








How does V.I.C.I do a Reset?
Whenever you place a revealed action card onto the previous action card
and all visible reset icons add up to at least 4 blue AND at least 4 red reset icons,
then do not carry out the action(s) of that new card for V.I.C.I but do a Reset instead.
This means you advance the phase indicator to the next reset space and then discard all 
revealed action cards, placing them in a face-down discard pile. 

If on V.I.C.I’s turn there is no card left to reveal in the action stack, shuffle the discard 
pile and place it as the new face-down action stack. Discard pile

V.I.C.I’s actions:
To carry out the action(s) of a revealed action card, look at its relevant half. Each action card has a blue half and a red 
half which relate to V.I.C.I’s difficulty level. In your first game, we recommend using the easier blue half throughout the 
entire game. If you want V.I.C.I to be more challenging, see the section “Difficulty level” on page 44.

If the action card shows dice values, roll one of V.I.C.I’s dice once and carry out the action(s) shown 
to the right of the rolled value. If there are several actions, perform them from left to right.

If the action card refers to any scoring category, carry out the action shown below 
that category in the action table of the card as many times as the card states.
(“This era’s scoring category” refers to the scoring tile on the scoring space of the 
current era, “Next era’s scoring category” to the scoring tile of the next era, etc.)
If the card also shows success points, V.I.C.I gains those (once).

Action table

Advance V.I.C.I’s disc that many steps on the depicted progress track (in this case: 1 step on the technology 
track). Whenever one of V.I.C.I’s discs crosses a bonus threshold that gives success points as a track bonus, 
V.I.C.I receives those points. All other track bonuses are ignored for V.I.C.I.
If V.I.C.I’s disc is already on space 12 of this track, this action gives V.I.C.I the usual 2 success points instead.

Remove the top card from the face-up research stack of 
the depicted type (in this case: the top invention card). 
Return the removed card to the game box. If the face-up 
stack is empty afterwards, refill it at as usual.

V.I.C.I gains 
the depicted 
number of 
success points.

The following actions can be found on action cards:

Advance V.I.C.I’s 
disc 1 step on the 
Favor of Agera 
track (if possible).

Place a marker from V.IC.I’s supply 
as a statue onto the Building 
ground in the large Water territory. 
There is no limit to the number of 
statues V.I.C.I can have there.

V.I.C.I receives an activation 
die (per the usual rules on 
page 28). The die is not 
rolled, only added to V.I.C.I’s 
other dice.

V.I.C.I receives a fate 
die (per the usual rules 
on page 28). The die is 
added to V.I.C.I’s other 
dice.

Place a marker from V.I.C.I’s supply onto the lowest numbered free space of the 
Evolution grid (ignore this action if all spaces are occupied).

Place a marker from V.IC.I’s supply onto the lowest numbered free space of the Prosperity 
grid (ignore this action if all spaces are occupied).

If it covers a  icon, roll one of V.I.C.I’s dice once and remove the corresponding 
attribute chip from the attribute chip display:  or  = remove the top one,

 or  = remove the middle one,  or  = remove the bottom one.
Return the removed chip to the game box and refill its space in the attribute chip display.

If it covers a  icon, roll one of V.I.C.I’s dice once and remove the corresponding income 
chip from the income chip display:  or  = remove the top one,

 or  = remove the middle one,  or  = remove the bottom one.
Return the removed chip to the game box and refill its space in the income chip display.
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Perform 1 procreation for V.I.C.I by determining a territory for that procreation (see above). The priority 
requirement for that territory is that V.I.C.I has at least 1 tribe there and that there is at least 1 free encampment.
The minimum requirement for that territory is that V.I.C.I has at least 1 tribe there.

Beacon overview

Each of the remaining 5 types of action always requires you to determine a territory where the action is carried out.

Determining a territory:
Whenever an action requires you to determine a territory, follow these steps until you have singled out that territory:
1) Look at the priority requirement stated on the display cards for that action. If this leaves exactly one territory, use that one.
2) If there are more than one territory that fit the priority requirement, perform a territory roll (see below) to determine 

which one of these eligible territories to use.
3) If there are no territories that fit the priority requirement, all territories that meet the minimum requirement are 

eligible instead (if one is stated). As above, if there are more than one eligible territory, perform a territory roll to single 
out which one to use.

4) If there are no eligible territories at all, the action is forfeited.

Territory roll:
Roll one of V.I.C.I’s dice once and find the rolled value in the territory wheel.
If the territory type next to this value matches an eligible territory, use that 
territory. Otherwise follow the arrows from the rolled value until you reach a 
territory type that matches an eligible territory.
If 2 or 3 territories of the determined type are eligible, look at the number of 
beacon icons ( ) in each of these territories (each land territory shows either , 

, or ). Roll a second die, and find its value in the beacon overview. If that 
value shows the same number of beacon icons above it as an eligible territory, 
use that territory. Otherwise follow the arrow from the rolled value to the next 
number of beacon icons and use that territory.

Example: On the continent, V.I.C.I’s red civilization has 4 territories that fit the 
priority for a procreation: Mountains A, Forest B, Hills C, and Mountains D.
To determine which of these eligible territories to use for V.I.C.I’s procreation, 
you perform a territory roll with one of V.I.C.I’s dice. You roll a , which 
(according to the territory wheel) is associated with the Swamp.
Since none of the eligible territories is a Swamp, you follow the
arrows to the next type which actually is eligible. In this case, it’s
Mountains. Since two Mountain territories are eligible,
you roll another of V.I.C.I’s dice and get a  which
(according to the beacon overview) is associated with . However, in 
Mountains A there are  and in Mountains D there is . So you follow 
the arrow and land on , which means that you must use Mountains D for 
V.I.C.I’s procreation.
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Territory wheel

Once you’ve determined the territory, add a tribe from V.IC.I’s supply to that 
territory by letting it settle on an encampment. Use the priority table
on the display cards to determine that encampment (1 has the highest 
priority, 9 the lowest). This means if there is an empty fire encampment 
in the territory, the tribe settles there (1). If not, it settles on any free 
encampment (2). If there is no free encampment, it displaces your tribe 
from the fire encampment (3). If you have no tribe on the fire encampment, 
it displaces any one of your weak tribes from its encampment (4), and so on.

Attention: In contrast to the usual rules, if V.I.C.I’s new tribe displaces a tribe
from its encampment into the wilderness, do not weaken that new tribe.
If V.IC.I’s new tribe settles on a fire encampment, V.I.C.I gains its success points as usual.

Important: Check after each procreation that you carry out for V.I.C.I whether all encampments in all territories where 
V.I.C.I has tribes are solely occupied by V.I.C.I’s own tribes (and thus, none are free or occupied by your tribes). If so, 
immediately perform 1 migration in addition (see the next page for details on migration).
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Place a hunting token from the hunting token display in a territory which you 
determine per the established rules.
The priority requirement for that territory is that there is no hunting token 
there yet and that it is the best hunting territory in which you and V.I.C.I have 
at least 1 tribe each. The best hunting territory is determined according to the 
hunting table from left to right (Forest is the best, Desert the worst).
The minimum requirement for that territory is that there is no hunting token 
there yet and that it is the best hunting territory in which V.I.C.I has at least
1 tribe.

Reveal all face-down sites that are adjacent to a territory which you determine per the established rules.
The priority requirement for that territory is that - among the territories in which V.I.C.I has at least 1 tribe - it is 
the one adjacent to the most face-down sites.
V.I.C.I gains the success points printed on the front of each site that you reveal during this action.

Perform 1 migration for V.I.C.I by carrying out these steps in order:

1) Check whether there is any territory where V.I.C.I has at least 2 tribes, of which at least 1 is strong. If there isn’t, 
perform 1 procreation for V.I.C.I first (see the previous page) before moving on to step 2.

2) Determine an initial territory (territory X) per the established rules.
The priority requirement for that territory is that V.I.C.I has at least 2 tribes there, of which at least 1 is strong.

3) Determine an arrival territory (territory Y).
The priority requirement for that territory is that it is a land territory adjacent to territory X. However, of these 
territories only the ones with V.I.C.I’s fewest tribes are actually eligible. (So if there are any territories where V.I.C.I has 
no tribes, these are considered the ones with the fewest.) It doesn’t matter whether you have any tribes there.

4) Determine one of V.I.C.I’s strong tribes in territory X to migrate, using the priority list
on the display cards (1 has the highest priority, 3 the lowest).

5) Move the determined strong tribe to territory Y and let it settle on an encampment
there. Use the priority table on the display cards to determine that encampment (see the previous page).
Attention: In contrast to the usual rules, if the migrating tribe displaces a tribe from its encampment into the 
wilderness, do not weaken V.I.C.I’s migrating tribe.
If the migrating tribe settles on a fire encampment, V.I.C.I gains its success points as usual.
If the tribe enters an undeveloped territory, flip its material tile face up but do not place a marker there.
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Perform 1 provision action for V.I.C.I.

Do this as follows: Determine a territory in which V.I.C.I has at least 1 tribe. The priority requirement for that territory is 
that it has the fewest provision markers. (So if there are territories with any of V.I.C.I’s tribes but no provision markers, 
these are considered the ones with the fewest.) However, of these territories only the ones with V.I.C.I’s
most tribes are actually eligible.
After determining the territory, place 1 marker from V.I.C.I’s supply as a provision marker lengthwise beside
that territory’s farm building space. If this is the second provision marker there, place both together on
top of that farm building space (provided there is no farm yet) so that they block it. This means
for the rest of the game, you cannot build a farm in this territory. 
Apart from this, provision markers will come to bear in the Feeding phase.

Example: Among territories A, B, and C, only Mountains A and Forest C
are eligible, because they have no provision marker and an equal 
number of V.I.C.I’s red tribes. If one of these two territories had an 
additional red tribe, it would be the only eligible territory. AA

CCBB



Phase 7: Carry out the phase as usual. Note that V.I.C.I is never affected by the weather nor gets the bonuses of any 
events. However, you must take V.I.C.I into account when determining whether you receive the bonus of an event that 
requires a majority or lead. (For example, for the event F11 “Enlightenment”, you must take into account how many dice 
V.I.C.I has compared to you.)
For the events with the IDs F4, F6, F16, F17, F19, and F20, you must check 
whether you are eligible for their bonuses by looking at the Prosperity 
grid and its rows/spaces listed in the Event majority check beside it.
For example, for event F17 “Corruption”, you must check how many 
markers V.I.C.I has in total in rows B and D of the Prosperity grid and 
compare that total to your number of money markers. For event F20 
“Tsunami”, you must check spaces 4 and 10 and compare the total of 
markers there with your total of built boats.

In step C, V.I.C.I gains the success points for the scored category per the 
usual rules (for Evolution, each marker in the Evolution grid counts; for 
Prosperity, each marker in the Prosperity grid counts).

In step D, the new starting civilization is determined as usual.

Phase 8: Carry out phase 8 as usual. For 
V.I.C.I, only the statue scoring is relevant, 
for which V.I.C.I gains success points per 
the usual rules. 
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Phase 5: The sites affect your own civilization as usual. V.I.C.I’s civilization is never affected by any face-up sites. This 
applies to all sites, not just the ones relevant to this phase (including Caves and Holy rocks).

Phase 6: Carry out the Feeding phase as usual. Do this for V.I.C.I as follows:

First, perform 1 provision action for V.I.C.I (see previous page).

Then, check for each of V.I.C.I’s territories which of V.I.C.I’s tribes are fed and which are not and thus must be weakened:

In each territory where there is exactly 1 provision marker,
1 of V.I.C.I’s tribes on an encampment is fed. If V.I.C.I has several
tribes on encampments there, consult items 6 to 9 of the priority table
to determine which one is fed (6 has the highest priority, 9 the lowest).

In each territory where there are at least 2 provision markers, all of V.I.C.I’s tribes on encampments are fed and 
additionally 1 tribe in the wilderness. If V.I.C.I has several tribes in the wilderness, choose one of the strong ones who is 
fed. If there are no strong ones, choose one of the weak ones.

All of V.I.C.I’s other tribes must be weakened now (by laying down the strong ones and removing the weak ones).
All provision markers remain in their territories.

In step B, V.I.C.I gains success points for strong tribes as usual.

The end of the Action phase is triggered as usual once the phase indicator reaches the reset end space.
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Solo mode: End of the game

The game ends as usual. In the final scoring, V.I.C.I gains success points for the scoring categories per the usual 
rules. V.I.C.I has no console and thus does not score in this regard.
If you managed to have more success points in total than V.I.C.I, congratulations on a successful Civolution!

Difficulty level

Beginner level: Use the blue half of the action cards throughout the entire game.
Moderate level: Use the blue half in the first 3 eras and the red half in era 4.
Medium level: Use the blue half in the first 2 eras and the red half in eras 3 and 4.
Advanced level: Use the blue half in the first era and the red half in eras 2, 3, and 4.
Expert level: Use the red half throughout the entire game.

To help you remember which half you are currently using, the display 
card with the territory wheel has a blue side and a red side and can be 
flipped as needed.

Further notes:

•	If you have a research card installed whose ability needs clarification in regard to 
V.I.C.I, look in the glossary under its card ID.

•	You are neither allowed to look at the front side of the action cards in the face-
down action stack nor those in the face-down discard pile.

•	If all of V.I.C.I’s tribes are already on the continent, ignore any further procreation 
actions for V.I.C.I.

•	In the rare case that V.I.C.I loses the last tribe and thus has no tribe left on the 
continent, immediately perform 1 procreation for V.I.C.I out of sequence in a 
territory that you determine per the established rules. The priority requirement for 
that territory is that you have at least 1 tribe there.

•	Tip: The solo mode is a perfect playground for testing out the possibilities of 
research card combos. Since V.I.C.I doesn’t mind, in step 13 of the setup, you may 
seek out your 5 starting research cards (one of each type) and your starting marker 
card from among all available cards.

Note that these levels merely imply a tendency towards a certain difficulty and are subject to slight variations. However, 
should you ever feel like an especially tough challenge, you may combine any of these levels with the following variant: 
Whenever you carry out a Reset for V.I.C.I, also perform the action(s) of the action card that triggered that Reset before 
discarding it along with the other cards onto the discard pile.
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