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Age of Renaissance
I. Overview


Age of Renaissance traces western civilization from its origins in the early middle ages to its establishment as the worlds dominant culture during the Age of Enlightenment.  The three Epochs correspond roughly to the years 750 A.D. to 1250 A.D. (Epoch 1), 1250 A.D. to 1500 A.D. (Epoch 2), and 1500 A.D. to 1750 A.D. (Epoch 3).


Each player acts as the mastermind behind one of the six financial powerhouses which provided the financial foundation for the flowering of culture that became the Renaissance (14th through 16th centuries) and the period which followed.


- Square tokens representing market penetration are placed on the mapboard.  When these 
tokens equal the market number of a province, they are replaced by round domination 
markers.  Other players may challenge your domination of a province, resulting in 
competition.


- Income is used to purchase advances in six categories: Commerce, Science, Civics, 
Religion, Communication, and Exploration.  Each advance grants additional abilities to 
players who acquire it.


- Commodity, Event, and Leader cards from the History deck are drawn to create 
opportunities and can have a dramatic effect on the balance of power.


- The Misery Index records the suppressed aspirations of each player’s populace.  If it 
rises to the level of Chaos, that player is out of the game.


Whoever best manages the four elements outlined above will be the winner.

II. Beginning the Game

Step 1:

Each player is given $40 and dealt one card.


Step 2:

Players bid on the order in which Capitals are chosen.


Step 3:

Players select Capitals based on bid order, highest to lowest.

Step 4:
Players record their starting cash ($40 - Capital bid) and play PHASE 7: Order of Play Phase, before the first turn begins.

III. Sequence of Play (Expanded)


PHASE 1:
Draw Card Phase - Each player draws one card in turn.


PHASE 2:
Buy Card Phase - Each player who has Urban Ascendancy may, in turn,




buy one additional card for $10.




Master Art:
allows each player to discard one card in this phase after 





deciding whether or not to purchase a card.


PHASE 3:
Play Cards Phase - Each player, in turn, plays any cards they wish to play 



for that turn.




Industry:
increases commodity payments by one box as long and you 




have at least one box of that commodity.




Patronage:
allows other players to benefit from Leader bonuses from 





leaders other than the first leader played in the turn.




Printed Word: earns an immediate rebate of a Leader’s credit for any






advances that have previously been acquired by the player.






(NOTE: +10 from Written Record does not apply to 





rebate)


PHASE 4:
Purchase Phase - Each player, in turn, completes all four portions of the 



purchase phase.



Ship Upgrades
: Each shipping upgrade costs $10.




(NOTE: See the Importance of Shipping section below.)




The Heavens:
allows transit of one sea province as if it were a coastal 





province.




Seaworthy Vessels: moves shipping marker to “Seaworthy Vessels 10” 





box of shipping display and allows entry into ALL coastal 





provinces.




Ocean Navigation: moves shipping marker to the “1” box of the Ocean 





Navigation Shipping Display.  Allows unlimited token 





transfer to any coastal province but entry into and 






maintenance of only one Overseas box.  






(NOTE: New World still required to enter Americas.)




New World:
allows entry into and maintenance of the Americas 






Overseas boxes and reduces Misery one space during each 





income phase.



Advances: Purchase any number of advances. Credits from Leaders played in the 


preceding Play Cards Phase and credits from Advances bought in prior turns 


may be used in addition to cash.  Advances can be used immediately after 



purchase.  Advances and their prerequisites may be bought in the same turn.



Stabilization: Your Misery index will increase one or more spaces every turn 


unless you purchase Stabilization.  Cost is based on the cards you retain in your 


hand and can be found on the players mat.  Failure to pay results in a gain of 


Misery spaces whose value is greater than or equal to the Stabilization cost.



Misery Relief: You may improve your standing on the Misery Index by paying 


the difference between your current Misery and the next lowest Misery space.  


However, you may not improve your Misery standing by more spaces per turn 


than you have Advance Tiers.  An Advance Tier consist of once advance in each 


of the six categories.  The MR rating of an Advance can be used to reduce the cost 

of Misery Relief only in the turn in which the Advance was acquired.




Enlightenment: allows purchase of Misery Relief at half price (round up).




New World: 
reduces Misery by one box per turn. (See Ship Upgrades 





above).


PHASE 5: 
Expansion Phase - Players, in turn, place tokens to expand their empire.  



They may also spend tokens to purchase draws from the history deck.



Competition: is triggered anytime there are more tokens in a province than the 


provinces market number.  Players cannot exceed the market number of a 



province without placing enough tokens to resolve competition.  This requires 


placement equal to the strength of the defending force plus the market number of 


the province.




Overland East: allows entry into area V of the map.




Caravan:
allows placement of tokens through adjacent uncontrolled 





provinces, effectively giving a range of two.




Holy Indulgence: at the start of the expansion phase, players with this 





Advance increase their tokens by two for each player 





without Holy Indulgence.  If without this Advance, you 





must return two tokens to your stock for each player with 





this Advance.


Resolving Competition: when competition is triggered, roll the three dice.  If the 


green die is greater than the acting player’s position in the order of play, the acting 

player wins.  If the black die is greater than the white die, the acting player wins.  


If the green die is equal to or less than the acting player’s position in the order of 


play and the white die is equal to or greater than the black die, the defender wins.




Cosmopolitan: allows you to add one to your strength when attacking for 





each satellite able to effect the attack.




Proselytism:
allows acting player to win if the green die is equal to or 





greater than the player’s position in the order of play.




Cathedral:
allows each owner to automatically win one attack per turn 





against each non-owner.




Nationalism:
adds 1 to the strength of tokens in players home area.




Wind/Watermill: allows a player to attempt to force a trade with any 





owner of a province when the acting player takes that 





province. (Costs tokens equal to market number).



Expansion Bonus: Whoever dominates the most new markets each turn receives a 


free draw from the history deck.


PHASE 6:
Income Phase - Each player collects income based on the number of 



markets they dominate.




Interest & Profit: this allows a player to double his remaining cash up to 





a maximum of his mapboard income.




Middle Class: allows a player to gain an additional $10 of income per 





turn.  This does raise the ceiling by $10 on income from 





Interest & Profit.




New World:
this is the phase where the Misery reduction from this 





Advance occurs.



Commodity Surplus/Shortage: Roll the dice twice.  Add the black and white dice 


to determine which commodity is affected. If  the green die is 1,2,or 3, there is a 


shortage for that commodity.  If the green die is 4,5, or 6, there is a surplus.  The 


majority holder of a shortage commodity draws one free card.  The majority 


holder of a surplus commodity must pay $1 for each such province he controls.  


The player going first next turn may cancel either a shortage or a surplus by 


paying cash equal to the base value of the commodity.


PHASE 7:
Order of Play Phase - All players secretly record their Total Money, 



Tokens bought, and remaining Cash for the turn on their turn log.  Tokens 



cost $1 each.  Players may spend money for “negative tokens” to try and 



go first in the turn.  Turn order is established starting with the player who 



has the fewest tokens forward to the player who has the most tokens.  Ties 



are broken in favor of the player who selected his Capital later.




Renaissance: allows a player to trade places once per turn at the start of 




any phase with any player directly above or below him who does 




not have this Advance.

IV. End of the Game


The game ends after a turn in which any player has acquired all 26 Advances.  Otherwise, the game ends after the completion of  the turn in which all cards have been drawn from Epoch 1 (short game), Epoch 2 (medium game), or Epoch 3 (full game).  


After the final turns Income Phase, all remaining drawn but unplayed cards must be played using the same order of play as the just completed turn.

V. Winning the Game


The winner is determined by adding the value of all acquired Advances and cash on hand then subtracting the player’s current Misery status.  The player with the highest total is the winner. 

VI. Importance of Shipping


Shipping is the key method by which tokens are placed around the board.  Players begin the game with no shipping capability.  This means tokens may only be placed next to adjacent provinces.  With Caravan a player may place tokens up to two adjacent land provinces away.  However, shipping is required to cross even the narrowest body of water.


The first type of shipping available is galleys.  There are four Galley boxes on the shipping display, labeled “2”, “4”, “6”, and “8”.  Moving up once box costs $10.  The meaning of the boxes is as follows:


Galley 2:
Player may place up to two tokens up to two coastal provinces away.


Galley 4:
Players may place up to four tokens up to four coastal provinces away.


Galley 6:
Players may place up to six tokens up to six coastal provinces away.


Galley 8:
Players may place up to eight tokens up to eight coastal provinces away.

A useful advance during this stage of the game is The Heavens, which allows galleys to cross one sea as if it were a coastal province.  To improve your shipping past “Galley 8”, you must purchase Seaworthy Vessels.


Seaworthy Vessels allows you to move your shipping marker down to the Seaworthy Vessels (Carrack) track, which contains four boxes labeled “10”, “12”, “14”, and “16”.  Increasing your shipping capacity on this track costs $10. The effect of each box is to allow you to place up to that number of tokens in any coastal province each turn.  To improve your shipping past “Carrack 16”, you must purchase Ocean Navigation.


Ocean Navigation allows you to move your shipping marker to the Ocean Navigation track, which contains four boxes labeled “1”, “2”, “3”, and “4”.  Increasing your shipping capacity on this track costs $10.  You may now place any number of tokens in any costal province each turn.  However, you may enter and control only 1 overseas box.  Increasing on this track allows you to control more overseas boxes.


Shipping Points to Remember


1.
Regardless of your shipping capacity, you may not enter Area V without 



Overland East.


2.
Regardless of your position on the Ocean Navigation track, you may not enter or 


control either North or South America without New World.

3.
You are not required to reach the end of a track before moving to a new category 


on the track.  For example, a player may purchase Seaworthy Vessels without 


even purchasing “Galley 2” and be in the same position as a player who bought all 


the way through “Galley 8” before purchasing Seaworthy Vessels.

VII. Miscellaneous Advances


The majority of the Advances available for purchase are discussed at various points above.  The remaining Advances are as follows:




Human Body: reduces Misery by one space immediately.




Laws of Matter: Protects owner from the Alchemy Event.




Improved Agriculture: Reduces the Misery consequences of Famine.









Institutional Research: Gives a $10 credit on all future purchases of






Science, Commerce, Communications, and Exploration 





Advances.
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