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Overview

Bellum is a competitive game in which players 
play as Greek cities such as Athens or Sparta. 
They will clash and try to pillage the enemy city.
During the game, each player will be able to 
make offerings to the gods of Olympus to acquire 
cards in order to build their decks. These cards 
are creatures that can be deployed, spells that 
can be played, or relics to be used.
Players will take turns and will have to choose 
between acquiring new cards, deploying units 
or fighting their opponent. The best tactician 
will ransack all districts from the enemy city 
and will become the master of all Greece!

Game components

94 cards, among which:
- 12 City cards
- 40 Olympus cards
- 8 Legend cards
- 12 Basic cards
- 20 Stock cards
- 2 Help cards

25 colored tokens:
- 20 red tokens for either damage or charges
- 5 blue tokens, which are shields.
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Setup

1. Sort all cards. There should be twelve decks:
 Olympe - I / II / III / IV
 legend - I / II / III / IV
 StOck

 BaSic / city / Help

CLARIFICATION: all cards bearing the « Flip » 
keyword should be flipped to be sorted, then 
laid onto their corresponding starting pile.
2. Shuffle every OlympuS deck separately and 
place them side by side at the center of the play 
area. Repeat these steps with the legend cards, 
and put them beside the matching Olympus 
stacks (same numbers).
CLARIFICATION: all decks should be face up. 

3. Every player chooses the city they want to 
play with and take the 4 corresponding city 
cards. Then they lay these cards in front of 
them, matching them so as to get the full picture 
of the city. Then, players put charges on the last 
card of their city (as many as shown on the city 
card; this is called the Strategy level).
4. Each player takes one copy of every basic 
card (6 cards) and shuffles them. This is their 
starter deck.
5. The Stock cards are set aside. 
6. Choose the first player. That player draws 2 
cards, and the opponent draws 3 cards. 

Discard Discard
OlympuS

StOcklegend

Game area

Deck Deck

Piles           i            ii          iii          iV
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Description d’un tour de jeu

A player turn has four phases:
 A. Rally Phase
 B. Assault Phase
 C. Deployment Phase
 D. Draw Phase

A. Rally Phase

The active player must resolve all rally abilities 
of the creatures they have in play and may play 
spells from their hand. (The active player may 
choose to do so in any order.)

B. Assault Phase

The active player can initiate an assault. 
If they don’t, the Assault Phase is over and 
the active player moves on to the Deployment 
Phase. If there is an assault:

1. Declare attackers

The active player chooses creatures in their 
play area and tags them as attackers before 
triggering their assault abilities.

2. Declare blockers 

Fights are played as duels. The defending 
player can block each attacking creature 
with one of their own creatures.
CLARIFICATION: A creature cannot block 
more than one creature.
An attacking creature cannot be blocked by 
more than one creature.

3. Damage and Pillage

Each creature deals damage equal to its 
power to the opposing creature. Damage is 
dealt simultaneously. Place a damage on a 
creature for each damage it takes.

If at least a creature is not blocked, the 
attacker Pillages an opposing district: 
the defender triggers the pillage ability of 
a district, following the pillage direction 
(starting with 1, then going upwards).
CLARIFICATION: if there are any unblocked 
creatures, whatever their number, only 
one district is Pillaged every successful 
Assault Phase.

C. Deployment Phase

The active player may buy cards from their 
hand or buy cards from the Olympus stacks in 
any order.

1. Play cards

To play a creature, the active player places 
the card in front of them and triggers its 
deployment ability. 
To play a spell, the active player applies the 
spell’s card text, then puts the spell in their 
discard pile.

2. Buy cards

The active player may buy the topmost 
card of an Olympus deck. If an Olympus 
deck is empty, one may buy a card from 
the Legend deck bearing the number of the 
missing Olympus deck.
To do so, the active player must Discard as 
many cards as stated by the purchase cost 
rings. Some cards require a specific clan to 
be Discarded:

= Myth card

= Soldier card         

= any card

= Oracle card

= Demon card
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When bought, a card is put in one's own 
discard pile.

CLARIFICATION: some cards have a 
Purchase Ability.

The card must be put in play instead of 
the discard pile. (This is mandatory.)

3. Strategy

Once per turn, the active player can spend 
a charge from the fourth district of their 
city to Remove a card from their hand or 
their discard pile from the game.

D. Draw Phase

During this phase, the active player may draw 
3 cards. If their deck is empty, the active player 
shuffles their discard pile into a new deck.
Then, the active player keeps up to 5 cards in 
hand, and should Discard unwanted cards or 
cards above hand size (5). It is the only moment 
in the game when you check hand size. 
The opposing player becomes the active player, 
and a new turn begins.

Annex

Additional Rules

The abilities of a card must be completely 
applied before another card is played or other 
abilities are triggered.  
Example with Fall of the Omphalos: if you trigger 
“Deal 1 damage to all creatures”, you must assign 
all damage before applying death abilities from 
destroyed creatures.

Triggered abilities are mandatory unless a card 
says it is not.
For example, the Reaper card reads: "Rally – Deal 1 
damage to all creatures." This is mandatory. On the 

other hand, Yama's power isn't mandatory: "Assault 
You may deal 2 damage to a creature."

The base power of a creature is always equal to 
its power minus 1 for every damage token on it. 
If a creature’s power becomes 0 or lower, it is 
destroyed.
If several abilities trigger simultaneously, the 
active player decides in which order to trigger 
them.
Example with Nessus and Emeth: Norah's creatures 
are destroyed simultaneously. Norah resolves 
Nessus' death ability, then Emeth's: her opponent 
discards a card then Norah deals 1 damage to a 
creature (because Nessus is still in play). Eventually, 
Norah puts both creatures in her discard pile.

When card text goes against the rules, follow the card 
text. If a scenario rule goes against the basic rules, 
follow the scenario rules.

Example with Hercules, which reads: "Assault - 
During this turn, if an attacking Soldier creature is 
not blocked, you may Pillage two districts instead of 
one."

Abilities

Rally

This ability is triggered at the beginning of 
each of your turns, during the Rally Phase.

Deployment

This ability is triggered each time the card 
comes into play, wherever it comes from. 

Death

This ability triggers when the creature is 
destroyed. Then place it into your discard 
pile, except if the death ability states 
otherwise. The card stays in play until its 
death ability is fully resolved.
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Assault

This ability triggers when you announce 
this creature as an attacker (see Assault 
Phase).

Answer

This ability allows a card to be played 
outside of normal phases, provided you 
meet its requirements. When an Answer 
is played, the current event is deferred, 
the answer ability is resolved then the 
deferred action is resolved. 
It is the only case when a card can be played 
before a spell or an ability is fully resolved.  

Ongoing

This ability applies as long as the card 
remains in play, and stops as soon as the 
card leaves the play area. 

Pillage

This ability is triggered when the 
corresponding district is pillaged.

Discard

Discarding is putting a card from your 
hand into your discard pile.

Sacrifice

Choose and destroy one of your own 
creatures. Shields don't prevent this.

Flip

Remove all tokens from a card, then flip 
the card over.

Summon 

When an ability tells you to Summon a 
card, take that card from the stock and put 
it into play.

Destroy

Put a creature you have in play into your 
discard pile. Shields don't prevent this.

Remove

When you are asked to Remove a card, put 
the removed card into the stock.

Petrify - Petrified

When an ability Petrifies a creature, cover 
that creature with a Petrified card from the 
stock. There are 3 "Petrified" cards only.

Shield (blue token)

When a creature with a Shield takes any 
amount of damage, this damage is canceled 
and the token is Removed. 
CLARIFICATION: a creature cannot have 
more than one Shield at the same time.

Labyrinth

There are 3 Labyrinth cards only. A 
Labyrinth card has no ability, but can be 
Discarded to buy other cards. When a 
Labyrinth card is Removed, it can be used 
again.

FAQ

Thanks

All KS pledgers, Danielle Bornert, Lucas Dufour, 
La famille Le Garrec, Ludovox, Magic Bazar, Alex 
Doway, Mathieu Rivero, Romain Randavel, Sha-Man, 
Thibaud de la Touanne et Zod.

Frequently Asked Questions 
are regularly posted and 
answered here:

https://www.mooshgames.com/faq-
bellum-english
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4 Players Variant

Foreword

It is possible to play Bellum with 4 players with 
2 core boxes. This variant is played with teams 
of 2 players. Each team will defend a same city, 
and attempt to pillage the opposing team.

Setup

1. Teams should face each other.
2. Each team chooses the city it will embody. 

Each team puts the 4 corresponding city 
cards in proper order.

3. Put legend stacks at the center of the play 
area, perpendicular to the cities. Each 
should have only one copy of each legend 
card.

4. Put a series of OlympuS cards (I, II, III & IV 
stacks) on each side of the corresponding 
Legend Cards.

5. There are two battlefields, each on one side 
of the legend stacks. The rows of Olympus 
stacks each belong to a different battlefield

6. Choose the starting team. Every player from 
the starting team draws two cards, and each 
of their opponents draws three cards.

Battlefield Rules

The battlefields act somewhat similar, with a 
few altered rulings:
1. When a player Plays or Summons a creature, 

they must put it in their own battlefield.
2. All abilities from a card are resolved by the 

player who owns it or plays it.
3. Ongoing abilities only affect the owner of 

the card.
4. The "in play" keyword only refers to the 

owner of the card, or the player who plays it.
5. Each creature attacks and blocks only in its 

own battlefield.
6. Neither creatures nor relics may change 

battlefields.
7. A player can only buy Olympus cards from 

their own battlefield.
All other cards may target any battlefield or 
player.
Example 1: Norah decides to play an Assassin. For 
the deployment ability to trigger, Norah must have 
another soldier in her own battlefield, but the damage 
may be dealt on a creature from any battlefield.

Example 2: to cast the Omnipotence spell, Norah 
must have an oracle in her own battlefield, but she 
can cancel a spell played by any player.

Example 3: to cast the Revenge spell, Norah needs 
a death ability. This death ability could come from 
any battlefield, and the damage from Revenge can be 
dealt to any creature from any battlefield.

Battlefield

i
Battlefield

ii
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Player turn

Players from a same team play the phases of 
their turn simultaneously.

A. Rally phase

4-player Rally Phase is identical to the base 
game's Rally Phase.

B. Assault phase

Each member of the active team declares 
(or chooses not to declare) attacking 
creatures. Each creature attacks and blocks 
only in its own battlefield.
Defense and Pillage steps are identical to 
the base game's Defense and Pillage steps: 
if at least one creature of any battlefield 
is unblocked, a district gets Pillaged. The 
Pillage ability is then resolved for each 
player of the defending team.

Example with Sparta: when the first Spartan district 
is pillaged, both players from the Spartan team 
summon a Spartan in their own battlefield.

C. Deployment phase

A player can only buy Olympus cards from 
their own battlefield.
Legend cards can only be bought by a 
player when their own corresponding 
Olympus stack is empty.
Once per turn, a charge may be spent from 
the fourth district of the city. In this case, 
every player from this team may Remove a 
card from their discard pile or their hand.

D. Draw phase

Each player from the team follows the 
base game rules for the Draw phase. The 
opposing team starts a new round.

Solo scenario 1
To the Hells and back with Hercules
Medium difficulty

Follow the adventures of Hercules during one of 
his famous Labours: you are going to fight the 
mighty Cerberus!

Setup

Content of the player’s deck:

2  Mercenary    041 / 042
1  Hoplite    045
3  Labyrinth    074 to 076

Put the Hercules card (044) and your deck in 
front of you.

Content of the Hells’ deck:

 Chimera    014
 Ammit     018
 Nessus     019
 Emeth     020
2  Fall of the Omphalos   069 / 070
 Lernean Hydra   081
3  Unspeakable Abomination  082 to 084
4  Enthralled Undead   085 to 088

Put the Styx card (Cerberus’ card back 015) 
in front of the Hells “player” without any 
charge token. Also put Chimera (013) and one 
Unspeakable Abomination (093) in play. The 
rest is the Hells’ deck.

Cards you can buy:

3  Hoplite    046 to 048
2  Assassin    049 / 050
 Hector     051
 Guardian    052
 Gilgamesh   054

Draw 3 cards from your deck. You can start 
playing now, and are going to take the first turn.
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Victory and defeat

The goal of the game is to get into the Hells and 
to escape, unscathed:

1. You must empty all cards from the Hells’ 
deck twice; the first time meaning you 
go deep into the Hells, and the second 
time meaning you flee.

2.   Hercules must survive:  if  he is 
destroyed, you lose the game.

Game round

Player turn

Rally Phase – If possible, remove a damage 
token from Hercules.

Assault Phase – If you initiate an assault, 
the strongest creature from the Hells 
blocks Hercules. The player makes all 
other choices.

Deployment / Purchase Phase – Unchanged.

Draw Phase – Unchanged.

Hells’ turn

Rally Phase – Unchanged.

Assault Phase – All of the Hells’ creatures 
attack the player, and you may block using 
the standard rules. Then, Hercules blocks, 
one by one, every unblocked creature.
Deployment Phase – Unchanged.

Draw Phase – Play the two first cards from 
the Hells’ deck:
• When the Hells’ deck becomes empty 

for the first time, shuffle the Hells’ 
discard pile. It becomes the new Hells’ 
deck. From now on, one additional card 
will be played by the Hells every turn.

• When the Hells’ deck empties for the 
second time, you win the game.

Additional rules

Some rules and some card text have been 
changed to fit the scenario:

1. The Labyrinth cards gain an ability, 
which is usable from your hand: 
“Discard to remove 2 damage Tokens 
from Hercules.”

2. Every ability from Hells’ creatures that 
may deal damage will automatically 
choose to damage Hercules.

3.  Fall of the Omphalos now reads “Deal 
1 damage to all of your creatures (not 
the Hells’ creatures).”

Difficulty settings

To increase difficulty: Labyrinth’s new 
ability changes to “Discard to remove 1 
damage Token from Hercules.”

To lower difficulty: during the second 
cycle of the Hells’ deck (Hercules flees the 
Hells), during the Draw Phase, reveal only 
2 cards instead of 3.



Scenario - Solo 2Scenario - Solo 218 19

Solo Scenario 2
Plague in Athens
Hard difficulty

A plague epidemic spreads across all of Greece. 
Only a few Oracles and their guardians have 
managed to take refuge in a temple, praying 
to the Gods for salvation. Some creatures, 
corrupted by the scourge, gather around the 
temple, ready to attack.
Keep them at bay until the Gods heed your 
prayers, and until the Monsters are purified!

Setup

Content of the player’s deck

4  Hoplite    045 to 048
2  Assassin    049 / 050
 Guardian    052
2  The Wrath of Zeus   055 / 056
 Tiresias    059
 Disciple of the Shadows  063
 Bellum    064
 Omniscience    066
 Abyss     067

Put your deck in front of you. Also put Charon 
(057) and a Mercenary (041) in play.

Content of the Monsters’ deck

 Nessus     019
 Emeth     020
 Minotaur    022
 Yama     032
 Possessed Spartan   034
 Succubus    037
 Lava Worms    038
 Fall of the Omphalos   069
3  Unspeakable Abomination  082 to 084
4  Enthralled Undead   085 to 088

Put this deck in front of the Monsters “player” 

and put the following cards in play with no 
charge token:

 Styx (Cerberus’ card back)  015
 Ammit     018
 Rite of Passage   040
 Lernean Hydra   081
 Enthralled Undead   089

Draw 3 cards from your deck. You can start 
playing now, and are going to take the first turn.

Victory and defeat

Charon must survive:

1. When the Monsters’ deck is empty 
and that there are no more opposing 
creatures in play, you win the scenario.

2. If a creature attacking you is 
unblocked, it destroys Charon. You lose 
the scenario.

Game round

Player’s turn

Rally Phase – You may trigger Charon’s 
rally ability, even if you don’t have any 
other oracle in play.

Assault Phase – It is impossible to attack 
the Monster “player”.

Deployment Phase – You cannot purchase 
cards.

Draw Phase – Unchanged.

Monsters’ turn

Rally Phase – Only trigger rally abilities 
from Myth creatures. Do not trigger and 
apply rally abilities from Demon creatures.

Assault Phase – All Monsters attack the 
player.
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Deployment Phase / Draw Phase – Draw 3 
cards from the Monsters’ deck and put 
them in play.

Additional rules

Some rules and some card text have been 
changed to fit the scenario:

1.  Fall of the Omphalos now reads “Deal 
1 damage to every creature.”

2.  Charon’s rally ability can always be 
triggered during your Rally Phase. 
Charon is considered out of play for 
other purposes: it cannot block, and 
cannot take any damage.

3.  Omniscience now reads “Look at the 
first 4 cards from the Monsters’ deck, 
then choose and discard one of them.”

4. When Monsters should choose a 
creature, they always pick your 
creature with the weakest power. In 
case of a tie, you choose.

Difficulty settings

To increase difficulty: put the Tower 
of Babel (026) in play for the Monsters 
“player” when setting up the game.

To lower difficulty: put a Shield on your 
Mercenary (041) when setting up the game.

Solo scenario 3
The Siege of Troy
Very difficult

Proud Trojans! We are under siege, and the 
waves of Greek soldiers crash on our sturdy 
walls. However, we cannot hold this siege 
forever, and we must flee our city.

Setup

Content of the player’s deck

 Nessus    019
 Emeth     020
 Polyphemus    021
 Minotaur    022
 Fenrir     023
 Unspeakable Mutation  024
 The Reaper    029
 Doomed Vampire   031
 Yama     032
 Ever-healing Incubus   033
 Possessed Spartan   034
 Goguis     035
 Lava Worms    038

Lay the city of Troy in front of you, and put your 
deck beside it.

Content of the Greek deck

2  Mercenary    041 / 042
4  Hoplite    045 to 048
2  Assassin    049 / 050
2 Fall of the Omphalos   069 / 070

Put this deck in front of the Greek “player” 
and summon Achilles (043). Reveal the 3 first 
cards and order them on the side. These are 
“Reinforcements”. The Greek have no city.
Draw 3 cards from your deck. You can start 
playing now, and are going to take the first turn.



Scenario - Solo 3Scenario - Solo 322 23

Victory and defeat

Your goal is to protect Troy while securing 
its population.

1. 3 creatures must flee.

2. If all of Troy’s districts are pillaged, you 
lose the scenario.

Game round

Player turn

Rally Phase – Unchanged.

Assault Phase – If you declare an assault:

•  Achilles blocks the strongest creature. 
(In case of a tie, you choose.) Other 
blocks are decided by the player.

• If at least one of your creatures attacks 
and is unblocked, you may choose one 
of your attacking, unblocked creatures 
and Remove it: it has fled.

• When 3 creatures have fled, you have 
won the scenario.

Deployment Phase – You cannot purchase 
cards.

Draw Phase – Unchanged.

Greek turn

Rally Phase – Achilles triggers his rally 
ability. (The first soldier from the 
Reinforcements is put in play by Achilles 
and triggers its deployment ability.)

Assault Phase – All of the Greek creatures 
attack the Trojan player.

Blocking rules are unchanged.

The rules for losing districts is unchanged.

Deployment Phase – The cards from the 

“Reinforcements” area are played in order 
and in sequence.

Draw Phase – Reveal the 3 first cards from 
the Greek deck and lay them out in order: 
these are the new “Reinforcements”. When 
the Greek deck is empty, shuffle the Greek 
discard pile, and set it as the new Greek 
deck.

Additional rules

 Some rules and some card text have been 
changed to fit the scenario:

1.  Hoplites must put the Shield on 
themselves.

2.  Assassins target the creature with the 
weakest power. In case of a tie, you 
choose which creature to target.

3.  Fall of the Omphalos now reads “Deal 
1 damage to all of your creatures (not 
the Greek creatures).”

4.  Achilles takes no damage and cannot 
be destroyed.

5. When the Greek reveal a Labyrinth 
card, Remove it. The “Reinforcements” 
have one less card this turn.

6. When the Greek should discard a 
card, discard the first card from the 
“Reinforcements” area.

Difficulty settings

To increase difficulty: remove Ever-healing 
Incubus (033) from the Trojan deck.

To lower difficulty: during setup, also put 
Rite of Passage (040) in play on your side, 
with no Charge counters


