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1.0 INTRODUCTION

It is the closing months of 68 A.D. Nero, the last of the Julio-Claudian Roman Emperors, has lost all support. When he hears of the combined disloyalty of some of his provincial governors, the Senate, and his own Praetorian Guards, he commits suicide. Especially in the later years of his regime he had acted as a true despot, even ordering the murder of his wife Octavia so as to be able to marry Poppaea Sabina. When Rome was burning in 64 A.D. he had charged the Jews and the Christian population with the crime, starting the first persecution of Christians.

In the space of the year 68-69 A.D. four Roman provincial governors, Galba, Otho, Vitellius, and Vespasian, vied for the throne. Three of them in succession gained their objective, only to lose it as quickly as they gained it. The fourth, Vespasian, emerged as the victor.

In Nero, you are a contender for Imperial power. Using your legions and political influence, your aim is to either seize and hold the Imperium by being declared Emperor, or to gather enough land and power so that, at game’s end, you are in position to do so.

Nero is a game of opportunities. The overall strategy is to become Emperor, stay Emperor, grab areas, and amass victory points. However, to do that, rather than taking an extended overview and planning way ahead, the game instead requires players to react and act quickly, often making their own opportunities by playing their event cards in a sagacious and timely way.

The first time you play the game is mostly a learning experience, not so much of the rules but for what you can do with the cards. Once you have seen what can be done, play becomes much smoother and quicker.

Players and Playing Time

The game can be played with either three, or better, four players. A 10-card per player game-turn should take about two hours to complete. There are also shorter versions included. However, they give less strategic opportunities.

2.0 COMPONENTS

Each copy of Nero contains:

· 1 gameboard

· 55 cards

· 80 Legion game pieces (20 each in four colours)

· 4 Uncontrolled Legion game pieces

· 60 control markers (15 each in four colours)

· 4 standup leader General pieces

· 4 standup leader Contender pieces

· 4 standup leader Emperor pieces

· 17 Retreat markers 

· 1 Barbarian Tribe marker

· 2 player aid cards

· 1 wooden game turn indicator (white)

· 4 wooden victory points markers

· 1 rules booklet

2.1 The Gameboard

The gameboard divides the Roman world of the 1st Century A.D. into four Areas - West Europe, Central Europe, East Europe, and Asia/Africa - with each Area sub-divided into 5 provinces. Some of the provinces are Port provinces (e.g., Achaea), as indicated by the anchor symbol.

Example: The Area of Eastern Europe contains the provinces of Dacia, Moesia, Thracia (a Port province), Dalmatia (a Port province), and Achaea (a Port province).

A track for Victory Points borders the gameboard. There are also boxes in the colours of the four Areas that indicate Area control (see 11.2), the Discard Box (for cards that are not used in a game turn or have been played earlier), and a Game Turn Record Track.

The two provinces of Italy (North and South), and the city of Roma, belong to no Area.

Straits: Arrows leading from one province to another across the sea indicate movement is allowed between those two provinces without playing a Galley Fleet card (see 12.0).

No Entry: The dark areas of the gameboard may not be entered for any reason.

Cities: The cities do not influence gameplay in any way.

2.2 The Pieces and Markers

Legion: The Legion pieces are used to gain control of provinces. The number of Legions on the gameboard and in play is always 28, never more, never less.

Exception: In a 3-player-game there are only 21 Legions on the gameboard (see 3.2).

Uncontrolled Legion: Legions that are not controlled by any player. There may be never more than 4 Uncontrolled Legions in the game. If an event calls for placing additional Uncontrolled Legions on the gameboard, it cannot be played.

General: The standup cardboard piece each player uses to indicate where on the map is the person who is trying to become Emperor. The General does nothing else, has no powers, and is not used or needed for anything other than to indicate and specify presence/location.

Contender: The standup cardboard piece each player uses to replace his General with when the latter has been declared Emperor by his Legions, and may actually become Emperor by going to Roma.

Emperor: A player who has become Emperor uses this standup cardboard piece to indicate that he is now Emperor.

Play Note: Each player only has one of the three above pieces - General, or Contender, or Emperor - on the gameboard at any one time.

The term Leader is used to refer to any/all of the above three statuses when a rule applies equally to all three.

Retreat Markers: These markers are used to indicate one or more Legions have withdrawn in the face of opposing Legions, or retreated as a result of losing a battle. Legions that have Retreat markers are restricted in terms of future movement (see 5.6).

Control Markers: These markers are used to keep track of which player controls a Province and Area (see 11.0).

2.3 Victory Point Markers

These wooden markers are used to record the number of Victory Points the players have accumulated. Advance the markers on the Victory Point Track of the gameboard.

2.4 Game Turn Indicator

Before the start of the game, you place the wooden game turn indicator marker in the box for game turn 1. After completion of each game turn, advance it to the next game turn till the game is over.

2.5 The Cards

Nero includes a deck of 55 cards which is used by all players. Each card has several separate pieces of information.

A player may use each card for only one of these purposes when he plays it:

Movement Points. Shown by the movement symbol and a number in the upper left-hand corner. This is the number of Movement Points that player may use when playing that card for movement purposes. Several cards can be combined and played for movement at the same time.

Battle Points. The battle symbol and a number in the upper right-hand corner. This is the number of Battle Points that player may use when playing that card for combat purposes. Only one card can be played per battle.

Events: Various opportunities and occurrences that the players can use to further their aims, or stop others from doing so, when playing the card for Event purposes. Events are depicted by a specific symbol. The symbols are explained in the rulesbook and on Player Aid Card 2.

Once: A symbol tells you which specific cards can be played only once during a player round (see 12.0).

Must be played in your player round: A symbol indicates which specific cards can be played during your own player round only (see 12.0).

May be played at any time, when needed: A symbol indicates which specific cards can be played at any time (see 12.0).

2.5 Abbreviations

The following abbreviations are used throughout the rules:

BP
Battle Point

DP
Declaration Point

MP
Movement Point

VP
Victory Point

2.6 Terms

The following terms are used in Nero:

2.6.1 Area

The gameboard consists of four Areas - West Europe, Central Europe, East Europe, and Asia/Africa. Each area is divided into 5 provinces. The two parts of Italy do not belong to any Area.

2.6.2 Army

Two or more Legions of one player together in a province are called an Army when they move or attack together.

2.6.3 Base of Operations

At the start of the game (see 3.0 below) the players choose a “home” Area. This is called the Base of Operations or Base of that player. Example: Peter has selected West Europe as his Area. It is now his Base of Operations.

2.6.4 Leader

The term Leader is used to refer to any/all of the following: General, Contender, Emperor, when a rule applies to all three equally.

2.6.5 Province

Each area is sub-divided into 5 Provinces. Some of the Provinces are Port Provinces (e.g., Achaea), as indicated by the anchor symbol. Both parts of Italy are Provinces although they do not belong to an Area. Roma is not a Province (see 5.8).

3.0 STARTING PLAY

1. Each Player chooses which Area he wants as his “Base of Operations”. He can choose between Western Europe, Central Europe, Eastern Europe, and Asia/Africa. If the players cannot agree about who gets which Base of Operations, then take one Control marker of each colour and the players draw randomly to determine which base/colour each will have. Each player sits on the side of the board closest to his base: Western Europe – west edge, Central Europe – north edge, Eastern Europe – east edge, and Asia/Africa – south edge. Next each player takes the colour that matches his chosen base, collecting all the pieces in that colour for his use. In addition, each player gets one General, one Contender, and one Emperor. The Uncontrolled Legion pieces, the German Tribe marker, and the Retreat markers are set to one side.

Play Note: The colours of the playing pieces correspond with the colours of the areas of the gameboard. The only exception is “blue”. The blue colour belongs to the orange area. Historical Note: The following contenders are represented in Nero (all of whom eventually became Emperor in 68-69 A.D.): Galba, Otho, Vitellius, Vespasian. This has no specific effect on play. Historically they should be based in the following areas:

Galba – in Western Europe, Vitellius in Central Europe, Otho in Eastern Europe, and Vespasian in Asia/Africa. Players may start them in these Bases instead of the Area that matches their colour if wished.

2. Placement of Legions: Each player takes seven (7) Legions to start the game. Five of these are placed, one each, in each Province of his Area.

Players now place their other two Legions, one at a time, starting with the youngest player, and then going clockwise around the table until all Legions are placed. These two additional Legions may be placed in any Province in the player’s Area. It is allowed to place both into the same Province.

3. Placement of Generals: Players now place their General piece, starting with the youngest player, and then going clockwise around the table in any one Province in that player´s Area.

4. The card deck is shuffled and each player is dealt

· ten (10) cards.

The players keep their cards secret in their hands. The remaining cards are placed facedown in the Discard Box of the gameboard. They are not used until the next game turn.

Play Note: If you want to play a “Fast Version”, deal only six (6) cards. This will shorten the game by about a third, although it does restrict opportunities somewhat.
5. Play is ready to begin. The youngest player starts the first game turn. The player who goes first in each successive game turn will change from turn to turn.

3.1 Diplomacy

Of course, diplomacy/talking between the players is part of the game and fun. However, the game does not have a specific “diplomacy phase” for agreements or negotiations. You may discuss at the table, as play proceeds, such things as the following e.g. before the play of a card you may ask another player is he does not object to the play of it, or for instance, ask for passage through a Province. However, no statement is binding.

Players may decide to play the game with a specific set time for diplomacy each game turn. This should come after dealing cards. Players should not be allowed to slow play by lengthy discussion at the table, or conduct secret diplomacy away from the table, at any other time.

You may play cards as events to benefit other players, as long as you are allowed to play that specific event at that time. You may not play a card for the movement or battle of another player. Cards may not be exchanged or given away.

3.2 Three Players

If there are only three players, one Area is left vacant. No Legions are placed there. The Provinces of this Area may be entered freely by the players and they may fight battles here. However, they do not get Victory Points for the control of this Area.

Under point 4 of the preparation for play the cards are shuffled and each player is dealt

· thirteen (13) cards.

Play Note: If you want to play a “Fast Version”, deal only eight (8) cards. This will shorten the game by about a third, although it does restrict opportunities somewhat.
The event (Province) Revolts cannot be played for an Area that has not been chosen at the start of the game. This includes Judaea for Asia/Africa, Britannia for Western Europe, Germania Superior for Central Europe and Achaea for Eastern Europe (see 12.0).

3.3 Elimination of a Player

Even if a player has lost his last Legion, he is not out of the game. He conducts his player rounds normally and has the option to gain a new force by picking up Uncontrolled Legions.

Play Note: It is very rare that a player loses all his Legions. However, better be careful to prevent this from happening!

4.0 GENERAL COURSE OF PLAY

Players win Nero by amassing the most Victory Points. Victory Points are gained for

· being Emperor at the end of a game turn

· controlling Areas, and/or the two Italian Provinces, at the end of a game turn

· winning battles during a game turn if you are Emperor

4.1 The Game Turn

Nero consists of four game turns. Each game turn consists of a number of player rounds, wherein each player plays up to four (4) cards from his hand, after which – clockwise around the table - the next player conducts a player round, until no player has any cards left. When that happens, the player rounds for that game turn are over.

A game turn represents roughly a season of the year.

4.2 The Sequence of Play

1. The players determine who will go first for that game turn.

· For the first game turn, this is the youngest player, and play then proceeds clockwise.

· For the remaining three game turns, the order of play is determined by Victory Points. The player with the least VPs at this time goes first in the current game turn. If there is a tie, use a blind draw of a control piece to determine who goes first. The other players will move in clockwise order. 

2. Deal out Cards. All cards (apart from one you chose to hold if you discarded your last card) are returned to the deck and shuffled. Then each players gets

· ten (10) cards if there are 4 players (6 for the “Fast Version”), or

· thirteen (13) cards if there are 3 players (8 for the “Fast Version”).

3. The player rounds. Players now undertake their player rounds, starting with the player who goes first (#1, above) and continuing clockwise (see 4.3 below). When there are no cards left to play, the player rounds are over.

Last Player Rule: If only one player has cards left, and he has more than 4 cards, he may play only 4 of those cards and then the player rounds are over. The remaining cards are not played.

4. Remove Withdrawn markers. All Withdrawn markers are now removed from the gameboard.

5. Total Victory Points. The Victory Points each player has earned are totaled and added to the previously accumulated total. Use the Victory Point markers and the Victory Point Track on the gameboard.

6. Start the next game turn. The Game Turn Indicator is placed into the next game turn box on the gameboard. When you have completed the last game turn, the game is over and the winner is determined.

4.3 A Player Round

When it is his player round, a player may play his cards to

· Move his Legions and Leader (using a card(s) for movement purposes). As part of movement he may attack enemy legions. Battle is part of Movement. See 5.0 below.

· Increase the strength in battle of his Legions (using a card for battle purposes).

· Undertake the event on the card (using a card for event purposes).

· Discard - one card is placed facedown on top of the cards in the Discard Box without using it. If you discard you may not play any other cards in that round, and you may only discard a maximum of 1 card per round. If you discard your last card you may hold it facedown for the next game turn instead of placing it on the Discard Box. You may no longer use the “held” card this game turn (and it cannot be taken or looked at by a Traitor), but you start with it in your hand next game turn, and are dealt one card less at that point.  
Note: A player must play at least one (1) card, if he has any left, when it is his player round. A discard counts as a “play”.

The above may be undertaken in any order the player wishes, going back and forth between possibilities and restricted only by the limitations the rules state.

If a player’s General or Contender is in Roma, he may attempt to declare himself Emperor (see 7.1). This may be done at any time during a player’s own round.

No player may play/use more than four (4) cards in his player round, even if he is the last player with cards. Example: In a 4-player game, Peter has 6 cards remaining. All other players do not have any cards remaining. Peter may now select up to 4 cards to play in a last player round.

This limit does not apply to the use of cards by players during another player’s round.

5.0 MOVEMENT

When it is a player’s round he may play from one to four of his cards to move his Legions and his Leader (see 5.7). He may move his Legions separately, or together. When several Legions are moved together from one Province to the next this is called an “Army”. 
Legions move from one Province to another Province, as follows:

· Across a common border, into an adjacent Province. Example: a Legion in Gallia Narbonensis may move to Gallia Lugdunensis, or Hispania, or Germania Superior, or the northern Italian Province.

· To a Province connected by a Straits arrow. Example: a Legion in Britannia may move to either Gallia Lugdunensis or Germania Superior by straits.

· By playing the Galley Fleet card (see 12.0), which allows a player to move up to three (3) Legions (and a Leader) from any one Port Province to any one other Port Province. That move represents the entire movement of those pieces for that player round; they may not attack after landing.

Legions that start movement in the same Province may move as if they were one unit. They may also move separately, but the MPs available are applied to each Legion/Army separately, and the player must declare which Legion/Army will get which points before he moves any of them. 

A Legion/Army may “pick up” additional Legions as it moves, by paying the cost to do so (see 5.4). It may leave Legions behind as it moves at no cost, but units that are left behind may not move any further in that player round.

No other Armies, or individual Legions, may move until the Legion/Army that is moving has finished its movement (and any attacks). Once a Legion/Army stops (attacking is not necessarily a “stop”, see below), it is finished, and its units may not move any further that player round.

5.1 Movement Points
Each card provides a certain number of Movement Points (MPs) – the symbol and the number in the top-left corner of the card. A player may play more than one card and total those cards MPs, or play one card, use its MPs to move a Legion/Army, then play another card to move another Legion/Army. The MPs may be divided among more than one Legion/Army, but MPs from any one card are applicable only to the Legions in one Province; the MPs from a single card may not be split among different Provinces.

Example: A card provides 5 MPs. A player may use all MPs to move all Legions of an Army together for 5 MPs, or he may give individual Legions 1 MP each, and all the variations in between.

Another example: A card provides 4 MPs. It is not possible to first move an Army in one Province for 2 MPs, then to move an Army in a different Province with the remaining 2 MPs.

Play Note: When playing more than one card to total MPs to move one Army, all such cards must be played at the same time (with the MPs added together), not one after the other.

A Legion/Army does not have to use all of the MPs it is given. However, MPs not used in a player round may not be saved for another round.

5.2 Basic Movement Costs

It costs 1 MP for an Army of 1-3 Legions to enter a Province from another Province. 

It costs 2 MP for an Army of 4-5 Legions to enter a Province from another Province.

It costs 3 MP for an Army of 6 or more Legions to enter a Province from another Province.

Movement via a Straits arrow costs 1 MP per Legion crossing.

5.3 Battle Fatigue

Each time a Legion/Army attacks in a battle in a player round and wins, it may continue to move (if it has MPs remaining). However, it adds one (+1) for each such battle to all Movement and Attack Costs in the same player round, except for picking up other Legions. This rule does not apply to the Leader piece, which is never “fatigued”.

Example: An Army that has fought and won two battles would, if it wanted to continue to move, pay 3 MPs to enter an adjacent Province (1 normal MP, plus 2 Battle Fatigue MPs) and/or 3 MPs to attack another enemy.

5.4 Picking up and Dropping off Legions/Armies during Movement

A Legion/Army and/or a Leader may move into a new Province and add a Legion to the friendly force by paying

· one extra MP (+1) - in addition to the MP you pay to enter the Province, if you already control that Legion.

· two extra MPs (+2) if the Legion you want to pick up is Uncontrolled. Paying such cost would bring that Uncontrolled Legion under control of the moving player. When doing so, replace the Uncontrolled Legion piece with a piece of the new owner.

Play Note: Legions become Uncontrolled only by play of a “Legion Rebels” or “Province Revolts” card.

You may never pick up enemy Legions.

The above cost is applied regardless of the number of Legions being so picked up.

If you want to pick up both a friendly and an Uncontrolled Legion in a province, you have to pay 3 MPs (1 MP for the friendly and 2 MPs for the Uncontrolled Legion).

The Legion(s) just picked up use the MPs of the Legion/Army that picked them up. However, Legions/Armies may not pick up pieces that have already moved that player round.

At the beginning and the end of each player round, all friendly units in the same province are considered to be stacked. The cost of 1MP to pick up friendly legions is only considered as you're picking up friendly legions in other provinces during movement. Example: suppose you're moving an army to attack an enemy unit in another province and there is already another friendly stack in that province. You can't use that other friendly stack in the upcoming combat unless you pick it up (1MP). However if you choose not to pick up the other stack for the combat, then the two friendly stacks are considered to be one stack if they are both still in the same province at the end of your player round (after all card play, movement, and combat has been resolved). Withdrawing/retreating Legions stack immediately with friendly Legions in the Province they go to. 

A moving Army may always drop off Legions in a Province, leaving them behind. There is no extra cost in MPs to do so, but such dropped off units may not move any further that player round. This does not include Legions that have not yet moved which are left in a Province when the rest of an Army leaves.
Leaders may not be picked up. However, they may be dropped off.

Example: An army of 3 Legions starts in Aegyptus. A 6 MPs card is played. The Army moves into Judaea, at a cost of 1 MP, where there is another Legion controlled by the player. 1 MP is paid to add that Legion to the Army, giving the player 4 Legions. Now, using the 4 remaining MPs, the Army is moved first into Syria, thence into Asia Minor.

5.5 Moving into enemy-occupied Provinces

Legions/Armies from different players may co-exist in the same Province. Legions/Armies may enter Provinces occupied by other Legions/Armies, either friendly, enemy or Uncontrolled. However, they must end their movement for that player round upon doing so if the Province is occupied by enemy Legions (or a Barbarian Tribe marker) unless one of the following takes place:

· The moving Legion/Army attacks the non-moving Legion/Army/Barbarian Tribe and wins. It may then continue to move if it has MPs remaining.

· The non-moving player (or players) allows the moving Legion/Army to move through by saying it is OK to continue such movement. This costs the moving player’s Legion/Army one (+1) extra MP.

If there are Legions of more than one player in a Province, the moving Legion/Army has to defeat all of them or get the permission to continue movement from all of them.

Example: Peter´s Army of 3 Legions starts in Thracia. It moves into Dalmatia, at the cost of 1 MP, which is occupied by a Legion of Tom. Peter says he wishes to continue movement. Tom allows him to do so, but it costs 1 more MP. After leaving Dalmatia Peter has so far used 3 MPs.

A Legion/Army may continue movement if there are only Uncontrolled Legions in a Province.

In a later player round a Legion/Army may leave a Province that is occupied by enemy Legions without permission (and without paying a MP). If it then moves into a Province that is occupied by an enemy Legion/Army, the above rule is in effect again.

Example: Peter moves a Legion from Thracia to Dalmatia that is occuiped by 3 Legions of Marcus. Peter does not want to attack and does not get permission from Marcus to continue movement. Therefore he has to stop. In his next player round Peter moves his Legion from Dalmatia to Northern Italy. Marcus cannot prevent this (unless he plays an event card).

5.6 Withdrawal Movement

Legions of players whose round is not in progress may withdraw in reaction to enemy movement into the Province they are in. In order to withdraw a player must play 1-3 card(s) with a higher total Movement Point value than the number of MPs that the moving enemy force has remaining from its original allotment. Withdrawing Legions move into any adjacent Province that has no enemy Legions or Barbarian Tribe marker in it. Players may use Straits (see 5.0) to withdraw, but not a Galley Fleet card (see 12.0). A Legion/Army may not withdraw into the Province from which the moving Legion/Army just came. It is allowed to withdraw into a Province that is only occupied by an enemy Leader. 

There is no cost in MPs to the moving Legion/Army if withdrawal happens, and there is no MP cost to the withdrawing Legion(s) to do so. The moving Legion/Army may continue movement if it has MPs remaining.

A Legion/Army that withdraws (and any friendly Legions it stacks with) may withdraw again without playing further cards in response to further movement in the same player round by the same enemy Legion/Army.  

The player who wants to withdraw has to withdraw all of his Legions in the Province – or none at all. It is not possible to withdraw a part of the Legions. A Leader must withdraw with his Legions. A withdrawing Legion/Army that goes to a Province where there is another friendly Legion/Army must stack with them.

Withdrawal, however, may be canceled by play of a Bad Weather card (see 12.0).

Place a Retreat marker on top of the withdrawing Legion(s). Legions with a Retreat marker may not move when it is their player round until they have removed the marker. They may always withdraw (retaining the marker), or retreat if they lose a battle. A Retreat marker remains with a Legion and whatever other friendly Legions it stacks with when it withdraws or retreats. The only ways to remove the Retreat marker are to wait till the end of the game turn or to expend 2MP. Note that an army may not make use of a galley fleet if there is a Retreat marker on the army. It costs two (2) MPs to remove the Retreat marker from all the Legions in one Province during a player round, making those Legions eligible to move again.

All Retreat markers are removed, at no MP cost, at the end of a game turn.

Example: Frank´s army of 2 Legions leaves Judaea and enters Syria, which is occupied by a Legion of Tom. Tom decides to withdraw his Syrian Legion into Asia Minor, which is occupied by 2 more of his Legions. A retreat marker is placed on top of the withdrawn Legion. This leaves Syria unoccupied, and there is no extra cost added to the movement of Frank. However, if he wishes to continue moving into Asia Minor, he will find that Province now occupied by 3 enemy legions that may not be so amenable to withdraw this time.

Play Hint: Withdrawal can be a good way of increasing the size of your Army in a given Province, even if it is not your player round.

In all of the above cases, if there are Legions/Armies of more than one player in a Province that is being entered by a third (or fourth) player, each non-moving player must decide separately what to do with his Legions. These decisions are made clockwise, around the table, from the moving player.

Different players may never combine Legions/Armies for any purposes!

5.7 Moving Leaders

Leaders do not pay any MPs if they move along with a Legion/Army. However, if they move alone, they pay 1 MP per Province. They are not subject to Battle Fatigue (see 5.3), but they do pay extra MPs to pick up Legions as they move (see 5.4). They may not move through an enemy-occupied Province unless they have the latter’s permission. An Emperor or Contender who is not accompanied by a Legion that finds himself in a Province with enemy Legions is immediately replaced by a General.

Leaders may not be picked up. However, they may be dropped off.

5.8 Roma

Roma is a city; it is not a Province, although for movement cost purposes (1 MP to enter) it is treated as a Province. It is not part of any Area. It is adjacent to both the southern and the northern Italian Provinces.

Only a Leader may enter Roma; no Legions may enter it. It may be entered only from the two Italian Provinces. A player may not use a Galley Fleet card (see 12.0) to move directly to Roma. More than one Leader may be in Roma at the same time.

Play Note: An Emperor who stays in Roma cannot be defeated in battle, which is always a possibility when he is outside Roma. However, while he is in Roma he is subject to Assassination.
6.0 BATTLE

A Legion/Army, before it starts movement, during movement, or when it finishes moving, may attack any enemy Legion/Army in the same Province. If there are Legions/Armies of more than one opposing player present, he must attack them separately one after the other. He may attack some and not others. The choice is his.

During each player round the same Legion/Army may only be attacked once. If it retreats and joins up with another friendly Legion/Army that has not yet been attacked this player round then the resulting stack may be attacked. 

6.1 Attack is part of Movement

A player has to play a card for movement purposes before he is able to initiate a battle. It costs a Legion/Army 1 MP (in addition to the cost to move into that Province) to attack. This MP cost is subject to extra Battle Fatigue costs (see 5.3). Legions/Armies may make more than one attack in a single player round, paying 1 MP for each such attack, plus the extra Battle Fatigue costs, as long as they have enough MPs remaining.

Once a player has announced he is going to attack a targeted enemy Legion/Army that Legion/Army may not withdraw. It may withdraw only in reaction to enemy movement, not an announced attack (see 5.6).

6.2 Battle Points

Attacks are resolved by comparing Battle Points. An Army gets Battle Points for the following reasons:

· 1 BP for each Legion

· 2 BPs if the Legion/Army is led by an Emperor

· 1 BP if the Legion/Army is led by a Contender

· ? BPs for a card played for battle purposes

6.3 Using Cards for Battle

When a card is played for Battle purposes, the player gains the Battle Points listed on that card. You do not have to play a card for Battle purposes in a Battle.

The attacker (the moving player) may play 1 or 0 cards for Battle as he wishes, within his 4 card maximum per player round.

The defender (the player that is attacked) may play 1 or 0 cards for Battle purposes.

A stack of units with a Retreat marker must subtract 1 from the value of a card they play for Battle purposes.

After a battle has been resolved any cards played for Battle purposes are placed on the discard box.

Any cards chosen for Battle purposes are decided upon secretly (e.g below the table top), and both players then reveal them simultaneously.

6.4 Resolving Battle

Each Player totals his BPs (as above). The high total wins the Battle.

The winner takes one of the loser’s Legions and puts it in his (the winner’s) Army, replacing the former with one of his own colour. If that Army has any MPs remaining, it may continue to move and/or attack, subject to increased Battle Fatigue MPs.

The newly added Legion (taken from the loser) is considered to belong to the winning Army and may move and fight as part of it in the same player round.

The loser loses a Legion and can choose to stay in place or retreat (see 6.5 below) if he has any Legions left.

An Emperor or Contender that loses a battle is no longer Emperor or Contender; replace his Emperor/Contender piece with the General piece.

Draw: The Legions/Armies of both sides stay where they are. The attacking Legion/Army must stop movement and may not attack again in this player round. Emperor/Contender status is retained.

If, after a Legion is removed, a Leader is alone in a province without a friendly Legion, he stays there. You cannot attack or eliminate a Leader piece alone. However, a Contender or Emperor alone in the same Province as an enemy Legion is replaced by a General piece.

6.5 Retreat

A retreat is undertaken in the same way as withdrawal, and with the same restrictions (see 5.6). However, it does not require play of movement cards, and cannot be stopped by a Bad Weather card. No Legion/Army may use Straits (see 2.1) for retreat. A Retreat marker is placed on top of the losing Legion/Army.

6.6 Legions

None of the 28 starting Legions are ever out of the game. They are always on the gameboard, either Uncontrolled (see 2.2) or controlled by one of the players. Ownership of a Legion may switch during a game.

Battle Example

Peter has an Army of 2 Legions plus a Contender piece in Germania Superior. Tom has played a card for movement that gives him 4 MPs. He takes his own Army of 3 Legions in Germania Inferior and moves it into Germania Superior. Peter declines to withdraw and Tom announces that he is attacking Peter´s Army.

Both players right now have 3 BPs – each Legion gives 1 BP; Peter´s Contender piece gives another BP. It is time to play cards for battle purposes: Peter does not want to lose the Contender status and plays one card, with 4 BPs. He has a total of 7 BPs for the battle. Tom would like to win the battle too, but hopes to do many more things in this game turn – and he has to stay within his “4 cards per player round maximum”. So he chooses no card. Peter and Tom reveal their cards simultaneously. Peter wins the battle because he has 7 BPs, while Tom has only 4. Peter takes one of Tom´s Legions and replaces it with a Legion of his own colour. Tom decides to stay with his Army in Germania Superior.

7.0 BECOMING EMPEROR

Being Emperor provides a player with Victory Points, plus increased Battle capability. The game starts with no Emperor. A player may attempt to become Emperor at any time during his own player round. There are three ways to become Emperor: two are by declaration; the third is by winning a battle.

7.1 Becoming Emperor by declaration in Roma
If there is no Emperor in play, a player may become Emperor by having his General or Contender declared Emperor at any time during his player round. To do this,

· that General or Contender must be in Roma at the time and

· he must have at least five (5) Declaration Points (DPs).
A player gains DPs as follows:

Legion Superiority: 1 DP for each Legion a player has in Italy (North and/or South) above the total of all other Legions in Italy. Example: Peter, with 5 legions in Italy, will get 2 DPs for his Legions. Tom has 1 Legion and Frank has 2 Legions in Italy: 5 - (1 + 2) = 2 DPs.

Area Control: A player gets 2 DPs for each Area on the gameboard he controls.

Senate Influence: A player gets 1 DP for each Senate Influence card he plays. This may be negated by the play of a Bribe card by another player.

Support of the Praetorian Guard: A declaring player gets 1 DP for each Praetorian Guard card he plays.

Play Note: Remember, the moving player may play only four cards maximum per player round.
Declaring for Emperor in Roma - Example

It is Tom´s player round, and Tom´s General is in Roma. There is no Emperor in the game, so Tom is in, as we shall see, a good position of power. He announces he is declaring for Emperor.

1 DP for Legion Superiority. Tom has 4 Legions in Northern Italy. Frank has 3 Legions in Southern Italy; no other player has any Legions in Italy. (4-3 = 1 DP.)

2 DPs for Area Control. Tom has 1 Legion in Judaea, Syria and Aegyptus. No other player has any Legions in Asia/Africa, so Tom controls that Area (see 11.0).

3 DPs for Card Play: Tom plays two Senate Influence cards (2 DPs) and one Praetorian Guard (1 DP) card.

Tom now has 6 DPs, enough to have him become Emperor. The only way he could be stopped is if the other players played two Bribe cards, which would negate the effect of the 2 Senate Influence cards, bringing his total down to 4.

7.2 Becoming Emperor by Legion declaration

This process starts by a player’s General becoming a Contender, after which the Contender can become Emperor by starting one of his player rounds in Roma.

The first step is to play a Hail Caesar card when the following circumstances apply, all of which must be met otherwise the event cannot take place:

· There is only one (or no) Emperor already in play.

· The General piece, and at least one Legion, is in a province in that player’s Base of Operations (see 2.6.3). Example: Frank started the game with Central Europe as his Base of Operations. His General piece is now in Germania Superior with one of his Legions. He is eligible for Legion Declaration.

· You control the area that province is in.

That player replaces his General piece with his Contender piece.

To become Emperor, that Contender must start one of his own future player rounds in Roma. If he does so, and there is still only one (or no) Emperor in play, that player is now Emperor. Replace the Contender piece with the Emperor piece.

7.3 Emperor by Victory in Battle
If an Emperor loses in a battle to an opposing Legion/Army with a Leader piece, the former not only reverts to General status, but the victorious General or Contender is now Emperor (place the Emperor piece on the gameboard).

8.0 ADVANTAGES OF BEING EMPEROR

A player who is Emperor gains the following:

· Emperor-led Legions/Armies gain two (2) extra Battle Points (this bonus is per the total force, not per individual Legions of an Army). Note: Contender-led Legions/Armies gain one (1) extra Battle Point.

· Victory Points (see 13.0).

9.0 REMOVING AN EMPEROR BY ASSASSINATION

An Emperor may lose his “office” and be returned to General status by losing a battle (see 7.3) or by Assassination.

A reigning Emperor may be eliminated by Assassination. Assassinations may be attempted only against an Emperor who is in Roma. You may not attempt to assassinate a Contender or General.

To attempt an Assassination, a player plays an Assassination card and - if there are 2 Emperors in Roma – names the target of the attempt. He may also play, along with that card, as many Praetorian Guard and Bribe cards as he wishes (within his 4-card-per-player round maximum) to protect the attempt.

Play Note: It is a good idea to play as many Praetorian Guard and Bribe cards as you can if you wish to have a good chance of success. A player may not play any more/other cards later during the resolution of the attempt.
Once the Assassination has been announced each player may try to stop the Assassination, starting clockwise from the assassinating player. The other players cannot play cards to support the attempt.

An Assassination succeeds if there is no Praetorian Guard card protecting against it. A player stops the Assassination attempt by having a Praetorian Guard card protecting against the attempt when there is no Praetorian Guard card still protecting the attempt.

A protecting Praetorian Guard card on either side is removed by playing either:

· 1 Praetorian Guard card against it; both cards are then removed.

· 2 Bribe cards against it; all 3 cards are then removed. The 2 Bribe cards may be played by different players. 2 Bribes remove 1 protecting Praetorian Guard. Bribe cards however cannot stop an attempt per se; 2 Bribe cards just remove 1 Praetorian Guard card!

If, after all players have had a chance to block the Assassination, the Assassination card is still in effect, then the attempt is successful, and the Emperor piece is replaced with the corresponding General piece.

Note: A Bad Augury card has no effect on the play of any cards during an Assassination attempt.

Play Note: Obviously, most attempts to stop the Assassination will be by the player who controls the target Emperor. However, this is not always the case.

10.0 MULTIPLE EMPERORS

There may be more than one Emperor at any one time during the game. However, there may never be more than two Emperors in play at any one time. If there are already two Emperors in play, your Legions may not declare you Emperor (see 7.2) even if you fulfill the necessary conditions. You may become a Contender, but you have to wait to become Emperor until one of the two Emperors loses his position.

If there are two Emperors when it becomes time to determine Victory Points, they divide the VPs between them (see 13.0).

11.0 PROVINCE AND AREA CONTROL

11.1 Province Control

To control a Province, a player must have more Legions there than all other players combined.

If in a Province there are no Legions, only Uncontrolled Legions, or a Barbarian Tribe marker, then nobody controls it.

11.2 Area Control

To control an Area, a player must control at least three of the Provinces in that Area. Place a Control marker in the appropriate Area Box on the gameboard to indicate who, if anyone, controls an Area.

Example

Western Europe Area - Peter has 1 Legion in Britannia, 2 in Gallia Narbonensis and 2 in Hispania. Frank has a Legion in Lusitania, and Tom has 1 Legion in Gallia Narbonensis. Peter controls the Western Europe Area because he has more Legions than all other players in each of three Provinces. If another player moved a Legion into Britannia, Peter would no longer control Western Europe, as he would not have Legion superiority there.

12.0 USING CARDS AS EVENTS

Many cards can be played for Event purposes only during a player’s own player round.

Some, as noted below, and on the card, may be played at any point in the game. 

Cards that have “Once” printed on them may have that Event played only once per player round for event purposes; this applies to all players, not just the player whose player round it is. Thus a player holding three Traitor cards may play only one Traitor event per player round.

Play Note: It is best to place cards that say Once face up near the gameboard after playing them. This makes it easy to check if a specific card has already been played in the same player round. At the end of a player round all these cards are placed onto the Discard Box on the gameboard.

Play of a card as an Event is subject to the 4-card maximum for the moving player. There is no limit on how many cards may be so played by non-moving players.

If more than one player wants to play a card that negates another card just played, the player to the left (in clockwise fashion) of the player playing the card to be negated may do so first.

What the Events cards can do is noted below.

Assassin (x4) [Once]: Use this card to attempt to assassinate an Emperor in Roma. The attempt succeeds if there is no Praetorian Guard card left protecting against the attempt. Must be played in your player round.
Bad Augury (x4) [Once]: When played, this card negates the play of the card played before, if that card was played for event purposes (not for movement or battle purposes!) Exception: It does not negate a Hail Caesar! card, or any card played as part of an assassination attempt. Both the Bad Augury card and the negated card are put onto the Discard Box. May be played at any time, as needed.

Bad Weather (x4) [Once]: May be used to stop the movement (and, therefore, an attack) or withdrawal of any one Legion/Army. The card has no effect on moving Leaders or retreats after battle. The target Legion/Army may move no further the instant this card is played and is finished for that player round. It may stop any movement of a Legion/Army right from the start. This card may be played against a Galley Fleet card of another player. Both the Bad Weather card and the negated movement, withdrawal, or Galley Fleet card(s) are put onto the Discard Box. A movement card that still has MPs left that are earmarked for another Legion/Army is not discarded yet. May be played at any time, as needed. 

Barbarian Tribe Attacks (x1): The player playing this card designates which Province is affected by “the attack” (either Germania Superior, Germania Inferior, Dacia or Moesia). All Legions and Leader pieces in that Province are immediately moved to any adjacent province, regardless of who controls that Province. All Legions so moved are marked with a Retreat marker. A Legion is moved to an adjacent Province by the player owning it. A player has to move all of his Legions and the Leader into one province. Uncontrolled Legions are moved by the player playing the card. Place the Barbarian Tribe marker in that province; it now costs 3 MPs to enter (whatever the size of the entering army) instead of the normal cost. The selected Province is no longer controlled by any player, until the Barbarian Tribe marker (BPs of 3) is successfully attacked and removed. If another Barbarian attack occurs before the previous one is defeated simply remove the marker and place it in the new Province. Each Emperor loses 2 VPs at the end of a game turn if there is a Barbarian Tribe marker on the map at that time. Must be played in your player round.
Bribe (x8): This card is used to negate the effect of certain other cards already played. A Bribe card may be played to either:

· Negate the use of a Senate Influence card when declaring for Emperor in Roma.

· Negate a Praetorian Guard card used as “protection” by a player in an Assassination attempt. You need to play two Bribe cards to negate/remove the Praetorian Guard.

Both the Bribe card(s) and the negated card are put onto the Discard Box.

May be played at any time, as needed.

Crisis in Roma (x1): The Emperor, if there is one, is immediately placed in Roma. If there are two Emperors, the one that goes to Roma is up to the player playing the card. Simply pick up the Emperor piece and place it in Roma. Must be played in your player round.
Galley Fleet (x4): When played this card allows the player to move up to three (3) of his Legions (plus Leader) that start in any one port Province to any other port Province on the gameboard, as that Army’s entire move for that player round. The Army may not attack upon landing. This movement may be negated by a Bad Weather (Legions only) or General/Contender Sick (General or Contender only) card. Must be played in your player round. 

General/Contender Sick (x1): This card is played against an opposing player’s General or Contender (not his Emperor). That General/Contender piece may not move any more that player round. It may stop any movement of a General/Contender including that allowed by a Galley Fleet card of another player. Legions that are in the same province as the General/Contender are free to move. The card is similar to Bad Weather, but applies to a General/Contender piece only. Both the General/Contender Sick card and any negated card(s) are put onto the Discard Box. May be played at any time, as needed.

Hail Caesar! (x4): You may declare yourself Emperor, and replace your General with the Contender piece, if all of the below conditions are met:

· There is only one (or no) Emperor already in play.

· Your contender, and at least 1 Legion, is in a Province in your Base of Operations.

· You control the area that Province is in.

Must be played in your player round. The Contender must go to Roma to actually become Emperor.

Legion Rebels (x4) [Once]: The player playing this card may take any one Legion, of any player, and place an Uncontrolled Legion piece back into the same Province. That Legion is now Uncontrolled. This event can’t be played if it would create more than 4 Uncontrolled Legions in play. Must be played in your player round.
Praetorian Guard (x6): This card may be used for one of three purposes:

· Used as protection in an assassination attempt (by either side).

· Negates the effect of a Praetorian Guard card used as protection in an assassination attempt.

· Provides a General with one (1) Declaration Point when declaring for Emperor in Roma. More than one such card may be played for a Declaration. 

May be played at any time, when needed.

(Province) Revolts (x4): The card designates which Province - Judaea, Britannia, Germania Superior or Achaea - is in revolt. The player whose Base of Operations includes that Province must immediately place up to two of his Legions in that Province, so as to bring the total number of Legions (regardless of whose Legions they are) in that Province to a minimum of two. If there are already two or more Legions there, he does not have to move any. All Legions now in that Province are Uncontrolled. If you have to move Legions to that province, simply pick up any of your Legions from anywhere on the gameboard and place them into the Province in question. This event can’t be played if it would create more than 4 Uncontrolled Legions in play. Must be played in your player round.

Senate Influence (x6): When played, this card provides the player with one (1) Declaration Point when he is declaring for Emperor. The use of the card may be negated by a Bribe card. Must be played in your player round.

Traitor (x4) [Once]: This allows the player to do one of two things:

· take - randomly and blindly - any one card from any one other player’s hand and place it in his own hand. He may use the drawn card immediately. 

· take - randomly and blindly - any four cards from any one other player’s hand and secretly look at them. They must then be returned to the owning player.

Must be played in your player round.
13.0 WINNING THE GAME

13.1 Automatic Victory

If, at the end of any game turn, one player either

· Controls all four areas, or

· Is Emperor and controls three (3) areas

then that player automatically wins immediately.

13.2 Victory Point Win

If no one gains an automatic victory, the player who, at game’s end, has the most Victory Points (VPs), wins.

Each time a player wins a Battle with his Emperor present he gains one (1) Victory Point.

In addition, the players accumulate VPs at the end of each game turn.

VPs are recorded with the Victory Point Markers on the VP Track on the gameboard immediately after they are received.

At the end of all turns other than the last (4th) game turn, a player receives:

5 VPs if he is Emperor (2 VPs each if there are two Emperors)

2 VPs for having his Emperor in Roma (no matter if there are one or two Emperors in Roma)

+ 1 VP if the Emperor was in Roma for the whole turn.
2 VPs for each Area controlled

1 VP for each Province of Italy he controls (more Legions than all other players)

-2 VPs if he is Emperor and the Barbarian Tribe marker is on the map.
At the end of the 4th game turn, a player receives

8 VPs if he is Emperor (4 VPs each if there are two Emperors)

2 VPs for having his Emperor in Roma (no matter if there are one or two Emperors in Roma)

+ 1 VP if the Emperor was in Roma for the whole turn.
3 VPs for each Area controlled.

1 VP for each Province of Italy he controls (more legions than all other players)

-2 VPs if he is Emperor and the Barbarian Tribe marker is on the map.
14.0 TWO PLAYER GAME
A two player game can be played with the following rules. 

Each player controls two colours/bases. One controls Western Europe and Eastern Europe, the other controls Central Europe and Asia/Africa. Each colour is played in the normal fashion, and is treated as separate from the other colour controlled by the same player. 

Each colour has its own separate player rounds. Each colour sets up and has its player rounds in the appropriate order according to the geographical position of its base around the map. In the 1st turn the youngest player may choose which of his colours will be first player. 

A player may use one colour to attack the other colour that he controls, in which case it is still he who selects whether to use battle cards for both sides! He may attempt to assassinate an Emperor of his other colour.

As normal, cards cannot be exchanged between colours.

Only the Victory rules are different. In a 2 player game there is no Automatic Victory. The game must be played for the full 4 game turns, and only VPs are taken into account to determine the winner.

Each colour’s VPs are tracked separately, as normal. A player does not total the VPs of his two colours at the end. At the start of the game each player decides and secretly records which of his opponent’s colours will be the one whose VPs count at the end of the game. The one he chose is not revealed until the end of the game. The VPs of the other colour count for nothing in awarding victory! 

Assassin (x4) [Once]: Use this card to attempt to assassinate an Emperor in Roma. The attempt succeeds if there is no Praetorian Guard card left protecting against the attempt. Must be played in your player round.
Bad Augury (x4) [Once]: When played, this card negates the play of the card played before, if that card was played for event purposes (not for movement or battle purposes!) Exception: It does not negate a Hail Caesar! card, or any card played as part of an assassination attempt. Both the Bad Augury card and the negated card are put onto the Discard Box. May be played at any time, as needed.

Bad Weather (x4) [Once]: May be used to stop the movement (and, therefore, an attack) or withdrawal of any one Legion/Army. The card has no effect on moving Leaders or retreats after battle. The target Legion/Army may move no further the instant this card is played and is finished for that player round. It may stop any movement of a Legion/Army right from the start. This card may be played against a Galley Fleet card of another player. Both the Bad Weather card and the negated movement, withdrawal, or Galley Fleet card(s) are put onto the Discard Box. A movement card that still has MPs left that are earmarked for another Legion/Army is not discarded yet. May be played at any time, as needed.

Barbarian Tribe Attacks (x1): The player playing this card designates which Province is affected by “the attack” (either Germania Superior, Germania Inferior, Dacia or Moesia). All Legions and Leader pieces in that Province are immediately moved to any adjacent province, regardless of who controls that Province. All Legions so moved are marked with a Retreat marker. A Legion is moved to an adjacent Province by the player owning it. A player has to move all of his Legions and the Leader into one province. Uncontrolled Legions are moved by the player playing the card. Place the Barbarian Tribe marker in that province; it now costs 3 MPs to enter (whatever the size of the entering army) instead of the normal cost. The selected Province is no longer controlled by any player, until the Barbarian Tribe marker (BPs of 3) is successfully attacked and removed. If another Barbarian attack occurs before the previous one is defeated simply remove the marker and place it in the new Province. Each Emperor loses 2 VPs at the end of a game turn if there is a Barbarian Tribe marker on the map at that time. Must be played in your player round.
Bribe (x8): This card is used to negate the effect of certain other cards already played. A Bribe card may be played to either:

· Negate the use of a Senate Influence card when declaring for Emperor in Roma.

· Negate a Praetorian Guard card used as “protection” by a player in an Assassination attempt. You need to play two Bribe cards to negate/remove the Praetorian Guard.

Both the Bribe card(s) and the negated card are put onto the Discard Box. May be played at any time, as needed.

Crisis in Roma (x1): The Emperor, if there is one, is immediately placed in Roma. If there are two Emperors, the one that goes to Roma is up to the player playing the card. Simply pick up the Emperor piece and place it in Roma. Must be played in your player round.
Galley Fleet (x4): When played this card allows the player to move up to three (3) of his Legions (plus Leader) that start in any one port Province to any other port Province on the gameboard, as that Army’s entire move for that player round. The Army may not attack upon landing. This movement may be negated by a Bad Weather (Legions only) or General/Contender Sick (General or Contender only) card. Must be played in your player round. 

General/Contender Sick (x1): This card is played against an opposing player’s General or Contender (not his Emperor). That General/Contender piece may not move any more that player round. It may stop any movement of a General/Contender including that allowed by a Galley Fleet card of another player. Legions that are in the same province as the General/Contender are free to move. The card is similar to Bad Weather, but applies to a General/Contender piece only. Both the General/Contender Sick card and any negated card(s) are put onto the Discard Box. May be played at any time, as needed.

Hail Caesar! (x4): You may declare yourself Emperor, and replace your General with the Contender piece, if all of the below conditions are met:

· There is only one (or no) Emperor already in play.

· Your contender, and at least 1 Legion, is in a Province in your Base of Operations.

· You control the area that Province is in.

Must be played in your player round. The Contender must go to Roma to actually become Emperor.

Legion Rebels (x4) [Once]: The player playing this card may take any one Legion, of any player, and place an Uncontrolled Legion piece back into the same Province. That Legion is now Uncontrolled. This event can’t be played if it would create more than 4 Uncontrolled Legions in play. Must be played in your player round.
Praetorian Guard (x6): This card may be used for one of three purposes:

· Used as protection in an assassination attempt (by either side).

· Negates the effect of a Praetorian Guard card used as protection in an assassination attempt.

· Provides a General with one (1) Declaration Point when declaring for Emperor in Roma. More than one such card may be played for a Declaration. 

May be played at any time, when needed.

(Province) Revolts (x4): The card designates which Province - Judaea, Britannia, Germania Superior or Achaea - is in revolt. The player whose Base of Operations includes that Province must immediately place up to two of his Legions in that Province, so as to bring the total number of Legions (regardless of whose Legions they are) in that Province to a minimum of two. If there are already two or more Legions there, he does not have to move any. All Legions now in that Province are Uncontrolled. If you have to move Legions to that province, simply pick up any of your Legions from anywhere on the gameboard and place them into the Province in question. This event can’t be played if it would create more than 4 Uncontrolled Legions in play. Must be played in your player round.

Senate Influence (x6): When played, this card provides the player with one (1) Declaration Point when he is declaring for Emperor. The use of the card may be negated by a Bribe card. Must be played in your player round.

Traitor (x4) [Once]: This allows the player to do one of two things:

· take - randomly and blindly - any one card from any one other player’s hand and place it in his own hand. He may use the drawn card immediately. 

· take - randomly and blindly - any four cards from any one other player’s hand and secretly look at them. They must then be returned to the owning player.

Must be played in your player round.
                                    Terrain Effects Chart

Movement Cost
Reason
1                                                                         Enter Province with 1-3 Legions

2                                                                         Enter Province with 4-5 Legions

3                                                                         Enter Province with 6+ Legions

3                                                                         Enter Province with Barbarian Tribe (whatever the size of Army)

1 per Legion                                                     Enter a Province by crossing at a Straits

+1                                                                       Leave a Province containing another player’s Legions (with his permission)   
1                                                                         Pick up Legion(s)

2                                                                         Pick up an Uncontrolled Legion

1                                                                         Attack

2                                                                         Remove Retreat marker

+1 to each Enter Province or Attack            Battle Fatigue from each previous Battle fought that player round

Battle Points (BPs)

1 BP
for each legion

2 BPs
if the legion/army is led by an Emperor

1 BP
if the legion/army is led by a Contender

? BP
for a card played for Battle Purposes (-1 if your Legion/Army has a Retreat marker)

Declaring for Emperor in Roma (you need 5 Declaration Points)

Legion Superiority:
1 DP for each legion the player has in Italy (North and South province) above the total of all other legions in Italy

Area Control:
2 DPs for each area the player controls.

Senate Influence:
1 DP, subject to negation by Bribe

Praetorian Guard:
1 DP
Victory Points (VPs)

Automatic Victory: at the end of any game turn, 

· a player controls 4 areas  OR

· is Emperor and controls 3 areas

1 VP:
Each time a player wins a Battle with his Emperor present

At the end of all game turns other than the 4th, a player receives

5 VPs
if he is Emperor (2 VPs if there are two Emperors)

2 VPs
if he is Emperor and in Roma (in addition to the VPs above)

+ 1 VP                   if Emperor was in Roma for the whole of the turn 

2 VPs
for each area he controls

1 VP
for each province of Italy (North and South) he controls (has more legions in than all other players combined)

-2 VPs                    if he is Emperor and the Barbarian Tribe marker is on the map

At the end of the 4th game turn, a player receives

8 VPs
if he is Emperor (4 VPs if there are two Emperors)

2 VPs
if he is Emperor and in Roma (in addition to the VPs above)

+ 1 VP                    if Emperor was in Roma for the whole of the turn 

3 VPs
for each area he controls

1 VP
for each province of Italy (North and South) he controls (has more legions in than all other players combined)

-2 VPs                   if he is Emperor and the Barbarian Tribe marker is on the map

Controlling a Province or Area

Controlling a Province:

A player must have more legions there than all other players combined.

Controlling an Area:

A player must control at least three of the provinces in that Area.
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