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A new destiny

 
The Persian Wars were over, the Greeks victorious. None 
could doubt their bravery or strength. The Athenian fleet 
brought order to the seas, and Sparta basked in the glory 
earned by the valiant sacrifice of Leonidas and his three 
hundred warriors at Thermopylae. 

The gods in Olympus looked down and were satisfied with 
their work. While the mortals imagined that this victory was 
their making, the gods knew the truth. They were the ones 
who brought order to a world where only chaos existed. 
Their glory inspired the heroes who hunted monsters and 
made Greece safe. They gave their patronage and gifts to 
the mortal cities that now prospered in their name.

From atop his golden throne, thunderbolt in hand, Zeus 
allowed himself a moment to rest. The Titans and the 
giants were locked away in Tartarus; the monsters and 
wild tribes defeated or exiled. Only the prosperous and 
peaceful humanity remained in this Greece he had built. 
All was well. At least, so he thought…

But beneath the calm surface of the Olympian court 
bubbled a wrathful fury of monumental proportions, and 
it was about to erupt. Zeus was calm, but his wife, Hera, 
was furious beyond words. Yet again, Zeus had been 
unfaithful. Yet again, a mortal woman had borne him a 
son. Yet again, Hera was shamed and humiliated in front 
of all the gods of Olympus. This time she was going to 
make him pay.

In truth, it was the Fates doing. Hera was angry, of course. 
But it was the Fates that stoked the flame of this anger 
into the apoplectic fury she found herself in, whispering 
into her ear, poisoning her thoughts, and influencing her 
to take the most foolhardy of actions.

And so Hera veiled her face and slipped away from 
Olympus, passing down through the mortal realms and 
into the deepest reaches of the Underworld, to the gates 
of the ancient prison of Tartarus itself. 

There, at the iron gates, Hera confronted the guardian of 
Tartarus, Campe. At first, Campe resisted. But here was 
a goddess standing before her and ordering her in Zeus’ 
name to do her bidding. In the end, Campe obeyed. And 
so, in Hera’s mad gesture of defiance and spite, the iron 
gates were flung open, and the Titans whom Zeus had 
imprisoned were released once more!
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SUMMARY

Drunk with centuries of brooding vengeance, the mighty 
primordial divinities wrought havoc across Greece. 
A second war between gods and Titans – a second 
Titanomachy - had begun.

The vast battles of this divine war caused carnage on a 
scale never before seen by mortals. Cities were razed, 
lands flooded, or crushed by tumbling mountains, and 
millions died. And still they fought on. In danger of losing 
everything, Zeus summoned all the Olympian gods to his 
side, and in a final cataclysmic battle they fought to save 
Olympus itself. 

The final clash was on a scale not seen for millennia, if ever. 
Gods and Titans fought on the slopes of Olympus, and in a 
final moment of destruction, a force was unleashed which 
shook the world. An explosion so devastating that gods died. 

Of the mortals, fewer than one in ten survived the 
shockwave of this cataclysm. Gods and Titans alike were 
stunned or killed, and the survivors lay in a stupor for 
weeks. When they awoke, it was to a different world. 
Olympus had gone, blasted into a billion pieces. And 
among that shattered stone was a new rock, omphalos, 
formed of the crystallized energy of the dead gods. 

Nor were the gods the only dazed survivors that stared 
with wonderment at this ruined land. When Zeus called 
for aid, Hades left his guardianship of the Underworld 
to fight alongside him. In the ensuing cataclysm, it was 
not only the Titans who escaped. The world was turned 
upside down, and no one stood guard at the gates of 
the Underworld. The monsters slain by legendary heroes 
have escaped too, and now wander the shattered 
remains of Greece, looking for fresh prey. 

But all is not lost. The monsters were not the only ones 
to escape from the darkness. The heroes who slew them 
have also returned to the land of the living, and now the 
names of Heracles and Achilles ring out once more. There 
are new scores to settle as well as old ones to revisit. It 
will be a time of battle, not peace, after all. 

The surviving gods are the natural leaders in this melting 
pot of monsters and heroes. They alone can control the 
wanton urges of the various non-humans, as well as the 
egos of the legends. While they are weak compared to 
their former selves, the gods remain hugely powerful, 
and even the dimmest creature can sense this. 

The gods quickly realised that the key to their salvation 
was in absorbing the scattered omphalos, and regaining 
the divine power that was rightfully theirs. With this 
regained immortality they could lead a new pantheon 
of gods, formed in their own image. So they set out, 
with bands of followers, to search across the shattered 
wastelands of Greece for the rare and priceless omphalos, 
and a chance to build a new world…    
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Welcome!
You stand on the threshold of a new era! The gods have fallen, 

and the Underworld has released its long-dead heroes to 
fight again. Who will you champion in this struggle to 

forge a new world from the ashes of the old?

This book is the start of your journey. By following 
these steps, and playing your first battles, you’ll 
quickly learn the core concepts of the game and 
be ready to explore further. 

This book contains a slightly streamlined 
version of the rules. Only one small detail 
has been changed, but a few options have 
been left out, as they are not used in the 
initial scenario. This means you can focus 
on learning the rules you need to start with, 
and not worry about the things that don’t 
yet apply. 

We recommend playing this scenario at least 
once, and preferably twice (swapping sides), 
to get a firm grounding in the main game 
concepts. Then, when you know the basics, 
have a read through the core rulebook. You’ll 
find this is presented more formally, which 
is appropriate for the grand old sage that it 
strives to be. That is the rulebook you need 
to check for a definitive ruling on any details 

you might wonder about. See the introduction 
of the core rulebook for more information. 

At present though, all that lies in the future. Now 
is the time you need to step forward and and test 

yourself in battle for the first time. 

Take courage, warrior. The gods are with you…

This book uses the following conventions:

Stats are written like this: offence, range. 
Powers are written like this: Mighty Throw, 

Ares’ Wrath. 
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4 Monsters
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Destroy all troops in Medusa’s area. 
Every other unit in the area receives 
a Petrification token.
A unit with a Petrification token 
loses any Omphalos it was 
carrying and can no longer act: no 
movement, no attack, no using skills 
or powers, and no  troop recalling.To remove a Petrification token, 

the unit must be activated and 
its owner must discard an Art of 
War card. This ends that unit’s 
activation.

Once a Petrification token is 
removed, it returns to Medusa’s 
Petrification token supply.
 Medusa’s supply is limited to 4 
Petrification tokens.
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sÉquence de tour

mAnŒuvres

icÔnes des unitÉs

( p.10)

( p.24)

( p.6)

A - phAse de dÉBut de tour

A1  Les effets des pouvoirs qui ont été déclenchés lors de votre 
tour précédent et qui ne durent qu’un seul round prennent fin 
maintenant. 

A2 Piochez une carte.

A3 Décidez si vous passez ou continuez. Si vous passez, vous 
pouvez piocher une seconde carte puis terminer votre tour 
(allez en D2  ).

B - phAse de premiÈre ActivAtion

B1  Choisissez si vous activez une unité, ou allez en D1  .

B2 Défaussez une des cartes activation de cette unité. 

B3 Décidez si l’unité va accomplir 0-2 actions simples
 (allez en B4 ) ou 0-1 action complexe (allez en B7  )

B4 Résolvez les éventuels pouvoirs qui agissent au début de 
l’activation de l’unité.

B5 Résolvez 0-2 actions simples différentes avec cette unité.

B6 Résolvez les éventuels pouvoirs qui agissent à la fin de 
l’activation de l’unité (allez en C1  ).

B7  Résolvez 0-1 action complexe, puis terminez l’activation de 
l’unité  (allez en C1  ). 

c - phAse de seconde ActivAtion

C1  Choisissez si vous défaussez une carte art de la 
guerre pour activer une seconde unité, ou allez en D1  .

C2 Défaussez une des cartes activation de cette unité.

C3 Décidez si l’unité va accomplir 0-2 actions simples
 (allez en C4 ) ou 0-1 action complexe (allez en C7  ). 

C4 Résolvez les éventuels pouvoirs qui agissent au début de 
l’activation de l’unité.

C5  Résolvez 0-2 actions simples différentes avec cette unité.

C6 Résolvez les éventuels pouvoirs qui agissent à la fin de 
l’activation de l’unité (allez en  D1  ).

C7  Résolvez 0-1 action complexe, puis terminez l’activation de 
l’unité  (allez en D1  ). 

d - phAse de Fin de tour

D1  Décidez si vous défausser une carte art de la guerre pour 
rappeler une unité de troupes. Voir page 25.

D2  Le statut du joueur actif passe au joueur situé à sa gauche. 
Le nouveau joueur actif commence son tour en A1  .

sÉquence d’AttAque ( p.16)

Actions ( p.12)

Marche (p.13)
Mouvement de l’unité 
selon son déplacement.
Impossible après une
action d’attaque.

Course (p.13)
Mouvement de l’unité à 
+1 déplacement.
Déploiement (p.13)
Placer les unités hors du plateau 
dans leur zone de déploiement.

Absorption (p.22) (divinité seule)
Absorber un omphalos libre 
ou collecté par une unité alliée.

Attaque (p.16)
L’unité attaque une cible.

Collecte (p.22)
L’unité collecte un omphalos.

1. Choisir la cible de l’attaque.
Vérifier la portée et la ligne de vue.

2. Désigner un éventuel gardien (p.18)
Le contrôleur de l’unité ciblée par l’attaque peut désigner un 
gardien (unité alliée avec le talent Gardien).

3. Déclarer et résoudre une éventuelle contre-attaque (p.18)
Uniquement si l’unité ciblée a Initiative (et si l’attaquant ne l’a pas).

4. Résoudre l’attaque. (p.19)
a. les deux joueurs (joueur actif en 1er) :  déclarent talents & pouvoirs.
b. attaquant : calcule sa valeur effective de combat.
c. unité ciblée : calcule sa valeur effective de défense.
d. attaquant : lance les dés pour le 1er assaut.
e. attaquant : lance les dés pour le 2e assaut si sa défense est  6+. 
f.  appliquer les éventuelles blessures à la cible.

5. Déclarer et résoudre une éventuelle contre-attaque (p.18)
Uniquement si l’unité ciblée n’a pas Initiative (ou si l’attaquant et le 
défenseur l’ont tous les deux).

Actions simples Actions complexes

Une unité qui effectue une action complexe est considérée comme 
n’ayant plus aucun talent, et uniquement ses pouvoirs permanents.

Le coût d’une manœuvre peut être payé 
avec n’importe quelle combinaison de :

1 carte art de la guerre 1 carte omphalos

2 cartes activation de monstre ou héros 
précedemment détruits.ODYSS
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moment

Chercher une carte
Mélangez ensuite

Seconde activation 
Activez une 2e unité 

Rappel de troupes
Rappelez 1 unité de troupes 

Déclencher un pouvoir
Utilisez un pouvoir d’une unité

Évasion (unité volante)
Annulez l’attaque contre
cette unité
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Attaque spéciale - Pendant l’activation de l’unité, si elle effectue 
uniquement des actions simples. Compte pour une action 
d’attaque.

combat défense portée

Volante Ignifugée
Aquatique

déplacement pouvoir vitalité

Ignore les effets 
de la lave.

Zone aquatique : 
+1 déplacement et
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terrain.

Ignore les effets
de terrain. Évasion.
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What’s on the board 

It’s easier to show than to tell, so this and 
the next spread do just that. This spread 
is about getting things in the right place 
on the board, ready for your first game. 
When you turn the page we’ll look at the 
cards and other stuff you need to have 
nearby.

So, delve into the box, and pull out the 
things you see here. 

I’ve explained a little about each element 
to give you a feel for what they do in the 
game. But before you go any further, you 
need to know what a unit is. 

A “unit” is a playing piece – a god, a hero, 
a monster, or a group of troops. All are 
units. 

On the board a unit is represented by one 
or more miniatures. 

Off the board a unit is represented by a 
dashboard or troop card. This tells you 
what the unit’s stats are. 

Setting Up 

The map board is divided into 
irregularly shaped areas. Each 
area has a centre mark. For 

this getting started scenario, ignore the 
different shapes and artwork. All you need 
to worry about is the number. This is the 
maximum number of units (not models) 
that can ever be in that area at once. If this 
number is reached, the area is full. No unit 
can enter or move through a full area.

Areas

D

A

A

ZEUS

ARES

HOPLITES

SPARTANS
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GODS

Heroes are usually human in size and 
appearance, even if many of them are 
actually demigods. Naturally, they are all 
suitably legendary in abilities.

The weakest units (in terms of stats) 
are the troops. They are usually mortals, 
caught up in a battle between gods and 
monsters, so their relative weakness is 
hardly surprising. Units of troops are 
represented on the board by two or more 
identical miniatures. All these miniatures 
move as a single group, and must always 
be in the same area (apart from those that 
have been killed). For all game purposes, 
they are a single entity.

Miniatures of monsters can be human-
sized, or vast creatures like the Hydra. 

HEROES

MONSTERS

TROOPS

ACHILLES

Gods stand twice the height of a man. 
They are imposing miniatures that are 
impossible to miss. 

These red gems represent the 
crystallized energy of dead 
gods! The remaining gods want 
to absorb the omphalos and 

gain that power for themselves. Omphalos 
can be picked up and carried by anyone, 
but can only be absorbed by a god. 

Omphalos

D

C

B

A

D

B

C

HYDRA

SPARTANS
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Everything else

Dashboard
Each god, hero and monster has their own dashboard. 
This lists all their stats, talents, and powers. A plastic 
slider, called a stat clip, sits in the slots in the card. 

This diagram explains the bits that you need to 
understand to play the getting started scenario. 
Don’t worry about the other things on the dashboard 
for now. 

1  The stat clip. The unit’s current stats are visible 
through the stat clip’s central window. The symbols 
for the different stats are embossed on the stat 
clip and are defined below. Start the scenario on 
the highest row. As a unit is wounded, the stat clip 
is moved down the appropriate number of rows to 
show the unit’s current, reduced stats.

2  The unit’s name.

3  The unit’s talents.

4  The unit’s powers. This lists the type of power, 
as defined below. If a unit has 2 powers, one will 
have a black background and the other white. This 
corresponds to the symbol or number shown on 
the power column of the stat rows. The dashboard 
also lists a power’s cost in art of war cards, and a 
description of its effects. If a power lists a value as X, 
use the correct coloured number on the current row 
of stats in the power column.

Offence: how many dice the unit rolls for its 
first assault in an attack.

Defence: how difficult it is to wound the unit.

Range: the maximum distance (in areas) at 
which the unit may make an attack. Range 0 
is the area the unit is in.

Movement: the number of areas the unit 
travels when they walk or run.

Power: the number of dice for special attacks 
(if it’s a number), or the availability of a power 
(if it’s a symbol). If this entry is a dash, then 
that power can no longer be used. Powers 
usually get weaker and then stop working 
altogether as the unit takes damage. 

Vitality: the number of wounds required to 
destroy the unit.

Stats
Special attack. A type of power that can 
only be used during a unit’s activation, and 
only if it chooses to take simple actions. 
Use of the special attack power counts as 
the unit’s attack action for that turn.

Active. A type of power that can only be 
used during a unit’s activation, and only if 
it chooses to take simple actions. 

Passive. A type of power that can be used at 
any time, except during a unit’s activation, 
if it chooses to take a complex action.

Permanent. A type of power that can be 
used at any time.

In all cases, the description of an individual power 
will define its exact timing and effect.

Type of Powers

mighty throw
initiAtive
Block

ARES

8
8
8

7
7
7
6
6
6

9
9
9
8
8
8
7
7
7
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1
1
1
1
1
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1
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At the end of Ares’ activation, 
you may discard 1 Ares 
activation card. 

If you do, Ares may take 
an additional WALK and 
ATTACK action, in that order, 
as the third and fourth 
simple actions of the same 
activation. 

At the end of Ares’ activation, 
make an X dice area ATTACK 
on his area. 
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X
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9
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endurAnce

Achilles’ prowess

mighty throw
initiAtive
 climB

Whenever Achilles ATTACKS, 
you may change any blank 
results from the first assault 
into 1s.

Achilles ignores the first 
wound caused by each 
ATTACK.

ARES PLAYER

Ares Dashboard

2 x Art of War 5 x Ares Activation

4 x Achilles Activation3 x Hoplites Activation

ARES  DECK

Achilles Dashboard
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Art of War Cards
All art of war cards are the same. They 
can be used to pay for a number of 
special actions, described in the rules. 
Players will include a number of art of 
war cards in their deck. Once the game 
starts, they can’t get any more. 

Omphalos Cards
These are used during the game, when 
one of the gods uses an ABSORB action 
to take the gem’s power. 

Player’s Deck
Each player has a deck of cards. This is made up of 
art of war cards and activation cards. Each unit has 
their own set of activation cards showing their name 
and art (this matches their dashboard or troop card).

During the game, players play and discard their cards in 
a discard pile next to their deck. When the deck is empty, 
they shuffle their discard pile to form a new deck.

Player’s Hand
Each player has a hand of cards, drawn from their 
deck.

 At the start of the game, each player takes 3 extra art 
of war cards from the supply, and then shuffles their 
deck and deals themself 3 random cards. This gives 
each player a starting hand of 6 cards.

Dice
Mythic Battles: Pantheon uses special 6-sided dice.
These dice give scores ranging from 0 to 5, and are 
used during combat.

Troop Card
This is a simplified dashboard. Troops are not as 
powerful as gods, heroes and monsters, so they have 
fewer stats. In addition, they keep track of damage by 
removing miniatures from play rather than tracking 
their Vitality, so they don’t need a stat clip. 

For a key to the various symbols, see the dashboard 
breakdown.

IMPORTANT! For units of troops, talents only work 
when the unit is complete. If it has lost any miniatures 
then it is treated as having no talents.
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0
0

9

9

9

8

8

8

7

7 -
-
-

lightning

ZEUS

pAtriArch

mighty throw
leAder
Block

1

3X
Make an X dice, Range 3 area 
ATTACK.

At the end of Zeus’ activation, 
you may return up to 3 cards 
from your hand to your deck. 

If you do, shuffle your deck, 
and then draw the same 
number of cards.
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regenerAte

onslAught

mighty throw
torment
Block

X

6

4

4

4

5

5

5

6

6 Make an X dice ATTACK against 
every enemy unit in Range. 

Target units cannot retaliate.

At the end of the Hydra’s 
activation, regain 1 previously 
lost Vitality. 

-

-

ZEUS PLAYER

Zeus Dashboard

2 x Art of War 4 x Zeus Activation

4 x Hydra Activation3 x Spartans Activation
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Hydra Dashboard

1062

mighty throw
guArd

SPARTANS

for each Spartan

+1

Z
EU

S

Z
EU

SZEUS

H
Y
D
R
A

H
Y
D
R
AHYDRASPARTAN

S

S
PA

R
T
A
N
S

S
PA

R
T
A
N
S

Z
EU

S

Z
EU

S

ZEUS

H
Y
D
R
A

H
Y
D
R
A

HYDRASPARTANS

S
PA

R
T
A
N
S

S
PA

R
T
A
N
S

Z
EU

S

Z
EU

S

ZEUS

H
Y
D
R
A

H
Y
D
R
A

HYDRASPARTANS

S
PA

R
T
A
N
S

S
PA

R
T
A
N
S

Z
EU

S

Z
EU

S

ZEUS

H
Y
D
R
A

H
Y
D
R
A

HYDRA

Spartans Troop Card

3

4

Dice ranging from 0 to 5



10

Overview

Mythic Battles: Pantheon is played in turns – first one 
player, then the other. 

During a turn, the player will pay cards from their 
hand to activate one or two units from their army. 

When a unit activates it moves, fights, and/or collects 
omphalos. 

When a player has finished their turn, play passes to 
their opponent. When they complete their turn, play 
passes back. Players alternate turns like this until one 
of them wins.

You can win in two different ways. Either:

Kill your opponent’s god. 
OR

Absorb two omphalos
 with your own god.

You don’t have to declare which way you will try 
and win. There’s nothing to stop you starting with 
one plan in mind, and changing when a sneaky 
opportunity presents itself to snatch victory from the 
jaws of defeat. You just need to keep your eyes peeled 
for that opening…

General Rules
Before we go into details, there are a few general 
rules you need to know. 

ÛÛ Once per turn (including your opponent’s 
turns), you can discard one art of war card to 
search through your deck and take a card of your 
choice into your hand. Each time you do this, 
shuffle the deck again before you put it back. 

ÛÛ Once, in each of your own turns, you can 
discard one art of war card to take two more 
cards from the top of your deck. You cannot do 
this if you pass your turn. 

ÛÛ A unit that is taking simple actions can use 
its talents for free, and its powers at the cost 
listed on its dashboard. 

While a unit is taking a complex action, it is treated 
as if it has no talents and only permanent powers.

ÛÛ When one player cannot draw a card because 
their deck has run out, the game pauses. Both 
players keep their current hands, and refresh their 
decks, using the following steps:

1. The player that didn’t run out adds their 
entire remaining deck to their hand.

2. Both players shuffle their discard pile to 
form a new deck.

3. Both players draw 3 cards.

4. The player that triggered the pause 
draws any cards he or she was previously 
unable to.

5. Play resumes from the point it paused.

Final Preparation
All you need to do now is pick a side (Zeus or Ares), 
and decide who will take the first turn. The younger 
player should choose forces, and the older take the 
first turn. 

As this is a simple learning scenario, we recommend 
that you play at least twice, swapping sides to try out 
both forces. 
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2. Decide what 
that unit will do

3. Complete 
the actions

4. Decide whether 
you want to activate a 

second unit or not

5. Decide whether to 
recall a unit of troops 

or not

1. Choose a unit to activate
This costs one of that unit’s activation cards. When a 
rule has a cost in cards, you must discard that card 
from your hand into your discard pile. If you haven’t 
got an activation card for the unit then it cannot 
activate. 

2. Decide what that unit will do 
Decide whether this unit will do up to two simple 
actions, or one complex action. 

There are three simple actions to choose from: 
Walk, claim, and attack.

If you’re doing two simple actions, then you must 
finish the first one before you start the second. You 
can’t do the same simple action twice in a single 
activation. Also, you can’t walk after you attack 
because sneaking away is cowardly, and we’re in an 
Age of Heroes! Apart from these restrictions, you can 
use any other combination of two simple actions. 

If a unit is taking simple actions then it can also use 
its powers. Remember that troops don’t have powers.

A unit’s active powers can only be used during its 
turn, and are in addition to its actions. If a power 
has a cost in art of war cards next to its name, then 
the player must discard one art of war card from his 
hand per icon beside the power’s name. 

For example, Zeus must pay two art of war cards to 
use his Lightning power. Each power can be used 
once per turn. 

There are two complex actions to choose from: 
run and absorb.

A unit that takes a complex action is treated as if it 
hasn’t got any talents or powers for that activation.

When you’ve completed the actions with the chosen 
unit, apply the effects of any powers that happen “at 
the end of the units activation”. If the active unit has 
more than one power that happens at this time (like 
Ares), then you can choose to do them in any order. 
As with actions, you must finish the first one before 
you start the second.

Once any powers have been resolved, the unit’s 
activation is over. 

Playing Your Turn
The first thing you do is take a new card from the top 
of your deck. Keep this secret, like the rest of your 
hand of cards.

Then, decide whether you want to activate a unit, or 
pass your turn. You’ll nearly always want to activate 
a unit. However, just so we don’t forget, if you do 
choose to pass, you simply take a second new card 
and then your turn ends. 

Assuming you decide to activate a unit, your turn 
goes like this.

1. Choose a unit
 to activate
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CLAIM
One of the ways to win is by your god gaining the 
energy of two omphalos. There are two actions to 
help you do this: claim and absorb.

Claim is a simple action that any unit can do. Each 
unit can carry one omphalos at a time. The claim 
action allows a unit to pick up an omphalos that’s in 
the same area and not already claimed by another 
unit. Put the omphalos gem on the base of one of 
the unit’s miniatures to show that it’s being carried 
by them. It will move along with the unit when they 
walk or run. 

Note that it’s one omphalos per unit, not per 
miniature. So a troop unit with four miniatures can 
still only carry one omphalos at a time. 

A unit can drop an omphalos at any time during its 
activation, even if it is taking a complex action or in 
the middle of a walk. Just put it back on the board in 
the area the unit is in when it drops it.

ABSORB
Absorb is a complex action that only gods can do. The 
god can absorb a single omphalos that is in its area, 
and which is not being carried by an enemy unit. It 
doesn’t matter if the omphalos was claimed by the 
god itself, is carried by a friendly unit in the same 
area, or is still lying on the board – as long as it is not 
in the hands of an enemy unit. 

When your god absorbs an omphalos, place that gem 
on his dashboard as a reminder. It’s one step towards 
victory, and one less omphalos your opponent can 
claim. Then take one of the omphalos cards from the 
supply and add it to your hand. 

An omphalos card works exactly like an art of war 
card. In addition, an omphalos card has a special, 
once-per-game use. At any point in your own turn, 
you can spend an omphalos card from your hand 
to heal 1 point of your god’s lost vitality. Move the 
stat clip up one row on his dashboard. You can’t heal 
other units, and doing this will remove the omphalos 
card from the game (not just put it in your discard 
pile). It won’t remove the gem from your dashboard 
though – you keep that, and it still counts towards 
winning.

Remember that a unit taking a complex action 
is treated as if it had no talents and no powers. 

3. Complete the actions
So how does each of these actions work? We’ll leave 
attack till the end as it takes longest to describe. Let’s 
start with the basics: movement.

There are two actions you can use to move about the 
board: walk and run. 

WALK
Walk is a simple action. Just move the active unit a 
number of areas up to its movement stat. 

For example, Achilles has a movement of 1. He can 
only move one area. Ares has a movement of 2, so he 
can choose to move either one or two areas. 

Whenever you’re moving a unit, count each new area 
it moves into as one. Do not count the area the unit 
starts in.

If a unit moves into an area containing an enemy 
unit, then it must stop there, and end its action 
immediately. However, if a unit starts in the same 
area as an enemy unit, it is allowed to move out 
(though see the Block talent on page 18).

You don’t have to use all your movement if you don’t 
want to. A unit can’t move into an area that’s already 
full. 

RUN
Run is a complex action, so the unit can do nothing 
else that turn. RUN works the same way as walk, 
except that the unit gets +1 to its movement. 

Remember that a unit taking a complex action is 
treated as if it had no talents and no powers. 

Achilles
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1) Choose a target

2) Declare Guard

3) Resolve the attack

1) Choose a Target
When choosing your target, you can only pick enemy 
units that are in range. 

Count the distance from the attacking unit to the 
target in the same way you count movement. If the 
attacker’s range stat is this much or more, then the 
target is said to be “in range”. 

A unit with range 0 can only target enemy units in 
their own area.

2) Declare Guard
The Guard talent can change the target from one 
unit to another. It’s designed to allow you to shield 
weaker units with more expendable ones. If you have 
a unit with Guard in the same area as a unit that is 
the target of your opponent’s attack, then you can 
change the target to the Guard. Continue the attack 
on the Guard as if they were the target all along. 

ATTACK
So now you know how to move about and pick up 
omphalos. That just leaves us with the attack simple 
action. This is used to wound enemy units, and is the 
same process whether you are using swords, arrows, 
or Zeus’ Lightning.

During an attack action, a unit resolves a combat 
sequence against a single target unit.

Combat sequence
Complete each step before moving on to the next:

2

4

5

3

3

56

2

5

4

3

4
3

4

4

2

3

2

4

4

4

3

1

3

3

3

3

1

3

A  Since Achilles has range 0, he can only choose 
Zeus as a target.

B  Ares, with range 1, can choose any target in an 
adjacent area, like the Hydra or the Spartans.

C  Zeus has range 0. He can only choose a target in 
his own area, like Achilles.  However, if he uses his 
Lightning power, he can attack with range 3, and so 
Ares is within his range!

D  Spartans cannot choose attack, as there is no 
enemy left a range 0.

Choose a Target - Example

A C B

D

Zeus

Hydra

Ares Spartans

Achilles
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For example, the target is a unit with an effective 
defence of 4. The attacker has an effective offence 
of 6 so they roll 6 dice. The initial roll for the attack is 
blank, 2, 3, 2, 4, and 5. 

 

The blank is removed because the attacker doesn’t 
have Mighty Throw. The 4 and 5 equal or exceed the 
target defence , and so cause 2 wounds.

 

One of the dice showing a 2 can be set aside to add 
+1 to the 3, increasing that to a 4. This now equals 
the target defence , so causes a third wound. This 
leaves a single result of a 2, which misses on its own, 
and can’t be used to add to another dice because 
there are none left.

+1

Any dice that rolled 1-4 and are not set aside to modify 
results of the first assault may be saved to modify the 
results of the second assault (if there is one).

One assault is all you need when the target’s Defence  
is 5 or less. However, when it’s 6 or more, you can’t 
roll that on one dice. You can choose to simply set 
aside dice to add +1 modifiers until your total is 6 or 
7 or more. Alternatively, you can choose to go for a 
second assault. 

The second assault starts by rolling dice. However, 
only roll as many dice as scored 5 or more in the first 
assault. It doesn’t matter whether they rolled a 5 on 
their own, or whether this was the result of other dice 
being set aside to add to a result. As long as a dice 
ended up as a 5, it can be rolled in the second assault. 

3)Resolve the attack
The attack itself is resolved using our special dice. Of 
all the Mythic Battles: Pantheon rules, the dice are 
the bit that most often cause a bit of initial confusion. 
This is because the game does something interesting 
with them instead of just rolling and reading what 
they say. Don’t panic though – just follow the 
process through, step-by-step. We’ve included lots of 
examples. 

Once you’ve grasped the concept, it’s actually quite 
simple. As always, it’s easier to show rather than tell, 
so we’ve also done a video about dice for you. See our 
YouTube channel for this and more. 

To give you a general idea before we get into the 
details, what you’re going to do is roll a group of dice 
in an effort to equal or beat the target’s defence. 
Then, if your first roll isn’t high enough, you get to 
re-roll some dice to try and add to the total. These 
steps are called the first assault and second assault, 
with each assault being a roll of the dice. There is no 
third assault. 

The first step in an attack is to see if any talents 
or powers apply on either side. Then, using any 
applicable modifiers, work out the attacker’s offence 
and the target’s defence . Modifiers cannot reduce 
offence or defence  below 0, or raise them above 10.

The attacker then rolls a number of dice equal to his 
offence. This is the start of the first assault.

If the attacker has the Mighty Throw talent, then set 
aside any blank dice for later. If they don’t, then the 
blanks are misses. 

Each remaining dice is read individually, and every 
result that equals or beats the target’s defence  
causes one wound. 

Dice that do not cause wounds may be set aside to 
add +1 to any other dice result. It doesn’t matter what 
number you rolled on the discarded dice (as long as 
it’s not a blank) – they all add +1 per dice. You can do 
this several times if you have dice to spare. Dice that 
are “set aside” to earn a bonus take no more part in 
this attack. 
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Again, blanks are discarded, which means that you 
lose the 5 you’d got previously. But that’s the risk you 
take with the second assault. Blanks rolled in the 
second assault aren’t used for Mighty Throw.

Each remaining dice you roll in the second assault 
gets +5 to give you a total on each one. As before, 
each dice that has a total equal to or higher than the 
target’s defence  causes a wound. 

Also as before, any dice that don’t cause a wound can 
be set aside to add +1 to another dice’s total. 

For example, an attack has generated three 5s in the 
first assault. In the second assault the roll is blank, 2, 
and 5. The totals of the dice are: 5 + blank = removed, 
5 + 2 = 7, and 5 + 5 = 10. 

1st ASSAULT
RESULT

2nd ASSAULT
= 7 = 10

+ +

Another example, during an attack against a defence 
10 target, the first assault results in two 5s, with one 
dice remaining that can be set aside in the second 
assault.
In the second assault the roll is 2, and 3. The 
totals of the dice are: 
5 + 2 = 7, and 5 + 3 = 8. Neither is enough 
to wound the target, so the remaining dice 
from the first assault can be set aside to 
add +1 to the better result. 
The total is now 5 + 3 + 1 = 9. 

Finally, the 2 rolled in the second assault can 
also be set aside to add +1 to the total. The 
total is now 5 + 3 + 1 +1 = 10. 
The 10 causes a wound as it is equal to 
the effective defence of 10. 

15
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= 7

16

When you’ve worked out all the wounds the attacker 
has caused, apply them to the target.

A troop unit loses one miniature per wound caused.
A wounded Troop cannot use talents.

Place the dead ones on the troop card. They may 
return if the unit is recalled. 

Any other unit loses 1 vitality per wound. Slide the stat 
clip down the track that many rows. You will notice 
that some of their other stats have changed to. 

This final example demonstrates a typical attack in 
two assaults. 

The target is a unit with an effective defence of 7. The 
attacker has an effective offence of 6. The initial roll 
for the attack is blank, 1, 2, 3, 4 and 4. 

The blank is removed. 

There are several ways to use the remaining results. 
Two options are: 

ÛÛ First Option: Set aside the 1, 2, and 3 to add 
a total of +1 +1 +1 = +3 to turn one of the 4s into 
a 7. This will cause 1 wound to the target. The 
second 4 will be wasted.

ÛÛ

+1 + 1 + 1 7
	

ÛÛ
ÛÛ Second Option: Set aside the 1 and the 2 to 

add +1 to each 4, making them a pair of 5s. 
ÛÛ Save the 3 for a second assault.
ÛÛ

+1 + 1

If the first option was chosen, the attack ends there, 
with 1 wound caused, and no second assault required. 

If the second option was chosen then a second 
assault is needed:

The first assault generated 2 results of 5, so roll 2 
dice. Remember that a spare 3 was saved from the 
first assault. 
The roll is 1 and 4, resulting in totals of 5 + 1 = 6, and 
5 + 4 = 9. 

1st ASSAULT

2nd ASSAULT
= 6= 9

+

+

+

+1
The 9 causes a wound as it 
is more than the effective 
defence of 7. 

The 3 that was saved from the 
first assault can be set aside 
to add +1 to the 6. This makes 
it a total of 7, which equals the 
effective defence and causes a 
second wound.  
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Area Attacks
Both Ares and Zeus can make area attacks with one 
of their powers. These work exactly the same way as 
normal attacks, except that one area attack targets 
every units from both sides in a single area. The 
only unit that escapes an area attack is the attacker 
themselves (if they target their own area). The target 
area must have at least one enemy unit in.

Once the target area has been chosen, make one 
separate attack, using the normal rules, against each 
unit. Do this one at a time, in an order chosen by the 
attacker. 

If a friendly unit is caught in the attack, let your 
opponent roll the dice and make the decisions on 
setting aside, re-rolling, and using Mighty Throw as 
if it was his attack.

If a unit with the Guard talent is caught in the area 
attack, then it will be a target once, as normal. If it 
chooses to use Guard to help its friends, then attacks 
it takes upon itself in this way will be in addition to 
the one it would take anyway. Remember that troops 
lose their talents when they lose a miniature. 

4. Decide whether you want to 
activate a second unit or not 

If you don’t want to activate a second unit, or you 
haven’t got the cards in your hand to pay for it, then 
your turn ends. 

If you do want to activate a second unit, then it must 
be a different one to the first. Each unit can only 
activate once per player turn. 

Like the first activation, a second costs you one of the 
unit’s activation cards. In addition, a second activation 
costs you an art of war card.

Once you’ve activated a second unit by paying the 
cards, choose and complete its actions from the same 
options and in the same way as before. 
 
You can’t activate more than two units in your turn.

5. Decide whether to recall a unit 
of troops or not

Recalling a unit of troops costs one art of war card, 
and summons it to your god. You can only do this if 
there is room in your god’s area to place the unit, and 
you can only summon troops, not monsters or heroes.  

Discard an art of war card, and move the 
chosen unit of troops from wherever 

they are to your god’s area. You can 
do this even if they’ve been destroyed 

and are no longer on the board. In 
addition, replace any miniatures from 
this troop unit that had been killed 
earlier, so that the recalled unit is 
once again at full strength. You might 
like to think of this as reinforcements 
arriving rather than the dead troops 
being literally resurrected, though 
these are gods…
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Talents 
Talents are drawn from the following shared list and 
are the same each time they appear. Only their name 
is listed on dashboards and troop cards. 

Block
When a unit with Block is in the same area as an 
enemy unit that doesn’t have Block, then the enemy 
units can’t take walk, run, or claim actions. 

Guard
If a friendly unit in the same area as this unit is 
attacked, you may change the target of the attack to 
this Guard unit instead. Resolve the attack as normal, 
against the new target (the Guard).

Leader
At the end of this unit’s activation, check to see if it’s 
in the same area as your troops. If it is, look through 
your deck for one of the troop unit’s activation cards 
and add it to your hand. 

If the Leader unit was the first activation of your turn, 
then the troop unit may be activated immediately by 
discarding one of its activation cards. This second 
activation does not cost an art of war card.

Mighty Throw
This unit resolves attacks as normal, with the 
exception of blank results. Put any blanks from the 
first assault to one side and deal with them at the 
end, after you’ve worked out wounds. 

Regardless of whether or not you wound the target, 
if you have enough blank results you can throw the 
enemy unit into an adjacent area. 1 blank lets you 
throw a hero or unit of troops, and 2 blanks lets you 

throw a monster or god.

When a target unit is thrown, it drops any 
omphalos it was carrying before it moves. Then 
the player whose unit did the Mighty Throw 

gets to move his victim one area. You can’t throw a 
unit off the board, or into an area that’s already full. 

Mighty Throw works for attacks at any range, and for 
area attacks.

Torment
When this unit makes an attack against an enemy 
unit in the same area, the enemy suffers -1 defence.

Note: Climb and Initiative Talents are not used in this 
scenario.
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What Next?

Play the full game, of course!

The rules you’ve just learned are a slightly simplified 
version of the full rules. The main difference is in the 
way the rules are written, rather than what they are. 

Have a look at the scenario book and pick something 
that seems like fun. You might want to start with a 
simple skirmish, or something more story-based. 

When you’ve decided on a scenario, set it up as 
described, and try playing using the core rulebook, 
using the detailed set up and turn sequence.

Among other differences between this scenario and 
the full game are:

ÛYou recruit your own army in most scenarios. 
That’s almost a game in its own right.

ÛThe areas on the map boards contain different 
types of terrain, with various effects. This includes 
some models being able to throw bits of ruins at 
each other!

ÛTo go with all this different terrain, there are 
rules for aquatic, fireproof and flying units (mostly 
for units that appear outside the core box).

ÛUnits that are the target of an attack can 
retaliate.

Finally, in case you were interested, the only thing we 
changed was to ignore the normal requirement to be 
able to see your target to make an attack. As units 
can always see into adjacent areas, this only applies 
to range 2+ attacks, and the only unit that has one 
here is Zeus with his Lightning power, and only then if 
he uses it at maximum range. For the sake of this one 
situation, we thought we’d make life a bit simpler, so 
we left out the requirement. And, if we gave Zeus the 
tiniest bit if an edge, then he is a god, after all…




