
Dice Actions
1 Train: +1 Labour

2 Harvest: +1 Grain

3 Collect: +1 Gold

4 Produce: +1 Ma-
terial

5 Train: +1 Labour

6 No Action

7 Collect: +1 Gold

8 Harvest: +1 Grain

9 Produce: +1 Ma-
terial

10 Flood: Erase 1 Tile 
(any)

11 No Action

12 Invasion: -2 Repu-
tationResources
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Building Symbol Points Required Ability 
Housing 0 1 Grain Enables Train, +1 point if adjacent to a Road

Roads 0 - -

Industrial 0 1 Gold Enables Produce, +1 point if drawn on edges

Farming 0 1 Labour Enables Harvest, +1 point if adjacent to River

Tresury 0 1 Grain, 
1 Material

Enables Collect, +1 point if adjacent to admin

Admin 2 2 Gold  +1 Free Build action, +1 point if adjacent to Road

Military 2 1 Labour
1 Grain

Prevent Invasion once per Military building

Guild 2 1 Material
1 Gold

+1 any resource (used once only)

Religious 2 1 Gold
1 Labour

Prevent Flood once per Religious building 

Monument 5 2 Materials
2 Gold

Can be drawn 4 times only

Pharaoh



Pharaoh
1-99 player     30’        Ages 10+

You play as a charismatic leader whose 
vision is to build a thriving city in the 
desert. For this, you must feed the hun-
gry, create jobs, instil faith and unite 
the population against any invading 
forces. 

Object: Achieve the highest reputation 
in 20 Rounds of play.  

Components: 1 sheet, 2 D6 dice, 1 
pencil and eraser. 

Setup 
1- Assign 1 die corresponding to the 
X-axis and the other to the Y-axis. 

2- Start by drawing 3 Hill tiles on the 
sheet as follows: roll the 2 dice and 
determine the location of the first hill on 
sheet. Draw a  symbol on that square 
tile. Continue this process until you have 
drawn 3 hills. 

3- Draw 2 River tiles next by following 
the same process as in step 2 and drawing 
a  symbol. 
4- Draw a housing building in a tile 
of your choosing. Write your starting 
resources as 1 Labour. You will also have 
2 resources of your choosing. This can be 
either 2 Gold or 1 Gold and 1 Grain, for 
example. 

Gameplay
Each Round of play consists of 2 Actions. 
The first Action is the Dice Action, the 
second Action is the Build Action. The 
second is an optional Action. 

Dice Actions: start by rolling the 2 dice 
and check the dice results against the 
Dice Action chart. In most cases, you 
will have 2-3 Dice Actions available and 
you can only choose 1 Dice Action. For 
instance, if you roll a 2 and a 5, you may 
choose one of the following: Harvest, 
Train, or Collect. 

You cannot perform an Action without 
having the building that enables that Ac-
tion. For instance, you may not Harvest 
until you have a Farming building. 

If you roll a 5-5, You must perform the 
Flood Action. If you roll a 6-6, you must 
perform the Invasion Action. 

You may deplete any 1 resource to add 
or subtract 1 from any one die. This does 
not apply when you roll a 5-5 or a 6-6

Build Action: Once you have resolved 
the Dice Action, you may choose to build 
any building you like granted you have 
the required resources for that build. 
These can be found in the required col-
umn in the Building chart. 

Some buildings may grant you points 
that can be added to your reputation or 
they may grant you an ability or both. 
Some buildings may grant you points if 
you draw them adjacent to another build 
or a road. For instance, the Housing 
building grants you +1 point if drawn 
adjacent to road. 

Adjacency in this game refers to orthogo-
nal adjacency. 

To draw a road, simply draw 2 parallel 
lines. Buildings and Roads occupy a 
single square tile. 

You may not draw over Hill tiles. You 
may build as many building as you like. 
This will allow you generate more re-
sources. However, the maximum you can 
generate for each resource is 3. 

The Round ends when you have com-
pleted the Action phase. At the end of 
each Round, write down your reputation 
gained at the end of the Round based 
upon what you have built at that Round. 
The score for each Round is unique to 
each Round and does not accumulate to 
the next.  

Advanced Game Objectives
Prior to setup, roll the 2D6 dice once and 
compare the results with the objective 
chart. Mark the objectives per the dice 
results. For instance, if you roll a 3 and a 
5, mark objectives, 3, 5, and 8. Once you 
achieved an objective, cross it off the list 
and score the reputation points.

Objective Chart
1- Build 3 Housing buildings. +2 points. 
2- Build 4 Housing buildings. +3 points. 
3- Prevent 1 Flood. +2 points
4- Defend 1 Invasion. +2 points.
5- Produce 3 Materials in one Round. +3 
points.
6- Collect 3 Gold in one Round. +3 
points. 
7- Have 4 resources of the same type in 
storage. +2 points
8- Connect 2 Road tiles. +2 points.
9- Build Military, Admin, and Guild. +3 
points. 
10- Build Religious, Admin, and Guild. 
+3 points. 
11- Build 2 Monuments. +2 points.
12- Build 2 Industrial buildings. +2 
points. 

Game End

At the end of Round 20, add up your 
reputation and compare it with the other 
players. The player with the highest score 
wins the game. 

In a single player game, compare your 
score to the following: 

10-19 Peasant
20-24 Clerk 
25-29 Governor
30+  Pharaoh

1 2 3

4 5 6

7 8 9


