


Units must be either in 
cities or seasLocations

Cities

Ports

Roads

Seas

Navis must be located 
on seas or ports

Major
(Solid line)

4 blocks max on road

Minor
(Dotted line)

2 blocks max on road

13 VP cities have #1 or 
2

Straits

4 indicated by arrows
2 land blocks may 

cross if undefended. If 
defended then only 1 

block may cross

Has no effect on Navis 
or amphibious 

movement

9 Seas
Can only be occupied 

by Navis

Navis can only be levied 
in port symbol 

locations

5 Playable Islands

Navis required to move 
to these islands

Sardinia

Sicilia

Creta

Cyprus

Corsica

All cities next to water 
are considered ports
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Area
Control

Friendly Enemy Contested Neutral

Vacant areasOccupied by opponents 
blocksOccupied by friendly blocks Unresolved combats

Possible States of 
Control



CAESAR LEGIONS

2 1Ballista B4

D2-3 5Navies 2

3-4 14Legions C2-4

2-3 4Cavalry B2-3

2B14Auxilia
Balleric

A1Auxilia
Archers 23

Leaders 2-3 A2-3 3

BLOCK Maximum
Strength Points COMBAT NUMBERS
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Julius Caesar
Turn Sequence

A Card Phase
Obtain 6 cards

Battle Phase

5 Turns per year49BC

48BC

47BC

46BC

45BC

Player 1 Moves
then Levy

Player 2 Moves
then Levy

Turn 1

Battle Phase

Player 1 Moves
then Levy

Player 2 Moves
then Levy

Turn 2

Battle Phase

Player 1 Moves
then Levy

Player 2 Moves
then Levy

Turn 3

5 years

Battle Phase

Player 1 Moves
then Levy

Player 2 Moves
then Levy

Turn 4

Battle Phase

Player 1 Moves
then Levy

Player 2 Moves
then Levy

Turn 5

49-45BC

Card 2

Card 1

Card 3

Card 4

Card 5

Card 1

Card 2

Card 3

Card 4

Card 5

Reveal same time
Tie goes to Caesar to be player 1

Reveal same time

Reveal same time

Reveal same time

Reveal same time

Winter Turn

Discard 1 card

1
Begin Year

Shuffle cards
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2.1
Card Phase 27 Cards

7 Event cards20 Command cards

At the beginning of each 
year take all the cards 

and shuffle them

Hand 6 cards face down 
to each player

May look at cards May look at cards

Place one of your cards 
on the table and flip at 

same time

Place one of your cards 
on the table and flip at 

same time

Event cards wins
Higher number wins

Ties
go to the Caesar player

Winner is always Player 
1 for this turn

Command cards do a 
combination of actions

Move

Event cards
Go first

Special action
Execute before moves

If both players play Event 
cards the events cards and 

Game turn is cancelled

Each player turn

Each
Discard 
1 card
Place 
face 

down

Levy



6.0
Command

 Phase

Place card face up 
with MP

Move individual or 
group of blocks up 

to 2 cities away 
(may not attack)

Move 

Player 1 total 
number of 

moves on card

Consider your 
retreat path!

Group movement 
cannot exceed 
Card MP value

Move

Ground Units Navis

Move individual or 
group navis up to 2 

seas or ports

Move Move to 
attack 

Move to 
attack 

Move individual or 
group of blocks up 

to 1 sea away 
containing enemy

Roads

Major
(Solid line)

4 blocks max on road

Minor
(Dotted line)

2 blocks max on road

Move from port to 
sea to port. Cannot 
move port to port.

Main force

Reserves

Units using other 
entry are coming in 

as reserves 
entering battle on 

round 2

Amphibious 
Movement

Must have a Navis 
on the sea that you 

want to pass

Pay 1 MP per block 
to move from port 

to friendly port

Amphibious move 
is completed prior 

to any other 
movement

Cannot move by 
land and sea or 

vice a versa.

Cannot move to a 
enemy controlled 
or contested port

Pay attention to 
road limits

Can pin =# of 
blocks

1

2 2 2 2

Move individual or 
group of blocks up 

to 1 cities away 
containing enemy
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Levy

Levy cannot exceed 
Card Levy value

(Complete 
movement first)

For each Levy you 
can increase 1SP to 
1 block at a time

On map units that 
have not moved 2 

cities or seas

New unit on Levy 
pool

For each Levy you 
can place a fresh 
unit on the board 

at 1SP

Some units can 
only be levied in 
certain locations

Some units can 
only be levied in 
certain locations

See Levy Locations

Eliminated units  
except Leaders go 
to Levy pool face 

up

On next turn units 
are placed upright  
and are available to 

be Levied

A step can be 
added immediately 
at a cost of 1 Levy 

point
(Only limit is Levy 
points available)

Cannot place in a 
city that is 

contested or 
neutralLP1

LP2

LP3
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movement first)

For each Levy you 
can increase 1SP to 
1 block at a time

On map units that 
have not moved 2 

cities or seas

New unit on Levy 
pool

For each Levy you 
can place a fresh 
unit on the board 

at 1SP

Some units can 
only be levied in 
certain locations

Some units can 
only be levied in 
certain locations

See Levy Locations

Eliminated units  
except Leaders go 
to Levy pool face 

up
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neutralLP1
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Combat Phase

Battle
Round 1

Defender
Line up all blocks 
into 4 columns

Attacker
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 1

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Round 1

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire Pass

Pass

Pass

No combat is 
simultaneous

Defender B goes first 

Attacker B
Main Attackers

Defender A goes first 

Attacker A
Main Attackers

Defender C goes first 

Attacker C
Main Attackers

Combat Hierarchy

Enemies are in the 
same area

Player 1 decides 
which combat to 

resolve completely

Battle

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Battle
Round 2

Defender+Reserves
Line up all blocks 
into 4 columns

Attacker + Reserves
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 2

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 2

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 3

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 3

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat
Defender D goes first 

Attacker D
Main Attackers

Round 1 Round 2, 3 & 4

Defender B 
+ reserves goes first 

Attacker B
Main Attackers +

Reserves

Defender A + 
reserves goes first 

Attacker A
Main Attackers +

Reserves

Defender C + 
reserves goes first 

Attacker C
Main Attackers +

Reserves

Defender D + 
reserves goes first 

Attacker D
Main Attackers +

Reserves

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 4

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 4

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

If attacker does 
not win on 4th 

round must 
retreat

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Disruption
of Reserves

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Battle Hits

All blocks loose 1 SP and 
then can combat 

normally

Whoever destroyed 
the main force now 

becomes the 
defender 

(Advantage!)

Fragile Elephants

Ballista defending B4 Ballista attacking treat 
as D4

D4

Reserves arrive Reserves arrive

Reserves arrive on 
round 2

Round 1
Cannot battle, take 

hits, or retreat

Eliminated 
go to Levy 

pool

Eliminated Leaders 
go to other player  

count as 1VP

3rd Leader 
becomes available 

to be levied

Can fight for either 
side

(Not considered a 
leader)

If eliminated go to 
other side at level 

1SP

Each winter turn 
must return to 

Alexandria



Combat Phase

Battle
Round 1

Defender
Line up all blocks 
into 4 columns

Attacker
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 1

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
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All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
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Fire
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first)
Pass

Fire
(Defender 

first)
Pass

Round 1

Place all C blocks in 
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Fire

Fire

Place all A blocks in 
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Place all B blocks in 
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Fire Pass

Pass

Pass

No combat is 
simultaneous

Defender B goes first 

Attacker B
Main Attackers

Defender A goes first 
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Main Attackers

Defender C goes first 

Attacker C
Main Attackers

Combat Hierarchy

Enemies are in the 
same area

Player 1 decides 
which combat to 

resolve completely

Battle

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Battle
Round 2

Defender+Reserves
Line up all blocks 
into 4 columns

Attacker + Reserves
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 2

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 2

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 3

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 3

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat
Defender D goes first 

Attacker D
Main Attackers

Round 1 Round 2, 3 & 4

Defender B 
+ reserves goes first 

Attacker B
Main Attackers +

Reserves

Defender A + 
reserves goes first 

Attacker A
Main Attackers +

Reserves

Defender C + 
reserves goes first 

Attacker C
Main Attackers +

Reserves

Defender D + 
reserves goes first 

Attacker D
Main Attackers +

Reserves

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 4

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 4

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

If attacker does 
not win on 4th 

round must 
retreat

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Disruption
of Reserves

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Battle Hits

All blocks loose 1 SP and 
then can combat 

normally

Whoever destroyed 
the main force now 

becomes the 
defender 

(Advantage!)

Fragile Elephants

Ballista defending B4 Ballista attacking treat 
as D4

D4

Reserves arrive Reserves arrive

Reserves arrive on 
round 2

Round 1
Cannot battle, take 

hits, or retreat

Eliminated 
go to Levy 

pool

Eliminated Leaders 
go to other player  

count as 1VP

3rd Leader 
becomes available 

to be levied

Can fight for either 
side

(Not considered a 
leader)

If eliminated go to 
other side at level 

1SP

Each winter turn 
must return to 

Alexandria



Combat Phase

Battle
Round 1

Defender
Line up all blocks 
into 4 columns

Attacker
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 1

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Round 1

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire Pass

Pass

Pass

No combat is 
simultaneous

Defender B goes first 

Attacker B
Main Attackers

Defender A goes first 

Attacker A
Main Attackers

Defender C goes first 

Attacker C
Main Attackers

Combat Hierarchy

Enemies are in the 
same area

Player 1 decides 
which combat to 

resolve completely

Battle

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Battle
Round 2

Defender+Reserves
Line up all blocks 
into 4 columns

Attacker + Reserves
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 2

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 2

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 3

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 3

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat
Defender D goes first 

Attacker D
Main Attackers

Round 1 Round 2, 3 & 4

Defender B 
+ reserves goes first 

Attacker B
Main Attackers +

Reserves

Defender A + 
reserves goes first 

Attacker A
Main Attackers +

Reserves

Defender C + 
reserves goes first 

Attacker C
Main Attackers +

Reserves

Defender D + 
reserves goes first 

Attacker D
Main Attackers +

Reserves

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 4

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 4

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

If attacker does 
not win on 4th 

round must 
retreat

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Disruption
of Reserves

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Battle Hits

All blocks loose 1 SP and 
then can combat 

normally

Whoever destroyed 
the main force now 

becomes the 
defender 

(Advantage!)

Fragile Elephants

Ballista defending B4 Ballista attacking treat 
as D4

D4

Reserves arrive Reserves arrive

Reserves arrive on 
round 2

Round 1
Cannot battle, take 

hits, or retreat

Eliminated 
go to Levy 

pool

Eliminated Leaders 
go to other player  

count as 1VP

3rd Leader 
becomes available 

to be levied

Can fight for either 
side

(Not considered a 
leader)

If eliminated go to 
other side at level 

1SP

Each winter turn 
must return to 

Alexandria



Combat Phase

Battle
Round 1

Defender
Line up all blocks 
into 4 columns

Attacker
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 1

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Round 1

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire Pass

Pass

Pass

No combat is 
simultaneous

Defender B goes first 

Attacker B
Main Attackers

Defender A goes first 

Attacker A
Main Attackers

Defender C goes first 

Attacker C
Main Attackers

Combat Hierarchy

Enemies are in the 
same area

Player 1 decides 
which combat to 

resolve completely

Battle

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Battle
Round 2

Defender+Reserves
Line up all blocks 
into 4 columns

Attacker + Reserves
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 2

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 2

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 3

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 3

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat
Defender D goes first 

Attacker D
Main Attackers

Round 1 Round 2, 3 & 4

Defender B 
+ reserves goes first 

Attacker B
Main Attackers +

Reserves

Defender A + 
reserves goes first 

Attacker A
Main Attackers +

Reserves

Defender C + 
reserves goes first 

Attacker C
Main Attackers +

Reserves

Defender D + 
reserves goes first 

Attacker D
Main Attackers +

Reserves

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 4

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 4

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

If attacker does 
not win on 4th 

round must 
retreat

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Disruption
of Reserves

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Battle Hits

All blocks loose 1 SP and 
then can combat 

normally

Whoever destroyed 
the main force now 

becomes the 
defender 

(Advantage!)

Fragile Elephants

Ballista defending B4 Ballista attacking treat 
as D4

D4

Reserves arrive Reserves arrive

Reserves arrive on 
round 2

Round 1
Cannot battle, take 

hits, or retreat

Eliminated 
go to Levy 

pool

Eliminated Leaders 
go to other player  

count as 1VP

3rd Leader 
becomes available 

to be levied

Can fight for either 
side

(Not considered a 
leader)

If eliminated go to 
other side at level 

1SP

Each winter turn 
must return to 

Alexandria



Combat Phase

Battle
Round 1

Defender
Line up all blocks 
into 4 columns

Attacker
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 1

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Round 1

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire Pass

Pass

Pass

No combat is 
simultaneous

Defender B goes first 

Attacker B
Main Attackers

Defender A goes first 

Attacker A
Main Attackers

Defender C goes first 

Attacker C
Main Attackers

Combat Hierarchy

Enemies are in the 
same area

Player 1 decides 
which combat to 

resolve completely

Battle

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Battle
Round 2

Defender+Reserves
Line up all blocks 
into 4 columns

Attacker + Reserves
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 2

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 2

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 3

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 3

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat
Defender D goes first 

Attacker D
Main Attackers

Round 1 Round 2, 3 & 4

Defender B 
+ reserves goes first 

Attacker B
Main Attackers +

Reserves

Defender A + 
reserves goes first 

Attacker A
Main Attackers +

Reserves

Defender C + 
reserves goes first 

Attacker C
Main Attackers +

Reserves

Defender D + 
reserves goes first 

Attacker D
Main Attackers +

Reserves

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 4

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 4

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

If attacker does 
not win on 4th 

round must 
retreat

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Disruption
of Reserves

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Battle Hits

All blocks loose 1 SP and 
then can combat 

normally

Whoever destroyed 
the main force now 

becomes the 
defender 

(Advantage!)

Fragile Elephants

Ballista defending B4 Ballista attacking treat 
as D4

D4

Reserves arrive Reserves arrive

Reserves arrive on 
round 2

Round 1
Cannot battle, take 

hits, or retreat

Eliminated 
go to Levy 

pool

Eliminated Leaders 
go to other player  

count as 1VP

3rd Leader 
becomes available 

to be levied

Can fight for either 
side

(Not considered a 
leader)

If eliminated go to 
other side at level 

1SP

Each winter turn 
must return to 

Alexandria



Combat Phase

Battle
Round 1

Defender
Line up all blocks 
into 4 columns

Attacker
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 1

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Round 1

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire Pass

Pass

Pass

No combat is 
simultaneous

Defender B goes first 

Attacker B
Main Attackers

Defender A goes first 

Attacker A
Main Attackers

Defender C goes first 

Attacker C
Main Attackers

Combat Hierarchy

Enemies are in the 
same area

Player 1 decides 
which combat to 

resolve completely

Battle

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Battle
Round 2

Defender+Reserves
Line up all blocks 
into 4 columns

Attacker + Reserves
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 2

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 2

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 3

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 3

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat
Defender D goes first 

Attacker D
Main Attackers

Round 1 Round 2, 3 & 4

Defender B 
+ reserves goes first 

Attacker B
Main Attackers +

Reserves

Defender A + 
reserves goes first 

Attacker A
Main Attackers +

Reserves

Defender C + 
reserves goes first 

Attacker C
Main Attackers +

Reserves

Defender D + 
reserves goes first 

Attacker D
Main Attackers +

Reserves

Battle
Round 3

Defender+Reserve
Line up all blocks 
into 4 columns

Attacker+Reserve
Line up all blocks 
into 4 columns

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Column A
Only A blocks

Column B
Only B blocks

Column C
Only C blocks

Place all A blocks in 
column A

Place all B blocks in 
column B

Round 4

Roll 1D6 for each 
strength starting with A
All damage is immediate

Fire
(Defender 

first)Pass

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with C
All damage is immediate

Place all C blocks in 
column C

Fire
(Defender 

first)
Pass

Fire
(Defender 

first)
Pass

Retreat

Retreat

Retreat

Round 4

Place all C blocks in 
column C

Fire

Fire

Place all A blocks in 
column A

Place all B blocks in 
column B

Fire

Retreat

Pass

Retreat

Pass

Retreat

Pass

Column D
Only D blocks

Column D
Only D blocks

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire
(Defender 

first)
Pass

Retreat

Roll 1D6 for each 
strength starting with C
All damage is immediate

Roll 1D6 for each 
strength starting with B
All damage is immediate

Roll 1D6 for each 
strength starting with A
All damage is immediate

Roll 1D6 for each 
strength starting with D
All damage is immediate

Place all D blocks in 
column D

Fire Pass

Retreat

If attacker does 
not win on 4th 

round must 
retreat

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Disruption
of Reserves

If Main force destroyed 
then Reserves entering 

in Round 2 are 
disrupted!

Battle Hits

All blocks loose 1 SP and 
then can combat 

normally

Whoever destroyed 
the main force now 

becomes the 
defender 

(Advantage!)

Fragile Elephants

Ballista defending B4 Ballista attacking treat 
as D4

D4

Reserves arrive Reserves arrive

Reserves arrive on 
round 2

Round 1
Cannot battle, take 

hits, or retreat

Eliminated 
go to Levy 

pool

Eliminated Leaders 
go to other player  

count as 1VP

3rd Leader 
becomes available 

to be levied

Can fight for either 
side

(Not considered a 
leader)

If eliminated go to 
other side at level 

1SP

Each winter turn 
must return to 

Alexandria



Road limits apply

Retreat Limits 

Retreat

No blocks can retreat 
on Round 1

Blocks that cannot 
retreat are eliminated

Cannot retreat into 
contested/enemy 

cities or ports

1 block limit across a 
Straight

Regroups

Victor can regroup

Can move to any 
adjacent city that is 
Friendly or vacant

Road limits apply



Wintering Phase

Move Cleopatra to 
Alexandria

If enemy controlled 
she joins that side at 

the present SP
Cleopatra goes home

Victory check

Navies to Port

Winter supply

Disbanding

Year reset

Move all navies to 
friendly port on the 

same sea
If unable to find port 

then disband
Can be rebuilt in the 

following year

All cities can supply 
maximum of 3 blocks

City value adds to the 
the number of blocks 

to be supplied

If unable to supply 
then disband to Levy 

pool

Any block (except 
Cleopatra) can be 

disbanded
Can be rebuilt in the 

following year

All face up blocks in 
the Levy pool can 

now standup
Can be rebuilt in the 

following year

Shuffle 27 cards and 
deal 6 per person

Discard 1 card face 
down Start new turn

VP per city controlled
M

ax 13 city points
1VP per Leader killed

(3VP for Leaders)
If by end of years 
then highest score 

w
ins

If tie then w
ho 

controls Rom
e is 

w
inner

VP
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er
 c
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ol
le

d
M
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 o

f 1
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om
e 

is
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Go to Victory Point 
Track



Wintering Phase

Move Cleopatra to 
Alexandria

If enemy controlled 
she joins that side at 

the present SP
Cleopatra goes home

Victory check

Navies to Port

Winter supply

Disbanding

Year reset

Move all navies to 
friendly port on the 

same sea
If unable to find port 

then disband
Can be rebuilt in the 

following year

All cities can supply 
maximum of 3 blocks

City value adds to the 
the number of blocks 

to be supplied

If unable to supply 
then disband to Levy 

pool

Any block (except 
Cleopatra) can be 

disbanded
Can be rebuilt in the 

following year

All face up blocks in 
the Levy pool can 

now standup
Can be rebuilt in the 

following year

Shuffle 27 cards and 
deal 6 per person

Discard 1 card face 
down Start new turn

VP per city controlled
M

ax 13 city points
1VP per Leader killed

(3VP for Leaders)
If by end of years 
then highest score 

w
ins

If tie then w
ho 

controls Rom
e is 

w
inner

VP
 p

er
 c
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 c
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le

d
M

ax
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f 1
3 
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s

1V
P 
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Go to Victory Point 
Track




