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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…




