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10 POSEIDON BLESSING CARDS

1 FLEET BOARD
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POSEIDON
Note! This expansion strongly alters the base game 
and is intended for experienced players. We suggest 
to use only 1 expansion with the  icon at a time 
during a single game, although the Simple mode can 

be used in any game.
	 The Poseidon expansion is required to use the Atlantis 
expansion.

SETUP:
	 Place the Poseidon Monument in Messenia.
	 Place Poseidon’s God’s Artifact card under the Poseidon Monument.
	 Take the Poseidon Help card - use the side marked witha  red corner.
	 Place 1 Port token (at random, number side down) in each of 

those Regions: Acarnania, Thessaly, Attica, Messenia and Laconia.
	 If you are playing with more than 4 players, place additional Port 
tokens:
	 5-6 players: North Atlantis (if you use Atlantis expansion)
	 6 players: Lesbos (if you use City of Steel expansion)
	 Shuffle Poseidon Blessings into Blessing Deck.

	 All other rules of the base game apply normally.

PORTS
Regions with Ports are treated as connected with each other. How
ever there are some limitations:  

	 Monsters cannot move from one Port to another.  
	 The Hoplite Movement Regular Action cannot be used to move 

Hoplites from one Port to another. 
	 The Hero Movement Regular Action can be used to move a Hero 

from one Port to another. This counts as moving 1 Region.
	 The March Special Action can be used to move an Armies from 

one Port to another. This counts as moving 1 Region.
	 Hermes’ God Power can also be used to move an Army from one 

Port to another. This counts as moving 1 Region. 

FLEET ( )
Fleet is a new, additional Attribute (considered as a basic Attribute). 
	 The Fleet value of each Hero is marked by a Fleet token of their 
Army color on the Fleet board.
	 Each player stars with a Fleet value of 1. The maximum value is 5. 
	 Add your Fleet value to your Army Strength in every Battle taking 
place in a Region with a Port, with the following limitations:

	 A player maximum Fleet bonus is equal to their Fleet Attribute.
	 A player Fleet bonus can never exceed the number of their Hop-

lites in the Battle.
	 For example, a player with a Fleet value of 4 and 3 Hoplites in the 
Battle would gain +3 Army Strength from their Fleet Attribute.
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Recruit  Hoplites 
in any 1 Region  you control 
with a Port.

Recruit  Hoplites 
in any 1 Region  you control 
with a Port.

Recruit  Hoplites 
in any 1 Region  you control 
with a Port.

Recruit  Hoplites 
in any 1 Region  you control 
with a Port.

—

Messenia

SEA RAIDERS

During a Hoplite Movement Action, 

you may move an additional Hoplite 

using a Sea Trail.

TYRANT

During a Battle, 

if you control more Regions than your opponent, 

add +2 to your Army Strength.

HEGEMONY

At the beginning of each of your Turns, 

if you control all the Regions of a Land, 

draw 1 Combat Card.

BLESSINGS

1 FIVE-PIECE POSEIDON MONUMENT

1 POSEIDON 
HELP CARD

6 FLEET TOKENS 7 PORT TOKENS

1 POSEIDON 
GOD’S ARTIFACT

POSEIDON’S TRIDENT

Choose a Region 
with a Port. 

Kill half of the Hoplites 
in that Region 
(rounding up).

POSEIDON SIMPLE MODE:
The Poseidon Monument can also be used in the Simple mode, in 
which it replaces one of the three Monuments of the basic game.  
In such a case, simply replace Athena by Poseidon.
	 During Setup, place the Poseidon Monument in Attica, instead of 

the Athena Monument.
	 Place Poseidon’s Artifact card under the Poseidon Monument.  
	 Shuffle the Poseidon Blessings cards into the Blessing Deck. 
	 Take the Poseidon Help card - use the side marked with a gray corner. 
	 Place 1 Port token (at random, number side down) in each of 

those Regions: Acarnania, Thessaly, Attica, Messenia and Laconia.
	 If you are playing with more than 4 players, place additional Port 
tokens:
	 5-6 players: North Atlantis (if you use Atlantis expansion)
	 6 players: Lesbos (if you use City of Steel expansion)
	 All other rules of the base game apply normally. Fleet compo-
nents and rules are not used. This Simple mode can also be used 
with the Atlantis expansion.
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3 MONSTERS (SIREN, CETUS, TALOS)

1 HERO (CLEITO)

3 QUEST CARDS AND QUEST TOKENS

3 MONSTER TRAYS (SIREN, CETUS, TALOS)

1 HERO BOARD (CLEITO)

1 ARMY BOARD

4 EVENT MONSTER CARDS (2 SIREN, 2 CETUS)
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ATLANTIS 
5TH PLAYER EXPANSION
Note! The components of this expansion are designed for 
5-player games and cannot be used if there are less players  
(although Cleito could replace any Hero from the base game). 
As it introduces new mechanics (the Factory and Talos), this 
expansion is best suited for experienced players. 
	 Atlantis requires the use of the Poseidon expansion and is 
required to use the City of Steel expansion.

SETUP:
	 Place the additional Atlantis board on the lower-right side of the 

main board.

	 During Step 3 of the Game Preparation, shuffle the additional 
Monster and Quest Cards into the Event Deck.

THE FACTORY
The Factory is a Special Temple. 
	 Any player controlling the Inner Circle Region of the Atlantis board 
may perform a Build Temple Special Action to build the Factory. The 
Factory counts as a Temple (adding Priests to the Priest Pool when 
built or during Build Monument Actions of the controlling player)
	 The Factory also counts towards the Favored of the Gods Vic-
tory Condition (controlling 5 Regions with a Temple). 
	 When the Factory is built, put Talos miniature on the Atlantis 
board, in the Inner Circle Region.

TALOS
From the moment the Factory is built, the player that controls the 
Inner Circle Region also controls Talos. 
	 Talos is treated like a regular Monster, and may be killed during  
a Hunt. 
	 Talos additional rules: 

	 The player controlling Talos cannot Hunt it. 
	 The player controlling Talos may perform 1 Talos Regular Action. 

Each turn the player may perform this additional Regular Action to 
move Talos 1 Region or to use its Region Attack.
	 During each Monster Phase, the player controlling Talos gains an 

additional Talos Regular Action instead of rolling the Monster Die for 
Talos.

NEW SEA TRAILS
The Sea Trails of the Atlantis board lead to the corresponding Re-
gions of the main board and of the City of Steel board (if used). 
These Sea Trails work both ways.

CETUS’ TENTACLE

Use when your Hero is in 
a Region with a Port. 
Take control of that 

Region.
You may Recruit 1 Hoplite 

in that Region. 

SIREN’S CROWN

Recruit up to 1 Hoplite 
in each Region you control 

with a City/Sparta.

SIREN

SPECIAL ATTACK W

REGION ATTACK V

REWARD J

Siren’s Crown

This Hunt ends immediately. 

Place the Hero on this Tray. 

The Hero is out of the game. 

After the next Build Monument 

Special Action, the Hero 

is returned into play in Euboea. 

Kill 2 Hoplites. 

Passive: Siren can move only 

between Regions with a Port.

CETUS

SPECIAL ATTACK W

REGION ATTACK V

REWARD J

Cetus’ Tentacle

Deal 2 Injuries. 

Discard half of your Combat 

Cards (rounded up).

Kill 1 Hoplite in each Region 

with a Port.

Passive: Heroes and Hoplites 

cannot use any Sea Trail 

Cetus is on.

TALOS

SPECIAL ATTACK W

REGION ATTACK V

REWARD J

—

The Hunt ends immediately. 

Deal 1 Injury (Talos’ controller 

chooses the Attribute), 

and Talos heals 1 of its Wounds 

(except Mace Wounds). 

Kill 1 Hoplite 

in any 1 Region 

of the Land Talos is in.

Reward

Use any level (even unbuilt) 

of a chosen Monument.

SOUTH ATLANTIS

SAVING 
PERSEPHONE

1 Blessing

1 Blessing 

1 

1 Blessing 

Sacrifice 1 

THE LOST CITY  expansion 

SEA TRAIL:

CHALKIDIKI - EUBOEA

CETUS

Evolve:

Region Attack kills 2 Hoplites instead of 1.

THE LOST CITY  expansion 

Reward

Keep this card. At the start of the Hunt, 

you can discard it 

to deal any 2 Wounds to the Monster.

NORTH ATLANTIS

GRAEAE

Total sum of 

Attributes: 5

Total sum of 

Attributes: 6

Total sum of 

Attributes: 7

THE LOST CITY  expansion 

Reward

Keep this card. Discard during a Hoplite Movement 

action to move all your Hoplites, instead of a number 

equal to your . Normal movement rules apply.

ATTICA

PIRITHOUS’ 

WEDDING

1 Monster 

killed

1 Monster 

killed

2 

1 Monster 

killed

3 

THE LOST CITY  expansion 

PIRITHOUS’ WEDDING

CLEITO

SPECIAL ABILITY
Instead of performing 

a Hero Movement Regular Action, 
you can heal 1 Injury on Cleito.

STARTING BONUS

Cleito starts with 1 Priest 
in her Priest Pool. 
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PREPARE
CHOOSE ANY 2:
Heal 1 Injury_____________

Draw Combat Card_____________

Recruit 1 Hoplite 
(in Region 

with your Hero)

HUNT USURP

RECRUIT MARCHBUILD TEMPLE

BUILD MONUMENT
All players remove Priests 

from all Monuments_____________

Add next level of 
chosen Monument_____________

Gain Priest for every 
Temple you control

END TURN
All players remove 

Used Action Tokens_____________

Roll Monster Die 
for each Monster 

on the Map_____________

Draw Event CardSP
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CLEITO

SPECIAL ABILITY
Instead of performing 

a Hero Movement Regular Action, 
you can heal 1 Injury on Cleito.

STARTING BONUS

Cleito starts with 1 Priest 
in her Priest Pool. 
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=    
=  2

=  4

=

PREPARE
CHOOSE ANY 2:
Heal 1 Injury_____________

Draw Combat Card_____________

Recruit 1 Hoplite 
(in Region 

with your Hero)

HUNT USURP

RECRUIT MARCHBUILD TEMPLE

BUILD MONUMENT
All players remove Priests 

from all Monuments_____________

Add next level of 
chosen Monument_____________

Gain Priest for every 
Temple you control

END TURN
All players remove 

Used Action Tokens_____________

Roll Monster Die 
for each Monster 

on the Map_____________

Draw Event CardSP
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1 ATLANTIS BOARD

2 MONSTER REWARD
 ARTIFACT CARDS

(SIREN, CETUS)

1 FACTORY

15 HOPLITES,
4 PRIESTS

15 CONTROL TOKENS,
1 GLORY TOKEN,
1 COLORED RING

3 ATTRIBUTE TOKENS

SEA TRAIL:

CRETE - SOUTH ATLANTIS

CETUS

Evolve:

THE LOST CITY  expansion 

LACONIA

SIREN

Evolve:

When you move your Hoplites 

into Siren’s Region, kill 1 of these Hoplites.

THE LOST CITY  expansion 

NORTH ATLANTIS

SIREN

Evolve:

THE LOST CITY  expansion 

GRAEAE

SAVING PERSEPHONEAWAKEN REALMS 
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6 WARRIORS
OF HADES

1 HADES 
HELP CARD

HADES
Note! This expansion strongly alters the base game 
and is intended for experienced players. We suggest 
to use only 1 expansion with the  icon at a time 
during a single game.

SETUP
	 Place the Hades Monument in Messenia.
	 Place Hades’ Artifact card under the Hades Monument.
	 Take the Hades Help card - use the side marked with a red corner.
	 When Choosing their Hero, each player takes 1 Warrior of Hades and 

places it in any Region on the board. After placing the Warriors of Hades, 
the players deploy their Hoplites and Hero as normal. 
	 After all Heroes are placed on the Board, before starting the game, 

each player places 1 Gate of Hades in the starting Region of their Hero.
	 Shuffle Hades Blessings into Blessing Deck.

WARRIORS OF HADES
A Warrior of Hades increases the Population Strength of a Region he is in by 1. 
	 Warriors of Hades automatically join any Army in their Region if this 
Region is Controlled by that Army’s player. 
	 Each Warrior of Hades add +1 Army Strength to the Army they joined. 
	 Warriors of Hades can freely (do not count them as Hoplites) move 
with the Army they joined. 
	 When an Army including Warriors of Hades enters a Region contain-
ing another player’s Army, they remain with the moving Army at least 
until the end of the Battle.
	 Army with any number of Warriors of Hades kills 1 enemy Hoplite be-
fore the Battle when attacking. 
	 Warrior of Hades are not considered as Hoplites. They cannot die and 
are not affected by effects affecting Hoplites. After a Battle, Warrior of 
Hades always remains in the Region Battle took place, even if its owner 
Hoplites withdraw or were all killed.

UNDERWORLD BOARD
Regardless of how they were killed (Region Attack, Casualty, etc.) all 
killed Hoplites are placed on the Underworld board. They can come back 
in play by performing the Resurrection Regular Action (see below).

RAISE ( )
Raise is a new, additional Attribute (considered as a basic Attribute). 
	 The Raise value of each Hero is marked by a Raise token of their Army 
color on the Underworld board.
	 Each player starts with a Raise value of 1. The maximum value is 5.
	 The Raise Attribute is used during the Resurrection Regular Action 
(see below).

 GATES OF HADES 
AND RESURRECTION

Resurrection is a new Regular Action:
	 Take a number of your Hoplites equal to your Raise Attribute from the 
Underworld board and place them in a Region with a Gate of Hades or in 
your Hoplite Pool. You may start a Battle that way.

HADES SIMPLE MODE:
The Hades Monument can also be used in the Simple mode, in which it 
replaces one of the three Monuments of the basic game. In such a case, 
simply replace Zeus by Hades.
	 During Setup, place the Hades Monument in Thessaly, instead of the 

Zeus Monument. 
	 Place Hades’ Artifact card under the Hades Monument. 
	 Shuffle the Hades Blessings cards into the Blessing Deck. 
	 Take the Hades Help card - use the side marked with a gray corner. 

	 All other rules of the base game apply normally. Warriors of Hades, 
Rise tokens, Gate of Hades tokens and Underworld board components 
and rules are not used.

10 CONSTRUCT 
CARDS

1 UNDERWORLD 
BOARD

6 RAISE TOKENS

14 ORICHALKUM 
TOKENS
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ORICHALKUM 
AND CONSTRUCTS

Note! This expansion strongly alters the base game 
and is intended for experienced players. We suggest 
to use only 1 expansion with the  icon at a time 
during a single game.

	 Orichalkum can be combined with the Poseidon and Atlan-
tis expansions. 

SETUP:
	 During Step 2 of the Game Preparation, place 1 Orichalkum to-

ken in each Region with a City.
	 Do not place any Orichalkum token in Sparta or in Troy (if you are 
using City of Steel expansion).
	 During Step 8 of the Game Preparation, draw 3 Construct Cards  

and set them (face up) next to the board. 

ORICHALKUM
When a Hero ends a Hero Movement Regular Action (and doesn’t 
start any Quest) in a Region with a Orichalkum token, they may take it. 
	 At the beginning of their Turn (before performing any Action), 
a player may spend any number of Orichalkum tokens (removing 
them from the game) to recharge the same number of their Arti-
facts. 
	 Orichalkum tokens may be also spent to use any face up Con-
struct card.

CONSTRUCTS
At the beginning of their Turn (before performing any Action), a player 
may use 1 of the 3 face up Construct cards, paying its cost (printed on 
the card) in Orichalkum tokens. 
	 A Construct card is removed from the game after use. It cannot 
not be used again this game.
	 During the Event Phase, if there are less than 3 face up Construct 
cards, draw cards from the Construct deck and place them face up 
until that there are 3 face up Construct cards.

TROJAN HORSE

3
Perform a March action 

to a neighboring 

City/Sparta. If there’s 

a Battle there, add +2 

to your Army Strength.

CONSTRUCT
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+1 

+1 

+1 

+1 

U and V 
with a chosen Monster.

U and V 
with a chosen Monster.

U or V 
with a chosen Monster.

U 
with a chosen Monster.

—

Messenia HADES’ HELMET

Use when 
your Hero suffers 

an Injury.
Ignore that Injury.

1 FIVE-PIECE HADES
 MONUMENT

6 GATE OF HADES
 TOKENS

1 HADES 
GOD’S ARTIFACT

10 HADES BLESSING CARDS

PRICE OF VICTORY

After a Battle in which you took part, 

if at least 2 Hoplites were killed, 

draw 1 Combat Card.

PLAGUE

When you receive this Blessing, 

each other player must remove 2 Hoplites 

from their supply 

(or from the board if they are all in play). 

Removed Hoplites cannot be brought back 

into play.

TEMPLE OF DEATH

When you perform 

the Build Temple Special Action, 

choose and kill 1 Hoplite 

from any 1 other player.

BLESSINGS
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13 RELIC CARDS

5 NEUTRAL ARTIFACT CARDS

1 HEPHAESTUS  
GOD’S ARTIFACT

1 HEPHAESTUS  
HELP CARD
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HEPHAESTUS
Note! This expansion strongly alters the base game 
and is intended for experienced players. We suggest 
to use only 1 expansion with the  icon at a time 
during a single game.

SETUP
	 Place the Hephaestus Monument in Messenia.
	 Place Hephaestus’ Artifact card under the Hephaestus Monument.
	 Take the Hephaestus Help card - use the side marked with a red corner.
	 After placing Heroes and drawing starting Combat Cards, set aside 

all the Lightning cards from the Relic deck and form a Lightning deck face 
up.

	 Then, draw 3 cards from the Relic deck and place them face up on the 
side of the board, above the Quest slots. During the game, players will be 
able to Reforge their Combat Cards into these Relics (see below). 
	 Shuffle Hephaestus Blessings into Blessing Deck.
	 During the Event Phase, if there are less than 3 face up Relic cards, 

draw cards from the Relic deck and place them face up until that there 
are 3 face up Relic cards, plus the Lightning face up deck.

RELICS
Relics are special type of card, part Combat Cards and part Artifacts. 
	 Players can gain Relic by Reforging Combat Cards (see below).
	 When a player gains a Relic, it is placed next to their Hero board, vis-
ible for every player. 
	 Relics are used as normal Combat Card (during Hunt or Battle), but 
they are not discarded after use. Instead, they are marked as used as an 
Artifact. They are charged as normal Artifacts, during the Build Monu-
ment Special Action. 
	 Relics do not count against your Combat Card limit.
	 Relics are not Artifacts. They are not affected by effects affecting Artifacts.

REFORGE
A player can perform a Prayer Regular Action and send a Priest to the Hep-
haestus Monument to Reforge 1 Combat Card. Choose and discard 1 ap-
propriate Combat Card to take the corresponding Relic card.
	 You can only Reforge a Combat Card into a Relic that bears the corre
sponding Wound symbol (for example, you can Reforge a Sword Combat 
Card into the Sword of Justice Relic card). 
	 Shield can be Reforged into Mirror Shield.
	 Sickle can be Reforged into Adamantine Sickle.

LIGHTNING
Lightning Relics cards work a bit differently: 

	 When you choose a Lightning Relic card when Reforging, you do not dis-
card any of your Combat cards. 

	 Lightning Relic cards are always available. 
	 Lightning Relics card are discarded after use and go back the Lightning 

deck. 
	 Players can never have more than 1 Lightning Relic card at a time.

HEPHAESTUS SIMPLE MODE:
The Hephaestus Monument can also be used in the Simple mode, in 
which it replaces one of the three Monuments of the basic game. In such 
a case, simply replace Zeus by Hephaestus. 
	 During Setup, place the Hephaestus Monument in Thessaly, instead 

of the Zeus Monument. 
	 Place Hephaestus’ Artifact card under the Hephaestus Monument. 
	 Shuffle the Hephaestus Blessings cards into the Blessing Deck. 
	 Take the Hephaestus Help card - use the side marked with a gray corner. 

	 All other rules of the base game apply normally. Relic cards rules are 
not used.
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Reforge a Combat Card.
Draw 3 Artifact cards 
and choose 1 (it is used).

Reforge a Combat Card.
Draw 3 Artifact cards 
and choose 1 (it is used).

Reforge a Combat Card.
Draw 2 Artifact cards 
and choose 1 (it is used).

Reforge a Combat Card. 
Draw an Artifact card (it is used).

Reforge a Combat Card

Messenia HEPHAESTEUS’ HAMMER

Charge any 1 
of your Artifacts.

GOLDEN GOBLET OF HELIOS

Use before any Hoplite 

Movement, Hero Movement 

or Hunt action. One chosen 

Attribute is raised by 1 

for this action (max. 5).

DRAGON TEETH

Use to choose and kill 

half of the Hoplites 

(rounded up) 

in the Region 

your Hero is in.

PALLADIUM

Use when you lose 

a Battle in a Region 

with a City/Sparta. 

Your opponent must 

withdraw instead 

(and does not capture 

the Region).

STAFF OF TIRESIAS

Use during any Hunt 

to look at the drawn 

Monster Attack Cards 

and choose the one 

that is played.

ORPHEUS’ LYRE

Use to Draw 

1 Blessing Card. 

You may discard 

any 1 of your Blessing 

Cards to keep that card.

When a Battle is taking place in the Region 

your Hero is in, add your Hero’s Strength 

to your Army Strength.

EURYTUS BOW
2

Use with another Combat Card with a bow 

symbol to deal a Wound of any type.

After you play this card, your 

opponent can play 1 Combat Card, 

then both players must pass.

SWORD OF JUSTICE
3

When you use this card to defend, 

deal a sword Wound to the Monster. 

This card copies 

your opponent’s last played Combat Card 

(Strength Value, effect and Causalties).

MIRROR SHIELD
0

Use to defend from any Monster Attack 

Card. Draw only 1 Combat Card.

RELIC

CARDS

10 HEPHAESTUS  BLESSING CARDS

CHARGED BY FIRE

Upon receiving this Blessing, 

draw 1 Combat Card.

You can discard a Combat Card 

with a Torch symbol 

to charge any 1 Artifact.

FORGE-TEMPLE

Upon receiving this Blessing, 

add 1 Priest to your Priest Pool.

When you perform 

the Build Temple Special Action, 

you can charge any 1 Artifact.

VOTIVE OFFERING

Instead of performing a Prayer Action, 

discard any 1 of your Neutral / Monster Artifacts 

to permanently increase one of your 

Hero’s Attributes by 1.

BLESSINGS

1 FIVE-PIECE HEPHAESTUS MONUMENT
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2 MONSTER REWARD ARTIFACT CARDS
(TYPHON, PYTHON)

6 COMBAT CARDS

2 MONSTERS (TYPHON, PYTHON)

2 HERO BOARD (CASSANDRA, ODYSSEUS)

7

HEROES AND 
MONSTERS
This expansion does not alter the rules in a significant way. It 
only adds some variety and can be used in any game, even with 
expansions marked with the  icon.

SETUP
	 During Step 3 of the Game Preparation, shuffle the additional 

Monster Cards into the Event Deck.
	 Heroes are chosen as usual - you just have larger pool to choose 

from!

All components in this expansion are similar to their base game 
counterparts. Keep in mind that adding Monsters to the game with-
out adding the Additional Combat Cards mini expansion (see below) 
might slightly alter the balance of the Victory Conditions! 

ADDITIONAL 
COMBAT CARDS
This expansion does not alter the rules in a significant way. It 
only adds some variety and can be used in any game, even with 
expansions marked with the  icon.

SETUP
	 During Step 3 of the Game Preparation, shuffle the additional 

Combat Cards into their deck. 

They are used just like a normal Combat Cards.

ODYSSEUS

SPECIAL ABILITY
When Odysseus is in a Region 

with a City/Sparta, that Region’s Population 
Strength is lowered by 1 for you. 

STARTING BONUS
At the beginning of the game, 

Odysseus may be placed in a different 
Region than your starting Hoplites. 

HE
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D

CASSANDRA

SPECIAL ABILITY
After any Blessing Draft, draw 1 additional Blessing 

Card. You may swap that card with the Blessing 
Card you got during the Draft or discard it.

STARTING BONUS
Cassandra starts with 1 Hoplite. 

Place a Control Token in your starting 
Region regardless of its Population Strength.
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You may immediately withdraw 

from the Battle. You don’t suffer any Casualties 

(from played Combat Cards, etc). 

Your opponent still suffers Casualties.

TACTICAL WITHDRAWAL1
Use 3 Combat Cards with a bow symbol 

to deal a Wound of any type.

DARK AGES
expansion 

You may immediately withdraw 

from the Battle. You don’t suffer any Casualties 

(from played Combat Cards, etc). 

Your opponent still suffers Casualties.

TACTICAL WITHDRAWAL1
Use 3 Combat Cards with a torch 

symbol to deal a Wound of any type.

DARK AGES
expansion 

If you won a Battle in a Region 

with a Shrine or Temple,

add 1 Priest to your Priest Pool.

OFFERINGS FOR THE GODS2
Use 2 Combat Cards with a mace 

symbol to deal a Wound of any type. 

DARK AGES
expansion 

If you won a Battle in a Region 

with a Shrine or Temple,

add 1 Priest to your Priest Pool.

OFFERINGS FOR THE GODS2
Use 2 Combat Cards with a sword

symbol to deal a Wound of any type.

DARK AGES
expansion 

If this is the first Combat Card 

played during the Battle, 

its value is 7.

SUDDEN STRIKE
3

Use to deal a Wound of any type.

DARK AGES
expansion 

If you are the attacker, 

the Battle ends immediately 

after you play this card.

FINAL CHARGE
2

Use to defend from any Monster Attack Card, 

but receive 1 Injury 

and draw only 1 Combat Card.

DARK AGES
expansion 

2 HEROES (CASSANDRA, ODYSSEUS)

2 MONSTER TRAYS (TYPHON, PYTHON)

4 EVENT MONSTER CARDS 
(2 TYPHON, 2 PYTHON)

AITNE

Kill 1 Hoplite 
in each Region 
on the board.

OMPHALOS

Recruit up to 2 Hoplites 
in Phocis (if there are 
no enemy Hoplites).

TYPHON

SPECIAL ATTACK W

REGION ATTACK V

REWARD J

Aitne

Discard 

any 1 Blessing Card. 

The Hero loses 1 

in any 1 Attribute.

Kill half of the Hoplites 

in the Region 

(rounding up).

PYTHON

SPECIAL ATTACK W

REGION ATTACK V

REWARD J

Omphalos

Deal 1 Injury. 

If the Hero’s Strength 

Attribute is lower than 4, 

immediately end the Hunt. 

Kill 1 Hoplite. Move Python to 

any Region with a Shrine 

(but without a Temple).

Passive: Players cannot use Build 

Temple action in Region with Python.

Until Typhon leaves play, 

the Strength of the Attack Cards 

of all monsters in play is raised by 1.

ACHAEA

TYPHON

Evolve:

HEROES AND MONSTERS  expansion 

INNER CIRCLE

or BOEOTIA - if THE LOST CITY 

is not used in the game

TYPHON

Evolve:

HEROES AND MONSTERS  expansion 

PHOCIS

PYTHON

Evolve:

During a Hunt, the player controlling Python 

draws 3 Monster Attack cards 

and chooses 1 to play.

HEROES AND MONSTERS  expansion 

LESBOS
or PHOCIS - if CITY OF STEEL is not used 

in the game

PYTHON

Evolve:

HEROES AND MONSTERS  expansion 
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2 EVENT MONSTER 
CARDS 

6 CHIRON’S 
TRAINING CARDS

1 MONSTER REWARD 
ARTIFACT CARD

5 OPPORTUNITY CARDS

7

CHIRON
This expansion does not alter the rules in a significant way and 
can be used in any game, even with expansions marked with 
the  icon.

SETUP
	 During Step 3 of Game Preparation shuffle the Chiron Monster 

Cards into the Event Deck. Chiron may appear on the board as any 
other Monster during the Game Setup or any Event Phase. 

	 Create a face down deck containing the 6 Chiron’s Training Cards. 
They will be used when Chiron appears on the board (see below).

TRAINING QUESTS
	 When Chiron appears on the board, draw 1 Training Card and 

place it on the first empty Quest slot. 
	 If there is no empty Quest slot, discard the first Quest card on 
which there is no Hero. If there is a Hero on each Quest put the 
Training Card aside. It will become available when the first Quest is 
done.

	 Training Cards function exactly as a normal Quest Cards. A play-
er must possess (and show to the other players) specific Combat 
Cards in order to start the Training Quest. 

	 After Hero completes a Training Quest, the player takes the 
Training Card and places it next to their Hero Board.

	 When player takes Training card after completing the Training, 
place a new Training card in the Quest slot.

	 If Chiron was killed, discard a Training Card (if any Hero was on 
this Training, place them back in the Region Chiron was in).

TRAINING CARDS AFTER 
COMPLETED TRAINING
	 Training Cards are used as normal Combat Card (during Hunt or 

Battle), but they are not discarded after use. 
	 Instead, they are marked as used as an Artifact. They are charged 
as normal Artifacts, during the Build Monument Special Action.

	 Training Cards do not count against Combat Card limit.
	 Training Cards are not Artifacts. They are not affected by effects 

affecting Artifacts.

CHIRON

SPECIAL ATTACK W

REGION ATTACK V

REWARD J
Ashen Spear

Deal 1 Injury.
Discard 1 Artifact 
(if you have any).

If Wounded: Kill 1 Hoplite 
in each Region of this Land.

If not Wounded: Heal 1 Injury 
on each Hero in this Land.

ASHEN SPEAR

Use when playing 
a Combat Card. 

Add +2 to its value.

Your opponent 
adds +2 to their Casualties.

UNFORGIVEN

1
Use 3 Combat Cards with a bow 

symbol to deal a Wound of any type.

After this Battle, your opponent must 
discard all their Combat Cards 

from their hand except one.

TACTICAL FAILURE

1

Use 2 Combat Cards with a sword
symbol to deal a Wound of any type.

CHIRON’S
TRAINING

CARDS

THESSALY

CHIRON

Evolve:

HEROES AND MONSTERS  expansion 

LACONIA

CHIRON

Evolve:

When performing a Region Attack,
kill 2 Hoplites. 

HEROES AND MONSTERS  expansion 

1 MONSTER TRAY

1 SPECIAL 
MONSTER (CHIRON)

OPPORTUNITY 
CARDS
This expansion does not alter the rules in a significant way and 
can be used in any game, even with expansions marked with 
the  icon.

SETUP
During Step 3 of the Game Preparation, shuffle the Opportunity 
Cards into the Event Deck.

OPPORTUNITY CARDS
When an Opportunity Card is drawn from the Event deck (during the 
Game Setup or any Event Phase), it is placed face up on the top of 
the Event deck.
	 It stays there until any player decides to use it or, if unused, is 
discarded at the start of the next Event Phase.
	 At the beginning of their Turn (before performing any Action),  
a player may choose to use the face up Opportunity Card. The play-
er applies the text written on the card and then draws a new Event 
Card from the deck.
	 Opportunity Cards are discarded after use. 

Deal 2 Injuries to your Hero.

Charge chosen Artifact.

OPPORTUNITY CARD:

POWER FROM 

BLOOD

Sacrifice a Priest.

Remove up to 2 Used Action Tokens 

from any of your Special Actions. 

OPPORTUNITY CARD:

REINVIGORATION EVENTS

1 ENVELOPE
WITH SECRET CONTENTS

(ONLY IN KICKSTARTER EDITION SETS)

SECRET 
ENVELOPE
The first player who wins 3 games opens the envelope, checks 
its contents and introduces the rules described there.

PANDORA’S BOX
If you decide to open this box before the game, you must 
use its content in this game. WARNING ! For experienced 
players only!

1 PANDORA’S BOX
WITH SECRET CONTENTS

(ONLY IN KICKSTARTER EDITION SETS)
CREDITS: 
Expansion author: Adam Kwapiński 
Hades expansion authors: Adam Kwapiński, 
Paweł Samborski, Michał Siekierski
Expansion developer: Paweł Samborski, Michał Siekierski
Illustrations: Patryk Jędraszek, Ewa Labak, 
Piotr Orleański, Jakub Kaźmierczak, Piotr Foksowicz
Graphic design: Andrzej Półtoranos, Adrian Radziun, 
Michał Oracz
3D models: Jędrzej Chomicki, Jakub Ziółkowski, 
Piotr Gacek, Mateusz Modzelewski 
Test and development: Paweł Samborski, Łukasz Krawiec, 
Franciszek Ostojski, Krzysztof Belczyk, Jan Truchanowicz, 
Bartłomiej Kalisz, Michał Surowiec, Tomasz Hałon 
Proof Reading: Hervé Daubet 
Special Thanks: To all Kickstarter backers who helped us 
make this game a reality, all testers that spent a lot of time on 
this title, Adrian Komarski and Michał Oracz for creative input 
on every step of the game.  
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