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{ Welcome lo Rome!

I am Aurelia, and | will help you learn how
things work around here!

At the request of our great king and founder,
Romulus, it will be your honor to build spacious
homes, bustling marketplaces, and glorious
monuments alongside your fellow builders in
this, the Eternal City!

Let’s get started, shall we?

GAME OVERVIEW

Over three rounds of play, you will
compete to be the greatest architect in Rome
by purchasing empty Lots in strategic patterns

and constructing your Buildings on them.

More complex Buildings are harder to construct,
but they bring their builder even greater glory
(in the form of Victory Points).

At the end of the game, the player
with the most glory is the winner!
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CORE GAME
COMPONENTS

A) 81 Deed cards
B) 48 Silver coins, in denominations of 1’s (24x) and 3’s (24x)
C) 4 Player trays (Red, Blue, Green, Purple)
» 96 Buildings, in three types:
« 32 Residential Buildings (Beige)
» 32 Commercial Buildings (Olive)
« 32 Civic Buildings (Gray)
D) 96 Icon tiles (24 per player color)
E) 32 Lot markers (8 per player color)
F) 8 Score cubes (2 per player color)
I G) 4 Player Aid cards
H) 1 First Player token
I) 1 Deed board, where Deeds to the city’s Lots are sold
J) 1 Score board, used for tracking Victory Points and Population
K) 1 City board, showing the area of the city of Rome, divided into vacant Lots
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EXPANSION / MODULE
COMPONENTS

5th Player
A) 19 Deed cards
B) 1 Player tray
C) 24 Buildings & Icon tiles
D) 8 Lot markers
E) 6 Monument markers
F) 2 Score cubes
G) 1 Player Aid card

Monuments
H) 19 Monument Buildings & Icon tiles
1) 19 Monument cards

J) 24 Monument markers (6 per player color) Objectives

Trading & Stealing N) 18 Objective cards
K) 10 Favor tokens Invocations

Will of the Consul O) 20 Invocation cards
L) 1 Consul card Player Roles
M) 30 Consul Building tokens P) 15 Player Role cards
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THE FIRST TIME YOU PLAY

Before you sit down to play your first game of Foundations of Rome, you must put
the Icon tiles into the Buildings. Fortunately, unless you wish to artistically paint
your Building miniatures at a later date, there is no need to remove these snap-in
tiles once they are inserted. Applying the tiles is a great time to familiarize yourself
with the Buildings and your Player tray!
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See the Architect’s Codex on page 26 for information about each Building and
applying the snap-in tiles.

GAME SETUP

1. Lay out the City board, Deed board, and Score board near
each other. For 4 or 5 player games, use the side of the City
board with more Lots (A). For 2 or 3 player games, use the
side of the City board with fewer Lots (B).

2. Each player chooses a color and takes the corresponding
Player tray. Player trays contain their Buildings, Lot markers,
and Monument markers. Players should also take the Score
cubes matching their color.

Note: If you are not using the Monuments Expansion in
your game, players should ignore the Monument markers ]
in their Player trays. | _ | { ) VICTORY POINT TRACKER
3. Place your Score cubes on the designated spaces of the | ) (= Sg4RSHG6R7H8HO RIO) \
Score board matching your player color — one on the Victory | " 14 8 150 16 17 18 119 k20 &l
Point tracker, the other on the Population tracker. ; '

4. Decide who will be the first player. By default, the owner of
the game chooses who it will be (and can choose themselves)!
Give them the First Player token.

a. The starting player takes 5 Silver. Going clockwise, each player
gets 1 Silver more than the previous player. So, in a four-player
game, the first player takes 5 Silver, the second takes 6, the third
7, and the last player gets 8 Silver.

b. Place the rest of the Silver into 2 piles (of 1's and 3’s) near
the Deed board to create a common “bank.”
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GAME SETUP (CONTINUED)\
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5. When playing with 5 players (requires the 5th Player expansion), you
will play on the entire City board. When playing with fewer players,
you will use less of the City board and not use certain rows or
columns of Lots. Depending on the number of players, you

will need to remove some of the Deed cards from the game:

a. For four players, remove all the Red Deed cards
(corresponding to Column J and Row 10). You will
play on a 9x9 layout using 81 Lots.

b. For three players, remove all the Red and
Purple Deed cards (corresponding to Columns |
and J and Rows 9 and 10). You will play on an
8x8 layout using 64 Lots.

c. For two players, remove all the Red, Purple,
and Blue Deed cards (corresponding to
Columns H, I, J and Rows 8, 9, 10). You
will play on a 7x7 layout using 49 Lots.

6. Shuffle the remaining Deed cards fm .
together and deal six to each player. :

7. Place Lot markers of your color on each Lot
corresponding to the Deeds cards you were dealt.
At this point, you will have two Lot markers left in your
Player tray. Note: This is not shown in the above graphic.

8. Then, place your cards in a pile in front of you. Each player has
their own pile of Deed cards that they acquire during the game.
Should a question arise, players can look at these piles to determine
who owns each Lot in the city. Note: This is not shown in the above graphic.

9. Split the rest of the Deed cards into three approximately equal piles. Place one pile each on the Era 1, Era 2, and Era
3 spaces on the Deed board.

10. Using the Era 1 pile, turn over six Deed cards and place them face-up in the spaces of the “Deeds for Sale” area of
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the Deed board.
L] L] L65] L6] L6 L




15] 5] 5] )]

now ready to
start building the
city of Rome!
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Foundations of Rome is played over three Eras, each representing approximately ten
\ years in the early history of the city. | expect to see great things from you in that time!

Each Era consists of multiple rounds of player turns, with each individual player taking
one turn per round, starting with the first player and going clockwise. The Era continues
until the stack of Deed cards for that Era (including those on the Deed board) runs out.

Players earn Victory Points at the end of each Era and record them on the Score board.
After the third Era’s scoring is complete, the game ends.

PLAYER TURNS

On your turn, you must choose one of the actions shown below. After you complete
your action, your turn is over and the player to your left begins their turn.

- BUY A DEED il -
TAKE INCOME w o

N
ACTION: TAKE INCOME

You may petition Romulus for more resources. Doing so will gain you 5
Silver from the bank. In addition, you will receive Silver equal to the value
of the Commercial Buildings you have constructed on the City board.

Example: Cornelia decides to take income on her turn. She gets 5
Silver from Romulus, plus 3 Silver for the Bakery and Artisan Studio she
has on the City board, so she takes a total of 8 Silver from the bank
and adds them to her supply.
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Here’s a helpful tip!

‘ Look at your Player tray to quickly tally up how
much Silver the Buildings you have constructed
provide. You can do this for the other types of
Buildings as well.

ACTION: BUY A DEED

You may not take this action if all your
Lot markers are already on the City board.

You may purchase any of the Deed cards available on the
Deed board by following these steps:

A. Pay the amount of Silver shown above the Deed you
wish to purchase. These coins go to the bank. -
DEEDS FOR. SALE
B. Take the Deed card from the Deed board and add it to 30 40 . 50

your personal Deed card pile.

C. Slide the other Deed cards to the left to fill the empty
space, if needed.

DEEDS FOR SALE
D. Fill the last spot by turning over the top Deed card from 41© 6©
the deck for the current Era. ] )

E. Place one of your Lot markers on the corresponding Lot
on the City board.

Important! When the last Deed card for the current Era is
drawn, do not refill the Deeds for Sale when taking this £ N
action until the end of the Era (see “The End of the Era” on 8 __ | PEERSTOR:SAH

- 4 6Q
page 10). i 17

Example: Fabius sees Lot B4 for sale and wants to buy it. He
pays 4 Silver to the bank (A), then takes the card from the
Deed board and places it in his personal Deed pile (B). Next,
he slides the three higher-priced cards down one space each
(C), before turning over a new Deed card from the current
Era deck and placing it on the 10 Silver space (D). Finally, he
places his Lot marker on Lot B4 of the City board (E).

—————————
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ACTION: CONSTRUCT A BUILDING

You can only construct Buildings on Lots that you own.

o

ol

Each player has their own supply of 24 Buildings. Buildings
come in different shapes and sizes. To construct a Building,
you must first own a set of adjacent Lots that match the shape
of the Building.

When constructing a Building, choose the one you want from
your Player tray and place it on top of the Lots you own after
retrieving the Lot markers from that space to use later.

You may build on empty Lots you own without restriction. You
may also “build over” a Building you constructed earlier, but only
if the new Building is bigger than any individual one you are
building over. The type of Building does not matter.

Example: Cassius decides to build over two Domus he
already built and replace them with one Domus Maxima.
He can do this because the Domus Maxima is 2-Lots in size,

while the two Domus are only 1-Lot
each. The two smaller Buildings are
removed from the City board and
Cassius constructs his Domus
Maxima in their place.

You can never build over a Building of the same size or larger.

So, you could never build an Artisan Forum (size 3) on top of an Insula
\ (also size 3), nor a Foundry (size 4). Y.

If you build over one of your Buildings, remove the Building from the City board

and return it, along with any of your Lot markers used, to your Player tray. You may later reuse
those pieces as normal. When constructing over one of your own Buildings, any Lots
you own remain owned by you, even if the shape of the Building changes.

Example: Fabius owns an “L” shaped
Insula and two adjacent unbuilt Lots.
On his turn, Fabius builds a Grand Insula

over his Insula and the Lots. This leaves a
Lot (E4) unbuilt. Fabius places a Lot marker on
that empty Lot to signify he still owns it.
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There is a limited number of each Building type available! You cannot
 construct a Building if you do not have one in your supply.

o

\
Y
There is no Silver cost when constructing a Building.
Romulus supplies the materials and labor required to build it!

CONSTRUCTING
RESIDENTIAL BUILDINGS

Typically, when you construct a Building, nothing happens immediately; however, when
constructing or removing a Residential Building, players must update the Population Tracker to
reflect the total value of Citizen icons across their Residential Buildings.

9

THE END OF AN ERA

When the current deck of Deed cards runs out, the Era will soon end. Continue taking turns and playing normally,
including buying Deeds from the Deed board, until all the Deeds available for purchase have been bought.

Do not refill the Deed board when you buy the final Deed for that round.

build (including the player who purchased the last Lot on the Deed board).

END OF ERA SCORING

After the round is over, players score Victory Points from each of the three

o SR i There is a Quick Scoring Guide for
types of Buildings they have constructed — Residential, Commercial, and each Eia bitiited o tha Baed boar d'
Civic. Players also collect bonus Silver for their Commercial Buildings. A B

Once the Deed board is empty for the round, each player takes one final turn to collect income or g \ ,’
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RESIDENTIAL

BUILDING SCORING

Each player counts the total value of Citizens they have across their Residential Buildings on the City board, then confirms
their total is marked correctly on the Population Tracker.

The player with the most Citizens scores Victory Points equal to their current position on the Population Tracker, plus a
bonus. That bonus changes each Era:

Ties are “friendly.” If two or more players are tied for first place on the Population Tracker, they both get the bonus.

Each of the other players score Victory Points equal to the number

of Citizens of the player in front of them on the Population Tracker. @ & @O vicrory % e

You must have at least 1 Citizen to gain Victory Points from the ) 2] 4 546R7h 849410
Population Tracker; if you have no Residential Buildings, you do 11)12 115 16 1819} 20}

not gain any Victory Points from Population at the end of an Era. 1) 22) 23/ 24) 25 26) 27 28] 29/ 30! |
Example: It is the end of Era 1 and time for scoring: g 31§32 33) 3435300 STR38R 30840}
Pursle has 13:Citi | 41142 44]145] 46} 4711 48] 491 50
* Purple has itizens, ; : : ey
* Red also has 10 Citizens, 61]62] 63] 64] 65] 66 67] 681 69] 70|

* Blue has 0 Citizens. 750l 76 771 781 79| 80|

et

Purple scores 17 Victory Points (their current Population + the 8182} 83} 84§ 85§ 86 )1 87} 88}
Era bonus of 4 points). '91] 92

1195]| 96 97 98] 99 100} |

Green scores 13 Victory Points. (Green scores points equal to the
position of the next marker ahead of them. Purple is the next | Ta BoRn 9
player ahead of Green on the track, so Green scores 13 points for e :
Purple’s 13 Citizens.) L 14115 16 17| 18 19] 20

. # POPULATION TRACKER

Red also scores 13 points, just like Green. Red is on the same 21 22) 23] 24 25 26. 27} 28 29_ 30
space as Green, and ties are friendly. ' 320 330 340350 361l 371 381 391! 40!

Blue does not score anything; to score, they must have had at
least 1 Citizen on the Population Tracker.
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CIVIC
BUILDING SCORING

Next, players receive Victory Points based on the icons on the Civic Buildings they have constructed. Civic Buildings typically
reward Victory Points depending on the other Buildings orthogonally adjacent to them (sharing an edge) on the City board.

Awards points for every
adjacent Building —
regardless of type!

Awards points for every
Silver on adjacent
Commercial Buildings

Awards points for
Citizens on adjacent
Residential Buildings

two Citizens on adjacent : o i
Residential Buildings SRR AT

Awardlslpomts for cYely {% Awards points for every

It does not matter which player owns the adjacent Buildings. Your Civic
Buildings provide Victory Points for any adjacent Buildings — not just your own!

Example: Porcia has built a Resplendent Library,
which provides Victory Points equal to the total value
of Citizens on adjacent Residential Buildings, regardless
of who owns those Buildings. In the example shown, Porcia
will earn 6 Victory Points from her Resplendent Library during
the end of Era scoring.

COMMERCIAL
BUILDING SCORING

Each player takes Silver from the bank equal to the total value of Silver icons across the
Commercial Buildings they have constructed in the City (just like the Take Income action, but
without gaining the extra 5 Silver).

Additionally, players gain a flat amount of Victory Points for each of their Commercial Buildings in the
City. The amount of Victory Points a Commercial Building is worth is printed on the Player tray.

Note: During the final Era scoring, players gain bonus Victory Points instead of Silver for their
Commercial Buildings. For example, in the final Era the Pottery Studio is worth a total of 3 Victory Points.
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REPLENISH DEEDS

After all players have collected their Victory Points and Silver, refill the Deed board using cards from the next Era’s deck.
A new round begins with the player to the left of the one who took the last turn in the previous round. Pass the First
Player token to this player and start the new Eral

END OF GAME

The game ends after the third Era. During the final Era’s scoring, players gain Victory Points as
normal through end of round scoring, with two additions:

o

[l

Commercial Buildings: Instead of collecting Silver from their Commercial Buildings, each player
scores bonus Victory Points equal in value to the Silver they would have received in the final round.

Empty Lots: Players score 1 Victory Point for each Lot marker they have on the City board (marking
an empty Lot they own).

The player who has the most Victory Points is appointed Grand Architect by i
 Romulus, and their name is heralded throughout the illustrious history of Rome!

OPTIONAL RULES

Once you are familiar with the game, and are ready for new challenges, you can add the following
optional rule to the game, along with any additional modules, in any combination you choose!

DEED DRAFTING

You may use this optional setup rule if you would like a less random start to the game:

Like the normal game, shuffle the Deed cards and randomly deal six to each player, but deal them all face-down. Hold
your cards in your hand, hidden from the other players.

Simultaneously, each player chooses one Deed card from their hand and places it face-down on the table in front of
them. Once all players have selected a card, players simultaneously flip their cards face-up to reveal their selection. They
then place a Lot marker on their revealed Lot and add the Deed card to their personal pile.

Next, each player passes the remaining Deed cards in their hand to the player on their left.

Continue selecting and passing cards until all of them have been chosen. At this point, each player will own six empty
Lots on the City board and will have six Deed cards in the pile in front of them.




As the city of Rome continues to grow, so too do the ambitions of its architects. With population
and commerce on the rise, the architects of Rome have set out to bring the Eternal City to
new heights of glory. Romulus, our legendary king and founder, has spared no expense

providing the materials to build epic Monuments to honor our gods, our citizens,
and our king. Soon Rome will be shining brighter than ever before!

_ OVERVIEW I

The Foundations of Rome: Monuments Expansion adds a new, limited pool of shared
Buildings that only the most talented architects can construct. Monuments are available
for any player to build and are constructed just like the Buildings from a player’s personal

supply. However, each Monument is unique and, once constructed, is no longer available

for other players to build. Monuments are powerful, but many of these epic
Buildings have special requirements that must be met before construction.

Learn more about the individual Monuments on page 28. o, ——
’f _MONUMEN \

SETUP

Set up the game as normal. Then, follow these additional steps:

" 1. Shuffle all the Monument cards together.

2 Turn over a number of Monument cards equal to the number
of players + 3 (e.g. 7 cards in a four-player game).

hese will be the only Monuments available for construction during the game.

3. Lay these cards face-up near the City board and place the matching
Monument Buildings on top of them (or nearby). S— ——

4. Return the unused cards and Monument
Buildings to the box.

Reminder: Each
player has a set of 6
Monument markers
matching their color
in their Player tray.
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MONUMENT BUILDINGS IR

The Monument Buildings you set near the City board during setup form a “common pool’ of Buildings that
any player can build; however, each Monument is “first come, first served.” Once a Monument
is built, it is no longer available to other players.

Competition can be fierce! Keep an eye on what your opponents are doing and what
o, Lots they are acquiring — do not let them construct the epic Monument you need!

The Monuments pool includes all three types of Buildings — Residential, Commercial, and i
Civic. Some Monuments have special Construction Requirements that a player must
meet before they are eligible to construct that Monument.

i
i REQUIREMENTS: —— = REQUIREMENTS: —= |

: = e [BMUST OWN 4+ LOTS WORTH OF |
THIS BUILDING MUST BE CONSTRUCTED | 85ENTIAL BUILDINGS ON THE |

ON A LOT ON THE EDGE OF THE BOARD. HARD (IN ANY COMBINATION).
7 .‘
Zi

oY T VA

t REQUIREMENTS: —
YOU MUST OWN A
SIZE 3+ BUILDING.

o })

CONSTRUCTING A MONUMENT BUILDING

Like other Buildings, a Monument can be constructed on empty Lots or over smaller Buildings that
the player owns — including smaller Monuments.

First, you must confirm that you have fulfilled any Requirements listed on the Monument card
for the Building you wish to construct. Place the Monument card next to your Player tray as
a reminder of its effects.

ﬂ Then, take the Monument Building miniature from the
pool and add it to the City board, following all the normal
rules for construction. If you build over your own
personal Buildings, they return to your supply. If

you build over a smaller Monument that you own,

it returns with the matching card to the common
pool and is again available for any player to build.

After you construct a Monument, insert one of
your Monument markers on it to show that it
belongs to you. If you do not have a
Monument marker available to place,
you cannot construct that Building.

7 15 \
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MONUMENT CLARIFICATIONS

Edge of the City board
“Edge of the board” refers to the edge of the active play area, which changes based on player count:

2 PLAYERS 3 PLAYERS 4 PLAYERS 5 PLAYERS

Must be constructed on a Lot on edge of the City board
To construct a Building with this requirement, at least one of the Lots it is built on
must be on the edge of the play area (but they do not all have to be on the edge).

The Temple of Minerva
This Building is worth 2 Citizens, + 1 Citizen for each adjacent Building
(regardless of the size or type of Building).

The Temple of Vulcan
This Building is worth 1 Silver, +1 Silver for each adjacent Building
(regardless of the size or type of Building).

The Pantheon
To construct the Pantheon, you must build it over your existing Buildings while all your Lot markers are
in your Player tray (i.e. not out on the City board).

v —) ';_“TEMPLE__;‘ ( Fir )
OF MINERVA

; i f __ THE )
] " OF VULCAN ) fT PANTHEON Y:
vl L/ ! |4
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You MU\T U“r\ 4 |m~, WORTH ms WORTH OF
RESIDENTIAL BUILDINGS ON THE COMMERCIAL BUILDINGS ON THE
BOARD (IN ANY COMBINATION) bl!\Ju: (1IN ANY COMBINATIO! )
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ADDITIONAL CONTENT

Ready for new challenges? Once you have mastered the base game and the
Monuments expansion, there are several gameplay add-ons called “Modules”
available to test your skills. Modules are optional rulesets that add new twists and
depths to the Foundations of Rome experience.

Players are free to mix-and-match the Invocations, Trading & Stealing,
Objectives, and Player Roles modules in any combination they see fit.

There is one additional standalone module, Will of the Consul, that can only
be played with the base game and, optionally, the Monuments Expansion. Will
of the Consul cannot be used in conjunction with the other 4 modules.

fV]LL OF THE LONSUL TF\ADINU L\ thALINb

Work cooperatlvely to Negotiate or intimidate
outsmart a common foe y to galn larger terrltorles

ST '_-_:\__w-;- =
RSSO % GREEDY %
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PLAY.ERROIES SEECHEINIES [\I\/OCATIONb
Start the game with a Meet the requirements to p Spend Silver to acquire
quue Speaal effect. y earn bonus Victory Points. y ) _ powerful abilities.
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'TRADING & STEALING MODULE
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In the back rooms of bathhouses and the dim interiors of the taberna,
architects make secret deals behind closed doors, hoping to secure their
control over Rome’s grand design and curry favor with Romulus himself.

OVERVIEW Sl T -

This optional rule is recommended for games with four or five players. There are three ways to add this Module to your
game:

* Trading: Players may make voluntary trades with each other.
 Stealing: Players may forcefully take Lots from other players.
» Both: You can choose to play with both sets of rules at the same time.

Note: This Module makes it easier to construct larger Buildings, which can change the dynamic of the game. Thus,
only experienced players who are familiar with the core game should use this optional Module.

FAVOR TOKENS I

Regardless of which combination of rules you use, at the start of the game each player
receives two Favor tokens.

Important: The 4 VP side of the token is only used when playing with the Stealing
ruleset. If you are only playing with the Trading ruleset, then Favor tokens must
remain with the 2 VP side face-up for the entire game.

Favor tokens may be used as a component of a Trade (when using the Trading ruleset) and
are a necessary resource for Stealing (when using the Stealing ruleset).

At the end of the game, players earn Victory Points based on the Favor tokens in
their possession.

TRADING ST T

On your turn, you may trade empty Lots you own with any other player(s) who are willing to trade. You may trade with
as many of the other players as you wish during your turn (assuming they are interested). Only the currently active player
may make or propose trades — the other players may not trade with each other during your turn.

A trade is made by simply swapping the Lot tokens on the traded Lots, along with their associated Deed cards.

MR EEEEE 18 N\EErrppRrERREEE
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Note: If a Lot changes hands, make sure the new owner takes the matching Deed card and adds it to their own pile
of Deed cards to avoid any confusion.

You may offer more than a single Lot in a trade. You can trade multiple Lots, make uneven trades, and offer Silver or Favor
tokens as part of your trade.

* Fabius may trade 2 Lots for 1 of Cornelia’s Lots.

+ Fabius may trade 2 Lots for 3 of Cassius’ Lots.

+ Fabius may trade 2 Lots for 1 Lot and 8 Silver from Porcia.

+ Fabius may trade 2 Lots for 1 Lot, 3 Silver, and 1 Favor token from Porcia.

Players may make promises to each other as part of a trade, but the rules do not force any player to keep their promises.
For example, you might say, “If you make this trade now, | will not construct a Civic Building on this Lot.” But, after the
trade is complete, you could break your promise and build the Civic Building on that Lot anyway!

You can trade Lots in addition to taking normal actions during your turn. So, for example, you could make a trade, then
buy a Lot as your normal action, then trade away the Lot you just bought.

Important: Only empty Lots can be traded, never Buildings. If there is a Building on a Lot, it cannot be traded.

STEALING

During your turn you may choose to forcefully take an empty Lot from another player. Like Trading Lots on your turn,
this a free action you can take in addition to your normal turn, with the following restrictions:

* You can never seize a Building, only an empty Lot.
* You must own at least two Lots and/or Buildings orthogonally adjacent to the Lot you wish to steal.
* You must have at least one 2 VP Favor token. Flip this token to the 4 VP side and give it to the player you are stealing from.

Once you have stolen a Lot, replace the original owner’s Lot marker with your own. Return the Lot marker to the player
you have stolen from and make sure you take the Deed card associated with that Lot and add it to your Deed pile.

FLIPPING FAVOR TOKENS

Once flipped to the 4 VP side, a Favor token is considered
“Spent” and will remain on this side for the rest of the game.
It may not be used to steal again.

If you are also playing with the Trading rules, players may
choose to trade their Favor tokens Spent (4VP) or Unspent
(2VP). Spent Favor tokens are worth more Victory Points, but
Unspent Favor tokens can still be used to steal.
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OBJECTIVES MODULE

T In an effort to make Rome as prosperous and beautiful as
possible, Romulus is offering incentives to architects who
bring the most flavor and personality to the city.

¥ OVERVIEW mea—

The Objective module gives you a new way to acquire Victory Points by
completing certain requirements during the game. There are two ways
to play with this module — Hidden Objectives and Public Objectives.

HIDDEN OB]ECTIVES - e gl AREER

At the beginning of the game, each player is dealt two random face-down Objective cards. Players secretly choose one
Objective to keep and discards the other face-down.

If a player completes the requirements for that Objective before the end of the game, they will be awarded bonus Victory
Points during final scoring.

PUBLIC OBJECTIVES I

At the beginning of the game, deal out random Objective cards equal to the number of players. Keep these cards face-up
in a common space, where all players can see them.

At the end of the game, during final scoring, review each Objective card and award bonus Victory Points to any players
who completed the listed requirements.

CLARIFICATION S TR TN

Ties are “friendly.”

If two or more players meet the requirements for an Objective,
they are both eligible to receive the Victory Points. If playing with
Public Objectives, both tied players gain the Victory Points. If
playing with Hidden Objectives, only the player holding the
Objective card will receive the Victory Points.

Contiguous Lots
If two of more Lots share an orthogonally adjacent edge, they are
considered contiguous.
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INVOCATIONS MODULE

Since the city’s inception, the architects of Rome have sought to honor
the gods with lavish temples and statues. Mercury, god of messages,
among many things, is responsible for bringing blessings from the
pantheon to the people in thanks for their devotion. As competition
over Rome’s design heats up, the most successful architects invoke
Mercury’s name while praying to outwit their opponents.

SETUP

Following the normal game setup, after all players have received their starting Deed cards, shuffle the Invocation cards and deal 9 face-down
at random. Shuffle 3 Invocation cards into each Era deck, and then return those decks to the Deed board.

Note: Some Invocations specify that they can only be used when playing with certain Modules. Players should agree on what Modules
they are playing with before the game begins and remove any Invocation cards that do not apply before shuffling.

PURCHASING INVOCATION CARDS

Invocation cards are treated like Deed cards; they are dealt onto the Deed board and purchased with Silver. Once purchased, Invocation
cards are kept face-down in a player’s play area until used.

USING INVOCATION CARDS

Activating an Invocation card does not require an action. Unless otherwise specified, an Invocation card can only be used on your turn. After
using an Invocation card, place it face-up in your Deed card pile.

Some Invocations cards specify that they are ongoing abilities — keep these cards face-up in your play area. These effects are persistent
throughout the rest of the game.

Some Invocation cards show a Victory Points value — these points are only awarded at the end of the game if the Invocation has not been used.

Note: If playing with the Trading & Stealing module, players may include unused or ongoing Invocation cards as part of their trades.

osm @mm  PLAYER ROLES MODULE

Player Role cards provide powerful passive bonuses to strategize around.

| SETUP

£
f

Shuffle the Player Role cards and deal 2 face-down to each player. Players secretly select 1
Role to keep and discard the other. Once all players have selected their cards, all players
simultaneously reveal their chosen Player Role cards and share their abilities aloud.

Gameplay proceeds as normal.

Note: If you are not playing with the Monuments Expansion, remove the Philosophical Role card before setting up the game.
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) oem WILL OF THE CONSUL

COOPERATIVE MODULE

The Consul serves directly beneath Romulus.

They are the king’s right-hand men, facilitating his
every whim. However, the Consul have a will of their
own, and seek to circumvent you and your fellow
architects to solidify their control over the city.

Only playable with 2-4 players. You may choose
to incorporate the Monuments Expansion, but
no other Modules may be used.

SETUP ‘ RN G

1. Set up the game as usual. L) Atthe end of your tyrm flip

| | | N\ this card to the READY sid
2. Select a player color not in use to represent the Consul on the Victory Point ' ' 3

and Population trackers.

3. Players and the Consul begin the game with 5 Victory Points (but still O

Population, as normal). = W LG
Rt =
4. Place the Consul card PLANNING side face-up in front of the first REMINDERS
player. That player will control the Consul until the end of the Era. = X e"efyfgih_ﬁr icons across the Consy's
, s g ; Ui _ing tokens, increase th
5. Shuffle the size 1 Building tokens and create a face-down pile. _ .. ¢ Price by +1 Silver, \
Do the same for the size 2, 3, and 4 Building tokens. g = X" Vith the most Population
r W = e[h € Population Tracker, Al
s : ' e b : ve a VP penal |
6. Select a Difficulty setting: 1 -y WaRR tF po?.-tffn”aant;’
'€ most Population,
STANDARD
The Consul starts with O Deed cards.
HARD

The Consul starts with 2 random Deed cards. Place a Building
token on each associated Lot. If these Lots are adjacent, place a size 2 Building token.

CHALLENGE
The Consul starts with 4 random Deed cards. Place a Building token on each associated Lot. If any are adjacent,
place the largest possible Building token on each contiguous Lot.

If playing with the Monuments Expansion, it is recommended players use the Hard or Challenge difficulty setting.
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GAMEPLAY

Players take turns as usual. After the starting player finishes their turn, they must flip
the Consul card to the READY side. If the Consul card is already on the READY side,
perform the following steps:

[l

[l

1) Take the leftmost card on the Deed board. That Deed now belongs to the Consul.

* Place the Deed card off to the side, in a separate Deed discard pile for the Consul.

» Slide the Deed cards down and draw a new card from that Era’s Deed deck as normal. - P Form the followlie Xeps
on behalf of The Consul:

2) Construct a Building token:

* Take the cheapest available Lot from
the Deed board.

= Construct the largest possible Building

* If the new Lot does not expand an area for token on that Lot (including constructing
the Consul (i.e. not placed adjacent to an e i il Ll SR e
existing Building token), draw the top token w~ Afterward, flip this card

from the size 1 face-down pile and place it in N to the PLANNING side.
the newly acquired Lot.

« If the new Lot connects to one or more of the Consul’s existing Building tokens, place the largest Building token
possible on those Lots. Remove the smaller Building tokens and place them in token discard piles based on their size.

o If this would cause one or more Lots the Consul owns to become empty, draw the largest token(s) that can occupy
those Lots and place it in the vacant space.

=
ail"
it

* If a face-down token pile is empty, shuffle the token discards to form a new face-down pile*.

*Note: If there are no more of the needed building size, the Consul does not take the Lot. Instead, the Consul
receives 7 Victory Points.

3) Afterward, flip the Consul card to the PLANNING side.
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'  POPULATION SCORING

Players do not receive Victory Points as normal for their Population. Instead, the player (including the Consul) that has
the most Population will receive the majority bonus (4 Victory Points for Era 1, 7 Victory Points for Era 2, and 10 Victory
Points for Era 3). All other players will receive a Victory Points penalty for the difference between their Population and
the player that has the most.

Example: At the end of Era 1, the Consul has 12 Population and Titus has 10 Population. The Consul will receive 4
Victory Points bonus and Titus will receive a -2 Victory Points penalty.

The rest of the Buildings score as normal.

THE CONSUL’S COMMERCIAL BUILDINGS

As the Consul places Commercial Building tokens on the City board, they will affect the minimum cost of Deeds on the Deed
board. At the start of the game, the minimum Deed price is 2 Silver, but that will increase as the game progresses. The price of
the first Deed slot, and other Deed slots, will rise according to new minimum Deed prices being set.

Every 2 Silver icons on the Consul’'s Commercial Building tokens (that are in play) increases the minimum Deed price on the
Market board by +1 Silver. Place coins on the Deed board as a reminder of the adjusted, new minimum Deed price.

Example: The Consul has 4 Silver icons across their
Building tokens in the city, raising the Minimum Deed
price +2. The 2 Silver and 3 Silver Deed spaces are
now each worth 4 Silver.

END OF AN ERA

In addition to normal end of an Era cleanup, pass the Consul card (and control of the Consul) clockwise to the next player.

i WINNING AND LOSING

After final scoring, the players win if each player has a higher individual score than the Consul. Otherwise, the Consul wins.

SPECIAL RULES N
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ARCHITECT’S CODEX

Use this guide to help familiarize yourself with the Buildings in Foundations of
., Rome, including initial setup information for the snap-in tiles!

RESIDENTIAL
BUILDINGS

While some single-family homes exist, most middle- and
lower-class Romans live in humble, multi-family buildings
made from mud bricks, concrete, and wood.

1. Domus (x2) CIVIC
d BUILDINGS

®
3. Insula (long & L-shaped)

[ ]
6@’] 4. Grand Insula (long & square)

COMMERCIAL
BUILDINGS

Commerce in Rome mainly consists of trading food, wood,
glass, metals, textiles, pottery, and construction materials
such as marble and brick.

5]

5]

5]

5]

n

1 2. Domus Maxima (x2) Rome is a highly social city, filled with public forums

and municipal establishments to enrich the daily lives of
its citizens and businesses.

9. Fountain

7# 10. Library

LY 11 Resplendent Library
12. Majestic Fountain

5. Bakery (x2) 13. Luxury Garden

@) 6 Pottery Studio (x2) Y 14. Marketplace

@) /- Artisan Forum (long & L-shaped) . Market

. Garden
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&Y 8. Foundry (long & square)
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plastic storage tray.

The Pantheon

/=Y 2. Forum Romanum
3

. Circus Maximus

4. Temple of Vulcan

5. Temple of Minerva

. Tower of Wonders

7. Temple of Mars

. Temple of Neptune

9. Lighthouse

10. Watchtower

5]

5]

5]

' MONUMENTS STORAGE GUIDE

Use this guide as reference when returning your Monument miniatures to the

5]

5]
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5]

5]

5]

5]

5]

5]
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Temple of Jupiter

. Colosseum

. Royal Winery

. Regia

. Statue of Romulus

. Temple of Venus

Temple of Apollo

. Triumphal Arch

19. Imperial Harbor
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MONUMENT ART & LORE
REGIA HE

One of Rome’s most lavish domiciles, the Regia is home to some of the
highest-ranking political officials and their extended families.

ROYAL WINERY

Wine plays a critical role in Roman life; not only
is the production and sale of wine essential to the
economy, but viticulture and the art of winemaking
are key parts of the community and culture.

THE COLOSSEUM

The Flavian Amphitheatre, more commonly known as the Colosseum,
is the primary venue for gladiatorial contests, animal hunts,
dramatic performances...and public executions.

THE PANTHEON

The Pantheon is a temple honoring all Roman
gods. In the center of the iconic dome-shaped
roof is an opening known as an oculus, through
which visitors can view the heavens.
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A renown landmark for fishermen, traders, and seafaring soldiers,
Romans utilize the Lighthouse for ensuring the safety of their coastal
imports and exports.

i FORUM ROMANUM

The heart of Roman social life, the Forum is a
multifunctional space, serving as a common venue for
commerce, politics, religion, and entertainment.

The Circus Maximus is a
massive stadium used for
chariot races, athletic
contests, public feasts,

and other celebrations.

WATCHTOWER

Dual-purpose military fortifications and traveler waypoints,
Watchtowers in Rome are a place to rest and swap stories
during long journeys.

LIGHTHOUSE

IMPERIAL
HARBOR

One of the most advanced

feats of Roman engineering, the harbor
receives thousands of ships a year and is the central
point for importing, storing, and distributing resources.
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TRIUMPHAL ARCH

These highly decorated arches exist across the
Roman Empire to celebrate great military victories
or commemorate major public events. Carved
into the top is an abbreviation for the Latin phrase
"Senatus Populusque Romanus" — which roughly

. translates to "the Senate
and the people of Rome."

TEMPLE OF ]UPITER

As the pinnacle of the Roman pantheon, the Temple
of Jupiter Optimus Maximus is the largest and most
heavily frequented of the temples. A center of daily
life, the temple is utilized for religious ceremonies,
public forums, and as a bank for common citizens.

In addition to religious worship, the Temple
of Mars was used as a meeting place for important
military decisions, the official departure
point for soldiers embarking on service,
and a place for their loved ones to
pray for a safe return.

TEMPLE OF VENUS

One of the most frequented temples, the Temple of Venus is a place to pray for
fertility, health, family, and love — as well as for the safety of soldiers and gladiators.

TEMPLE OF APOLLO

Dedicated to the patron god of arts and
sciences, Apollo’s temple features
an amphitheater for songs and
' dramatic performances
in his honor.

7 30\,
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TEMPLE OF
MINERVA

Minerva is an eclectic goddess, presiding over numerous domains, but
is best summarized as the deity of strategy and wisdom. Her temple
is the meeting place for the city’s most influential intellectuals.

The Temple of Minerva was designed in collaboration
with our amazing Kickstarter community!

Unlike many of the other multifunctional temples, the
Temple of Neptune holds a singular purpose to the
Roman community: a central place for -
= seafaring merchants and soldiers  (_
to pray for naval victories
and safe voyages.

"TEMPLE OF VULCAN B

As the deity of both volcanoes and blacksmiths, Vulcan represents fire’s ability
to create and destroy. His temple is a haven for artisans to pray for prosperity and inspiration.

The Temple of Vulcan was designed in collaboration with our amazing Kickstarter community!

STATUE OF
ROMULUS

This statue honors the life of Romulus,
legendary king and founder of Rome.
Depicted with his “mother” — the mythical
wolf that raised him and his brother Remus
as her own. In Romulus’ hands are the
hammer he used to build the foundations
of our city, and skull of his brother, whose
grave the city was built upon.

[l el

TOWER OF
WONDERS

Rome was not built in a day; it took
years of hard work from many
hands, and quite a bit of luck. The
Tower of Wonders honors those
instrumental in the city’s
creation — namely Tom Vasel
and the fine folks over at

the Dice Tower Network!
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