	Game
	Smallworld

	Players & Time
	2-5, 40-80 minutes

	Preparation
	Choose the board associated to the number of players as indicated on the corner of the board.

Place a mountain board piece on all mountain regions.

Place a lost tribe token on each region with the lost tribe symbol.

Place the game turn marker on the first spot of the game turn track

Shuffle all Race banners and place them in a single pile, face up. Do the same with the power badges and place them next to the Race banners. Draw 5 of each and place them above the main pile seperately.

Give each player 5 ‘1’ victory coins

	Rules Summary
	The game spans the number of turns indicated on the map

The object of the game is to control regions, gaining victory points for each controlled region.

Choose a random yet fair way to decide who goes first, and proceed clockwise to the next player

Turn summary:

· If no race is active under players control, choose a race and power

· If an active race is under players control, choose to go in decline and end turn, or continue your turn

· Conquer regions

· Troop redeployment

· Scoring

Choosing Race and Power Combo: Select a combo and place 1 victory coin on each race above yours. Take the combo along with any victory coins on it. Take a number of matching race tokens equal to the sum of the numbers on the Race banner and Power badge.

Go Into Decline: Flip your race banner over so that it’s ‘in decline’ side is visible, and discard the special power. Flip 1 race token in each region of the race going in decline to its ‘in decline (grey)’ side, discarding all others. If you already had a race in decline, discard all its tokens and discard the Race banner. Score victory points for each region your ‘in decline’ race controls.

Conquering Regions: If it’s your first turn with your active race, the 1st region you conquer must be on the edge of the map, or bordering the seas on the edge of the map. All other conquests must be adjacent to a controlled region. 

· Remove all but 1 race token from each region you control. (you may choose to abandon a region and remove all race tokens it)

· To conquer a region, you must place 2 race tokens + 1 for each game piece on it (includes enemy tokens, mountains, etc...)

· All enemy tokens are removed, with 1 being discarded and the rest redeployed by controlling player at the end of the turn

· On your last conquest, you can try to enter a region using reinforcement die, counting each dot as a race token for the purpose of conquering the region.

· 1 race token must always be used to enter a region, regardless of other special rules from the race or its powers.

Redeployment: You may freely redeploy race tokens in any manner, making sure to leave at least 1 on each region. Opponents redeploy tokens withdrawn from conquered regions.

Scoring Victory Points: 

· Receive 1 victory coin for each region you occupy with a race token (active and in decline)

· Collect Victory coins from Race abilities and Special powers  (Active race only, unless ability says otherwise)

Keep victory point values secret until the end of the game

	End & Winner
	Once the turn marker reaches the final spot on the turn track, and every player has played their last turn, the player with the most victory coins win. In the case of a tie, the player with the most race tokens (active and in decline) wins.

	Notes
	**Whenever a race ability text or special power goes against the rules, follow the text of the race or special power


