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Zarmund's § Demands

crulebook by Paul Elpers



Overview

King Zarmund needs o new capibol cify, His sueks, I doesn' T even hove a duleomer rock band, You have a golden opportueeity fo flount goure
wnrrrafched architectural skills by being the first to eonstruet o ety worthy of betng the center of his empire,.. or i this case, s "Gempive®,

You and the other players will he porticipating in Zarmund's competition for o new capital eity. In this game, you wall be consfructing
butldmas in your eittes and researching technologies in order to meet victory comdifions randomily chosen before the game. These victory
conditions are “Farmund's Demands” for his new capital city. The first player to meet any tweo of these three “Zarmund’s
Demands ” wins the game, and Zarmund wall be armving in the prear future to enjoy his new capital.

Game Setup

Sef up the game as follows (with randomized pieces, of course)

Also flip up the
card on top of
the deck
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Grame setup (in further detail)

1 Puass each player a planming book, marker, palace token, and { Micup the small, circular palace reward tokens. Draw one
culture log. Make sure the colors of the iteps meatch. randomly and place it in the palace reward holder next to the

mumber 1, Continue this until all five spaces are filled,

& Mace the building board in the eenter of the playing ared.

Shuffle the buildimg deck, and place it foee-down on the empiy 5 Shuffle the forange) Zarmund's Depvands eards. Randomly
end af the board. Flipaver the top three cards, and place one chooze three, and place them foce-up above the hullding boord as
card each foce-up under A, B, and Con the boapd. Then flip shaotom i the picture. Mlace the orange 1, 2, ond 3 fokens above ar
over the next card, and leave it foce-up on top of the o them,
deck.

i Create small piles of the plastic gray chips for easy access to
4 Shaffle the rblue) technology eards. Randomiy choose four all pleyers. Also open the gem jars, and set them in a eonvenient
techrologies, and place them face-up next fo the science coumnter area. You may use the jar lids to hold the chips.

sheet az showwn, Then place a small colored eube below number

Game Basics

1" on the soience frack for each player;

Before we start, let's go over the basics of the game

%‘5 i Resources - You unll be collecting hoo different resourees i this game: production (hammer} and scienes
-q , el {flaskl Production allows you bo eonstruet buildings in your efty. Science allows you to discover techmologies
that give you special abilities.

Buildings - Flayers can use their progduction to construcet buildings when they appear in the cenferof the
falle in spaces A, B, or C. When you construct a new alding i gour cify, if will erther imerease your city's
population (green ), gold (yellow), or culture (purple), each of which wall help youwin different ways. Very

ravely bunldings will mueard yowscience;

Technologies — As you gather more seience, you will diseover new
technodogies that effer special perks. The same four techmologies unll be
availehle to every player throwghout the game, but the available technologies
will be different from game to game,

Planning Boak — This is where the players weite down the next action they wish to take, All players will keep
their decisions hidden until every player is peady to reveal ihat they have chosen to do. Players will alzo beep
track of their eity's popudation, gold, and culnire stats in these books,

Vietory Conditions, (Zarmund’s Demands) — There wall be three of these cards randomly
chosen before the beginming of the game. These conditions apply to every player. The first player fo
meet any hwoof these three conditions simulfoneously wins the game,
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Every round follows this general order:

1. One player rolls the resource dice

2. Every player chooses ONE action in their planning book (hide what you are writing)
3. After every player has chosen, players reveal what they chose and resolve their actions

Starting a Round

Every round begins with a player rolling the five resource dice, These dice include production (%) and science (@), and the sides on the
dice are as follows;

PRFTN] | PN | BT 0 TT

e 1 e 2 Dice 3 and 4 Die 5

Notiee some of the sides are Mank. Choose one plager to roll the resource dice for the round. |$}| ,@ 0 |
| 4

After rolling them, the player should announce the results to the group. For instance:

¢

Three production and hoo science

»LT &

Four production. one science, and a wild

After seetng the resulf of the roll, ALY, plagers must decide which action they would hike
to fake. Use your book to keep youwr choice hidden. After everyone has decided, all &
ployers simultapeously reveal what they have chosen. There are three possible actions i\
you can choose? collect resources, bid on buldings, or upgrade cify. Rach plager
choases only ONE of these actions per round.

Choosing an Action
After the dice are rolled, ALL players will choose ONE of these three actions:

Action Choice 1 - Collect Resources

When a player rolls the resource dice, the resull represents the resources which are

available for ALL players to fake that round. For instance, if the player rolled S
three production and biese seience, EVERY plager who chooses to fake resources 3 x -__ -2 '
that rownd weuld collect three production {represented by the gray plastic chips). and o<

would aizo move therr cube hoeo numbers gheron the science frack,

Note that EVERY single player can choose this action, not just the
pager who rolled the dice, The resources are nat divided between
arers; all players taking resaurces may enllect the full ameatnt
redled, T chonse thig achion, write the ameunt of production and science you are
collectiveg in the production and seence hoxes in gour planping book. When one or
mare wilds are rolled, players may choose to collect them as production OR science,

Fach player starts the game with the ability to hald o madmem of five production., [f
yow-currently have three production, and ypow try o teke four, pow are enly allowed to
add e chips fo your stash. You may not change the leftover praduction to scepce.
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Action Choice 2 - Bid on Buildings

Every round, there will be huilding cards cecupying all of the A, B. and
Czpaces in the center of the playing area. These cards are awarded
every round to the plagers who bid the most production to buld them.

If you have production to spend, and you wish to buald one or more of
the cards available, write your bids in the A, B, and C spaces in your
planning book. You muny bid on any number of butldings, but gou may
not bid more total production than you have. ALSO, YOLT CANNOT
HIDE YOUR PRODUCTION TOKENS.

oy
f=win

Every building card has a number in the bottom right corner, This is

the nunmrum amownt of produetion you must bud if you make o bid for
that card. This number ranges from 1 to 4, with 1 being the most
commaon.and 4 heing the rarest,

After the plagers reveal what action they chose for the round, the players who
placed hids on butldings compare thetr bids. The ployer who bid the highest on each

one clatms the bullding ard places it in his or fer ety {the area in front of them ), and they
mreeisd spend the amount of production they bid fo biuild the bulding(z). Note that the same player con win all three buildings.

After the players hove taken thenr buildings, re-fill the vacant A, B, and Cspaces with cavds from the top of the hulding deck, and onee
agatrn fIip over the card aon top of the deck. Buildings that were not awarded remaim for the next round.

Losses and Ties

For EACH building on which you ploce a bid and lose to another ploger, gou lose one production. In the instance of a te,
the plager whe curvenitly has more scienee awins the building, The ployer wio wing the tie poys out the production they bid, and the losing
plagier fozes one production for that budding, Ifthe tuo players are fed in scieree, the buflding is discarded, and both players lose one
prodietion

Action Choice 3 - Upgrade City

Thisaction ielides cEapael s Fheet feanse ol et D el fres seel l'-:l.'rl."-u." peonds, qnd e baek Bo o aifter reading the

e Buddergs to gowre Cety S, "Collecting Geres ™, amd “Bualding Placeormni” secfons,

There are fwo ways 1 which you can upgrade ypour

cify: constructing a second row and upgrading your 2nd row tile
palace. When you wnsh to upgrode your eity, write

“and row” ar "paloce X ftohere X is the level you are

upgrading fo) in the empiy space fo the right of

where you fake resourees, You way butld o second

Rredduties! thd rﬂw
C

A b

row and upgrade your palece on the same furn [3f

i ferve enoegh production). You may also upgrade
your palace multiple fimes on the same furn.,
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2nd Row Upgrade

It poests five production o buld a second row,. When pou do, grab o “2nd row”™ ble from the box
ane set it above your first row off o the side, For the rest of the game, you may choose o place
any beiildings you win in your second row, This row is completely separate from the first row.

The exact saume plecement rules apply, bul districts do not meed fo malch the size or eolor of the

Sirst row. The first building youw beuild in your second row may be placed angwhere, however the
burldings in the second row miest be lined up with bualdings in the first row.

Also, the second row cannot extend left or right past the ends of the first row. In some instances,

pou may kave to expand your first row in arder to make your second row larger. gl [t

3 - . REDT N
Builelings that have directional ¢ffects still receive their bonuses from both rows. [ a buidding in . _.I' !| B :
the first row i worth 2 gold plus 2 gold per culture budlding to the right (2 + 209 45 halding o — i L

the vight), the vilue would imclude ey cultuee buddings o the right in the second row as well,
Buildings divectly above o below each othey are not constdered to be to the left or right of each
ather, They are considered to be odjacent, however

It is not possible to build a third row. Correct

Palace Upgrade

Every player starvts the game with a level 0 palace, It costs five production toe upgrade your palace to level 3, six production to upgrade i
todeved 2, and sooon. Keep treack of gour palece’s level with the hexagon number tolkens provided, Tt i possible te skip levele, For example,
gkt ean fump from level o 1o level 3 by sperding seven production, and then fump from leved 3 to level 5 by spending rine production.

However, gou cannot upgrade foa level egual to or lower than gour eterrent level, Therefore, if pott choose fo

tipgrade pourpalace stratght from level o fo beoel 5, yor connot upgrade ot agatn for the rest of the gome,

\ dracen fo designate the prizes for upgradirg poer paloee 1o eaeh level. These
},." 16 fodens are shown on the left. Bloce them o the folder as shown. When gou
@ 3 'If:':-u_ 2 palace divmonds  upgeade youre palace to any fevel, eollect the reward for that level os well

f,n’ i @ Jfclas dicranl At the beginning of the game, five random palace reweaped tokens wall be

as the rewards for every level bemeath it, Therefore, upgradimg your

5 f ' ) palace to level 5l earmn you the rewards onall five fokens.,
2551 2 pulace diawmonds

)
f The rewards for each token are explamed on the left. When counting ./1".
.f! () &3 4 1 sclenee per fl\. symbeds, ook on the bottom left of the butlding eards in your city. Buildings

symibol i your city oy have ane or hoo of the symbols,

a"‘ (2] (_‘5\, ; : h”:f”:.f"wr & When you receive one ormore clear palace dicmonds, you must use them
S, Sumanten oysen) ummediately. You may place your first palece diamond of the game on any

: ] bunleling. All future diomonds must be ploced on buildings adjacent o one Dpgrading fo Tevel 3
=) ?’f e s wath a diamend (or on butldings which already have e dicmond), You wrould give gou four |
coannod place multiple diamonds from a single palace upgrade on fpalace diamonds and]
) ) nothing the same building. However, you may stack diamonds from é!“-'” sciemnoe pen -:'57
,J"‘ separale palace upgrades. B - P
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While you can place palace dicmonds on amy bulding, only

. ﬂf; :y ER buildings with the diamond symbol in the bottom left
m:: ; t}r?ﬁ ;:' e corner will recetve a bonus from them. If a building has one
o i diamond symbal, you can place up to one paloce diamond on it fo

double itz value for the rest of the game fextra diameonds will kave
na effect). If a building has two diamond symbols, you moy place
up fo twao palaoce diamaonds on it fo tnple e valiee for the rest of the
game, You may also choose to diseard diamords.

Palace diamonds do NOT count as gems when regarding
Zarmund's Demands or technologies.

Palaee dicmaonds do NOT double science value or the
amount of buildings a card is worth, They only multply
aritribete value,

This Inalding is tripled! |

Adding Buildings to Your City

When gou win a bid on one or more anldemge, gou wall need to ploce Bhem a gour erly, These bualdimgs wall enhonee gowr cafy tmoone af
three wiays: populalion fgreen), gotid (pellow), or culture {purplel. These are referred to as your "oty altributes” and will be represented
byt these symebols, respeetively: €2 ), (200, and (E3), Starting with a totel o zero inoll three city attributes, every player will keep o
raereriirtgy bodal of fhewr cify’s altribules n Lhe boxes on the fop of their planning book. Every tume you ploce one or more aaldings in your
city, {or after an aetion which affects an existing budlding's valiwe}, you will update these totals.

For example, let’s say Nick winz the following
butldings, and places them i his city:

He wnll updeate kis ciby's alfribeedes by writing a '

i the population space and a '4' in the gold spoce.

Nowrlel's oy in o couple rounds, Nk unns
tas next buelding -

He will erase the "4 in the gold spoace and

wrile 15" there instead.

Seme butldings have values that depend on other factore, For example, this building states that it &2 worth
“g eulture plis 1 culture per gold building to the right”,
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If Nick were toacqguire this building and place it here:

It will hawe a total value of '6°, and ke wall weite 6 in bis culture space, However,

the value of this building can change as Nick places more gold buildings
to the right of it. (They do not need to be immediately to the right), As he does so,

e will contine to update iz culfure tofal as the game progresses

[r—

e

e

Some cards may ol have an attribule value but are worth more than ene building of the

and place it kere:

Hybrids

Some nldings are clossifted as Shybrids®, meaning they contain two different attributes,
and can be used for either one. Hybrids may not be worth the same amount, depending on

which attribute you choose to use them for.

This i'-i;i-i'r_l,lrr:-'af il ﬂ,lfﬁ-.r- o r:m'rwqfr?'- :;_f-yr:lu choase to use it Jor [}rrfc.?tj." b J_'.Ir [T efioos o tse it
for erlture. To choose which type wow wash fo wse il for, plece 1f in gour eily o i swch
that the cliosen type s color is turned foward the ploying orea, Onee you choose a type
Jor a hybrid and place in your eity, you cannot change it.

specified fype fall cords are worth af least 1 building), This brothel is worth 4 culture
bwildings. It ts NOT waorth 4 culture,

This trading post is worth 7 gold and 3 gold butldings. If Nick were to acquire ths bulding

it would nat oply add = gold to s fatal, but it would also inerease the
walue of his Race Track by 3. Hiz attributes would now be;

| 7°20 9"

Farmund s Deyrands wnll always refer to "cards” mstead of

TMPORTANT

gy prosf mey be worth more tham one

F !'l.'..|'|I'||I_:.' ¥ -'l.'.l'l.l ol amecard.

oy close gitenhon o the

diction af the gffect.

This wayy
forg !

This vy
JorzEa!

Collecting Gems

Each time you reach or surpass o mudiiple of 10 i e ety ativibute (popudation, gold, or cultureel, yow will eoflect a gem of the
¢rn‘.-'4:.-:lrmrr|f|'r|_q 1:rh|'rir'. C‘u”ﬂi‘ _E_f-l.:l!fi"_f!l.l'b:-' pER |J.|Illi!|'|! Lo r'c-r|4_'||r cit I'-l'l::-hl‘ a3, I[,lq.lul'.'tl*l:rrn:': e 1R h;'m'lll il fecest 23, r:rl:.i'xrr 1. j"'rJ];i-IJI:.'i"J'ﬂrr,
gold, and eulfre gems cach .r:llfm"._.r:l'l ol 1 different [T TER cnd ortee you earn them, pou Ju::'r“p them for the rest of the garre.




v? You can hiold  Every player starts the game with the abality to hold o meoximum of fve production. Each

g : ONE maore popatlation gem roises this mocimum by one. For instance, a ployger with three popalation
? x P roduction grerns con hold up to eight production. Note that popualation allows ygou to upgrade
= token! wour palace higher!
Gold
You can change Every gold gem allows a ployer to sieiteh one produstion fo one
f F and ereate sederee, o vice versa when ey take resources, For example, ;'b | ﬁ, | |E£?|
- ) resources! PO hrve 1 !:]'unlu:f e, and the followimg resources are rolled: et T

-

If you were o collect resources, you could usze gour gold gem to mstead take 3 production and 2 seience (switching 1 setence to a
production}, or you eowld take 1 production and g seience (switching 1 production to a science). You may also choose not to use it. Nafe
that you are only allmuved to swatch one resource with svery gold gem, not an entire die resulf.

B soorcen: 3 E | I I Rasowrces: ’ Af_f- | I I Fesowrces: E 3 |

Change r science o Change 1 production Choose not
1 production! toe 1 science! To use 1!

Oy the plagers with gold gers moy take the alternate resources of their choice, Plagers without them must take the resources polled on
the dice,

If there is a round m which your gold gems ogmumber the resources rolled, the V 4 4

extra gems will produce extra resources for you. For example, if you have five gold ?é [ !_ E E
gems, and the followrng resources ore rolled: i'r’ Vv

Create 2 resources of your choice!
You have three gold gems that cannot be used to swilch any resources {since there
were only fwo resources rofled). IFyou choose to collect resources, the three extra gold gems will creale (for you only) three resources af
war ohotce (produciion ar science). Again, as before. specify the amount of the resources you are taking in your plannig book. If gpou
choose not to use iwo of your gold gems to change the relled production te science, you still only receive three extra
resources of your choice.

Culture
J Gain o boost  Each time gou eorn o celfiee gem, gou are gronted
b roward a evelerated progress loward one Zarmund’s Demand of
l ' victory potrr choree. You st irmrredfiately place your culture

conditton! gem on niember 3, 2, or Jon gour numbered eultre T,
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This il grant gou a borus foward the eorresponding Demamnd,

e — = The culture borusges for each of Zarmend s Demarnds ape

g gy represented at the bottom of each card, and you may also read

3§ cther player (mir o) Sl I emounisufinds wore about them in the “Compendivm of Zarmund’s
s F ' Demands” seetion later in this book,

For Demand 2, every cudture gem you ploce in section 2 af your
el I-r“_,f]'ur_r r-'l:fl]l." ]l r.'i"l'.:."fu::r'u.lll-'_-', .ﬁl']lneptﬁ?.l'lj'r _!‘Il'q:ll:.ll'.'\il'lll'JEI:“I! rrarci'll.

For Demand 3, every three culture gems you place in ! Have at least 5
section 3 af your culfure flog subtracts 1 from the amount of . ey districts with d!.ﬂ.em"t
districts needed to satighy the Demand, If only two culture gems v 3
have been placed in section 3, they have o effect.

Note that culture gems' effects apply enly to the

Demand for which they ave being used. For example, placing culfure gems en the Demand "Have more science than angy other
player” does mot alzo assist youi i the Demand “The sum of your sefence and ghest attribute must be 130+ ". Before each game,
read about each Demand in further detail in the Compendium of Zormund's Demands at the end of this book.

Building Placement

> When plecing butldings in gour city, you may mor simply ploce them whererer you want. Buildings wall be ploced horizontally in rows,
cerved every newr building will be placed immediately to the left or right of the buildings already in your city. Soch ployer
wendl start the gorme with only one row nowshich fo place their butldings. Each row in gour city has room for three districts. A disteict is
arrt ceelfancent groupof buildings of the

e samme color in the same row, as shown
|,_:ﬁ: here, You may fhove fuo disteicts of the
{ same color in the same row, although
thiz ts not recommended becouse it
et severely mels your fulure oplions.
Culture district Gold
district

Example
He hiea started hiz population disteict, When Nick get his
At the beginning of the game, Mick starts unthan

empiy cify. He gets a green butlding and ploces if

next building, regardless of the color, he can either
play it immediately to the left or right of the first

in fiis city. Barelelivegy.
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Niek wins a purple building next and decides to play it to the if he chooses to place it to the left of his culture distrret:
teft of s green bulding. Now he hos started o culture

district. From now on, Nick should place purple
buildings to the left and green buildings to the right.
Ctherwise he will block off one of his districts,

Place (Tongle 3 Place
purple v green He will no longer be able to place any move purple buildings in
cards 3 | eards this rowe, Likewise, i he places if fo the right of his population
here here Jistrines

Nk bratleds Do more purple butldimgs, and hes oy now looks
ke thes:

He will no longer be able to ploce anyy mare green huildings in

this rowe.

To create more possibalities for alding placement, you may

He may choose to extend his culture and population districts use your production to ereate @ second row in your city. You
however long he wishes. Hmpever, when fe builds his first can read about this in more detail in the “Upgrade City”
yellow lalding, he must choose whether to place i tothe leff L

af his cultire disteict or to the right of s population district

{unless he has already built o second row). (New read the “Upgrade Cily ™ action sectton, )

Science and Technologies

There are four randomiy drawn fechnologies cvalable every game, These ave auiclable for all players. Ench of them offers a special
ability that, orce discovered, can be wsed for the rest of the game. Any number of players can discover and hove access (o their
alnlities simullaneously.
The series of mumbers on the bottom qfl:ﬂ:"ﬁ r.:‘L‘.ﬁ.-[r}Jra_-!H.l oo represents the
amount of scienee fegquired to diseover if, If pou have af least this much
setenee saved up, you may choose to discover one or more fedmologies in the
"Resolue Acfions" part of the round ‘I:'H
placing a small eube on the lowest auaifable
eosr. Scierce that gou e fo discober one
!w'hne:u'ugry CANNOT be vsed for another,

If more than one ployer decides to

digeover the sarme If‘t‘hrrun'rl_fj;r o the

some trn, all of therm can discover it for
tha foneest cost availoble,

As you gather more seience, you
will continie to move your cube
Surther an the science track. You
will wse this to keep track of your
total science gathered
throughout the game. I
other words, you will NOT move
your cithe down wien you wse
soe of your science o discover

a techirology.




Zarmund's Demands

Three of Zarmuid's Demands are randamily drawn for eech game, Use the orange nimber tokens to

eleatly eark wifricl one will be used for 2, 2, and 3 on your cultupe fag for that game, n

The first player to satisfy two of these simultaneously wins the game. Note that multiple plagers number
vy meel the same Demand simultanecusly. In other words, players do net “take” a Demand from
the playing area when they satisfy it It remains for the other plagers to meet as well. I some caszes, it

is poasihle to satizfy a Demand at one point in the game, but lose it later on. Remember, the o =
winning player must meet at least two Demands simultaneously at the end of the . Have a total

"Resolve Actions” part aof the vound. [fyou declare victory, other plaoyers may make additional 'EF"S"TEI'l“ SUH
maoves to stop you hefore considering 1f the end of the round.

When a Demoand has three numbers displaged in an X/Y/Z formad, wse the appropriate number for o
3545 player game. Demands will always refer to CARDS, not BUILDINGS. Regardless of
how many buildings a card is worth (for example, the Prison), if 15 stll only worth 1 cord,

Please read about each Demand in the Compendium of Zarmund s Demands BEFORE EVERY GAME. This should clear up any
comfusion before 1t reims yourgome! The number in the top deft of the cord wdentifies each Demand m the Compendnrm of Zarmnd s
Demands. Three of Zavmund's Dermands howe an asterisk %) unth thes number. If all three of these are drown,; redraw the last one.

Starting a New Round/Other IMPORTANT Rules

chnee off the ployers have resolved their aetions, the resouree dice ore passed to the plager o the left who rolls tem, and the next rotnd
Dy,

Every player starts the game with five total resowrces. You may cheose to start with five production, five science, or any
combination that adds up te five. Fach player wnll write their choice in their planning book and reveal when every player is ready. This

15 dopee after the playing area has been completely set up and before the first roll (s made. After the first roll 15 made, the players wall
choose thewr first action of the game.

All players have the ability to save one building as a blueprint. Thiz means that emmediately after winnimg a lanlding, they
can keep 1f inactive until they wisk to place 1t thetr ity sometume i the future: Turn oz card 90 degrees and place o away from gor
city so if doesn't get confused with other cards. Onee you place it an your city {which you do in the “Resolve Actions" step of the hum),
you meay save @ different building as a blugpring. You may place the blreprinted cord into your cify and replace if wnth another card you
wen on the same turn. You may NOT do this more than once in the same furn.

If multiple players wim on the samve turn, the amammt of gems collected breaks the tie. If they are stll tied, use palace level, then science.

If someone asks you for gour aftribute valwes, save both of gourselves the trme and fell them, You eoannot stop the from adding up the
vilues therselves, so don't foroe Hem fo,

The duration of this gome highly depends on the speed and experience of the ployers. A game with inexperienced plagers may very well
take twa hours. Experienced plagers wsually finish m around an hour (depending on the randonmmzation of the gome, of course),

Please feel free o use a caleulator, Miscalewlafions may happen when ploying this game. Ifa player finds one, use your best judgemernt
in resofuing the issue. Remember, in the end, it's just @ game.




A Compendium of Zarmund's Demands

If all three Demands wath an asterisk(*} (1, 5. and 10} are chosen for the same game, redraiw the lost Demand.

Zarmurnd's Demands will refer speetficallyy to butlding CARDS instead of butldings, Cards that count as multiple buldings only counf as
ane building CARD toward these Demands.

15 [fyou have MORE setece than every other ployer at the end of the round (with o minieiom of 200, you arve temporarily smeeting this
winming condition. Ties do mod oo,

Culture bopees: One colture gern artifieially adds five fo your fofol serence. Note that the gem DOES NOT GIVE YOU SCIENCE. It only
arfificially adds to your sctemee total for thig Demand,

=, lofa .'{_.-".I*_."_-':; p.lr.-rll.'-r (PEIITHE, Yecrvee of J'l,'n;r'i.! je"rl."'!__.l_.-"ﬁ' |'r|14.!r.|.:.'r|,| CARDS i LIOELF Sy v Fosit at the n:-'ru.ll of the rourd,
Cultire bopes: One ewliuree gem artjfeially adds one butlding cord to gour seeond row, Inoa five plaoger game, o plager with three culture
geems on this Demand enly needs five lding eards in the second rote,

2. Foraa/y/s player game, have a total sum of 11/10/9 gems af the end of the round when adding your geld and culture gems
Culiure bopes: One ewliure gem odds one fo e fotal sum of your gold and cultere gems, Ina fioe plager game, a ploger with no gold
qperns i fonds el gems on this Dereand oply reeds one more gold o culture gem. Rermember, culture gems wsed for this Dermand
eotert foniard this total,

g, The total of eoch frdividuelaftribute mist be greater in the second rote thar i fie fivst row, Note this is NOT simply o total of afl 3
cetfribiites.

Cultnre boees: One cwliuree gem grants gow five arfffcial aftvibute points to distribute how ever gou waent, Note that this does nof actually
poise yourattributes, For example, if a plager has 20 population, 20 gold, and 20 culture in the first row, and 21 population, 19 gold, and
18 culture tn ihe segond row, one eulture gem: would give tem enough points to artifieially odd 2 points to gold and 5 points o clture,
wrecekeney il threw cbtribecte fofals grecter in the seeond row (each af 21},

5%, The total of your iwo mostpaliable cands gt be greatest amongst all the plagers, Only attribute value s valid; seeenee valie does
feot comitr. Thes do ot count, The suntof gowr oo most ealuable eaeds st bear feast 37, Thie mimemam totel oan be et with help of
euliure GErs,

Enlture bonees: One enlture germ adds an aetifelal three points to the base value of the gard that would give the highest total, The hase
waafeie 5 the valie of o card before being muliplied by poloce diamonds. Fop example, @ player has e cards. One is worth 15 and the
affver i= worth 6, buet has been dowbled fo 120 Ore eulbure gem woddd rorse the base volue of the card wordh 6 by 5 arfifictal points, sinee
thus eonld resude in o value of 18 for that card, and would create o total of 33 between the twe cards. This iz Mgher than adding three
arfificial potrts to the eard worth 15, wiicl would resalt e o sunof 20 (18422), Note that this card does not actually increase your
atiribites,

. Fora 5/4/5 plager gome, go st fove o menimn of 15/14/13 gemes. Alsa; gor mrist rof e one aitribute thad is greater than the
ather i combined. 3o population, 60 gold and 70 cultuee would satsfy this Demand, Equal torals are also valid, For example, &0
f:lnll.l.:rful'.;rlu_ 35 gold, and 55 eultire would satigfy this Devveand. ﬁ'nf.lnr'.lrrllul‘r'n.l.l_ o !‘I-'.II!LIl. ant Soeulvire wanld also salisfy this Demand,
Clire botess Ohee eulfure gem subfracts one from the minimum amount of gems pequeired to meet this victory condiffon. Tn a fve plager
game, Hhree culture gems would decreage the minimee gem requirernent fo 1o, Remember, culbure gems used on this Demand cournt os
gems totoard this minimmn,




7 For o g/4/5 player gome, have o total of at least 22/21/20 when adding gour gems, teclnologies: and current palace level, Palace
dietirronas do nol cownt as gems.

Culteere boos: One eulture gerr edds an addiftonal one point fo thes tofal, Remember, celture gems used on this Demeand also count as
gpemis toward this totl,

8. Brghd ar Teast siv disteiers, eqch .;r:'rfr'll.;n:l’rlu.".!':'_.' Tecrvereg o total aftribute value -u.i'--u{ Tonst oo, Setenee valie does not count,
il bonws: Three culfure gems decrease the reguired amonnt of districs by one,

Q. Collect gems in the order shown on the eard, Every Hme you collect a correctly colored qen, place i on o paleee foken, IF wow e
a gern that s the freorrect codor, store itoff gour palace token, Population and gold gems {eertrether o or off your paloee fokere) sritl ave
fhewr original berefit, Purple gemes thot yow ehoose to ploee on the palace token connot be wsed on the colturee fog, IFpou eollect puiltple
geirs on the same LU, gou ey pul gy iinber af them of the palace foken, as long as they are the correct color,

Culrare bopwes: One eultere gem eliminates the next last gem in the sequence from requirement,

o™, Ar I'nlu' end af the "Resolie ,-'||:'i"|'rJr|.'-a"‘|'||;.'."|' -'.l|"|'|||4-' rotered, have the rh'r\-'l'rfr.' rn;'f.!‘i'l the reost eards frJrrI' ufu“ .lh!‘l:-!!?.l'i".l'..'i_:'. Ties dlo not cound, 1 '||||'.-\:
district rrust have af least five eards
Culttere bonus: One eulture gem adds one artificicl point the aember of cards in your largest distriet.

1 Fora 3/54/5 player game, haveat leost 988/ 7 cards in ot cify that have an attribide salue of ar least 1o, Science value s not valid,
Culfrere bonus: 2 culture gems peduces the niember of required eards bi 1,

2, Af the end of the "Besolve Actions” part of the round, have af least five distrcts which all contain different amounts of eards
12. ¢ L L L5 RN SRECH [ L 2 188 I 5 (0L [EARY EH S . L B ELITTIETT Frickere cafie IR g

Cultere bones: Three culture gems reduces the number of seguired districts by one,

13, For o 344/5 plager game, the destricts in your ity which are adiacent (o at feast 3 eultuere coeds mousteaen oo at feast 9080 fotol
geims, Ther fofal palie st be of feast 90/ 80050,

Cultiere bonss - There i3 no cultire bonus for this Demand,

L. Al the eqed of the "Resolie _.l'|,.--|:4r,ar|.u"|||rrr-r o The o, LH0dd st oo the micst geps i Hhe same coloy plodi Fave the lecest ammotng of
grrreds i growe cify. Node that thessay CARDS, nof BUTLDINGS. Ties are not palid; therve mrust be fewer cords af this eolor than both ather
eodors, and Hiere must be more gems of thiscolop than hoth other eolors,

Ciltvire bonys: Deterine the eolor in which geu have the most amount of gems. Two eulture gems redicces the mumber of cards yoe hawe
af that color by one,

15, Al the end of the "Resolve Actions” part of the Doen, wher adding e value of your kighest attribite fo gour cierrent seiemes Tofal, fhe
&pin st be ot least 130,
Culfire bonws: One eulfure germ adds seven points to this s, This does rof cefually teoreaze your science or fighest aftribure,

Included Materials

=114 building cards -4 small plostic jars - mriigeellameois prnchouts <1 donble-tayer token board
=20 fechmalogy cards -25 Greci gemns -5 culture flag boards -5 dice

15 Zarmund’s Demands cards <25 yellow gems =35 plastic production tokens -7 o

-2 folding gante bogrds <25 purple gems -5 dry erase markers -1 troy trsert

-5 folding planning books 5o+ srnall elear dicmonds =25 small wooden ewhes -1 Friletonk

£RERER O

S

S

53

i

=3

@




Glossary of Technologies

Architecture - Every future palace level uparade costs fiwo less production. I you have Mechamics, you can discover this technology
and use itz effect on the same furn.

Artistry - Flace paloce diamonds on every building that iz afready in your second row. ALSO, place palace dicmands on every eard you

place in your second row i the future,

Calendar - Keep any culfure gems obtained in the future off of your culture flag. Ploce them on your culture flag during the "Resalue
Actionz" part of any furn. You may plece as many as you weant i the same turn. You may place them to hold off opponents from winning
the game.

Construction - When any disteiet peaches 4, 8, 12, ete... buildings, gain a gem of that coelor, Note that this technology says, "butldings”,
ot “cards”, If vou discover Construction after districts have recched this size, immediately gain the appropriate number of gems,

Currency - Add 1 bonus point to all your future ds against all players who have LESS gold gens than yot.

Drain System - All cards you already have i gour city, either already placed or placed 1 the future, with an atfiribute valie under 5
are increased to a minmrmem value of 5. Buldings that can change valve will remain at e value of 5 untidl thely fotal value mereases above
& Cards which only count as a specyfic number of huildings will aleo merease to o value of 5 in their respective attribute (they do not
rrerease to count as & butldings). If you also have Tron, both antmbutes have a minimm value of 5. Science value 1z mot valid,

Economics - Gain 5 gold for esery building you have budlt op wall build in the future with the word “shap” anynehers in its pame.
Edueation - The mmimium production bid of all buildings 5 redweed by one. You must stll bid at least one production to win a butlding.

Trom - Countthe effects of hoth aftributes om all hybrids eards. They wall sall endy count as a building of the specified fype. [f you place
palirce digpeonds on these cards, both values are multiplied, The total value of the eard is the sum of bath attribute values.

Literacy - When you earn a population gem for any reason after discovering Literacy, take a gold or culture gem as well.
Muasonry - Build a second row i your city for free. If wou already have one, you should e thought about gefting Masonry sooner,

Mathematics - Treat cards with one diomond symbol as i you can place up to five digmends on them to triple their value, Treat cards
tith fum dicmonds a1 you con ploce up to three diomonds on them to guadruple their vatue. You stll may not place more than one
diamaond on the same eard m one place upgrade.

Matrimony - Gain 3 population for every population butlding in yowr eity, as well as any you place in your city in the future. Note that
this gays BUTLDINGS, notf CARDS. Thiz bomus eogmes from the techonology, it does not actually inerease the value of the cards,

Mechanics - You may collect resources and do ang mumber of cify upgeades in the same turn, i either order. You must perform the first
aefion in 115 endivety before performing the second.

Militia - You may have one extra district per row of your city.
Nutrition - {f you spend all of your production as o result of your action, gain 1 production and 1 scrence.

Philosophy - For everyaltribule you reach al least 50, collect three culture gems and place therm on Demand|=) with no cullure gers on
them, You may sphif therm or place all three on the same Dewmand. IF yon e Calendar, you may keep them off your culture cord, and you
cun place themn onany Demand later in the game. I you reach at least 50 in twe attributes simultanecusly, ploce them in sets of three If
there are no Dermonds left withow! ey ewlture gems, you moy not recetee any more culiure gems from Philosophy,

Religion - You may hold ip to three cards as blweprints simultareously. You may only exchange eqch card once per turn,
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Saniltzation - {fyou fake pesources as an action, and you did mof goin of least o produection, gein more wntil gow hove reached oo,

You may uze gold gems to change production to science in order to allow this o take effect.

Surveying = Double the amount of buildings every cord is worth m the second rouw,

Universily - When ypou reach 20, g0, 00... tn an atiribute, smmediately take one more of that type. [ any attritaites hove already

reachied 20, 20, 60, lake the approprigle amount of gems.

Card Clarifications

i % 1
Fonnrain

These cards give wat a eertoin attribube value
and ape alfo worth a certaim amount of
bieldings of the same type,

The Datry Farm s worth g popelaton plus 2
popilation per population gem gou have, The
Embassy s the same for cullre,

If wsed for population, the fnn s 2 population
per ANY building i the second row, The Bood
Systern i 3 culture plies T eulfure per ANY
buestcling in the second row

The Bunkhouse i worth 5 3 ploeed o the first
ro cereed 10 of pleecedd o the secord row The
Fountain is worth o gold or culture if placed i
the first rowe, but it is tworth 8 gofif or calture if
pleced in the second roo

These cards oll count as o building toward their own effect. For
pearels that oo setence, fike the Well for example, ke one
sefence for every popeiafion heilding alreadyy in gour cify, os
cirell ws every one pluced m your ity in the futtre. Note that
these say BUILDINGS, nof CARDS,

This cord s worth 1 population per ANY gem
yoir hawe or 1 gold per ANY gem gou fave,

Reeeive 4 serence for every gold gem you
already have when the Apothecary iz buill, as
well ag for every gold gem earmed e he
Sriture

The Astroronomer’s Tower 5 worth o cullure
if youtr place is under level 3, I8 is worth 10
cutture of pour palace isal least level 3.

Any card tmmediabely to the left, right, or
directiy above/below s considered adyecent,
Mote that this says BUTLDINGS, not CARDS,
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The 5 Great Architects

Cabberthay - Jonathan Kline
Ireton - Ben Sermersheim
Jularnmum - Peter Kline

Yoddux Tol - Jackson Peak

King Zarmund hereby bestows upon the aforementioned citizens the eternal eminence of
being named the 5 Great Architects of the Gempire. Their loyalty, prowess, and fortitude
should be on the minds of all who enjoy the thrill of this game.

Other .r:fﬂ.tjh.'.*;ter's: Nolan Hutson, Stephanie Hurson, Joseph Schutte, Sophia Shutte, Scort Schutte, Chrs Schufte, Loura Schutte, Mike
Schutte, Paul Scheller, David Bruce, Emily Freeman, Kirk Freeman, Meredith Woodard, Philip Elpers, Patrick Elpers, Michael Elpers,
Ashley Nalley, Thomas Busche, Christing Busche, Maria Sermersheim, Jacoh Sermersheim, Christopher Sermersheim, Conne
Sermersheim, Keith Sermersheim, Kate Henvickson, John Lafief, Charles Martin, Zachary Scheller, Ashiley Scheller, Kate Riordan, Matt
Riordan, Roger Wildeman, Ashley Kehlmewer, Ben Pachiorkowskr, AJ Brougham, Austin Lutterbach, Colin McFadden, John Cameron,
Katle Brown, Wesley Trauger, Riley Hollingey, Brenman van Allen, Braden Heremdeen, Andrew Comstock

Special thanks to: Philip Elpers, Patrick Elpers, Mike Elpers, Nicholas Nagel, Donovan Quinn, the Sermersheim family, and the Schutte
Sanmly

Note from the creator:

I need to take a moment fo thank everyone who supported me through this project. U'm very grateful for all the kelp gouve given me over
the last hoo and a half years. Also, Twould hike to thank all whe purchased iz game. Because I om not an established name in the
developing communmnity, Isincerely appreciate the foith pou've put in me fo purchase "Gempire: Zarmund's Demands". I hope it
accomplishes itz goal of giving you a different experience from other board games on the market! Your support in spreading the word
about this game waould be very greatly appreciated!
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