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Settlers from three Nordic empires have decided to start their
voyages and set sail for new lands in hopes of finding more
resources, and increasing their opportunities to expand. Building
new structures, taking advantage of upcoming events, and
outsmarting opponents is their path to greatness. You don't know
who your opponent might be; it might even be a different clan from
your nation. Even so, you will do what is necessary. Your current
lands are meager, and the resources scarce, so you'll need to work
hard to acquire the food and resources necessary to thrive!

Imperial Settlers: Empires of the North is a card game in which
players lead one of six clans from three different factions. The game
plays out over a series of rounds, during which players explore new
lands, construct buildings, trade resources, and sail to new lands with
the aim of either conquering, or pillaging to gain more goods! Each
action draws the clans closer to becoming the greatest empire! The
nds in the same round that any player reaches the 25 victory

THE GOAL OF THE GAME

The goal of the game is to have the most Victory Points (#), earned
by expanding your Clan and sailing off to unexplored Islands. During
the game, players can gain Victory Points from actions taken thro-
ughout the game, from Location features, and from the Locations
and Resources that are possessed by the Clan. The player with the
most # at the end of the game has built the greatest Empire and

wins the game!
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1 Scoreboard

The double-sided Scoreboard contains

a Victory Point (i) track with a different
arrangement on either side. Both function in
the same way, so use whichever you prefer.

1 Expedition board

This board will hold the different Island cards.

Players will place their Ships here when they
take Sail actions.

6 Clan score markers

Each player has a Clan score marker
to track their .
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IRLAND

12 Nearby Island cards 10 Distant Island cards

Each Clan has its own deck of cards. When told to draw a card from your deck, players will draw
only from their own Clan deck unless stated otherwise. There are also two decks of Island cards,
which all players will be able to interact with using the Sail action to either Pillage or Conquer them.
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5 Action tiles

Each tile represents a different action that
a Clan can use. They are double sided, with
a Solo mode side and 2-4 player mode side.

i Clan tiles

These come in four different player colors,
and function to store  spent by players
during their turn.

8 Clan action pawns (and 4 stickers)

Pawns in four different player colors, used to perform
the different actions on the Action tiles.

GOODS MARKERS AND TOKENS
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28+ Workers 3 Common Ship tokens

GOODS AND ICOA

The term “Goods" refers to everything players can gain throughout the game, including cards,
Resources, Workers, and Victory Points. The different types of Goods are:

Card

Clan cards represent Locations that players
can build, and Boosts that may be played

from the hand when certain actions are taken.

Players start the game with three Locations
in play (Basic Fields). Throughout the game
they will add more Locations to their Empire,
and play Boost cards that give instant effects
to certain actions. Players will acquire cards
during the Lookout phase, from using the
Explore action, and from certain Location
actions. Unless explicitly stated otherwise,
whenever a player is instructed to draw a
card, they must draw from their Clan deck.

You will find a detailed description of the
cards in the Cards Overview section.

Victory Points (VPs)

Victory Points represent the glory and

power of the Clan's Empire. Players gain VPs
from actions, Location Features, Building
Bonuses, and Pillaging Islands. Also, at the
end of the game players will receive 1 VP for
every card in the Clan’s Empire (including
starting locations), 1 VP for every 2 Resources
remaining in their supply, and 1 VP for every
1 Gold remaining in their supply.

Worker

Workers represent the Clan’s population.
Players will use Workers to keep cards in their
hand during the Lookout phase. Certain

Unlimited Goods

Resources, Workers, and tokens

are not meant to be limited by the
physical number of components in the
game. If a certain component from
the supply ever runs out, players can
use the included multiplier tokens.

For example, if there are not enough
Stone markers and a player needs 5
Stones, he can take 1 Stone and place
it on a x5 multiplier token.

Location actions will also require Workers
to be used in some way. Players will most
frequently Spend their Workers. When this
happens the Workers must be moved to
the Clan tile to signify they are Spent. The
Workers will be returned to the player’s
available supply during the Cleanup phase.

Ship

Ships represent the Clan's transport
capabilities. Players will use Ships by placing
them on the Expedition board. During the
Expedition phase the Clans will set sail for
new and unexplored Islands represented by
specific cards, to either Conquer or Pillage
Islands.

Raze token

Raze tokens represent the Clan’s military
units. Raze tokens are used in one of two
ways: to Conquer Island cards in order to

add them to your Empire, or to Raid an
opponent's Action cards and exhaust them for
the current round.

Gold token

Gold tokens represent the currency of the
Clan. One Gold can be used instead of any
one Resource (Wood, Stone, Food, Sheep,

Fish), but not the other way around.

Types of Resources: Food, Wood,

Stone, Sheep, Fish

Food, Wood, Stone, Sheep, and Fish are
collectively called Resources for purposes of
the rules. Players acquire Resources from
their Fields by Harvesting, but also from
Pillaging Islands and other actions. Food

is required to get additional use of the Clan
action pawns, while Wood and Stone are used
as building materials for Locations. Fish are
mostly needed to get to the Distant Islands,
and numerous actions require Sheep. In
certain situations, Resources are also spent to
activate the actions of certain Locations.
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