Game Design:

Stephen Kendall
Phil Kendall
: Gary Dicken
[llustrations and Graphic Design:

Marco Primo

O THE Editor:

Jay Tummelson

© 2024 Rio Grande Games.
All rights reserved.

GRANDE
GAMES
Introduction

The game recreates five thousand years of human history, played out over five momentous epochs. During an epoch, each
player will establish and expand an Empire to collect gold for buildings and lands. The winner is the player with the most
gold at the end of the game.

History of the World was originally designed to be played with dice. In this version of the game, additional rules are
included that allow players to play without dice. Please note that all players must use the same system!
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The game-board shows a map that is divided into sixty-two lands, four dark blue oceans, seven light blue seas and eight grey
impassable wastelands. There is an Arctic space g where shared pieces are stored.
Other game-board features include five Endgame spaces 0 and a Gold track a
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wasteland There are twelve color-coded areas,
(impassable) each of which has its own area icon.
Each land in an area contains a smaller version

. : of the icon (for those with colour-recognition
difficult terrain T : i s,
mountains : -

clear terrain

Note: The area icon in Australia shows that it
belongs to the Southern Lands area.

d“CUt te”all o e - e e : . Ihi'tY‘SiX Area tokens (twelve sets
(Oest) DecCan/Flateu e
e ()| llllee) ( ()Ilesp()lld to [lle lwelve areas.

which provide benefits.

Each player has a set of components -

L

o ewtitrove fects
3. Collect gold for Area tokens
o, Award Homour if maest gold

The pieces shown below are all shared -

\
Also included in the game -
six dice, a cloth bag,
the Invasion modifier counter
(for use with Option 3 rules)

15 capitals 20 cities 25 monuments

-

3f CC] reat Wall
0

ina forts

£ N\

1 six Paired Area tokens

(for use with Option 4
+’Z‘. rules), this rules booklet.

r ] ‘

.

Note: Capitals, cities, monuments and forts are known collectively as buildings.
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General rules

People pieces ‘

Humanity is extraordinarily creative, but struggles to live in
harmony. In History of the World, that ‘creativity’ is evidenced
in buildings and through the collecting of gold. The game
simplifies the ‘struggle’ to the control of lands using people
pieces.

A people piece can be either an army i or a garrison w

When a player wants to take control of a land, a people piece
is taken from the Empire pool and placed ‘standing up’
on the map. It is an army throughout the current player turn.
At the end of the player turn, all armies are ‘laid down” &89,
to become garrisons. ’

® A land that contains an army belonging to the current player
is known as an Empire land.

® A land that contains a garrison belonging to the current
player is known as a Friendly land.

® A land that contains a garrison belonging to a different player
is known as an Enemy land.

® A land that does not contain an army or garrison is
uncontrolled.

When a rule says to remove an army or garrison, simply return
it to the appropriate supply.

IR
Area tokens \\%ﬁ/g
During the course of the game, Area tokens are taken from the
map and shuffled into the cloth bag. An area whose tokens
have been added to the bag is active. This is important because
gold may only be collected for lands in active areas.

In each epoch, a number of Area tokens are drawn from the
bag. Each player in turn selects one of these tokens, which is
then stored on their array and can be played later in the game
to collect gold.

1

Honors =
@

Honors are awarded in various ways during the course of the

game. They may only be played by the current player and

at certain times. Each Honor has a printed effect and some

also show coins.

An Honor may be played if it is on the Honor track or in the
Empire pool (on the array). After it has been played, it is flipped
face-down and placed at the bottom of the Honor stack. It is
possible for the same Honor to be awarded several times during
the course of the game.

Reference will be made to Honors throughout the rules;

they are explained in greater detail in [\{eJ{=R1eTol01 8 5 [eTale]H

(page 10).
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Whenever gold is collected, a player will move their
Gold chest that number of spaces along the Gold track.

@ If a chest is moved onto the same space as another player’s
chest, place it on top.

® If several chests occupy the same space, the owner of the
topmost chest is considered to have the most gold.

® When a chest reaches the 100-space, begin a second circuit
of the track

Setting up
1. Place the game-board in the center of the table.

2. Decide whether the game is to be played with or without
dice. If with dice, place three red dice and two white dice
ready beside the game-board.

3. Store the buildings and fleets in the Arctic space.

4. Sort the Area tokens into sets by area. Stack each set face-up
on the map on the matching area icon.

5. Sort the Empire cards by epoch and shuffle each set. Count
out cards from each set equal to the number of players,

and place them face-down beside the game-board (see box
bottom).

Sort the Event cards in the same way and place them on the
opposite side of the game-board.

The remaining Empire and Event cards are removed from the
game (unseen).

6. Each player:
» Takes a set of components (an array, thirty people pieces, ten
Honor tokens, a Leader, a Gold chest and a player aid)

» Places the people pieces beside the array to form a supply

» Shuffles the Honor tokens to create a face-down stack which
is then placed on the Honor stack space on the array. The
topmost token is flipped and placed face-up on space 1 of the
Honor track

» Places their Leader on the Leader space on the array. The
Leader should be placed showing the appropriate face (‘With
dice’ or ‘Without dice’)

7. Collect the Gold chest from each of the players and
randomly select one. Place this on space 1 of the Gold track.
Repeat this, placing the next chest on space 2, and so on.

20/09/2024 08:18:26




The epoch

The game is played over five epochs. Each epoch is made up
of two parts:

Epoch Organization - This is a sequence of four steps
carried out by all players together, in which areas are made
active, Area tokens selected, Event cards received and Empire
cards chosen.

Player turns - In the chronological order of Empires, each
player takes a turn. That player will bring an Event card into
play, establish and expand their Empire, build monuments,
raise revenue and then conclude their turn. This is the current
player’s ‘moment of history’; other players can only hope to
frustrate it.

Epoch organization

1. Make areas active

Beneath each area name is a Roman numeral: this is the epoch
when that area becomes active. Collect the three Area tokens
from each area that becomes active in this new epoch, and
shuffle them into the cloth bag.

E.g., In Epoch |, shuffle the tokens for Southern Europe, North
Africa, Middle East, India and China into the bag.

2. Select Area tokens

In Epoch I, each player draws one token from the bag,
examines it and stores it FACE-DOWN in the Area tokens box
on their array. One further token is then drawn and shown

to all players. This is then placed FACE-UP on the Epoch |
Endgame space @

In Epochs Il to V, the player who has MOST gold draws tokens
equal to the number of players PLUS ONE (so in a four-player
game, five tokens are drawn). That player examines the tokens,
selects one and passes the remainder to the player who has the
next most gold. This second player then examines these tokens,
selects one and passes the remainder to the player who has the
next most gold. This is repeated until every player has an Area
token. Each player stores their token on their array (face-down).
One token will be left over. This is placed FACE-DOWN on the
Endgame space for that epoch.

The areas shown on the tokens are kept secret at all times. It is
likely that only the player with least gold will know which area
is shown on that epoch’s Endgame Area token.

3. Receive Event cards

Take the Event cards for the current epoch and deal one to each
player. After examining their card, each player stores it
FACE-DOWN on their array.

4. Choose Empire cards

Take the Empire cards for the current epoch and place each
one face-up ON THE MAP close to that Empire’s start-land.
The player who has LEAST gold chooses an Empire card first,
followed by the player who has the next least gold, and so on,
until all Empire cards have been chosen. Each player stores
their Empire card FACE-UP on their array.

L] @

Player turns

Determining the order of play
In the top left-hand corner of each Empire card is a number
showing that Empire’s chronological position in the epoch.
Player turns are carried out following this numeric order.
Empires that are not in play are simply skipped over.

E.g., If Sumeria and Egypt are both in play, then
Sumeria would be played first, followed by Egypt. However, if
Sumeria is NOT in play, then Egypt would be the first Empire to
be played.

After all Empires have been played (or skipped over), the epoch
ends.

The six phases
There are six phases to each player’s turn:

A. Reveal the Event

B. Establish the Empire
C. Expand the Empire
D. Build monuments
E. Raise revenue

F. Conclude the turn

Note: The term ‘the Empire’ refers to the Empire currently in
play. Those opposing the Empire are ‘Enemy’.

When completed, the next player takes their turn.

A. Reveal the Event
(in which the player brings an Event card into play)

Event cards can be one of two types:
First, Event cards with text instructions —

'mrm
|
B Tbish cites— O

Place up to three cities Event instructions

in the Empire.

R —

Play these Events by following the text shown.

Second, Event cards without text instructions —

L ionoricon
N .

2l start-lana

starting pieces

Play these Events as if they were Empires (as detailed in the
Player turn rules below).

rules HotW final correction 0409.indd 4
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The player begins by flipping the Event card face-up.

If the Event card shows the Honor icon @ an Honor is
immediately awarded.

See (page 10).

Important: Honors may NOT be played during the Reveal the
Event phase, but Honors may be awarded.

Most Event cards are played during the Reveal the Event phase.
Cards that show the Later Event icon @ are played in the
phase shown.

Reference will be made to Events throughout the rules; they are

explained in greater detail in JNIOtE DOndaTaNd (Page 9).
B. Establish the Empire

(in which the Empire makes its appearance on the map)

chronological position

power icon (or barbarian icon'

Empire pieces

1. Place the Empire pieces in the Empire pool (on the array).
Starting pieces are taken from this pool.

2. Locate the Empire’s start-land and remove any buildings.
Then:

- If the land is uncontrolled, simply place the starting army in
the land.

- If the land is a Friendly land or an Enemy land, remove the
garrison and place the starting army in the land.

The owner of the garrison is awarded an Honor.

3. Place any starting buildings in the start-land.

Note: The Empire pieces for the Han, T“ang, Ming and Qing
Dynasties each include two Great Wall of China forts @
These are placed during the Expand the Empire phase. See

(page 9).
C. Expand the Empire

(in which armies and fleets can be placed, forts built, and
Honors played)

- To place an army, take a people piece from the Empire pool
and place it in a land. That land must be adjacent to either an
army or a fleet.

- To place a fleet, take a fleet from the Empire pool and place it
in a sea or ocean. Likewise, that sea or ocean must be adjacent
to an army or a fleet.

L] ®

Fleets, seas and oceans
A fleet functions as a sort of ‘stepping stone’; it allows armies
to be placed in the lands adjacent to whichever sea or ocean
the fleet occupies.

Empire and Event cards in Epochs I, Il and Ill, may show a sea

Empire and Event cards in Epochs IV and V may show one or
two ocean fleets \f@

>
Sea fleets are placed in seas, and ocean fleets are placed in
oceans.

Note: The same fleet piece is used for both types of fleet.

Fleets, seas and oceans are explained in greater detail

Il More about fleets, seas and oceans {(sEFER)8

® An army may never be placed in a wasteland.

® Some lands are connected by a double-headed red arrow
(straits). These lands are considered to be adjacent.

® Once placed on the map, an army may never be moved to
a different land, and a fleet may never be moved to a different
sea or ocean.

Army placement outcomes
There are three possible outcomes to the placing of an army:

1. When placed in an uncontrolled land, the army simply takes
control of the land. If there are buildings in that land, then on
this occasion building reduction is NOT carried out.

Building reduction causes buildings to be removed or
replaced. See Building reduction (page 6).

2. When placed in a Friendly land, the player must surrender
the garrison. The army takes control of the land, and the
garrison is removed. If there are buildings in the land, building
reduction is carried out. An Honor is NOT awarded on this
occasion.

3. When placed in an Enemy land, an invasion occurs which
must be resolved immediately.

Resolving invasions: with dice
The Empire rolls TWO red dice.
The highest single die rolled is the Empire’s score.

The Enemy rolls ONE white die (TWO dice if a fort is in the
land). The highest single die rolled is the Enemy’s score.

Eg., m ! This dice roll gives the Empire a score of 4.

L
* This die roll gives the Enemy a score of 2.

If the Empire scores the highest, the invasion succeeds, in
which case the garrison is removed and the Empire’s army
takes control of the land.

rules HotW final correction 0409.indd 5

20/09/2024 08:18:28



L] @ -

The scores are tied, so the terrain in Zagros determines the
result. It is DIFFICULT TERRAIN (mountains), so the invasion is
frustrated. Both the red army AND the blue garrison are
removed, and building reduction is carried out. Blue is awarded
an Honor.

Reminder: Red would have rolled three dice if the Leader was

If the Enemy scores the highest, the invasion is frustrated, in
which case both the army AND the garrison are removed.
The Enemy is awarded an Honor.

If the scores are tied, then it is the terrain in the land that
determines the result: CLEAR TERRAIN means the invasion

succeeds, DIFFICULT TERRAIN means the invasion is being used.
frustrated.
Resolving invasions: without dice
If the land contains buildings, building reduction is now If the Empire’s army is placed in CLEAR TERRAIN and there is
carried out. See Building reduction (page 6). NO FORT, the invasion succeeds, in which case the garrison

is removed and the Empire’s army takes control of the land.

Using the Leader

At any point in the Expand the Empire phase, the player may If the Empire’s army is placed in a land containing either
declare that the Leader is being used. This allows the Empire DIFFICULT TERRAIN or A FORT (or both), the invasion is

to roll a third die in this and every other invasion for the rest frustrated, in which case both the army AND the garrison are
of the phase. At the end of the phase, the Leader is removed removed. The Enemy is awarded an Honor.

from the game.
If the land contains buildings, building reduction is now

Play example 1 carried out.

Using the Leader

At any point in the Expand the Empire phase, the player may
declare that the Leader is being used and what effect it will
have. The Leader allows EITHER difficult terrain OR forts to
be ignored in this and every other invasion for the rest of the
phase At the end of the phase, the Leader is removed from the
game.

Play example 3

p 1 il N 4
v e ; M - | -
/ 1‘@ Y g - i o .,“\J R

The red army invades Tigris which is controlled by the blue
garrison.

Red rolls two dice m l

Blue rolls one die +%

Red has scored the highest so the invasion succeeds. The blue
garrison is removed, and the red army takes control of the land.

Play example 2 The red army invades Tigris, which is controlled by the blue
garrison.

Tigris is CLEAR TERRAIN and there is NO FORT, so the invasion
succeeds. The blue garrison is removed, and the red army takes
control of the land.

Play example 4

The red army invades Zagros, which is controlled by the blue
garrison. The land also contains a capital and a fort.

Red rolls: m -
e ® o

Blue rolls: «®e = ®e (the second die is rolled because the land
contains a fort).
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The red army invades Zagros, which is controlled by the blue
garrison. Because Zagros contains DIFFICULT TERRAIN, the
invasion is frustrated. Both the army AND the garrison are
removed, and building reduction is carried out. Blue is awarded
an Honor.

If red had declared that the Leader was to be used and that
difficult terrain was to be ignored, then the invasion would
have succeeded. There again, had there been a fort in the land,
the Leader could not have prevented the invasion from being
frustrated.

Building reduction

Building reduction affects lands that contain buildings.

It is carried out:

- When an invasion results in the garrison being removed.
- When the player surrenders a garrison.

To carry out building reduction, first:
- Remove any fort from the land.

Then, if there is another building in the land, do ONE of the
following:

- Replace a capital with a city

- Remove a city

- If there is no capital or city, remove a monument.

E.g., In Play Example 2 (page 6), the invasion results in the blue
garrison being removed and so building reduction is carried
out. First the fort would be removed, and then the capital
would be replaced by a city.

It is possible that a land which contains buildings may
become uncontrolled. This might be the result of an invasion
(as in Play Examples 2 and 4) or because of an Event (e.g.,
Black Death). The Empire (or any subsequent Empire) may
take control of the land by simply placing an army there. No
building reduction is carried out.

Armies placed during the Reveal the Event phase may also
take control of uncontrolled lands in the same way.

f/ )

Forts

The sole purpose of a fort is to help frustrate an invasion. When
playing the game with dice, a fort will allow the Enemy to roll
an extra dice. When playing without dice, a fort (or difficult
terrain) can frustrate an invasion.

A fort can be placed on the map from the Empire pool or by
playing a Fortify Honor or the Crusades Event card.

® A land may never contain more than one fort.
In addition, during the Expand the Empire phase, the Empire
may build a fort by removing a people piece from the Empire
pool and then building a fort in an Empire land.

® Any number of forts can be built in this way.

® A fort may not be built in the Reveal an Event card phase.

L] @

Plundering (barbarians only)
Some Empire cards show this icon . in the start-land. This
means the Empire is barbarian.

When a barbarian Empire invasion causes an Enemy garrison
to be removed, the buildings are plundered prior to building
reduction being carried out. Total the value of the buildings
(TWO gold per capital, ONE gold per city, ONE gold per
monument) and collect that amount of gold. Building reduction
is then carried out.

E.g., If red is a barbarian Empire in Play Example 2, then the
capital building is plundered prior to building reduction being
carried out. Red collects TWO gold.

® Some Event cards show the barbarian icon .These Events
may also cause buildings to be plundered.

Note: Plundering does not take place when a land surrenders
or when a barbarian Empire or the armies of a barbarian Event
take control of an uncontrolled land.

Recrultn
AL ONE people pleve
v che Empire pood

Playing Honors o

At any time during the Expand the Empire phase, the seven
Honors that SHOW COINS may be played to realize their
effect.

E.g., Recruit 1 may be played to add one people piece to the
Empire pool.

The three Honors that DO NOT SHOW COINS may not be
played in this phase.

End of Expand the Empire

The phase ends when:

- There are no people pieces remaining in the Empire pool and
- The player chooses to play no more Honors nor place any
other pieces remaining in the Empire pool (which must be
removed).

D. Build monuments
(in which the Empire builds monuments through the control of

) ST D T e
power icons \@H\%J@\@ )

Each non-barbarian Empire is allocated one of four power
icons. This power icon encourages the Empire to expand so that
it controls other lands containing the same icon. For each pair
of these icons (including the one in the start-land), the Empire
builds a monument.

Each monument must be built in an Empire land: in the start-
land if possible, then in a land containing a city, otherwise in

any other Empire land.

® A land may never contain more than one monument.

rules HotW final correction 0409.indd 7
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Play example 5

Mga o | <
Hindu, Kushye 5/
yoe

Red is playing Vedic States, which takes control of Hindu Kush,
Ganges Valley and Ganges Delta. The Empire card shows the
Crown power icon and, because Vedlic States controls a pair of
these icons, it may build a monument. The monument is built in
the start-land (Hindu Kush).

E. Raise revenue
(in which gold is collected and added to the Gold track, and
Honors may be played)

The player collects gold for the Empire’s control of buildings in
ANY area and for its control of lands in ACTIVE areas (an area
which has had its tokens placed in the bag).

Gold for buildings

Total the value of all capitals, cities and monuments in every
Empire land (NOT Friendly lands).

Collect:

- TWO gold for each capital

- ONE gold for each city

- ONE gold for each monument.

Gold for lands

For each active area, examine the Empire lands (NOT Friendly
lands). For each such area, there are three possible levels of
control: presence, dominance and mastery.

Presence

Presence means the player collects TWO gold. To have
presence, the player must have at least one Empire land in the
area.

Play example 6

The South East Asia area is active and red has one Empire land
there. Red therefore has presence and so collects TWO gold.

L] @

Dominance
Dominance means that the player collects FOUR gold. To have
dominance, the player must have at least two Empire lands in
the area. In addition, the player must have more Empire lands
than any other player has Enemy lands AND have more Empire
lands than Friendly lands.

Play example 7

.....

The South East Asia area is active and red has two armies there.
Red has more Empire lands than blue Enemy lands and more
Empire lands than Friendly lands. Red therefore has dominance
and so collects FOUR gold.

Mastery

Mastery means that the player collects SIX gold. To have
mastery, the player must have at least three Empire lands in
the area. In addition, there can be no Enemy lands or Friendly
lands in the area.

Play example 8

The South East Asia area is active and red has three Empire
lands there. No Enemy lands or Friendly lands are in the area.
Red therefore has mastery and so collects SIX gold.

Lands boaus

Collect ane gold for

cach Empire land
neneare

Playing Honors
At any time during the Raise revenue phase, the three Honors
that DO NOT SHOW COINS may be played to realize their

effect. See JUBTRINHYSRHIR (page 10).

The other seven Honors may be played to collect one gold for
each coin shown. ]
E.g., Recruit 1 may be played to collect one gold.

Important: All Honors in the Empire pool must be
played by the end of the Raise revenue phase.
Honors that are on the Honor track may be retained
for use in a future epoch.

rules HotW final correction 0409.indd 8
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F. Conclude the turn
(in which the Player turn is completed and Area tokens may be
played)

The following actions are carried out:
1. All armies are laid down to become garrisons.
2. Any fleets on the map are removed.

3. Gold for Area tokens

The player may collect extra gold by playing any number of
Area tokens. Each token allows the player to collect gold in
that named area. The gold is collected for buildings and lands
(as in the Raise revenue phase), but during this phase it is
now collected from Friendly lands (there are no Empire lands
because all armies have become garrisons).

® Remove each Area token from the game after use.

Play example 9

Red plays a South America Area token and there are three
Friendly lands. Red collects TWO gold for the capital, ONE gold
for the monument and SIX gold for mastery, giving a total of
NINE gold.

4. An Honor is awarded if the player now has the most gold.

@ If all three spaces on the Honor track are occupied at this
time, then an Honor is not awarded and the player collects
ONE gold instead.

Note: At the end of the phase, Empire cards and Event cards
are left in place on the array; new cards are simply stacked on
top.

Endgame

The Endgame takes place after all players have completed their
Epoch V turn.

1. Each player collects ONE gold for each Area token or Leader
still on their array.

2. Each player plays any Honors which are on their Honor
track or in their Empire pool.

- Honors that SHOW COINS may be played to collect ONE
gold for each coin shown.

- Honors that DO NOT SHOW COINS may be played to
realize their effect.

Note: During the Endgame, gold is collected from Friendly

lands. See IYIIEIEIoIeIV @ 5 PTIOIEK (page 10).

L] @

3. The Area token on the Epoch | Endgame space is used to
collect gold. Each player with Friendly lands in that named area
collects gold for buildings and lands.

Continue by flipping each of the other Area tokens to collect
gold in the same way.

Winning
The player with the most gold wins the game.

If several players have the same amount of gold (i.e. their Gold
chests are on the same space), then each of the tied players
totals the number of people pieces shown on their Empire
cards. The player with the LOWEST total wins the tie.

If there is still a tie, then the player with the MOST Honor icons
on their Event cards wins the tie.

If there is still a tie, then the result is an actual tie.
More about Events

® The pieces to be used with an Event card are taken from the
supply and placed in the Event pool (on the array).

® Events without text do not show a power icon and can never
result in a monument being built.

@ If armies are placed to gain control of lands, then revenue is
raised in the usual way.

® Armies placed as the result of an Event must be laid down to
become garrisons before the Establish the Empire phase begins.
Likewise, all fleets are removed from the map and any pieces
remaining in the Event pool are removed to the supply.

Some reminders:
@ Buildings can be plundered if the Event shows the barbarian
icon

@ Honors may not be played during the Reveal the Event phase,
but may be awarded to the current player and/or to other

players as a consequence of the Event being played.

® The Leader may not be used during the Reveal the Event
phase.

® Forts may not be built during the Reveal the Event phase.

Ancients
This Event has been included to give representation to other
early civilisations, e.g., Babylon, Jiahu or possibly even
Atlantis!

More about Empires
Barbarian Empires .

A barbarian Empire:

® Never has buildings as starting pieces

® Never has a power icon on its Empire card (and so can
never build monuments)

rules HotW final correction 0409.indd 9
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® Always plunders buildings prior to building reduction
being carried out.

Han, T’ang, Ming and Qing Dynasties

The Empire pieces of these empires include two Great Wall of
China forts @ One fort may be placed in Yellow River and
one in Wei River after the Empire takes control of each of those
lands. The reverse of each counter shows the names of the two
lands.

Note: If either fort is not placed, it is removed from the Empire
pool at the end of the Expand the Empire phase.

Huns
When playing the Huns Empire card, the Empire must be
established in TWO start-lands (Volga and Turanian Plain).

Incas & Aztecs

This Empire card shows two Empires, each of which is played
separately. The Inca Empire is played first, then the Aztec
Empire.

Note: If the Ocean trade Event is in play, then the player
collects the extra gold separately, during each Empire’s Raise
revenue phase.

More about fleets, seas and oceans

- In Epochs |, Il and 11, a fleet in the Empire pool or Event pool
may only be placed in a sea.

- In Epochs IV and V, a fleet in the Empire pool or Event pool
may only be placed in an ocean.

Note: Rules for using a Fleet Honor to place a fleet are slightly

different. See VRO ARO IR (page 10).

An ocean is made up of the ocean itself and all adjacent seas.
E.g., In Epochs IV and V, the Mediterranean Sea and the North
Sea form part of the Atlantic Ocean. All lands adjacent to those
two seas are therefore treated as being adjacent to the Atlantic
Ocean.

Notes:
1. The Mediterranean Sea is extensive; adjacent lands include
Western Iberia, Danubia, Volga and Caucasus.

2. Volga is adjacent to both the North Sea and the
Mediterranean Sea.

3. The Bay of Bengal is NOT adjacent to the South China Sea
nor the Arabian Sea.

All fleets are removed during the Empire’s Conclude the turn
phase.

More about Honors

Awarding Honors: some reminders
An Honor may be awarded:

@ If the Event card shows an Honor icon (in the Reveal the
Event phase)

® To the owner of a removed garrison (in the Reveal the Event
phase or the Establish the Empire phase)
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® To an Enemy that frustrates an invasion (in the Reveal the
Event phase or the Expand the Empire phase)

e If the player has the most gold (in the Conclude the turn
phase).

Using the Honor track

Honor is awarded:
»Whenonan Event card in

Reveal the Evens
«When a garrisan is remeved in

Reveal the Evene or Establich the Empire
»When an imvasion ks frustraved in

Reveal the Event 'or Expand the Empire
#If the player has mast gold in

Conchade the turn

When an Honor is awarded, flip the top token of the Honor
stack face-up and place it on space 1 of the Honor track. An
Honor already on space 1 would move to space 2, and if there
was also an Honor on space 2, then that would move to space
3. If all three spaces on the track are already occupied, then the
Honor on space 3 is moved into the Empire pool.

@ If there are no Honors in the Honor stack and the player is
awarded an Honor, then the player collects ONE gold instead.

Playing Honors: some reminders
® An Honor may only be played if it is on the Honor track or in

the Empire pool.

@ Honors are played in the Expand the Empire or Raise revenue
phases.

@ Honors may not be played during the turn of another player.

® All Honors in the Empire pool must be played by the end of
the Raise revenue phase.

® An Honor on the Honor track may be retained and played in
a later epoch.

® During the Endgame, each player must play any face-up
Honors (on the Honor track or in the Empire pool).

® After an Honor has been played, it is flipped face-down and
placed at the bottom of the Honor stack.

The Fleet Honors

In Epochs I, I and IlI, a fleet is placed in a sea.

In Epochs IV and V, a fleet is placed in an ocean, but ONLY if
the Empire card shows a fleet. If the Empire card does NOT
show a fleet, then a fleet may still be placed, but only in a sea.
E.g., the Mughals could not place a fleet in the Indian Ocean,
but would be able to place one in the Bay of Bengal.

The Buildings bonus Honor
The player selects one area and collects gold for each Empire
land that contains buildings in the area (TWO gold per capital,
ONE gold per city, ONE gold per monument).

When used in the Endgame, gold is collected from Friendly
lands that contain buildings in a selected area.
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The Lands bonus Honor

The player selects one ACTIVE area and collects ONE gold for
each Empire land in the area.

When used in the Endgame, gold is collected from Friendly
lands in a selected area.

The Catastrophe Honor

The player removes a monument from an Enemy land. That
Enemy’s Gold chest is then moved ONE space backwards on
the Gold track.

More about buildings

A building can be brought into play in a number of ways:
® It can be a starting piece for an Empire or an Event

® It can be a monument built by the Empire

® It can be a fort built by the Empire or placed by a Fortify
Honor or Crusades Event

® It can be a city placed by an Urbanize Honor or Establish
cities Event

® It can be a city that has replaced a capital.

Though there may be multiple buildings in a land, there may
never be more than one of each type of building.

When a rule says to remove a building, simply return it to the
supply.

If all buildings of a type are placed and another such building
is required, then the player must remove one from an Enemy
land. If a capital has to be removed, then it is replaced with a
city.

Note: There are only three Great Wall of China forts in the
game components. If two of these are already on the map
when a later Dynasty comes into play, then one of the forts
must be removed, thus making it easier for the new Dynasty
to gain control of China.

Optional rules

Experienced players may like to introduce some of the optional
rules below.

Option 1: Event card selection
(to make Event card distribution less random)

Event cards are no longer dealt out to the players. Instead,

the player with MOST gold takes the Event cards and secretly
chooses one. The remaining cards are then passed to the player
with the next most gold and that player secretly chooses one.
This is repeated until every player has an Event card.

Event cards should be kept secret from other players until
brought into play.
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Option 2: Hidden Empire cards

(to disguise the appearance of Empires)

Empire cards are no longer placed on the map. Instead, the
player with LEAST gold takes the Empire cards and secretly
chooses one. The remaining cards are then passed to the player
with the next least gold and that player secretly chooses one.
This is repeated until every player has an Empire card.

Empire cards should be kept secret from other players until
brought into play.

Option 3: Invasion and conquest
(to make invasions more tactical and dynamic)

Resolving invasions: with dice
The third white die and the Invasion modifier counter may now
be needed.

The Empire rolls TWO dice (or THREE dice if the Leader is
being used).

The Enemy rolls ONE die in clear terrain and TWO dice in
difficult terrain, plus an ADDITIONAL die if a fort is in the land.

If the Enemy’s score is higher, the invasion is frustrated.
If the Empire’s score is higher or the scores are tied, the
invasion succeeds.

If the invasion is frustrated:

Remove the Empire’s army. The Enemy is awarded an Honor.
To continue the invasion, the process is repeated, but this time
the Empire adds the +2 modifier to its score.

If the next invasion is frustrated, the process is repeated again,
but this time the Empire adds the +4 modifier to its score.

If that invasion is also frustrated, continue adding the

+4 modifier to the score for any further invasions of that land.

@ Use the Invasion modifier counter to show the modifier.

@ Remove the Invasion modifier counter when the invasion
succeeds or if the player chooses not to continue the invasion.

® The Enemy is awarded an Honor each time the invasion is
frustrated.

If the invasion succeeds:
» The Enemy garrison is removed.

» If the land contains buildings, building reduction is carried
out.

» The Empire is awarded a number of conquest points equal
to the difference between the Empire’s score and the Enemy’s
score. Conquest points may be used to conquer extra lands.
Each conquest is carried out in the same way as any other
invasion, but no dice are rolled and the invasion always
succeeds. The Empire needs to spend ONE conquest point to
conquer clear terrain and TWO conquest points to conquer
difficult terrain. It costs ONE additional conquest point if the
land contains a fort.

All lands conquered must be controlled by the current Enemy.
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Each land must be adjacent to either the land originally
invaded or to a newly conquered land.

If there are buildings in any lands conquered, then building
reduction is carried out.

Note: Fleets may not be used when conquering lands.

Play example 10

o

The red army invades Tigris, which is controlled by the blue
garrison.

Red rolls a -

Blue rolls :o:

bl

Blue has scored the highest, so the invasion is frustrated and the
red army is removed. Blue is awarded an Honor.

Another red army now invades Tigris, but this time adds the
+2 modifier to its score.

Red rolls m m

Blue rolls 3 *

Red has scored the highest (a total of 7 after the +2 modifier is
added) so the invasion succeeds. The blue garrison is removed
and the red army takes control of the land.

Red is awarded THREE conquest points (equal to the difference
between red’s score and blue’s score). These points may be
used to conquer extra lands without rolling any dice. Here, red
could use ONE conquest point to conquer Euphrates, but could
not then conquer Zagros (difficult terrain AND a fort) because
that would require a further THREE conquest points. A better
option might be to conquer Zagros and not Euphrates, in which
case building reduction would then be carried out.

Option 4: Paired Area tokens
(to provide greater strategic depth)

After Step 7 of JatlAne , place the six Paired Area tokens
face down and shuffle. Each player takes one token and, after
examining it, stores it face-down in their Area tokens box. The
remaining tokens are removed from the game (unseen).

A player may choose to play the Paired Area token during the
Conclude the turn phase of any epoch. BOTH areas shown
are used to collect gold in the usual way (for the control of
buildings and lands in the areas).
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If you have any comments, questions, or suggestions, please contact us at: PO Box 1033, Placitas, NM 87043, USA or by email at: RioGames@aol.com
Please visit our web site at www.riograndegames.com

Some design notes

During the pandemic lockdown of 2020 we used the long
hours available to take a fresh look at History of the World,
bringing into consideration all its previous incarnations. The
strength (and fun) of the game comes from the recreation (and
variation) of history using quite intuitive game mechanics.
While each version of the game has brought developments, we
felt there were still opportunities for further improvement.

The first four History of the Worlds were seven epochs in
length, Brief History of the World came in at six, and the Z-Man
game of 2019 squeezed everything into just five. After initially
hesitating at such an extreme reduction, we eventually agreed
that five epochs would be best. Changes to the distribution

of Empire and Event cards and to the collecting of gold also
shortened overall playing time and, perhaps more importantly,
reduced players’ ‘"downtime’.

Brief History of the World had introduced the mechanism of
rewarding players with Bonus tokens at the end of each epoch.
This simple idea has evolved into the selecting of Area tokens.
Players are now presented with more strategic options, while
the Endgame Area tokens give each player a vested interest in
the final map position. The Paired Area tokens (Option 4 rules)
further enrich the later epochs of the game.

Each earlier version of History of the World had tried to temper
the luck factor when rolling dice. The logical extension of

this was to create a ‘without dice’ system, and offer it as an
alternative to a new ‘with dice’ system. Ensuring that these

two systems were closely matched in terms of concept and
outcome was a priority. The same principle was applied when
adding the more tactical Option 3 rules - those who know
Brief History of the World will recognize echoes of the overrun
system used in that game.

We felt that frustrating an invasion deserved more than just the
plaudits of fellow players, and so the concept of being awarded
an Honor was introduced. This was extended into three other
parts of the game that needed bolstering. Honors add a new
layer of tactics to the game, and give players more to consider
between turns. A further improvement is that some of the less
dramatic Events of previous versions have now become Honors
(such as Catastrophe). This has allowed new Events to be
developed (such as Liberate and Revolution).

We have calculated that there are almost fifteen thousand
permutations to each player’s initial set up (increasing to more
than eighty thousand if the Option 4 rules are being used).
When Empires expand, the number of possible outcomes goes
crazy! Conscious of the wealth of choice presented to players,
we have tried our best to ensure that the design remains easily
accessible. For example, images of the actual pieces are used
on the Empire and Event cards - what you see is what you
place!

To conclude .... we are most grateful to Jay for inviting us to
work with Rio Grande - his guidance throughout has been
invaluable. Alongside that, we owe very many thanks to Marco,
not only for his wonderful artwork but also for his advice,
encouragement and friendship.

Ragnar Brothers 2024
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