OBJECT OF POLITICO: THE FALL OF CAESAR

In Politico: The Fall of Caesar, players are Senators who have grown
tired of Caesar, and have aspirations of overthrowing the leader of
Rome and taking the reigns. Little did you know that you weren't the
only Senator with such lofty goals, as there are other Senators with a
similar agenda. Players secretly plot to gain the most supporters
within the city of Rome to help bring their plan to fruition, and to bring
about the fall of Caesar, or at the very least, posture themselves in a
position of greater power.

SET UP

Shuffle together the 10 Supporter cards and place them in the
middle of the play area, in a face down deck. Give each player one
of each of the four Supporter Track cards. Each player sets his
Entertainers Track card to “1” and the remaining Track cards are set
to “0." Remove the 10 Hail Caesar! Tactics cards, and give one
Manipulate and one Persuade card to each player. Shuffle together
the remaining Hail Caesar! and Tactics cards and place them in a
face down pile forming the Tactics deck in the middle of the play
area. The oldest player begins the first round.

THE CARDS
There are three card types in Politico: The Fall of Caesar.

SUPPORTER CARDS (10 Cards)

These cards represent the four different -
types of Supporters that the player can y
receive (Senators, Philosophers,
o
I

Legionnaires and Entertainers).
Additionally, the Supporter cards are used
to keep track of the game rounds.

[ o j,i =_ ' SUPPORTER TRACKS (16 Cards-4 Each)
& § | These cards are used to keep track of the Supporters

r P! . B '\ that a player receives, They are rotated or flipped as
Supporters are gained and lost. Each player has one

Supporter Track card for each Supporter Type.




THE CARDS (Continued)

TACTICS CARDS (46 Cards)

Tactics cards have many uses. Each card is either a
Persuade or a Manipulate Scheme, which dictates
what the player may do during his turn. Additionally,
each card bears the icon of one of the four Supporter
Types. Lastly, each card has an ability that can be
used to change the game state.

PLAYING POLITICO: THE FALL OF CAESAR

Politico: The Fall of Caesar takes place over a series of rounds.
During each round, a new Supporter card is revealed and players
secretly choose what Scheme they will use for the round: either to
Persuade Supporters of the Current Supporter Type, or to
Manipulate the game in their favor. The game ends immediately if
any player manages to have 13 or more Supporters, with at least 1
Supporter of each type. Otherwise, the game ends after the round
when the last Supporter card is revealed, and players are awarded
points for the Supporters they have at the end of the game.

ROUNDS

Politico: The Fall of Caesar is played over a series of 10 or less
rounds. Each round is broken into three parts, completed in this
order: Conspire, Scheme, and Player Turns. The oldest player is
the start player for the first round. Once all three of these parts have
taken place, the round ends, and the player to the left of the start
player begins the next round.

COMNSPIRE

The topmost Supporter card is turned face up and placed on top of
any previously revealed Supporter card(s). The Supporter on the
revealed card is the Current Supporter Type for the round.

SCHEME

Each player chooses his Scheme for the round, and chooses a
Persuade or a Manipulate card from his hand and places it face
down in his play area. Once each player has placed a card face
down, each player reveals his face down card. These cards remain
face up for the remainder of the round. If a player does not have a
card in his hand to place facedown, he draws 2 cards, places 1 of
those cards facedown, and loses 2 Supporters of his choosing.




ROUNDS (Continued)

PLAYER TURNS

Once the Conspire and Scheme parts of

the round have been completed, each EXAMPLE ROUND
player, beginning with the start player and TRy WSS D
continuing clockwise, takes 1 turn. During
a player's turn, that player earns actions
based on the Scheme he chose, and the
Schemes chosen by the other players.

The player eams 1 action, plus 1 additional
action for each person that chose a
different Scheme than the player, plus an Current Supporter
additional action if the Supporter on his Type
chosen Scheme matches the Current

Supporter Type. A players must spend all

of his earned actions during his turn.

Manipulate
If a player chooses Manipulate as his
Scheme, he draws or plays 1 Tactics card

for each action he received. A player may

draw or play his allotted number of cards in

any order. For example, if a player may

draw or play 3 cards this tum, he may Sue may draw or play
draw 2 and play 1, or play 2 and draw 1, or §4 cards during her
he may play 3. turn (she plays 2, and
A player who has chosen Manipulate as draws 2). Bill and

his Scheme may spend 1 action and Sara each receive 2
discard a card from his hand of the Current § Philosophers during
Supporter Type to receive a Supporter of their tums. Jim

the Current Supporter Type. receives 3
Philosophers during
his tum since his
Scheme card is also
a Philosopher.

To play a Tactics card, the player reveals a
Tactics card from his hand, and follows
that card’s ability. A player may play any
Tactics card from his hand, regardless of
the card's Supporter Type. A Tactics card
is discarded after it is played.

If ever there are no Tactics cards left to draw, the discard pile is
shuffled and placed face down to form a new Tactics deck.







