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Age of the CaesarsAge of the Caesars
 Erratas

• LEGIONNAIRES (P.13)  

Replace the Legionnaires’ profile with:

Saga Dice Armour Aggression Equipment

1 5 (5) 1 (1/2) -
Special Rules

Legion.

• LEADERS (P.40)  

Fill in the missing point: 
• �During each of your Order phases, designate one of your leaders; 

they become the Primus until the start of your next turn. The 
Primus and the unit they are in gain the “Determination” Rule 
until the end of the turn; furthermore, when they are designated, 
they allow you to re-roll an inactive SAGA die.

• CENTURION (P.48)  

Replace the Centurion’s profile with:

Saga Dice Armour Aggression Equipment

0 5 (5) 4 -
Special Rules

Présence, Determination, Resilience (1),  
Experienced Legionary.

• IMPERIAL ROMAN UNITS (P.48)  

In the unit table, in the ‘Equipment Options’ column, replace 
‘Warriors’ with ‘Horse’. Their armour is 4 (3).

• MERCENARIES (P.86)  

In the table, replace “Rebellions” with “Twilight of Gaul”. Rebellions 
cannot have Mercenaries.

• LEGIONS OF THE CAESARS BATTLE BOARD

Replace the capacity with:
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ActivationActivation

Activate a unit
of Hearthguards

or a Hero.

IMPERATORIMPERATOR

ActivationActivation

Activate a unit  
of Legionaries, 

Warriors or Elephant.

LEGIONARIES LEGIONARIES 
AND AlliesAND Allies ActivationActivation

Activate a unit  
of Levies.

LocalsLocals

OrdersOrders

Take 2 of your available
Saga dice, roll them,

and add them to your
inactive Saga dice.

Activation Activation 
PoolPoolMelee, Shooting, Melee, Shooting, 

or Shooting/Reactionor Shooting/Reaction

Gain 1 attack  
or defence die  

(2 if you used ).

Combat BonusCombat Bonus

Legion VeteransLegion Veterans

Melee • Melee • LegionLegion

Gain 1 attack die for each figure in your unit (max. 6).

 Your unit doesn't take a fatigue  
at the end of this melee.

      
PilumPilum

Activation or Activation/Reaction • Activation or Activation/Reaction • LegionLegion

Activate a unit for a shooting attack with a range of MM.  
Next, activate that unit to charge the target of their 
shooting attack. This charge generates no fatigue.

OR
Trigger this ability after an enemy unit activates to 

charge, but before the charge is resolved.
Activate the charged unit for a shooting attack against 

the chargers with a range of MM.

      
ImperatorsImperators

  
MeleeMelee

Gain 2 attack dice, or 4 if you use ).

 You can re-roll any attack dice rolling 1 or 2.

      
SagitariiSagitarii

Shooting • Shooting • AlliesAllies  

Gain 2 attack dice.

 Re-roll up to 4 attack dice.

      
CohortsCohorts

    
Melee • Melee • LegionLegion

The enemy unit suffers a -1 penalty  
to its defence dice. 

 Remove 1 fatigue from your unit.

Heat of BattleHeat of Battle

  
Orders or Orders/Reaction Orders or Orders/Reaction 

Until the end of the turn, all friendly non-Mercenary units 
without ranged weapons and within SS of your Warlord 
gain 1 bonus attack or defence die during each melee.

If the enemy unit has the Resilience special rule or is 
composed of Hearthguards, gain 2 bonus attack  

OR defence dice instead. 

      
Roman ArroganceRoman Arrogance

Orders or Orders/ReactionOrders or Orders/Reaction

Until the end of the turn:
• When your Warlord uses the Bodyguards  

special rule, they can remove Legionary figures as though 
they were Hearthguards.

• All friendly non-Mercenary units in melee within SS  
of your Warlord (or MM if he's a Consul) can re-roll 1s  

on their defence dice.

      
Lorica HamataLorica Hamata

    
Melee • Melee • InfantryInfantry

Gain 2 defence dice, or 4 if you use .

 Cancel the first 2 casualties taken.   

      
Trained TogetherTrained Together

  
ActivationActivation

Activate 2 units, OR 3 if you use ,  
At least one unit must have the Legion special rule.

      
UnshakeableUnshakeable

  
Shooting/Reaction • Shooting/Reaction • Unit without ranged weaponsUnit without ranged weapons

Cancel the first 2 hits taken. 

 Cancel the first 2 casualties taken.  
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• PALMYRE BATTLE BOARD

Replace the capacity with:

 

Palmyra's ElitePalmyra's Elite

  
MeleeMelee

Gain 2 attack dice.
 If your unit has the Cataphract special rule,  

gain 2 additional attack dice.
 If your unit are Legionaries,  

gain 2 additional defence dice.

      
Changing InfluenceChanging Influence

      
Orders/ReactionOrders/Reaction

Replace available Phoenician Saga dice  
with Roman ones, or vice versa.

If you use  or , roll one of your available dice  
and place it on your board.  

      
Respect For TraditionRespect For Tradition

  
Activation • Activation • Can't target CataphractsCan't target Cataphracts

 Activate a unit with ranged weapons to move. If your 
unit finishes its move more than MM from any enemies then 

this move generates no fatigue.
 Activate a unit without ranged weapons for a shooting 
attack with a range of MM that generates no fatigue.

      
Raise Your ShieldsRaise Your Shields

      
Shooting/ReactionShooting/Reaction
 Gain 2 defence dice OR

 Ignore the first casualty you take.

      
Persian SkillPersian Skill

    
ShootingShooting

During this shooting attack, your opponent  
can't benefit from cover (even via Saga abilities),  

and must re-roll up to 2 defence dice that cancel hits. 
Once this shooting attack is resolved,  

your target takes a fatigue.

New DynastyNew Dynasty

      
Activation Activation 

Activate 2 units, or 3 if you use  or . They can:
 move or shoot     OR      rest or charge.

      
Traitors to RomeTraitors to Rome

  
Melee • Melee • Unit without ranged weaponsUnit without ranged weapons

 Remove 4 enemy attack dice.  
If your unit is mounted, gain 2 attack dice.

 Increase your Armour by 1. If your unit has the Legion 
special rule, you add 2 additional automatic hits to the 

hits scored on your attack dice. 

      
Orderly RetreatOrderly Retreat

  
MeleeMelee

 During the withdrawal step,  
you can choose to withdraw your full movement range, 

leaving your opponent in place.
 You don't take a fatigue at the end of this melee.

      
Delay The InevitableDelay The Inevitable

  
Activation/ReactionActivation/Reaction

Use this ability after an enemy unit  
resolves its activation. 

 Activate one of your units to shoot.
 Remove a fatigue from a friendly  

non-Mercenary unit.

      
Roman ValourRoman Valour

    
Melee • Melee • Unit without ranged weaponsUnit without ranged weapons

Your attack dice gain a +1 bonus.
If your unit is the attacker, gain 2 attack dice.  

Otherwise, gain 2 defence dice. Sa
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ActivationActivation

Activate a unit
of Hearthguards

or a Hero.

NoblesNobles
ActivationActivation

Activate a unit  
of Legionaries  

or Warriors.

soldIERS soldIERS 
ActivationActivation

Activate a unit  
of Levies.

Local TroopsLocal Troops

OrdersOrders

Take 2 of your available
Saga dice, roll them,

and add them to your
inactive Saga dice.

Activation Activation 
PoolPoolMelee, Shooting, Melee, Shooting, 

or Shooting/Reactionor Shooting/Reaction

Gain 1 attack  
or defence die  

(2 if you used  or ).

Combat BonusCombat Bonus
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