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VAE VICTIS

All players lose if any one of the tracks moves down to its final 
space (this is marked in-game by a skull with a sword through it). 
NO player is allowed to make a track reach its final space if 
they can avoid it - unless they are the traitor (see TRAITOR).

A player wins at the end of their turn if they simultaneously 
fulfill  the requirement of their "CURIA" goal card and their 
"LIMITES" goal card. They need to have at least 1 coin.

A player loses at the end of any turn if they have no coins left.

A player wins at the end of any turn if all other players have lost.

GOAL CARDS

Examples of LIMITES & CURIA goal cards

Latin for “woe to the vanquished”, or “woe to the conquered”. It means that those defeated are entirely at the mercy of their 
conquerors and should not expect —or request— leniency. 

Vae Victis is a semi-competitive game of decline and treachery for 3 to 6 Roman patricians of 10+ years. Games last around 30 
minutes.

Rome is going to hell. Redneck barbarians are raiding the borders, the economy is in freefall and the sewer workers are on 
strike…again. To top it all, mercenaries and slaves have delusions of grandeur (they want to be paid, for Jupiter’s sake!), while those 
petty pencil pushers at the Senate indulge in never-ending rhetoric displays. As a wealthy patrician, you’re pretty sure it is expected 
that you lend your help to Rome in this dire time of need…but then again: will your “friends” do the same? The Ides of March are 

around the corner…

In Vae Victis there’s a total of 7 tracks, divided in 2 groups: the 4 
war tracks (Hispania, Gallia, Britannia and Germania) and the 3 
management tracks (Divitiae, Sanitas and Rapina). 

The War Board contains the 4 war tracks, and they are key to 
achieving your “LIMITES” goal card. Each track has 13 spaces. The 
Management board contains the 3 management tracks. The 
length of the management tracks varies according to the number 
of players, and they have milestones that trigger penalties (learn 
more in MANAGEMENT TRACKS).

During gameplay these tracks can be moved down (mainly due to 
Fate dice), which is generally bad for the players. Also during 
gameplay these tracks can be moved up (mainly due to players 
taking the War and Advise actions), which is generally good for 
the players.

Goal cards are important, as they tell you what conditions 
you need to fulfill in order to win the game. 

There are 2 types of goal cards:

1. 6 "LIMITES" goal cards: Each indicates 2 wars. The requirement is 
met when said 2 wars have been won (their track marker has been 
advanced to the last spot).

2. 6 "CURIA" goal cards: Each indicates one of the following 
options:
 a. "Majority of Left",
 b. "Majority of Right",
 c. "Majority of Center",
 d. "Equality between Left and Center" (but greater     
 than 0),
 e. "Equality between Left and Right" (but greater than 0),
 f. "Equality between Center and Right" (but greater    
 than 0).

Majorities are always simple: it is enough that there are more 
senators of one faction (Left, Center or Right) than of any of the 
other two. Equalities are only valid when the factions involved 
have at least 1 senator in them.

goal of the game

game tracks

War Board Management Board
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Game Setup

6  Set aside 2 favor cards per player and, if you’re using the Traitor 
variant, mix them with 1 traitor card (2 if playing with 6 players). 
Place them in a pile face down on the “THERMAE” area - this is the 
deck of intrigue cards.

7  Players agree on the treasury capacity for this game:

Easy game: 3 coins per player
Normal game: 2 coins per player

Hard game: 1 coin per player
In any case, the treasury starts the game EMPTY.

8    Put the senator meeples, action markers and die within reach of 
all players

The player who has traveled most recently to Rome is the starting 
player. If there is a tie, the starting player is decided at random. 

1  Randomly distribute 1 "CURIA" goal card and 1 "LIMITES" goal 
card to each player. Each player can look at their cards, but they 
must keep them secret (for now). Return the rest to the box, 
face-down, they will not be used in this game.

2  Shuffle the deck of forum cards and place them in a pile face 
down on the “FORUM” area.

3  Place the 4 war tokens each on the starting spot of their track 
(marked with the corresponding animal head).

4  Place the divitiae (wealth), sanitas (public health) and rapina 
(pillage) tokens each at the starting space of their track (the big 
icon at the top of each track).

5 Deal 8 COINS to each player, then put the remainder on the 
“reserve” (the reserve contains the coins not currently on the 
treasury nor in any player’s possession). 

No player can have more than 8 coins during the game. If they 
were to have more than 8, return the surplus to the reserve.
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The active player will roll the custom dice. Those dice have 6 faces 
each corresponding to:

: “HISPANIA” track
: “GALLIA” track

“BRITANNIA” track
         “GERMANIA” track

:    Divitiae track
Sanitas track

The active player rolls the 3 dice (called the Fate dice), and then 
discards 1 result. The active player can pay to the treasury 1 coin to 
discard an additional result - this can be done twice (effectively 
discarding the 3 results). Apply the result for the remaining dice:

 The barbarians attack! The corresponding war moves     
down 1 space (towards Rome, so the barbarians are     
getting nearer to the city)
 Note: If you would move down the token of a war that is   
 already won, instead pay 1 coin to the treasury.

 The wealth depletes! The divitiae token moves down 1 space. 
Apply the effect of any milestone traversed.

 The plague festers! The sanitas token moves down 1 space. Apply 
the effect of any milestone traversed.         

Remember: NO player is allowed to make any of the 7 tracks (4 
wars, divitiae, sanitas, rapina) reach its final space if they can 
avoid it - unless they are the traitor (see TRAITOR).

To learn about the effects of the milestones of the tracks, see 
MANAGEMENT TRACKS further below.

OPTIONAL RULE - HAUNTING SPIRITS: Players who are out of the 
game still play their Fate phase exactly as per the normal rules. 
Then, they end their turn. Be aware that this rule greatly   
increases the difficulty for the remaining players.           

Players take turns in clockwise order until a player wins. 
Each player must perform the following phases, in the order 
indicated, in each of their turns:

Fate Phase
Support Phase

Influence Phase
Check if ANY player has won

Once the active player has gone through all of their phases, 
if there is no victor, they pass the dice and the action tokens 
to the next player in turn order.

52 cards
12 goal cards
 6 "CURIA" goal cards
 6 “LIMITES” goal cards
26 forum cards
14 intrigue cards
 12 favor cards
 2 traitor cards

50 Coins (NOT PROVIDED IN THIS PnP)

9 Senator meeples (NOT PROVIDED IN THIS PnP)

7 Track tokens (NOT PROVIDED IN THIS PnP)
 4 war tokens, 1 for each war
 1 wealth token
 1 public health token
 1 pillage token

4 Action tokens (NOT PROVIDED IN THIS PnP)

3 Boards

3 Custom 6-sided dice

components TURN SEQUENCE

FATE PHASE
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In this phase, the player must perform at least 1 action; if they 
choose to perform two actions, they can perform each in a 
different area or both in the same area. Whenever a player 
performs an action, they put an action token on the leftmost 
empty circle of that area.

By waging war against the barbarians, you can help Rome against 
the invaders, and also further your “LIMITES” goal card.

WAR ACTION: Choose an option
 Choose 3 wars and move forward their tokens 1 space each; 
or Choose 1 war and move forward its token 2 spaces.
If it’s the second time you’re performing this action this turn, 
after performing it proceed to Pay Mercenaries (see below). 

You can not choose to take the WAR action if all wars are won.

IMPORTANT: If a war token reaches the highest space of its track, 
Rome wins that war and the token of that war can no longer be 
moved. If a Fate dice indicates that that war token must be moved 
down 1 space, instead of that the player who rolled said dice must 
pay 1 coin to the treasury.

Pay Mercenaries: After applying your choice, roll 3 dice: for each 
result showing the icon associated to the war(s) you advanced on 
the last WAR action, you must move down the rapina token one 
space per space advanced by that war thanks to that action. Apply 
all the effects depicted on the milestones traversed in order.

Example of Pay Mercenaries:

Julius decided to perform the WAR action twice on his 
turn. ¿What can go wrong? On his 2nd performance 
of the WAR action he decides to advance War 
“BRITANNIA” two spaces. On his roll, Julius gets           . 
How unlucky! Since the            results correspond to the 
War he chose to advance twice, he must move down 
the pillage token 4 spaces (2 results x 2 spaces 
advanced by war “BRITANNIA”)...resulting in the token 
moving to the fourth space of the rapina track. So, 
Julius must move forward the token of another track 
1 space (due to the milestone in the 2nd spot of the 
track) and then loses 1 coin (due to the milestone in 
the 3rd spot of the track). The Gods smile with glee.

The treasury contains the coins players have paid, and is heavily 
linked to the wealth track (divitiae). 

FUND ACTION: Resolve the steps in order
 Take half of the coins in the treasury (rounded up) and 
place them on your reserve. Move down the wealth token1 
space.
If it’s the second time you’re performing this action this turn, 
instead take all the coins in the treasury and proceed to 
Financial Crisis (see below). 

You can not choose to take the FUND action if the wealth token is 
in the previous to last position of its track (since that would result 
in all players losing the game), nor if there are no coins left in the 
treasury.

Financial Crisis: Roll 3 dice and:
For each       result, move down the sanitas token 1 space
For each       result, move down the divitiae token 1 space

In any case, apply all the effects depicted on the milestones 
traversed, in order. Resolve each effect when the token is moved 
down to that spot.

A NOTE ABOUT THE TREASURY
Whenever a player makes a payment, the coins are paid to the treasury. If 
the treasury is full (there are a number of coins in it equal to its 
capacity), return the remaining coins to the reserve. 

Whenever a player loses coins (due to exceeding their limit of 8, or any 
other effects), those coins are returned to the reserve (not the 
treasury).

Here players can help the Emperor to rule Rome. This space is 
linked to the management tracks, since good governance helps to 
stave off these looming disasters. the Emperor can give good 
rewards to loyal patricians...

ADVISE ACTION: Resolve the steps in order
 Move up 1 space the token of the track (divitiae, sanitas or 
rapina) of your choice. DO NOT apply any the effects depicted 
on the spaces traversed.
If it’s the second time you’re performing this action this turn, 
after performing it get 2 coins from the reserve.

You can not choose to take the ADVISE action if the token of 
each management track is on its starting position.

“LIMITES” - BORDERS

SUPPORT PHASE

“AERARIUM”- TREASURY

“DOMUS PALATINA” - EMPEROR’s COURT
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“THERMAE” - BATHS

“FORUM” - FORUM

“CURIA” - SENATE

In this phase, the player must perform at least 1 action; if they 
choose to perform two actions, they can perform each in a 
different area or both in the same area. Whenever a player 
performs an action, they put an action token on the leftmost 
empty circle of that area.

The Senate contains the senator meeples and is key to achieving 
your “CURIA” goal card. The Senate is divided in 3 sections (Left, 
Center and Right); each section of the Senate can hold a maximum 
of 3 senator meeples. All sections start the game empty.

BRIBE ACTION: Resolve the steps in order
 - Pay 1 coin to the treasury to add or remove 1 senator   
 meeple to/from any section of the Senate.
  - If it’s the second time you’re performing this action  
  this turn, after performing it pay 1 additional coin.

The Forum is the place to be in Rome, and is full of people with 
useful skills you can employ. These characters are depicted as the 
forum cards.

EMPLOY ACTION: Resolve the steps in order
 - Pay 1 coin to the draw the top card of the forum deck.
  - If it’s the second time you’re performing this action  
  this turn, after performing it pay 1 additional coin.

Each card indicates when it can be played and who it affects when 
used (see the list of icons below). You can not use a card you drew 
this turn. Discarded Forum cards are kept face down in a pile. 
When the Forum card deck is depleted, form a new deck by mixing 
the discarded Forum cards.

LIST OF ICONS  

TIMING ICONS

   Use this card only on your turn. 

  Use this card on any turn.

TARGET ICONS

  Only you can be the target.

  Only another player can be the target.

  Any player can be the target.
 

The Baths are the perfect place to hold secret meetings and gain 
clandestine influence. And maybe, just maybe, the right place to 
switch allegiances...It contains the intrigue cards.

INTRIGUE ACTION: Resolve the steps in order
 - Pay 1 coin to the treasury to draw the top card of the   
 intrigue deck.
  - If it’s the second time you’re performing this action  
  this turn, after performing it pay 1 additional coin.

You can look at intrigue cards you own, but you can’t show 
them to other players.
You can discard face down an intrigue card in your hand at any 
time to discard any 1 die from any 1 roll (the effect of the 
discard die is not applied), regardless of the type of intrigue card 
you discarded (traitor or not, see below). Discarded intrigue 
cards are kept face down in a pile. When the intrigue card deck is 
depleted, form a new deck by mixing the discarded intrigue cards.

            

TRAITOR VARIANT 

When using this variant, if there are 3-5 players,
add 1 traitor card to the intrigue deck during 
setup. if there’s 6 players, add 2 traitor cards.

As long as you have an intrigue card that depicts the Barbarian 
Queen, you might be a traitor. As long as you don’t reveal 
yourself as traitor, you play using the normal rules. To reveal 
yourself as traitor, you must flip your barbarian queen 
intrigue card at the start of your turn, revealing it to all 
other players.

Flipped intrigue cards can’t be discarded, and you must now 
forfeit your “LIMITES” and “CURIA” victory conditions - you can 
only win by defeating Rome (any one of the 7 tracks reaches 
the final space). Additionally, from now on, you are allowed 
to make a track reach its final space.

 

INFLUENCE PHASE
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MOVE DOWN ->            on Fate Die

->           on FINANCIAL     
   CRISIS roll

-> FUND action

-> CONTIONATOR

->          on Fate Die

->         on    
 FINANCIAL   
 CRISIS roll

-> CONTIONATOR

-> Roll on PAY 
MERCENARIES 
matching a war 
moved on the 2nd 
WAR action

-> CONTIONATOR

MOVE UP -> ADVISE action

-> CONTIONATOR

-> ADVISE action

-> CONTIONATOR

-> ADVISE action

-> CONTIONATOR

DIVITIAE SANITAS RAPINA

THE MANAGEMENT TRACKSLIST OF FORUM CARDS (NUMBER OF COPIES) 

VASTATOR - “SABOTEUR” (3): Use this card after another 
player rolls any 3 die (not just Fate die!). That player must 
reroll up to 3 die of your choice.

HARUSPEX - “AUGUR” (3): Use this card after you roll any 3 die 
(not just Fate die!). Choose 1 option:
 - Change 1 dice to the result of your choice; or
 - Reroll all 3 die

VIDUA NIGRA - “BLACK WIDOW” (2): Use this card when 
another player uses a forum card, or on a revealed forum 
card. The effect of that card is cancelled and the card 
discarded.

TEMPTER - “SPY” (2): Choose 1 opponent and 1 option:
 - Look at their hand and discard 1 forum card; or
 - Look at their “LIMITES” goal card; or
 - Look at their “CURIA” goal card

CONSUL (2): Place your "CURIA" goal card face-up in front of 
you. While you have this card revealed, if at the end of any 
turn (not just yours!) the condition of your card “CURIA” is 
met, you get a coin from the reserve (NOT from the treasury).

PUBLICANUS - “TAX COLLECTOR” (2): A player of your choice 
loses 1 coin.

CLEPTES - “THIEVES” (2): Choose 1 game area and place this 
card there. Next time another player takes action there, that 
player gives you 1 coin and you discard this card.

CONTIONATOR - “DEMAGOGUE” (2): Move up or down 1 space, 
in any combination, the DIVITIAE and/or the SANITAS token 
and/or the RAPINA token. 

DANISTA - “MONEY LENDER” (2): You get 2 coins from the 
reserve.

ASINUS - “COURIER” (2): Use this card on your Support or 
Influence phase. This phase, you ignore the penalties of 
performing the same action twice (such as paying 1 extra coin 
or having to roll die due to Pay Mercenaries or Financial 
Crisis).

VESTALES - “PRIESTESSES” (2): Use this card on any player’s 
(including you!) Support or Influence phase. That player can’t 
take action in this phase.

CENTURIO - “GENERAL” (2): Place your “LIMITES” goal card 
face-up in front of you. While you have this card revealed, the 
first time you take the WAR action on your turn, you may 
advance any 1 war token 1 additional space.
 

Vae Victis has 3 distinct tracks: DIVITIAE, SANITAS and RAPINA. At 
the beginning of the game, place each token on the “0” space of its 
track (where the symbol of the track is). Tracks’ length varies 
according to the number of players:
   - 4 or less players: 6 spaces
   - 5 players: 8 spaces
   - 6 players: 10 spaces

If any token reaches the final space of its track (according to the 
number of players, marked with a skull and sword), the game is lost 
and all players lose (except possibly the traitor player). Players are 
not allowed to willingly move down one token if that would 
result in the game being lost.

The tokens on the tracks will be moved down during the game due 
to various effects. They can only be moved up by using the ADVISE 
action, or (possibly) the CONTIONATOR forum card. Here’s a guide 
on what affects the tracks:

As the game progresses, tokens in the tracks will be moved down or 
up, depending on their actions, choices and luck. Whenever you 
move down a token on a track, apply the effects of all the 
milestone spaces traversed. Whenever you move up a token on a 
track, do not apply the effects of any milestone traversed. 

APPENDIX
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