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The Old Kingdom of Ancient
Egypt was a time period marked by
prosperity and security. The kings
established a strong bureaucratic
system that helped to administer
the vast wealth of the country.

However, the kings were seen not
only as the political rulers of Egypt,
but also as the religious leaders. The
kings were actually recognized as the
sons of Ra, with the primary goal of
their rule being to maintain maut -
the balance and harmony of life.

In Ra, you will take on the role of a
line of ancient Egyptian kings, seeking
to preserve maat as you rule over the
vast kingdom. Over three epochs,
you will work to improve the culture
of Egypt and the strength of your
royal lineage, all while following the
guidance of the gods. You only have
a certain amount of time during your
reign, so you must wisely decide how
to spend your days. In the end,

you hope that you have pleased

the gods enough to move on to

the Field of Reeds in the afterlife.
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Place the Auction board in the center of
the table within reach of all players, with
the side showing the Sun Boat icon

face up*. Place the Ra

e statue nearby.

Place the Sun Boat marker on the Ra track
(at the top of the Auction board) on the
starting space corresponding to the number
of players 9

Place the Epoch counter on the upper right
corner of the Ra track with the First Epoch
side up 0

Randomly give each player their own
player board, turned to the side that shows
the correct number of players inside the
blue ovals e

Place all of the Auction tiles into the cloth
bag 6 Shake the bag a few times to mix
up the tiles.

Place two 5-point scoring tokens
face down in front of each player o
Place the rest of the scoring tokens

face up near the Auction board e

Place the “1” sun disk on the space
in the center of the Auction board 9

For each blue oval on their player board,
cach player takes the sun disk matching
the value shown next to the correct
player count and places it on that space
. Note that the values are different
for each player count. The table below
shows all of the starting sun disk values.

* The Sun Boat has been added to this
edition to increase the thematic presence of
the mythology of Ra on the table. If you wish
to play without it, simply turn the Auction
board to its other side, and place Ra tiles
directly above the track when they are drawn.

2 Players

(only use disks 1-9) a

Player counts are shown
at the top and bottom
of the blue ovals.

This oval should begin
the game with a
13-value sun disk in
a 3 player game, and a
9-value sun diskina 2

player game.

Sun Disk Starting Groups

3 Players

4 Players
a13(6 (2

Second Epoch

5 Players
al16(7 (2




Plagingthe Bame

A game of Ra is made up of three sets of turns, called epochs. In each epoch, players will perform actions in order to build their society
and enhance their culture, earning them rewards and accolades.

The player with the highest-numbered sun disk takes the first turn of each epoch. Play continues clockwise until the epoch ends when all
sun disks are face down, or when the Sun Boat has reached the end of the Ra track.

A round of scoring takes place at the end of each epoch, after which many of the accomplishments will be swept away as a new king is put

in place for the next epoch.

‘The game concludes at the end of the Third Epoch after a final round of scoring. At that point, the player with the highest score wins!

fctions

On their turn, a player must perform exactly one of the following actions:

Draw a Tile

The player draws one tile from the
bag. If it is a Ra tile, follow the
instructions for Ra tiles below. If it is
any other tile, place it in the leftmost
open space on the auction track.

The Draw a Tile action cannot be
taken if the auction track is full.

RaTiles

When a Ra tile is drawn, discard the
tile and advance the Sun Boat one
space to the right on the Ra track.

The player then takes the Ra statue
and begins an auction (See Auctions”

- page 4).

If the Sun Boat is moved onto the
final space of the Ra track, the

epoch immediately ends without
completing an auction (Se¢ “Epochs”

- page 5).

[ ———————— ]

Invoke Ra

The player says “I invoke Ra!” and
takes the Ra statue, then begins an
auction (See Auctions” - page 4).

The Sun Boat does NOT advance
when the player invokes Ra.

[ e ——————— ]

Spend God Tile(s)

The player discards a God tile that
they acquired in a previous auction to
obtain any one non-God tile from the
auction track.

The God tile is discarded from the
game. The tile acquired from the
auction track is placed face up in
front of the player. If the acquired
tile is a Disaster tile, resolve it
immediately.

A player

may repeat
these steps

to spend
additional
God tiles
during the
same action,
resolving each
exchange fully before
beginning the next one.

When a player has completed their action, their turn ends and play continues clockwise to the next player.

When a player does not have any face-up sun disks remaining, they can no longer take actions during that epoch. On their turn, play

continues clockwise to the next player.

If there is only one player remaining who has any unused sun disks in a round, they may take their turns as normal until the round ends in
one of the usual ways (when the Sun Boat reaches the end of the Ra track, or when all sun disks are used).




fluctions

Two different events can trigger an auction: when a Ra tile is drawn during a Draw a Tile action,
or when a player performs the Invoke Ra action.

‘The player who triggered the auction takes the Ra statue, indicating that they are the Ra player.

Each auction begins with the player to the left of the Ra player and continues clockwise.
When it is a player’s turn to bid, they may bid by placing one of their face-up sun disks near the edge of the game board.

‘The first bid of each auction can be a sun disk of any value. Each subsequent bid must be a higher value than the previous bid.
If a player cannot bid (or chooses not to), they may pass.

Each player may bid (or pass) only once.. The auction always ends with the Ra player.

The conditions of the auction vary, depending on how and when it was triggered:

Ra tile drawn during Invoke Ra when the Invoke Ra when the

aDrawaTileaction . Auctiontrackistull | . Auction track is NOT full

e All players have the option to pass. e All players have the option to pass. o All players except the Ra player

have the option to pass.
e Ifall players pass, the Auction tiles e Ifall players pass, all Auction tiles
and sun disk remain in place. on the auction track are discarded * The Ra player must bid if all

from the game. The sun disk other players pass. Otherwise,
remains in place. the Ra player may pass.

B == G = ]

At the end of each auction (regardless of the outcome), play continues clockwise from the Ra player.

WInnng an Auction e e il o o T e Disaster TVes s fo ¥
The player who bids the highest value is the winner of the auction, and takes all of the After placing tiles won in an auction on
Auction tiles on the auction track. These Auction tiles are placed face up in front of the their player board, the winning player must
winning player, next to their player board. Each type of Auction tile has an allocated resolve any Disaster tiles acquired in the
location around the player board, as indicated by the icons at the top of every Auction tile.  auction by discarding two Auction tiles

from their board of the type indicated on

All other players return their sun disks to their player board face up. These disks canbe | Dicacrer tile. if able.

used again in a later auction.

' \ *@tﬁ

“\—‘V If they only have one matching
“ : tile, they must discard it from the game.
If they have no matching Auction tiles,

nothing happens. Then, the Disaster tile
is discarded from the game.

o

Most Auction tiles have no effect until scoring occurs (See “Scoring” - page 5).

In addition, the winning player exchanges the sun disk tile that they used to win the
auction for the sun disk on the Auction board. The obtained sun disk is placed face down
on their player board.

Finally, the winning player must resolve any Disaster tiles acquired from the auction
before play resumes.




Tile Distribution
Note that the amount of each type of tile
is indicated beside its icon. The number
in red indicates the number of relevant
disaster tiles. The link icon above L

the disaster icon on the River tiles
indicates that there are two disaster tiles
in total, but they apply to both Nile and
Flood tiles.

If either of the following two conditions is met, scoring is triggered immediately:
—————
All players’ sun disks

have been played and
are face down.

The Sun Boat has entered
the rightmost space of the
Ra track, containing the
Epoch marker or icon.

e e G —— = ]

Remember, the Sun Boat entering the rightmost space of the Ra track does NOT trigger
an auction.

When scoring occurs, players score points based on the Auction tiles that are face up in
front of them according to each type’s scoring criteria (See pages 6-7).

Players record their scores by taking the corresponding value of scoring tokens from
the supply. Scoring tokens should be kept face down, hidden from opponents, for the
duration of the game.

It is impossible for a player’s score to drop below zero. Should a player’s cumulative score
after each epoch fall below zero, their point total will be zero instead.

‘The Epoch icons on the player board indicate when a set of Auction tiles should score:
—8-8—2— : This set scores at the end of the First, Second, and Third Epochs.
—2— : This set scores only at the end of the Third Epoch.

If scoring occurs during the First or Second Epochs & / &

All Auction tiles next to your player board are scored according to their scoring
criteria (See pages 6-7), except for Monuments, which are not scored until the end

of the Third Epoch.

Then, begin a new Epoch (See “Beginning a New Epoch” - right).

If scoring occurs during the Third Epoch &

All Auction tiles next to your player board are scored according to their scoring criteria
(See pages 6-7), including Monument tiles.

In addition, the sun disks that players possess at the end of the game are scored.
Players add the values of all their sun disks (face up and face down) to obtain their sun

total. The player with the highest total gains 5 points, while the player with the lowest total

loses 5 points. In the case of a tie, full points are gained or lost by all tied players. If all
players have the same total, no points are gained or lost.

The game is now over (See “Winning the Game” - right).

Beginning a
[lew Epach

Once all Auction tiles have been scored,
each player discards from the game

all Auction tiles on the right side

of their player board (indicated by

the £ = icon on the top right of the
player board).

+ All Auction tiles on the left side of their

- player board remain until the end of the

game, unless removed by a Disaster tile

(indicated by the
of the player board).

icon on the top left

In addition, discard any Auction tiles
remaining on the auction track from the
game. The sun disk on the Auction board
should remain in place.

Return the Sun Boat to its starting space
on the Ra track (according to player count)
and adjust the Epoch counter as follows:

If the Epoch counter is on its First Epoch
side, flip it to its Second Epoch side:

If the Epoch counter is on its Second
Epoch side, discard it to reveal the Third
Epoch icon on the board:

_ Lo

Then, all players flip their sun disks
face up.

The player who currently has the highest-
valued sun disk takes the first turn of the
next epoch.

Winning the Game

After scoring the Third Epoch, the player
with the highest point total wins! If two or
more players are tied, the tied player with
the highest-numbered sun disk wins.




Monument tiles 8 TYPES
THIRD EPOCH SCORING ONLY

Players earn points for their Monument

tiles in two different ways:

MULTIPLICITY

Each group of 3/ 4 / 5 identical Monument tiles
is worth 5/ 10/ 15 points.

DIVERSITY

If a player has 6 or fewer different types
of Monument tiles, they gain one point for each type.

If they have 7 / 8 different types, they gain 10 / 15 points.

Note: It doesn’t matter whether a tile is placed on the top or
bottom row. All tiles will score for both Multiplicity and Diversity.

Pharaoh tiles “

FIRST, SECOND & THIRD EPOCH SCORING : |
‘The player(s) with the most Pharaoh tiles gain(s) 5 points.

The player(s) with the fewest Pharaoh tiles lose(s) 2 points.

If all players have the same number of Pharaoh tiles, no points are gained or lost.

Nile tiles Py
FIRST, SECOND & THIRD EPOCH SCORING e s

If a player has at least one Flood tile, they score one point for each of
their Nile tiles. If they do not have a Flood tile, their Nile tiles are not
worth any points.

Auction Tile Effects and dcaring

The scoring criteria for each type of Auction tile are detailed above. There is also a reminder of each criteria, as well as sun disk scoring,
on the player board.

Each Auction tile (except the Ra tile) has an icon to identify its type and where it should | All the scoring criteria on the player boards

be placed next to the player board: * also have a reminder of which epochs those
- tiles score in:
A\ AT s 4eei
N\ == : —R-%-2—
Monument tiles  Pharaoh tiles God tiles Gold tiles Scores during all epochs

w. ST VA :
§ hwiiny o g

Civilization tiles Nile tiles Flood tiles - Scores only in the Third Epoch




FIRST, SECOND & THIRD EPOCH SCORING
A player gains 2 points for each unspent God tile.

As an action, God tiles may be spent to take non-God tiles
from the auction track.

Gold tiles

FIRST, SECOND & THIRD EPOCH SCORING
Players gain 3 points for each Gold tile.

Civilization tiles 5 TYPES

FIRST, SECOND & THIRD EPOCH SCORING

A player with 3 / 4 / 5 different types of Civilization tiles earns
5/ 10/ 15 points (only score your largest set).

A player with no Civilization tiles loses 5 points.

W Flood tiles

FIRST, SECOND & THIRD EPOCH SCORING
Players gain 1 point for each Flood tile.

Having at least one Flood tile also allows a player to score points for
their Nile tiles.

For example: One Flood tile and three Nile tiles is worth four points.
Two Flood tiles and no Nile tiles are worth two points.
Zero Flood tiles and 4 Nile tiles are worth zero points.

~

- Disaster tiles 4TYPES

Ra tiles

WHEN DRAWN:

WHEN ACQUIRED:

Advance the Sun Boat one space along the Ra track. |  Discard two Auction tiles with icons matching the icon shown on the
Disaster tile, if able. If you have fewer than two Auction tiles of the
indicated type, discard as many as you have. Then, discard the Disaster tile.

This triggers an auction, unless the end of the Ra
track is reached.

Then, discard the Ra tile. When resolving the Drought tile, discard Flood tiles first, if able, followed

by Nile tiles. J
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Add Non-Ra tile
to_rAuction track

Not last space

&

Last space

Score epoch

NO AUCTION

ONLY IF
AUCTION
TRACKIS
NOT FULL

Invoke
Ra

Auction track
full

g

Auction track
NOT full
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Spend God
Tile(s)

Discard one or
more God tiles

Take the same
number of
non-God tiles

The player who triggered the auction takes the Ra statue, indicating that they are the Ra player.

The player to the left of the Ra player begins the auction.

e All players have the option to pass.

e Ifall players pass, the Auction tiles
remain in place.

All players have the option to pass.

If all players pass, all Auction tiles
on the Auction track are discarded
from the game.

o All players except the Ra player

have the option to pass.

* The Ra player must bid if all
other players pass. Otherwise,
the Ra player may pass.




