“There, where the eagle perches on a prickly pear
cactus thriving on the water, eating a snake, you
will settle and build your city!”

It was in 1325 that this prophecy of the god,
Huitzilopochtli, finally came to fruition for the Aztec
people, who had long migrated through the lands of
Central America.

This event definitively ended their long life of
wandering, and so it is that at 2,240m above sea
level, onan island in Lake Texcoco, where this scene
of an eagle devouring a snake was observed—that
is where the Aztecs started to build the great city of
Tenochtitlan that would quickly become the capital of
their empire.

Over the course of 200 years, the Mexica (the new
name the Aztecs in this region adopted) constructed,
embellished, and enlarged districts into the superb and
gigantic districts of the city of Tenochtitlan.

They first built dikes to access the island. Then they
dug canals to create an irrigation system that served
the entire area. Each piece of land surrounded by
water formed a separate area called a calpulli, which
constituted the basic land plot of Aztec society.

To move from one calpulli to another, the Mexica
constructed wooden bridges that were easy to relocate,
in case of a wood shortage. They could travel from one
district to another on foot by bridges, or by boating
from bridge to bridge through the canals, or even by
navigating around the outside of the island.

Each calpulli elected its own leader, and participated
in construction of the temples under the direction
of a Pilli Mexica, a great noble born of the imperial
bloodline.

At the start of the 16th Century, under the reign of
Moctezuma II, Tenochtitlan spanned almost 15km2,
and was home to some 200,000 inhabitants. Alas,
nearly nothing of this grandiose city remains today!

Between 1519 and 1521, Hernén Cortés, the
celebrated Spanish conquistador, seized the entire
Aztec empire in the name of Emperor Charles
V. Once he definitively took possession, he
executed its sovereign, and razed pretty
much the entire city... particularly the temples,
which he considered to be heretical cult sites. Then he
began to drain the lake. On the ruins of Tenochtitlan,
he built Mexico City, which became the Capital of the
Viceroyalty of New Spain.
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1. BORL OF THE BAMG

Today, thanks to you, the voice of the Mexica
can be heard again! This game will help you re-
vive their powerful empire.

The year is 1325, and we have just discovered
the original island, as foretold in the prophecy.
We will once again construct Tenochtitlan, the
future Aztec capital.

Each of you is a Pilli Mexica, a great noble. To
make yourself even more indispensable for the
sovereign, construct canals to carve out districts
(calpulli) of specific sizes, as commanded by the
Emperor. Travel to these districts to found them
officially before anyone else does. Construct
bridges across these canals, to connect districts
together.

Travel by foot (entirely on land, or by passing
over these bridges) or by boat (navigating from
one bridge to another).

Build temples in the districts, so that the sum
of their levels is greater than any other player’s.
This way, you demonstrate your spiritual supre-
macy and gain favor with the Emperor.

By creating, and then founding districts, and
by the predominance of your temples in each
of them, you earn prestige points, recorded on
the track that wraps around the outside of the
gameboard.

Whoever is ahead at the end of the game will
be declared the winner, and called to a higher
office at the Emperor’s side.

¢. LUMPONENTS NP SETUP

The first time you play the game, carefully
detach all the cardboard tiles by hand from
their pre-cut

= Place the board in the middle of the table o
It represents the island where you will build
Tenochtitlan. It consists of the island @ divi-
ded into land spaces, surrounded by the lake,
wrapped by the prestige track @ , which you
will use to track the prestige the players ac-

cumulate over the course of the game; in the
lower-right corner @, there is a display of the
Emperor's commands.

Shuffle the 15 calpulli (district)
tokens of different values face-
down. Their values indicate the size of the
district demanded by the Emperor, as well as
the prestige points awarded for their foun-
dation and at the ends of the two periods.
Reveal 8 at random, and place them on the
spaces provided for them on the gameboard
6, arranging them in ascending order accor-
ding to the yellow number@atthetopofeach
token (this makes it easier to see what sizes of
districts need to be created during the game).
Set aside the 7 other tokens, still face-down;
you will use them during the second period
of the game.

Set the 43 canal tiles (6 one-space tiles
and 37 two-space tiles) § 1), which will
serve to delimit the construction of the
districts, in two piles near each other.
Position 2 two-space canal tiles on
the canal spaces already dug out
on the board such that they
fully cover the illustration.

Place the 11 bridges o, which are
used to connect the districts and to
facilitate movement between them,
beside the gameboard.

Place the 12 Action /
tokens 9 in a pile near the (&
gameboard.

Each player receives 1 of the 4 Player Aid
cards. Side A summarizes the number of
calpulli tokens and temples available to you
at the start of each period; Side B summarizes
the actions you can take during your turn,
and their cost in Action Points (AP).
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CALPULLIITOKENS

The calpulli tokens serve to identify the foun-
ded districts. A limited number of calpulli
tokens can be placed during each period.

WHE FOUNDING THE PISTRIC,

@ Size of the district: the number
of spaces that must be in the district..

@ Prestige earned by the player
who founds the district.

@ Prestige earned by the players ¢
whose Pilli Mexica is present in the
district at the moment it is founded.

The values indicate the size of the district, as
well as the prestige points earned when foun-
ding it, and at the end of each period.

BTATHE EWPJOFERCH pERIDD

@ Prestige earned by the player
who has the greatest spiritual value.

@ Prestige earned by the player
who has the second-greatest
spiritual value.

@ Prestige earned by the player
who has the third-greatest
spiritual value.

=

= Then each player chooses a color (black, grey,
tan, or red). Now take the following:

- The prestige points marker in your co- [ ]
lor, which you place on space “0” @ on the
prestige track {/).

- The Pilli Mexica of your' color
- The 18 temples of 1 to 4 levels of your color
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= From your 18 temples (as indicated on Side A
of the Player Aid), take 9:
- 3 temples with 1 level
- 3 temples with 2 levels
- 2 temples with 3 levels
- 1 temple with 4 levels
and place them in front of you, so you can
use them during the first period of the game.
Set the 9 remaining temples aside; you will
use them during the second period of the
game (Side A, Part II).

= Now turn your Player Aid over
to Side B, which shows the
different actions possible on

your turn, and how many Ac-
tion Points each costs.

For a 2-player game, after reading the rest
of these rules, please refer to special rules
in Chapter 7.

PLAEEMENT BT THE STRRT OF THE BAME

= Turn order goes clockwise around the table.
= Qut of respect for the ancient Mexica, the ol-
dest player will be the first player.

= Starting with the first player, and in turn or-
der, each player chooses a starting space D on

the gameboard (in the Emperor’s palace), on
which she places her Pilli Mexica.

Note : The Emperor's palace occupies 5
spaces: the 4 starting spaces and the center
space with Mexican emblem. No tile, calpulbi
toke, or temple can ever be placed on any
part of the palace. Only the Pilli Mexica can
cross or stand on the palace spaces.

3, PLBYING THE GRME

The game plays out over two distinct periods,
each of which is divided into a variable number
of rounds.

FIRST PERIOP

The first period ends as soon as the 2 fol-

lowing conditions are met:

= The 8 calpulli tokens on the Emperor's com-
mands display have been used to found dis-
tricts.

= At least one player has placed all 9 of her
initial temples on the gameboard.

At that moment, the players will finish the

round (so everyone gets the same number of

turns), and then it is time for the first scoring

of prestige points. Once the scoring is complete,

the second period begins.

SECOND PERIDD
ll
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= Take the other 9 temples of your color, which
you had set aside at the beginning of the
game.

Note: Any players who placed all 9 of their
first temples on the gameboard will thus
now have 9 new temples available to place
during the second period; however, the
other players will have the 9 new temples in
addition to any they did not place during the
first period, which means that these players
will have more than 9 temples available to

place during the second period.




= The first player for the second period is the H' FUHFTF"IFT H FH"HI'

same as in the first period. All the rules still Of course, the nobles did not directly participate
apply in the second period. in the construction of the canals: They left this

tedious, manual task to the people. Thus, the
Pili Mexica does not need to stand alongside
canals as they are placed.

= If all players agree that an available calpulli
token can no longer be used to found a
district, immediately remove that token from

play. At the start of the game, all land spaces of the
This is possible (for example) when... island form a single, huge distr_ic’t. Over t_he
- There are not enough canal tiles available S of the game, the players d“‘"de, this dis-
to carve out a district of the appropriate size. trict into smaller districts by constructing canals

to use water (canals / lake) to surround preci-
sely as many land spaces as they want. It is suf-
ficient for canals to touch diagonally at a corner
in order to close off a district. In this way, the
number of districts will continue to increase as
. more are carved out throughout the game.
The.second Pe.nod ends as soon as the 2 fol- A district that has been carved out, but not
lowing conditions are met: i Ea ;
. yet founded, i.e. a district without any calpulli
* The 7 ca.lpulh tokens on the Emperor’s cam: token in it (see below), is not protected. Any
mands display have been used to found dis- player can reduce it further by simply placing

tricts gor have been ’mmw"jd from play be- a new canal tile, or it could even be subdivided
cause it has become impossible to found the Srito everal smaller districks:

corresponding districts).

= At least one player has placed all of her - /“ (W) I __ ' N . |
temples on the gameboard. rate, as long as it is on empty land spaces. 6t the lake ©

- There is no longer a large enough land area
to carve out a district of the appropriate size.

Note that you can still carve out a new district
even if there are no calpulli tokens correspon-
ding to its size.

At that moment, the players will finish the round = Constructing a canal costs 1 AP, whether REMPRRS - on a space holding up a bridge (D).
(so everyone gets the same number of turns), you are placing a single or double (square or . ; =
and then it is time for the final scoring of pres- rectangular) canal tile. = You cannot place part or all of a canal tile... - in a district that has already been foun-
: ; ded (E).
tige points. = You can construct a canal wherever you wish, - on one of the 5 palace spaces @ v ® distri h h
This means that the game ends after a variable contiguous with another, or completely sepa- - on another canal tile . M ICH G Bl B AN I oR T
siiimbarof teunds. island, regardless of where your Pilli Mexica is.
Whoever is ahead on the prestige track is de- i
clared the winner! ( ¥ . :
B' Fu“"u H uF‘l’H'F'I' spaces (such an official act is set ln‘stone): When you found a district, you
"I ||IUUH UH" : sl . this token can never be moved from this space immediately score prestige points!
’ Founding a new district is an important act for for the rest the game. It is also forbidden to
the vitality of the city, and this official celebra- enter that spacegor build on it o i
.O On _each ?f your turns, you h_ave 6 tion can only take place if the Pilli Mexica is 8 o . eyl
Action Points to spend, which is ab- Bresent in the district: e will gain prestige as FF'HHHF your Pilli Mexica is present in the district at
breviated: 6 AP. i . o : the moment that you place the calpulli tile in
. . Thise: 6 AP dimiiich; dusing your the Empkeror sees his completion of this impor-  « yoy are total‘ly a'll0\’~red both to carve out and that distrct to Fovnd it
s 2 tant task. to found a district in the same turn, or to do A
.. tum according to the actions that You found a district by placing a calpulli token Nl T ierent tim= * You are allowed to found a district that
you take. As shown on Side B of the corresponding to the size of the district; this o contains the entirety of the Emperor's palace.
Player Aid in front of you, each of these actions token must be available on the display of the * You can found a district that was carved out These 5 spaces count toward the number of
costs a certain number of Action Points. You are Emperor’s commands on the gameboard 1c . by another player. land spaces in that district; however, you are
not required to use all 6 AP on your turn; howe- These fokens show thezaiseaf tha disbricts the s It does not matter whether you carve out a not allowed to place a calpulli token on any of
ver, any AP you don't spend go to waste. During I e district by placing a canal, and then move these 5 spaces, lest you anger the Emperor by
your turn, you can take any combination of the thepamount Forectioaid b 'ained beydoin W your Pilli Mexica into it, or carve out a district defacing his palace.
following actions, in any order, and you are wel- et g y F around your Pilli Mexica. What matters is that FHH”LF oy

want (and can afford): You have constructed

the canal @ and then
founded the 13-space
district e You place
the matching calpulli
token on one of the

come to take each action as many times as you @

ACTION ACTION COST '

« Consivick 3 canal 1 AP = Founding a district costs 0 AP (free action).

= Found a district 0 AP = In order to found a district (calpulli), two

- . diti t be met:
(vour Pilli Mexica must be present ERREAR R T

in the district) - Your Pilli Mexica must be on one of the spaces of the district
= Construct or relocate a bridge 1 AP spaces of t'he districtlyou are founding. ‘ thilt y;u are founding,
= Build l 1-4 AP - A matching calpulli token must be available and advance your

i a temple - in the display of the Emperor's commands. A prestige point marker

(vour Pilli Mexica must be present calpulli token matches if its first number 2a pEpeces (). Becalse

in the district) corresponds exactly to the number of spaces the(e il other Pilli
= Move your Pilli Mexica 1/5AP enclosed by the lake and/or canals surroun- Mexica in the founded

. . ding the district district, no one else

= Take an Action Point token 1AP il y esms ariy painis @
= Spend an Action Point token 0 AP = When you found a district, taken the calpulli

token that matches its size, and place it on any
empty land space in the district that you wish.

= You can always recognize a founded district
by its having a calpulli token on one of its




F. GONSTRUET OR RELOFRTE P BRIPBE

As with the canals, the nobles did not personally
participate in the construction of bridges, again
leaving such menial tasks to the workers. Thus,
the Pilli Mexica does not need to be present be-
side bridges that he places or moves.

= o

= Constructing or relocating a bridge costs 1
AP.

= You can build a bridge on any canal tile, as
long as both of its access ramps face land
spaces (no matter whether they are empty or
occupied).

REMPRRS

= Either or both land spaces that give access to
a bridge can be occupied by buildings, calpulli
tokens, or Pilli Mexica pawns. Access to the
bridge can be temporarily or permanently
blocked this way @

= Two bridged can span the same canal side-by-
side in the same direction .
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= On the other hand, bridges cannot be chained

to make one long bridge @; at least one land
space must separate their respective ramps.

= A bridge cannot end in the lake or a canal @
= You can also relocate a bridge for 1 AP, but only

once all the bridges from the supply have been
constructed already on the board, and only if

thereis no Pilli Mexica on the bridge in question.
Although you are effectively demolishing one
bridge and rebuilding it elsewhere, relocating
a bridge costs only 1 AP.

E. MOVE YOUB PiLLI MEHIER

Your Pilli Mexica moves on land, crosses canals
on bridges, and also travels by boat, navigating
the canals from bridge to bridge.

ON FOOT

D, BULD P TEMPLE

Overseeing construction of a temple and conse-
crating it to a deity is a major event in the life
of the city. The Pilli Mexica absolutely must be
present in order for a temple to be built.

e/8& ofoe
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= Building a temple costs from 1 to 4 AP, de-
pending on its number of levels. In order to
facilitate gameplay, each temple has the nu-
mber of AP required to build it engraved in its
roof, so you don't need to count the number

of levels. The more levels a temple
has, the more AP it costs to build.

= You can build a temple on any
empty land space in a district
(even if it has not been founded
yet), provided your Pilli Mexica is
in that district, by spending a number of AP
equal to the number of levels in the temple.

REMPRRS

= You can only build one temple on each land
space. A temple can neither be built atop
another temple nor to replace one. Once it
has been built, you can never demolish nor
“upgrade” a temple.

= You can build a temple even in a district that
has not been founded, no matter how large or
small it is @

Building temples enables you to
increase your spiritual grandeur in
order to earn prestige points at the
end of each period.

(see Chapter 5)

Note: At the start of the game, the island
forms one large district. Gradually, as
you construct canals, you will divide this
district into smaller districts that can be
further subdivided and subdivided, until
they have been founded. As a result, you
can build a temple as early as the first turn
of the game, anytime you want, regardless
of the size of the district.

= You are allowed to build a temple on a space

that gives access to a bridge, which will block
access to the bridge .

Similarly, (except in the 1st round) you are al-
lowed to trap an opponent’s Pilli Mexica by

constructing a temple @ The trapped pawn
will only be able to move by building a bridge,
or by moving to any space on the island by
using the “Teleport” movement action for 5
AP.

You can only build a temple on a land space,
but not on the 5 spaces of the Emperor's pa-
lace @

You cannot build a temple on water @

e
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= Moving your Pilli Mexica to an adjacent
empty space or bridge costs 1 AP.

= This movement is always orthogonal, never
diagonal.

PEMARRS

= Your Pilli Mexica can backtrack during its
move.

You can never pass through or stop on an op-
ponent’s Pilli Mexica, a temple, or a calpulli
token: They are impassable obstacles.

If you move your Pilli Mexica onto a bridge
you are not required to cross it in the same
turn; in fact, you may choose to remain on
the bridge (to block it from being crossed or
moved, for example).

>UMMARY OF F[lFFﬁl-F
RETIONS (PLRYER RID)

IN SUMMRRY

Remember that during your
turn, you can take any or all
of these different actions,
each one as many times as
you want (and can), and in
whatever order you wish. You
have a maximum of 6 Action ||
Points (AP) to do this, al-
though you may have some “additional ac-
tions” available by spending an Action Point
token for each additional AP you spend.

Each of you has Player Aid Side B in front of
you to help you remember the actions avai-
lable to you any their respective Action Point
(AP) costs.




BY BORT (FRUM ONG BRIPGE TO ANC-
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= Moving you Pilli Mexica from one bridge to
the next bridge connected by water costs 1
AP.

= In order to move your Pilli Mexica along a ca-
nal, you must start this movement step on a
bridge, so you can use a boat.

= A bridge is connected to another bridge if you
can trace an uninterrupted line of canals and/
or lake between them. The lake is very useful
in this situation for traveling long distances
for very few AP.

REMPRRS

= The boats are not really represented on the
gameboard. When you use a boat, you also
must use your imagination. You can always
assume that there is a boat waiting for you
under each bridge.

= In order to move from one bridge to another,
the canals between them must form an unin-
terrupted path. Canals that only touch dia-
gonally at a corner are not connected, and a
boat cannot jump diagonally from one to the
other.

= You cannot pause your boat ride to end your
move sitting on a canal. You cannot end your
movement until you reach an empty bridge.

= You can move your Pilli Mexica by boat

“through” a bridge occupied by another Pilli
Mexica. Because your boat can travel under

bridges, the opposing Pilli Mexica is not an
obstacle to continued movement; however,
you cannot stop on that occupied bridge.
Also, you must still spend 1 AP just as if you
had stopped on the bridge and continued to
the next one.

= If the canal you are using connects to the
lake, your Pilli Mexica can continue his mo-
vement by using the lake; however, he must
enter another canal that also connects to the
lake so he can finish his move on a bridge. The
lake enables you to travel long distances for
just 1 AP.

= Whether you are in a canal or on the
lake, you cannot interrupt your move-
ment by disembarking onto a land space.
You must disembark on an empty bridge.
Similarly, you cannot start a water journey
from a land space; you must start from stan-
ding on a bridge. Each water move from one
bridge to another costs 1 AP. Reaching the
second bridge costs 1 AP whether you are ste-
pping onto the bridge, or passing right under
it to continue along the canal.

BY USING THE TELEPORT MOVE
P )
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= Moving your Pilli Mexica to any empty land
space or bridge you wish costs 5 AP.

= The “Teleport” move allows you to teleport
your Pilli Mexica to any empty land space or
bridge on the gameboard, which allows you to
avoid obstacles and/or being penned in, or
even just to move really quickly to any empty
space on the island.

REMPRR

= In (only) the first round of the game, you are
not allowed to pen a player in, or to surround
her with Pilli Mexica, temples, and/or canals.

F. TRKE BN AETION POINT TOREN

= Taking an Action Point token costs 1 AP.

REMPRES

= You can only take a maximum of 2 Action
Point tokens per turn (by spending 1 AP per
token).

= If there are no more Action Point tokens avai-
lable in the supply, you cannot take one at
the moment.

4
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b, SPEND BN BETION POINT TOREN
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= Spending an Action Point token costs 0 AP,
and gives you one extra AP during this turn
(thus exceeding the normal limit of 6 AP).

PEMARKS

= As long as you have Action Point tokens, you
can spend as many of them as you want du-
ring the same turn.

= Return the tokens you spend to the supply,
which makes them available once again for
someone to take (which could be you or ano-
ther player).

= Understand that using Action Point tokens
does not give one player more Action Points
during the game than the others. Because ta-
king an Action Point token costs 1 AP, you are
effectively deferring the AP to a later turn,
which essentially just alters the timing of
spending your allotted AP.

Symbol

Actions

Cost (@)

Conditions to respect

/il

Construct a canal (single or double)

1PA

Only on empty land spaces.

Construct or relocate a bridge

1PA Can only placed such that it crosses the canal.

=

B

Move your Pilli Mexica by foot to a land space
Move your Pilli Mexica by foot to a bridge

Move your Pilli Mexica from a bridge to a land space

Only orthogonally; never diagonally. A Pilli Mexica can never cross or
1PA stop in a land space occupied by a Pilli Mexica, a temple, or a calpulli
token. Only by boat can he pass under an occupied bridge.

Only traveling along canals and possibly the lake.

h Move your Pilli Mexica by boat from one bridge to another 1PA Becifid i e
‘—bgn.b:'i‘i Move your Pilli Mexica (in one action) to any space on the island 5PA To any empty land space or bridge you wish.
/ & Build a 1-level temple 1PA
@)% Build a 2-level temple 2PA Only on an empty land space, with your Pilli Mexica pre

&/8&

Build a 3-level temple

3PA sent in the district (regardless of whether it is founded).

Build a 4-level temple 4PA

Take 1 Action Point token 1PA -
@/% Take 2 Action Point tokens 2PA Lartiakecaiineximusy of £ kokeis b il
@ Spend 1 Action Point token OPA You can spend as many tokens as you want in the same turn.
@ Found a district OPA You can only found a district if the matching calpulli

token is available, and your Pilli Mexica is in the district.




S EARNING PRESTIGE POINTS

" EPRNING POINTS EPEH TIMG B DISTRET 5 FOUNDED

Throughout the game, players score prestige points at the moment each district is founded.
= The player who founds a district immediately scores a number of prestige points equal to the blue

number depicted on the calpulli token e

= If there are other Pilli Mexica pawns in the district at the moment it is founded, their owners each
score a number of prestige points equal to the white number depicted on the calpulli token !

These players immediately advance their prestige marker a corresponding number of points along the

prestige track that wraps around the gameboard.

CALPULLTOBENS

The calpulli tokens serve to identify the foun-
ded districts. A limited number of calpulli
tokens can be placed during each period.

WHEN FOUNDING {THE DISTRICT,

@ Size of the district: the number
of spaces that must be in the district..

e Prestige earned by the player
who founds the district.

@ Prestige earned by the players &
whose Pilli Mexica is present in the
district at the moment it is founded.

The values indicate the size of the district, as
well as the prestige points earned when foun-
ding it, and at the end of each period.

BTATHE EWBIOFERCH pERIDD

@ Prestige earned by the player
who has the greatest spiritual value.

@ Prestige earned by the player
who has the second-greatest
spiritual value,

o @ Prestige earned by the player
who has the third-greatest
spiritual value.

- 4
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B. ERRNING POINTS BT THE ENP OF THE FIRST PERIOP

Remember: The first period ends as soon the following 2 conditions are met:

= The 8 calpulli tokens on the Emperor’'s commands display have been used to found districts.

= At least one player has

placed all 9 of her initial temples on the gameboard.

At that moment, the players will finish the round (so everyone gets the same number of turns), and
then it is time for the first scoring of prestige points.

PRLEULBTE SPIRTUPL GRANPEUR [N FOUNED PISTRIETS

Each founded district grants prestige points, depending on your spiritual grandeur. To determine your
spiritual grandeur, add up the number of levels in your temples in that district (not the number of

temples).

Example: You have built two 3-level temples and one 2-level temple in the same district, so your spiritual

grandeur in this districtis 3+ 3+ 2 =8.

= If you have the greatest spiritual grandeur in the district, you score a number of prestige points
equal to the yellow number depicted on the calpulli token in the district e

= If you have the second-greatest spiritual grandeur in the district, you score a number of prestige
points equal to the blue number depicted on the calpulli token in the district @

= If you have the third-greatest spiritual grandeur in the district, you score a number of prestige
points equal to the white number depicted on the calpulli token in the district @

= The fourth-greatest scores nothing.

These players advance their prestige markers along the prestige track according to the points each R
earned in this district, and then you evaluate another founded district, and so on until all have been
scored. To keep track of which districts have already been scored, flip each district’s calpulli token
face-down after you score it.

REMPRRS

= In the case of a tie, each tied player scores the full value for her place.

= If two players tie for first place, nobody scores for second place, but there is a third place.

= If three players tie for first place, nobody scores for second or third place.

= If several players tie for second place, nobody scores for third place.

= Districts that have not been founded are ignored during this first scoring.

If your Pilli Mexica is standing on one of the 4 starting spaces at the moment of the scoring,

you score 5 additional prestige points (otherwise, your Pilli Mexica's location does not matter
at all).

Once all the scoring is complete, flip the calpulli tokens face-up again. They stay where they are for
the rest of the game.

Remember: After the first period, the 7 other calpulli tokens that were set aside will be
placed on the the display of the Emperor's commands in ascending order, according to the
size of the district (yellow number) @ Then take the 9 temples you set aside at the
beginning of the game, and set them before you, adding them to any you had remaining after
the first period. All of these are available for you in the second period.

g J
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F. EPRMING POINTS BT THE ENP OF THE SECOND PERIOD PALEULRTE SPIRTUPL GRANPEUR IN DISTRETS THAT HAVE NOT BEEN FOUNPED
Remember: The second period ends as soon as the 2 following conditions are met: This time, the districts that have not been founded (i.e. they have no calpulli token) are also scored,
i . o according to the following rules:
= The 7 calpulli tokens on the Emperor’s commands d1spl._ay have been used to found districts (or have = If you have the greatest spiritual grandeur in the district, you score a number of prestige points
been removed from play — see Chapter 3: Second Period). equal to the number of spaces in this district.
= At least one player has placed all of her temples on the gameboard. = If you have the second-greatest spiritual grandeur in the district, you score a number of prestige
Finish the round (so everyone gets the same number of turns), and then it is time for the final scoring. points eqiat fo walfthe unherof spacesdt ttor e tHEU I aes
= If you have the third-greatest spiritual grandeur in the district, you score a number of prestige
FHLF“I,HTF FPIFITHHI, FFH""F“F IN Fuuuusu ulsmrl's points equal to half of the points for second place (rounded up).
The rules for scoring spiritual grandeur in founded districts are exactly the same as for the first period, The fourth-greatest scores nothing.
and districts scored in the first period score again in the second period, along with any new ones. If your Pilli Mexica is standing on one of the 4 starting spaces at the moment of the scoring, you
score 5 additional prestige points (otherwise, your Pilli Mexica's location does not matter at all).
- J
5. END OF THE GAE - g
1 i these 10 temples, comprising a total of 20 le- Variant: You can increase the difficulty
_ . 7' SPEFIHL BULES FUB z PLHIIIEHS vels, according to the following rules: of the game by increasing the total
The: game padsSmmedistely aner thensecond At the start of the game, select a third color to ~ * These temples cannot be placed on a space number of temple levels for the neutral
scoring. . be neutral, which gets 10 temples: adjacent to the lake. player (making the total nhumber of levels
T‘he player‘who ha? the most: pointsion the pres- = 4 temples with 1 level = There must be at least 4 spaces between greater than 20).
tige track is the winner. o these temples. ] a
If there is a tie, the tied player with the most Apemp s w]t 21gve Sbdhesnd of exchiol the e These special rules for 2 players
Action Point tokens remaining wins the game = 2 temples with 3 levels SN0 ST SRRRL AT e UG Pelletee i were created by Peter Steinert, and
aricl becomes the Pillf Mexica favered by the En- TR o SRR these temples into account when determining are validated and published with the
P spiritual grandeur for each quarter (for 1st, permission of the game designers.”
perar: At the start of the game, randomly distribute 2nd. or 3rd place).
SR e ; . s place)
If it is still a tie, the players tied for first all win. \- Y,

.
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BARMPLE OF P GAME TURN

It is the . player’s turn:
= Move along a canal, passing a

bridge, spending 2(g; 4@ remai-
ning.

= Move onto a land space, spen-
ding 1@@; 3@ remaining.

= Found a  district,  which
is free; 3@  remaining.
The ' player earns
4 prestige points.
The ' player earns 2 prestige
points because he is in the dis-
trict when it is founded.

= Build a 3-level temple, spending
3@; O@ remaining.

= Spend 2 Action Point tokens,
which is free: 42 ; 2 remaining.

= Build a 2-level temple, spending
2@; O@ remaining.

Now it is the next player’s turn....

ERAMPLE OF P GAM TURN

It is the . player's turn:

= Move onto a land space, spen-
ding 1@@; 5@ remaining.

= Move onto a land space, spen-
ding 1@@; 4@ remaining.

= Move onto a bridge, spending 1
@ 3@ remaining.

= Move along a canal to the next
bridge, spending 1@g); 2@ remai-
ning.

= Move onto a land space, spen-
ding 1@; 1@ remaining.

= Take an Action Point token,
spending 1@@; O@@ remaining.

Now it is the next player’s turn

BHEMPLE P'UN TOUR P J5U

C'est au joueur . de jouer :

= Déplacement vers case terrain / Colit 1§, reste 5@@.
= Déplacement vers case terrain / Coit 14, reste 4@@.
= Déplacement sur le pont / Colit 14, reste 3@.

= Déplacement sur canal vers un pont connecté / Colt 14,
reste 24gy.

= Déplacement vers case terrain / Colit 1§, reste 1@@.
® Récupération d'un pion action / Colit 1, reste O@g.
C'est au joueur a sa gauche de jouer...

'y
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QUER STRRT

= Place the board in the middle of the table, with two canals on
the 2 canal spaces printed on the board.

= Set the canals, the calpulli tokens, and the Action Point tokens
near the board.

= Each player takes a player aid and chooses a color.

= Starting with the oldest player, then going clockwise, each
player places her Pilli Mexica on one of the palace spaces, and
her prestige marker on space 0 of the prestige track.

= The oldest player will be the first player in both periods.

ERRN PRESTIGE BY FOUNDING PISTRETS
PURING BOTH PERIODS

= Each district grants prestige points when it is founded:

— The player who founded the district earns points equal to the
medium (blue) number on the calpulli

— Any other players with their Pilli Mexica in the district when
it is founded earn the small number (white) @

1, FIRST PERIOD

8x0
e 1S 28 Ixﬂ?‘

= Someone draws 8 random calpulli tokens from the 15 available,
and places them in ascending order by large number, on the
display of the Emperor’s commands on the gameboard.

= Take the 9 temples of your color that correspond to the first
period, and place them in front of you.

The period ends at the end of the round once all 8 calpulli tokens
have been used to found districts and a player has built all of her
temples. Now do the scoring for the first period.

SPORING FOR THE FIRST PERIOP
= For each district founded:

— The player with the greatest spiritual grandeur earns the
large (yellow) number @

— Second earns the medium (blue) number @
— Third earns the small (white) number @

= Anyone whose Pilli Mexica is on the palace earns 5 prestige
points.

CALPULLIITORENS

@ Size of the district: @ Prestige earned by the
the number of spaces that player who has the greatest
must be in the district.. spiritual value.

@ Prestige @ Prestige
earned by the earned by the
player who founds player who has the

the district. second-greatest

@ Prestige spiritual value.
earned by the @ Prestige
players whose earned by the
Pilli Mexica is pre- player who has
sent in the district the third-greatest
at the moment it is founded. spiritual value.

& J

7, SELOND PERIOD

HOM T0 PLBY

The oldest player starts, and uses all or some of 6 Action Points to
take the actions of her choice.

Then the player to her left takes his turn, and so on.

A period ends as soon as all the calpulli tokens of that period are
placed (or removed) and a player has build all of her available
temples. Finish out the round, and then it is time to score prestige
points for the period.

On each of your turns, you get 6 Action Points ( ) to spend, which
is abbreviated: 6 AP.

You spend those 6 AP to pay for the actions you choose.

As indicated on Side B of the player aid, each action costs a cer-
tain number of Action Points.

Any of the 6 AP that you do not spend on your turn go to waste.
The following actions are available to you on your turn; you can
take them in any order, and you can take each action multiple
times, as long as you can afford the AP:

I 2l
! BxS)

= Someone places the other 7 random calpulli tokens in ascending
order by large number on the display of the Emperor's com-
mands on the gameboard.

= Take the 9 temples of your color that correspond to the second
period, and place them in front of you, adding them to any you
had left from the first period.

The period ends at the end of the round once all 7 calpulli tokens
have been used to found districts (or removed) and a player has
built all of her temples. Now do the scoring for the second period.

SPORING FOR THE SEFOND PERIOP

= For each district founded:

— The player with the greatest spiritual grandeur earns the
large (yellow) number @

— Second earns the medium (blue) number @
— Third earns the small (white) number @
= For each district that has not been founded:

— The player with the greatest spiritual grandeur earns prestige
points equal to the number of spaces in the district.

— Second earns half of the first (rounded up).
— Third earns half of second (rounded up).

= Anyone whose Pilli Mexica is on the palace earns 5 prestige
points.

Cost of the
ACTIONS Ao
= Construct a canal 1PA
= Found a district (your Pilli Mexica must be present 0 PA
in the district)
= Construct or relocate a bridge 1PA
= Build a temple (your Pilli Mexica must be present
in the district)
— with 1 level 1PA
— with 2 levels 2 PA
— with 3 levels 3 PA
— with 4 levels 4 PA
= Move your Pilli Mexica 1PA
— by foot onto a land space or bridge 1PA
— by boat from one bridge to the next 1PA
— anywhere on the island (Teleport) 5 PA
= Take an Action Point token 1PA
= Spend an Action Point token 0 PA
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