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Players: 2 – 4   Product Code: 101131N 
Playing time: 2 – 3 hours +/- UPC: 718122262403 
Age: 12 and up Size: 12 ¼” x 8 ¾” x 2” 
Case Size: 6      (3.8 lbs. or 1733 grams/unit)  MSRP: $69.99 

 

            

What kind of civilization will YOU build?  
Through the Ages is an exciting game of strategy 
and resource management.  Players guide their 
civilizations up from Antiquity, through the Middle 
Ages, and into Modern Times.  Will your civilization 
be warlike?  Technologically advanced?  Religious? 
Artistic?  Choose from leaders such as Hammurabi, 
Napoleon and Gandhi.  Build the Pyramids, the Great 
Wall, or the Eiffel Tower. Your civilization’s culture is 
yours to shape – differently each time you play the 
game. You may play the short “Tutorial Game” to 
learn the game mechanics in an hour or less.  Play 
the “Advanced Game” when you are ready to face the 
consequences of politics and corruption.  And when 
you are ready for an even greater challenge, play the 
“Full Version” and take your civilization from spear-
throwing to space flight!  
 

Currently ranked #4 on the BoardGameGeek 
website’s list of Best Games in the world. 
 

“Through the Ages is a superb game of Civilization, taking 
you from antiquity to the modern day. It supports great, 
thoughtful resource management that will play out 
differently in just about every game.”           

              ~~ Tom Vasel, thedicetower.com 
 

        Winner: Best Strategy Game 2007 
 

                            Deutscher Spiele Preis: 2009 
 

Designed by Vladimir Chvatil 
Artwork by Paul E. Niemeyer 
Published by Eagle Games 
Made in China 
 

 

Game Components: 
 

 1 Game Board 
 1 Rulebook 
 275 wooden Counters – in yellow, 

blue, white and red  
 40 Player Cubes – 10 in each of 4 

Colors 
 4 Player Mats  
 4 Reference Cards  
 341 Cards - 185 Civil, 155 Military 

and 1 Start Player  

Target Audience: 
 Fans of civilization-building games  
 Serious gamers 
 Educators and students of history and 

civilization 
 Game, gift and book store patrons 
 Libraries and Schools 

Core Information: 
 Develops skills in logic, advanced strategic 

planning, flexible thinking and social interaction 


