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Quick Start Guideand SampleFirst Turn Commands

If you arejust now signing up for your first gameof Fall of Rome, just print out the

Quick Start Guide(click theprinter icon at thetop) and havethese pagesready torefer to
when you are notified by email that your game hasjust begun. Y ou can scan the Guide
now, but it will makealot more sensewhen you are signed into your gameand can see
the mapsand screensin front of you and follow along. Onceyou have begun your

printer, just click here to go onto sign up for your first game!

TheQuick Start Guideisintendedto provideyou, afirst timeplayer entering your first
turn, just enough guidanceto learn abit about the game controlsand what the various
playing pieces do so you may jump in and issue commands prior to digesting the
Rulesintheir entirety.

Click the*Launch” buttonfor your gameafter you Sign Inwith your email addressand
password onthe Fall of Romeweb site. Thefirst timeyou load thegameit will take abit
longer thanit will in subseguent times. aminute or two with broadband, much longer
withdialup. If thegamedoesn't load, visit the Support Page—alink toitistherein My
Kingdomswhereyou launch the game.

After the gameloads, notice the fourteen or so buttonsin arow near the top of the screen:
theMenuBar. Someof thesescreenswill contain scant information right now, before
any turnshaverun or even any of your commands (al so called orders) issued. For
starters, hold your mouse cursor over the left most button in the row. The name of the
button appears, inthiscase” ThePlan”. ThePlan storesinformation onthecommands
you havegiveninthecurrent turn. Click the button and you see The Plan screen. Itis
barren at this point because you have issued no commandsfor the current turn. When
you doissue commands, ThePlanwill record theseand list theminthe sequencethey
will be executed (not the sequenceinwhich youissuethem) whentheturnisrun. Italso
shows the resources consumed so far by the commands you haveissued, and your
remaining resource balances. Takeacoupleminutestoleft click on each of the menu bar
buttonsto learn what kind of information each holds.

Thefourth button from theleft opensthe Character Screen, listing each character (King,
High Priestess, Nobles, L eaders, and Agents) you know about. Atthebeginning, this
will bealisting of al of your characters, but nonefrom any other kingdom. Y ou should
also find theicon representing each of your characters on the map. Most of these will be
located at your capital at the start of thegame. Each character may begiven one
command per turn, subject to your command limit and availableresources(gold and
supplies). Y our King’ sRulership score determinesyour command limit each turn. Most
Kingsbeginwith aRulership of 13, meaning they may give 13 commandsinasingle
turn. Almost alwaysyou will bebest served by issuing asmany commandsasyou are
permitted each turn.
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Y our popul ation centers (PC’ s) arethevillages, towns, and citieswhich fly your banner,
meaning they are under your control and apart of your kingdom. Y ou beginthegame
with two townsand two villagesunder your control. Oneof thetownsisyour capital,
and is designated with agold border around the banner. Click onthe Menu Bar icon that
lookslikeamap. Thisgivesyouthe Operational View of themap. Y ou seeaportion of
theentiremap and can scrill it by dragging onthewood scroll bars betweenthe chain
links on the map edges. Locate your capital onthe operational map. PC’ sproducegold
andsupplies. Constructing Improvementsinyour PC’ scanincreaseproductionand
defense. Left click onthehex containing your capital. Notethat |eft clicking onthemap
changesthe view —inthiscasefrom the operational view to thetactical view. The
tactical view isazoomedinview of asinglehex. Thetactical view may take amoment
toloadthefirsttimeyouvisitit. Incrowded hexessuch asyour capital hex, itis
sometimes necessary to bein thetactical view to issue commandsto characters. You
may alsoissue commandstothemintheoperationa view. Noticeinthetactical view the
top half of the screen showscharacters, brigadesand buildingsinsidethe PC. The
bottom half showslegionsthat are outside of the PC. Movethe mouse cursor to
somewherenear thetop of theareafor the PC (likeon one of the houses) and right click.
Thiswill bring up amenu showing what commands can begiventothe PC. Click on
“Construct Population Center Improvement”. Then noticethelittlepull downmenuon
the new pop-upwindow. Review thedifferentimprovementsyou could build and see
what they add to the PC by clicking on eachinturn. When done, click on Cancel Order —
we won't build any Improvementsthisturn.

Commandsto charactersaregiveninasimilar way. Stay inthetactical view and hover
your mouse cursor over each character iconto seewhoiswho. Right click ontheicon
that isyour King to bring up hismenu of possible actions. For now, click on Enamor,
and withthe new popup window that appears, choose theregion namethat containsyour
capital (look ontheoperational map againif you don’t remember thename). You'll be
asked then to confirm your intention, and your order is submitted.

Returnto thetactical view at your capital if you are not there already, and now find the
iconfor your Duke. Although most commandscan begivenfromtheoperational view,
at the beginning of the game there are too many charactersin your capital to display each
icon in the hex, so we use a“multi-character icon” to signify that, and you’ [l want to
issuecommandsinthetactical view. Right click ontheicon of the Duke, and now you'l|
see amenu of possible commandsfor all of your noble characters (nobles). Theseare
charactersof varying power inthissequencefrommost toleast: Prince, Duke, Count,
Baron, Provincial Governor and Ambassador. Noblescarry out missionsintheir base,
the PC they arein. They can also rel ocate to another PC up to seven hexes away to be
ableto undertakeamissionthereinthenext or later turn. At the beginning of thegame,
you’ |l want to Rel ocate many of your noblesto the neutral PC’ syou know about. Click
on Relocate for the Duke. The view now changesto the operational map. Now movethe
mouse cursor over thetown you know about that hasno banner (isneutral) near your
capital, and click onthemouse. Confirmyour choice, andinamoment you' |l seeablue
arrow to the town, reminding you that anoble has been ordered to rel ocate to the town.
The next turn you would order the Duke to Usurp Control of thetown.
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Y ou may cancel thisor any other command by returning to The Plan screen (theleft most
button in the Menu Bar), click on the row with the command you wish to cancel, and then
click “cancel”.

Unlikenobles, agentsmay compl ete missionsup to seven hexesfromtheir base, and
returntotheir base(if they live), al inthesameturn. Anagent’ sskill isreflectedinhis
level, for examplealevel 4 agentismoreeffectivethanalevel 1 (beginning) agent.

Early inthe gameyou will want to use your agents on Reconnai ssance missionsand

you' |l want to Trainthemtoincreasetheir level and so effectiveness. Atlevel 4, agents
arecapableof thepowerful Advanced Reconnaissanceorder. Laterinthegame, whenan
agentsarelevel 7 or soand higher, you' Il usetheir nastier capabilitieslikepoisonand
assassination.

TheHigh Priestessisavery powerful and unique character. She can uncover information
over vast areasand can Heal characterswho arewounded aswell asbrigadesthat have
sufferedlosses. Early inthe gameyou may usethe High Priestessto discover the
location of PC’ sin your capital’ sregion, or to learn the hiding place of an artifact. As
withall assets, you will right click onthe High Priestessicon to bring up the command
menu, click onthecommand of interest, and then youwill identify atarget or thecenter
of the areayou wish to glean information about, depending on the command.

What of legions - thearmiesinthefield? Each kingdom hasauniqueicon toidentify its
legions. Returntothetactical view of the hex of your capital. Seethetwolegionicons
inthe lower half of the screen? The black background icon representsthelegion, and all
iconswithinthewhitebordered box arethebrigades(if any) and charactersinthat legion.
Onelegion at your capital isdivision sized, meaningit hasfromthreeto five brigades.
Oneisapatrol, meaning it hasno brigadesbut at |east oneleader. Patrolsmay move and
investigate Unusual Sightings, but they may not attack legionsor PC’s. Legionsfight
battlesearly intheturn, and movelater in any turn. Whenyour legionisin the same hex
asan enemy legionor PC, it may attack it. Occasionally youmay find your legionis
better of defending against another legioninitshex, rather than attackingit. Ineither

case, you will want to issue an order to Attack or Defend against that legion, and then
you will be asked to sel ect thetactic you wishto usefor thebattle. You’'ll want to review
the Tacticspart of therulesto help you makeagood choice. No battlesare possible on
turn one, becauseall legionsbegininfriendly (controlled by your kingdom) PC’s.
However, therewill besomebattlesonturn 2 after legionsaremoved into positiononthe
first turn, most likely attacks on neutral PC’s.

Now let’ stry moving alegion. Right click onthelegioniconfor thedivisionsized
legioninyour capital. Whenthemenu appears, select MovelLegion. Youwill thenuse
your mouseto lay apath of hexesfor your legionto moveto. Legion’smovementis
limited by anumber of factorsincluding size, speed, andleadership, and your movement
allowanceisconsumedin different degreesby theterrainin each hex entered. I1f ahexis
withinthemovement rangefor thelegion, it will haveagreen outline. If out of range,
thehex outlinewill bered. For now, trace apath to one of the villages near your capital,
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andthen click twiceto confirmyour final destination. Y oumay set way pointsin moves
by clicking onceinstead of twice. Then confirmyour moveby clicking Y esonthe
dialogue box that appears. The GUI will leave ared arrow showing the path of your
legion’ smovement asit |leavesbluearrowsfor noblesrel ocating.

Transfersareimportant orders. Transfersarehow youmovecharacters, brigades, and
artifactsfrom onebase (PC or legion) to another. Transfersmay be ordered to occur
either beforeor after movement. Left click onthehex your wishto Transfer assetsinto
gettothetactical view. If your transfer isto occur after legion movement, click onthe
hex that your legionismoving to after you have issued the movement order. For now,
click onthehex withyour capital. Theninthetactical view, right click inthelower half

of thetactical screen. A menuwill comeup, click Transfer beforeMovement. Thendrag
an agent from your capital towninto thedivision sized legion.

Notethe counter inthelower right corner of the screen. When thisreaches0:00, the
gameislocked and no more commandsmay beissued and the current turn has ended.
Y ouwill then need to reload the game and learn the results of all your actions, aswell as
those of your rival playersthat haveimpacted uponyou. Besureto never missaturn: it
isaserious setback to haveissued no commandswhileall your enemiesdo.

Asyou gainexperience, youwill learn theimportance of planning ahead. Like chessor
any good strategy game, the successful player must planfor thefuture. All your actions
have consequences. Somewill beknowntoyour rivalsthrough their agents. Early on,
you will wish to save some of your gold and suppliesif you can for your second turn.
For most players, the second turnisthemost difficult from aresource perspective
becausethey havenot yet gained theresource productionfromany newly conquered (by
legionsor nobles) PC's. Likeany good game, Fall of Rome requires skill to play well.
Do not expect to placewell inyour first game, let dlonewin. Fear not! Unlike many
games, youwill haveablast without finishing high. Eachturn bringsitsown challenges,
lessons and rewards and, for most players, thefina outcomeislessimportant than the
adventure that unfolds along the way.

Do usethegame’ smessaging system! Y ouwill havefunwith your witty or barbed
exchangeswithfuturealliesand enemies, but keepit clean. Click onthesecond button
from the right onthe Menu Bar to see how the messaging systemworks. Y ou select the
recipientsby clicking on the banner of thekingdom or kingdomsyouwishtosenda
messageto. Pick atitlefor the message and type your message asyou would an email.
Y our received and sent messages are saved here. Remember, Fall of Romeisagame of
twelvehuman players, and thisiswherethe grand strategy of who standswith or against
another isformed. Communicate beforethe very first turnisduewith your neighboring
kingdomsat aminimum. What to say? Just anintroduction asyour game personaand
offering good wishesissometimesenoughto get theball rolling and havethat rival [ook
onyou morefavorably than hemight another neighbor. Frequently messagesask for
non-aggression for aperiod of time, or for outright alliance. Beware, thereisno
guaranteeof compliancewith any agreementshere, but most deal sarehonored because
playersvaluethereputation of their persona.
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Have agreat timelearning the game, itsdepth and nuance, and the rewards of crafting

great strategy and seeing your plansunfoldin aterrific onlineenvironment. Good
hunting!

Usethese other resourcesto augment your understanding of Fall of Rome:
o All sectionsof therules, available on the website;

o Thestrategy articlesposted in Strategicom onthewebsite, particularly theNew
Player Guide and the beginning strategy articles;

e Usetheforumtolearn morefrom other playersand moderatorsand to ask
questions, seek advice, or state an opinion;

¢ Shouldyou encounter technical problems, visit the Support pagefor help.
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SampleFirst Turn Commands

Hereisan example of commandsyou might consider issuing onyour first turn. Likea
chess opening, thisisnot the“best” or even necessarily the recommended opening set of
commands, but they arereasonableand unlikely to get youin serioustroubl e, and should
lend themsel vestoward your gaining control of theregion of your capital withinthefirst
few turnsin most cases:

Have your king Enamor the region of your capital

Relocate your princeto the city in theregion of your capital

Relocate your count to the city in the region of your capital

Relocate your baron to one of thetwo neutral villagesyou are aware of
Relocate your duke to the neutral town you are aware of

Scout and Moveyour divisionsized legion at your capital tothe other neutral
village

Trainyour level 3agenttolevel 4

Reconnaissance of the city inyour region with alower level agent

Move and scout the patrol at your capital to explorein your region

Divine Population Centerswith your HPinyour capital’ sregion

Moveyour legionwith two brigadesto the samehex asyour divisionif possible
Send messagesto your neighboring players, attempting to secureaperiod of
peace with at least one of them

¢ Issueremaining commandsbased onyour particular circumstancesand funds

Thesemovessetup your second turn. Y ouwill command each noblethat rel ocated to
Usurp Control of the neutral PC’ sthey are now in, except for the count at the city. He
will support the Usurp Control order of your princeby performing Stir Unrest. The
exceptiontothisapproachwould beif your agent performing Reconnai ssancereveal s
that an enemy noble hasalso moved to thiscity, inwhich caseyou' |l need to study the
political model inthe General Rulesto determinewhether totry to gain control of the
city. Your divisionwill attack theneutral villageusing Assault. If all thesecommands
are successful youwill likely gain control of theregion at the end of the second turn.
Thenyou can broaden your horizonsand with now plentiful resources, planfor the
conquest of your least friendly neighbor. Of course, they toowill beeying your landsfor
possibleinvasion! During the course of the game, you will make many decisionsthat in
hindsight will appear to beerrorsinjudgment or understanding. Don’ tworry, eventhe
very best playersmake mistakes, morefregquently thanyou mightimagine. No oneyet
has played the perfect game of Fall of Rome!

Rick McDowdll
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