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I. Overview

1.1 This Scenario Handbook & Optional Rulebook for CIVILIZATION: The Expansion Project will provide variable starting locations for smaller groups of players as well as additional optional rules. There are four main sections to this rulebook:

1.2 The Basic Scenarios (Section II) will assist groups numbering less than the full 18 in being able to play balanced games in specific sections of the world. It will also detail how to begin games with pre-existing population and city deployment allowing players to immediately jump into the game and shortening the overall game length.

1.3 The Unique Cultures Variant (Section III) will add additional unique abilities to each civilization in an attempt to make a more historically thematic game.

1.4 The Historical Variant (Section IV), while not completely realistic, attempts to provide a set of optional rules that will allow civilizations to rise and fall without eliminating players completely.  FORTHCOMING

1.5 Miscellaneous Additional Optional Rules (Section V) are also presented from which players can pick and choose from.  FORTHCOMING

II. Basic Scenarios

2.1 Civilization Area ASSOCIATION

2.101 This section details the areas that are associated with every civilization. Simply because an area is considered associated to a civilization does not imply that a civilization has innate sovereign rights to the area. It is simply a term used to associate areas to particular civilizations for the purpose of this Scenario Handbook.

2.102 Some areas are associated with two or more civilization. How to deal with them is addressed within the appropriate sections below.

2.103 Troy, Susa, Nubian Desert, Cyprus and Salamis, Danokil and Barbaria, Caralis and Sardinia, are sections not associated with any civilization. How to deal with them is addressed within the appropriate sections below (population limit/city sites).

2.104 Hellas and Minoa (50/16) - The following areas are associated with Hellas and Minoa: Aetolia, Ithaca, Appolionia, Illyricum, Paeonia, Macedonia, Thessaly, Epirus, Thessalonica, Thrace, Moesia, Odessus, Byzantium, Phocis, Boeotia, Athens, Corinth, Knossos, Phaestos, Thera, Rhodes, Eretria, Chalcis, Lemnos, Lesbos, Miletus, Sparta, Argos, and Peloponnesos.

2.105 Saba (28/5) - The following areas are associated with Saba: Zafar, Saba, Marib, Himyar, Aden, Qutaban, Hadhramawt, Ma’in, Yathrib, Nabataea, Arabia Deserta, Zufar, Arabia Felix, Ubar, Madrakah, Oman, Bat, Magan, Gerrah, and Socotra.

2.106 Celts (28/5) – The following areas are associated with Celts: Aleisa, Belgica, Cisalpina, Germania Superior, Upper Rhine, Germania Inferior, Londunium, Dyfed, Britannia, Hibernia, Noricum, Germania Magna, Upper Danube, Sudeten, Dacia, Lugia, Ultima Thule, Getae, Scythia, Sarmatia, Tomi, Northern Wastes and Caledonia.

2.107 Assryia (32/6) - The following areas are associated with Assyria: Assyria, Van, Cilicia, Armenia, Causcasus, Nalchik, Nineveh, Carrhae, Syria, Mari, Aleppo, Antioch, Phoenicia, Damascus, Sidon, Jericho, and Tyre.

2.108 Rome (29/6) - The following areas are associated with Rome: Milazzo, Syracuse, Campania, Tarentum, Samnium, Neapolis, Rome, Rubicon, Etruria, Corsica, Massilia, Cisalpina, Lugdunum, Pannonia, Salonae, and Illyricum.

2.109 Babylon (26/6) - The following areas are associated with Bablyon: Babylon, Ur, Charax, Chaldaea, Nafud, Sumeria, Mesopotamia, Syria, Mari, Babylonia, Elam, and Lesser Armenia.

2.110 Carthage (26/7) – The following areas are associated with Carthage: Western Getules, Western Mauretania, Eastern Mauretania, New Africa, Eastern Getules, Cirta, Numidia, Tunisia, Carthage, Panormus, Syracuse, Sahara, Thaspus, Sabrata, Tripoli, Tripolitania, Libya, Jalo, and Cyrene.

2.111 Nubia (26/6) - The following areas are associated with Nubia: Nukhelia, Buhen, Thebes, Teiga, Salima, Upper Nubia, Napata, Nuba, Meroe, Bahrmeder, Aksum, Adulis, T’ana, Ogodan, Calmadow, Berbera, Opone, Ahmar, and Azania.

2.112 Dravidia and Maurya (54/12)- The following areas are associated with Dravidia and Maurya: Ruhuuna, Anuradhpura, Pandyas, Madurai, Sinhalese, Vanchi, Brahmagiri, Cholas, Eastern Ghats, Western Ghats, Deccan, Shakas, Prahistana, Asmaka, Tosali, Nallas, Vidarbha, Brahmapurtra, Gauda, Tamluk, Magadha, Orissa, Bihar, Kausambi, Patapiutra, Malla, Panchala, Rupar, Vatsa, Avanti, Ujjain, Assaka, Kalinga, Vidisa, Eastern Himalaya, and Chedi.

2.113 Parthia (26/5) - The following areas are associated with Parthia: Nisa, Hecatompylos, Media, Paraetacene, Western Parthia, Eastern Parthia, Caspian Coast, Zargos, Kavir, Drangiana, Nis, Aria, Merv, Karakum, Gorgan, Chorasmia, Ustiurt, Toprok-Kala, Sogdiana.

2.114 Persia (28/5) - The following areas are associated with Parthia: Persis, Liyan, Persepolis, Carmania, Susiana, Sagartia, Zargos, Kavir, Drangiana, Gedrosia, Harmozia, Makran, Gerrah, Magan, Maka, Gerrah, and Persua.

2.114 Hatti (29/6) -The following areas are associated with Hatti: Sardes, Ionia, Lycia, Galatia, Kanesh, Gordium, Bithynia, Ankara, Phrygia, Sinope, Salamis, Cappadocia, Nalchik, Mikop, Kuban, Maeotia, Crimea, Alani, Cypress, and Caucasus.

2.115 Iberia (26/5) – The following areas are associated with Iberia:  Baetica, New Carthage, Hispania, Gallaecia, Celtici, Tarraconensis, Lusitania, Corduba, Western Getules, Western Mauretania, Iberus, Narbo, Ebusus, Baleares, Aquae Sextiae, Aquitania, and Lugdunensis.

2.116 Indus (26/6) - The following areas are associated with Indus and Kush: Chanhu-Daro, Balakot, Mohenjo-Daro, Sind, Arachosia, Sattagydia, Poura, Upper Indus, Thar Desert, Maru, Matsya, Dholavira, Siestian, Surashtra, and Lothal.
2.117 Kush (24/6) - Taxila, Kuhwat, Bactra, Samarkand, Bukhara, Upper Oxus, Bactria, Gandhara, Harappa, Sulaiman, Kalibangan, Western Himalaya, Abhisara, Kuru, and Surasena.
2.118 Egypt (27/8) - The following areas are associated with Egypt: Tyre, Jericho, Jersalem, Petra, Sinai, Gaza, Tanis, Alexandria, Eastern Desert, Memphis, Fayum, Western Desert, Ptolemais, Siwa, Cyrenaicia, Upper Egypt, and Buhen.

2.2 Playing with less than 18 players

2.21 This section will attempt to detail recommended playable civilizations as well as artificial map borders for any number of available players. It is important to keep in mind that these scenarios are suggestions and many not have been completely play-tested. Nonetheless these guidelines should at the very minimum provide a game that is not horribly unbalanced.

2.22 Allocating Playable Areas/Borders

2.221 For every civilization not played all areas associated with that civilization as per section 2.1 should be removed from play. Areas associated with more than one civilization are removed from play if any associated civilization is not played. Areas not associated with any civilization are removed from play only if all bordering areas are removed. Open sea areas are never removed from play.

2.222  When removing an area from play it is important to note that ships may pass completely through the coastal waters of these areas (even carrying tokens), but no tokens or cities can ever occupy the land at any time, nor may ships ever stop their movement in these waters. You may also use removed areas to trace paths over sea, but not over land.

2.223 For all purposes but ship movement and tracing of paths over sea the borders to removed areas are considered to be the map edge.

2.224 Additional Notes: When deciding what nations to play it is important to realize that it is almost always better to remove nations from the map edges rather than from the center. For example in a 15 player game it is not advisable to remove Babylon or Minoa. Always make sure to agree what nations will not be in play before allocating civilizations to players.

2.23 CivX Power Inclusion Guidelines

2.23 To allow an extra buffer of space, include an extra civilization in the selected process, recognizing that this will leave an area on the map that is uncontested.

	Players
	Civilizations to Include
	Special Notes

	6-8
	Any clustered group, ie. Celts, Carthage, Iberia, Rome, Hellas, Minao, and Hatti, then Egypt, then Assyria.
	Add one more civilization than there are players

	9
	Add Babylon, this resembles the Advanced Civ map.
	Only one trade block

	10
	Remove Celts, Iberia, and Carthage; add Parthia, Persia Nubia, and Saba.
	Still one trade block

	11
	Add Kush and Indus (now two more civilizations than there are players, one for each side)
	Still one trade block, but add 2 extra civs

	12
	Add Carthage (now two more civilizations than there are players, one for each block).
	Use two trade blocks

	13
	Add Iberia.
	

	14
	Add Celts (use all civs except Dravidia and Maurya).
	Assyria goes in east block

	15
	Add all except Celts; optionally add all but Nubia.
	

	16-18
	Play with all civilizations.
	


2.3 Playing a Shorter Game

2.31 Often, it is difficult to dedicate the 13+ hours needed to play a full game. This section provides alternatives where you start the game at a later point (farther along the A.S.T.). This quick start will allow games to be finished faster and also allow players to jump into the heart of the game. There are many options when setting up the board, but they usually require players to secretly record their choices on a piece of paper.

2.311 Depending on the amount of time available the group should decide how long they desire to play. For a long game the estimated playing time is 10 hours, for a medium game it is 8 hours, and for a short game it is 5 hours. The setup stages differ depending on how long of a game you choose, so it is important all players agree before you continue.

2.32 Shorter Game

2.321 After selecting which civilization each player will play, players proceed by secretly selecting a set of advances from the appropriate column of the Advances Setup Table above, or by secretly purchasing advances that total the appropriate number of points, 200 for a long game, 500 for a medium game, 700 for a mid-short game, 1000 for a short game.  Unless playing a short game, no advance that requires a prerequisite may be purchased.  In the short game, if a required prerequisite is not selected, a player may trade the listed advance for its prerequisite if the total is still within the limit.  Otherwise the player must forfeit the advance and take the appropriate number of extra tokens instead.  With every 10 unspent points (rounded down), one additional token may be placed (2.322).  Players may take a moment to discuss what they are going to purchase with their neighbors, but any promises are non-binding and a player may not openly reveal his recorded selection. Once all players have decided they simultaneously reveal their selections and collect the appropriate advances.

2.322 Next each player secretly records the location of 40 tokens to be placed.  Depending on the set of advances chosen in 2.331, players may be able to place more tokens, up to the maximum number to be played (55 pieces by default).  A player may place units within 4 spaces of their starting location (not including open sea spaces), or into their treasury.  Optionally, players may simply place tokens in areas associated with their civilization as with the Basic Short Game.  Players do not have to place all their assigned tokens; simply return the left-over tokens to stock.  Players may discuss the placement of their units with other players but these discussions are never binding and no player may openly reveal his recorded selection. Once all players have decided they simultaneously reveal their selections and place the appropriate tokens on the board.

2.33 Finishing Setup

2.331 Conflicts are resolved, if any exist. When resolving these conflicts DO NOT take civilization advances into account. Resolve each conflict as if each player did not possess any civilization advances.

2.332 Each player in descending A.S.T. order may build his initial cities. For this purpose only, a city on a city site requires 5 tokens to build, and a wilderness city requires 10 tokens to build. When building these cities DO NOT take civilization advances into account.

2.333 Remove Surplus Tokens. This is done as per normal rules. Apply the affects of civilization advances normally.

2.334 Check for City Support. This is done as per normal rules. Apply the affects of civilization advances normally.

2.335 Create commodity card piles.  Select 5 cards of each commodity from the 3rd stack (Fish, Fruit, Salt, etc…) and separate each commodity into a pile.  Likewise select 4 cards of each commodity from the 4th and 5th stacks, and 3 cards of each commodity from the 6th stack.  The piles containing 4th and 6th stack commodities will need more cards; add 3 matching commodities from the 1st stack and 3 matching commodities from the 2nd stack to the piles of the 4th and 6th stack commodities respectively.

	Players
	Commodity Piles to be Distributed

	5-8
	5 Fish, 5 Fruit, 4 Wool & 3 Ochre, 4 Oil & 3 Clay, 4 Wine, 4 Textiles, 3 Tin & 3 Iron, 3 Copper & 3 Papyrus

	9-12
	As line 1, plus 5 Ceramics, 4 Grain & 3 Bone, 4 Glass, 3 Lead & 3 Wax

	13-15
	As line 1, plus 5 Salt, 5 Timber, 4 Cotton & 3 Hides, 4 Sugar & 3 Flax, 4 Livestock, 4 Lacquer, 3 Silver & 3 Stone, 3 Bronze & 3 Furs

	16-18
	As line 1, plus additions from line 2 and 3


Randomly distribute the piles and return any commodities not claimed to the appropriate stack. Add all the appropriate calamities to the stacks, with non-tradable calamities on the bottom and the tradable ones shuffles into the remaining commodity cards.

2.336 Each player now places their marker on the appropriate column on the A.S.T. depending on the desired length of the game.  For a long game, each player places their marker in the seventh column (700 points), for a medium game the ninth column (900 points), for a mid-short game the tenth column (1000 points), and for a short game the eleventh column (1100 points).  If a player does not fulfill the epoch requirements for the designated A.S.T. position, they start one position behind.  Even if they do not fulfill those requirements either, they do not start more than one position behind.  Certain civilizations will start one position behind, regardless of their cities or advances.  These are the civilizations whose Early Bronze Age begins in the fourth A.S.T. column (400 points), Egypt, Kush, and sometimes Asyria, Babylon, Parthia, and Hatti.

2.337 Finally, begin playing the game as normal.

III. Variant Introduction

3.1 Variant Introduction

3.11 The Unique Cultures variant grants civilizations special advantages and disadvantages which make them unique. These special advantage/disadvantages vary from granting free starting techs/credits to special rules exceptions.

3.2 Civilization Advantages/Disadvantages

3.201 Iberia – Advantages: All Craft advances cost 10 less.  The base cost of the Trade Routes advance is decreased to 140, but victory value is unchanged. Disadvantages: When subject to the special ability of Provincial Empire, Iberia must double the effect and give two commodity cards. All Civic advances cost 10 more.

3.202 Carthage – Advantages: Ships do not cost maintenance.  The base cost of Military is decreased to 150 and Naval Warfare is decreased to 140, but victory value remains unchanged. Disadvantages: One additional city is reduced by Superstition and Iconoclasm & Heresy.

3.203 Celts – Advantages: When determining if the Celt’s AST marker can advance, decrease the number of required cities by 1. The Celts do not regress a space if they have no cities.  5 less tokens are added to the Barbarian Hordes. Disadvantages: All Civic and Science advances cost 10 more.  The base of Engineering is increased to 200, but victory value remains unchanged.

3.204 Rome - Advantages: Starts with Clothmaking.  The base cost of Advanced Military is decreased to 210 and Provincial Empire is decreased to 170, but victory value remains unchanged. Disadvantages: All Arts advances cost 10 more.  The base of Democracy is increased to 250, but victory value remains unchanged.  5 more tokens are added to the Barbarian Hordes.

3.205 Hellas - Advantages:  Starts with Pottery.  The base cost of Cultural Ascendancy is decreased to 200 and Democracy is decreased to 170, but victory value is unchanged. Disadvantages: When determining if the Hellas AST marker can advance, increase the number of required cities by 1.  Hellas will regress a space if they have only 1 city.  

3.206 Minoa - Advantages:  Begins the game with one ship (which must be placed next to the first token). Ships do not cost maintenance. Disadvantages: Minoa now treats the Barbarian Hordes calamity as a Corruption calamity.  The base of Metalworking is increased to 130, but victory value remains unchanged.

3.207 Hatti - Advantages:  All Religion advances cost 10 less.  The base cost of Military is decreased to 130, but victory value is unchanged. Disadvantages: All Science Advances cost 10 more.  The base cost of Architecture is increased to 140, but victory value is unchanged.

3.208 Assryia - Advantages:  Starts with Metalworking.  The base cost of Monarchy is decreased to 45 and Fundamentalism is decreased to 130, but victory value is unchanged. Disadvantages: When determining if the Assyria AST marker can advance, increase the number of required cities by 1.  Assyria will regress a space if they have only 1 city.  

3.209 Egypt - Advantages:  Wonder of the World now costs 250 and Theocracy 65. Disadvantages: To advance into and through the Late Iron age requires 200 more points than the printed value.

3.210 Nubia – Advantages: Starts with Pottery.  The base cost of Mining is decreased to 140, but victory value is unchanged. Disadvantages:  Nubia now treats the Volcano/Earthquake calamity as a Famine calamity.  The base of Herbalism is increased to 105 and Rhetoric is increased to 100, but victory value remains unchanged.

3.211 Saba - Advantages: When purchasing commodity cards, all cards cost 1 Treasury token less (can be free).  The base cost of Trade Empire is decreased to 200 and Trade Routes is decreased to 160, but victory value is unchanged. Disadvantages: 5 more tokens are used for the Barbarian Hordes and one additional city is reduced by Superstition.

3.212 Babylon - Advantages: Starts with Masonry.  All Science Advances cost 10 less.  Disadvantages: One additional city is reduced by Civil Disorder and Iconoclasm & Heresy.

3.213 Persia – Advantages: All Civic advances cost 10 less.  The base cost of Law is decreased to 100, but victory value is unchanged.  Disadvantages: 5 more unit points are lost during Tyranny and only 3 ship pieces are available to use.

3.214 Parthia – Advantages:  The base cost of Advanced Military is decreased to 190, Public Works is decreased to 200 and Fundamentalism is decreased to 130, but victory value is unchanged.  Disadvantages: All Lower advances cost 10 more.

3.215 Kush - Advantages:  All Religion advances cost 10 less.  The base cost of Engineering is decreased to 100, but victory value is unchanged. Disadvantages: Kush treats the Cyclone calamity as a Barbarian Hordes calamity.  All Arts advances cost 10 more.

3.216 Indus - Advantages:  Starts with Mythology and Herbalism.  Disadvantages: All Upper advances cost 10 more.

3.217 Dravidia - Advantages:  Starts with Mysticism.  The base cost of Architecture is decreased to 60, but victory value is unchanged.  Disadvantages: All Civic advances cost 10 more.  One additional city is reduced by Superstition.

3.218 Maurya – The base cost of Theology is decreased to 210 and Library is decreased to 220, but victory value is unchanged.  Disadvantages: To advance into and through the Late Iron age requires 200 more points than the printed value.

3.3 CUSTOM Advantages/Disadvantages

3.31 Players may optionally choose to make their own custom advantages and disadvantages for their civilization.  Use the table on the next page to choose advantages and disadvantages that total 0 points.  No civilization may take more than 3 advantages (It would be valid to take three advantages that total 4 points by choosing two 1 point advantages and one 2 point advantage).  The majority of players must agree that no custom civilizations will have a noticeably unbalancing effect on the game.  The same advantage or disadvantage cannot be taken more than once.  A player can choose to have a disadvantage making Religion advances cost 10 more, and also one making Science advances cost 10 more; but one cannot make Religion advances cost 20 more.

	-1 Advantages
	+1 Disadvantages

	The base cost of one advance is decreased by 50 points, but victory value is unchanged.
	The base cost of one advance is increased by 50 points, but victory value is unchanged.

	The base costs of two advances are decreased by 30 points each, but victory values are unchanged.
	The base costs of two advances are increased by 30 points each, but victory values are unchanged.

	One group/color of advances costs 10 less.
	One group/color of advances costs 10 more.

	Starts the game with a Lower advance of your choice (which has no prerequisites).
	To advance into and through the Late Iron age requires 200 more points than the printed value.

	The effect of one applicable calamity is decreased by 5 points† or 1 city‡.
	The effect of one applicable calamity is increased by 5 points† or 1 city‡.

	Begins the game with one ship (which must be placed next to the first token).
	The effect of aggressive advances is doubled when used against them, (Trade Empire, Provincial Empire, Fundamentalism, Monotheism, or Politics), but only the first advance used against them each round.

	Ships do not cost maintenance.
	May use only 3 ship pieces; only applicable if playing Carthage, Rome, Hellas, Minao, Persia, or Saba.

	When purchasing commodity cards, all cards cost 1 treasury token less (can be free).  
	One less harmful calamityΦ is treated as a more harmful calamity†.

	May build wilderness cities using only 9 tokens.
	

	-2 Advantages
	+2 Disadvantages

	When determining AST advancement, decrease the number of required cities by 1; civilization will not regress if they have 0 cities.
	When determining AST advancement, increase the number of required cities by 1; civilization will regress if they have only 1 city.

	
	All Lower advances cost 10 more.

	
	All Upper advances cost 10 more.


† Famine, Epidemic, Corruption, or Tyranny for any civilization; also Flood for Babylon, Egypt, Indus, or Maurya; and Barbarian Hordes for Celts, Carthage, Egypt, Nubia, Saba, Parthia, Kush, or Maurya (Calamity must be included; cannot select Tyranny when playing with only seven players)

‡ Superstition, Civil Disorder, or Iconoclasm & Heresy

Φ Volcano/Earthquake, Squandered Wealth, or City Riots; also Cyclone for Babylon, Kush, or Parthia; and Barbarian Hordes for Iberia, Rome, Hellas, Minao, Persia, Indus, or Dravidia unless they are adjacent to the map edge (Calamity must be included)
IV. HISTORICAL VariaNTS

4.1 FORTHCOMING

V. OPTIONAL RULES

5.1 GOLD CHIPS
5.11 With the ability to purchase trade cards from multiple stacks, players often find themselves using their treasury more frequently and never saving enough to purchase from the 9th stack (which was common in Advanced Civilization).  Players can optionally decide to remove the advances which enable such purchases, namely Prospecting, Cartography, and Rhetoric.  

5.12 Whether playing with the 5.11 option or not, players can also choose to play with Gold Chips, a wealth saving mechanism to encourage more purchases form the 9th stack.  Gold Chips always cost the same as a purchase from the 3rd trade card stack for a given player.  During the Acquisition of Trade Cards phase, prior to a player’s other purchases they may choose to purchase up to 2 Gold Chips per turn.  Then they may exchange 3 Gold Chips to purchase from the 9th stack.  Players are still limited to purchasing a total of three trade cards per turn, with purchases paid for using Gold Chips still counting as a purchase.  In addition Gold Chips may be traded or transferred at any time, or used when purchasing advances to count as 3 treasury.  Gold Chips do not count toward victory points.  
5.2 CALAMITIES
5.21 Superstition now included a secondary victim who is assigned to reduce one city.  This rule may be optionally removed to follow the Superstition calamity from Advanced Civilization.

5.22 The Barbarian Hordes is often a calamity that has little lasting effect.  To increase the damage of Barbarian Hordes, barbarian tokens can optionally be allowed to expand during the Expand Population phase, however their growth should be limited to only 1 token per area.  Barbarian tokens in excess of the population limit would then be removed during the Remove Surplus Population phase.
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