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In the 5th century BC, 

Sun Tzu published a treatise entitled "The Art of War".

Use restraint when deploying resources :

Defending with aplomb.

Recognize strategic opportunities 
when they arise.

Never create an opportunity for the enemy in return.

Use restraint: 
create dynamics and take the enemy by surprise.

Handling direct and indirect confrontation.

Don't overlook the circumstances that should prompt a 
warlord to renew his strategy, and guard against the  5 

dangers: 
1.	 too much eagerness to face death,
2.	 too much attention to preserving life,
3.	 hasty anger,
4.	 prideful reactions,
5.	 complacency towards your soldiers.

Don't overlook the topography, which can work to your 
advantage or disadvantage.

And above all, don't forget that the key to success most often 
lies in assessing the enemy's intentions...

These are the skills you'll need to fulfill your destiny.

Can you make these 13 principles your own, so that your clan can 
triumph and become a 13th-century dynasty on the Asian continent?

Whether you're a Chinese or Mongolian Clan, get ready to declare loud 
and clear: "Engage the game so I can win it" (Alain Damasio).
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8 tiles 
for 2 players

+ 4 tiles 
for 3 palyers

+ 3 tiles 
for 4 players
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Set up
•	 Indicate turn 1 on the time wheel, place it where everyone can see it. 

•	Choose tiles according to the number of players. On the back of the tiles, the 
number of players and the letter of the tile (to be used for imposed scenarios) 
are indicated:

You can play Yuan in several scenarios (Free or Imposed, see end of booklet), with or 
without bidding (see p6). Territory tile assembly and capital city placement will then be 
different.

For your first game, we advise you to play a free scenario without bidding!
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1.	 Distribute the Territory tiles evenly to each player. Each player in turn places a 
tile in the center of the table next to another. Repeat until the last Territory tile 
has been placed (with 4 players, one player will place one less tile than the other 
players).

2.	 Place a Temple on each Hill Province.

3.	 Place one City per player (of a different color) on a Province (other than Mountain 
and Water) in agreement with your opponents.

4.	 Each player randomly picks one of the colors in play. They will then play this 
color and Clan for the duration of the game (when placing Towns, players don't 
know what their starting color and Town will be).

5.	 Each player takes a pencil, the folding screen, Villages, Towns, Armies and the 
Clan board.

6.	 Each Clan takes 4 Chão (printed money, pronounced "chao". 

7.	 Make the necessary Chão deductions from each Clan, if you're playing with Clan 
powers, see p.17.

FREE SCENARIO WITHOUT BIDDING
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1.	 Distribute the tiles to each player. Each player in turn places a tile in the center of 
the table, next to another. Repeat until you reach the last "Territory" tile.

2.	 Place a Temple on each Hill Province.

3.	 Place Cities at random on Provinces (other than Mountain and Water) (in agree-
ment with all players).

4.	 Each player takes 6 Chão.

5.	 All players, at the same time, make a hidden bid in their hand. They then reveal 
their bids simultaneously. The player who has bet the most spends the Chão and 
chooses his capital and therefore his Clan.

6.	 Repeat this type of bidding until all players have a Clan.

7.	 Each player takes a pencil, a folding screen, Villages, Towns, Armies and a Clan 
board..

 REMARK : In the event of a tie, repeat the auction between the players who bid the most. 

In the event of another tie and if all players bid the maximum (6), determine the winner 
at random. 

Also, if you're playing the Power of Clans, in auction mode, don't take into account the 
financial adjustments of each Clan.. 

Goal of the game
At the end of each round, the Clan that controls a number of Temples greater than or 
equal to the number indicated by the time wheel wins the game! In the event of a tie, 
the Clan with the most Mines wins. In the event of a new tie, it's the Clan with the 
most Chão, or failing that, the most Armies..	

FREE SCENARIO WITH BIDDING

Only use Clan powers once you've mastered the rules of the 
game. Playing the game once usually gives you a good grasp of 
the mechanics, and allows you to use this option..

During a game of YUAN, you are allowed to talk and negotiate 
your future actions with your opponents. You can't, of course, 
show off your programming until all the other players have 
finished theirs, but this can help you immerse yourself in the 
role of Clan leader. 

But, as Sun Tzu's treatise makes clear, be sure to assess your 
enemies' intentions. !



7

VILLAGE AND CITY

Detailed description

A tile is composed of 7 "squares" made up of different types of terrain.

 

There are three types of terrain on Territory tiles : 

A.	 Mountains (grey background) are impassable. 

B.	 Lakes (with blue backgrounds) enable connec-
tions (Water boxes).

C.	 Provinces, recognizable by their name, generate 
resources for more powerful actions. There are 
four different types  : 

Rice paddies for Develop-
ment actions

Mines for Militarization 
actions

Forests for fortification The Hills do not generate 
resources, but are the locations 
of the initial Temples. !

A

TILE

Village

A Village in its color symbolizes that you control this Pro-
vince.

City

A City has the same effect as a Village, but can also generate 
more powerful effects.

A second Town in the same Province means that the Pro-
vince produces twice as many resources..

Rampart

One Rampart around a City gives a defense of 2 (on the 
wood side).

Two ramparts around a city make the city indestructible 
and generate a defense of 1 on adjacent provinces (second 
rampart on the stone side).).

Armies 

They have a Strength of 1. 

A maximum of 3 armies can be in the same province at the 
end of the turn..

B

C

C C
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FREE, CONTROLLED & ENEMY PROVINCE

ADJACENT & CONNECTED

GROUP OF PROVINCES

A group of Provinces is a set of adjacent Provinces belonging to the same 
Clan, whether Villages or Cities.. 

 EXAMPLE : in the situation below, we identify 3 distinct groups :

An adjacent province is a province next to one of its own provinces.

A connected province is one linked to another by a lake (or river), re-
gardless of the number of Water squares.

A free province is a province with no occupants (town or village). It may 
contain a Temple.

A controlled province is one that contains at least one Village or Town 
belonging to its own Clan.

An enemy Province is one containing a Village or Town from a Clan other 
than your own.
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COST OF ACTIONS

Each action has a cost in Chão depending on its level: 

0 Chão 4 Chão 7 Chão

The cost of programmed actions is paid at the start of the resolution 
phase. You therefore need to have enough Chão to program your actions, 
but a reduction in cost is possible depending on the type of Province 
controlled.

The real cost of actions
As seen above, the cost of actions depends on their level. 

This cost can be reduced by the number of Provinces controlled per type 
(Rice, Forest or Mine).

Each Province controlled reduces the cost of the action linked to the type 
by 1. 

Rice paddies

for Development 
actions

Forests

for Fortification 
actions

Mines

for Militarization 
actions

 EXAMPLE 2 : if we want to do Development I, Fortification III and 
Militarization II, it will cost us 11 Chão (0 for Development I, 
7 Chão for Fortification III and 4 Chão for Militarization II). If 
we control 4 Rice Fields, 5 Forests and 2 Mines (or produce their 
equivalent, thanks to the Town which doubles production), the 
cost will be 4 Chão.
As Development I costs 0, controlled Rice Fields are ignored. Forti-
fication III costs 7 Chão, minus the 5 Controlled Forests, giving a 
final cost of 2 Chão. Militarization II costs 4 Chão, minus the two 
controlled Mines, giving a final cost of 2 Chão. 
The total cost of the turn, to be paid at the start of the resolution 
phase, is therefore 4 Chão! 

 EXAMPLE 1 : if we want to perform a level II Development action 
(Rice paddy) and we control 2 Rice paddies, the action will cost us 
only 2 Chão instead of 4. No Chão if we control 4 Rice paddies or 
more.
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Tour sequence

Each clan must simultaneously plan which actions it will undertake this turn, hid-
den behind its screen. There are two possibilities :

•	Write down the name of the Province where it intends to play, which we'll 
call the Target Province.  
And place an action or non-action cube in the level I, II or III action box for 
each type of action - Development, Fortification, Militarization - that he in-
tends to carry out in the targeted Province. It is therefore possible to carry 
out from one to three actions, of the same or different levels, on a Province 
in the same turn!  
 IMPORTANT : only one Province can be targeted per turn!

•	 	Pass your turn: don't indicate any Province or action. The player is conside-
red to have passed his turn, and will earn 6 Chão in the "income" phase of 
the resolution.

I. THE WHEEL OF TIME

II. PLANNING

	 I.	 UPDATE THE WHEEL OF TIME

	 II.	 PLANNING

	 III.	 RESOLUTION

	 IV.	 VICTORY CONTROL

At the start of each round, except the first, turn the wheel one notch to deter-
mine the number of Temple you need to control in phase IV to win. !
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Colonization
 - Targets a free Province (owned by no one) -

Niv I (0 Chão/Rice paddies)
Acquire the free Province adjacent or connec-
ted to one of the Provinces you own, as well 
as the free Provinces adjacent to it, by adding 
one Village per Province (for special cases, see 
Automatic urbanization)..

Before colonization After colonizing a province 
connected by water squares

Niv II (4 Chão/Rice paddies)
Same as Niv I colonization, but with the inco-
me phase gain of 2 Chão.

Niv III (7 Chão/Rice paddies)
Acquire the Free Province and adjacent Free 
Provinces by adding one Village per Province. 
(PRECISION : anywhere on the tiles, not ne-
cessarily adjacent or connected to one of our 
Provinces. For special cases, see Automatic 
urbanization).

Each Clan simultaneously removes its screen, clearly showing the Province it is 
targeting this turn. 

All Clans then pay and perform their actions simultaneously, in the following 
order :  

1.	 	Development
2.	 	Fortification
3.	 Militarization - Army creation
4.	 	Militarization - Attack
5.	 	Fortification - Following attack
6.	 	Income
7.	 Upgrading Armies, Temples and Provinces 

 IMPORTANT : as shown in the resolutions, you can't do Development after an attack! 
each action will specify the order of priority in the event of identical target Provinces 
between several players, or equivalent actions on adjacent Provinces..

III. RESOLUTION

◆ DEVELOPMENT ◆
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Automatic urbanization

After the end of a colonization, if the newly created group from the targeted 
Province does not contain at least one Town, the Village in the targeted Pro-
vince (the first Village) instantly becomes a Town. All the following actions 
will then apply to a Town and no longer to a Village.

 EXAMPLE : the Blue Clan colonizes a Province with the Colonization I action, placing 
a Village on the Province and on all adjacent Provinces. At the end of this phase, no 
Town is adjacent to the group of Villages created, and the first Village (the targeted 
Province) becomes a Town. Any further action during the turn will therefore apply to a 
Town and not to a Village..

Expansion
- Target one of its Provinces -

Niv I (0 Chão/Rice paddies)
Acquire free Provinces adjacent to the target 
Province group by adding Villages.

Niv II (4 Chão/Rice paddies)
Identical to Niv I expansion, but with the inco-
me phase gain of 2 Chão (this action is possible 
even if it doesn't acquire new Provinces).

Niv III (7 Chão/Rice paddies)
Build a Temple and immediately steal 2 Chão 
from the Clans adjacent to the Temple.
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Urbanization
- Target one of its Villages -

Niv I (0 Chão/Forest)
No effect. 

Niv II (4 Chão/Forests)
Turn the Village into a City.

Niv III (7 Chão/Forests)
Turns the Village into a fortified Town. Replace the 
Village with a Town and place a wooden rampart 
around it (defense 2). 

Add an Army to the Province! 

Reinforcement
 - Target one of its Cities -

Niv I (0 Chão/Forest)
Add a City to the first. Doubles the production of 
the city in the upgrade phase.

 IMPORTANT : you can never increase the pro-
duction of a doubled City. 

Niv II (4 Chão/Forests)
Turns the town into a fortified city. Placing 
a wooden rampart around the town (gives a 
defense of 2) and adding a town to the first one 
doubles its production.

 IMPORTANT : you can never increase the pro-
duction of a doubled City.

Niv III (7 Chão/Forests)
Turns the City into an indestructible City. And 
gives a defense of 1 to all adjacent Provinces. 
Add an Army to the Province! 

 REMARK : Indestructible City: as its name sug-
gests, the City can no longer be destroyed, but 
its armies can be attacked! This action does not 
double the City's production, but if it already 
did, the doubling is retained.

◆ FORTIFICATION ◆

 EXAMPLE : for a fortified Town, place a Rampart on the Wood side. 
If you want to turn a City or an already-fortified City into an indestructible City, place 2 Ramparts 
( for a City) or 1 Rampart ( for a fortified City) on the Stone side. 
So, the symbolization of a fortified Town is to have a single wooden Rampart, and that of an indestruc-
tible Town is to have two Rampart walls, including the one above in Stone.



14

Recruitement
 - Target one of its Cities -

Niv I (0 Chão/Mine)
No effect.

Niv II (4 Chão/Mines)
Add an Army to the Province.

Niv III (7 Chão/Mines)
Add three armies to the Province! 

 IMPORTANT : at the end of the turn, each pro-
vince may receive no more than three armies; 
any surplus armies are destroyed and returned 
to the clan's available stock..

Attack
- Target an enemy province -

Niv I (0 Chão/Mine)
Attack an enemy province adjacent or connec-
ted to at least one of its armies. 

Niv II (4 Chão/Mines)
Attack an enemy province adjacent or connec-
ted to at least one of its armies and add an 
army from your reserve to the battle..

Niv III (7 Chão/Mines)
Attack an enemy Province adjacent or connec-
ted to at least one of its Armies and add an 
Army from your reserve to the battle. In the 
event of victory, carry out a force 1 attack on 
adjacent enemy-occupied provinces (this attack 
takes place after any other enemy attack).).

◆ MILITARIZATION ◆

 REMARK : the number of armies for each clan is limited. If all armies are in play, no 
new ones can be created. ! 

 IMPORTANT : whatever the level of attack, all armies beyond the first, adjacent or 
connected to the targeted province, must attack. ! 
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Combat /Attack 

At least one Army present on the Territory must take part in the initial attack 
(you can't initiate an attack just by creating an Army. Ex: Niv II Attack does 
not allow you to attack with this newly-created Army if at least one existing 
Army does not take part in the combat).. 

The attacker cannot decide which 
armies will join the targeted province. 
All armies adjacent or connected to the 
targeted province must attack, and will 
therefore no longer be on their home 
province to defend it.

When armies clash, they each have a 
value of 1.

In the event of a 1:1 tie, they annihilate 
each other. In the event of a tie, the 
advantage goes to the defender. You 
need one more Army than the defender 
to take his Province.

In the case of fortification, the armies 
face off first, and if the attacker still has 
armies, their strength is compared with 

the fortification's defense. 

 REMARK: for a defense of two, three armies are needed to take the Province. ! 

Surviving armies remain in the targeted 
province. 

If the attacker wins, the defender loses 
his province. All Villages, Towns and any 
Rampart are removed. If the defender's 
province group has no Towns left, any 
Armies are removed and Villages are 
replaced by those of the attacker.

Once all attacks have been resolved, the 
automatic urbanization rule below can be 
applied.

Automatic urbanization

After a successful attack, if the newly acquired Provinces are not part of a 
group containing at least one Town, the Village of the targeted Province 
instantly becomes a Town. All subsequent actions will then apply to a City, 
not a Village.

 EXAMPLE : the blue Clan attacks the HU Province with the Attack Level I 
action, destroying the targeted Town. Adjacent Villages which no longer have 
a Town in their group are replaced by Villages belonging to the attacker. At 
the end of this phase, if the newly-acquired Provinces are not part of a group 
containing at least one Town, the first Village (the targeted Province) becomes 
a Town. The next programmed action is a level II fortification, so this will be a 
reinforcement (since it targets a Town) which will add a wooden Rampart and 
double production !
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After each Clan has upgraded its Temple control, check if any of them meet the 
victory condition by controlling as many Temples as indicated on the time wheel.

If a Clan controls the required number of Temples, it's victory! 

In the event of a tie, it's the Clan that controls the most Mines. In the event of ano-
ther tie, it's the Clan with the most Chão, and finally the most Armies..

IV. VICTORY CONTROL

◆ FORTIFICATION AFTER ATTACK ◆

•	Possible gain of Chão, through Development.

•	6 Chão gain for passing his turn.

Following an attack, a clan can program a fortification. 
The rules for fortification after an attack are identical to those for fortification 
on page 13. This fortification follows a successful attack and cannot be carried 
out if the attacker has not conquered the targeted province! 
In this case, exceptionally, the Chão expenditure for this fortification is reim-
bursed.

◆ INCOME ◆

◆ ARMY UPGRADES BY CLAN ◆

Each Clan upgrades its Clan Board, where it adjusts the markers for controlled 
Temples, Rice Fields, Forests and Mines. 

On the Territories, it removes surplus armies from the Provinces (reminder: maxi-
mum 3 armies per Province)..

Tie management

Here is a priority system for cases where several clans act on the same pro-
vinces in the same turn.. 

Colonization or Expansion : 
If several Clans target the same Province for colonization, their action is can-
celled, as are any subsequent actions (fortification and/or Militarization). This 
means that they do not spend any Chão sums required for these actions.

However, each Clan gains 6 Chão (as if it had passed its turn).

If several Clans, through the Colonization or Expansion action, were to 
extend their territory by adding Villages around their targeted Province, 
there are two possible scenarios : 

1.	 Clans must place a Village on a Province that is not their target 
Province of the turn, nobody places a Village, the Province remains 
empty..

2.	 One of the clans must place a village on a province which is not its tar-
get province of the turn, and another clan has targeted this province. 
This clan has priority and takes the province..

Attack :
If several Clans attack the same Province. First, resolve the mutual attack 
of the attacking Clans' armies using the same combat rules: 1 vs 1, they 
annihilate each other. And only if there are still attacking Armies left, the 
attack on the Province is resolved !
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THE VOLCANOES
On all turns, the territories adjacent to the 
Volcanoes produce double the resources 
(so 2 ​​resources or 4 resources for doubled 
cities).

EXPLOSION OF VOLCANOES: 
À At the end of turn 5, turn 9 and turn 
13 (during phase 7 of upgrade, therefore 
before the victory check) the Provinces 
adjacent to the Volcanoes become neutral 
again. The Clans withdraw Villages, Cities 
(even indestructible) as well as Armies 
from these Provinces.

Optional rule

The Clans

Clan Mu (Black)
Starting Chão -2. You win the game with 3 times the 
objective in number of Provinces owned. A Temple 
counts as two Provinces. In case of a tie, you win the 
game!

Clan Suhey (Red)
Starting Chão -1. During a development action, if Pro-
vinces that you must acquire have remained neutral 
(because of another player), recover them anyway.

Clan Weyu (Green)
Starting Chão +0. in the Attack action, isolated Armies 
can cross a Mountain and two Water spaces maximum.

Clan Xiangi (Orange) 
Starting Chão +0. You cannot move more than 2 
Water spaces (Development or Attack). If one of your 
Provinces is between 2 Mountains and has at least one 
Army then it has a +2 defense strength.
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Scenarios

CROSSING THE WATERS - 3 PLAYERS

RIVER CONTROL - 4 PLAYERS

Initial placement imposed on tiles and free of the first cities.

No special rules..
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Initial imposed placement of tiles and first cities. Mandatory placement 
auctions. 

No other special rules.
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GENERALIZED CONFLICT - 5 PLAYERS

Scenario only possible with the two boxes, China and Mongolia:

Imposed initial placement of tiles and first cities. No special rules.

A

L T A I  

A
L

T
A

I 

ALTA
I 

C

A O  

C
A

O
 

CAO
 

G

E  

G
E

 

GE A

H
U

O
 

H U O  
H

UO 

J
U

 

J U  

JU 

L
I 

L I  

LI 

M
A

N
D

 

M A N
D

 

M
AND B

H
E

N
 

HEN

 
H

E N  

S
H

U
 

SHU 
S H U  

D
A

O
 

DAO 
D

A O  

Z
E

N
G

H

 
ZENG

H
 

Z E N G H  D

G
O

V
I 

GOVI 
G O V I  

H
O

V
 

HOV 
H

O V  

I K
 

IK 

I K  

E
K

H A L  

K
H

A
L

 

KHA
L

 

L I A N G  

L
I A

N
G

 

LIAN
G

 

M

A O  

M
A

O
 

MAO
 

F N
IE

 

N I E  

N

IE 

S
O

N
G

 

S O N

G
 

SONG 

T
A

N
G

 

T A N

G
 

TANG 

U
L

A
N

 

U L A N
 

U

LAN 

X
IA

 

X I A  

XIA G

N

IE 

N
IE

 

N I E  

S

ONG 

S
O

N
G

 

S O N

G
 

T

ANG 

T
A

N
G

 

T A N
G

 

U

LAN 

U
L

A
N

 

U L A

N
 

X

IA 

X
IA

 

X I A  
G

YAN

 
Y

A N  
Y

A
N

 

ZHOU
 

Z

H O U  

Z
H

O
U

 

BAY 
B

A Y  

B
A

Y
 H

FEI 

F

E I  

F
E

I 

GU 

G

U  

G
U

 

I

I

JINST
 

J I N S T  

J
IN

S
T 

TOG 
T

O G  

T
O

G
 

MI 

M

I  

M
I 

OVOR
 

O

V O R  

O
V

O
R

 

SUH 
S

U H  

S
U

H
 K

M
I 

M I  

M
I 

O
V

O
R

 

O V O R
 

O

VOR 

S
U

H
 

S U H  
SUH K

T
E

N
G

 

T E N G
 

TENG 

W
E

Y
 

W E Y
 

W
EY 

X
IA

N
G

 
X I A N

G
 

XIANG 

L

TENG
 

T

E N G  

T
E

N
G

 

WEY
 

W

E Y  

W
E

Y
 

XIAN
G

 
X

I A N G  

X
IA

N
G 

L

N
C H E N

 
C

HEN 

C
H

E
N

 

H A N

 
H

AN 

H
A

N
 

X I N  
X

IN 

X
IN

 

O N G  
O

NG 

O
N

G
 

F A N  
F

AN 

F
A

N
 

L I A O
 

LIAO 

L
IA

O
 

O
Y

I N
G

 

YING
 

Y I N G  

B
U

L
 

BUL 
B U L  

Y
U

 

YU 

Y

U  

Y
A

N
 

YAN

 
Y

A N  

Z
H

O
U

 

ZHOU
 

Z H O U  

B
A

Y
 

BAY 
B A Y  

H

GOVI 
G

O V I  

G
O

V
I 

HOV 
H

O V  

H
O

V
 

IK 

IK  

I K
 

E

X U  

X

U 

X
U

 

Z A V  
Z

AV 

Z
A

V
 

B A O  
B

AO 

B
A

O
 

C H E N
G

 
C

HENG 

C
H

E
N

G  
D

A
L

T
A

I  

A L T A
I 

A

LTAI 

C
A

O
 

C A O  
CAO 

G
E

 

G E  

GE 

A
QIN 

Q
IN

 

Q I N
 

T A N  
T

AN 

T
A

N
 

W U Z  
W

UZ 

W
U

Z
 

C

F

EI 

F
E

I 

F E I  

G

U 

G
U

 

G U  

I

NIE 

N

I E  

N
IE

 

SON

G
 

S

O N G  

S
O

N
G

 

TAN

G
 

T

A N G  

T
A

N
G

 

ULAN
 

U

L A N  

U
L

A
N

 

XIA 

X

I A  

X
IA

 G
M

I  

M
I 

MI 

O

V O R  

O
V

O
R

 

OVO
R

 

S

U H  

S
U

H
 

SUH
 K

X

U 

X
U

 

X U  

Z

AV 

Z
A

V
 

Z A V

 

B

AO 

B
A

O
 

B A O
 

C

HENG 

C
H

E
N

G  
C H E N

G
 D

G O V I  
G

OVI 

G
O

V
I  

H O V  
H

OV 

H
O

V
 

I K  

IK
 

IK
 E

K

H A L  

K
H

A
L

 

KHA
L

 

L I A N G  

L
I A

N
G

 

LIAN
G

 

M

A O  

M
A

O
 

MAO
 

F

T
E

N
G

 

TENG
 

T E N G  

W
E

Y
 

WEY
 

W
E Y  

X
IA

N
G

 
XIAN

G
 

X I A N G  

L

YAN

G
 

Y

A N G  

Y
A

N
G

 

ZONG
 

Z

O N G  

Z
O

N
G

 

BAYA
N

 
B

A Y A N  

B
A

Y
A

N 

M

G
U

Z
A

 

G U Z A
 

GUZA 

M
O

U
 

M O U
 

M
OU 

T
O

V
 

T O V  
TOV 

Y
I 

Y I  

YI 

Z
O

U
 

Z O U  
ZOU 

B
O

G
D

 

B O G D
 

BOGD N

O
Y I N G

 
Y

ING 

Y
IN

G
 

B U L  
B

UL 

B
U

L
 

Y U  

Y

U 

Y
U

 



20

◆ EXPANSION NIVEAU III ◆

If two Clans build a Temple at the same time, and have to steal from each other, 
they steal nothing from each other.

On the other hand, if they both have to steal from a third Clan (which hasn't built a 
Temple), each takes 1 Chão and then a second. If they can't steal, they take nothing 
more. In short, they must have stolen the same number of Chão. 

◆ SIMULTANEOUS ATTACKS ◆
Several clans attack adjacent provinces at the same time.

I. For simultaneous attacks that are successful on different Provinces, the actions 
are performed in a certain order :

•	Each Clan removes the enemy Village or Town and acquires the targeted 
Province by placing one of its Villages there. (In the case of level III attacks, the 
Clan also removes Villages or Towns due to adjacent Force 1 attacks, if success-
ful).

•	 If an enemy group is left without a Town, it will be destroyed. Each Clan which 
has caused the destruction of the group or sub-group places one of its Villages 
on these Provinces (before removing the enemy Village). 

•	 If the attacker is the only one present on a Province, it is under his control. He 
leaves his Village there.

•	 If several attackers are present on a Province. The province is freed. 

•	Automatic urbanization rules apply after the attack (page 15)..

EXAMPLE : the Blue Clan attacks the Yellow City and the Yellow Clan attacks the Blue 

Village. Everyone takes possession of the target Province. The Yellow Clan no longer 
has a City ( for the moment) in its group, so the Blue Clan takes possession of the Yel-
low Village. On automatic urbanization, the two newly conquered Provinces become 
Towns.
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EXEMPLE : a Village group with two Towns belonging to the same Clan: if both Towns 
are destroyed in the same turn (i.e. by two different Clans), the Provinces become free 
again (empty), and there is no sharing between the attacking Clans. Exception: if one 
of the two attackers is in Level III Attack action, he will take possession of the adjacent 
enemy Provinces using the Force 1 bonus attack. 

4. If three or more Clans attack the same Province, they must face their 
Armies first. The Clans with the most Armies lose as many Armies as the Clan 
with the fewest. And so on, until only one Clan with attacking Armies remains. 
Only if there are Armies left after this confrontation, do we resolve the attack 
on the targeted Province against the defending Armies and finally against the 
Rampart (if any)..

2. If two Clans attack the same group of Villages in different Provinces, each 
attacking Clan becomes the owner of the Villages it has isolated..

EXAMPLE : the Blue Clan attacks the Yellow Village, isolating one Village from the 
group and taking possession of it. At the same time, the Violet Clan attacks the Yellow 
Village, isolating a single Village from the group.
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3. If the attack of several Clans destroys Provinces that would not be destroyed by 
the attack of only one Clan, these Provinces are set free.
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Game designer : Charlie Sigogneau
Illustrator : Adrien Rives
Graphists : Mireille Joffre et Nicolas Roblin
Project managers : Christophe Fievet et Miguel Wetter
Editor : Le Puzzle

The author - Charlie Sigogneau - particularly thanks Claire who supported him a 
lot during the design of the game, without her, the project would not have been 
successful!

The illustrator - Adrien Rives - wanted to pay a special tribute by adding these few 
words: "To your fight, to you, my little mother".

The entire OKA LUDA team thanks everyone involved in the development of this 
game! For better game ergonomics, we have taken historical and geographical liber-
ties, including the names of Provinces and Clans. 

You can play up to 8 players with these two boxes. 

The rules are the same! The bidding and clan rules are unchanged and remain 
optional.

The only differences will be : 

•	Clan powers, Clan colors, Province names, the effect of volcanoes in the Mongo-
lia box or rivers in the China box and different scenarios. 

•	When setting up, divide the choice of tiles according to the number of players : 

	• 5 players: take tiles for 4 players from one box and the 3rd player from 
the other box. 19 tiles in all.

	• 6 players: take the 4 player tiles from one box and the 3rd and 4th player 
tiles from the other box. 22 tiles in all. 

	• 7 players: take the 4-player tiles from one box and the 3-player tiles from 
the other box. 27 tiles in all. 

	• 8 players: take all tiles from both boxes. 30 tiles in all. 

Credits & Thanks

Two different boxes
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