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[.INTRODUCTION

TheEpicof thePeloponnesian War isarecreation of the epic struggle
between the city-states of Athensand Spartain ancient Greece. The war
begins with Athens at the height of its power, dominating the trade and
politics of the entire Aegean, and dispensing the protection of itsformi-
dable navies to those “less fortunate” regions . . . for aprice. What be-
gan as the Delian League, an Athenian-led alliance against Persia, has
turned into an empire held together by the threat of force. All citiesin
the Athenian Empire are required to pay tribute to the government in
Athens, and some are finding this tiresome in these calmer times.

Fearful of the growing power of the Athenians, many members of the
Spartan-led Peloponnesian League have become increasingly hostile
towards what they see as an Athenian bid to control all of Greece. The
Spartan leadership of this League is based on the invincible reputation
of their dite hoplite fighting force, which has never been defeated in
open battle. However, the unity of the Peloponnesian League is hardly
more secure than the Athenian Empire, as some members see more ad-
vantage in coming to terms with Athens than engaging in a prolonged
war.

The stage is thus set for a war that spanned nearly thirty years in its
entirety from first engagement in 431 BC to the eventual downfall of
the Athens in 404. As the leader of the Athenian Empire, can you save
Athens’ glory from the Spartan onslaught? As the leader of the
Peloponnesian League, can you free Greece from Athenian tyrranny
without destroying it in the process?

Theserulesareorganized in theorder of theturn sequence. Players new
toTHE EPIC OF THE PEL OPONNESI AN WAR should read through
the rules completely, and begin playing with the Argive League Sce-
nario, which uses only the most basic rules. Thiswill allow players to
become familiar with the game mechanics before plunging into the full
complexity of the rules and strategies of the Campaign Game and other
scenarios.

[I. RULESOF PLAY

1.0 COMPONENTS

1.1 Inventory

Each game contains:

Rulebook

Two M apsheets

Two Counter Sheets with 560 Counters

Two Six Sided Dice

Two Packs of Cards forming 1 Deck of 120 Event Cards
Two Main Reference Sheets with Combat Charts on the Back
Two Leader Display Sheets (1 Athens, 1 Sparta/ Thebes/Corinth)
Two Alliance & Militance tracks (1 Athens, 1 Sparta)

. One Tribut Assessmant Chart

10. One Turn Sequence Chart

1.2 TheMap
REGIONS

The map depicts Greece and the Aegean, divided up into 26 regions
which represent the city-states of the Greek world in the 5th century
BC: Achaea, Elis, Arcadia, Argolid, Corinth, Laconia, Epidaurus,
Megarid, Attica, Boeotia, Euboea, Phocis/Locris, Aetolia, Acarnania,
Epirus, Western Islands, Thessay, Macedon, Chalcidice, Thrace,
Hellespont, Lesbos, Chios, Samos, Rhodes, and Aegean Islands. Re-
gions are defined by the heavy red lines on the map. Each region is
either a part of the Athenian Empire or the Pel oponnesian League. Con-
trol of these regions can change throughout the game.

UNINHABITED ISLANDS

Uninhabited islands are islands without cities. In general, they are not
considered to belong to any region for game purposes, athough they
may be entered normally by either player’s units.

AREAS

Two levels of subdivision are used for purposes of movement. Thetra-
ditional hex grid is used to locate terrain features and for movement
over small distances leading up to combat. Movement over large dis-
tances is governed by Areas, which can be either land or sea Aress.
Land Areas aways follow regiona boundaries, and often conform to
geographic features such asriversor mountain ranges. Land Areas con-
tain only land — coastlines are dwaysArea boundaries. SeaAreasare
the light-blue areas of water which border islands and coastlines. Thus
isands are aways considered separate land Areas. Some regions are a
singleland Area, while others may be divided into two or more.

OPEN SEA

Open Seas are the six large dark blue areas on the map: North lonian
Sea, South lonian Sea, Sea of Crete, Carpathian Sea, South Aegean Sea,
and North Aegean Sea. These waters were dangerous for thelight Greek
warships to cross, and all ships entering an Open Sea have a chance of
being destroyed (see 16.4.6).

PERSIA

The Persian Empire envelops the Greek-colonized coastline of Asia
Minor. Thecities of Dascylium, Pargamum, Sardis, and Smyrna, as well
as all the connected land Areas outside of the red-bordered coastal en-
claves are considered Persian territory. To clarify this explanation, Per-
sia has only three coastal areas: between Chalcedon and the Area west
of Cyzicus; between thetwo mainland Areasof L esbos; Smyrna’sArea.
Neither Spartan nor Athenian units may enter these Areas unless speci-
fied by an active Event Card.

The two governors, or satraps, who ruled the region of the Persian Em-
pire which is included in the game were engaged in a fierce rivary
throughout the period of the Peloponnesian War. Persiais therefore di-
vided into the Satrapy of Tissaphernes and the Satrapy of Pharnabazus,
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and unless specified by an active Event Card, unitsfrom one satrap can-
not enter the Satrapy of the other.

SICILY

The off-map region of Sicily is represented by the “Sicily” box on the
west edge of the map. Sicilian units may be activated by the play of
Event Cards during the course of the game, and both players unitsmay
moveto and from Sicily from the coastal watersof Corcyraor the North
lonian Sea (see Section 19.0).

FORCE POOL & BUILD POOL BOXES

Each region hasa Force Pool and Build Pool box around the edge of the
map. These are used to keep track of the status of that region’s units.
Sicily and Persia, two special regions, also havetheir own boxesinwhich
to place their units and Event Cards when played.

LEADER POOL BOXES

Each player’s Leader Pool holds the leaders which are available for use
but have not yet entered play.

CITIES

Three sizes of cities are depicted on the map by circles of increasing
size as shown in the following graphics:

® @
Small Medium Large

Port cities are designated by an anchor symbol, black names indicate
walled cities, while unwalled cities have their names printed whitewith
ablack box surrounding the name. City is used in the rulesto refer gen-
eraly to any size city. When there is a need to specify different city
sizes, they arereferred to as small, medium, and large cities.

1.3 Playing Pieces

1.3.1 Playing piecesfall into three categories: leaders, units and mark-
ers. Leaders are printed in terracotta if they are Spartan, light blue if
they areAthenian. Unitsreferstoal the pieces capable of combat. Units
have ared sideand ablue side, usedto indicate whether they arefriendly
to Sparta or Athens, respectively. All the other pieces used in the game
are markers.

1.3.2 Leader counters represent historical generals and admirals who
fought in the Peloponnesian War. L eaders allow more than one unit to
move and fight together, and may advantageoudly effect combat odds.
Each leader is placed on the map with an Army marker indicating the
forces he controls (see 1.5).

Example of a Leader counter:

1.3.3 There are four types of units: fleet, hoplite, cavalry, and light
infantry. Fleet units represent 25 triremes, the light war galleys of the
ancient Mediterranean, plus associated transport vessels. Hoplite units
represent 1,000 heavily-armored Greek infantrymen. Each cavalry unit
represents about 400 men and horses. Light infantry includes all types
of morelightly armored foot soldiers, including missile troops and bar-
barians, each unit representing between 1,000 and 5,000 men.

Examples of Unit Counters:

) Hoplite
Unit Type )
H\(Fleet) Elite
Home_ m=—— Indicator
Region Sea Rating Morale
Home B
Region Morale Region LAti& 3/~ Morale

1.3.4 Markersare used to indicate bases and fortifications on the map,
control of captured cities, revolting cities, time for fortification comple-
tion, raiding, foraging, and destroyed city walls.
Please note that some of these markers are double-sided, and in
some cases the sides are different.

1.4 Combat Card

The Combat Card containsthe Combat Chart, alist of Combat Morale
Modifiers, and the Combat Display. The Combat Display isused to keep
track of themorale of al unitsduring battles. Itsuseisfully explainedin
17.6.

1.5 Leader Display Sheet

The Leader Display is used to reduce the number of counters placed on
the map. Units stacked with a leader should be placed in one of the
Army boxes on the Leader Display Sheet. The “Army” marker corre-
sponding to the units’ box isplaced onthe map under the leader counte.

1.6 Regional Information Sheets

Theregiona Information Sheets are the Alegiance and Militance Level
Charts and the Tribute Assessment Chart. These are used to keep track
of al information about the regions in the game. Each player use their
own Allegiance and Militance Sheet, and both plyers use the Tribute
Assessment Sheet. Placethe AL, ML and Tribute markers on the appro-
priate tracks as specified in the Scenario being used.

1.7 Event Cards

There are 120 Event Cards, which are used to bring historical and ran-
dom eventsinto game play. Their useisexplained in 12.0, and complete
card descriptions are listed in Appendix C. In the event of a conflict
between a Card and Appendix C, the latter is allways correct.
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2.0 SET UP

2.1 Lay out themaps, the Combat Card, the Regional I nformation Sheet,
and the Leader Display Sheets. Each player should also have a Refer-
ence Sheet which lists many of the charts and tables used during play.

2.2 Select ascenario and choose sides. New players should begin with
the Argive League scenario or one of the “Fantasy” scenarios. Place
leaders, units and markers on the map, information sheets, and in the
Force and Build Pools asindicated by the scenario.

2.3 Remove Event Cards from the deck as specified by the scenario (if
necessary) and shuffle the deck. Deal five Event cards face down to
each player, exchanging any which specify “Play or Discard Immedi-
ately” or “Play Immediately” for a new card from the deck until both
players havefive cards. Reshuffle the deck.

2.4 Play begins with Spring Turn of the starting year specified in the
scenario (skip the Yearly Start Phase on the first year of the game).

3.0 TURN SEQUENCE

3.1 Each game-year (except thefirst) begins with aYearly Start Phase,
in which players check regions for change of control and collect tribute
fromfriendly regions.

Eachyear isthen divided into four seasons, each of which beginswitha
Seasonal Turn in which players place or remove units from the map,
supply them, resolve sieges, and play Event Cards.

Each Seasonal Turn is divided into three Campaign TURNS in which
movement and combat take place.

3.2 Game Year
Yearly Start Phase:
1) Control check (4.3)
2) Tribute assessment (5.3)
3) Tributecollection (5.4)
4) Remove“Raided” markersfrom map

Four Seasonal Turns (Spring, Summer, Fall, Winter) each
broken down as follows:

A) Revalt check (Athenian player only) (6.0)

B) PlaceunitsfromForcePool onto map, and/or remove units
from map to Force Pool (7.3)

C) Build units (move from Build Pool to Force Pool) or for-
tresses/bases (placeon map) (7.5-7.7)

D) Supply units (9.0)
E) Resolvesieges (10.5)
F) Event Cards (12.0)

a) Play Event Cards (alternate playing one card at atime
until neither player wishesto play another card. Theplayer
controlling the most regions playsfirst)

b) Draw Event Cards (play or discard those which must
be acted on immediately, continue drawing until each
player holds 5 cards, then discard 2 cards from the deck
face-down)

G) Apply seasona Allegiance and Militance adjustments
(13.0). Each Seasonal Turn is followed by three Campaign
Turns, each broken down as follows: [In Winter, roll as if
Storms at Sea card was played. If Storms at Sea card(s) actu-
ally played, make additional roll(s).]

a Raiding (15.0)

b) Movement and combat (16.0 - 17.0)

5) When Winter phaseiscomplete, begin anew year with step (1)
of the Yearly Start Phase.

3.3 Theitalicized items above are theindividual stageswhich are per-
formed completely first by one player, then the other, with the player
who controls the most regions going first (Athens moves first if both
sides contral the same number of regions). Other stages may be con-
ducted by both players simultaneoudly or sequentially, if the players so
choose.

3.4 Thegame continuesuntil either the set number of years have passed
(in the Argive League scenario) or a Peace Embassy Event Card is
successful (in the Campaign Game). The game aways ends immedi-
ately if either the city of Sparta or Athens is captured, or if either the
Atticaor Laconiaregion change control during a Yearly Start Phase.

4.0 CONTROL OF REGIONS

4.1 Allegiance L evels

Each region has an Allegiance Level (AL) which shows the level of
political influence the controlling player has in that region. The maxi-
mum AL is 20; when an AL falls below O, this is the equivalent of a
positive AL for the opposing player. The AL in aregion can never fall
below -4. If aregion'sAL islessthan -2 during the Yearly Start Phase,
control of the region passesto the other player. Because of the nature of
the Athenian empire, Athenian regions are especially vulnerable when
they havealow AL. When theAL of an Athenian region fallsbetween 3
to -2 (where control shiftsto Sparta) or below, it isin the “risk zon€e”
where Rebellion Possible Event Cards may be used, and where cities
must be checked for possible revolt during the Yearly Start Phase.

ALLEGIANCE LEVEL

20 @@@

@ B (5)(3) (0)(-2](5)

Athenian region:

High Athenian Low Athenian influence

influence Sparta controls region
Risk Zone

Spartan region:

Low Spartan influence High Spartan
Athens controls region infl uence
2—(15 5 0 5 10 15 20)

N N N NN /)

4.2 MilitanceLeves

Each region aso hasaMilitance Level (ML) which tracksthat region’s
willingness to participate in the war. Militance Levels range from 1 to
20. A high ML indicates that the region is eager for war; a low ML
indicates war-weariness and an increasing unwillingness to contribute
to the war effort. When a region’s ML falls below 5, the controlling
player can no longer build or place unitsin that region.

4.3 Determining Control of Regions

4.3.1 Control of regionsis determined during the Yearly Start Phase. A
region changes control when the Allegiance Level is less than -2. A
change of control hasthefollowing effects:

a) Transfer theregion’sAllegiance, Militance, and Tribute Assess-
ment markerson the Regional Information Sheet tothe player gain-
ing control. TheAllegiance Level isplaced at the same level but on
the opposite side of 0 (e.g. -3 become +3); Militance and Tribute
Assessment are placed at the same levels (or the Tribute Assess-
ment can be set at the region’s Base Tribute Value, if desired).

b) All unitsfrom that region are returned to its Force Pool.

c) Place acaptured marker (“Athens’ or “ Spartd’) on citieswhich
are occupied by units of the player losing control of the region.

d) All cities except those marked as captured in step ¢ become
friendly tothe player gaining control of the region. Revolting cities
end their revolt.
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€) The new controlling player may assess and collect tribute nor-
mally from theregioninthe Tribute stages of the Yearly Start Phase.

4.3.2 The only other time control of aregion can change is during the
Tribute stage (see 5.0). Control of regions never changes during any
other time during the year, even if the Allegiance Level falls below -2
(exception: Rebdlion Possible cards, 12.0 and Appendix C).

4.4 Benefits of Controlling a Region
4.4.1 Control of aregion alowsthe player to:
a) move that region’sunits

b) freely enter any of itscities except those in revolt (see 6.5) and
those with enemy control markers

¢) supply hisunitsfrom itscities
d) collect tribute from the region during the Yearly Start Phase.

4.4.2 1f theML is5 or higher, unitsin the region’s Build Pool may aso
be moved into the Force Pool by spending the appropriate amount from
the treasury (see 7.0); any of the region’s units may be placed on the
map or in the Force Poal, prepared for deployment. If theregion’s ML
falsbelow 5, the controlling player may no longer place or build units
from that region. Units already placed remain, but no new units may be
placed aslong asthe ML remains below 5.

4.4.3 Unitsintheregion'scities are automatically in supply (see 9.4).

4.4.4 All citiesin theregion are considered friendly except those with
revolt markers and those with enemy control markers. Theinherent gar-
risons of friendly cities (see 18.3) in the region will defend against at-
tacks by the opposing player’s units.

4.4.5 Tribute may be collected from the region as described in 5.0.

5.0 TREASURY AND TRIBUTE

5.1 Treasury

A player’s Treasury contains the total resources, called “talents,” avail-
able to build and supply his units, bases, and fortifications (Note: talent
size hasbeen adjusted fromthe actual valuein ancient Greecefor easier
record keeping). If aplayer’s Treasury drops to zero, he may no longer
supply hisunits or build new ones. Additiona tributeis collected at the
beginning of each year from controlled regions.

5.2 Tribute Phase

The Tribute Phase is divided into two steps: Tribute Assessment and
Tribute Collection. During TributeA ssessment, the player setsthe amount
of tribute demanded from each of his regions. During Collection, the
amount of tribute collected isdetermined by reducing the assessment by
the number of cities that have revolted, are destroyed, or are enemy
occupied or besieged (see 5.4.2).

5.3 Tribute Assessment

5.3.1 Eachregion has a Base Tribute Value (BTV) which governs the
amount of tribute that can be assessed from it. At the start of each sce-
nario, each region’s Tribute Assessment is set at amultiple of its Base
Tribute Value as listed in the scenario. A player may raise or lower a
region’sAssessment by multiples of its BTV. The Assessment may be
raised by amaximum of 2multiplesof itsBTV in oneyear; it may be
lowered by any multiple desired. The Tribute Assessment may never be
raised above x5. A region can therefore be assessed at x0, x1,x2, x3, x4,
or x5 of itsBTV with requisite AL and ML effects (see 5.3.3).
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5.3.2 BaseTributeValuelList
Acarnania . . .... 2 Epirus ........ 1
Acheea ........ 1 Euboea ........ 2
Aegeanldands .3 Hellespont .. ... 5
Aetolia ........ 1 Laconia ....... 3
Arcadia ....... 2 Lesbos ........ 3
Argolid ........ 2 Macedon ...... 1
Attica ......... 2 Megarid ....... 1
Boeotia ........ 3 PhocigLocris .. .2
Chdcidice ..... 2 Rhodes ........ 1
Chios ......... 2 Samos ........ 3
Corinth ........ 2 Thessaly ....... 2
Elis........... 1 Thrace ........ 3
Epidaurus .. . ... 1 Western Islands . 2

5.3.3 For each multiple of aregion's BTV theAssessment isincreased,
reduce either its Allegiance (Athenian player) or Militance (Spartan
player) by 1. If the AL of an Athenian-controlled region is reduced to
lessthan -2 in thisway, however, the region immediately changes con-
trol, as specifiedin 4.3 (the Spartan player may keep the current Tribute
Assessment at no additional ML penalty). When a Spartan-controlled
region hasaML lessthan 5, its maximum Tribute Assessment becomes
x1 andit isimmediately reduced accordingly (unlessit isaready set at
0).

Modifiers:

Athenian player:

Reduceregion’'s AL by 1 for each multiple its Assessment is increased.
Spartan player:

Reduceregion’sML by 1 for each multipleitsAssessment isincreased.

5.3.4 In addition to the AL/ML pendtiesfor raising aregion’'s Tribute
Assessment, the following adjustments apply every year (including the
first) that aregion’s Assessment is at the following levels:

Athenian player:

xX30rx4 ... -1AL
XS -2AL
XO oo +1AL
Spartan player:

x3orx4 ... ... -1ML
X5 -2ML
XO oo +1ML

5.3.5 When aregion’s Tribute Assessment is lowered make sureto note
the -1 modifier on al Revolt Check rolls during the following year (see
6.3).

5.3.6 Usingthe Tribute Assessment track

Each player usesthe TributeA ssessment track. Place eachregion’ smarker
on the track in the row corresponding to its BTV and the column corre-
sponding to the correct multiplier. The actual tribute assessed from a
region (BTV x Multiplier) islocated in the corner of each box.

5.4 Tribute Collection

54.1 If dl citiesin aregion are revolting, besieged, destroyed or en-
emy-held, no tributeis collected.

54.2 If a least one friendly, unbesieged city remains in the region,
tribute is collected. Smply total the number of points from each of the
revolting cities, enemy-held cities, besieged cities, and destroyed cities,
and subtract thisamount from the Tribute Assessment for the region. If
theresult is zero or negative, no tributeis collected.

Tribute Value

Small city O
Medium city 1
Largecity 2
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Example: Inthesecond year of the Campaign Game (the first year
tribute is assessed and collected), the Athenian player decides to
raise the Tribute Assessment of Chios. Chios's Assessment is cur-
rently equal to its Base Tribute Value, 2, soitsmarker isin the* 2’
row and the “x1” column on the Tribute Assessment track. The
Athenian player increasesits Assessment by 2 multiples of its BTV
(the maximumallowed inoneyear), tothe* x3” column (for a total
Assessment of 6). Since heincreased the Assessment by 2 multiples,
he reduces Chios's Allegiance Level from 4 to 2. He also must take
an additional -1 AL penalty because the Assessment is at “x3,”
leaving Chios with an AL of 1. The Athenian player now collects
Chiosstribute. He notes that Erythrae has a “ Revolt” marker on
it, but since it is a small city, it has no effect on the total tribute
collected: Assessment of 6 points - O points lost for a revolting
small city = 6 talents.

6.0 REVOLTS

6.1 During the Revolt Check phase of each Seasonal Turn, cities in
Athenian-controlled regions may revolt. For each Athenian region whose
AL isinthe “Risk Zone" (i.e., with an AL of 3 or less), the Spartan
player selects one city in the region and makes a Revolt Check rall,
modified according to the Revolt Check M odifiersTable(see 6.3). On
a7 or higher, the city revolts, and a“Revolt” marker isplaced onit (see
6.5 for effects of revalting cities). If al cities are aready in revolt, no
Revolt Check is made.

6.2 TheAthenian player may a so voluntarily make aRevolt Check roll
(one city per region) for regions that are not in the risk zone in order to
try to end acity’srevolt. Onalor lower, arevolting city endsitsrevolt.
Such avoluntary Athenian Revolt Check roll can never causeanew city
torevolt.

6.3 Revolt Check M odifiers Table

AL=0,1 ... .o +1
AL=-1 .o +2
AL=-2 +3
Each revolting/enemy city inregion ... +1
Assess morethan Base Tribute Value .. +1

Assesslessthan Base TributeValue ....-1

Assesslessthan previousyear .. ... .. .. -1
CityinradedArea ................ +1
Athenian unit(s) incity .............. -2
Unfortifiedcity .................... -1

6.4 Special case— capital cities of homeregions

Thecapita city of aplayer’shome region can never revolt, and aRevolt
Check can never be made for them. Athens and Sparta are the capital
cities in two-player scenarios. Three- and four-player scenarios add
Thebes and Corinth respectively as capital cities which are immune to
Revolt Checks.

6.5 Revolting Cities

NOTE: During the course of normal play, only citiesin Athenian-con-
trolled regions may revolt. Certain scenarios, however, may specify that
cities in Spartan regions begin with a “Revolt” marker on them. The
rulestherefore speak of the” controlling player” and the“enemy player,”
although these will normally be “the Athenian player” and “the Spartan
player,” respectively.

6.5.1 Place a“Revolt” marker on cities which revolt. Until the revolt
ends, the city isconsidered to be unfriendly to the controlling player (its
garrison will defend it from hisunits). If the region'sML is5 or higher,
therevalting city is considered friendly to enemy units, which may freely
enter and be supplied there. The color of the revolt counter indicates
which player thecity isfriendly to: if theregion’'sML is5or higher, use

thered sideto indicate friendliness to Sparta, the blue sideto show it is
friendly to Athens; use awhite counter if the ML is4 or less (toindicate
that neither player’s units may enter it).

6.5.2 Assoon as a player’s units enter a friendly revolting city (see
above), replace the “Revolt” marker witha control marker (“Athens’ or
“Sparta’). This may affect the Seasona Allegiance Level adjustment
(see 13.0) if it was the only revolting city in that region.

6.5.3 Inorder to end a revolt (remove the “Revolt” marker), a player
must occupy the city with at least onefriendly unit at the start of a Sea-
sonal Turn. Exception: Thisdoes not apply to the Seasonal Turnimme-
diately following the revolt, however (i.e., cities which revolted with
friendly units aready in them). Revolts always last at |east one Season.

6.5.4 If thecontrolling player hasunitsinacity whenit revolts, they are
not forced out of the city. However, if al unitsleave the city before the
revolt ends, thecity’sgarrisonwill defend the city against them (aswith
all revolting cities). If the player’s units do not leave the city, the revolt
will end after one season. (Note: in this case, the revolting city is auto-
matically pacified by the player’s units remaining in the city for a sea-
son.)
6.5.5 Unwalled cities which revolt begin building walls immediately,
and they complete their fortifications in one season less than normal
(see 7.6). Thus, an unfortified medium city which revoltedin the Spring
would completeitswallsimmediately instead of taking until Summer to
complete them. Attacking the city will not halt the construction of the
walls unless the city is actually taken. Remove fortress markers from
cities if the revolt marker is removed before the walls are completed
(either by being retaken by the controlling player or captured by the
enemy player).
Example: It isthe Revolt Check of the Spring turn following the
exampleat the end of section 5.0. Chioss AL is2 —intherisk zone
— so the Sartan player getsto make a Revolt Check for one of its
cities. Erythraeisalready in revolt; Athenian troops occupy Chios
city; and Clazomenaeisunwalled. Sothe Spartan player decidesto
roll for Teos. He adds up the applicable modifiers: +1 for one
revolting city, and + 1 for Tribute Assessment above BTV, for a total
of +2. Herolls: 5+ 2= 7—Teosrevolts. Noting that ChioSsML is
higher than 4, he places a red Revolt marker on Teos, indicating
that it isfriendly to the Soartan side.

7.0 UNITSAND CONSTRUCTION

7.1 Units may be in four places during the game: the Build Pooal, the
Force Pool, on the map, or permanently eliminated.

7.2 ForcePools

The Force Pools represent the pool of units from each region which
have been raised, equipped, but not yet mobilized for field duty and are
availableto be called up at amoment’ s notice (placed onthe map). Units
do not need to be supplied while they arein the Force Pool.

7.3 Placing and Removing Units

7.3.1 During the Placement stage of each Seasonal Turn, the players
may move units from their regions Force Poals to the map and vice-
versa

7.3.2 Units may only be placed or removed at friendly cities in the
region of their origin. Units may not be placed or removed in besieged
cities.
Example: Corinthian units may be moved between the Force Pool
and the map only at the cities of Corinth, Cenchrae, and Lechaeum
(assuming these cities are not enemy-occupied, besieged, or revolt-
ing).
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7.3.3 No units may be placed or removed if al cities in aregion are
destroyed, besieged, enemy-occupied, and/or revolting.

7.4 Build Poals

The Build Pools represent the total avail able manpower in each region.
In order to make this potential military strength available for usg, i.e.
move a unit from the Build Pool to the Force Pool, it must be “ built.”
When units are eliminated, they are generally placed in the Build Pool,
so that a player can never run out of units during the game (exception:
eliteunits—see 7.9.1).

7.5 Building Units

During the Build stage of the Seasona Turn, units may be moved from
the Build Pool to the Force Pool of any friendly region. Building costs
vary with the unit type (see 7.7).

7.6 Building Bases and Fortifications

7.6.1 Bases and fortifications may be built during the Build stage, by
any unit, or inany friendly, unbesieged city. Theterm fortressisused to
refer to forts and walled cities.

7.6.2 Forts: Forts may be built in any non-city hex where the player
has aunit. They are completed immediately by paying the construction
cost and placing the marker on the map. The building unit may move
normally during the upcoming Campaign Turns.

7.6.3 Bases: Bases may be built anywhere the player has a unit, or in
any friendly unbesieged city, subject to the following restrictions. Like
forts, they are completed immediately and the building unit (if any) may
move normally during the upcoming Campaign Turns.

a) Bases may not be built in abesieged city, but they may be built
on a besieged city, by one of the besieging units. If the siege is
broken, the baseislogt. If the siegeis successful, the base remains
and is considered inside the city.

b) Basesbuilt in coastal hexes will act as ports. A fort in a coastal
hex may act asaport if abaseisbuiltinit.

c) A coadtal city whichisnot aport may act asoneif abaseis built
init. However, such a city can be besieged by land unitsonly — no
fleet isrequired (see 10.0).

d) A base cannot be captured, but it may be destroyed by an enemy
unit which ends its movein the same hex.

7.6.4 Walled cities: Any friendly, unfortified city may befortified. The
cost and time of construction depend on the size of the city to beforti-
fied (small, medium, or large). Small city walls are completed immedi-
ately, and the building unit (if any) may movenormally inthe upcoming
Campaign Turn.

Medium and large city walls require one or two seasons to build, as
listed in the Construction Cost Table (see 7.7). Place the appropriate
fortification marker face-down on the map, and a Season marker for the
turn the construction will be completed on top of the unit. The cost of
congtruction is paid immediately. During each Season’'s Build stage,
fortifications under that Season’s counter are completed: the fortifica
tion marker should be flipped over and the Season marker removed.
Thecity is considered unfortified until the walls are completed.

Example: To fortify an unwalled medium city during Summer, a
“Walled” counter would be placed face down under the unit buil d-
ing it, with a Fall marker on top, and the appropriate cost paid
from the player’s treasury. The walls would be completed during
the Build stage of the Fall turn.

7.6.5 Longwalls: Two adjacent fortresses (walled cities and/or forts)
may be connected by constructing long walls between them. A unit in
either fortresshex may beused for construction of the longwalls. Place
the “Long Walls’ counter between the two fortress counters, and an
appropriate Seasona marker on top of it. The building unit is consid-
ered to be outside of the fortresses for combat purposes; if it moves or

retreatsinto one of them during the construction period, the“LongWalls’
counter is removed.

7.7 Congruction Cost Table
Unit type Cost
Hoplite
Light infantry
Cavary
Fleet

Time (Seasons

[eololoNe]

Marker type Time (Seasons
Base

Fort

Fortify small city
Fortify medium city
Fortify large city
Long walls

Note: Revolting citiesbuild wallsin one season |essthan indicated
(see 6.5.5).

7.8 Leaders

7.8.1 Leadersallow morethan onefriendly unit to occupy the same
hex and move together. A leader may not leave a stack of unitsin a
non-city/fort hex (see 16.2).

7.8.2 Leadersare aso required for fleets to move together at seaand to
transport land units. Fleetsinthe same seaarea without aleader must be
unstacked.

7.8.3 Leaders sometimes improve combat odds through their |eader-
ship bonuses (see 17.4.2).

7.8.4 A player may never have morethan atotal of 6 leadersin the
Force Pools and map combined (exception: some scenarios specify
fewer leaders for one or more of the players; also, the Spartan player
may receive additional |eaders by the successful play of Persia Event
Cards). When a leader is eliminated, he is immediately replaced by a
new leader chosen at random from the Leader Pool and placed with the
eliminated leader’s stack of units. If the entire stack was eliminated,
place the new leader in the Force Pool of the player’s home region.

7.8.5 Leaders may be moved between afriendly city and that region’s
Force Pool during the Placement phase of the Seasonal Turn. Sincelead-
ersdo not need to be supplied, thisismerely for convenient storage of
| eaders which woul d otherwise clutter up the map. Thus, leaders can be
placed inthe Force Pool of any region, but must return to the map in that
region.

@)
Mr\n—w—w—w—\‘a NP

NNFR,OOO

7.8.6 Eliminating Leaders

If an enemy unit ends its move in a hex containing only a leader, the
leader is eliminated. L eaders also have a chance of being killed in
battle. Roll a dieafter each battle, and on a six, theleader iselimi-
nated and anew onefrom theBuild Pool immediately replaceshim.
A leader is always eiminated when the stack of unitsheiswithis
completely destroyed.

7.9 Eliminated Unitsand Leaders

7.9.1 Eliminated units are either placed in the Build Pool or perma-
nently removed from play. Elite units (all units with morale 6) are re-
moved from play when eliminated; al other unitsareplacedintheBuild
Pool.

7.9.2 Leadersare dways removed permanently from play. If the named
leaders run out, reuse “0-0" |eaders as needed.
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8.0 AREA DEFINITIONS

8.1 Areasare used for movement and supply. Areas can either befriendly,
enemy, or contested, depending on which player controlsthe units and
cities within them. Revolting cities are considered enemy citiesfor this
purpose. Land Areas and seaAreas are considered separately.

8.2 Thefollowing have no effect on Area designation (friendly, enemy,
or contested):

i) Leaders

ii) Bases

iii) Unoccupied forts

iv) Besieged citiesand forts

v) Citiesunder a“Helot Uprising” marker

vi) Foraging fleets (with respect to adjacent sea Aress)

8.3 Land Areas

The designation of land Areas depends on al land units (hoplite, light
infantry, cavalry) and cities within them. Fleets landed in acoastal hex
have no effect on land Area designation. Land Aress are defined asfol-
lows:

i) Friendly Areas are those which contain no enemy units or cities.
A player’s units may use Area movement through friendly Areas.

ii) Enemy Areas are those which containnofriendly unitsor cities,
and at least one enemy unit or city. A player’s units may not enter
an enemy Area using Area movement.

iii) Contested Aresas are those which contain at least one unit or
city friendly to each player. Neither player may enter or exit acon-
tested Area using Area movement.

Example: Thessaly is controlled by Athens. If no units of either
player arein Thessaly, the two Areas containing citiesare friendly
to the Athenian player and enemy to the Spartan player. The Area
containing no citiesisfriendly to both players. If the Soartan player
captures Lamia and besieges Pharsalus, and no Athenian units are
withinthat Area, it isnow considered friendly to the Spartan player
and enemy to the Athenian. If an Athenian unit then movedinto this
Area, or the Spartans broke off the siege of Pharsalus, the Area
would be considered contested.

8.4 Sea Areas

SeaAreadefinitionsare used only for supply line determination (supply
linesmay not be traced through enemy Sea Areas), sincenava unitsuse
Areamovement exclusively. Only fleets have any effect onthe status of
these Areas. Fleets which have landed in aport or other coastal hex are
dtill considered to be in the Sea Area they touch for determining the
status of that seaArea

i) Friendly Areas contain no enemy fleets.
ii) Enemy Areas contain enemy fleets and no friendly fleets.
iii) Contested Areas contai n both enemy and friendly fleets.

8.5 Open Seas

No combat can take place in an Open Sea. Supply cannot be traced
through Open Sess.

9.0 SUPPLY

9.1 All units need to be supplied or they are eliminated. During the
Supply stage of each Seasonal Turn, subtract the required amount from
the Treasury for each unit whichis“in supply” (see 9.2). If aplayer does
not have enough talentsin his Treasury to pay for al hisunits, he may
choose which units to supply and which not to supply. In some cases,
units may forage for supplies rather than being supplied from the Trea
sury. All units must be supplied if possible — a player may not elimi-
nate units by voluntarily not supplying them.

9.2 Determiningif Unitsare*In Supply”

9.2.1 Unitsinsidecitiesare always considered to be in supply. Unitsin
citiesin their homeregion aresupplied at 1/2 thenormal cost.

9.2.2 Unitsoutside of citiesarein supply if they can trace supply linesto:
a) afriendly large city
b) afriendly base, aslong asthe baseitsdlf isin supply (see 9.3.2).

9.3 Supply Lines

9.3.1 A supply lineis apath connecting a unit to a large city, possibly
through a chain of bases which are “in supply.” Supply lines may be
traced through friendly Areas and through non-enemy hexesin con-
tested Areas. Supply lines may also be traced across sea Aress, be-
tween two coastal bases or abase and alarge city.

9.3.2 Determining if a Baseis"In Supply” . Bases are said to be “in
supply” if they can trace supply linesto afriendly large city. This may
be through a chain of other bases, aslong as each base can trace supply
linesto the next basein the chain.

9.3.3 Land Supply Lines. A supply line may travel through no more
than 3friendly Areastothebaseor large city, including both the Area of
the city/base and the Area of the unit from which it is being traced.
Bases trace supply lines over land the same way. Thus, each baseinthe
chain must be within 3 land Areas of the previous base (and be able to
trace a path through those Areas).

Example 1: Aunit inthe Pharsalus/Lamia Area of Thessaly could
be supplied from Thebes, but Thebes could not supply unitsin e-
ther of the other two Areas in Thessaly because they are more than
3 Areas away.

Example 2: Units anywhere in the Peloponnese (Laconia, Elis,
Arcadia, Achaea, Argolid, Corinth, and Epidaurus) could be sup-
plied from the city of Sparta, assuming that all Areas were either
friendly or contested with a free path through. If the Argolid Area
was enemy, unitsin Epidaur us could not be supplied directly from
Foarta — the supply lines would have to cross 4 Areas to reach
them.

9.3.4 Sea Supply Lines. Basesin port cities or coastal hexes have the
added capability to trace supply lines of unlimited length through friendly
and contested sea Aress, subject to the following special considerations:

a) Both ends of the sea supply line must end on a port base or
friendly large port city.

b) Enemy fleets in a coasta hex control the adjoining sea Area,
thus blocking supply lines from passing through it, unless friendly

fleets create a contested sea Area (see 8.4). Exception: foraging
fleets have no effect on sea supply lines (see 9.7.4).

¢) Supply lines may not be traced through Open Searegions.

Example: The Athenian base at Naupactus can trace sea supply
linesto either Corcyra or Athens. If the Spartans placed fleets at
Leucas and Gytheum, these supply lines would be blocked. If the
Athenians controlled Pagaein Megarid, building a basetherewould
open an alternate supply route to Athens (Naupactus to Pagae by
sea, then Pagae to Athens by land). This could in turn be blocked
by a Spartan fleet in a port anywhere on the Gulf of Corinth (mak-
ing it an enemy sea Area), which could be countered by an Athe-
nian fleet at Pagae (making the Gulf of Corinth a contested Area).

9.4 Supplying Unitswhich are ‘In Supply’

9.4.1 Unitswhich are ‘in supply’ may be supplied from the Treasury.
Reducethe Treasury by the amount indicated inthe Supply Costs Table
(see 9.4.3). Units supplied from the Treasury may move and fight nor-
mally in the upcoming Campaign Turns.

9.4.2 Unitsin enemy regions may forage (9.7) instead of drawing sup-
pliesfrom the Treasury. Unitswhich are ‘in supply’ may never foragein
friendly regions unless the Treasury is empty.
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9.4.3 Supply Cost Table

Unit type Cost (cost in home region)*
Hoplite 1(.5)
Light infantry 1(.5)
Cavary 1(.5)
Fleet (morale 5 or 6) 200
Fleet (morale 4 or less) 1(.5)

Notes: * Unitsin citiesin their home region are supplied at half the
normal cost. Add up al the units on the map before rounding up.

9.5 Supplying Unitswhich arenot ‘In Supply’

Units which are not ‘in supply’ must either forage (9.7) or be elimi-
nated. Units cannot forage during Winter Turn, so all unitswhich
arenot ‘in supply’ in Winter areeliminated.

9.6 Unitswhich cannot be supplied from the Treasury and which can-
not forage must be eliminated.

9.7 Foraging

9.7.1 Unitswhich forage*live off the land,” and do not requiretalents
from the Treasury during the Supply Phase. Each Area has a“Foraging
Number” printed on the map. This is the maximum number of units
which can forage in that Area in one season. (It is aso the maximum
number of timesthe Areacan beraided in oneyear — see 15.3))

9.7.2 Foraging units cannot move during the first Campaign Turn (they
can raid, however — see 15.1). Place a “Foraging” marker on these
unitsto indicate their status. Foraging unitsin acity or fort hex must be
set up outside the city or fort. Units conducting a siege may forage.

9.7.3 Redtrictionson foraging:

a) Unitswhich are‘in supply’ cannot forage from friendly regions
unless the Treasury is empty.

b) UnitsinAreas with “Raided” markers cannot forage.
¢) Units cannot forage during Winter Turn.

9.7.4 Foraging fleets have no effect on determining the status of sea
Areasfor supply line purposes (see 9.3.4).

9.8 Supplying Fleets At Sea

Fleet units may not be supplied while “at sea” Fleetsin a Sea Area
must be moved to an adjacent coastal hex during the supply phase. Fleets
in a Sea Area which does not touch land cannot be supplied and are
eliminated.

10.0 SIEGES

10.1 Sieges are initiated and resolved during the Siege Phase of the
Seasonal Turn. Before an enemy city or fort can be besieged, it must
first be masked by moving units into its hex during a Campaign Turn
(see 10.2).

10.2 Masking aCity or Fort

10.2.1 When a unit or stack of units moves onto the same hex as an
enemy city or fort, do thefollowing in order:

a) If enemy unitsare present in the hex, the defender must decide
which units are outside and which areinside the city/fort. If any of
the defender’s units are outside the city/fort, combat takes place
between those units and the attacking force.

b) Whenfleetsattempt to mask a port, fleetsinthe port may choose
to be “outside” the port: the subsequent battle is considered a sea
battle, but for AL/ML purposesit isconsidered to occur inthe port’s
region. Moving fleets defeated when attempting to mask a port re-
main in the sea Area they came from; victorious defending fleets
remain in the port. Defeated defending fleets may only retreat in-
side the port.

¢) If no units are outside the city/fort, or they are defeated, the
attacker has the option to either attack the city/fort (see 18.0) or to
mask it by remaining in the hex. Units which retreat after attacking
a city/fort may only remain in the same hex if the city/fort was
already masked at the beginning of the Campaign Turn.

10.2.2 Any enemy city or fort with at least onefriendly land unit in the
same hex is considered masked. The effects of masking are as follows:

a) Neither the city nor any unitsin the city effect Area determina-
tion (exception: fleetsin ports masked only by land units do effect
the adjacent sea Area—see below).

b) Friendly units may move across the city without stopping, al-
though no road movement through the hex is allowed.

¢) NoAL/ML adjustment ismadefor amasked enemy or revolting
city, nor for any unitsin the city or fort.

d) Themasking unitsmust be defeated before any unitsmay exit or
enter the city or fort (exception: fleetsin ports masked only by land
units may move freely into and out of the port—see below).

Note: Unlike abesieged city, units may be built and/or disbanded in a
masked city (although they would still have to attack the masking units
to move out of the city).

10.2.3 Inorder tomask enemy fleetsinaport, at least one fleet must be
among the masking units. The effects of masking a port with afleet are
asfollows (in addition to the effects given in 10.2.2 if aland unit isa so
present):
a) Heetsinthemasked port may not intercept fleets moving through
adjacent sea Aress.

b) The masking fleet(s) must be defeated in order for any fleetsto
enter or exit the port. Note that masking fleets may be attacked
separately from any other masking units, unlessthey chooseto re-
main on land with the other unitsin the hex. Inthe latter event, the
port isno longer considered masked for the remainder of the Cam-
paign Turn.

10.3 Initiating a Siege

10.3.1 Anenemy city or fort may be besieged during the Siege Phase of
the Seasonal Turn if it is masked by a sufficient number of units (see
10.3.2). Place a“Besieged” marker with the appropriate number for the
siege “moral€e’ (see 10.3.3) on thecity or fort.

10.3.2 Number of UnitstoInitiate and Maintain a Siege
Small city or fort 2
Medium city 4
Largecity 6
Inaddition, at least one fleet isrequired to besiege aport.
10.3.3 SiegeMorale

The starting “siege moral€” of citiesand fortsis aslisted bel ow:
Fort 3

Small city 4
Medium city 5
Largecity 6
Baseincity or fort +1
Raided Area -1
Captured city -1

10.4 Effectsof a Siege
A siege has the same effects as masking, plusthe following:

a) No units may be placed or disbanded in the besieged city. Bases
may not be built in besieged cities.

b) No tribute may be collected from abesieged city.

c) Thecity/fort rollsagaingt its“siege moral€” during every Siege
Phase it isbesieged (including the first) to seeif it surrenders (see
10.5). Thesurrender of acity isconsidered avictory for the besieg-
ing side, with the appropriate AL and ML adjustment.
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10.5 Resolution of a Siege

During Siege Phase of each Seasonal Turn, includingthe Turn asiegeis
initiated, sieges are resolved in order of the besieging player’s choos-
ing. First, check to seeif the required number of units are besieging the
city. If these areinsufficient, the siege is considered broken (see 10.7).
Otherwise, roll one die, and if the result is higher than the city or fort's
siege “morae,” it surrenders. Otherwise, the “moral€’ is reduced by
one and the siege continues. The siege “moral€’ never drops below 1;
thusthereis always a possibility that the city will not surrender.

10.6 Onceasiegeisbegun (see 10.3), the number of unitsgiven above

must remain in the siege hex at all times. The city/fort’s siege “moral €’
can be increased by a maximum of one point per Campaign Turn if:

a) there are fewer besieging units than necessary at the end of a
Movement Phase, or

b) there are fewer besieging units than necessary at the end of a
Combat Phase.

This adjustment conceivably could increase the siege “moral€’ to
greater than it was when the siege was initiated.

10.7 Surrender of a City or Fort

When a besieged city or fort surrenders, all defending units are elimi-
nated, and the attacking units captureit. Thisis considered avictory for
the besieging player, with the appropriate Allegiance and Militance ad-
justments (see 13.0). The besieging player a so has the option of imme-
diately destroying the city (see 11.0), or of destroying the fortifications
(see 11.3).

10.8 Breaking a Siege

10.8.1 If thereare an insufficient number of besieging units at the start
of a Siege Phase, the siege is broken. A broken siege is considered a
victory for the defenders, with the appropriate Allegiance Level adjust-
ments (see 13.0). The“ Siege” marker isremoved from the city, and the
siegeisover. The former besieging unitsremainin place, but thecity is
now only masked.

Example: Athens decidesto besiege the revolting city of Potidaea
in Chalcidice, and notes that 4 units plus a fleet are required to
besiege a medium port city. During the Summer Campaign Turns,
the Athenian player moves these 5 units onto Potidaea. During the
Sege phase of the Fall Seasonal Turn, the Athenian player begins
the siege. Potidaea’s starting siege “ moral€”’ is determined: mo-
ralefor amediumcity = 5. The Athenian player rollsadieto seeif
the city surrenders, which would only occur on a 6. If a6isrolled,
Potidaea surrenders and the Athenian player takes control of it,
gaining a victory in Chalcidice and the opportunity to either tear
down thecitywallsor torazethecity entirely. If a6 isnot rolled the
firstturn, thecity'ssiege” moral€” isreduced by one (placea*” Sege
4" marker on Potidaea), and the siege continues. If fewer than 5
units remain in the Potidaea hex at the end of one of the Athenian
player’s Fall Campaign Turns, Potidaea’s siege “ morale’” would
be increased by one. During Winter’s Sege phase, if fewer than the
5required unitsremaininthe siege hex, the siegeisbroken, andthe
Sartans gain a victory in Chalcidice. If the required 5 units re-
main, the Athenian player rolls a die and compares it to the city's
siege“ morale,” which would be 4 if the Athenians maintained the
siege throughout the Fall Campaign Turns. On a 5 or 6, the city
surrenders, while on a 1-4, the city's” moral€’ isreduced to 3 and
the siege continues.

10.8.2 The siege of abesieged port can aso be broken if friendly fleets
succeed in forcing their way into the port. Fleets besieging a port may
be attacked by enemy fleets separately from any other besieging units.
Such a battle is initiated when the fleets move into the besieged hex.
The besieging fleets have two options:

a) They may remain on land with any other besieging land units
(where they may be attacked in aland battle if the moving player

desires). The siege isimmediately broken and the besieged player
receivesthe AL/ML adjustments for avictory.

b? They may fight asea battle against the moving fleets. Note that
if multiple fleets and land units are involved in asiege, two leaders
arerequired to meet stacking requirements of theland unitsandthe
fleetsin battle (see 7.8). The attacking fleets may retreat to the ad-
jacent seaArea (assuming it isfriendly or contested); the besieging
fleets may only retreat to"land” in the same hex (assuming at |east
one besieging unit remains on land not participating in the battle).
If theattacking fleetswin, thesiegeisbroken. Although fought as a
sea battle, it is considered to take placein the port’s region for vic-
tory AL/ML adjustments.

10.9 Besieging Long Walls

Long Walls are a specia kind of fortification which connect two for-
tressesin adjacent hexes. In order to conduct a siege of fortresses con-
nected ta/ Long Walls, both fortress hexes must be besieged. The two
LongWallsat the start of the game connect Athensto Piraeus, and Megara
to Nisaea.

Example: Inorder to besiege Athens/Piraeus, at least 11 unitswould
be required: 6 to besiege the Athens hex, and 5 units (one of which
must be a fleet) to besiege the Piraeus hex.

11.0 DESTROYING CITIES& FORTIFICATIONS

11.1 Destroying Cities

11.1.1 Citiestaken by assault (see 18.0) or which surrender after asiege
(see 10.7) may bedestroyed at the victor’soption. He must exercisethis
option immediately upon first taking a city, however, asthisisthe only
time acity may be destroyed, and he cannot change hismind | ater.
11.1.2 Placea“City Destroyed” marker on the city. It no longer counts
as a city for any game purpose. Units defending in that hex use the
morale modifier of the other terrain in the hex. Tribute from regions
with destroyed citiesisreduced (see 5.4.2).

11.1.3 All friendly units in the city hex must participate in destroying
the city. Place a“Raiding” marker on these units. These units are con-
Sidered to be raidi n%\i/n all respects, and can send tribute back to their
treasury (see 15.0). When acity is destroyed, no more talents may be
raided from the Areathat year; place a“ Raided” marker in the Area
equal to the Area s Forage Number.

11.2 Allegiance/Militance Adjusmentsfor Dedroyinga City

11.2.1 Whenever acity isdestroyed, Allegiance and Militance Adjust-
ments must be made in every region. The AL/ML Adjustment depends
on the size of the city destroyed, and on which player controls the re-
gion to which the adjustment is being applied.

11.2.2 TheAL/ML Adjustmentsarelisted in 13.0. Use thevaluelisted
for asmall city destroyed. Doubl ethe adjustment for amedium city, and
tripleit for alarge city.

11.3 Destroying Fortifications

11.3.1 Fortifications(city walls, Long Walls, forts) may bedestroyed in
two instances:

a) When acity or fort is captured, either by assault or by siege, the
victorious player has the option of immediately knocking downthe
walls. A fort counter would be removed from the map, or an
“Unwalled” counter placed on the city.

b) A player may aso destroy thewalls of acity or afort if hehasa
unit in the city during a campaign turn. The unit may not move
during theturn, and is considered raiding for combat purposes (but
do not apply the AL/ML adjustment for raiding).

11.3.2 Long walls may be destroyed as described above only if the
player controls both connected fortress hexes.
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12.0 EVENT CARDS

Example of an Event Card: Player
S = Sparta
Type of Event A= Athens
Random S/A =Both
Historical
Sicily
Persia Card Name
Subversion
u.wz;ﬁjlg‘)twﬁﬁwgy How tO”USG dod
Restrietian: Flzy imenedistely e Die Rolls Needed,
Restrictions on — dﬂ%‘:x“ﬁkifﬁw = Effects of success /
use/ prerequisites it failure
Availability
@ — Number of Same /

Similar cards in game

Cost to player’s
treasury for use.
May be mandatory;,
voluntary or none

When card may /
must be played

12.1 Event Cards are played during the Event Cards phase of the Sea
sonal Turn. The players alternate playing cards, withthe player control -
ling the most regionsgoing first (Athensgoesfirst in case of atie), until
neither player wishes to play another card.

12.2 After both players are finished playing cards, they may then dis-
card any or al of the remaining cards they hold, and draw new cards
from the deck to refill their hand. Cards which say “ Play Immediately”
or “Play or Discard Immediately” must be acted upon immediately as
they aredrawn. Players continue drawing cardsfrom the deck until they
each hold five cards.

12.3 After both players have replenished their handsto five cards, dis-
card two cards from the deck (face-down, as usual — neither player
may look at these discards).

12.4 Discarded Event Cards should be placed face-down in a discard
pile. Cardswhich are discarded permanently should be set asideface up
inaseparate pileto ensurethey are not used when the deck isreshuffled.

12.5 When no cards remain in the deck, the discard pileis reshuffled
and becomesthe new deck. Keep track of how many times the deck has
been depleted, as some scenarios specify cards to be added after the
deck has been run through a certain number of times.

12.6 Most of theinformation needed to use Event Cardsis contained on
the cardsthemselves. Complete explanation isprovided in Appendix C
a the end of the rulebook.

13.0 ALLEGIANCE & MILITANCEADJUSTMENTS

13.1 Allegiance and Militance Levels can be adjusted due to aplayer’s
actions, or due to conditions which exist within the region. The Alle-
giance and Militance Adjustments Table (see 13.4) lists the adjust-
ments which should be made to both players Allegiance and Militance
Levels, separated into Seasonal adjustments, which are made during the
AL/ML Adjustments phase of the Seasonal Turn, and Action adjust-
ments, which are made whenever the specified action occurs. Where
two numbers are listed in the adjustments column, the number listed
first is applied if the acting player controls the region, otherwise apply
the second number.

13.2 Most adjustments are made only to the region in which the speci-
fied event occursor the condition exists. However, some events, such as
adecisive victory or the destruction of a city, will require AL/ML ad-
justments to all regions. These are explained in thetable.

13.3 Uninhabited I slands

13.3.1 Units on uninhabited islands do not affect control levels (since
theislands do not belong to any region).

13.3.2 Victories on uninhabited islands have no effect onAllegiance or
Militance Levels except in the case of a decisive victory, for which al
regionsare considered “ other regions” for AL/ML adjustment purposes.

13.4 Allegiance and Militance Adjustments Table
Seasonal Adjustments * (< notesbelow)
Unbesieged revolting city inregion
Unbesieged enemy city or

garrisoned fort in region **
Enemy unit(s) unopposed inArea**

-1AL

Roll 1die.-1AL on 4-6
Roll 1die.-1AL on 4-6

Action Adjustments
Decisive victory (apply in region)
Decisive victory

(apply to all other regions)
Victory inregion ***
Unit eliminated

Friendly region/Enemy region
+5AL, +2ML/-5AL, -2 ML

+2AL,+1ML/-2AL, -1 ML
+2AL,+1ML/-2AL,-1ML

(adjustment appliesto unit’s home region) -1ML
Foraging infriendly region (per Area) -1ML
Raiding (per Area) T -1ML

Destroy city (per city size) Tt

Region in which city destroyed -2AL,-1ML/+2AL,-1 ML

All other friendly regions +1AL
All other enemy regions +1AL,+1ML
Definitions:
Decisive victory:

— avictory in which three or more enemy units were eliminated

— alarge city successfully stormed or defended

— the surrender or breaking of the siege of alarge city

— the dimination of aSpartan dite hoplite (victory for Athens)—per unit

Unopposed enemy unit in Area: an Area in the region contains an
enemy unit and no friendly units

Notes:
* Only one of these adjustments should be applied to aregionina
season, and only once per season to any region, no matter how
many enemy/revolting cities, forts, or units are in the region. If
more than one of these conditions exists, always use the revolting
city adjustment if applicable.
** These adjustments cannot |ower Allegiance below 5.
*** For battles between fleets at sea, apply this adjustment to all
regions touching the battle Area.
T This adjustment is applied only once per season per Area, no
matter how many unitsraid the Areaor how many Campaign Turns
they spend raiding.
Tt Usethegiven value for asmall city; use the given value x2 for
amedium city; x3 for alargecity.

14.0 CAMPAIGN TURNS

14.1 Each Seasona Turnisfollowed by three Campaign Turns, inwhich
players raid, move units, and conduct battles.

14.2 Each of the two Campaign Turn phases — Raiding, and Move-
ment/Combat — is conducted completely first by one player, then the
other, with the player controlling the most regionsmoving first, asusual .

14.3 After the completion of Movement and Combat in the third Cam-
paign Turn of Winter, a new year isbegun with the Year Start Phase.

15.0 RAIDING

15.1 Raiding isaway to devastate enemy regionsand carry off plunder
to enrich your own Treasury. Place a “Raiding” marker on units that
raid. Raiding units may not move during the Campaign Turn in which
they raid. Units that forage are alowed to raid. Raiding units are auto-
matically assumed to be set up outside any fortifications.

15.2 Unitsmay only raid unfriendly regions. Place a “Raided” marker

. .
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in each Area, with an appropriate number for the number of units that
raided. This effect is cumulative throughout a year, so additional units
raiding that Area simply add to the previous “Raided” count. Remove
“Raided” markers at the end of the Yearly Start Phase of each new year.

15.3 Unitswhichare ‘insupply’ (see 9.3) may add 1 point totheraiding
player’streasury for each unit raiding, up to the Forage Number of the
Area (see 9.7.1). This is cumulative throughout a year — units may
continue to raid an Area past this point, but they may not add more
talentsto their treasury. The number of the “Raided” marker is used to
determine how much has been raided from the region, even if the units
that did the previous raiding were not ‘in supply’ and did not add any-
thing to their treasury.

Example: Atotal of 4 points may be raided from Megarid in one
year (since it has a Forage Number of 4). If four (or more) units
which are not ‘in supply’ raid Megarid in oneturn, a “ Raided 4”
marker is placed in the region, although nothing is added to that
player’s treasury. Any further raiding which is done in Megarid
will not be able to remove any tribute, since the raided number
already equals the Forage Number of the Area.

15.4 Each Seasona turnanAreainaregionisraided, reduceitsMilitance
by 1. This adjustment is applied only once per season per Area, no mat-
ter how many units raid the Area or how many Campaign Turns are
spent raiding.

15.5 Unitswhich arenat ‘in supply’ in a Raided Area during aseasonal
supply phase are eliminated, since they may not forage in the Raided
Area(see 9.7.3).

Example: 4 Sartan units led by Archidamus decide to raid Attica
during Soring. Ontheir first Campaign Turn, they moveinto Attica
and set up in the rough hex south of Thebes. During the second
Campaign Turn, all 4 units raid Attica (which consists of a single
Area), resulting in a -1 ML adjustment to Attica. Snce the 4 units
are ‘insupply —they can trace supply linesto Thebes (inthe adja-
cent hex!) — the Spartan player adds 4 points to his treasury. A
“Raiding” marker is placed on the 4 units, which may not move
during the upcoming movement phase. A “ Raided 4’ marker is
placed in Attica. If the units raided again in the third Campaign
turn, a“ Raided 8" marker would be placed in Attica but no further
ML adjustments would be applied. However, only 3 points would
be added to the Spartan treasury, since the Forage Number of Attica
is 7 and Attica already had a “ Raided 4” marker in it. No more
talents could be raided from Attica during the rest of the year, al-
though the Sartans are free to raid as many more times as they
like.

16.0 MOVEMENT

16.1 Overview

During the Movement and Combat phase, players move their units and
attack enemy units. Units may move by a combination of normal hex
movement and Area movement. Land units may only use Area move-
ment to movefrom onefriendly Areato ancther. To move into or through
Areas containing enemy units or cities, land units must move using the
normal hex grid.

Fleetsmove only using Areas, except when they land at aport or coastal
hex. Fleets may move into and through sea Areas containing enemy
fleets, but the non-moving player has the option of immediately attack-
ing the fleets when they enter the Area. If the enemy declinesto attack,
the moving player may continue through the Area, or may attack the
enemy fleets (thus ending movement).

Each player completes his movement then conducts all combat before
the next player begins moving.
16.2 Stacking

16.2.1 Stacking on Land: Stacking refersto more than onefriendly unit
being present in the same hex. Any number of units may stack in acity

or fort, but aleader isrequired for stacking anywhereelse. In order for
twoor moreunitstoend their move stacked in anon-city/fort hex, a
leader must bepresent in thehex. Theleader may not leave a stack of
units behind in anon-city/fort hex.

16.2.2 Stackingat Sea: Fleets at searequire aleader in order to stack
together in the same Area, and to transport land units. Severa fleets
may coexist inthe sameAreawithout necessarily being stacked together;
thisisautomatically the casewith multiplefleets inthe same Areawith-
out aleader. These separate stacks may be attacked separately by enemy
fleets.

16.3 Moving Land Units

16.3.1 Land unitsmove using a combination of Area movement and hex
movement, spending movement points for each Arealhex entered ac-
cording to the Movement Cost Table (see 16.6). Each unit has a spe-
cific movement allowance, as given below. Units moving together asa
stack may not exceed the movement alowance of the dowest unit. A
moving stack may “pick up” additional units aong the way, but each
stack must finish its movement before the next begins moving. Units
may freely combine Area movement and hex movement in the same
turn, subject to the restrictions given below.

16.3.2 Area Movement: Friendly Areas are treated as a single “hex,”
thus costing the moving unit only 1 mp to move from one Area to an-
other. Unitsmay also repositionthemselveswithin afriendly Areaat the
cost of 1 mp. All unitsmust end their movement in a specific hex within
an Area. Note that units must use hex movement to enter or exit an
enemy/contested Area, even if they are moving from or to a friendly
Area

16.3.3 Hex Movement: Land units may also use al or part of their
movement points simply moving from hex to hex. Movement costsvary
with the terrain entered/crossed.

16.3.4 Land unitsmay not movethrough hexes containing enemy units
or cities. To attack enemy units, aunit or stack must move onto the hex
and end its movement. Enemy cities and forts may be either attacked or
masked (see below). In either case, the units must move onto the hex
and end their movement.

16.3.5 Hexes containing the following do not impede movement:
a) enemy leaders
b) enemy bases
¢) unoccupied forts

d) masked or besieged cities/forts (but no road movement through
the hex)

16.4 Moving Fleets

16.4.1 Fleets have avariable movement alowanceto reflect the influ-
ence of weather. After moving a fleet a full 12 mp (or the maximum
desired), roll onedieand add 6 to the number rolled. Thisis how far the
fleet actually moved (move it back along its path if necessary). Stacked
units may roll once for al, a the moving player’s option. Fleet move-
ment can also be affected by the StormsAt Sea card.

16.4.2 Heets move exclusively using Area movement, spending 1 mp
to move from one sea Area to the next. Unlike land units, fleets may
move into and through sea Areas containing enemy fleets, but the en-
emy hasthe option of intercepting the moving fleet (see 16.4.5 below).

16.4.3 Fleets may land at coastal hexes by spending the appropriate
number of movement points. In order to move again, thefleet must first
spend 1 mp to launch back to the adjacent sea Area. Fleets may not
move from oneland hex directly to another.

16.4.4 Fleetsinitiate combat by moving on top of enemy fleetsin the
sameArea(spending 1 mp) or onto any enemy unitsin an adjacent coastal
hex (spending the mps necessary to land). Fleets attacking coastal hexes,
including ports, are resolved like normal 1and battles (see 17.4.6). Note
that no combat can take place in Open Seas (see 8.5).

. .
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16.45 Intercepting Moving Fleets: When a moving fleet enters an
Areacontaining an enemy fleet (including fleetsin coastal hexestouch-
ing the Ared), the non-moving player has the option of attacking the
moving fleet(s). Heindicates this by placing some or al of hisfleetson
top of themoving fleet(s). Notethat aleader must be present in order for
more than 1 fleet to intercept the moving fleet, and these fleets must
already be stacked together (i.e. fleets from different coastal hexes can-
not join in interception). The intercepted fleets must end their move-
ment, but the moving player may move additional fleetsinto or through
the Area during the remainder of his turn (which could only be inter-
cepted if other enemy fleets remai ned which were not already commit-
ted to combat). Fleets entering an Area containing enemy fleets may be
intercepted separately from any friendly fleets that are already in that
Area. When al movement is finished, interceptions are resolved like
normal fleet battles. Notethat several separate battlescouldresult inthe
same sea Area. Fleetsthat are not intercepted may continue moving.

16.4.6 Open Seas. Fleetsmust end their move when they enter an Open
Seaarea. Fleetsmay exit open seas during the next campaign turn. Fleets
must roll 1 die a the end of each movement phase they remain in an
open sea region (including the turn that they enter it). On a six, each
fleet must roll equal or lessthan its morale or be destroyed. (Make sure
to specify thelocation of transported |and units before this moral e check.)

16.5 Movement Allowance Table

Unit type M ovement points allowed
Hoplite 3

Light infantry 3

Cavary 5

L eader 5

Fleet 7-12 (6 + 1d6)

16.6 Movement Cost Table
Terrain type - land units M ovement point cost
Open 1
Rough 2
Crossriver (except when using

road movement) +1
Road movement 12
Mountain impassable
Area 1
Terrain type - fleets
SeaArea 1
Land shipsin friendly port * (senotesbelow) 9
Land ships in other coastal hex 2
Launch ships 1
Isthmus of Corinth 6

* Note: Some ports are adjacent to more than one seaArea. War-
ships may enter and exit such ports only through the seaArea con-
taining the port symbol.

16.7 Transporting Unitsby Sea

16.7.1 Fleets may transport land units simply by launching to seafrom
acoasta hex containing the units. Fleets can drop off land units by land-
ing in acoastal hex; theland unitsincur no movement cost.

16.7.2 Eachfleet unit may carry two hoplites, one light infantry, or one
cavalry unit. A leader must accompany any fleet or group of fleetstrans-
porting one or more land units. Fleets may carry any number of leaders
in additionto other unitsbeing transported. If thefleet transporting units
iseliminated, the unitsthefleet is carrying are also eliminated.

16.7.3 Units being transported may either move before being picked
up, or after, but not both in the same Campaign Turn.

16.8 Special Movement Cases

16.8.1 Isthmusof Corinth: Fleetsmay be moved acrossthe | sthmus of
Corinthif they start their move in one of the ports of Corinth (Cenchrae
or Lecheum). This costs 6 MP. The ships may continue to move from
the other port with any remaining movement points. The Corinthian
Areamust be friendly for this movement to be used.

16.8.2 LeucasCrossing: Land unitsmay cross between L eucasandthe
mainland as if the sea there were ariver. Units defending the crossing
gain the norma +1 morale bonus for rivers. Fleets may, of course, sail
through it without penalty.

17.0 COMBAT

17.1 A player may initiate combat by moving his unitsinto a hex con-
taining enemy units during his movement. All the attacking units must
moveinto the combat hex together, from the same hex. Thus, in order to
attack ahex with morethan oneunit, aleader must be present. When the
moving player isfinished with all movement, combat is resolved.

17.2 All of thefirst player’s attacks are completely resolved before the
second player begins his movement.

17.3 Overview of Combat Procedure
Combat isresolved in the following manner:

1) The odds are determined by comparing the number of attacking
units to the number of defending units, rounding down in the
defender’sfavor (see the examples that follow).

2) Any adjustments (odds shifts and/or morale adjustments) are
made dueto leaders, terrain modifiers, light troops/cavalry, etc.

3) Adieisrolled andthe results determined from the Combat Chart.
Apply the results immediately to both sides — units may be re-
quired to pass morae checks, which can lead to demoralization,
retreat, or eimination.

4) The players then have the option of bresking off combat, the
attacker deciding first.

5) If both players still have units in the combat hex, begin a new
round with step 1 by recalculating the odds if any units have re-
trested.

Combat continuesin thisway until only one player’s units remain
in the combat hex. This player is the victor, the other the loser.
Allegiance and Militance adj ustments aremade. The attacking player
then decides the next combat to be resolved.

17.3.1 Battles at Sea: Battles at sea involve only the fleets. Trans-
ported land unitsdo not participateinthe battle, but areeliminatedif the
fleet transporting them is eliminated.

17.4 Combat Adjustments

17.4.1 Leaders, light troops, and cavalry in both the attacking and de-
fending forces can shift the odds column used, while terrain and for-
tresses can give defending forces morale bonuses.

17.4.2 Leadership Odds Shift: Leaders are rated separately for land
and sea battles. A leader with a positive rating would shift the odds a
number of columns in his favor equal to his leadership rating. When
attacking, shift up one column (e.g. 3-1 shiftsto 4-1); when defending,
shift down one column (e.g. 2-1 shiftsto 3-2). Land ratings apply only
toland battles, whilethe searatings apply only to battles between fleets
at sea. Leaderswith ‘0’ ratings have no effect on the combat odds.

Land Rating

Sea Rating

In a battle between fleets at sea, Phormio’s fleets would shift the odds 1
column in their favor, so that if 3 Peloponnesian fleets attacked alone
Athenian accompanied by Phormio, normally 3-1 odds, the Spartans
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would roll on the 2-1 column. However, if Phormio attacked units on
land, hewould have zero modifier, evenif his entire force was made up
of fleets. (Note: yes, fleets can fight in coastal hexes asland units. His-
torically, the rowers and marines were sometimes equi pped aslight troops
and served as*“ naval infantry.” See 17.4.6.)

17.4.3 Light Infantry/Cavalry Odds Shift: If the number of light in-
fantry and cavalry units (referred to collectively as light troops) in a
forceisequal or less than the number of hopliteunits, shift theoddsone
columnin itsfavor, subject to the following restrictions:

a) If both sides qualify, the side with more light troops gets the
favorable odds shift.

b) If both havethe same number of light troops, no shift isawarded
to either side,

¢) Exception: This benefit does not apply to units assaulting or de-
fending a fortress — a fort or walled city. (Note that the benefit
does apply to combat in an unwalled city.)

This should be checked after each round of combat. Note that a force
must have at |east one hoplite to obtain this odds shift.

Example: The Atheniansattack a stack of 2 elite Laconian hoplites
with 2 Attic hoplites, 1 light infantry, and 1 Thessalian cavalry. The
odds are 2-1, but because of their light troops, the Athenians shift
the odds up to 3-1. After a round of combat, one of the Athenian
hoplites retreats, leaving 1 hoplite and 2 light troops (1 light infan-
try and 1 cavalry). The odds are now 3-2, and the Athenians now
have more light troopsthan hoplites, so they no longer get the odds
shift; the attack isrolled on the 3-2 column.

17.4.4 Fortresses and Terrain: Units in fortresses (forts and walled
cities) can never be forced to retreat, although they may retreat (unless
they were aready besieged before the attack). In addition, some types
of terrain and fortresses give a morale bonus to units (including a city
garrison) defending from within. Terrain and fortress effects are not cu-
mulative; units within fortresses receive only the fortress bonus; the
terrain modifier is not applied.

Fortresstype Morae bonus
Fort +1
Walled small city +1
Walled medium city +2
Walled large city +3
LOﬂg walls* (seeotes below) +1
Terrain type

Unwalled small or medium city +1
Unwalled large city +2
Rough +2
River (defending behind) +1
Coast (attacked from sea) ** +2

Notes:

* Thisisin addition to the normal morale bonus of the fortress. It
only appliesif both fortresses connected by the Long Wallsare con-
trolled by the same player.

** |nfantry transported on fleets may either attack a one or in con-
junction with the accompanying fleets. If the fleets participate in
the battle and are eliminated, any infantry unitswhich canno longer
be transported will be unable to retresat.

17.45 Cavalry Defending a Fortress: Cavary hasitsmorale reduced
by 2if defending inafortress, although they till get thenormal fortress
morale bonus.

17.4.6 FleetsOn Land: Fleets fighting in a battle on land are treated
likelight infantry inall respects. They haveamorale of 3, and are counted
towards the hoplite/light troops ratio in determining whether the odds
shift applies.

17,5 Combat Results

17.5.1 After the combat odds are cal culated and al odds shifts applied,
roll adieand cross-index the dieroll with the appropriate odds column
in the Combat Chart. Attacks with odds greater than 4-1 use the 4-1
column. Attacks may not be made with odds worse than 1-4 (before
odds shifts). Ignore odds shifts which change the odds to less than 1-4
or greater than 4-1. Apply the results of the die roll to al units in the
attacking/defending stacks, respectively:

17.5.2 D: Demoralized. Apply a-1 morale penalty to each unit’'s mo-
rale for the next round of combat. These and all morale modifiers are
cumulative throughout the battle. Units which are reduced to 0 mo-
rale must immediately retreat (exception: units defending in a for-
tress and units with no retreat hex can be reduced to zero morale or
bel ow without retreating—see 17.7.2).

1753 M: Morale Check. Each unit must roll adie and compare the
result toits current morale (morale with all cumulative terrain, fortress,
and/or combat demoralization results applied):

Dierall Result
Lessthan or equa to morae Unit isdemoralized
Higher than morale Unit retreats

3 or more higher than morale Unit is eliminated

Units which pass their morale check are demoralized for the next round
of combat asin 17.5.2.

17.5.4 Units forced to retreat are placed in the “Retreat” box of the
combat card (unlessthereis no hex to retreat to — see 17.7)

17.55 Units which are eliminated are removed from the board and
returned to their Build Pool (elite units are removed permanently from
play — see 7.9.1).

17.5.6 +1, +2, +3: Each unit must make a morale check as above, but
with the dieroll modified by the specified amount.

17.6 Using the Combat Display

The Combat Display is provided to help resolve combat. After the total
morae modifiers are determined for each side, place each unit in the
appropriate” Current Moral €’ column. The printed moral e columns (from
0-8) should suffice for amost every conceivable circumstance; impro-
visation will be necessary on the rare occasions when a unit’s current
morale falls outside thisrange. Every time the Combat Results call for
units to be demoralized, simply shift them one column to the right.
Whenever a unit fails a morae check, place it in the “Retreat” box on
the Combat Display (exception: unitsinfortressesor unitswith nowhere
to retreat — see 17.7). Eliminated units are placed in the “Dead” box.

17.7 Retreats

17.7.1 Any time combat results require a unit to retreat, check to see
whether there isa possibleretreat hex:

a) Attacking unitsalways havearetreat hex — the hex from which
they attacked (exception: 17.7.7).

b) Defending unitsmay retreat to any adjacent, passable hex which
doesnot contain an enemy unit or city. Fleets may alwaysretreat to
an adjacent non-enemy seaArea or (in a battle between fleets at
sea) to an adjacent coastal hex. Units masked or besieged in a city
or fort can never retreat.

17.7.2 Units defending in a fortress are never forced to retreat. How-
ever, they may choose to retreat whenthey fail amoralecheck if thereis
aretreat hex available. Thus, unitsin afortress are never considered
‘unable to retreat’ (i.e. 17.4 is never applied to unitsin afortress), and
they are only removed from combat if they are eliminated.

17.7.3 If retreat ispossible, place the unit in the “ Retreat” box.

17.7.4 If unabletoretreat, unitsare not placed inthe “Retreat” box after
failling a morale check. Instead, demoralize them and make a second,
unmodified morale check at their current morale, If that does not imi-
nate them, they remain in place but with an additional demoralization
(for atotal of -2 for the round).

. .
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17.7.5 If all remaining unitsof aside arein the “ Retreat” box at theend
of acombat round, that player must retreat. If the attacker retreats, the
defender gets the victory for the battle and remains in the combat hex,
even if hisunitswere also all in the “Retreat” box. The attacker or de-
fender may also choose to voluntarily retreat at the end of a combat
round, the attacker deciding first (see 17.8).

17.7.6 If dl units on one side are eliminated, the other player wins if
any of hisunits areleft, even if they are al in the “Retreat” box.

17.7.7 Attacking unitsretreat to the hex from which they attacked, ex-
cept in the following specia cases:

i) If theattackers were storming apreviousy masked fortress, they
remain in the hex.

ii) If the attacking units landed directly from ships, they may re-
treat back to their ships or to an adjacent non-enemy coastal hex. If
the ships are eliminated and there isno coastal hex to retreat to, the
units cannot retrest (see 17.7.4).

17.7.8 For battlesat sea, retreat may be impossiblefor either the attack-
ing or defending units, in the following circumstances:

i) Unitscannot retreat (see 17.7.4) if there are no available coastal
hexes and no friendly non-enemy adjacent Sea Areas.

17.8 Voluntary Retreat/Break Off Attack

At the end of a combat round, the attacker and then the defender may
decideto retrest/break off the attack, if they have a possible retreat hex.
If either player does so, it must be with dl the units involved in the
battle,

17.9 Cavalry Pursuit

17.9.1 If either player retreats, voluntarily or not, the other receives an
additional special attack using only his cavalry units which have not
already been placed inthe“Retreat” box. Thiscavalry attack consists of
one round of combat only, and morale checks which do not eliminate
the defending units have no further effect. The combat results are not
applied to the attacking cavalry. The only morale modifier to units
defending against a cavalry pursuit is a penalty equal to the number of
rounds of combat fought (no terrain modifiersapply). Unitsnever roll at
lessthan O morale, however.

17.9.2 If theretreating player also has cavalry, the odds are calculated
using the ratio of attacking : defending cavalry. The combat results are
applied only to the defending cavalry.

17.9.3 If the retreating player has no cavalry, the odds are simply the
number of attacking cavalry to one, e.g. two cavalry would be 2-1, four
or more cavary would be 4-1. In this case, the combat results are ap-
plied to al the defending units.

17.10 Winning a Battle

The player who has possession of the combat hex at the end of combat
is considered the victor. Adjust Allegiance Levels as given in the Alle-
giance and Militance Level Adjustments Chart for the appropriate re-
gionsat thistime (see 13.4).

Example of Combat 1:

Round 1:
ComBaTt DispLAY
Current Morale
8 7 5 4 3 2 1 0 Retreat
Spartaw/ x1

Dead

Theoddsare 5-3, which roundsto 3-2. The Spartans qualify for thelight
troops odds shift because of their cavary, but the Athenians have no
light troops, so the odds are shifted one column inthe Spartan’sfavor, to
2-1. Neither side has any leadership modifiers, so the attack isrolled at
2-1. The Spartan player rolls a 4, giving aresult of ‘+1/M,” meaning a
+1 morale check for the attacker and a normal morale check for the
defender. The Spartan player makes his morale checks: all hisunitsare
base 5 morale + 0O modifier = 5 morale. So, on a 6, the unit will haveto
retreat, whileon al-5they will just be demoralized by one. Herollsfor
each unit, and one of hiscavary rollsa6 and is placed in the “ Retreat”
box. The remaining four units are demoralized by one, and are shifted
into the “4” column. The Athenian player makes his morale checks: al
his units are base 4 morale +2 modifier = 6 morale. Since the units will
only fail their morale check on a 7 or higher, none of them can fail a
normal morale check, but are all demoralized by shifting them into the
“5” column. The Spartan decides to continue attacking, and the Athe-
nians do not withdraw, so the battle continues.

Round 2:
ComBaTt DispLAY
Current Morale
8 7 6 4 3 2 1 0 Retreat
g "—| x3 :
Ba'mnasl; Boeotia5
Spartaw/ %| x1
Bocotla3 | Dead
Bl | X2
o }{ Ather]
e |

The odds are now 4-3, which rounds to 1-1, but the Spartans still have
one cavalry so they till get the light troops odds shift, and the attack is
rolled at 3-2. The Spartan player rollsa 3, giving aresult of ‘D/M.” The
Spartan player demoralizes al his units by moving them into the “3”
column. The Athenian player has to make a normal morale check: his
unitsarebase 4 morale+1 =5 morae. Now, his unitswill retreat on a 6.
Herollsfor eachunit: 2, 2, 6. Thethird hoplitefailsitsmoral e check and
isplaced in the “Retreat” box, and the other two are moved into the “4”
column. The Spartan opts to continue his attack, and the Athenian like-
wise declines to withdraw, so the battle continuesto athird round.

Round 3:

The Spartan player has astack of 3 Boeotian hoplites (morale5) and 2
Boeotian cavalry (morae5) witha*0’ leader (Macarius). These attack 3
Attican hoplitesin rough terrain, also led by a ‘0’ leader (Pericles ).
All the Spartan units are placed in the “5” column on the Combat Dis-
play; sincethe Athenians are defending in rough terrain, they receive a
+2 morale bonus and are placed in the* 6" column (see below).

ComBaTt DispLAy

Current Morale

Retreat

Ath x1
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The odds are now 4-2, which is 2-1, shifted to 3-1 because of the Spar-
tan light troops advantage. The Spartan player rolls a 2, giving results
‘M/+2. The Spartan player rolls anormal morale check: the current
morale of all hisunitsis 3. Now, if herolls a6, the unit will be eimi-
nated, on a4-5it will retreat, and on a 1-3 it will passthe morale check
and be demoralized by one. He rollsfor hishoplites: 3, 1, 6. Bad luck!

Thethird hopliteiseliminated, and placed in the* Dead” box. Herollsa
4 for his cavalry, which is higher than its morale, so it is placed in the
“Retreat” box. TheAthenian player rollsa+2 mora e check for hisunits,
which areat 4 morale: ona7 or higher, the unit will beeliminated, on a
5-6 it will retreat, and on a 1-4 it will be demoralized. He rolls for the
first hoplite: 5+ 2 =7 — theunit iseliminated. Herollsfor the second
hoplite: 3+2=5.Itfailsitsmoralecheck, andisplacedinthe“Retreat”

box. The Spartan player obviously chooses not to withdraw, since al

thesurviving Athenian unitsarein the” Retreat” box. The Athenian player
has no choice but to retreat histwo remaining units to an adjacent hex,

so the Spartan player takes possession of the battle hex andisawarded a
victory inthe region.

Example of Combat 2:

Two Spartan units find themselves in a bad situation while foraging in
the rough hex southwest of Lamiain Thessaly — the Athenians cut off
their avenues of retreat with two cavalry units to the north, and attack
from the south. The Spartans have a Phocian hoplite (morale 4) and a
Boeotian cavalry (morae 5). Their combat modifiers are -1 for forag-
ing, and +2 for defending in arough hex, for atota of +1 — the hoplite
is placed in the “5” column, the cavalry in the “6” column. The Athe-
nians attack with 3 Attican hoplites (morae 4) and 2 light infantry (mo-
rale3). Their moraleisunmodified so they areplaced inthe“4” and*“ 3"
columns, respectively.

Round 1.

ComBAT DispLAY

Current Morale
3 2 1 0

Retreat

reat

X3

7| X2
Antica 3-|

The odds are 5-2, which roundsto 2-1. Both sideshave“0” leaders, so
thereare no leadership shifts. Both sides also qualify for the light troops
odds shift, but since the Athenians have more light troops, the odds are
shifted in their favor to 3-1. The Athenian player rolls a 1, giving the
result ‘D/+2.” TheAthenian unitsare demoralized by shifting them into
the“3” and “2” columns. The Spartan player rolls a +2 morae check:
the hoplite has base morale 4 +1 modifier = 5morae. Herollsa4 +2 =
6, so the hoplitefailsits morale check. Normally, it would be placed in
the “Retreat” box, but since the Spartans have no open retreat hex, the
hoplite is demoralized to the “4” column, and rolls a second, unmodi-
fied morale check. The Spartan rollsa’5 — sinceitscurrent moraleis 4,
this does not eliminate it (which would only occur on a 7 or higher,
impossible for a normal morale check). So, it isdemoralized again and
moved into the “3” column. The Boeotian cavalry, in the “6” column,
will only fail itsmorale check ona7 or 8. However, itrollsa2 + 2 =4,
S0 it passes and is moved into the “5” column. The Athenian player
continues his attack, and since the Spartans are unable to retreat, the
battle continues.

Dead

Round 2:
ComBaTt DispLAy

Current Morale
3 2 1 0

5;; Ix1 ‘ ‘
Phofocd
|

et | |

Retreat

x1 p-
S and e |
Py
=y

— X1

e

| | |
No units have retreated, so the odds remain 3-1. The Athenian player
rollsa3, giving aresult of ‘M/+1.” TheAthenian player makesanormal
morale check. The 3hoplitesare at 3 morale: herollsb5, 3, 2— thefirst
retreats, the others are demoralized and shifted to the “2” column. The
light infantry are at 2 morale: herolls5, 4 — thefirstis eliminated, the
second retreats. The Spartan player makes a+1 moralecheck. Herollsa
5+1 = 6 for the hoplite, whose current moraleis 3; it iseliminated. The
cavalry current morale is5. Herollsa5 +1 = 6 — the cavalry would
normally retreat, but sinceit is unableto, it is demoralized to 4 morae
and makes another morale check. The cavary rolls a 1 for its second
morale check, so it survives and is moved into the “3” column. The
Athenian player continues to attack, and the battle movesto round 3.

Round 3:

ComBaTt DispLAY

Current Morale

The Athenians have 2 hoplites|eft, while only the Boeotian cavalry re-
mains on the Spartan side. The odds are therefore 2-1 with no shifts.
The Athenian player rolls a 5, giving the result ‘M/D.” The Athenian
player makesanormal morale check for histwo hoplites, whose current
morale is 2. Herolls 3, 5 — the first retreats, the second is eiminated.
The Spartan player ssimply demoralizes his cavalry unit to the “2" col-
umn. TheAthenians must withdraw, since all their surviving unitsarein
the “Retreat” box, and the Spartan cavalry can even make a “Cavdry
Pursuit” attack on the unfortunate Athenians.

Cavalry Pursuit:

-3for 3 Round Battle

Roll 3,6 Roll 2
G
%}?‘? Hticn Aica 3
Eliminate Escape

The Athenians have no cavalry, so the Spartan player rolls his attack at
1-1 since he has one cavalry. Herolls a 3, which is aresult of ‘M/M.’
Only the defender’s results apply in a cavalry pursuit, so the Athenian
rollsanormal morale check for al the units, at amorale modifier of -3,
since the battle lasted 3 rounds. He rolls 3 and 6 for the two hoplites
(morae4 - 3= 1), which eliminates the second unit. Herollsa 2 for the
light infantry, which does not eliminate it, so the Athenians escape with
one hoplite and one light infantry. Since three Athenian units were de-
stroyed, the Spartansgain adecisive victory, and the Athenianscan only
wonder how their apparent “sure thing” turned into such a disaster.
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18.0 ATTACKING CITIES & FORTS

18.1 Anattack on acity or fort is conducted in most respects like other
battles as outlined in section 17.0. However, there are a number of im-
portant differences, which are explained in this section.

18.2 When the attacker moves his unitsinto a hex containing acity or
fort, the defender must state which of his units (if any) are outside the
city or fort and which are inside.

a) If defending unitsremain outside, normal combat will take place
between those units and the attackers. The defender has the option
of retreating into the city or fort, or to an adjacent hex. If the at-
tacker wins, he may immediately (in the same campaign turn) at-
tack thecity or fort, or he can mask it and remain in the same hex.

b) If al defenders are inside the city/fort, the attacker has the op-
tion of attacking it or masking it (see 10.2).

18.3 City Garrisons

18.3.1 All cities, whether walled or unwalled, have an inherent garrison
which will defend it from attack.

18.3.2 The garrison only fights in a battle if there are no other units
present in the city.

18.3.3 The garrison has no counter of its own, but is considered to be a
single unit with base morale of 3 for combat purposes. The garrison
receives the same mora e bonus from the city as any other unit.

18.34 If agarrison is “eliminated” in combat, the attacker wins and
occupies the city. Garrisons do not count as eliminated units for pur-
poses of AL/ML Adjustments.

18.35 Forts have no garrison. If unoccupied, they have no effect on
Areadetermination, and may be entered freely by either player’s units.

18.4 Citiesthat are not ports may not be attacked or entered by fleets,
although they may be in coastal hexes.

18.5 Other than this, an attack on an unwalled city is conducted exactly
as described in section 17.0. An attack on afortress— afort or any size
walled city — has severa additional specia considerations.

18.6 Fortresses

18.6.1 Fortsand walled cities are considered fortresses. The chief ben-
efit of fortressesisthat units defending them do not have to retreat due
to failing a morae check, or from reaching O morale due to combat
demoralization. Fortresses a so give moral e bonusesto unitsinside them,
aslistedin 17.4.4.

18.6.2 Any number of units may stack inside a fortress, but no more
than two may defend the walls during a battle. The units that begin a
battle cannot be replaced or rotated during the battle, but must stay on
thewalsuntil they are eliminated or win the battle (see 18.6.5).

18.6.3 Cavalry in a Fortress Battle: Cavalry units are subject to the
following restriction when attacking or defending a fortress:

a) Cavalry unitsin the force attacking a fortress may not partici-
pate directly in the battle (they do not count towards the attacker’s
odds, and are not affected by combat results), athough if they are
included in the attacking stack they may join in an attack on re-
maining unitsif thefortressisbreached (see 18.6.5).

b) Cavalry units defending a fortress have a -2 morale penalty.
Otherwise they participate in the battle normally.

18.6.4 Units assaulting or defending a fortress do not gain the odds
shift for light infantry/cavalry.

18.6.5 BreachingaFortress: If al unitsdefending the wallsare elimi-
nated in around of combat, the walls are breached and the subsequent
rounds (if additional units remain in the city) are fought as if the hex
werenot afortress. Thus, in acity hex, all unitsinthe city would defend
using only theunfortified city moral e bonus. Units defending abreached
fort use the unfortified small city morale bonus. Units defending a

breached fortress are no longer immune to retreats, and units forced to
retreat from a masked, breached fortress must undergo an additional
morale check as outlined above in 17.7 (since they have no available
retreat hex).

Example of Attacking a Fortress:

Three Boeotian hoplites with a“1” leader attack Piraeus, which is de-
fended only by itsinherent garrison. The Spartan units are placed in the
“5” column. The Athenian garrison receives a +2 fortress bonus for a
medium city, plus an additional +1 Long Wallsbonus, and is placed in
the*6” column.

Round 1.
ComBAT DispLAY
Current Morale
8 7 5 4 3 2 1 0 Retreat
o o
Spartaw/ :"%fr'

Dead

Athens

The odds are 3-1, shifted to 4-1 due to the Spartan leader. The Spartan
player rollsa6, giving aresult of “D/M.” The Spartan units are demor-
alized, and moved into the*4” column. The Athenian unit must make a
normal moralecheck. Itscurrent moraleis6. It cannot fail its check, and
issimply demoralized by moving it into the“5” column. The Boeotians
choose to continue their attack, and since the garrison cannot withdraw,
the battle continues.

Round 2:
ComBAT DispLAY
Current Morale
8 7 6 5 4 3 2 1 0 Retreat
el | X2
Sparttaw/ o x1

Dead

x

X1

!g | } Athens
The odds are still 4-1. The Spartan player rolls a 4, giving a result of
“M/+1.” The Spartan unitsmakeanormal moralecheck at their current
morale of 4. Thethree hoplitesroll 2, 2, 5— thefirst two pass, the third
fails and is placed in the “Retreat” box. The two remaining units are
demoralized into the “3” column. The garrison must make a+1 morae
check at itscurrent 5morale. Sinceitisin afortress, it isimmuneto any
retreat results, soit isonly affected if it iseliminated by an 8 or higher.
Theunit cannot roll an 8 on a+1 moralecheck, soitisdemoraized into
the®4” column. The Spartan player is starting to get worried about the
low morale of hisunits, but decides to try one more assault.

Round 3:

ComBat DispLAY

Current Morale
0 Retreat

L]

Bodatia 5

Dead

Theodds arenow 2-1 shiftedto 3-1. The Spartan player rollsa3, giving
aresult of “M/+1.” The two Boeotian hoplites must make a normal
morale check: their current moraleis 3. They roll 1 and 5 — the first

. .
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passes, the second retreats. The remaining hopliteismoved intothe* 2"
column. The Athenian garrison must make another +1 moral e check. Its
moraeisnow 4, and will beeliminatedif itrollsa6 (+1=7, whichis3
higher than its current morale). The garrison rolls a 1, however, and is
merely demoralized to the“ 3" column. The Spartan player decides that
wisdom is the better part of valor, and bresks off the attack. He moves
his units back to the hex from which they attacked, and the Athenian
player gets avictory inAttica

19.0 SICILY

19.1 The Sicily Box may be entered either from the coastal waters of
Corcyra or from the North lonian deep searegion. Units are placed in
the“In Sicily” box when they enter.

19.2 On subsequent turns, they may be placed inthe “Leaving Sicily”
box during the Place Units phase of the Seasona Turn (stage B), from
where they must move back into either the North lonian Sea or the
Corcyran coastal seaArea during the following campaign turn.

19.3 Unitsdo not have to be supplied while they are inthe “In Sicily”
box — thisis essentially the Force Pool for Sicily. However, they must
be supplied from the treasury the turn they are placed in the “Leaving
Sicily” box.

19.4 Units may freely enter and exit Sicily, subject to the restrictions
above, unless a Sicilian Expedition Escalation card is active. Unitsin
Sicily, and those that enter on following turns, must remain in Sicily
until a Sicilian Expedition Resolution card is played. After that, only
the victor may move unitsinto Sicily, although both players’ units may
exit Sicily at any time.

19.5 Combat never occurs in Sicily. Both players may have unitsin
Sicily at the sametime.

20.0 PEACE

20.1 Peace can be signed between the warring factions one or more
times during the course of a scenario. This does not necessarily mean
the game has ended; if neither side has fulfilled its victory conditions,
the peace will be only atemporary armistice. Peace can come about in
two ways:

a) Successful play of a Peace Event Card (see Appendix C).

b) Mutual agreement by all playersat any time during a Seasonal
Turn.

20.2 Effectsof peace

Check the victory conditions given in the scenario. If either side has
fulfilled the conditionsfor decisive or marginal victory, thegameisover.
If theresult is stalemate, however, the current peaceis only temporary.
Until the start of the next year following the signing of peace (i.e. a
minimum of 1 Season), the following restrictions are in effect:

» All sieges must be ended (this does not count as avictory for the
defender).

 All units must exit enemy regions. Unitsthat still remaininanen-
emy region in the season following the activation of a Peace card
are placed in the Build Poals (although there isno ML penalty for
eliminated units).

» Enemy regions cannot be entered.
* Fleetsmay not beintercepted.
* No battles may be fought.

* No Event Cards may be played (except those which say “Play Im-
mediately”).

Aslong as peace continues, no Seasonal AL/ML adjustments are made.
At the end of each year of peace, thefollowing AL/ML adjustments are
made:

+1 ML for all regions

Roll for every region that contains at |east one leader, modified by
+1 for each extra leader present (e.g. +2 for aregion with 3 lead-

ers):

Dieroll AL Adjustment
1-2 +0AL

35 +1 AL

6-7 +2 AL

8+ +3AL

20.3 Ending peace

Beginning the year after the peace was signed, the aboverestrictionsare
no longer in effect. Peace continues, however, until either player suc-
cessfully makes a Grievance Roll. A player isentitled to make a Griev-
ance Roll during the Event Card phase of any Seasona Turn following
aseason inwhich any of the above restrictions are violated by the other
player. The Grievance Roll ismodified as given below. On a6 or higher,
the Grievance Roll issuccessful: al friendly regionsreceive +1AL and
+1 ML adjustments, openwar immediately resumes, and the Peace Card
isdiscarded.

Moadifiersto Grievance Rall: +1 for each grievancethat hasoccurredin
the previous Season only (grievances may not be saved up). Note that
not every violation (which alows a Grievance Roll) counts as a griev-
ance.
Each of the following counts as 1 grievance:
 abattleontheterritory of afriendly region
* enemy home troops (Attica/Laconia) involved in such abattle
« afriendly city besieged or captured (including those which are re-
volting in an enemy region)
 anaval battleinvolving an enemy home fleet
» destruction of acity (1 grievance per city size, so destroying alarge
city givesa +3to the Grievance Rall)

21.0 VICTORY CONDITIONS

21.1 The game ends immediately if either player’s capitd is captured
(also Thebes and Corinth in the 3 and 4 player scenarios). The game
alsoendsif aplayer’shomeregion (Atticaor Laconia, plusBoeotiaand
Corinth with 3 and 4 players) becomes controlled by the enemy. Either
of theseresultsin a decisive victory for the enemy.

21.2 Additional victory conditions are specified in the different Sce-
narios.
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[11. SCENARIOS

22.0 THE ARGIVE LEAGUE SCENARIO

22.1 This scenario may be used as an introduction to THE EPIC OF
THE PELOPONNESIAN WAR. It is played on only part of the map,
and uses asimplified version of theturn inorder to allow new playersto
familiarize themsel ves with the basi cs of the game before having to worry
about the greater complexity of the complete game.

22.2 Set Up
22.2.1 Spartan player: Place units and markers as follows:

Region AL ML BTV multiplier
Laconia 20 20 X2
Arcadia 5 9 x1
Achaea 0 8 x1
Corinth 4 8 X2
Epidaurus 6 8 x1
Megarid 15 14 X2
Boeotia 18 12 X2
ForcePools
Region #unit type mor ale
Laconia 4 e. hoplite 6
3 hoplite 5
1fleet 3
Arcadia 3 hoplite 5
Achaea 1 hoplite 5
Corinth 5 hoplite 4
Epidaurus 2 hoplite 5
Megarid 2 hoplite 4
Boeotia 7 hoplite 5
3cavary 5
3light infantry 3
On map
Spartacontrols Lepreum in Elis
Leaders

Three Spartan |eaders begin the game on the map:
Gylippus, Agisin Sparta
Ramphiasin Thebes

Astyochus, Clearchus, and Dercyllidas begin the game in Spartan
L eader Pool.

Treasury
The Spartan Treasury begins the game with 22 talents.
22.2.2 Athenian player: Place units and markers as follows:

Region AL ML BTV Multiplier
Attica 20 20 X2
Argolid 10 8 X2
Elis 4 10 X2
Athenian Empire — — x1
Force Pools
Region #unit type mor ale
Attica 3 hoplite 4
4elitefleet 6
2 cavary 4
2 light infantry 3
Argolid 1e hoplite 6
6 hoplite 4
Elis 3 hoplite 5

On map
Athens controls Nisaea in Megara, Mantineain Arcadia

Fort, base in Laconia— in the rough coastal hex 2 hexes north of
Methone

1Atticalight infantry infort
1Atticahoplitein Nisaea
Leaders
Three Athenian |eaders begin the game on the mayp:
Demosthenes, Nicostratus in Athens
Alcibiadesin Argos

Eurymedon, L amachus, and Nicias begin the game in the Athenian
L eader Pool.

Treasury
The Athenian Treasury begins the game with 22 talents.

22.3 Scenario Length

The Scenario runsfor four years. It beginswith Spring of 419 and ends
with Winter 416.

22.4 Special Rules

22.4.1 The"Argive League’ scenario uses asimplified Turn Sequence.
Thereisno Build Phase, so al units are permanently removed from the
game when eliminated. No Event Cards are used.

Yearly Start Phase:
1) Check regionsfor change of control

2) Tribute phase: Playersdo not change tribute values or roll for
cities. Simply collect the given Tribute value from controlled re-
gions (minus enemy-held cities)

3) Remove“Raided” markersfrom map

Four Seasonal Turns (Spring, Summer, Fall, Winter) each broken
down as follows:

a) Place unitsfrom ForcePool onto map, and/or remove units
from map to Force Pool

b) Supply units

¢) Resolvesieges

d) Apply seasonal AL/ML adjustments

€) Three Campaign Turns, each broken down asfollows:
i) Raiding
i) Movement and combat

4) When Winter turnis complete, begin a new year with step (1)
of the Yearly Start Phase.

The Athenian player aways moves first, regardless of number of re-
gions controlled.

22.4.2 Units may not enter regions not in play, except:

a) Athens may land and supply troops in Zacynthus (W. Isles) and
Naupactus (Aetolia)

b) Athens may use Corcyra (W. Isles) asa supply source

22.4.3 Only 3 leaders are used at one time, rather than 6 asin the nor-
mal game. If theleadersin the Leader Poolsrun out, reuse “0-0" leaders
as necessary.

22.4.4 The Athenians collect 15 talents +die roll for tribute from the
Empire.

22.4.5 During the Place Units phase of the Seasonal Turn, the Athenian
player may place up to 3 bases during the course of the scenario any-
where he has aunit or afriendly city. Bases may not be removed once
they are placed.

. .
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22,5 Victory Conditions

Thevictor is determined by the number of regions the Athenian player
controls at the end of the scenario:
Type of victory Number of Athenian controlled regions
Athenian decisive victory
Athenian victory
Spartan victory
Spartan decisive victory

22.6 Historical Background

The Peloponnesian War began in 431 BC and finally ended inAthenian
defeat in 404, but full-scale fighting did not rage for this entire time.
Thewar isusually divided into three periods: “ The Archidamian War,”
from 431-421, during which the two combatants futilely battered each
other until an uneasy peace was arranged, named after the Spartan king
Archidamus, “ The Peace of Nicias,” from 421-414, named for the chief
Athenian supporter of the treaty with Sparta; and “The lonian War,”
from 414-404, so-called because when open war resumed, itsmain fo-
cus shifted from mainland Greece to the lonian islands and Asia Minor
coastline.

TheArgive League Scenario takes place during the “Peace” of Nicias,
when Athensand Spartawere formally at peace. Following thetreaty in
421, however, relations between the two camps quickly deteriorated.
Several of Sparta's dlies, notably Boeotia and Corinth, refused to sign
the peace treaty, and Sparta was unable to get them to comply to its
terms. The Athenians were particularly incensed by Sparta's failure to
return Amphipolis to them. The way in which the Boectians surren-
dered an Athenianfrontier fortresstypified the actions of Sparta sallies:
they demolished it before handing it over to Athens, claiming that they
had fulfilled the terms of the treaty because it could no longer be used
by any power hostileto Athens.

It is against this background that Alcibiades, a rising young Athenian
politician, invited ambassadors from Argos to Athens to discuss form-
ing analliance. A Ten-Year Peace between Argos and Sparta, rivalssince
ancient times, was due to expire, and the Argives had aready begun
exploring the possibility of replacing Spartan leadership in the
Pel oponnese with anew “Argive League.” Asaresult of these negotia
tions, a defensive alliance between Athens, Argos, Elis, and Mantinea
was concluded in 420. The Spartans recognized this nascent L eague as
a direct threat to themselves, and prepared to destroy the Argive
pretentions beforethey stripped any more citiesfrom the Pel oponnesian
League.

The limited Athenian force pool in this scenario representsthe level of
effort Athens was willing to devote to supporting Argos. The Athenians
had never been interested in fighting a climactic hoplite battle with the
Spartans, but saw the Argive League as a chance to possibly destroy
Sparta without having to do much of the fighting themselves. Histori-
caly, thefate of theArgive L eague was decided at the battle of Mantinea
in418, when theArgivesand their alliesmarched against Tegeaand the
Spartan army came to its rescue. Although the Spartans won the battle,
and shortly thereafter forced Argosto renounceitsalliancewith Athens,
the Athenian plan had come very close to success.

PNWA

23.0 CAMPAIGN GAME

23.1 The Campaign Game is the entire Peloponnesian War. It can be
lengthy to play, but it allows players to explorethe full range of strate-
giesavailable to both sides.

23.2 Set Up

23.2.1 ForcePoolsand Build Pools: Set uptheunitsfor all 26 regions,
Persig, and Sicily inthe Force Pool & Build Pool boxes around the edges
of the map. The units that go in these boxes areForce Pool and Build
Pool tables on the back (page 36) of this rulebook.

23.2.2 Leaders: Place the following leaders in the Attica Force Pool:
Pericles, Phormio, Nicias, Paches, Eurymedon, Nicostratus.

Place the following leaders in the Laconia Force Pool: Archidamus,
Ramphias, Alcidas, Eurylochus.

Two Spartan | eaders begin the game on the map: Xenocleidesin Corinth,
and Diemporus in Thebes.

Place all remaining leaders face down in the appropriate L eader Pools.

23.2.3 Regions:
Athens controlsthefollowing regions:
Region AL ML BTV Multiplier
Attica 20 20 x1 for al regions
Euboea 13 7
Acarnania 7 8
WesternIslands 8 7
Macedon 2 7
Thrace 4 8
Chalcidice 2 7
Thessaly 6 8
Hellespont 8 8
L esbos 3 9
Chios 4 8
Samos 12 9
Rhodes 6 8
Aegeanldands 19 10
Argolid 3 8
Sparta controlsthefollowing regions:
Region AL ML BTV Multiplier
Laconia 20 20 x1 for al regions
Achaea 4 6
Elis 6 8
Arcadia 10 8
Corinth 20 16
Epidaurus 13 10
Megarid 7 10
Boeotia 12 12
Phocis/Locris 6 8
Aetdlia 5 7
Epirus 8 6

Argolid begins the game neutral. No tribute is collected from Argolid,
and no units may enter Argolid until it is activated by the Argos Ends
Neutrality Event Card. Allegiance and Militance Adjustments which
affect all regions do affect Argolid, however, so the Athenian player
should keep track of Argolid'slevelson his Regional Information Sheet
while Argos is neutral.

23.24 Treasuries: The Athenian Treasury contains 230 points at the
start of the game. The Spartan Treasury starts with 20 points.

23.25 On theMap:
Place an “Athens’ marker on Naupactus (in Phocig/Locris).
Place“ Sparta” markers on Anactorium and Oeniadae (in Acarnania).

Pace”Revolt” markerson Plataea (in Boeotia), Potidaea(in Chal cidice),
Theraand Melos (in Aegean Idands).

Athenian bases: Piraeus (inAttica), Naupactus, Amphipolis(in Thrace)
Spartan bases: Gytheum (in Laconia), Cyllene (in Elis)
23.2.6 Event Cards:
Remove the following cards from the deck and set aside:
* Peace Embassy
 Carthage Invades Sicily
» Argos Ends Neutrality
* Allied Dissent (not used in 2-player scenarios)

Optional: The Plague in Athens card may be removed permanently
from the deck on the agreement of both players. This random event has

. .
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the potentia to severely decimate the available Athenian forces, and
some players may wish to play without it.
23.3 Scenario Length

The Campaign Game has no set number of turns. It begins with Spring
431 and continues until one of the following ends the game:

a) Athensor Spartaiscaptured.
b) Atticaor Laconiaswitchessides.

¢) A Peace Embassy Event Card endsthe game. Usethefollowing
modifiersin addition to those given on the card.

Additional Peace Embassy M odifiers

If played on Athens:
For each of thefollowing controlled by Sparta:

Euboea, Thrace, Hellespont, Chalcidice +1
If al four of these regions Athenian controlled -1
If played on Sparta:
For each of thefollowing controlled by Athens:
Corinth, Elis, Arcadia, Megarid +1
If al four of these regions Spartan controlled -1

The game may also be ended my mutual agreement at any time.

23.4 Special Rules

The Event Cards which were removed from the deck at the start of the
game should be added to the deck after the first deck has been played
through.

After first deck add:
» Peace Embassy
» Carthage Invades Sicily
» Argos Ends Neutrality

23.5 Victory Conditions

If the Spartans capture Athens or take control of Attica, they win deci-
sively. If the Athenians capture Sparta or take control of Laconia, they
win decisively. Otherwise, victory is determined by adding up the Base
Tribute Va ues of the regions controlled by Athenswhen the game ends:

Total Athenian Base Tribute Value

Athenian decisive victory more than 40
Athenian victory 33-39
Stalemate 26-32
Spartan victory 17-25
Spartan decisive victory lessthan 17

24.0 THREE-PLAYER CAMPAIGN GAME

24.1 The campaign game can be played with three players: Athens,
Sparta and Thebes. The addition of the Theban player brings out the
divisions on the Peloponnesian side, and the problems that came with
the loose alliance against Athens.

242 Set Up

Follow the guidelines given in the regular Campaign Game for all as-
pects of the scenario unless specified otherwise here.

24.2.1 ForcePoolsand Build Pools: Sameasregular Campaign Game.

24.2.2 Leaders: Spartan player can have a maximum of 4 leaders in
play a the same time. The Theban player uses 3 leaders a atime. The
Athenian player still usesthenormal 6. The Theban and Spartan players
draw replacement leaders from the same L eader Pool. The counters are
the same col or, but since the players each have al eader Card, no confu-
sion should result.

» Athenian leaders: same as theregular Campaign Game.

» Theban leaders: place Pagondas, Diemporus, and Arianthides in
Boeotia Force Pool.

» Spartan leaders. place Archidamus, Alcidas and Eurylochus in
Laconia Force Pool. Place Xenocleides in Corinth.

24.2.3 Regions: Athens controls the same regions as the regular Cam-
paign Game.

Sparta controlsthefollowing regions:

Region AL ML BTV Multiplier
Laconia 20 20 x1 al regions
Achaea 4 6
Elis 6 8
Arcadia 10 8
Corinth 20 16
Epidaurus 13 10
Epirus 8 6

Boeotia controlsthefollowing regions:
Region AL ML BTV Multiplier
Megarid 7 10 x1 al regions
Boeotia 12 12
Phocis/Locris 6 8
Aetdlia 5 7

24.2.4 Treasuries. The Athenian Treasury contains 230 talents at the
start of thegame. The Spartan Treasury startswith 14 talents. The Theban
treasury starts with 8 talents.

24.3 Control of regions: When a region changes from Athenian to
Pel oponnesian control, the player who controls the region (Thebes or
Sparta) is determined as listed below. These are ranked in order of pre-
cedence; if (1) doesnot apply or isinconclusive, movedown to (2), etc.
A player may, however, voluntarily abdicate control to his ally at the
timethe region isfirst taken over.

1) Theplayer with the most unitsin the region takes control. This
appliestoindividua units, as well as to all troops under afriendly
leader’s command, even if al the units with the leader do not be-
long to the same player.

2) The player with the most adjacent regions takes control. Adja
cent regions are regions with common land borders. Aegean Isles
and Western Isles are not adjacent to any regions.

3) The player who controls the fewest number of regions takes
control.

4) Control isdetermined randomly.

24.4 Turn Order

The turn order is determined as given in 3.3; the total Peloponnesian
League regions are compared to Athenian-controlled regions to deter-
mine whether Athens movesfirst or last. The Spartan and Theban play-
ers move simultaneously in the same turn; in cases where precedenceis
necessary, Spartamoves first unless Thebes controls more regions.

245 Spartan & Theban Alliance Rules

Thetwo Peloponnesian L eague playersare considered allied by default.
They may never attack each other’sunits or cities. They may treat each
other’sunitsand citiesas friendly for al purposes, unless a player for-
bidsit in aspecific instance:

* Spartan units may stack with Theban units and vice-versa

» All units stacked with a leader move with that leader, including
allied units. In order to regain control of unitswiththeally’sleader,
a player must move one of his own leaders into the hex with the
units. This does not apply to units stacked in fortifications, which
may freely move away (subject to stacking rules).

» Each player must supply all unitsunder hiscontrol, including units
belonging to the other player (although he may supply his units
first if his Treasury isrunning out).

» Both Peloponnesian L eague players may use the other’s cities and
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bases as supply links and sources, unless forbidden by their ally.
Similarly, the two alied players Aress are considered mutually
friendly unless specified otherwise.

* Spartan and Theban units may not raid from each other’s regions.

 Spartan and Theban units may only forage out of their aly’s re-
gions if both players treasuries are empty. If only the owning
player’s treasury is empty, units in allied regions must either be
supplied by the other player, or be eliminated. Units may freely
forage out of their own regionsif their treasury is empty, of course
(normal foraging rulesfor friendly regions).

 Sparta and Thebes may transfer talents to the other player’s trea
sury a any time.

24.6 Event Cards

The Peloponnesian L eague players each may hold a maximum of three
Event Cards, instead of the normal five. Cards specifying “ Sparta’ ap-
ply to either Peloponnesian L eague player. Peloponnesian L eague play-
ersmay freely exchange Event Cards at any time.

Follow the directions given in the regular Campaign Game for setting
up the deck, with one exception: all Allied Unrest cards should be
removed from the deck and replaced with Allied Dissent cards.

24.7 Scenario Length

24.7.1 Like the regular Campaign Game, the three-player Campaign
Game has no set number of turns. The game ends when any of the fol-
lowing occur:

1) Athens, Thebes, or Spartais captured.
2) Attica, Boectia, or Laconia switches sides.

3) A Peace Embassy card is successful. Use the following modifi-
erstotheroll in addition to those given on the card:

24.7.2 Additional Peace Embassy Modifiers

Peaceis declaredif any player makes asuccessful Peaceroll. TheAthe-
nian player make force either Sparta or Thebes to roll, but not both in
the same Season.

Athens:
For each of thefollowing controlled by the
Pel oponnesian L eague:

Euboea, Thrace, Hellespont, Chalcidice +1
If al four of these regions Athenian controlled -1
Sparta:
For each of thefollowing controlled by Athens:
Corinth, Elis, Arcadia, Megarid +1
All four of these regions controlled by Pelop. League -1
Sparta controls fewer regions than Thebes +1
Thebes:
Phocig/L ocris controlled by Athens +1
For each Boeotian city held by Athens +1

Megarid, Corinth, Arcadia al controlled by Pelop. League -1
Thebes controls more regions than Sparta +1

24.8 Victory Conditions
To determine the winner, follow these steps in order:

1) If the Athenians capture Sparta or Thebes, or take control of
Boeotia or Laconia, they win decisively.

2) If either Peloponnesian League player captures Athens or takes
control of Attica, check thevictory conditionsfor the Peloponnesian
League given below. I ncludeAttica’'s Base Tribute Val ue to the player
who captured Athens.

3) Otherwise, check Athenian victory conditions by totaling the
Base Tribute Va ues of Athenian-controlled regions:

Athenian decisive victory more than 40

Athenian victory 33-39

If total Athenian BTV meets either of these requirement, the Athe-
nian player wins.
4) Check for stalemate:

Stalemate Athenian BTV 26-32

5) If neither (3) nor (4) apply, Athens loses. Check victory condi-
tions for the Peloponnesian League players by totaling the Base
Tribute Values of the regions they each control. Note that these are
irrelevant if either (3) or (4) apply; the Peloponnesian L eague play-
ers victory conditions apply only if Athens loses.

Theban victory conditions:

Decisive victory 12 or more

Victory 811
Spartan victory conditions:

Decisive victory 22 or more

Victory 15-21

25.0 FOUR-PLAYER CAMPAIGN GAME

25.1 Thefour-player campai gn game adds Corinth to the Peloponnesian
Leagueside. Follow therulesgivenfor thethree-player campaign game
with the following changes and additions.

25.2 Set Up
25.2.1 Leaders:

» Spartauses4leadersasinthethree-player game. Thebesand Corinth
each use 3 |leaders.

» Theban leaders. place Pagondas, Diemporus, and Arianthides in
Boeotia Force Pool.

» Spartan leaders: place Archidamus, Alcidas, Eurylochus, and
Ramphiasin Laconia Force Pool.

» Corinthian leaders. place Cnemus, Aristeus, and Xenocleides in
Corinth Force Pool.

25.2.2 Regions:

Sparta controlsthefollowing regions:
Region AL ML BTV Multiplier
Laconia 20 20 x1 al regions
Elis 6 8
Arcadia 10 8
Epidaurus 13 10

Boeotia controlsthefollowing regions:
Region AL ML BTV Multiplier
Megarid 7 10 x1 al regions
Boeotia 12 12
Phocis/Locris 6 8
Aetdlia 5 7

Corinth controlsthefollowing regions:
Region AL ML BTV Multiplier
Achaea 4 6 x1 al regions
Corinth 20 16
Epirus 8 6

25.2.3 Treasuries. The Spartan Treasury starts with 8 talents. The
Theban treasury starts with 8 talents. The Corinthian Treasury starts
with 6 talents.

25.3 Scenario Length

25.3.1 The game ends when any of the following occur:
a) Athens, Thebes, Corinth or Spartais captured.
b) Attica, Boeotia, Corinth or Laconia switches sides.

¢) A Peace Embassy card is successful. Use the following modifi-
erstotheroll in addition to those given on the card:
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25.3.2 Additional Peace Embassy Modifiers: 26.0 ARCHIDAMIAN WAR SCENARIO
Athens:

For each of thefollowing controlled by the
Pel oponnesian L eague:

Euboea, Thrace, Hellespont, Chalcidice +1
If al four of these regions Athenian controlled -1
Sparta:
For each of thefollowing controlled by Athens:
Elis, Arcadia, Megarid +1

All three of these regions controlled by Pelop. League -1

Sparta controls fewer regions than Thebes +1

Sparta controls fewer regions than Corinth +1
Corinth:

Athens controls no port touching the two seaAreas

west of Corinth +1

For each Corinthian city held by Athens +2

Arcadia controlled by Pelop. League -1

Megarid controlled by Pelop. League -1

Corinth controls more regions than Sparta +1
Thebes:

Phocig/L ocris controll ed by Athens +1

For each Boeotian city held by Athens +1

Megarid and Arcadia both controlled by Pelop. League -1
Thebes controls more regions than Sparta +1

25.4 Victory Conditions
To determine the winner, fol low these stepsin order:

1) If the Athenians capture Sparta, Corinth or Thebes, or take con-
trol of Boeotia, Corinth or Laconia, they win decisively.

2) If one of the Peloponnesian League players captures Athens or
takes control of Attica, check the victory conditions for the
Pel oponnesian L eague given below. Include Attica's Base Tribute
Valueto the player who captured Athens.

3) Otherwise, check Athenian victory conditions by totaling the
Base Tribute Va ues of Athenian-controlled regions:

Athenian decisive victory more than 40

Athenian victory 33-39

If total Athenian BTV meets either of these requirement, the Athe-
nian player wins.
4) Check for stalemate:

Stalemate Athenian BTV 26-32

5) If neither (3) nor (4) apply, Athens loses. Check victory condi-
tions for the Peloponnesian League players by totaling the Base
Tribute Values of the regions they each control. Note that these are
irrelevant if either (3) or (4) apply; the Peloponnesian L eague play-
ers victory conditions apply only if Athens loses.

Theban victory conditions:

Decisive victory 12 or more

Victory 811
Corinthian victory conditions:

Decisive victory 8 or more

Victory 6-7
Spartan victory conditions:

Decisive victory 18 or more

Victory 12-17

26.1 Thisscenario representsthefirst part of the war up to the Peace of
Nicias. When the war began, both Athens and Sparta were confident
that they could win the war within afew years. Ten years later, the war
had gone very differently from what had been expected. The combina
tion of aseries of Athenian reverses and Spartan war-wearinessinduced
thewarring partiesto sign a peacetreaty in early 421. Thisamounted to
little more than an armistice, however, and within months open hogtilites
resumed (see the Argive League scenario).

26.2 Set Up

Follow the guidelines given in the regular Campaign Game for all as-
pects of the scenario unless specified otherwise here.

26.2.1 ForcePoolsand Build Pools: Sameasregular Campaign Game.
26.2.2 Leaders: Sameas regular Campaign Game.
26.2.3 Regions: Same as regular Campaign Game, with two changes:

AL ML
Attica 15 15
Laconia 15 15

Notethat Argolidisneutral for the entire scenario, so thereisno need to
keep track of itsAL or ML.

26.2.4 Treasuries: Same as regular Campaign Game.
26.2.5 On theMap: Same as regular Campaign Game
26.2.6 Event Cards. Remove the following cards from the deck:
* Sicilian Expedition Escalation
* Sicilian Expedition Resolution
» Carthage Invades Sicily
» Argos Ends Neutrality
* Allied Dissent

» Optional: The Plague in Athens card may be removed perma
nently from the deck on the agreement of both players. This ran-
dom event hasthe potential to severely decimatethe availableAthe-
nian forces, and some players may wish to play without it.

26.3 Scenario Length

26.3.1 TheArchidamian War Scenario runsfor amaximum of 10 years.
It beginswith Spring 431 and continues until one of the following ends
the game:

1) Athensor Spartaiscaptured.
2) Atticaor Laconia switches sides.

3) A Peace Embassy Event Card endsthe game. Usethe modifiers
given below in addition to those given on the card.

4) The game ends after Winter 420 if none of the above occur
earlier.

26.3.2 Additional Peace Embassy Modifiers:

If played on Athens:
For each of thefollowing controlled by Sparta:
Euboea, Thrace, Hellespont, Chalcidice,

L eshos, Chios, Samos, Rhodes, Aegean I1dands +1
If played on Sparta:
For each of thefollowing controlled by Athens:
Boeotia, Megarid, Corinth,
Elis, Arcadia, Megarid, Epidaurus, Achaea +1
For each eliminated dite hoplite +1

26.4 Victory Conditions
Same as regular Campaign Game.
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27.0 IONIAN WAR SCENARIO

27.1 Thelonian War scenario representsthefinal years of the war. Just
prior to the start of the scenario, Athens’ Sicilian Expedition had been
completely destroyed, costing Athens most of its army and fleet. This
disaster left Athens critically weak and inspired widespread revol tsacross
its empire. Against all odds, the Athenians fought on for eight more
years, even rejecting two Spartan offers of peace. With Persian support,
however, Spartawas at last able to challenge Athens at sea. In 405, the
Athenian fleet was crushed at the battle of Aegospotami inthe Hellespont.
With its treasury empty and its manpower exhausted, Athens was un-
able to build another fleet, and it surrendered in April 404 after a 6-
month siege.

27.2 Set Up

Follow the guidelines given in the regular Campaign Game for all as-
pects of the scenario unless specified otherwise here.

27.2.1 Force Pools and Build Pools: Listed below are the starting
ForcePools. All unitsnot inaregion’sForce Pool or starting on the map
areplaced in the respective Build Pools (i.e. the total number of unitsin
Force Pool and Build Pool combined is the same as in the Campaign
Game).

Peloponnese For ce Pool
Achaea 1hoplite- 5
llight-3
Elis 2 hoplite- 5
Arcadia 1hoplite- 5
Argolid 1elitehoplite- 6
3 hoplite- 4
Corinth 3 hoplite- 4
llight-3
Laconia 3 eitehoplite- 6
2 hoplite- 5
1fleet-3
2cavary -4
Epidaurus 1hoplite- 5
llight-3
Central Greece
Megarid 2 hoplite- 4
Attica 3 hoplite- 3
4fleet -5
lcavdry-4
llight-3
Boeotia 5 hoplite- 5
4cavdry -5
5light - 3
Euboea none
Phocig/Locris 3light -3
lcavdry-5
Aetolia 5light - 3
Acarnania 2 hoplite- 4
2light - 3
Epirus 1hoplite- 4
llight-3
W. Idands 2 hoplite- 4
1fleet-4
Northern Greece
Thessay 4cavdry -5
4light- 3
Macedon 4cavdry -5
4light-3
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Chdcidice 1hoplite- 4
2light-3
2cavadry -5
Thrace 1hoplite- 4
llight-3
AsiaMinor
Hellespont 1hoplite- 4
Leshos 1hoplite- 4
Chios 2fleet-5
1hoplite- 4
Samos none
Rhodes none
Aegean Islands none
Off-board Regions
Persia
Tissaphernes: 10light- 3
6cavary -5
4fleet-5
Pharnabazus 8light - 3
4cavdry -5
4fleet-5
Sicily 4fleet-5

Spartastarts with 1 of the Sicilian fleets, and can add 1 each Season (up
to the maximum of 4), as per Decisive Spartan Victory on the Sicilian
Expedition Resolution card. Eliminated fleets are not replaced.

27.2.2 Leaders: Thefollowing leaders are in the leader pools (* = a
dtart)

Athens
*Cleomedes *Diomedon
*Charminus Aristocrates
*Strombichides Periclesll
*Theramenes Philocles
*Thrasybulus Conon

Sparta
*Alicibiades Mindarus
*Alexarchus Cdllicratidas
*Agis Lysander
* Astyochus Pausanius
*Clearchus Scirphondas
*Dercyllidas Ramphias

27.2.3 Regions:

Athens controlsthefollowing regions:
Region AL ML BTV Multiplier
Attica 15 15 x3
Euboea 3 7 X2
Acarnania 5 8 x1
Westernlslands 6 6 X2
*Macedon 1 4 x1
Thrace 1 8 X2
Thessay 3 10 x1
Hellespont 3 8 X2
L esbos 0 8 X2
Chios -1 9 X2
Samos 4 9 X2
Rhodes 2 8 X2
Aegeanldands 13 8 x3
Argolid 3 5 x1
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Sparta controlsthefollowing regions: 5) The game ends after Winter 405 if none of the above occur
Region AL ML BTV Multiplier earlier.
ki‘;]oagf 13 15-} ig 27.3.2 Additional Peace Embassy M odifiers
Elis 4 7 x1 If played on Athens:
Arcadia 5 8 x1 For each of thefollowing controlled by Sparta:
Corinth 12 10 X3 Euboea, Thrace, Hellespont, Chalcidice,
Epidaurus 8 7 X2 L eshos, Chios, Samos, Rhodes, Aegean Idlands +1
Megarid 6 8 x3 If played on Sparta:
Boeotia 9 9 x3 For each of thefollowing controlled by Athens:
Phocig/Locris 5 6 X2 Boeotia, Megarid, Corinth,
*Aetolia 3 4 x1 Elis, Arcadia, Epidaurus, Achaea, Argos +1
*Epirus 5 3 x1 For each eliminated dite hoplite +1
Chalcidice 2 7 X2 . o
Sicily N/A N/A N/A 27.4 Victory Conditions

*Note that in these regions, the ML < 5, so no units can be placed or
built.

27.24 Treasuries. The Athenian Treasury contains 86 talents at the
start of the game. The Spartan Treasury starts with 41 talents.

27.25 On theMap:
Place “City Destroyed” markers on Melos: (Aegean |slands—\W4340),
Scione: (Chalcidice-W3614), and Plataca: W3429 (Boeotia).

Place“ Athens’ markers on Nisaea (M egarid-W3531), Cythera

(Laconia—\W3244), Potidaea (Cha cidice-\W4311), and

Torone (Chalcidice-W3816).

Place a” Revolt” marker on Amphipoalis (Thrace-\W33809)
Place“Long WallsDestroyed” on Megara-Nisaea L ong Walls (W3431-

W3531)

Place “Walls Destroyed” on Thespis (Boeotia—\W3328),

Mytilene (Lesbos—E1822)

Athenian fort: 2 hexesN of Methone in Laconia (Pylos-\W2337)
Spartan fort: 1 hex NW of Acharnaein Attica (Decelea—\W3729)
Athenian bases: Piraeus (in Attica-W3731),

Naupactus(Phocis/L ocris-\W2428),

Potidaea (Chalcidice-W3414), Pylos (fort in Laconia-\W2337)
Spartan bases: Gytheum (in Laconia-\W2940), Cyllene (in Elis~W2130)
1W. Ideshopliteat Pylosfort (W2337)

1 Boectian hoplite at Deceleafort (W3729)

27.2.6 Event Cards. Remove the following cards from the deck:
Sicilian Expedition Escalation

Sicilian Expedition Resolution

Argos Ends Neutrality

Allied Dissent

Sitalces Invades M acedon and Chalcidice
Plague in Athens

The Spartan player starts with 5 Event Cards: 3 Rebellion Possible
Cards (Euboea, Lesbos, & Chios—all with 1 fleet minimum), 1
Tissaphernes Offers Troops, and 1 Pharnabazus Offers Troops. He
does not draw any new Event Cards until he uses or discards enough of
his starting cardsto have lessthan 5.

The Athenian player starts with the standard 5 Event Cards, drawn ran-
domly.

27.3 Scenario Length

27.3.1 The lonian War Scenario runs for a maximum of 8 years. It
begins with Spring 412 and continues until one of the following ends
the game:

1) Athensor Spartaiscaptured.
2) Atticaor Laconia switches sides.

3) A Peace Embassy Event Card endsthe game. Usethe modifiers
given below in addition to those given on the card.

Athenian BTV > 33
Athenian BTV =28 - 33
Athenian BTV =25 - 27
Athenian BTV =22 - 24
Athenian BTV < 22

Decisive Athenian Victory
Athenian Victory
Draw
Spartan Victory
Decisive Spartan Victory

28.0 THE SPARTAN “FANTASY” SCENARIO

28.1 Thisscenario, and theonethat follows, usesa somewhat restricted
map and the same simplified turn asthe Argive L eague Scenario. They
are“fantasy” scenariosin that they do not represent the historical situa-
tion but rather the situation as each side hoped it would be. They allow
playersto familiarize themsel veswith the mechanics of thegamewithin
the context of avery short scenario. These are not balanced contests for
game purposes, of course—it ishardly pleasant to haveto fight the war
the way your enemy wants you to.

28.2 Set Up

28.2.1 Regions

Athens controlsonly Attica:
Region AL ML
Attica 0 10

Sparta controlsthefollowing regions:
Region AL ML BTV Multiplier
Laconia 20 20 x3
Achaea 4 6 x3
Elis 6 8 x3
Arcadia 10 8 x3
Corinth 20 16 x3
Epidaurus 13 10 x3
Megarid 7 10 x3
Boeotia 12 12 x3

28.2.2 ForcePoolsand Build Pools: Same asregular Campaign Game
(for regionsin play).
28.2.3 Leaders: Only threeleadersare used at one time.

Spartan leaders. Archidamus and Alcidas in Laconia Force Poal;
Diemporusin Thebes

Athenian leaders. Pericles, Nicias, and Paches in Attica Force Pool
28.2.4 Treasuries: Same as regular Campaign Game.

28.25 OntheMap

Place a“Revolt” marker on Plataea (in Boeotia)

Athenian bases: Piraeus (in Attica), Naupactus (in Phocis/L ocris)
Spartan bases: Gytheum (in Laconia), Cyllene (in Elis)

28.2.6 Event Cards

Event Cards are not used in this scenario.
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28.3 Scenario Length

The Spartan Fantasy Scenario runs for amaximum of 3 years. It begins
with Spring 431 and continues until one of the following endsthe game:

1) Athensor Spartaiscaptured.
2) Atticaor Laconiaswitchessides.

3) The game ends after Winter 429 if none of the above occur
earlier.

28.4 Special Rules

1) Use the simplified Turn Sequence given in the Argive League
Scenario.

2) TheAthenian player collects no tribute during this scenario.
3) Unitsmay not enter regions not in play, except:

a) Athens may land and supply troops in Zacynthus and
Naupactus

b) Athens may use Corcyra as a supply source

28.5 Victory Conditions

The Spartan player wins if Athensis captured or Attica switches sides
(check also after Winter 429). The Athenian player winsby avoiding the
Spartan victory conditions.

29.0 THEATHENIAN“FANTASY” SCENARIO

29.1 Thisscenario isidentical with the Spartan Fantasy Scenario, ex-
cept whereindicated bel ow.

29.2 Set Up
29.2.1 Regions
Athens controlsonly Attica:
Region AL ML
Attica 20 20
Sparta controlsthefollowing regions:
Region AL ML BTV Multiplier
Laconia 0 10 x1 al regions
Achaea 0 7
Elis 0 9
Arcadia 0 10
Corinth 15 10
Epidaurus 2 10
Megarid 2 10
Boeotia 5 9

29.2.2 Event Cards: The Athenian player has a Helot Revolt card
which he can use an unlimited number of times (see below).

29.3 Scenario Length

The Athenian Fantasy Scenario runs for a maximum of 3 years. It be-
gins with Spring 431 and continues until one of the following ends the
game:

1) Athensor Spartaiscaptured.
2) Atticaor Laconia switches sides.

3) Two or more regions that started the game Spartan-controlled
are controlled by Athens after the Yearly Start Phase.

4) The game ends after Winter 429 if none of the above occur
earlier.

29.4 Special Rules

1) Usethe simplified Turn Sequence given in the Argive League
Scenario.

2) TheAthenian player collects no tribute during this scenario.

3) Unitsmay not enter regions not in play, except:

a) Athens may land and supply troops in Zacynthus and
Naupactus

b) Athens may use Corcyra as a supply source

4) TheAthenian player isconsidered to hold an unlimited number
of Helot Revolt cards. He may “play” one at the end of any Sea
sonal Turn (before Campaign Turns begin), as he chooses, with
normal effects.

29.5 Victory Conditions
The Athenian player winsif:

1) Spartais captured or Laconia switches sides (check aso after
Winter 429).

2) Athens controls two or more regions that started the scenario
Spartan-controlled (check also after Winter 429).

The Spartan player wins by avoiding the Athenian victory conditions.

V. APPENDICES

A.DESIGNERS NOTES
Sparta

As Spartain the Campaign Game, you have your work cut out for you.
Athens has an all-powerful fleet, and a copious Treasury to pay for it;
most of her rich empire lies secure across the Aegean. How then to
bring the Atheniansto their knees?

Thefirst thing that a Spartan player requiresispatience. Athenswill not
be defeated in a season or ayear. There isvirtually no chance of taking
Athens by assault agai nst a prudent Athenian player, and asiege of Ath-
eng/Piraeus will have to wait until the Spartans gain some regions with
5 morale fleets. The Athenians will have to be worn down sowly and
their empire taken apart piecemeal.

Because of your tight Treasury situation, youwill haveto carefully weigh
every unit you place on themap and every campaign you plan to under-
take. The Spartans must rely on foraging and raiding to stretch their
Treasury out, and should plan on most of their units returning to their
home regions to be disbanded in Winter. Use the “half price’” supply
cost for unitsin their home regions as much as possible.

TheAthenians have much greater flexibility duetotheir initial Treasury
surplus, but this can a solead to carelessness. The Spartan player should
take every opportunity to encourage such behavior; for instance, elite
fleets stationed outside of Atticacan be awonderful sinkhole for Athe-
nian money.

Sparta has three great advantages over Athens: amuch superior hoplite
army, the Revolt Check, and the use of Rebellion Event Cards against
Athenianregions. The Spartan hoplite superiority allowsyouto do some
things that would bevery risky for Athenian armiesto try: foraging and
raiding in enemy territory, for example. Spartan elite hoplites are pow-
erful, but need to be used with care since losing one gives Athens a
decisive victory. They are best kept in and around the Pel oponnese—
use allied or Laconian 5 morale hoplites for risky overseas ventures.
Remember a so that Spartaisunwalled—if youleaveit undefended you
are courting disaster, asAthenian naval power can very quickly put an
army ashorein Laconia

Rebellion Event Cards are one of the most important Spartan assets.
Initially, only Lesbos and Chalcidice are within the Allegiance “Risk
Zone" which alows Rebdlion cards to be used, but Thrace and Chios
start at 4AL, soasingle Spartan victory in either would put them at risk.
To some extent, you should let the cards guide your strategy—make
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something happen where you have a card, rather than waiting for the
card you want. City Betrayal cards can also be very helpful in getting a
foothold in an Athenian region. It'snot easy to get a Rebellion card to
succeed, but the payoff isgreat. Taking over one of the eastern Aegean
regions can be adramatic turnin the fortunes of the war.

Getting to these regions can be a problem, of course. The Athenian
player will be at great painsto prevent your fleet from crossing the Aegean
and getting into all those unfortified cities. Often just placing afleet at
Gytheum or some other Peloponnesian port will be enough to keep
multiple Athenian fleets on station around the Aegean. You will prob-
ably have to risk the Sea of Crete in order to get across, and even then
the Athenian fleets may be able to block you—but Athenswill be pay-
ing for many fleets to your one.

You should also take advantage of opportunitiesthat result from Revolt
Check rolls. Chalcidice starts the game with Potidaea in revolt; pre-
venting itsrecaptureisagood initial goal, although getting an army up
to Chalcidice in time can be tricky. You should normally not worry
about converting a “ Revolt” marker to a “Sparta’ marker by moving
troops into the city; the smaller AL/ML adjustment bonus is more than
offset by the stronger defense.

Spartan victory will come in stages, not in one crushing blow. Taking
control of one Athenian region can be a stepping stone to attack the
regions around it. A foothold in the eastern Aegean is the first step
towards gaining Persian support, a key long-term goal. Every Spartan
move should look to using up the Athenian Treasury and undermining
the AL of Athenian regions.

Athens

TheAthenian strategy shouldin many ways be the converse of thestrat-
egy outlined above for Sparta. You should try to end the war as quickly
as possible, since every season that passes drains the Treasury surplus
that is one of your greatest initia strengths. This does not mean, how-
ever, that you can or should directly attack Sparta itself. You should
certainly be alert for a chance, of course, particularly in Winter when
the Spartans may have disbanded most of their troops. But you don’t
need to go on the offensive to win the game; note that Athenswill win if
the game ends with no change from the starting position. The difficulty
isbringing the war to an end before the Spartans manage to bresk apart
your empire.

Thewar can’'t end until the Peace Cards are in play, so one smplething
you can do is run through the Event Cards as quickly as possible. Even
at the maximum rate of use, however, thefirst deck will last at |east until
425, so you will have to defend your possessions in the meantime.

You should try at al costs to prevent the Spartans from gaining any
footholdin the eastern Aegean. Alwayskeep astrong fleet in Piraeusto
intercept enemy fleets crossing the adjacent sea Area—and remember
not to commit al your fleetsto interception if other Spartan fleets have
not yet moved. You may want to keep alocal fleet or two posted inthe
eastern Aegean to intercept any Spartan fleetstrying to cross the Sea of
Crete.

Revolts should be crushed ruthlesdy, regardless of the cost. Better to
spend the money than lase control of theregion. Each season that passes
lowers your AL and gives the rebellion a chance to spread. Potidaea
should probably be immediately attacked or besieged, but watch out for
a Spartan army coming to its rescue through Thessaly. Melosisless of
an immediate threat, sincethe Aegean Islands AL isso high, but if left
alone it will inexorably wear down your AL in one of your most valu-
ableregions.

Just asthe Spartan fleet is no match for you, your hoplites are generally
outclassed by the Spartan army. You should engage in battle only for
good reasons (such as to continue the siege of akey city), and then only
under favorable circumstances. In an even match, the Spartan morale
edge will usually carry the day. Try to use delaying tactics rather than
battlesto achieve your objectives (for example, preventing the Spartans
from lifting the siege of Potidaea); if you have to fight, and can afford

the AL penalty, withdraw after one round. Remember also to garrison
Athens/Piraeus with a hoplite or two; a desperate Spartan player with a
strong army could take an ungarrisoned Piraeus by assault.

You will also need to bring down the Laconia AL in order for the Peace
Cardtowork when it finally comes up. Onegood ploy isto besiegeand
take Cythera as early in the game as possible; it is nearly impossible for
the Spartans to defend or retake, and will be aslow but steady drain on
the SpartanAL. Using your naval power toraid Laconiaisanother way
to bring down the Laconia ML, although you have to be careful not to
get caught in the act. Building a coasta fort in Laconiais a historica
tactic that can supplement this activity—you may not be ableto hold it
for long, but it may divert the Spartans from bothering your territory.
Fortsand captured citiesare a so necessary to successfully use the Hel ot
Revolt card, another way to bring downthe AL/ML in Laconia.

Above al, remember that you don’'t have to go on the offensive. You
will winif you canjust keep what you start with. Resist the temptation
to get sucked into sideshowsfighting over 1-2 BTV regions. Theseare
not worth fighting alarge campaign over, and may waste resources bet-
ter used to protect your more val uable possessions.

B.LIST OF LEADERS
Athenian Leaders

Alcibiades
1 0 The most famous (or infamous) Athenian general.
Conceived of Argive Alliance, which resulted in the
battle of Mantinea in 418. Changed sides for atime
after hewasrecalled from Sicily in 415, but returned
to Athens in 411. Assassinated after war in 404 on
ordersfrom Sparta.
Aristocr ates
0 0 General in 411, helped Theramenes overthrow the
Oligarchy of the Four Hundred. Commanded a squad-
ron at Arginusae in 406, executed in Athens with five
other generals for failing to rescue sailors after the
battle,
Asopius
0 0 Son of Phormio. Killed in 428 during an assault on
L eucas.
Charminus
0 0 Admiral in 412, defeated by Astyochus in minor en-
gagement at Syme Island.
Cleomedes
0 0 Genera in 416-415, led expedition against Melos
which resulted in the destruction of that city.
Cleon
0 0 Athenian demagogue turned general. Hero of
Sphacteria, where the first Spartan prisoners were
taken. Killed in 422 during an attempt to retake
Amphipalis.
Conon
0 0 Replaced Alcibiades after battleof Notiumin 407. One
of three generals commanding at final defeat of Athe-
nian fleet at Aegospotami in 405.
Demosthenes
1 1 One of Athens's most brilliant generals. Began his
career with the di sastrous A etolian expedition, but then
destroyed a Spartan army in Acarnaniaand conceived
the idea of building a fort at Pylos. Executed by
Syracusans after Athenian surrender on Sicily in 413.
Diomedon
0 0 General in 412, commander at battle of Arginusae in
406. Executed by Athenians after battle.
Eucles
0 0 Commander of Amphipolis when it was taken by

Brasidasin 424.
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Eurymedon
1 0

Hippocrates
0 0

Lamachus
0 0
Nicias
0 0

Nicostratus
0 1

Periclesl|
0 0

Philocles
0 0

Phormio
0 1

Sophocles
0 0

Strombichides

0 0

Theramenes
0 0

Thrasybulus
0 1

Thucydides
0 0

General of long service, beginning at Corcyrain 427,
ending with his death in battle in Syracuse’s Great
Harbor in 413.

General in 424 with Demosthenes. Took part in at-
tack on Megarain summer of that year, killedinbattle
with Boeotian army at Delium in November.

One of three generals commanding first Sicilian Ex-
peditionin 415, killed during siege of Syracusein 414.

Long service general, beginning in 426. Responsible
for capture of Cythera, “Peaceof Nicias’ in421. Com-
mander of Sicilian Expedition, captured and executed
after Athenian retreat from Syracuse in 413.

Led squadron to Corcyrain 427, took part in expedi-
tionagainst Brasidasin Chalcidice. Killed at Mantinea
in418.

Put down revolt on Lesbosin 428, killed himself after
being recalled to Athens for trial.

Leader of Athens at beginning of war. Credited with
thestrategy of exhausting the Spartanswhile attempt-
ing only limited offensive operations. Died in plague
in429.

Son of Pericles, one of six generas executed after
battle of Arginusee.

Sent to relieve recalled generas after Arginusae, ex-
ecuted by Spartans after defeat at Aegospotami.

Admiral during heyday of Athenian naval supremacy.
Defeated Spartan fleet at Chalcis and Naupactus in
430, both times outnumbered by morethan twoto one.

Sent to Sicily with Eurymedon in 425, exiled with
Pythodorus in 424.

Commanded reinforcing squadron after Chian revolt
in412, campaigned against Dercyllidasin Hellespont.

General in 411-410, helped overthrow Oligarchy of
the Four Hundred. As subordinatein charge of rescue
after Arginusae, led accusation of commanding gen-
eralsintrial at Athens.

Defeated Mindarus at Cynossema in 411, general at
victory of Cyzicusin 410. Overthrew the “Thirty Ty-
rants’ in 403 after fall of Athens.

Famous as the historian of the Peloponnesian War. In
command of fleet in Thrace when Brasidas took
Amphipalis, exiled afterwards for failing to save the
city.

Spartan L eaders

Agis
0 0
Alcidas
0 0

One of the two joint Spartan kings. Won victory at
Mantinea in 418. Built fort a Decelea in northern
Atticain 413.

Took fleet to lonian coast in 427. Defeated Corcyrans
in same year.

Alexarchus
0 0

Archidamus
0 0

Arianthides
0 0
Aristeus
0 0

Astyochus
0 1

Brasidas
1 0

Callicratidas
1 0

Clearchus
0 0
Cnemus
0 0

Dercyllidas
1 0

Diemporus
0 0

Epitadas
0 0

Eurylochus
0 0

Gylippus
1 0

Lysander
0 1

Macarius
Menedaius
0 0

Mindarus
1 1

Pagondas
1 0

Pausanius
0 0

Ramphias
0 0

Corinthian general sent to Sicily in 413 with 500
Corinthian troops.

Spartan king at start of war. Led annual invasions of
Attica, besieged Plataeain 429. Succeeded by hisson
Agisin427.

Colleague of Pagondas at Battle of Delium in 424.

Corinthian general . Took army of Peloponnesian “vol-
unteers’ to assist Potidaea in 432.

General in 412-411. Defeated Charminus at Syme |s-
land.

Most innovative Spartan general. First active in 431
at Methonein Laconia, he led an expedition through
Thessaly to the Chal cidice where hetook Amphipolis.
Killed in battle with Cleon’sarmy in 422.

Replaced Lysander for a year in lonia. Blockaded
Conon at Mytilenein 406, killed inbattle of Arginusae.

L ed squadron to Hellespont in 411.

Led expedition against Stratus, defeated by Phormio
at Naupactusin 429.

Marched from Miletus to Hellespont in 410, causing
Lampsacus and Abydos to revolt from Athens.

Led 300 Thebans on failed surprise attack on Plataea
which began thewar in 431.

Commander of Spartanstrapped on Sphacteriain 425.
Killed in battle there.

L ed expedition agai nst Acarnaniain 426. Defeated and
killed at battle of Olpae near Argos.

Sent to Syracuse in 414. Led pursuit and destruction
of retreating Athenians in 413.

Wily Spartan general who finally succeeded in win-
ning Persian support in 408. Ended war by defeating
Athenian fleet at Aegospotami in 405. Died in battle
with Thebansin 395.

Colleague of Eurylochus, also killedin battle at Ol pae.

Colleague of Eurylochus. Besieged in Olpae by
Demosthenes, arranged secret agreement to allow him
and the Spartan contingent to escape.

Replaced Astyochusin 411. Brought Spartan fleet into
Hellespont before being defeated and killed at battle
of Cyzicus.

Innovative Theban general, defeated Hippocrates at
Deiumin 424,

Succeeded father Pleistonax as Spartan king in 408.
Led army to siege of Athensat end of war.

Commander of expedition sent to reinforce Brasidas
inthe Chalcidicein 422. The expedition turned back
after news of Brasidas's death.
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Scirphondas Argos Ends Neutrality
0 0 Theban general, killed in battle at Mycalessus in | Number: 1
Boeotiain 413. '
Xenocleides Player: Athensor Sparta
0 0 Corinthian admird at battle of Sybota Islands off | Restrictions on play: Play immediately when drawn. Discard perma

Corcyra in 432, one of the events leading up to the
Pel oponnesian War.

C.EVENT CARD DESCRIPTIONS

Alcibiades Switches Sides

Number: 1

Player: Athensor Sparta

Restrictionson play: Alcibiades must be onthe mapto play. Theplayer
using the card must have at least one leader in hisforce pool.

Use Remove Alcibiades from the map, and place in the opposing
player’sforce pool. Another leader from theforce pool must be removed
fromplay. Alcibiadesis now considered aleader for the opposing player,
and may be used normally.

Cost: None.

Allied Dissent
Number: 8
Player: Peloponnesian League players (3 and 4 player Campaign Game
only)
Restrictions on play: Play during Card Phase on any Peloponnesian
League region controlled by an ally except Laconia and Boeotia (and
Corinth in 4-player game). Play only one card per region per season.
Use: Roll 1 die, modified as below. On a 6 or higher, the card is suc-
cessful and the player takes control of the region from his aly. All the
region’s unitsremain in place.
Modifiers
+1 for each adjacent region controlled by player
-1 for each adjacent region controlled by aly
+1if moreunitsin region than ally (including all units under each
player’sleaders)
-1if aly hasmore unitsin region
Cost: -1AL onaroll of 3or less.

Allied Unrest
Number: 8
Player: Athens

Restrictionson play: Play at end of Build Phase on any Peloponnesian
L eague region except Laconia. Play only one card per region per sea
son.

Use: Roll 1 die, modified as below. On a 6 or higher, the card is suc-
cessful. It has the following effects:

* Return any units built this turn to the Build Pool. Build costs are
not returned to Treasury.

» No unitsfrom thisregion may leave its borders during this season.
Any of its units which move into the region must remain for the
remainder of the season.

Modifiers

Each unit below “At Start” total in Force Pool +1
(total number of units only—ignore differences

in unit types)

Each unit built in the region thisturn +1
ML 17+ -2
ML 14-16 -1
ML lessthan 10 +1

Cost: +2AL if card fails.

nently once played.

Use Argolid is activated as a playable region. The player with the
controlling AL immediately adds Argolid's Base Tribute Value to his
Treasury, and addsArgolid to his Game Record Sheet. Any Argolid units
in the Force Pool may be placed on the map and supplied at thistime if
the controlling player wishes.

Cost: None.

Athenian Embassy to Persia
Number: 8
Player: Athens

Restrictionson play: Play during Event Card phase on any active Per-
siacards. Cannot be played on acard the sameturn it is activated. Can-
not be played on satrap cardsif Great King cardisactive. Can be played
on same Persia card only once per turn.

Use: Roll 1die, modified asbelow. If theresultis6 or higher, the Persia
card it was played on is removed. Supply given by the card is ended,
and infantry and/or cavalry are removed from the board. Fleetsgiven by
acard are not removed, but they are no longer supported for free.

Modifiers:

Pharnabazus:
Offers Support card is active -1
Athens controls Hell espont +1
Athens controls Byzantium, Cyzicus, and Abydos +1
Athenian fleet outnumbers
Pel oponnesian fleet in Hellespont +1
Tissaphernes:
Offers Support card is active -1
Athens controls all four coastal regions * +2
Athens controls 3 of the 4 coastal regions* +1
Total Athenian fleet in four coastal regions
outnumbers Peloponnesian fleet in same area +1

Great King:
No modifiers
Notes:

* Only one of these modifiersis used, e.g. thereisonly a+2 modi-
fier if Athens controlsall 4 regions, not +3.

Cogt: 1 talent from Athenian treasury for gifts, whether successful or
not.

Audiencewith Great King

Number: 2

Player: Sparta

Restrictionson play: A satrap card (Pharnabazus or Tissaphernes) must

be active. This card may not be played in the same Season as a satrap
card.

Use: Roll 1 die, modified as below. On a 6 or higher, the audienceis
successful. Place the card in the “Great King” box. While this card is
active, the negative modifiers for having both satraps cards active at
thesametimeareremoved. An Athenian Embassy to Persia card must
first beused toremovethe Great King card beforeany satrap cardscan
be removed.

Modifiers
Each active Offers Support card +1
Cards from both satraps active +2

Cost: 2AL shiftinAthenianfavor in Hellespont, L esbos, Chios, Samos,
and Rhodes if successful.

. .




Clash of Arms Games

OO @

29

Carthage Invades Sicily
Number: 2
Player: Athensor Sparta

Restrictions on play: If drawn before Sicilian Expedition Resolution
card is played, must be discarded immediately. After the Expedition
Resolution card has been played, this card must be played or discarded
immediately when drawn. After this card has been played, discard re-
maining card permanently when drawn.

Use: The effects of the card depend on the results of the Expedition
Resolution card.

* If Athens won in Sicily, reduce the yearly tribute from Sicily by
hal f

* If Athenslogt, all Sicilianfleetsareimmediately removed from play
permanently.

Cost: None.

City Betrayal
Number: 14
Player: Athensor Sparta

Restrictions on play: Must have a leader adjacent to city. Play either
during Card Phase or during the Resolve Sieges Phase of the Seasonal
turn, depending on the way the card is being used. Play only one card
per city per season.

Use: Thiscard can be used in either of two ways:

a) Play during Card Phase on the named large city, or on any small
or medium city. Roll 1 die, modified asbelow, and on a6 or higher,
thecity garrisonwill not defend the city during thefollowing Cam-
paign Turns. Thisalways fails on an unmodified 1. If enemy units
arepresent in thecity, they must befought, but thecity istreated as
if it wasunwalled. Capture of the city istreated asavictory whether
abattleisfought to takeit or not (and alarge city counts as a deci-

sivevictory).

Modifiers:
Small city +2
Medium city +1
Captured city +1
Raided Area +1

b) Play during the Resolve Sieges Phase on any besieged city. If
played onthe named city, givesa+2 modifier to the city’sroll against
its"“ Siege morale,” for this Season only. For any other city, gives a
+1 modifier to the Siegeroll.

Cost: None.

Consult Oracle at Delphi

Number: 1

Player: Athensor Sparta

Restrictions on play: Play immediately on yoursalf or other player.

Use: Roll adie, modified as below (but a natural 1 is always unfavor-
able). On a 1-3, the oracle predicts disaster: all your units fight at -1
morale for the rest of the Season, or until you win a battle (whichever
comesfirst). On a4-6, the oracle predicts success: your unitsfight at +1
morale for the Season, or until you lose a battle.

Madifiers: +1 on die roll for each 2 talents sent as giftsto Delphi
Cost: None (except voluntary payment of gifts).

Earthquakein Peloponnese

Number: 1

Player: Athensor Sparta

Restrictions: Play immediately.

Use: No units within the Peloponnese may move during the first Cam-
paign Turn, nor may units may enter the Pel oponnese (the Pel oponnese

includes Corinth, Epidaurus, Argolid, Laconia, Arcadia, Elis, and
Achaed).

Cost: None.

Eclipse of the M oon

Number: 1

Player: Athensor Sparta

Restrictions: Play immediately.

Use: All units on both sides attack at -1 morale during the first Cam-
paign Turn. Additionally, if Sicilian Expedition Escalation cards are ac-
tive, this card acts as a Sicilian Expedition Resolution card, with an

extra -1 modifier to the resolution roll (Athenian units roll at the addi-
tional -1 morale from this card aswell).

Cost: None.

Festival

Number: 1

Player: Athensor Sparta

Redtrictions: Play immediately.

Use: Rall adieto determine the effected region(s).

Attica

Laconia

Boeotia

Corinth

Argos

Elisand Arcadia

No units from the effected region may leave that region during thefirst
Campaign Turn, although units outside the region are unaffected. Ex-
ample: If Boeotiais selected, Boeotian units may not move out of Boeotia
during the festival; other region’s units may freely move through the
region, and Boeotian units outsi de Boeotia are unaffected. For each battle
initiated within the festival region during the first Campaign Turn, ap-
ply anAL/ML adjustment to theregion: +1 AL, +1 ML if the attack was
made by the enemy player; -1 AL, -1 ML if the attack was made by the
controlling player.

Cost: None.

OO WNPE

Helot Uprising
Number: 4
Player: Athens

Restrictions on play: Pay during the Card Phase, maximum of once
per season.

Use: Roll 1die, modified asbelow. Ona6 or higher, the hel ots (Spartan
daves) rebd. Place a“Helot Uprising” marker (the reverse side of the
white bordered “ Revolt” markers) on all cities in Laconia except for
Sparta, including cities which are garrisoned with Spartan units. Thisis
always successful on an unmodified 6. “Helot Uprising” markers have
the following effects:

* City garrisons will not defend while they have a“Helot Uprising”
on them, against either Athenian or Spartan units. Athenian capture
of such acity counts as avictory.

* During theYearly Tribute Assessment and Collection phase, tribute
from Laconiaisreduced asif the cities were revolting (see 5.4).

 Laconian units may not be built in cities with “Helot Uprising”
markers.
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» Bases and unfinished fortifications are immediately removed in
“Helot Uprising” cities which have no Spartan unitsin them.

» -1to Spartan ML in Laconiaduring every Seasonal Turn, including
the firdt, that thereis at least one “Helot Uprising” marker on the
map.

“Helot Uprising” markers are removed when either a Spartan or Athe-
nian unitisin the city at the start of a Seasona Turn.
Modifiers.
+1 for each Athenian controlled city or fort in Laconia
+1 for each revolting city in Laconia
+1if fewer than 3 hoplitesin Laconiaor Laconian Force Pool
+1if LaconiaML < 10
Cost: +2ML inLaconiaif unsuccessful.

Peace Embassy

Number: 2

Player: Athensor Sparta

Restrictionson play: Play immediately when drawn.

Use: When this card is played, and in each subsequent Event Cards
phaseit is active, either or both playersmay force the other toroll adie,
modified as below. On a 6 or higher, peace is signed, with effects as
listedin 20.0. Ona 1 or lower, the card is discarded and play continues
(discard both Peace cards if both are active). It is aways discarded on
anunmodified 1. Onany other result, the card isleft active. Playersmay
require each other to roll again as explained above at the end of every
subsequent Event Cards phase (after all players have discarded and re-
filled their hands) until peace is signed or the Peace Embassy card is
discarded.

Modifiers.
Both Peace Cards currently active -1
ML in home region lessthan 10 +1
ML inhomeregion lessthan 5 +3
AL inhomeregionin risk zone +1
ML in home region greater than 15 -1
AL inhomeregion greater than 15 -1
Decisive defeat in previous Season +1

Cost: None

Perdiccas Switches Sides

Number: 4

Player: Athensor Sparta
Restrictions on play: Must be played or discarded immediately when

drawn. AL in Macedon must be in risk zone. Must be discarded if an-
other Perdiccas card has aready been played in the same season.

Use: Change control of Macedon immediately. All Macedonian units
arereturned to the force poal.

Cost: None.

Pharnabazus Offers Fleet

Number: 3

Player: Sparta

Restrictionson play: Spartans must control aport city on south coast of

Hellespont. Play during Card Phase of any Seasona Turn. This card
may not be played in the same season as another Pharnabazus card.

Use: Roll 1 dieand modify as below. If the result isa 6 or higher, place
3 Persian “Pharnabazus” fleets in the port and place the card in
“Pharnabazus’ Box in Persia (always succeeds on natural 6, fails on
natural 1). Until eliminated, these fleets may be supplied at no cost to
the Spartan player aslong asthiscardisactive. They may use Dascylium
as a supply source, but they are supplied for free regardless of where
they draw supplies from. If al three fleets are eliminated, the card is

removed from the Persia box and discarded. The Spartans may volun-
tarily deactivatethis card at any time: the card isdiscarded but thefleets
remain on the board; they may move anywhere but the Spartans must
pay for them and they cannot be disbanded (since they have no home

region).
Modifiers
+1 for each medium city controlled in Hellespont
+2 for each large city controlled in Hellespont
-2if any Tissaphernescardsare currently active (unless Great King
card is active)
+1if any Pharnabazus cards are currently active
+1 if Lysander, Brasidas, or Alcibiades (Spartan controlled) in
Hellespont
-1if Cdlicratides in Hellespont

Cost: 2AL shiftin Athenian favor in Hellespont if successful.

Pharnabazus Offers Support
Number: 1
Player: Sparta

Restrictionson play: At least one other Pharnabazus card must be cur-
rently active. Thiscard may not be played in the same season as another
Pharnabazus card. Only one Phar nabazus Offers Support card canbe
active at once.

Use: Same as Pharnabazus Offers Fleet. If successful, any units “in
supply” in the Hellespont will be supplied for free by Persia. Spartan
unitsin the Hellespont may use Dascylium as a supply source. Discard
any other cards in the “Pharnabazus’ box and replace with this card.
Any Persian fleets, infantry, and/or cavalry given by those cardsremain
in place, with the same restrictions on their use.

Gives +1 modifier to success of Audiencewith Great King.
Cost: 2AL shiftin Athenian favor in Hellespont if successful.

Pharnabazus Offers Troops

Player: Sparta

Number: 2

Restrictionson play: The Spartan player must control acity inthesouth

coast of Hellespont region. This card may not be played in the same
season as another Pharnabazus card.

Use: Sameas PharnabazusOffersFleet. If successful, placeaPersian
generd, 4 light infantry, and 2 cavalry (Persian “Pharnabazus’ units) in
city. They may be supplied at no cost to the Spartan player, and they
may trace their supply from Dascylium. These units must stay in the
satrapy of Pharnabazus or the Hellespont region, and if they aredl elimi-
nated, the card is removed and discarded.

Cost: 2AL shiftin Athenian favor in Hellespont if successful.

Plaguein Athens
Number: 1
Player: Sparta/Athens

Restrictionson play: Spartan player must play immediately when drawn.
Athenian player may discard when drawn. In either case, the card is
removed from the deck permanently after it is drawn.

Use Roll 1 diefor each unit and leader in Attica (including Spartan
units) and in the Attica Force Pool. On a5 or 6, the unit or leader is
eliminated.

Cost: None.

. .




Clash of Arms Games

OO @

31

Remove L eader

Number: 6

Player: Athensor Sparta

Restrictionson play: Play on opponent immediately when drawn.

Use A randomly selected leader is eliminated. Replace with a new
leader drawn from the Leader Pool.

Cost: None

Rebellion Possible
Number: 18
Player: Sparta
Restrictions on play: Play during Cards Phase on region or regions
indicated on card. Region’sAL must bein risk zone. Must have aleader
within region. Play only one card per region per season.
Use Roll 1 die, modified as below. On a 6, Spartaimmediately takes
control of region and adds its Base Tribute Va ue to its Treasury (minus
any Athenian-held cities). +3toAL. Thisisthe only case where control
of aregion can change during a Seasonal Turn rather than the Yearly
Start Phase.
Modifiers
Minimum force indicated on card
Callicratidas or Brasidas

Cost: +2AL inregionif revolt fails.

+2
+1

Sacrifices Unfavorable

Number: 2

Player: Athens or Sparta

Restrictions: Play immediately on opponent.

Use: Randomly determine a leader by rolling one die. Thisleader, and
all unitsin hishex, may not move (and fleets may not intercept) during
thefirst Campaign Turn.

Cost: None

Sicilian Expedition Escalation
Number: 4
Player: Athens or Sparta

Restrictions on play: Play during Cards Phase. Only one Escalation
card may be played inthe same season. After Sicilian Expedition Reso-
lution card is played, discard permanently when drawn.

Use: Place card in the Sicily box. More than one Escalation card may
beinthe Sicily box at atime. Unitsin or entering the Sicily box after
thiscard is played may not leave until a Resolution card is played.

Cost: None.

Sicilian Expedition Resolution
Number: 4
Player: Athensor Sparta

Restrictions on play: Cannot be played in the same year as the first
Escalation card is played. Cannot be played in the same season as an
Escalation card. After one of the Resolution cards is played, the re-
maining cards should be discarded permanently when drawn.

Use: Theeffects of thiscard depend on the number of Escalation cards
that have been playedin Sicily previoudy. Roll 2 dice, modified as be-
low, and consult the following table:

2-4 Decisive Athenian defeat:

« al Athenian unitsin Sicily must make a+2 morale check or
be eliminated (roll 1 die, modified by +2, and if theresult is
higher than the unit’s morale, it is eliminated)

* al Spartan unitsin Sicily must makea -2 morale check or be
eliminated

5-7 Atheniansrebuffed
« al Athenian unitsin Sicily must make amorale check or be
eliminated
« al Spartan unitsin Sicily must make a morale check or be
eliminated
8-10 Athenian capture Syracuse

« all Athenian unitsin Sicily must make a-1 morale check or
be eliminated

« al Spartan unitsin Sicily must makea+1 moral e check or be
eliminated
11-12 Decisive Athenian victory

« all Athenian unitsin Sicily must make a -2 morale check or
be eliminated

« al Spartan unitsin Sicily must make a+2 moral e check or be
eliminated

Modifiers

-1 for each Escalation card played

-1 for each Spartan hoplitein Sicily

+1 for every 2 Athenian fleets/hoplites

+1 if anAthenianleader in Sicily has aland leadership rating of 1

-1 if aSpartan leader in Sicily has aland leadership rating of 1
Results:
Decisive Athenian defext:

* -1 AL x (number of Escalation cards) in all Athenian regions.

e +1 AL x (number of Escalation cards) in all Spartan regions.

» 1 Sicilianfleet (5 morale) for each Escalation card played isavail-
ablefor Spartan player. Placein Sicily box during place units phase.
Only onefleet can be placed per Seasona turn. These fleets can be
supplied at no cost to the Spartan player.

Athenians rebuffed:

e -05AL x (number of Escalation cards) in al Athenian regions
(round up).

* +0.5AL x (number of Escalation cards) in all Spartan regions.

» 1Sicilianfleet for each Escalation card availablefor Spartan player
(see Decisive Athenian defeat, above)

Athenians capture Syracuse:

* +0.5 AL x (number of Escalation cards) in al Athenian regions
(round up).

* -0. 5AL x (number of Escalation cards) in al Spartan regions.

* Sicily becomes effectively a new Athenian allied region:
1 point x (number of Escalation cards) collected intribute yearly
1fleet x (humber of Escalation cards) in Sicilian Force Pool

Decisive Athenian victory:

* +1 AL x (number of Escalation cards) in all Athenian regions.

e -1AL x (number of Escalation cards) inal Spartan regions.

« Sicily becomes Athenian ally (see Athenians capture Syracuse
above)

Units remaining in Sicily after the Resolution card has been played
may leave freely. “ Stranded” hoplites without fleets to carry them can
be rescued by moving fleetsto Sicily normally.

Cost: None.

. .
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Sitalces Invades M acedon and Chalcidice Tissaphernes Offers Fleet

Number: 1 Number: 3

Player: Athens or Sparta Player: Sparta

Restrictions on play: Must be played immediately when drawn. Re-
move from deck permanently when drawn.

Use: All unitsin Macedon and Chalcidice must make a morale check
(including terrain bonus) or be eliminated. No units may use Areamove-
ment through Macedon or Chalcidice this season.

Cost: None.

SoldiersPlunder Countryside

Number: 2

Player: Athens or Sparta

Restrictions: Play immediately on opponent.

Use: Randomly select a leader. All units stacked with him must raid
during the first Campaign Turn. Follow the normal raiding procedure,
with the following exceptions:

» Notalentsare returned to theraiding player’s Treasury
» Raiding takes place even in afriendly region (but not in a unit's
home region).
Cost: None.

StormsAt Sea

Number: 12

Player: Athensand Sparta

Restrictionson play: Play immediately when drawn.

Use: Before each Campaign Turn, roll 1 die. On a5 or 6, storms strike
arandomly determined open searegion. Add +2 tothisroll during Win-
ter. All shipsin this open searegion are sunk, and it costsfleets 2 mp to
enter a coastal searegion within 2 seaAreas of the storm region. Also,
fleets which are in or which enter stormy coastal regions must make a
moral e check (roll equal or lessthantheir moral€) or be sunk. In Winter,
add +2 to the morale check die roll.

To determine where the storm occurs, roll adie:

North Aegean Sea (dl seaAreasintheHellespont ared so affected)
South Aegean Sea

Carpathian Sea

Seaof Crete

South lonian Sea

North lonian Sea

Cost: None.
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Restrictions on play: Spartan must control a port city in Asia Minor
(mainland part of Lesbos, Chios, Samos and Rhodesregions). Only one
Tissaphernes card may be played in the same Season.

Use: Roll 1 dieand modify as below. If the result isa 6 or higher, place
4 fleets (Persian “ Tissaphernes’ units) inthe port, and placethe cardin
“Tissaphernes’ Box in Persia (always succeeds on natural 6, fails on
natural 1). These fleets are supplied at no cost if they are “in supply.”
They may use Sardis as a supply source. If al 4 fleets are eliminated,
the card is discarded. The Spartans may voluntarily deactivate this card
at any time: the card isdiscarded but the fleetsremain on the board; they
may move anywhere but the Spartans must pay for them and they can-
not be disbanded (since they have no home region).

Modifiers

+1 for each medium city controlled in Lesbos, Chios, Samos and
Rhodes

+2 for each large city controlled in above regions

-2if any Pharnabazus cardsare currently active (unless Great King
card is active)

+1if any Tissaphernes cards are currently active

+1if Lysander, Brasidas, or Alcibiades (Spartan controlled) in Asia
Minor coast of regions

-1if Cdlicratidesin AsiaMinor coast of regions

Cost: 1AL shiftinAthenianfavor in Lesbos, Chios, Samos, and Rhodes
if successful.

Tissaphernes Offers Support

Number: 2

Player: Sparta

Restrictions on play: Another Tissaphernes card must be active. Only

one Tissaphernes card may be played in one Season. Cannot be played
if aTissaphernes Offers Support card isaready active.

Use: Same as Tissaphernes Offers Fleet. If successful, place in
“Tissaphernes’ box and discard other active cards. Persian fleets, infan-
try, and cavary remain. All Spartan or Persian unitsin the four regions
can be supplied at no cost, and they may use Sardis as a supply source.
Gives +1 modifier to success of Audiencewith Great King.

Cost: 1AL shiftinAthenianfavor in Lesbos, Chios, Samos, and Rhodes
if successful.

Tissaphernes Offers Troops

Number: 2

Player: Sparta

Restrictionson play: Spartamust control city in AsiaMinor. Only one
Tissaphernes card may be played in the same Season.

Use Sameas TissaphernesOffersFleet. If successful, placeaPersian
generd, 6 light infantry and 3 cavalry in city (Persian “Tissaphernes’
units). These units may not move out of the mainland area of AsiaMi-
nor. They may be supplied for free, and may use Sardis as a supply
source. The card isdiscarded if al the units are eliminated.

Cost: 1AL shiftinAthenianfavor in Lesbos, Chios, Samos, and Rhodes
if successful.
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D. OPTIONAL COMBAT SYSTEM:

May use whenever both sides have more than 3 units (if one player
desires).

1) Three separate “battles’ will be fought, between the Left, Center,
and Right. Divideunitsup intothe threewings, attacker settingup first:
* Must have at least 1/4 of units (rounded down) in each wing.

* No cavary/light in Center if hoplitesare placed in both Left and

Right.

* Leaderswith modifiers only affect the wing they are set up with.
2) After both sides have set up, players alternate shifting their set up:
roll adie, on a4-6, that player may shift:

« 1 hopliteor 1 light to an adjacent wing.

OR
» Any number of cavalry anywherelegal.

* L eaders may be shifted anywhere in addition to any other shift(s)

Ona1-3, go to step (3). Aslong as players continue to roll 4-6,
they may continue alternating shifting their set up.
3) Battle: resolve battlein eachwing separately, following normal combat
procedure.

 Each round is simultaneous: resolve round 1 for all wings, then
round 2, etc.

« If one side has the only units remaining at the end of around in
that wing, the units are added to adjacent wing(s), i.e. to Center if
winin Left or Right, to Left and/or Right if winin Center.

* +1 morale to al friendly units in the wing added to (including
added units).

« If only one wing has battle continuing at the end of around, play-
ers add unitsfrom any wing, no matter if it is adjacent to the battle
or not.

Example: The Spartans win in the Center in the same round
the Athenians winin the Left. Both players units are added to
the battle in the Right (and the morale modifiers cancdl).

* If nowings have battle, but units remain (i.e. each player won in
at least onewing in the same round), join al unitsinto one battle.

Example: The AthenianswinintheLeft and Right inthesame
round the Spartanswinin the Center. All remaining unitscon-
tinue combat in a single battle.

* |If aplayer decidesto withdraw, all units must retreat: you cannot
voluntarily retreat in one wing and continueto fight in another.

4) After battleiscompletein all wings, the victor gets Cavary Pursuit
if possible.

V.CREDITS

TheEpic of the Peloponnesian War isa Game By:
Designers: Kurt Kuhimannand Jon lwamasa
Artwork & Graphic Design: Terry Leeds
Developer: Rick Lechowich

Production Manager: Charlie Speigal

Rulebook & Play Aid Layout: Ron Magin

Playtesters: Francesco Carlucci, Andre Costopoulos, Paclo De
Francesco, Rob Knowles, Dan Murphy, Antonello Salvatucci and
Michele Soldano.

The Epic of the Peloponnesian War isPublished by:
Clash of Arms Games™
200 Lincoln Avenue - Box 205
Phoenixville, PA 19460
Ph#:610-935-7622 — Email: clashofar m@aol.com

Clash of Armsisa Trademark of
Theatre of theMind Enterprises, Inc.
©2006




4.4 BENEFITSOF CONTROLLINGA REGION

5.0 TREASURY AND TRIBUTE
5.1 TREASURY
52 TRIBUTE PHASE
5.3 TRIBUTEASSESSMENT
54 TRIBUTE COLLECTION

6.0 REVOLTS

13.0 ALLEGIANCE & MILITANCEADJUSTMENTS 10

34 “’ﬂ “’ﬂ “’ﬂ “’ﬂ “’ﬂ The Epic of the Peloponnesian W ar
CONTENTS 9.0 SUPPLY 7
9.2 DETERMINING IF UNITSARE “IN SUPPLY” 7
[.INTRODUCTION 1 9.3 SUPPLY LINES 7
9.4 SUPPLYING UNITSWHICHARE ‘IN SUPPLY’ 7
[l. RULESOF PLAY 1 9.5 SUPPLYING UNITSWHICHARE NOT ‘INSUPPLY’ 8
9.7 FORAGING 8
1.0 COMPONENTS 1 9.8 SUPPLYING FLEETSAT SEA 8
1.1 INVENTORY 1
1.2 THE MAP 1 | 10.0 SIEGES 8
1.3 PLAYING PIECES 2 10.2 MASKINGA CITY OR FORT 8
1.4 COMBAT CARD 2 10.3 INITIATINGA SIEGE 8
1.5 LEADER DISPLAY SHEET 2 10.4 EFFECTSOFA SIEGE 8
1.6 REGIONAL INFORMATION SHEETS 2 10.5 RESOLUTION OF A SIEGE 9
1.7 EVENT CARDS 2 10.7 SURRENDER OFA CITY OR FORT 9
10.8 BREAKINGA SIEGE 9
2.0 SET UP 3 10.9 BESIEGING LONGWALLS 9
3.0 TURN SEQUENCE 3 | 11.0 DESTROYING CITIES& FORTIFICATIONS 9
32 GAMEYEAR 3 11.1 DESTROYING CITIES 9
11.2 ALLEGIANCE / MILITANCE ADJUSTMENTS
4.0 CONTROL OF REGIONS 3 FOR DESTROYING A CITY 9
4.1 ALLEGIANCE LEVELS 3 11.3 DESTROYING FORTIFICATIONS 9
4.2 MILITANCE LEVELS 3
4.3 DETERMINING CONTROL OF REGIONS 3 [ 12.0 EVENT CARDS 10
4
4
4
4
4
4
5
5

6.3 REVOLT CHECK MODIFIERSTABLE
6.4 SPECIAL CASE —

CAPITAL CITIESOF HOME REGIONS
6.5 REVOLTING CITIES

7.0 UNITSAND CONSTRUCTION
7.2 FORCE POOLS
7.3 PLACING AND REMOVING UNITS
7.4 BUILD POOLS
7.5 BUILDING UNITS
7.6 BUILDING BASESAND FORTIFICATIONS
7.7 CONSTRUCTION COST TABLE
7.8 LEADERS
7.9 ELIMINATED UNITSAND LEADERS

8.0 AREA DEFINITIONS
8.3 LANDAREAS
8.4 SEAAREAS
8.5 OPEN SEAS

N NN N (o)l >N e)INe )M o) I ) NG IS &) (G2l &)

13.3 UNINHABITED ISLANDS 10
134 ALL. & MIL.ADJUSTMENTSTABLE 10
140 CAMPAIGN TURNS 10
15.0 RAIDING 10
16.0 MOVEMENT 11
16.1 OVERVIEW 11
16.2 STACKING 11
16.3 MOVING LAND UNITS 11
16.4 MOVING FLEETS 11
16.5 MOVEMENT ALLOWANCE TABLE 12
16.6 MOVEMENT COST TABLE 12
16.7 TRANSPORTING UNITSBY SEA 12
16.8 SPECIAL MOVEMENT CASES 12
17.0 COMBAT 12
17.3 OVERVIEW OF COMBAT PROCEDURE 12
17.4 COMBAT ADJUSTMENTS 12
17.5 COMBAT RESULTS 13
17.6 USING THE COMBAT DISPLAY 13
17.7 RETREATS 13

17.8 VOLUNTARY RETREAT/BREAK OFFATTACK 14

17.9 CAVALRY PURSUIT 14
17.10 WINNINGA BATTLE 14
18.0 ATTACKING CITIES & FORTS 16
18.3 CITY GARRISONS 16
18.6 FORTRESSES 16

. .




Clash of Arms Games ORORORORD] 35
19.0 SICILY 17 | 29.0 THEATHENIAN “FANTASY” SCENARIO 25
202 SET UP 25
20.0 PEACE 17 29.3 SCENARIO LENGTH 25
20.2 EFFECTSOF PEACE 17 20.4 SPECIAL RULES 25
20.3 ENDING PEACE 17 29.5 VICTORY CONDITIONS 25
21.0 VICTORY CONDITIONS 171 1v. APPENDICES 25
I11. SCENARIOS 18 | A.DESIGNERS NOTES 25
220 THE ARGIVE LEAGUE SCENARIO 18| PR ”
222 SETUP 18
223 SCENARIO LENGTH 18 | B. LIST OF LEADERS 26
22.4 SPECIAL RULES 18 ATHENIAN LEADERS 2
22.5 VICTORY CONDITIONS 19 SPARTAN LEADERS 27
226 HISTORICAL BACKGROUND 19
C.EVENT CARD DESCRIPTIONS 28
23.0 CAMPAIGN GAME 19 ALCIBIADES SWITCHES SIDES 28
23.2 SETUP 19 ALLIED DISSENT 28
23.3 SCENARIO LENGTH 20 ALLIED UNREST 28
23.4 SPECIAL RULES 20 ARGOS ENDSNEUTRALITY 28
235 VICTORY CONDITIONS 20 ATHENIAN EMBASSY TO PERSIA 28
24.0 THREE-PLAYER CAMPAIGN GAME 20 éﬁ%ﬁ\A'%EEVIV@X SERSEA;ITC:(L'\'(\'G gg
e 2| arveEm. :
. CONSULT ORACLEAT DELPHI 29
245 SPARTAN & THEBANALLIANCE RULES 20 EARTHOUAKE IN PELOPONNESE %
24.6 EVENT CARDS 21 ECLIPSE OF THE MOON 29
24.7 SCENARIO LENGTH 21 FESTIVAL %
24.8 VICTORY CONDITIONS 21 HELOT UPRISING %
25.0 FOUR-PLAYER CAMPAIGN GAME 21 PEACE EMBASSY 30
259 SET UP o1 PERDICCAS SWITCHES SIDES 30
253 SCENARIO LENGTH - PHARNABAZUS OFFERS FLEET 30
25 4 V|CTORY CONDITIONS 7 PHARNABAZUS OFFERS SUPPORT 30
PHARNABAZUS OFFERS TROOPS 30
26.0 ARCHIDAMIAN WAR SCENARIO 22 PLAGUE INATHENS 30
26.2 SET UP 22 REMOVE LEADER 31
26.3 SCENARIO LENGTH 2 REBELLION POSSIBLE 31
26.4 VICTORY CONDITIONS 22 SACRIFICES UNFAVORABLE 31
SICILIAN EXPEDITION ESCALATION 31
27.0 IONIAN WAR SCENARIO 23 SICILIAN EXPEDITION RESOLUTION 31
27.2 SETUP 23 SITALCES INVADESMACEDON & CHALCIDICE 32
27.3 SCENARIO LENGTH 24 SOLDIERS PLUNDER COUNTRY SIDE 32
27.4 VICTORY CONDITIONS 24 STORMSAT SEA 32
TISSAPHERNES OFFERS FLEET 32
28.0 THE SPARTAN “FANTASY” SCENARIO 24 TISSAPHERNES OFFERS SUPPORT 2
282 SETUP 24 TISSAPHERNES OFFERS TROOPS 32
28.3 SCENARIO LENGTH 25
28.4 SPECIAL RULES 25 | D. OPTIONAL COMBAT SYSTEM 33
28.5 VICTORY CONDITIONS 25
V. CREDITS 33




The Epic of the Peloponnesian War

36 oW

Force Pool & Build Pool list for Campaign Game Set Up:

LOCATION FORCE POOL BUILD POOL LOCATION FORCE POOL BUILD POOL
Peloponnese Northern Greece
Achaea 1hoplite- 5 1hoplite- 5 Thessay 8cavary -5 4light - 4
2fleet- 3 4light - 4
2light - 3
Macedon 6 cavary - 5 none
Elis 3 hoplite- 5 1hoplite- 5 6light-4
2fleet- 3
2light-3 Chdcidice 1hoplite- 4 1hoplite- 4
llight-3 llight-3
Arcadia 3 hoplite- 5 1 hoplite-5 2cavary -5 2fleet - 5
2light - 3
Thrace 2 hoplite- 4 1llight-3
Argolid 1ditehoplite- 6 4light -3 llight-3 2cavdry -5
6 hoplite- 4 4flect- 4 1fleet-5 1fleet-5
Corinth 5hoplite- 4 1hoplite- 4 AsiaMinor
Afleet - 4 2fleet - 4 Hellespont 2 hoplite- 4 2light-3
4light - 3 2fleet- 5
Laconia 5é€litehoplite- 6 1hoplite- 5 Leshos 1fleet-5 1hoplite- 4
3 hoplite- 5 5fleet - 3 1 hoplite- 4 3fleet- 5
1fleet- 3 2cavary -4
Chios 2fleet - 5 1hoplite- 4
Epidaurus 2 hoplite- 5 1fleet- 3 1hoplite- 4 2fleet - 5
1fleet-3 2light- 3
Samos 1hoplite- 4 1hoplite- 4
Central Greece 4fleet-5
Megarid 2 hoplite- 4 2 hoplite- 4
2fleet - 4 Rhodes 1 hoplite- 4 1hoplite- 4
2fleet- 5
Attica 6 hoplite- 4 Afleet - 4
4 hoplite- 3 lcavdry -4 Aegean Islands 1fleet-5 1hoplite- 4
8elitefleet - 6 1llight-3 1hoplite- 4 1fleet-5
4fleet- 5
3cavary -4 Off-board Regions
3light-3 Persia:
Tissaphernes: 12 light- 4
Boeotia 7 hoplite- 5 1hoplite- 5 6 cavary - 5
6 cavary - 5 2fleet- 3 4fleet- 5
6light-3 Pharnabazus 8light- 4
4cavdry -5
Euboea none 2 hoplite- 4 3fleet- 5
2fleet- 4
2light - 3 Sicily 4fleet- 5
2cavary -5
Phocig/Locris 1hoplite- 4 1hoplite- 4
5light - 3 llight-3
2cavary -5
Aetolia 8light- 4 none
Acarnania 3 hoplite- 4 1hoplite- 4
3light- 3 llight-3
Epirus 2 hoplite- 4 1llight-3
3light- 3 2fleet- 3
W. Idands 3 hoplite- 4 1hoplite- 4
2fleet- 4
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