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GAME OVERVIEW
“Each of us is carving a stone, erecting a column, or cutting 

a piece of stained glass in the construction of something 
much bigger than ourselves.”

—Adrienne Clarkson

Sid Meier’s Civilization: A New Dawn is a strategy board 
game in which two to four players act as the leaders of 
history’s most memorable civilizations. Over the course 
of the game, they will expand their domains, gain new 
technologies, and build many of humanity’s greatest 
wonders. In the end, one civilization will rise above all  
others to leave its indelible mark upon history.

COMPONENT LIST

16 Map Tiles

8 Water Tokens

1 Event Dial (face and pointer)

124 Control Tokens 
(31 per player)

24 World Wonder 
Tokens

4 Focus Bars  
(1 per player)

8 Leader Sheets
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Setup

PotteryEarly EmpireMasonryForeign TradeAstrology

Trajan

All Roads Lead to Rome

When you move a caravan from 
your economy card, it can move 
from any of your cities (even a 
city that is not mature).

Rome

9 Barbarian  
Tokens

32 Resource Tokens 
(8 per type)

34 Trade Tokens

80 Focus Cards  
(20 per Player)

16 Player Diplomacy 
Cards (4 per player)
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5 Victory Cards
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15

Explorer

Aesthetic

24 World Wonder 
Cards
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You can place control  
tokens on empty forest 

spaces that are not adjacent 
to a friendly city.

Medieval Wonder

Chichen Itza

W
he

n 
yo

u 
ar

e b
ui

ld
in

g 
a w

on
de

r, 

re
du

ce
 it

s c
os

t b
y 

2 
if 

yo
u 

do
 n

ot
 a

lre
ad

y 

ha
ve

 a 
w

on
de

r o
f i

ts
 ty

pe
.

Bu
en

os
 A

ir
es

16 City-State 
Diplomacy Cards

4 Natural Wonder 
Tokens (double-sided)

1 Barbarian 
Direction Token

4 City-State Tokens 
(double-sided)

4 Tech Dials  
(4 faces and 4 pointers)

2 Six-Sided Dice

44 Plastic Figures 
(1 capital city, 7 cities,  

and 3 caravans per player)

I

+1 Control Token

Culture

Early Empire

Place 2 control tokens on spaces matching 

this slot’s terrain or lower that are adjacent 

to friendly cities.Control tokens expand your territory, 

allowing you to acquire resources from the 

map and to mature your cities.
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FOR THE FIRST GAME
The players use a predetermined map for their first game to make learning easier. Before proceeding to setup on the next 
page, the players construct the map shown below. Each tile is labeled with a number and letter; the numbers on the map 
below correspond to the tile numbers. The first-game map uses only the A-side of tiles for ease of construction. 

Players begin by placing the tiles outlined in red. If playing with at least three players, they add the tiles outlined in yellow; if 
playing with four players, they also add the tiles outlined in blue.

After the map is constructed, each player chooses a capital city and places it on the capital city icon that is closest to him or 
her. The color of the capital city is the color that player will use for the first game instead of choosing a color during step 1 on 
the next page.
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Capital City

Capital City Icon

Tile Number  
and Letter
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SETUP
To set up a game of Sid Meier’s Civilization: A New Dawn, 
players perform the following steps:

1. Select Leader and Player Color: Each player takes one 
random leader sheet. Then, each player chooses a player 
color and takes the cities, caravans, control tokens, tech 
dial, diplomacy cards, and focus cards of that color.  
Then, each player rotates the pointer on his or her tech 
dial to “0.”

2. Construct Focus Bars: Each player places the focus bar of 
his or her color below his or her leader sheet. Each player 
takes the five focus cards that display “I” on the back and 
places them faceup in the slots below the focus bar—each 
player’s leader sheet lists the order the cards must be 
placed in. Then, each player places a caravan on his or her 
“Foreign Trade” card.

3. Construct Map: Players use the map tiles to construct 
the map. For the first game, they construct the map as 
described on page 3. For future games, they use the 
advanced map-building rules on page 15.

4. Populate Map: For each space on the map that has an 
icon, the players take one token that matches that icon 
and place it on that space. For each barbarian icon, the 
barbarian token placed on it should display the same 
letter. For each city-state icon, the city-state token 
placed on it should share the same icon and black frame 
(diamond or circle) around the icon.

5. Place City-State Cards: For each city-state token placed 
on the map, place both copies of that city-state’s 
diplomacy card on top of each other and next to the  
map, in view of all players. Return the unused  
city-state diplomacy cards to the game box.

Natural Wonder 
(Grand Mesa)

Barbarian “I”Marble Resource

City-State 
(Buenos Aires: cog icon, 

diamond frame)

When you are building a wonder, 
reduce its cost by 2 if you do not already 

have a wonder of its type.

Buenos Aires

City-State Diplomacy 
Cards (Buenos Aires)

When you are building a wonder, 
reduce its cost by 2 if you do not already 

have a wonder of its type.

Buenos Aires
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Setup

PotteryEarly EmpireMasonryForeign TradeAstrology

Trajan

All Roads Lead to Rome

When you move a caravan from 
your economy card, it can move 
from any of your cities (even a 
city that is not mature).

Rome

Blue Player’s Components

Tech Dial

Diplomacy CardsControl Tokens Caravans Cities

Focus Cards
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Setup

PotteryEarly EmpireMasonryForeign TradeAstrology

Trajan

All Roads Lead to Rome

When you move a caravan from 
your economy card, it can move 
from any of your cities (even a 
city that is not mature).

Rome

Rome’s Starting 
Focus Card Order

+1 Production for Wonders

Pottery

Industry

I

Build 1 world wonder. Your production 
equals this slot’s number.
Or, build 1 city on a legal space of this 
slot’s terrain or lower within 2 spaces of a 
friendly space.

World wonders grant powerful, unique 
effects to their owners. Cities expand a 
player’s reach into new areas of the map 
and increase the number of world wonders 
he or she can have.

+1 to Combat Value

Masonry

Military

I

Reinforce a number of your control tokens 
up to this slot’s number.
Or, perform up to 2 attacks within 2 
spaces of a friendly space. Your combat 
value equals this slot’s number.

A reinforced control token provides a 
defense bonus to its space and adjacent 
spaces. Attacking is an effective way to 
defeat barbarians, conquer city-states, and 
take control of rivals’ world wonders.
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+1 Control Token

Culture

Early Empire

Place 2 control tokens on spaces matching 
this slot’s terrain or lower that are adjacent 
to friendly cities.

Control tokens expand your territory, 
allowing you to acquire resources from the 
map and to mature your cities.
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+1 Space of Movement Each

Move each of your caravans up to 3 spaces. 
They can move into spaces matching this 
slot’s terrain or lower.

Caravans travel to city-states and rival cities 
to gain trade tokens and diplomacy cards. 
Trade tokens increase a focus card’s effect as 
described at the bottom of that card.

Economy

Foreign Trade

+1 Tech Dial Advancement

Astrology

Science

I

Advance your tech dial a number of 
spaces equal to this slot’s number.

Advancing your tech dial allows you to 
replace the cards in your focus row with 
better versions that have special effects.
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