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FIELDS OF THE GODS 

When the peoples of the Earth and their Gods 
must settle differences, resolve disputes and 
champion their causes, they no longer spill 
their blood on the battlefields of the world. 
Instead, they ascend to the fields of the Gods, 
finding there the ancient game of Mitropia 
(“surrounding”) which allows them to test 
their mettle against each other.  

Each tribe brings its most brilliant strategists, 
tacticians and warriors to win the day.  

The magical fields of the Gods are laid out as 
a grid of lines upon which the Tribes play 
their moves. Divine powers are harnessed to 
place warriors on the field and weave the 
structures needed to win. Special 
incantations can be invoked to strengthen a 
position or weaken an opponent.  

Get ready to muster your band and return 
victorious! 

 

  

 

 

  
Tribe Image 



 

INTRODUCTION 

Mitropia is a game of surrounding. Each 
Tribe is represented by a color and aims to 
surround and defend as much territory on the 
board as possible by the end of the game. 
Individual moves are made by placing tokens 
on the board. These tokens represent 
warriors and create influence in the game.  
Groups of tokens combine to build yet more 
influence and become solid defenses over 
time. 

Each turn the Tribes make the moves in turn, 
placing new tokens or invoking special 
powers granted by action cards.   

Success in the game requires a balance 
between boldness to occupy territory, skill in 
defending it and the sound tactics to keep 
groups alive. 

Good luck! The fate of your Tribe may 
depend on it! 

GAME ELEMENTS 

This is what you need to play the game: 

●  Game board: constructed from 
hexagons which can be placed as 
directed in Annex II. 
 

●  Tribal tokens of different colors. 
Each tribe has 75 tokens to play with 
and use throughout the game. 

 
●  Printed Playing Cards: The pack of 

action cards give players special 
moves they can use throughout the 
game. 

 
●  A pair of six-sided dice: the dice 

determine how far away players can 
place their next token in a given turn 

and whether they receive a new action 
card.  
 

●  A printed set rules: this booklet and 
two cheat sheets – one on the simple 
rules of go and one on Mitropia’s 
action cards. 

GOAL OF THE GAME 

In this game The Map is the Territory. In 
other words, occupying the game map wins 
the day very much like the ancient game of 
Go. Unlike Go however, multiple players can 
play at the same time and divine powers 
often intervene to change the flow of play. 

The objective of the game is to control more 
territory than any of your opponents. At the 
end of the game, the player who controls the 
most territory wins the game. 

SETUP 

To set the game up: 

1. Place the game board map on the 
table and identify the chosen start 
points (highlighted intersections on 
the map) for the number of players 
(typically 2-5 players, but it could be 
more). The start points should be as far 
apart as possible for the number of 
players who plan to play. 

2. Each player chooses a color to play. 

3. Each player rolls both dice: the 
players choose their start points on the 
board in descending order of scores 
on their dice. In the case of equal 
values on the dice, the dice are rolled 
again between these two players. 

4. The players then seat themselves at 
the location best suited for their start 
point. 



 

5. The deck of action cards shuffled and 
each player is issued 3 cards from the 
pack. 

6. The remaining cards are placed face 
down on the table as a pile. 

7. If handicaps are used, set the 
handicaps. 

BOARD SIZE 

Different sized and shaped boards can be 
used to play the game as long as they are 
composed of a standard set of grid lines 
approximately 23mm apart. The current size 
guidelines are: 

●  For two players: keep the board below 
9x9 (81 intersection points or less) for 
quick easy games.  

●  For three-four players: use boards 
which are between 11x11 (121 
intersections) and 13x13 (169 
intersections). 

●  For five players and above: use board 
which are 19x15 to 19.19 or similar (up 
to 361 intersections). 

 
Instructions on how to set up game boards 
are available in Annex II.  

 
Expect about 45mins total playing time on 
small boards and up to 1.5hrs on larger 
boards. 

GAMEPLAY 

PLAYING 

On every turn, each player may either play a 
move, or pass. On the player’s turn they 
perform the following: 

1. They roll the two game dice. 

2. The higher of the two numbers 
determines the maximum distance 
from the current tokens the player has 
placed that the new move can be. 

3. Further, if the player double (a pair of 
identical numbers) they may also draw 
a new action card before deciding 
their move. 

Whether drawing an action card or not, the 
player may then make a move by either: 

●  Placing a token on the board in a 
permitted location. 

●  OR Playing one of the cards in their 
possession (including any drawn in 
this round). 

●  OR Pass, taking no action this turn (not 
placing any tokens or playing any 
card). In this case, the player may 
draw a new action card from the stack.  

At the end of the round, if the player has 
more than three action cards, they must 
discard one card. 

In addition if a player has a certain number 
of, at the end of their turn they may trade 
prisoners for action cards (see section 
below). 

PLAYING TOKENS 

To determine the moves which are legal and 
the effects of these moves, the game relies on 
the Rules of Go which we review here 
briefly. 

GO RULES: TOKENS + LIFE AND DEATH 

Tokens in Mitropia represent influence on the 
game board by conjuring to like a stoic 
warrior to guard that point on the battlefield. 
Placing and removing Mitropia tokens is 
done in a very similar way to the way Stones 



 

are placed in the game of Ancient game of 
Go. This section introduces these rules and 
as you will see they remain very similar to 
Go.  

Tokens may be placed only on the 
intersections of the lines found on the game 
board (not inside the squares).  

Tokens are typically never moved after they 
have been placed unless they are captured 
by a player or a special action card is used. 

When a token is placed on the board as 
shown in Figure 1, it is placed on an 
intersection. If placed away from an edge 
and any other tokens, the token will typically 
have four other empty intersections around 
it. These empty spaces are called liberties.  

Figure 1: A black token played with four 
liberties around it.1 

The number of liberties around a token 
determines how “alive” the token is. A token 
stays on the board as long as it, or the group 
of tokens of the same color it is connected to 
has/have more than one such liberty. 

                                                
1 All Images made with AllAboutGo and copyright 
AllAboutGo. 

Figure two shows the same black token now 
surrounded by three opposing white tokens. 
The black token now only has one liberty.  

 

 

Figure 2: A black token with only one Liberty 
remaining.  

If an opposing player were to play a token on 
the last free liberty a token has, that 
opposing player captures the token in 
question and removes it from the board. 

Liberties are also summed across all tokens 
of the same color which touch each other on 
the board. These tokens form what is called a 
group of tokens. Two tokens that are 
adjacent horizontally or vertically form a 
Group. However, tokens which are 
diagonally across from each other (with no 
grid-line between then) are not part of the 
same group.  

The group shown in figure 3 has two tokens 
and six liberties.  



 

 

Figure 3: Group of two tokens with six 
liberties.   

If a group loses its last liberty, the whole 
group is captured. 

GO RULES: EDGES OF THE BOARD 

In the center of the board, each intersection 
typically has four adjacent locations which 
can act as liberties. However on the edge or 
in the corner there may be less adjacent 
intersections (3 and 2 respectively). 
Correspondingly these locations also have 
less liberties.  

A token in the corner of the board therefore 
may only need to lose two liberties before 
being captured. 

GO RULES: NO SUICIDE 

No token may be played such that it or the 
group it joins immediately has no liberties. 
This is shown in Figure 4.  

The white player would not be permitted to 
play on the red spot since this would leave 
the group with zero liberties. The black 
player however would be permitted to play 
here since it would cause the capture and 
removal of the white token.  

 

Figure 3: Suicide moves are not permitted. 

GO RULES: KO  

The final important rule also adopted from 
Go is known as the Ko rule. This states that 
the game board can never return to an 
identical previous state (to avoid loops).  

Hence in certain situations some moves are 
prohibited as illustrated in Figure 4. 



 

 

Figure 4: Ko prevents the same board 
configuration recurring. 

In games of Mitropia with more than two 
players, the Ko rule almost never applies 
since there is a high likelihood that someone 
else will have moved by the time the second 
player affected by a Ko moves.  

MITROPIA: BASIC MOVES 

The rules of Go are based on a two player 
game but the mechanism carry over to 
Mitropia’s multiplayer world. However, there 
are a few changes which are needed to play 
Mitropia:  

●  One token is played per player per 
turn in sequence. Hence multiple 
tokens may have been played before a 
particular player may play again. 
 

●  A token may not be played in any 
location on the board as in Go, but 
must be within the permitted playing 
distance from any other token the 
player has placed (or from the origin 
point of the player). This distance is 
determined by a dice roll and must be 
counted using a traceable path of 
intersections on the map (i.e. it cannot 
jump gaps in the board or cross 
diagonals). 

 
●  Certain Mitropia boards may have 

discontinuities or gaps in them other 
than at the edges. These count as 
edges and have the same effect as 
board edges in Go. 

MITROPIA: GROUP CAPTURES 

The token and group capture rule described 
above functions in two player versions of the 
game just as it does in Go. In the multiplayer 
version however, there are potentially many 
more players involved, hence a token or 
group may be surrounded by tokens of 2 or 
more opposing factions. 

In this case, to calculate the split of the spoils: 

●  The number of tokens in the group is 
divided by the number of players 
occupying at least one liberty of the 
group. 

●  Each of the players receives an even 
split of the number of tokens from the 
group no matter how many liberties 
they occupy. 

●  Should a remainder of tokens be left 
due to an odd number, the player 
placing the killing token receives the 
balance. 



 

The prisoner tokens taken in such a capture 
do not directly affect the scoring of the game 
(see the section on scoring). However, they 
can be used to exchange for action cards 
(see section below). 

Finally, in certain cases playing a particular 
token may remove the last liberty from more 
than one group. In this case the player must 
designate the order in which they wish 
groups to be killed. If removing the tokens 
from the first group opens up liberties for the 
second group, then the second group is not 
killed. The same logic applies to the third 
and fourth groups which may be affected. 
 

OCCUPATION/SURRENDER 

In games of more than two players, there are 
certain situation where a player may be 
suffering heavy losses and may ask to 
surrender to another player. Surrender may 
be temporary or permanent. 

●  A player may only surrender to the 
player that has the most tokens in 
contact with their own tokens. 

●  Surrender requires one move on the 
part of the surrendering faction and 
indication of who is being surrendered 
to. 

●  Surrender may be accepted or 
rejected by the other faction, but takes 
zero moves (the occupying faction may 
still move on the same turn) from that 
player. 

Once surrender is accepted: 

●  Both players continue playing and 
their tokens are not competitive or 
threatening to the player the 
capitulated to (similar to an alliance) 
and vice versa. 

●  The tokens of allied players count as a 
single group when next to each other 
and do not remove each other’s 
liberties. 

●  At the end of the game, territory and 
prisoners of the two players are still 
counted separately. 

Rules: 

●  A player may only be occupied by / 
surrender to one other player. 

●  A player may however occupy 
multiple other player. 

Ways out of occupation.  At any time, the 
occupied player  may: 

1. Surrender to ANOTHER player 
(different from the current one) If and 
only If the new player has more tokens 
in contact with their tokens than the 
current occupier. This move does NOT 
require the approval of the current 
occupier. 

2. Declare independence: This can be 
carried out at any time and costs one 
move. This makes the player 
completely independent once again. 
This move does NOT require the 
approval of the occupier. 

3. Declaration of War: This can only be 
carried out by an occupying player 
and using this action, the occupying 
player may cancel the occupation and 
once again treat the occupied player 
as a fully-fledged opponent.  This can 
be carried out at any time and costs 
one move. This move does NOT 
require the approval of the occupied 
player.  

In each case, no new evaluations of liveness 
of tokens or groups are carried out. In other 



 

words, although the numbers of liberties of 
certain tokens has now changed, no tokens 
will be removed from the board. This will 
only be carried out if new moves are played 
which affect a token or group or in the end-
game when counting occurs. 

PLAYING CARDS 

While the primary way to make progress in 
the game is to play tokens on the board, 
action cards can be used to both increase the 
impact of moves or affect the game in other 
ways.  

On their turn, a player must choose whether 
to simply play a token normally or invoke a 
card. Cards fall into three categories: 

1. Cards which allow a more powerful 
placement of movement of tokens. For 
example “extra move” which permits two 
separate tokens to be placed instead of one. 

2. Cards which interfere with moves by other 
players. For example “reject” which can be 
played at any time to reject a move by the 
current player. 

3. Cards which add to score of a player at the 
end of the game, for example the “5 game 
points” card. Cards like these do not need to 
be played, they are simply added up at the 
end of the game.  

Once a card has been played and the 
appropriate actions with tokens taken, the 
player’s turn is over.  

PASSING AND COLLECTING A NEW CARD 

The third gameplay option is to Pass. In this 
case the player chooses to not place any 
tokens or invoke a card, but instead chooses 
to draw another action card from the pile.  

Once the card is drawn, the player must 
discard a card if they are left with more than 
3 cards in their hand.  

TRADING PRISONERS 

In addition to the normal moves within a 
round, players that have captured three or 
more tokens from one of their opponents can 
trade these for cards held by their 
opponents.  

This move can be carried out on any turn in 
addition to other actions taken. Specifically a 
player with three or more tokens may 
forcibly trade five tokens to another player in 
exchange for one of the action cards (chosen 
at random by the invoking player) held by 
that player. The tokens must be of the same 
color as the player giving up the action card.  

A player may only make one such demand 
per game turn.  

SCORING AND ENDING THE GAME 

As the game progresses, tribes occupy 
different parts of the board, attack and 
defend. Capturing prisoners in the process.  

ENDING THE GAME 

The game ends, when all players pass or 
there are no more possible moves to make. 
In other words there are no more logical 
places on the board any player wishes to 
play.  

SCORING  

Scoring the game is carried out in a similar 
way to the Chinese scoring system in Go. 
Using this scoring system, territory is 
counted to determine the score. Any 
remaining prisoners are not part of the 
scoring.  



 

The final score is totaled for each player and 
the player with the highest score wins. The 
total is comprised of the territory score and 
the card score.  

TERRITORY SCORE 

The territory score is determined as follows: 

• First all the tokens on the board 
considered “dead” are removed and 
put aside  

• Then all the tokens of each color still 
on the board are counted and summed 
up together with the count of any 
empty spaces between the tokens of 
the same color.  

This gives the total territory score. If there 
are empty spaces which are between tokens 
of two different colors after dead groups have 
been removed, then game is not finished and 
the player whose turn it is should play on the 
next point of this nature.  

CARD SCORE 

The game points on the cards held by each 
player are summed to give a card score total.  

TOTAL SCORE AND WINNING 

A player’s total score is the sum of the 
territory score and the card score.  

The player with the highest total score wins.  

If two or more players have the same amount 
the game is a draw, which is called a “jigo.” 

HANDICAPS 

Mitropia adopts the Go system of handicaps 
that enable weaker players to gain an initial 
positional advantage over stronger players. 
In this multiplayer version, handicaps are 
determined as follows: 

●  A player that has never played the 
game receives a handicap of 5. 
 

●  A player that has played the game at 
least once receives a handicap of -1 for 
every game they have played and an 
additional -1 for every game they have 
won, down to a floor of 0. 
 

For every point of difference in the handicap 
between players, the players with a higher 
handicap may play a starter move (in order 
and following normal game rules) on the 
board until all handicap points are cancelled 
out. They may move a maximum distance of 3 
from their start point and any previously 
placed token on each move. 

Example: If Sarah has played and won the 
game twice already, Sam has played twice 
and Erin has never played. Then this results 
in a set of handicaps of 1, 3 and 5 for the 
three players respectively. Sam also rolled 
the highest score on the initial dice throw. 

To place their handicap tokens: Erin goes 
first and plays a token (3 steps away from her 
start point), since no one has a handicap of 4 
she also plays a second token, 3 steps away 
from her first. Now Sam plays her first 
handicap token, 3 steps away from her start 
point (+). Erin then plays her third token, 
Sam her second and Erin her fourth. Sarah 
plays no handicap tokens. 

(+ if Erin had rolled a higher score she would 
have played a third token unopposed also.) 

 

FEEDBACK 

We’d love thoughts on the game. Especially: 

●  What was your overall impression? 
●  How easy was it to get started? 



 

●  What was confusing? 
●  Did you finish the game? 

 
Deeper feedback also would be great on: 

●  How did the game end? Send a photo 
of the final board!  

●  Did you have to look at the rules often? 
●  Did you know Go before hand? (and 

was that helpful?) 
 

There is a feedback form here: 
https://goo.gl/forms/ils2zOl6go4m01Y63 or 
you can email (include game board pictures!) 
to feedback@timewarp.io.  

 

EXTENSIONS AND VARIATIONS 

There are plenty of extension and variations 
of the game. The most obvious are: 

●  Variations in game board shape 

●  Variations in dice rules or other effects 
on where moves can be played 
(including removal of dice in play to 
remove randomness). 

●  Variations on special move cards 
(including removing them to remove 
randomness). 

●  Variations in counting rules. 

●  Variations in alliance/surrender rules. 

We’ve played with some – but lots still to 
think about. 

GAME CREDITS 

Mitropia and its concepts have been 
developed by the Timewarp team and all 
copyright is reserved. Contributions come 
from:  

●  Andrzej Jarzyna  
●  Kerrie Saephanh  
●  Steven Willmott  

 
Artwork by:  

• Hans Krill / Altwhen 
• Jamie Noble / The Noble Artist 

 

 

  



 

ANNEX I: GLOSSARY OF TERMS 

●  Player: individual playing the game. 

●  Tribe: an army in the game 
represented by a single color of 
tokens. A faction may be played by a 
single player or multiple players 

●  Token: a single playing piece played 
by a Faction. 

●  Group: two or more tokens placed on 
the field of the same color which are 
adjacent horizontally or vertically (not 
diagonally). 

●  Liberty: A free space horizontally or 
vertically next to a token or group is a 
liberty for that token or group. 

COMMON GO TERMS 

From Wikipedia: 

●  Aji: the latent ability of a group of dead 
tokens to still influence interesting 
play. 

●  Atari: where a token or chain of tokens 
has only one liberty, and may be 
captured on the next move if not given 
one or more additional liberties. 

●  Dame: unfilled neutral points that will 
not benefit either side. 

●  Eyes: Eyes are internal liberties of a 
group of tokens that, like external 
liberties, prevent the group’s capture, 
but unlike external liberties are much 
harder for an opponent to fill. The 
presence or absence of eyes in a 
group determine life or death of that 
group. A group with no eyes, or only 
one eye, will die unless its owner can 
develop them. Conversely, a group 
with two eyes or more will live. There 

is nothing an opponent can do to 
capture such a group, because it is 
impossible to remove all liberties of 
the group by playing one token, thus 
any such play is suicide. Eyes are 
counted as occupied territory of the 
group that fully contains the eye. There 
are cases where a group may share 
one or more eyes with one of the 
opposing player’s groups. These eyes 
do not count as territory for either 
player; sometimes these eyes are 
reduced to dame as the board changes 
in other areas to give one or both 
groups additional eyes, allowing one 
or both players to fill these shared 
eyes, but sometimes they cannot 
resolve. 

●  Sente: a move indicating an 
overwhelming follow on move that the 
opponent would typically need to 
respond to. 

●  Gote: a situation where a player is 
having to respond to initiative taken by 
an opponent. 

●  Tenuki: ignoring the opponent 
(normally in Sente). 

ANNEX II: BOARD SETUP 

Not yet available. 

 

ANNEX III: ACTION CARDS 

The action cards in the game are defined as 
follows:  

Extra Move 

Take an extra move (i.e. 2 moves in a 
turn). The two moves must be at least 
5 spaces apart and cannot touch the 
same group of tokens. 



 

Reject 

Reject another player’s move in the 
same round. The rejected player may 
play another move, but not the one 
originally played. 

Reject and 
Replace 

Reject another player’s move made in 
the same round and replace with one 
of your own tokens.  

Pair Place 
Instead of playing a single token, play 
a pair of tokens that are next to each 
other and connected as a group.  

Triple 
Place 

Like pair place but place three tokens 
that are touching each other and 
connected as a group (in any 
configuration). 

Move Two 

Instead of placing a new token, move 
two of your own existing tokens 
already on the board. The two moves 
must be at least 5 spaces apart and 
cannot touch the same group of 
tokens. 

Move 
Three 

The same as move two tokens, but for 
3. The moves must be at least 3 
spaces apart and cannot touch the 
same group of tokens. 

3 Game 
Points: 

Add 3 additional points at the end of 
the game.  

5 Game 
Points 

Add 5 additional points at the end of 
the game. 

Move 
Anywhere Make a move anywhere on the board. 

Extend 
One 

Move one step further than you rolled 
on the dice.  

Extend 
Three 

Move 3 steps further than you rolled 
on the dice. 

 

ANNEX IV: TABLETOPIA GUIDE 

If you’re playing the simulator version of the 
game on Tabletopia we have a few extra hints 
for you! 

Tabletopia is a board game simulator which 
puts all the elements of Mitropia into an 
online world which you can manipulate with a 
virtual hands.  

The environment captures everything from a 
board to dice, cards and tokens! It doesn’t 
enforce Mitropia rules however so you’ll 
need to follow the manual to actually play the 
game! 

BASIC SETUP 

To play the game you’ll need to do two 
things:  

1. Create an instance of the game by 
clicking “play” on the Tabletopia 
Mitropia page (find the link at 
http://www.mitropia.com/) and invite 
your fellow players.  

2. Create an audio channel so you can 
talk to each other while player – Skype 
or something similar. 

Once you’ve created the game instances, 
players can join and click to launch the 
game. It takes a little while to load.  

Once all players are in, they’ll have a color 
associated with them. That is also the color of 
the tokens they will use to play.   



 

Each player must create an account on 
Tabletopia before beginning 
(https://tabletopia.com/).   

BOARD SETUP AND VIEWS  

You can use the Tabletopia camera views to 
pan around the board and see all the objects 
involved. Find one that is comfortable for 
you. Before starting to play you also need to 
do the following: 

• Move close to the token bag 
corresponding to your color. 

• One player should “deal” 3 cards to 
every player. This is done by right 
clicking on the pack of cards to open a 
radial menu. Select the “Deal” action 
and the number “3”. This will put three 
cards in every player’s hand. 

 

 

Figure: The Deal Operation 

Once cards have been dealt you can begin to 
play. First follow the standard way to choose 
who starts: 

• Each player right clicks the dice to 
throw them 

• The player with the highest score 
picks their starting point first.  

• In the event of a tie, roll again.  

Starting points are not drawn on the 
Tabletopia board. Players can use any start 

point 1 intersection in from the edge of the 
board.  

GAMEPLAY  

Proceed with playing the game as described 
in the main part of this manual. Actions are 
very similar.  

Have fun and let us know how it went by 
tweeting at @mitropiago!  

 

 


