or tied for fewest) armies,

you may take | Tﬁ'l‘ltﬂrjf.

At the end of the Market Fhas:.
if you have more Goods than Pmple, you
may take Cold equal to the price of Goods.

\SPAIN "
e

D‘uring the War Phas{‘, if you win

a 'war t]'.l.ﬂ:t I:IOCE not Ei\"t Ptl.'.l- ]C.

you may take 3 Cold.

GO0DS | FEOPLE |TERRATORES

11E1 e | 49

At the start of the Market phase,
if you have the least {or tied for least) Gold,
you may take | Bond and 5 Gold.

fok 110 G e} oo anit gl G
is at least 2, you may decrease the price by 2.

o)

During the War phase, if you are tied
and the Diplomat does not let you go first,
yuumaytalm'ﬂmd.md]ﬂﬁfd.

At the start of the Du'l.rclop phase, if every

other player has more Territories than you,

you may take | Gold for each of your Luxuries.

Durlng the War phasc if you raise at least
2 more armies than every other player,

you make take | Person and 1 Territory.




	Wizkids Empires rulebook2
	Wizkids Empires rulebook3
	Wizkids Empires rulebook10
	Wizkids Empires rulebook7
	Wizkids Empires rulebook11
	Wizkids Empires rulebook5
	Wizkids Empires rulebook8
	Wizkids Empires rulebook9
	Wizkids Empires rulebook12
	Wizkids Empires rulebook6
	Wizkids Empires rulebook4
	Wizkids Empires rulebook

