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“ The human lot is to always choose the lesser of two evils. ” 
(Aristotle)

MATERIAL
-44 ruin cards
-2 new leaders
-4 new gods
-3 new wonders

-3 new wonder cards
-6 “ reconstruction ” tokens
-1 rulebook
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IN SHORT

GAME SETUP

By dint of multiplying expansions, cards and wonders, victory points increase consistently (I have already had   a game up to 114 points, and I did 
not even have all the possible expansions). Therefore, I have decided to make an expansion to help those who start screaming when they have 
to calculate too large numbers ; ).
But seriously, it can change your strategy to be deprived of this or that capacity starting the game. So you can develop new mechanisms.
Ruins expansion can be played with the basic game, alone, or with other expansions. do not simply put the last Ruin cards (they then have a 
symbol to know to which expansion they belong).

Like leaders, but before them. Each player takes 4 ruin cards, chooses one and passes the rest to their left, and so on until they have the 4 selected 
cards. The players play 3 out of 4 (they put them next to or on the wonder according to their ability) and they discard the last one.
Attention : unlike leaders, each ruin is not played at the beginning of each age, but all ruins are played at the same time at the beginning before 
starting the game.
Once this is finished, start the game normally. 
Precision : the expansion Ruins could be played with the basic game only or with the other expansions. You just have to not take the last ruin cards 
(they have a symbol to know to which expansion they belong to).

-The reconstruction
The “ reconstruction ” tokens are put on ruin cards and reverse the effects :
The money loss turns into a gain, victory point loss turns into a gain, the additional cost turns into a lower cost, the double loss turns into dividing 
(rounded to the lower unit) and the cancel effects turn into restoring effects (the red crosses turn into green “ V ”. These cards do not have a 
reverse effect, just a canceling effect, except for “ flooded metropolis” that allows you to play the last card of each age). 

Not a lot of other novelties, most of the pictos are obvious and look a lot like the ones you know, but are applied as malus.
The khaki, brownish colour on the coin pictos or on the negative victory point pictos mean that it’s a malus that is applied to you, and only you.
If an element appears transparent, it means “ if you do not have... ”.
The rest of the symbols is explained in the detail of cards.

Do not take “ debt ” tokens when the effect of a negative victory point ruin card applies. Just add your total penalty of each card at the end of 
the game and register it with debt and money in the score sheet.

Note : it is not necessary to have the Cities cards to play with Ruins, but it is strongly recommended to use the “ debt ” tokens if you have them 
(remember you cannot get into debt voluntarily to play a card).

NEW
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EXPLANATIONS  OF THE CARDS

You cannot build the 1st, 2nd or 3rd step of your wonder
Attention : you do not have to built the step either. Put your ruin card on the 
Wonder corresponding location.

Each step of your wonder costs 1 more resource.
Attention : this applies, regardless of the number of steps of your wonders.

You cannot use your basic production.

Each red card costs 1 coin per shield dis-
played on it.

You have to build a pre-step. Put a card under this one.
Attention : does not count as a wonder step.

You start with 3 coins less.

Discarding a card grants 2 coins less.
Note : discarding a card grants you 1 coin 
and 3 for the player with the wonder 
“ Yeriho ” (2 and 4 if you have Berenice as 
leader).

You start with 5 victory points less Each chain costs 1 coin.

Each time you have to get 1 “ debt/defeat ” 
token, take 2.
Note : if their aren’t enough tokens, let’s 
just say that that each token counts twice.

BURNING SHORES, VILLAGE ON FIRE, VOLCANO ERUPTION

EXHAUSTED QUARRY, PETRIFIED FOREST, SNOWY GROUND, BURIED MINE

DUSTY REMAINS

DESTROYED CITY

PRECARIOUS FOUNDATIONS

DECREPIT SHOP

DISREPUTABLE SEWER

INHABITABLE AREA DEGRADED VILLA

DESERTED PRISON, DESOLATED BASTION
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EXPLANATIONS  OF THE CARDS

Each card, with at least 1 resource, costs 1 
more resource.
The free cards stay free.

Remove 1 card placed at the end of each age 
(not a wonder step). 
Leaders allowed, but no gods, and, of course, 
no other ruins !

Neither play the last (normal) nor the pe-
nultimate card of each age.

You cannot play a guild card.

Each purchase of one or more resources 
from a neighbour costs 1 coin to the bank. 
Note that this loss is limited to 1 coin per 
neighbour per turn.

-6 victory points if you do not have those 6 
colours at the end of the game.

SUNKEN TEMPLESUBMERGED CITY

FLOODED METROPOLIS

RAVAGED SANCTUARY

RANSACKED HOUSE

INVASIVE VEGETATION

-5 victory points if you play 5 or more cards of 
the same colour.
Note : the power is also applied twice if you 
have 2 heaps (or more) of different colours 
(exemple : 5 red cards et 6 green cards).

-6 victory points if you do not have the 
3 manufactured goods at the end of the 
game (commercial cards allowed).

At the beginning of each age another 
player randomly selects the card you have 
to play.

FORSAKEN PLACE OF WORSHIP DISMANTLED EMPIRE COLLAPSED ROOF

You lose in case of military equality.
Attention : this symbol does not count as a 
shield, not even a half-shield.

Each Scientific symbol or direct victory 
point card to place costs 1 coin (the number 
of victory points is irrelevant).

Each loss of coins is increased by 1. This in-
crease is limited to one coin per turn.

DILAPIDATED ARSENAL
FORGOTTEN HIPPODROME, 

DEGRADED FORUM MOLDY WOODWORK
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Play a god at age I costs 1 more resource, 
makes you lose 2 coins at age II, and costs 2 
victory point at the end of the game.

You cannot play a Leader at age I, II or III.

At the end of the game each card costs 1 victory point (2 points for leaders).

You can only play gods with different effects.

You cannot play a god at age I, II or III.

RAZED PLACE

BURNT WATCHTOWER, 
SILTED RUBBLE, SCATTERED DEBRIS

NECROPOLIS, MACABRE CRYPT, GLOOMY CEMETERY, ABANDONED LIBRARY,  
GROUNDED SHIP, EMPTY GRANARY, CURSED CAVE

FRACTURED BRIDGE

BROKEN STELE, DEMOLISHED THOLOS, 
DISLOCATED VAULT
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Delete one of your ruin cards. Take a “ reconstruction ” token.

CYRUS NABONIDUS

DESCRIPTION OF THE LEADERS

DESCRIPTION OF GODS

DESCRIPTION OF THE GUILDS

Your neighbours randomly take, an 
unused ruin card.

Double your coins, but you have to 
randomly take an unsed ruin card.

CYCLOP

MANTICORE

CENTAURUS

GIANT

Age I :  take 2 coins and the other players lose 1 coin.

Age II & III :  exchange one of your ruins card with the 
one of an other player.

Age I & II :  take 2 coins per unbuilt wonder step of 
your neighbours.

Age III :  take a “ reconstruction ” token.

4 victory points for each “ reconstruction ” 
token present in the neighbouring cities

RENOVATORS GUILD
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DESCRIPTION OF THE WONDERS

STEP 1 :  3 victory points.
STEP 2 :  3 coins per unbuilt wonder step amoung your neighbours.
STEP 3 :  7 victory points.

STEP 1 :  3 victory points.
STEP 2 :  take a “ reconstruction ” token.
STEP 3 :  7 victory points.

STEP 1 :  3 victory points.
STEP 2 :  delete one of your ruin cards.
STEP 3 :  7 victory points.

STEP 1 :  all other players must pay you 1 coin each time they build a stage of their wonder.
STEP 2 :  destroy the last wonder step built by your neighbours.
STEP 3 :  4 victory points per unbuilt wonder step amoung your neighbours.

STEP 1 :  take a “ reconstruction ” token + 2 victory points.
STEP 2 :  take a “ reconstruction ” token + 3 victory points.

STEP 1 :  exchange one of your ruin cards with one of the discard (precision, choose your ruin before looking in the discard).
STEP 2 :  5 victory points.
STEP 3 :  your neighbours randomly take, an unused ruin card.

OUROÚK (URUK) - ZIGGURAT
BASIC POWER :  your neighbours have to play their 4th ruin card.

SINÓPE (SINOPE) - SERAPEUM
BASIC POWER :  at each draft, take an unsued ruin card, choose your ruin normally, then discard one and then give the remaining cards to 

your left neighbour.

TÚROS (TYRE) - NECROPOLIS
BASIC POWER :  play one ruin card less.
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RULES FOR 2 PLAYERS

RULES FOR 8 PLAYERS

END OF THE GAME

Rules stay unchanged.

Rules stay unchanged.
Note : the 8-player game is mainly intended for the team play variant.

Like in the base 7 Wonders game, the game ends at the end of age III, after the Conflict phase. Each player totals up the points of their civiliza-
tion, and the player whose total is the highest is declared the winner.
Note : for more simplicity, count the ruin points in the same line of the scoreboard as the debt and coins

RULES FOR TEAM PLAY
Basic team rules stay unchanged.
Your ruins do not apply to your team mate, only to you. but you can decide to do it to increase the difficulty. 
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F.A.Q
Q :  Does the debt rule apply if we play Ruins without Cities ?
A :  If you have cities, but do not want to add too many cards, it’s still 

recommended to use the “ debt ” tokens. But you can do without, 
if you prefer.

Q :  What happens if you play the flooded metropolis and another card 
or wonder step that allows you to play the last card (exemple : Ba-
bylon B ) ?

A :  Their two effects cancel each other out, it’s as if you played normally.

Q : If I have the “ destroyed city ” card, do all shields cost me money ?
A :  No, only those on the red cards. Those on black cards, orange, lea-

ders, gods or wonder steps cost nothing.

Q :  If I have a card that keeps me from building the wonderstep 1 or 
2,if I then build step 3, and then get rid of my ruin, may I rebuild 
these steps ?

A :  Absolutely, otherwise removing this ruin has no interest.

Q :  What happens if somehow I gain a new ruin that keeps me from 
building an already built wonder step ?

A :  It is still considered as built, but the power does not apply any more.

Q :  Same question if the “ precarious foundations ” card appears and I 
have already started building my wonder steps ?

A :  If the wonder is finished, good for you, you’ll have no interest in 
building the foundations. But if your wonder is not finished, you 
have to build it before the rest of your steps.

Q :  I have a wonder with 1, 2 or 4 steps ; how does the ruins that keep 
me from building the steps work for my wonder ?

A :  1 step : each card could be applied to the single step 
2 steps : the card “ Village on fire ” (middle step) applied to the 
1st or 2nd step and the card “ Volcano eruption ” (last step) to the 
2nd step 
4 steps : the “ Volcano eruption ” card (last step) apply to the 3rd 
or 4th step 

In any case, you can only play one ruin by wonder step. Also do 
this even if their is no order for the steps. 
Example : Boris has the wonder “ Rhodes ” (B), and the cards 
“ Burning shores ”, that he can only put on his 1 st step, and “ Village 
on fire ”, that he can put on his 1 st step or his 2 nd. If he plays both 
those cards, he will have to put “ Burning shores ” in 1 and “ Village 
on fire ” in 2. And his 3 rd ruin cannot be “ Volcano eruption ” 
because he would be able to play it.

Q :  May I use “ reconstruction ” tokens on the same ruin to double the 
positive effects ?

A :  No. Only one “ token ” by ruin.

Q :  May I buy or resell your expansions ?
A :  ABSOLUTELY NOT. My expansions are put online in print to play, I 

make no profit on it. It’s not my game, just a personal expansion 
from the original game by Antoine Bauza.

Q :  I have a few ideas of expansions for 7 wonders, but not enough for 
something complete, or I do not have the capacity to achieve them. 
May I present them to you ?

A :  Of course, I always answer everybody, and as quickly as possible. 
You could leave a message on my website or contact me via email.
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COLLECTION

SAILORS

CONTACT
Keep yourself informed of new releases and updates on my website :
corrojeux.wordpress.com
Do not hesitate to go there and leave a comment or ask questions if you still have any despite the rules and the F.A.Q.
You can also contact me directly by email : aurelienlezaire@live.com

Come aboard and travel the seas.Exercise your natural skills for trade and interact with 
more players than before. You like the interaction, but you’re feeling more bellicose ? 
Well, invade them rather than trade with them, or do both, after all, you rule on the 
seas. Control military and commercial maritime routes, and discover a new way to play.

You have all the official wonders ? The 7 basic ones, the ones from expansions and goo-
dies ; and you want more ? Download this mega Wonderspack with no less than 50 new 
wonders all from the antiquity. From the edged of the Mediterranean sea to the Indus 
river. Test different wonders and vary your experience. More than that, almost all of 
these wonders are made to work without any other expansion.


