
Page 3: The text about card B21 should read:

Page 6: The text about card D13 should read:

Page 9: The explanation of goal chips 35 to 39 is missing and should read:

If you come across any mistakes in Civolution you like to share, feel free to contact us 
via email: info@deep-print-games.com 
Thanks!

• The cost spaces of mutation cards only include feature requirements.
• In contrast to the other types of research card, mutation cards have no instant bonuses that grant steps on progress tracks.
• The most frequent instant bonus of mutation cards entails steps on the Favor of Agera track.

b1 Beak. TOP: Activity: Make a lucky find (RB-20). However, you do not 
have to choose a territory type where you have any tribes. Instead, you 
can choose any of the 6 types of land territory. BOTTOM: Advance your 
disc 1 step on the Favor of Agera track.
b2 Mane. TOP: The spaces of the Prestige track include 4 paler spaces 
with dark digits instead of white ones. Whenever you advance your 
disc on the Prestige track and it finishes its movement on such a 
dark-digit space (not if it just passes over it), advance it afterwards 
to the next space of the track that shows a white digit. For example, 
if your disc lands on space 5, advance it to space 7. It doesn’t matter 
whether the discs of other civilizations are on any of these spaces. If 
you acquire this ability while your disc is already on a dark-digit space 
of the Prestige track, it has no direct effect on it (the disc must advance 
via another action for this ability to take effect). Also, the additional 
advancement triggered by this ability cannot be used for mutation card 
B22 “Color change”. 
b3 Bio sonar. TOP: Example: If you activate your Exploration module 
and reveal 3 sites, you gain 3 success points in addition to the ones 
printed on the front of those sites (RB-20). BOTTOM: Advance your 
disc 1 step on the Favor of Agera track.
b4 Neck frill. TOP: In the Site phase, you can ignore any Gorges of the 
Grimwolves (RB-32). They have no effect on your civilization. BOTTOM: 
Advance your disc 1 step on the Favor of Agera track.
b5 Compound eyes. TOP: Whenever you perform the key action “Gain 
1 research card” (RB-28), you may look through all of the face-up 
research stacks and gain one card of your choice from those. Don’t 
change the order of the cards in the stacks. If an event allows you to 
gain the top card of a specific face-up stack, you can gain any card from 
that stack. BOTTOM: Upgrade your Research module to the next level 
if possible (RB-27).
b6 Oviparity. BOTTOM: Upgrade your Procreation module to level III if 
you haven’t already (RB-27).
b7 Pincer. TOP: Activity: Take 1 marker from your supply and place it 
onto any storage space of your console on which you already have one 
or more markers. BOTTOM: Advance your disc 1 step on the Favor of 
Agera track.
b8 Night vision. TOP: Activity: If adjacent to any revealed Cave on the 
continent there is at least one territory with at least one of your tribes 
in it, place 1 marker from your supply either onto your Stone or your 
Iron ore storage space. BOTTOM: Advance your disc 1 step on the 
Favor of Agera track.
b9 Prehensile tail. TOP: Activity: Transport any 2 of your raw materials 
from the continent to your storage (RB-18). BOTTOM: Upgrade your 
Production module to the next level if possible (RB-27).
b10 Flippers. TOP: In addition to the actions of your Production 
module, do the following: Choose a Water territory that is adjacent to 
any territory in which you have at least one tribe (having only tribes in 
the Water territory itself does not count). Then place a marker in that 
Water territory and transport it directly to your storage the same way 
you would if it was on a boat there (RB-18). It doesn’t matter whether 
you actually have a boat there or whether there is a marker on it.

b11 Wings. TOP: When you migrate with a tribe, instead of moving it 
to an adjacent territory, you may return 1 food marker to your supply 
and place that tribe onto any encampment on the continent, following 
the usual rules for displacement, fire encampments, and developing 
territories (RB-15).
b12 Webbing. TOP: This is true for any type of action that requires 
adjacent territories. For example, with 1 migration you can move a 
strong tribe from a territory to any territory that is adjacent to the 
same Water territory. Or, if you have installed the mutation card 
B13 “Trunk”, you can produce raw materials cross-water. However, 
this ability does not apply to any sites cross-water. Sites are only 
considered adjacent to a territory if they actually touch it.
b13 Trunk. TOP: Whenever you perform an action that lets you 
produce raw materials (RB-18), you can choose for each of those raw 
materials either to produce it in one of your own territories or any 
developed land territory that is adjacent to any of them.
b14 Frog tongue. TOP: None of your tribes that are on encampments 
in Swamp territories can ever be weakened. So, for example, neither 
are they affected by Glaciers (RB-33) nor do they need to be fed in the 
Feeding phase. This also means whenever one of your tribes enters 
a Swamp territory and displaces another tribe from its encampment 
into the wilderness, your tribe remains upright (RB-15). Tribes in the 
wilderness of Swamp territories can be weakened as usual.
b15 Sweat glands. TOP: Activity: Check the weather gauge. If the 
weather marker is on either the Warm weather space or the Hot 
weather space, gain 1 stored Salt, 1 focus marker, and 1 success point. 
BOTTOM: Advance your disc 1 step on the Favor of Agera track.
b16 Proventiculus. TOP: Activity: Return 1 food marker to your supply. 
Then choose any 2 territories on the continent. In each of these 
territories, you can now stand up all weak tribes that you have there.
BOTTOM: Advance your disc 1 step on the Favor of Agera track.
b17 Humps. TOP: None of your tribes that are on encampments in Desert 
territories need to be fed in the Feeding phase to retain their state (RB-33).
b18 Fur. TOP: In step B of each Feeding phase, when the strong tribes 
are scored, check the weather gauge first. If the weather indicator is on 
either the Rainy weather space or the Cold weather space, you score 2 
success points for each of your strong tribes instead of only 1 point as 
usual (RB-33).
b19 Tusks. TOP: Each time you perform a hunt (RB-19), you gain
1 food marker more than the hunting table normally yields.
b20 Hooves. TOP: Whenever you migrate to a Grassland or Hill 
territory, you can decide either to settle there as usual or cross through 
it to a territory adjacent to it. If that adjacent territory is another 
Grassland or Hill territory, you can decide again to either settle there 
or cross though it and so on. The rules for crossing through territories 
apply as usual (RB-16).
b21 Magnetoreception. TOP: Activity: Take 1 of your strong tribes from 
anywhere on the continent and place it upright onto a free encampment 
in any foreign land territory. This means you can only choose a territory 
where there is a free encampment available, where you have none of 
your tribes, and where there is at least one tribe of another civilization 
(which you are not allowed to displace into the wilderness).
b22 Color change. TOP: Example: If you install a card whose instant 
bonus gives you 2 steps on the Technology track and 2 steps on the 
Prestige track, you must advance 1 step on the Technology track and
1 step on the Prestige track. You can use each of the remaining 2 steps 
on any of the progress tracks (either on the same or on different ones). 
If you install a card whose instant bonus gives you 3 steps on the 
Technology track, you must advance 2 steps on the Technology track 
and can use the remaining step on any progress track. If you install a 
card whose instant bonus gives you 1 step each on 3 different progress 
tracks, you cannot use this ability (RB-31).

3

B) Mutation cards

D) Building cards
• The cost spaces of building cards only include stored material requirements. However, most of them have an alternative 

requirement that is fulfilled if you’ve already built a few settlements on the continent (RB-24).
• Building cards often have instant bonuses that entail steps on the progress tracks (with the Construction track being the most 

frequent).

d1 Inn. BOTTOM: Gain 2 Stamina and 1 Expressiveness feature marker.
d2 Garden. TOP: Point bonus at game end (RB-37). BOTTOM: Advance 
your disc on the Prestige track 2 steps (RB-31).
d3 Theater. TOP: Activity: Advance your disc on the Culture track
1 step (RB-31). BOTTOM: Advance your disc on the Culture track 1 step 
(RB-31).
d4 Hall. BOTTOM: Advance your disc on the Construction track 3 steps 
(RB-31).
d5 Stable. TOP: Activity: Gain 1 food marker and 1 success point for 
each of your farms on the continent. BOTTOM: Advance your disc
1 step on the Favor of Agera track.
d6 Guard tower. BOTTOM: Advance your disc on the Construction 
track 1 step (RB-31) and gain 1 Stamina and 1 Vision feature marker.
d7 Marketplace. BOTTOM: Upgrade your Trade module to level III if 
you haven’t already (RB-27).
d8 Hospital. TOP: Every time any of your weak tribes on the continent 
is strengthened (as it is brought from a lying to an upright state), gain
2 success points. It does not matter if this is via one of your own 
actions (for example via your Sustenance module) or via a card like 
D13 “Mill”.
d9 Road. TOP: On each of your turns in which you perform the 
key action “Perform 1 procreation” (RB-16) at least once, you can 
additionally perform the key action “Perform 1 migration” (RB-14) 
with one of the new tribes immediately after you add that tribe to 
a territory (provided it is still strong). This includes your turns in the 
Event phase and the Income phase. (In the Income phase, however, 
each of your actions is considered part of the same turn.)
d10 Aqueduct. TOP: In step A of every Feeding phase (RB-33), check 
how many settlements you have on the continent. For each of them 
do the following: Check which territories are adjacent to the building 
ground of that settlement and choose up to 2 of your tribes in these 
territories (whether they are in the same territory or in different ones).  
Now, for the duration of this Feeding phase, all of the tribes that you 
chose this way do not require any food to retain their state.
d11 Courthouse. TOP: Activity: Return 1 money marker and 1 idea 
marker to your supply to advance your discs on any 2 different 
progress tracks 1 step each.
d12 Monastery. TOP: Activity: Choose up to 2 of your weak tribes 
anywhere on the continent and return them to your supply. For each 
of them you gain 5 success points. You cannot use the special action 
“Deus ex machina” (RB-33) to save any of these tribes. You only gain 
the points if you actually remove the tribe. BOTTOM: Advance your 
disc 1 step on the Favor of Agera track.
d13 Mill. TOP: Activity: Choose any one territory. There, you must 
stand all lying tribes up, no matter to which civilization they belong. 
For each one that you strengthen this way, you gain 1 success point. 
BOTTOM: Advance your disc 1 step on the Favor of Agera track.
d14 Tavern. TOP: Activity: Return 1 food marker to the supply to gain 
3 success points and 2 money markers. BOTTOM: Advance your disc
2 steps on the Favor of Agera track.
d15 Sewer. TOP: Activity: Return 1 food marker to the supply to gain
1 focus marker, 2 idea markers, and 3 success points. BOTTOM: 
Advance your disc 2 steps on the Favor of Agera track.
a16 Residence. TOP: In the Site phase, you can ignore the effect of 
Glaciers (RB-33). If the weather indicator triggers a negative effect in 
step A of the Event phase (RB-34), you can choose to ignore that effect. 

d17 Prison. TOP: Activity: Anywhere on the continent, choose one 
strong tribe of a foreign civilization. Take 1 marker from your supply 
and place it onto the head of that tribe. As long as your marker is on 
that tribe, it cannot migrate out of its territory. Your marker remains 
on that tribe until you do your next Reset (RB-32). Then, you remove 
the marker from the tribe, gain 2 success points and then place that 
marker onto your money space.
If the foreign tribe should be weakened while your marker is on it, 
the marker remains on it. If the foreign tribe is removed from the 
continent while your marker is on it, gain the 2 success points and the 
money marker immediately.
BOTTOM: Advance your disc 1 step on the Favor of Agera track. 
d18 Forge. TOP: Activity: Advance your disc on the Technology track
1 step (RB-31). BOTTOM: Advance your disc on the Technology track
1 step (RB-31).
d19 Forum. TOP: Activity: Advance your disc on the Prestige track
1 step (RB-31). BOTTOM: Advance your disc on the Prestige track
1 step (RB-31).
d20 Library. TOP: Activity: Advance your disc on the Knowledge track 
1 step (RB-31). BOTTOM: Advance your disc on the Knowledge track
1 step (RB-31).
d21 City walls. TOP: Activity: Advance your disc on the Construction 
track 1 step (RB-31). BOTTOM: Advance your disc on the Construction 
track 1 step (RB-31).
d22 Brewery. BOTTOM: Advance your discs on the Technology, 
Prestige, and Culture tracks 1 step each (RB-31).
d23 Castle. BOTTOM: Advance your disc on the Construction track
3 steps (RB-31).
d24 Ziggurat. BOTTOM: Advance your disc on the Construction track 
4 steps (RB-31).
d25 Arena. BOTTOM: Advance your disc on the Prestige track 3 steps 
and your disc on the Construction track 2 steps (RB-31).
d26 Observatory. BOTTOM: Advance your disc on the Technology 
track 3 steps and your disc on the Knowledge track 2 steps (RB-31).
d27 University. BOTTOM: Advance your disc on the Technology track
2 steps and your disc on the Knowledge track 3 steps (RB-31).
d28 Pyramid. BOTTOM: Advance your disc on the Construction track
2 steps and your disc on the Culture track 3 steps (RB-31).
d29 Temple. BOTTOM: Advance your discs on the Construction
and Culture tracks 3 steps each (RB-31).
d30 School. BOTTOM: Advance your disc on the Knowledge track
2 steps (RB-31) and gain 1 Intelligence feature marker.
d31 Lighthouse. BOTTOM: Advance your disc on the Construction 
track 2 steps (RB-31) and gain 2 Vision feature markers.
d32 Fountain. TOP: Point bonus at game end (RB-37). BOTTOM: 
Advance your disc on the Construction track 2 steps (RB-31).
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them. 
f14 Stroke of genius. This only applies if your disc on the Technology 
track is ahead of all other discs there: Take the top card from the face-
up invention stack of the research display and install it immediately in 
your stage partition for free. This means you follow the usual steps of 
the key action “Install 1 research card” (RB-24) but ignore steps 3 and 
4, as all cost spaces are considered inactive. As usual, if the face-up 
invention stack is empty afterwards, refill it with the top card from the 
face-down invention stack (RB-28).
The ability of card B5 “Compound eyes” can be used.
f15 Brainwave. This only applies if your disc on the Knowledge track 
is ahead of all other discs there: Take the top card from the face-up 
insight stack of the research display and install it immediately in your 
stage partition for free. This means you follow the usual steps of the 
key action “Install 1 research card” (RB-24) but ignore steps 3 and 4, as 
all cost spaces are considered inactive. As usual, if the face-up insight 
stack is empty afterwards, refill it with the top card from the face-
down insight stack (RB-28).
The ability of card B5 “Compound eyes” can be used.
f16 Admiration. This only applies if on your Gold, Jade, and Copper 
storage spaces, you have a higher total of stored materials than any of 
the other civilizations has on its own Gold, Jade, and Copper storage 
spaces: Advance your disc on the Prestige track 3 steps.
f17 Corruption. This only applies if you have more money markers 
than any of the other civilizations: Perform the key action “Install
1 goal chip” (RB-26), ignoring the requirement of that goal chip.

f18 Beginning of fall. This applies to each civilization: Check in which 
Forest and Mountain territories you have at least 1 tribe. For each of 
these territories, gain 2 success points. In addition, you may produce
1 raw material (RB-18) in each of these territories. The abilities of cards 
A13 “Axe”, E6 “Dynamite” and E14 “Irrigation” can be used. The ability 
of card B13 “Trunk” cannot be used.
f19 Leap in evolution. This only applies if you have more stored 
materials in your storage than any of the other civilizations has in its 
own storage: Take up to 3 of your stored materials and place each of 
them onto any of your feature spaces.
f20 Tsunami. This applies if you have the most boats on the continent 
or are tied for the most: You must choose one of your boats on the 
continent and return it to its recess on your console. If you have any 
tribes on that boat, remove them from it and return them to your 
supply. You cannot save them via the special action “Deus ex machina” 
(RB-33). If you have a raw material on that boat, leave it in its notch 
when you place the boat back onto your console. If not, take a marker 
from your supply and place it in the boat’s notch when you return it. 
Then gain 2 success points and place 1 marker from your supply onto 
your Wood storage space and 1 marker onto your Cotton storage 
space.
Only actual boats on the continent count for this, so the ability of 
card B28 “Gills” does not apply here. However, if you have that card 
installed when you remove an actual boat through this event, any 
tribes and raw material from that boat remain in the Water territory.
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Goals 1 to 4. On the 
continent, there must be at least 
1 territory of this type in which 
you have at least 1 of your farms 
and at least 1 of your tribes.

To install a goal chip from your goal area in your stage partition via the key action “Install 1 goal chip” (RB-26), 
you must fulfill the requirement of that goal chip. All requirements are listed below in the order of their goal IDs.

Goals 5 to 8. On the 
continent, there must be at 
least 1 territory of this type in 
which you have at least 2 of 
your tribes.

Goals 9 and 10. On the 
continent, there must be at 
least 1 territory of this type in 
which you have at least 3 of 
your tribes.

Goals 11 to 16. On the 
continent, there must be at 
least 2 territories of this type 
in each of which you have at 
least 1 of your tribes.

Goals 17 to 24. On the 
continent, you must have at 
least 2 tribes whose territory/
territories are adjacent to any 
site of this type. Both tribes 
can be in the same territory 
or in different territories that 
are adjacent to the same or 
different sites of this type. 

Goal 25. On the continent, 
you must have at least 2 of your 
settlements (RB-22).

Goal 26. On the continent, 
you must have at least 2 of 
your statues (RB-22). It doesn’t 
matter if they are on the same 
or on different Building grounds.

Goal 27. On the continent, 
you must have both of your 
boats (RB-21). It doesn’t 
matter if there are any tribes 
or raw materials on them.

Goal 28. You must have at least
8 activation dice. It doesn’t matter 
if they are on the dice spaces of 
your console and/or below them. 
Since each civilization already starts 
the game with 6 activation dice, you 
have to acquire 2 additional ones 
(RB-28) to reach this goal.

Goal 29. You must have at least 
3 fate dice. Since each civilization 
already starts the game with
1 fate die, you have to acquire
2 additional ones (RB-28) to reach 
this goal.

Goals 30 to 34. At 
least 2 cards of this 
type must be installed 
in the stage partition 
of your console.

Goals 40 to 45. You 
must have at least
2 feature markers of 
this type. 

Goals 46 to 63. You 
must return 1 stored 
material of this type 
to your supply to fulfill 
this goal.

Goal 64. You must 
return 3 food markers 
to your supply to fulfill 
this goal.

Goal 65. You must 
return 3 money markers 
to your supply to fulfill 
this goal.

Goal chips

Goals 35 to 39. 
Your disc on this 
progress track must 
have reached at least 
space 3.

Errata list (for first edition US/EU) - updated 10/01/2024

Rulebook

Glossary

Page 33: In the Mystery Oak example, “Mountains B” should read “Mountains D”.


