Nero:
Legacy of a Despot

Legend is quite explicit; Rome wasn’t built in a day. Though it was burned in one a time or two. In Nero: Legacy of a Despot, four players get a chance to perform the above function in about two hours. Quite a remarkable feat, deciding the fate of the Eternal City in such a short time whilst drinking beer and eating chips with your mates! 

Nero is loosely based on the political chaos in 69 CE, following the death of the Emperor Nero. Four players take the roles of the four generals who each wore the Purple at some point during that fateful year: Galba, Otho, Vitellius and Vespasian. 
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Out of the Box 

The visual treat that awaits would-be emperors includes a large and colorful gameboard depicting the Roman world, 55 well-designed playing cards, 162 one-inch large playing pieces, 12 stand-up counters, 5 wooden markers, 2 player aid cards and a 16-page, well-illustrated rulebook. All components are of the highest quality. The game retails for $49.99. Designed as a four-player game (it can be modified for only three), the magnificent, large counters are color-coded for the individual factions. All comments below assume a standard four-player game is being played. 

Setup and Objective 

The game board divides the Roman world into four areas (Western, Central, and Eastern Europe, and Asia/Africa). Each area is subdivided into five provinces, some of which are ports. The four areas are color-coded to match the playing pieces each player uses. Each players selects an initial base of operations and gets the appropriate playing pieces (legions, markers and leader). Determine randomly if players cannot agree who gets what. 

Each player takes seven legion units and places one in each of the five provinces in the player's base of operations. Then, starting with the youngest, players alternate placing the remaining legions until all are placed. 

After all legions are placed, and again starting with the youngest player, place your side’s general. Then deal 10 cards to each player (a short game would use 6 cards each, cutting playing time by a third). You are now ready to become a Divine Right Emperor. 

To win the game players accumulate victory points. The game lasts only four turns and victory points are counted at the end of each, with a slightly different schedule used on the last turn. Basically, you score points for controlling areas, provinces in Italy (Italy and Rome are essentially separate areas from any player’s base of operation), being emperor and being in Rome (if you are emperor). An automatic victory is possible; to qualify for that you must be emperor and control three of the four regions. That is a tall order. To complicate things further, TWO players can become emperor at one time, watering down the victory points for that qualification. 

Wearing the Purple 

Every player starts out with a leader rated as a General. Next step is Contender, followed by Emperor. If there is no Emperor in play a player can move his general to Rome and attempt to declare himself Emperor. Five declaration points must be earned from various means such as area control, legions in Italy, and event cards (other players can attempt to play against your total). If there is already an Emperor a player becomes a Contender by playing the “Ave Caesar” event card and fulfilling certain other conditions. On a subsequent turn a Contender can declare himself Emperor by moving to Rome. There can be two Emperors. 
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A Typical Turn 

In the first turn, play begins with the youngest player. On subsequent turns the player with the fewest victory points goes first. Each turn consists of several player rounds in which players play up to four cards. At least one must be played before yielding your round. A discard counts as a play. 

Good card play is thus essential for competent game play. Cards have several uses. Any can be played as an event, used to move forces, or to modify a battle. Some events can be played outside a player’s round and some can only be played once per turn. To use a card to activate a player’s forces, each has Movement Point value (from a low of 2 MP to a high of 8, with 5 being the “norm”). A card can also be played in battle to help increase your chance of winning a battle (battle point values on cards are from 1 to 4). 

The players alternate rounds until no one has cards left. 

Movement and Battle 

A card played to generate movement points can be spent on your armies in one province. You can’t, say, play a 5 MP card and use 3 on a legion in Hispania and 2 on a legion in Germania Inferior. That would require the play of two cards. Once activated, a you can move your force and pick up additional legions in other provinces into which you move (at +1 MP). Battle also costs a movement point. Sea movement is accomplished by play of an event card (called Galley Fleet) in which you can move from port to port. Some narrow sea areas allow movement across the straits without the play of a card; for example, Thracia to Asia Minor. 

Battle is thus a part of your movement. When you enter a province containing legions belonging to another player, they can grant you right of passage, withdraw or accept battle. Resolving a battle is simple. You get a battle point for each legion, +2 if you are Emperor, +1 if you are a Contender, and +? for any cards played for Battle Points. The attacker must stay within the limit of four cards per player round; the defender can play up to three cards. Highest total wins. If a draw, nothing happens. A winner takes one of the loser’s legions and may continue to move or attack, subject to movement points remaining (if the phasing player). The loser may retreat or elect to remain in the province. Retreating or withdrawing before battle earns a “Withdrawn” marker with a movement point penalty that must be paid before a force can be activated in a later player round. 

Summary 

Nero is a fantastic little game. No player is ever really out of the game, no matter how bad his position. Even in the unlikely event you are wiped out, you can still take control of a rebellious province or legions (from Event cards) and continue playing. 

Nero brings back memories of old wargames from the ’80s. But Nero is a very replayable game. Although there is no separate diplomacy phase as such, diplomacy and player interaction are a large part in every game, making Nero a cool gaming event when you gather three of your mates around. Just don’t forget to bring a fiddle (or lyre) and recite some bad poetry upon becoming Emperor! 

William Sariego -- January 2005 
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Nero errata and FAQ

1. Clarification: At the beginning and the end of a player's round of card play, 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, 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).

2. Clarification: A "withdrawal +2MP" marker remains with a legion and whatever other legions it stacks with as it withdraws and retreats. The only ways to remove the withdrawal marker is 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 "withdrawal +2 marker" on the army. You may not use either naval passage or galley fleet when retreating, but you may use naval passage when withdrawing. 

3. Errata: There is a card-use description on Player Aid card #1 that is not found in the main rulebook and its description of cards. The Player Aid card #1 is correct: Praetorian Guard cards can be used to negate Praetorian Guard cards played as Declaration Points for becoming emperor.

4. Clarification: Bribe cards played offensively (i.e. used to support the assassination) can negate bribe cards played defensively at one for one. Question: Can two bribe cards played offensively cancel out a Praetorian Guard played defensively against the assassination? Answer: No.

5. Errata: There is an error in the example of play for rule 5.3 on Battle fatigue. Battle fatigue only increases the cost of initiating further combat but not the cost of actual movement. In the example in 5.3 it should say *4 MP total* (not 3) to enter an adjacent province *and* to attack an enemy unit in that province. The units in the example had already fought two battles. It costs 1MP to enter the adjacent province, but a battle in that province would cost 3MP (each additional battle costs one more MP to attack). The example of play gives a second case, where it would cost 3MP total to attack another enemy that's already in the original territory, and that is correct.

6. Errata: Is it correct to say that an Emperor who is outside of Rome and alone (without a legion) is immune to any kind of attack? Answer: No. If an enemy army enters he is "eliminated", replaced with a General, and moved to nearest stack of friendly units. Omit the sentence found in page 10: “Remember, Emperors who are alone outside Rome cannot be attacked.” The other rule found in page 10 - “One cannot attack or eliminate a lone Leader piece” - applies to all Leader units except for the Emperor.

7. Optional Rules: (#1 is recommended to balance play; 2-4 for people who want to ‘loosen’ up the game.)

1. Being in Rome while being Emperor gives a player 1 VP for every full turn (starts the player's Turn and ends the player's Turn) in Rome. This supplements the other VP rules for Emperor found in the rulebook.

2. It costs armies of 1 -3 legions 1 MP to move per province. It costs armies of 4 or 5 legions 2 MPs to move per province. It costs armies of 6 or more legions 3 MPs to move per province.

3. It costs 1 MP per legion to cross a Naval Passage.

4. Change to 4.3. A player may play a card, when it is his turn, solely for the purpose of (blindly) drawing a new (top) card from the Unused Deck. If he does this, he may do nothing else in his Round and the card so played is not used for MP, BP or Event. He may not do this if he has only one card left in his hand.

RHB

Ulrich Blennemann - Jul 18, 2003 2:54 am
Phalanx Games www.phalanxgames.nl
NERO is not your standard "conquer the world" (or at least the gameboard) type of game. It is a game of opportunities for 3 or - better - 4 players and consists of 4 game turns. 
The overall strategy is to become Emperor, stay Emperor, grab areas, and amass victory points. However, to do that, rather than take an extended overview and plan way ahead, the game requires players, instead, to react and act quickly, often making their own opportunities by playing the event cards sagaciously and timely. 
Each game turn consists of player rounds, wherein each player plays up to 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. 
Sequence of Play 

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

a. For the first game turn, this is the youngest player. 

b. For the remaining three game turns, the order of who goes first 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. 

2. Deal out Cards. All cards (from the Discard Box and players´ hands) are returned to the deck and shuffled. Then each players gets 10 cards if there are 4 players 

3. The player rounds. Players now undertake their player rounds, starting with the player who goes first (#1, above) and continuing clockwise. When there are no cards left to play, the player rounds are over.  Last Player Rule: If only one player has cards, 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 totalled and added to the previously accumulated total. Use the Victory Point markers and the Victory Point Track on the gameboard.
A Player Round 

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

· Move his legions and leader (using the card for movement purposes). As part of movement he may attack enemy legions. Battle is part of Movement. 

· Increase the strength in battle of his legions (using the card for battle purposes), 

· Undertake the event on the card (using the card for event purposes), 

· Discard, a card is placed facedown on top of the cards in the Discard Box without using it. 

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

Nero :: How to enjoy Nero

(Alexei Gartinski)

I must admit, having read all the bad reviews and frustrated comments about the game “being flawed” I really hesitated to buy Nero. But I – unlike many others – quite enjoyed the earlier Alexander Berg’s game Waterloo and decided to give this one a try. Now, having played Nero about 15 times, I believe it was the money well spent! 
True, getting through the rules, and understanding – and remembering - card meanings takes quite a while (in my case about 5 games, which is a lot!) True, the first games are extremely imbalanced, with one player usually taking the lead early on, and everyone else wasting their resources desperately trying to catch up… only to fall behind even more. But that is about all the comments I agree with. 
Nero is an excellent strategy game. It is just not a wargame. It is not about fighting, it is about managing limited resources. Nero is certainly not a game for the bold and daring. It is for the cunning calculators who manage to lure their opponents into spending precious resources (cards and legions) while patiently waiting for the right moment and the right place to strike. 
How to do it? Here are a few tips that may help you to really enjoy Nero and eventually win. Try for yourself and see how it works… 
Deployment 
Choose red, yellow or green areas as your Base of Operations. The blue area (from Asia Minor to Mavretania) is slightly disadvantaged in terms of quickly getting your Contender to Rome; you’ll either need a Galley Fleet on your first turn or will have to fight your way through a lot of enemy-occupied provinces 
Opening moves 
Like in all Phalanx games so far, the beginning of the game is pretty standard: 
1. During deployment place your 2 extra legions and your General in the area closest to Italy. 
2. If you have an Ave Caesar card, declare yourself a Contender immediately. Then get your Contender to Rome as fast as possible: he will automatically become an Emperor on your next turn. 
3. As soon as your Contendor become an Emperor, leave Rome to avoid being assassinated. Keep one or two Praetorian Guard cards to protect your Emperor. 
If you don’t get an Ave Caesar card during the first game turn, use the Traitor to get one, try to block other Contenders from getting to Rome by occupying the provinces on their way and denying them free passage, and focus on getting more legions and controlling areas. 
Game play 
Preserve your resources (cards and legions) for as long as possible, forcing other players to spend theirs early in the turn. 
Play as few cards as possible on your turn, in particular in the beginning of the game turn. If in doubt, just play one card and stop! 
Avoid battles. Withdraw! Withdrawal will cost you nothing, but it will 1) deny your opponent new legions 2) draw him deep into enemy territory creating possibilities for surrounding him later 3) allow you to concentrate your armies. Consequently, when you want to force a battle, make sure you surround your enemy (who cannot retreat into an enemy-occupied province) 
Obtain new legions by using Rebellious Legion or Revolting Province cards rather than by winning battles. Just make sure that you are close enough to pick the resulting uncontrolled legions on the same game turn (otherwise you’ve just helped someone else to increase their army!) 
Become an Emperor as quickly as possible. The easiest way to do it is declaring yourself a Contender with an Ave Caesar card and moving your Contender to Rome on your first turn. Later on it becomes much more complicated: getting military supremacy in Italy and amassing the required number of Senate Influence and Praetorian Guard cards (and being able to play all of them on the same turn) requires planning, and no Emperor will accept the battle unless surrounded… 
Once becoming an Emperor, preserve him. Keep him away from Rome and (!) away from any of his own legions. A lonely Emperor away from Rome is completely safe: he cannot be assassinated and he cannot be attacked! So just grab the power and retire into the safety of an obscure remote province until the end of the game… 
Never ever use your Emperor in battles. His two extra battle points is nothing compared to the determination of his enemies: one strong battle card could be enough to reverse the situation, and your opponents will not hesitate to burn a few extra cards to strip you off the title. 
Control provinces by the end of the game turn, not earlier. Otherwise you will risk losing most of your thinly spread legions to the players who saved more cards by the end of the turn. 
In Nero, whoever falls behind, rarely wins: it is the first three players after the Turn I who will fight for the victory. However, the fortunes can turn quite dramatically: in my last game the player who has been losing by 16 points at the beginning of Turn IV, finished the game as Emperor controlling 2 areas and only 2 points behind the two winners (one of them was an Emperor in Rome with no legions left on the board). 
Avoid losing all legions on the board. You can still recover them by playing Rebellious Legion or Revolting Province cards, but it will take time, and other players can easily prevent you from doing it. 
Always deny anyone a free passage through your province, unless you are sure of his or her intentions. Your opponents will thus burn precious cards for nothing. 
Card management 
Play important events cards (e.g. Rebellious Legions, Revolting Province, Crisis in Rome) later in the turn. By that time your opponents will have used most of their Bad Augury cards that can cancel these events. Adversely, keep your Bad Augury cards to be able to cancel both Rebellious Legions and Revolting Province. 
Avoid concentrating big stacks in the provinces subject to Revolting Province cards (Ivdaea, Britannia, Germania Svperior and Achaea). Otherwise, all of them will become uncontrolled and may quickly reinforce the army of your opponent… 
Watch carefully, which of the Revolting Province cards have already been played (in any capacity). Once played, the province in question is “safe” to place your legions in again. 
Use the Traitor to get an Ave Caesar card if you didn’t get one in the first turn, or to get a Galley Fleet to be able to move your armies by sea (often to escape being surrounded and forced to battle) 
Use Ave Caesar card (if you get one) on your first turn. Declaring yourself a Contender can only be done in your Base of Operation, and only when you control it, and both these conditions exist only on your first turn! Later in the game it will be very difficult: you will spend most of the time elsewhere, and will rarely manage to keep the control of your Base of Operations. 
Use Poor Health card to prevent the Emperor from moving away from Rome. Do it in the beginning of the game turn, when there are likely to be many Assassins around. 
If your Emperor stays in Rome, always keep one or two Praetorian Guard cards to protect him. 
Always back your Assassin with Praetorian Guard. And use it at the end of the turn, when most other Praetorian Guards have been spent. 
Final comments 
The game becomes balanced and really interesting when all the players follow the outlined strategy. Any bold “aggressor” will quickly be out of cards and ultimately out of the race for the win. It will still be full of unexpected turns – you never know how many Bad Auguries, Bad Weathers, Revolting Provinces and Rebellious Legions are lurking there – but it will only add suspense and a realistic flavour to your game decision-making. Enjoy it!..

Nero :: Session Report

(Alexei Gartinski)

The report shows how (most of) the players have successfully used the strategy that I described in How to Enjoy Nero. I’ll be referring to players by their colour, rather than names, so that you could follow where they are in relation to their Base of Operation (which I often refer to as home area). Note that the Blue’s home area is North Africa and Middle East. 
Deployment 
The set up was the standard one: Red, Green and Yellow all placed their 2 extra legions and Generals in the provinces bordering North Italy. The Blue placed his General with 3 legions in Mavretania hoping to get both Ave Caesar and Galley Fleet cards on the first turn. 
Turn I 
Round 1 
Neither Red nor the Green got an Ave Caesar on the first turn. The Red tried to use Traitor to get one but failed. The Green used Rebellious Legions to convert one Yellow legion in Germania Inferior, picked it up by the Green legion coming from Britannia, invaded Germania Svperior and stopped there. The Yellow had no cards to prevent either. With only two cards spent the Green got an extra legion and put pressure on the Yellow. 
The Yellow tried to re-establish the balance in Germania Svperior by playing the Revolting Province… countered by Bad Augury of the Green. An important card lost! To console himself, the Yellow declared himself a Contender and moved to Rome occupying North Italy. Three cards used, no legions gained and a few territorial losses in his home area for the Yellow… 
The Blue deployment strategy failed miserably. With 3 (!) Ave Caesar cards but neither Galley Fleet (to move his potential Contender to Rome) nor the Traitor to get one he could only move to Rome on land, fighting the Green in the West or the Red in the East. The Blue chose the Western way (shorter distance and fewer legions), and burnt three cards to occupy Hispania and Gallia Narbonensis and to move his Contender to North Italy. Not a very good turn for the Blue: three cards used, no legions gained, the ones left are dispersed and very exposed to attacks in the Green area. 
Round 2 
Fearing no pressure from the Yellow in the North, the Red decided to attack the Blue in the South East and successfully surrounded the retreating blue forces in Ivdaea. The Blue cannot get out without a battle… 
The Green moved his Contender to Rome and attacked the Blue in Hispania; the Blue accepted the battle… and wasted two cards just to get a draw! With no legions gained, being surrounded in the East, and left with only three cards it is not a very good situation for the Blue … 
Ave Caesar! The Yellow becomes the first Emperor of the game … and swiftly moves out of Rome to avoid assassination. He then pushed the Green out of both Germanias and stopped there. Well done, Yellow: with only one card he moved away from Rome and “liberated” all of Germania. However, that allowed the retreating Green to create a “killer” six-legion stack in Gallia Lvgdvnensis… 
Ave Caesar Secvundo! Blue becomes the second Emperor, and makes Germania Svperior less accessible for all with the German Tribes Attack. However, his attempts to bring blue legions to Italy are countered by two (!) Bad Weather Red cards, and he burns another card to help his Emperor flee from Rome. It is only round 2 but the Blue has only one card left, no legions gained and still having to fight the battle in the East? That doesn’t look good. Excellent card play from the Red, by the way: choosing the right moment to strip the Blue off almost all his resources… 
Round 3 
And then the Red strikes hard! With Crisis in Rome he lured Yellow Emperor to Rome where he successfully assassinated him. No one protects poor Galba… 
It is the time for the Green to reclaim his home area. He used his vastly superior force in Gallia Narbonensis to win a battle (and a legion) from the Blue. The latter, decided to save his only card left and left his one remaining legion in the province. The Green now controls all his home area (2 points) but has only one card left. 
The Yellow decided to consolidate his positions rather than weakening those of his opponents and moved the bulk of his forces into Northern Italy attempting to control both the Yellow area (2 points) and all of Italy (2 more points). Well done, Yellow! Four cards left and almost no external threats… 
With a few remaining legions the Blue Emperor attacked the Green in Hispania; the latter withdrew to Lvsitania. Now, with only 2 points for being an Emperor, no cards left and no area control the Blue is at the mercy of other players… 
Round 4 
The Red immediately attacked him in Aegyptus! However, the blue legion withdraws to Ivdaea, increasing the Blue stack there to four legions, and effectively making any attack by the Red suicidal… That’s where big stacks pay off! Stupefied at not having calculated that one, the Red stops at once… 
Stupid, stupid, stupid Blue! Using his only card left the Green attacked the Blue Emperor in Hispania with his killer stack! The Blue retreated into Mavretania… where the Blue Emperor perished in an uneven battle! The victorious Green re-occupied Hispania and left a three-legion garrison in Mavretania. Another good example of using killer stacks later in the turn… 
Taking advantage of the Green fighting in Mavretania (stupid, stupid, stupid Green!) in one swift manoeuvre the Yellow stripped him off his northern provinces, forcing the retreating Green legions to battle in Germania Inferior. There were not many Green survivors left… the Green does not control anything anymore (no victory points) and the Yellow still has two cards for his next turn! 
Round 5 
The only two players with cards left are the Red and the Yellow. The Red splits his force between Syria and Asia Minor to successfully control the area (2 victory points). The invincible Yellow now kills the remaining Green legion in Germania Inferior and quickly occupies three provinces in the Green area (2 points) plus both Northern and Southern Italy (2 more points) ending Turn I of the game… 
Turn I summary 
Despite losing his Emperor to assassination, the Yellow leads with 6 points (controlling all of Italy and 2 areas), followed by the Red (4 VPs for controlling 2 areas). No area control and no points for Green and Blue. All but the Blue maintained or slightly increased the number of their legions. No Emperors survived: one was assassinated, one killed in battle. So far the Blue has committed most mistakes: counting too much on getting Galley Fleet in his deployment, allowing to be surrounded in the East, losing cards by accepting useless battles, and finally losing his Emperor in battle! The Blue is falling behind and that may already be too much… 
Turn II 
The Blue tried to attack the Red in Aegyptus but was stopped by Bad Weather. The Green successfully converted a rebellious Blue legion in Mavretania and moved a new four-legion stack to Gallia Narbonensis. The Red becomes a Contender, incites a Yellow legion in Pannonia to rebel, but is prevented from picking it up by the Bad Weather card of the Blue. The Yellow picked up an uncontrolled legion in Pannonia, took control of his home area, declared himself a Contender and moved to Rome. 
The Blue’s attempt to convert the Red legion in Syria was countered by Bad Augury. The Green has no Ave Caesar, but with 3 Praetorian Guard and 1 Senate Influence he has a total of 4 declaration points to become an Emperor. So he moved his General to Rome, drove the Yellow out of Gallia Narbonensis and moved 4 legions to Northern Italy trying to get legion superiority there… The Red wanted to move his Contender with one legion to Southern Italy using Galley Fleet but was countered by Poor Health played by the Yellow; so only the legion moved. The Yellow became the Emperor again (!); this time he chose to stay in Rome protected by his two Praetorian Guards. Very good play by the Yellow so far! 
The Blue had no chance with his next moves! His assassination attempt against the Yellow is countered by Praetorian Guard (well thought through, Yellow!) and his attempt to cause revolt in Achaea – by Bad Augury of the Red… Too good cards played too early! The Green drove the Yellow out of Gallia attempting to collect 2 declaration points by controlling an area. But he has to save all his remaining 4 cards now. Will he manage? The Red dashes to Rome via Southern Italy, but has to stop there by the Yellow denying him a free passage… 
And now the disaster strikes … Attempting to get rid of a potential opponent, the Yellow Emperor moved against the Red Contender in Southern Italy and played two battle cards for the total of 6 battle points. Fatal mistake! The two battle cards of the Red are worth one (!) battle point more, and the Red – unexpectedly for himself – becomes an Emperor without even going to Rome! The Yellow almost offered him a title… 
It is now the turn of the Blue to go for the title. He attacks the Red in North Africa, gets control of the area, declares himself a Contender and moves to North Italy with his Galley Fleet, where he is denied a free passage by both the Green and the Yellow occupying it. Almost done, isn’t it?.. 
No it is not! The Green – whose General is already in Rome - plays his two Praetorian Guard and one Senate Influence cards, which, added to 2 DPs for one area he controls, gives him the necessary 5 declaration points! The Blue tries to bribe his senators, but an extra detachment of Praetorians tip the victory towards the Green. Ave Green Caesar! The angry Blue wipes out the last red legion in Mavretania… Turn II is over. 
Turn II summary 
All in all very close: Yellow - 8, Red – 7 and Green - 6 VPs. But what a turn of the tide for the Yellow! Having become an Emperor for the second time and losing him in a stupid battle – all in one turn! He almost offered the second place to the Red, who otherwise kept losing both his legions and area control. The Blue got 2 VPs but kept making the basic mistakes by playing good cards too early (four of his actions were successfully countered!) The big winner of Turn II is obviously the Green: becoming a second Emperor just an instant before the Blue, having more legions than anyone on the board and steadily controlling his home area! 
Turn III 
After the sudden turns of fortune in Turn II, Turn III started with a very cautious play and a lot of card-saving… The Blue Contender moved to Rome, the Green Emperor wisely left the capital. The Red turned the Green legion in Northern Italy into an uncontrolled and recruited it into his Emperor’s army. The Yellow started slowly moving his General back to his home area hoping to declare him a Contender again… 
The Blue tried to move his three legions from Mavretania into Asia Minor, but the Bad Weather (of the Red) prevented him from moving. The Green successfully “rebelled” a yellow legion in Germania Inferior and recruited it into his army. 
The Red withdrew all his legions from Asia to his home area. The Yellow abandoned Dalmatia concentrating his four legions in Noricvm. Still slow progress and plenty of cards left in the hands… 
The Blue sent his three legions from Asia to attack Thracia. The Red withdrew… “Now is the time!” said the Green Emperor, sending his rival Red Emperor to Rome. He then attacked the surrounded yellow legion in Germania Svperior with an overwhelming force of three legions lead by the Emperor. The Yellow predictably lost the battle but forced the Green to play one extra (and a pretty powerful 5-3) battle card. The cautious Red Emperor moved from Rome. The Yellow picked up the uncontrolled one in Gallia Lvgdvnensis and suddenly turned against the Red in North Italy but had no movement points left to give a battle. 
The Blue attacked the Green in Hispania; the latter retreated to Lvsitania. The Green Emperor boldly advanced into Northern Italy forcing the red legion to withdraw to the South and taking a risk attacking the two yellow legions led by a General (i.e. if defeated, the Green would have lost his title to the Yellow). With a very narrow margin though (only 1 battle point) the Green Emperor won and forced the Yellow to retreat to Gallia Narbonensis. Oufff… But he has only one card left now… The red legions from Thracia took control of Asia Minor and Syria, leaving their Emperor alone to face the stupefied blue legions. The Yellow successfully “revolted” Britannia (forcing the Green to weaken his forces in Lvsitania and North Italy), picked up the two uncontrolled legions there and firmly took hold of Gallia Lvgdvnensis. Not bad! 
And this is where saving cards pays off! The Blue attacked the Green Emperor in North Italy with his Contender and three legions; the Green skillfully retreated to Germania Svperior. The Blue realised that he had not enough forces for a battle and took control of the red area instead. The Green attempted to use his last 5-3 card to occupy both the green and yellow home areas, but the Bad Weather played by the Red stripped him of these extra victory points… The Red occupied Northern Italy and decided to save his two last cards … With his last card the Yellow took control of the Yellow area. Only the Blue and the Red are still in the game… 
The Blue Contender attacks the Red in Achaea, and supports its attack with two cards. The Red decides to save his cards. On his next move he brings all legions from Asia Minor to Thracia; the four Blue legions withdraw to Dalmatia and the Red wins back the control of his home area. But the Blue still has a card to play… Desperately trying to win the title the Blue Contender tries to force the Red Emperor in Thracia to battle but the latter withdraws to Moesia and the Blue has no more movement points left to pursue… With his last card the Red pushes the Blue out of Dalmatia, regains control over his home area and becomes a new point leader. Wow! 
Turn III summary 
Red - 12, Yellow - 10 and Green - 9 VPs. Nothing is decided yet! A lot of cautious play resulted in few victory points. Only two areas are actually controlled. The Emperors – in particular the Red one - survived by staying away from Rome and avoiding battles. Through a lot of bold fighting the Green was catching up, but he risked a lot and lost quite a few troops in the process. Things do not look good for the Blue though: he can only get victory points now by winning the Emperor’s title in battle, but both Emperors keep avoiding battle at all cost... 
Turn IV 
The Blue started the last round by (predictably) trying to force the Red Emperor to accept battle; the latter wisely retreated. The Green decided to re-claim Britannia and, having successfully instigated a lone yellow legion there to rebel, recruited it and moved the newly formed army to Gallia Lvgdvnensis occupied by two yellow legions. The Yellow tried to foment a revolt in the now green-controlled Britannia but was countered by the Green’s Bad Augury. Another powerful card lost too early… 
Much too early as it turned out! The revolt in Germania Svperior (played by the Red) deprived the Green player of his 4 (!) legions. The Green played Bad Weather trying to prevent the Red from taking over the uncontrolled legions, but the mission was accomplished by another red legion coming from Southern Italy. To make the defeat more humiliating the Red sent the Green Emperor back to Rome with the Crisis in Rome card. So, four extra legions to the Red, and the Green Emperor waiting in Rome to be assassinated… 
The Blue Contender advanced to Northern Italy trying to force the Red Emperor to battle; all red legions retreated to Gallia Narbonensis, leaving the Blue with an unprotected (but un-attackable) Red Emperor. Furious, the Blue occupied (and certainly ravaged) all of Italy… It took the Green Emperor two cards to escape from Rome (the first attempt being countered by the Yellow’s Poor Health card). The Yellow’s attempt to force German Tribe Attack was countered by the Bad Augury of the Red. The Red continued undermining the Yellow’s positions, taking over one of his legions in Raetia. 
Desperately trying to get more legions, the Blue attacked the Red in Dacia. A draw! The only result was depriving the Red of his very strong 5-4 Rebellious Legion card (which he counted on using later…) The Green gave up all territorial ambitions trying to re-establish control of his home area and keeping his Emperor out of trouble far from Rome and troops. The Yellow continued his slow and inexplicable move eastwards through enemy-occupied Germania. Fearing no one, the Red decided to win extra points and used one of his two remaining cards to move the Emperor back to Rome. Wow! 
Taking advantage of the Red running out of cards, the Blue attacked his troops surrounded in Dacia. This time a win and an extra legion for the Blue, and the Red (the leader) stripped off all his cards. Knowing that the Red cannot respond anymore, the Green moved his Emperor to Gallia Narbonensis, obviously preparing a final assault … Having re-established control over his home area the Yellow General moved to Dalmatia. What for? 
With no Assassination cards left, the Blue abandoned the hope of becoming an Emperor and focused on getting more area control. He finished massacring the red troops in Dacia and moved three legions towards Asia Minor leaving garrisons everywhere to control the red area. The Green Emperor attacked the red army in Gallia Narbonensis; the Red withdrew and the Green took control of his home area. 
Now the intentions of the Yellow became clear: with Galley Fleet he crossed Mediterranean from Dalmatia to Aegyptus and tried to instigate revolt in Ivdea, the home country of the Blue. Bad luck: countered by Bad Augury! (The Blue has finally learned to keep one of these cards for the end…) 
The Blue tried to move his excess troops from North Italy to the East to occupy Asia Minor and adjacent territories, but was prevented by Bad Weather (arranged by the Yellow). The Green decided to do nothing. The Yellow moved to Asia Minor to deny the Blue any possibility to take control over the area. With the last card of the game the two Blue legions pushed the Yellow army from Raetia, stripping the Yellow off control of his home area. Game over! 
Turn IV summary 
That was close! The Red won with 18 points followed by the Green with 16! Even being the first left without cards in the last turn, the Red managed to maintain its lead, essentially by moving his Emperor to Rome. This gave him the 2 winning points! Well, choose the right moment to be daring!.. 
The Green suffered a lot from the revolt in Germania (avoid concentrating big stacks in vulnerable provinces!). But only the Blue’s occupation of Northern Italy (always deny free passage to the enemy) prevented him from moving to Rome and getting these essential 2 VPs at the end of the turn. 
The Yellow, ousted to Asia Minor with only two legions, and gaining no victory points, fully paid the price for that unfortunate battle in Southern Italy on Turn II… You cannot really win in Nero without being an Emperor. So protect your Emperor from assassinations and keep him away from battles! 
No major mistakes from the Blue this time. He successfully repelled all the attempts of the Yellow to grab his territories, and did everything possible to win the Emperor title in battle. Just to show how difficult it is with competent players. In addition, he was already too much behind… And in Nero, whoever falls behind, rarely wins...
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