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Sea ScenarioS
Hellas is said to be a land of a thousand islands, so warbands 

often must necessarily travel by sea in pursuit of their 
goals. A warband that has entered the realm of the Sea has 

loaded their men, horses, and equipment into penteconters – small 
warships with a single sail and fifty oars. In these ships they sail the 
waters of the Middle Sea, travelling ever further from their homes 
in the city-states of Hellas.  Each Sea Scenario represents an en-
counter on one of the islands where the warband stops to resupply, 
and some even contain valuable Clues to be found that will guide 
them closer to their goal. The Scenarios are organized by number, 
with the lower numbers representing early encounters close to the 
safe waters of home, and the higher numbers are distant, mysteri-
ous islands with strange and dangerous inhabitants. 

The Beach: In practical terms, the main difference between Land 
and Sea Scenarios is that the Sea Scenarios always take place next 
to the ocean – one table edge will always represent a beach. Ide-
ally, this edge should have a strip of blue-green felt or some other 
material to represent the water. The water is vitally important to 
represent, as it will be relevant in many of the Scenarios.

Determine the Scenario: The player in the Sea realm rolls a d6. 
For each battle that the player has won since his warband has been 
at Sea, the player adds 1 to the result. If the player’s last battle was 
a loss, the player subtracts 1 from the total. The final result is the 
player’s Scenario:

1. (or less) Fresh Water
2. The Hostage
3. Shipwrecked
4. Defend the Ship
5. Safe Passage
6. The Isle of Torment
7. Isle of the Cyclopes
8. All Men Are Pigs
9. Isle of the Lotus Eaters
10. Beyond the Pillars of Heracles 

Once a player progresses to Scenario #10 and wins, the player’s 
warband may then enter either the Land or the Underworld realm 
for their next game.  A warband does not need to complete all 10 
Scenarios to advance to the next realm.  Indeed, each player’s jour-
ney will be different, depending on their Scenario results and how 
well they perform in their battles.

Brian, Ryan, and Felicity get together to play a Scenario set in in Sea realm.  The table has been set up to look like an island shore.



267

1 Fresh Water
Your journey by sea had only just begun, but your plans have al-
ready gone awry – the supply of fresh water packed for the journey 
has gone foul, and you desperately need to replenish your supply. 
Lucky, an island has been spotted that is known to contain a fresh-
water spring, and your warband goes ashore in search of water. 
After fighting your way through the underbrush, the spring is finally 
in sight. You can almost taste the cool, clear bubbling water… but 
then, a rival warband emerges from the trees on the other side of 
the spring – they also need the water! Maddened by thirst, no one 
thinks to share. Swords are drawn and spears are leveled – fight the 
enemy warband for control of the spring, and leave no man living 
who stands against you!

Set Up: The freshwater spring should be represented by an ap-
propriate terrain piece that measures roughly 6” in diameter, and 
occupies the center of the table. The rest of the table should have 
a variety of rocky outcroppings and clumps of vegetation such as 
trees and bushes, but none closer than 10” from any other terrain 
piece. The warbands are placed at opposite ends of the table, at 
least 36” apart. 

Victory and Rewards: The battle last for 10 Turns. The player that 
has the highest total Point Value of models on or in base-contact 
with the freshwater spring at the end of the battle is the victor, and 
gains 1 point of Renown.

2. the hostage
Stopped at a seemingly deserted island, you sent some of your men 
ashore to retrieve much-needed supplies. Yet when they returned, 
they arrived one man short and bearing a message – one of your 
most trusted followers has been taken captive by a rival warband! 
They seek the same prize as you, and unless you surrender a scroll 
that contains a vital clue to your quest, they threaten to execute 
your friend. By the gods, this insult cannot be allowed to stand! 
Acting quickly, your men have spotted the enemy ship anchored in 
a hidden cove, and you have secretly moved your entire warband 
ashore, close to the enemy camp. At first light you will attack, to 
free your ally and make the villains pay for their effrontery!

Set Up: If one of the warbands is led by an Infamous Demigod, 
they are the kidnappers, if not the kidnappers are determined ran-
domly. The other warband are the attackers, seeking to rescue their 
ally. One long edge of the table is the seaside, and the rest of the 
table should have various rocks, small hills, and areas of heavy 
vegetation, each one no closer than 10” from any other. The kidnap-
per’s warband is deployed first.

The Kidnapper’s Camp
The camp takes up an area 10” by 20” near the center of the table, 
the long side running along the sea-edge of the table. Tents, camp-
fires, and provisions can be placed within this area, if models are 
available, and their boat is anchored offshore. The kidnapper’s en-
tire warband is deployed within this camp, with the exception of 2 
Character models of the player’s choice. These characters are the 
sentries: one is placed outside of the camp, 10” from one edge, the 
second sentry is placed at least 10” from the first, also 10” from 
the camp edge. Not expecting an attack, the rest of the warband is 
sleeping or busying themselves with the early-morning chores, and 
so they - begin the game in Disorder. 

The Attackers
The attacking models are all placed after the kidnapper’s warband 
player has placed all of his models. The attackers may not be placed 
anywhere within the line-of-sight of either of the two lookouts, 
or within 30” of the camp edge. If there are intervening items of 
scenery that block the sentry’s line-of-sight, models may be placed 
behind these features; the warriors have slowly crept up on the sen-
tries under the cover of darkness. On the first Turn of the battle, the 
attackers receive a bonus of +3 to the Edge due to their surprise 
attack. 

The Captive
Tied to a post in the center of the camp is the captive, a character 
from the attacker’s warband with the lowest Point Value, usually 
a Champion. While tied up, this character can take no action. To 
rescue the captive, a friendly character or warrior must begin their 
Activation Phase with a Hold Command Counter, in base-contact 
with the model. If there are no enemy models in base contact with 
the captive at the end of the phase, he has been freed. The rescued 
character then rejoins his Demigod’s warband, and may be given a 
Command Counter as normal on the next Turn. 

Victory and Rewards: The battle last for 10 Turns. If the captive 
has been freed, the attacking player gains a point of Renown and 
1 clue, overheard from the enemy warband during his captivity. If 
the captive is still a prisoner at the end of the battle, or was killed, 
the kidnapper’s warband gains a point of Renown and the attack-
ing player loses 1 clue, that is paid to the kidnappers to recover the 
character. If the captive does not survive the battle, neither player 
gains a clue or Renown. 

3. shipWrecked 
The battle at sea was over in minutes. Though you had the wind 
in your sails, there were simply too many of the enemy ships. Your 
vessel rammed their lead ship, splintering the hull and sending it 
to the bottom of the sea, the enemy sailors screaming in vain for 
Poseidon’s aid. No sooner had the waves swallowed them, when 
suddenly your eye caught the enemy flagship, its oars groaning as it 
plowed through the waves toward your port side, the captain stand-
ing on the bow with a malicious gleam in his eyes. The thunderous 
impact capsized your vessel, dumping you and your men into the 
blood-red water. As you went down, you muttered a prayer that 
the gods would give you vengeance upon the smirking captain that 
sunk you.

Perhaps the sacrifice you made days ago in honor of the sea god 
won his favor, for by some miracle you and your men managed to 
swim ashore. Crawling out of the waters onto the rocky beach, you 
are astounded to see the enemy captain, who only hours earlier had 
smashed your ship, staggering out of the surf on the other side of 
the beach. No doubt the prow of his ship was caught in your own 
foundering vessel, and was sunk as well. Poseidon has answered 
your prayers, and granted you an opportunity for revenge! Though 
exhausted, you draw your sword and call to your men – the battle 
is not yet over!

Set Up: The table is assumed to be 4’x6’, and represents a small 
island. One long table edge is the beach, and each warband is de-
ployed along the same beach, within 20” of their corners and no 
further than 6” from the shore – thus leaving at least 30” between 
them and the nearest enemy model. The rest of the table is scattered 
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with a variety of terrain pieces, such as small hills, rocky outcrop-
pings, and patches of forest, all at least 10” from the nearest feature.

Castaways
As both warbands have just pulled themselves from the sea, and 
are unprepared for combat, all units begin the game Disordered. 
Chariots begin with their crews standing next to the Chariot, but 
unattached. Spartan Kryptes may not begin in hiding and are de-
ployed like other characters. Sorcerers may not be issued a Cast a 
Spell counter until Turn 2. 

Victory and Rewards: The battle last for 12 Turns. Each Demigod 
holds a grudge against the other, for causing his ship to be sunk; 
if either kills the other in the Provocation, the victor gains 1 ad-
ditional point of Renown.

4. deFend the ship
The seas have become too dangerous to sail, and you have put 
ashore in a sheltered bay to wait for the high winds and unpredict-
able waters to subside. Your bireme safely pulled onto the sandy 
beach, your men have made camp for the night; little did you sus-
pect, an enemy warband has already claimed the island as their 
base of operation. An hour before dusk they appear, charging from 
the tree-line and brandishing axes and blazing torches – they seek 
to burn your ship! Quickly your men gather their shields and spears 
and from a defensive line. You must defend the ship at all costs. The 
enemy must not be allowed to break through!

Set Up: One edge of the table represents the shoreline, and the de-
fending player sets up in the center 10” by 20” area of beach. The 
warband’s ship lies directly between the water and the shore, and is 
12” long and 3” wide. If a suitable model is not available for this, 
represent the ship with a simple card cutout. The rest of the table 
is covered with scattered terrain features – small hills, rocky out-
croppings, and clumps of forest measuring 6” in diameter, placed 
around 10” from each other. The attacking player sets up at least 
30” away from the edge of the defender’s deployment zone. 

The Ship
The ship has a Structure Rating of 8, and 10 Wound Points. If the 
ship is reduced to 0 wounds, it is destroyed. At the time of the bat-
tle, the ocean tide is out and the beached ship cannot be launched 
for several more hours. 

Torches 
For the duration of the battle, all attacking models that are equipped 
with Hand Weapons are also assumed to be carrying torches, and 
therefore their attacks may set the ship on fire. If the ship fails a 
Structure Save against a flame-based attack, a second save is made 
to see if it catches fire. If the second save fails, the ship has caught 
fire and suffers 1 wound each Turn until the fire is extinguished. 
Once ablaze, the defenders can attempt to extinguish the flames 
only if there are no enemy models in base-contact with the ship. 
At least 1 defender model must spend their entire Activation Phase 
with a Hold command, in contact with the ship; at the end of the 
phase, the defender rolls a new Structure Save, and subtracts 1 from 
to the roll for every additional defender in contact with the ship. 
Success means that the ship fire has been extinguished. 

Victory and Rewards: The battle last for 10 Turns. If the defend-

ing player prevents his ship from being destroyed, he earns a point 
of Renown. If the attacking player destroys the ship, he earns a 
point of Renown. If the ship is destroyed, the defending player re-
ceives a penalty of -1 on their next Sea Scenario roll.

5. saFe passage 
This group of islands has lately been beset by piracy. The Delian 
League, the alliance of city-states led by Athens has sent an agent 
to the area, to take stock of the situation. The agent is tasked with 
finding as much information as possible and then reporting back 
to Delos, so that troops can be sent to crush the pirate rebellion. 
The observer has done his job and is ready to return, but the pi-
rates have gotten wind of the plans and his ship was burned in the 
harbor and its crew slaughtered. You cannot stand by and allow 
these marauding pirates to continue their cruelty! To that end, your 
warband has volunteered to escort the advisor across the island to 
your own ship, and provide him safe passage back to Delos.

At first the mission went well, but as you near the harbor where 
your ship lies anchored, a band of unsavory-looking ruffians led 
by an infamous Demigod emerges from behind the rocks and trees. 
The pirates have found allies! “Where do you think you are going, 
you Delian dog?” the enemy leader growls. It is clear they have no 
intention of letting you pass. Drawing your sword, you signal your 
men to advance, shouting: “Keep close to me, my fellows! We’ll cut 
our way to the ship, and none shall stop us!” 

Set Up: Ideally, this scenario should be played as a confrontation 
between a Famous and an Infamous Demigod. The defender is the 
Infamous Demigod, and he defends the water-side of the table. The 
Famous Demigod is attacking, attempting to get the Delian League 
observer through enemy lines to the water’s edge, to the safety of 
his ship moored in the water just off the table. The defender deploys 
the first unit, and then the players take turns deploying their own 
units one by one. The defender’s models may be deployed any-
where in a 12” to 24” zone from shoreline. The attacker’s models 
are placed within 12” of their table edge. This should leave at least 
30” between the two warbands. The observer is always the final 
model to be placed.

The Delian League observer
A model for the advisor is added to his warband, which has the 
same Profile as a Champion of the same city-state as the Demigod, 
with Medium Armor and a Hand Weapon. 

Victory and Rewards: To win, the defending player must safely 
escort the Delian League observer across the table and into the wa-
ter at the opposite table edge – the boat is waiting to deliver him 
to the safety of the ship. If the Delian League observer makes it 
safely across the table before the end of the game, the Demigod 
gains a point of renown. Also, due to the assistance of the grateful 
Delian League, the player will receive a bonus of +1 to his next 
Sea Scenario roll. If the Infamous warband manages to prevent the 
observer from crossing the table, or if he is killed in the battle, the 
Infamous Demigod gains a point of Renown. As a reward for his 
assistance, the pirates will share their secret knowledge of the area 
with the Infamous Demigod, providing him with 1 clue.
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6. the isle oF torment
The object of your quest grows closer. The latest clue has led you to 
the Isle of Torment, a forbidding place where the gods send mortals 
to suffer cruel punishments. It is rumored that there is a sage, the 
wise but impious Sklerunos, who was banished there for doubting 
the existence of the gods. Harpies have blinded him, and he sits 
in the ruins of an ancient temple, tormented by the wicked winged 
Harpies until he atones for his sin. Stubborn Sklerunos refuses to 
take back his words, and so his punishment goes on and on. And 
yet, it is rumored that wise Sklerunos may know a secret to the loca-
tion of the mystic object of your quest, and so you have come to the 
Isle of Torment to seek his aid.

It is a forbidding place, cold and rocky, with the broken columns 
of an ancient temple clearly visible at the highest point of the is-
land. There, black-winged Harpies circle and shriek in the sky, tor-
menting the pitiful figure of an old man. You begin to climb the 
rocks, when you see another ship making landfall on the other side 
of the island – a rival warband seeks the wisdom of Sklerunos as 
well! You hasten your steps and draw your swords, the secrets of 
the sage will be yours alone!

Set Up: The center of the table should be dominated by a hill that 
is two elevation levels tall. Each elevation level is sheer and almost 
impossible to climb, but there are steps cut into the rock on the east 
and west side of the base of the hill, and the second level has steps 
cut into the north and south side of the hill – thus climbing to the 
summit requires taking a zigzag path. The top is about 8” in diame-
ter, and is dominated by the ruin of an old temple, with toppled col-
umns and chunks of statuary and bricks. In the center of the temple 
is the blind sage Sklerunos. The rest of the table has an assortment 
of rocky outcroppings, swamps, and other suitably gloomy-looking 
terrain items, each located no closer than 10” from any other.

The Sage Sklerunos
The old sage Sklerunos sits on the middle of the ruin, and may not 
move from the spot. To convince Sklerunos to share his secrets, a 
character must spend his entire Activation Phase in base contact, 
and can take no other actions. The sage may be threatened, bribed 
with food or water, or tricked the into revealing his secrets: the 
character rolls a Discipline Test against him, and the old, stubborn 
sage has a Discipline of 10! If the test is successful, Sklerunos has 
revealed his secrets in the form of a clue. Only one character may 
communicate with the sage at a time, and may make only one at-
tempt. If the first attempt fails, the sage will not speak another word 
to the character. Sklerunos hates the gods, and all of their kin, so 
any Demigod that attempts to bargain with him does so at a penalty 
of -2 to their Discipline Rating.

The Flock of Harpies
There are dozens of Harpies circling the temple at the top of the 
hill. These do not need to be represented by models, but if some are 
available it is a good idea to place them on the temple columns for 
effect. For any model that is on the summit of the hill at the begin-
ning of the Turn, roll a die. If the result is even, the model is over-
looked by the Harpies. If the result is odd, the model is attacked 
by a Harpy. The Harpy conducts a single Swooping attack, with 
an Attack Rating of 4 and a Damage Modifier of 1. If the model 
is killed by the Harpy, it has been snatched and carried off, to be 
devoured by the hungry flock, and cannot be recovered by Casualty 
Buy-Back. The Harpy attacks are all conducted after the Command 
Phase, before any units have been activated. Once all of the Harpy 
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attacks have been made, the Turn continues as normal. Missile at-
tacks against the flock of Harpies are largely ineffective, as there 
are too many in the skies to make a difference.

Victory and Rewards: The battle last for 12 Turns. The player 
that convinces Sklerunos to share his secrets receives a point of 
Renown, and 1 clue.

7. isle oF the cyclopes
Your journey has led you further from your homeland than you 
have ever travelled… these waters are strange and foreboding, 
and it has been days since you have seen any sign of civilization. 
The weather has turned foul as well, with high winds whipping the 
waves into dangerous swells that break across your deck. Your sex-
tant and navigator are washed overboard, and you and your crew 
barely survive the night, tied to the ship’s mast and yardarms. You 
are lost at sea!

You awaken to find your ship beached upon a desert island. 
Groggily taking stock of the situation, you to discover that one of 
the most trusted members of your warband is missing… was he 
washed overboard as well? Then, a desperate cry is heard from the 
interior of the island – it is your crewmember, being carried away 
in the claws of a titanic Cyclops! You and your warband quickly 
grab your waterlogged arms and armor – it is time for battle!

As your warband approaches the lair of the Cyclops, you see 
your ally tied to a roasting spit next to another hapless victim, sus-

pended over a giant pile of wood that has just begun to smolder. 
There is little time! You must save your ally from being roasted alive 
and eaten by these monsters! As you move in to engage the Cyclops, 
another shipwrecked warband is seen approaching from the other 
side of the island. Will they be friendly and help to save your man 
from the Cyclopes, or will they prove to be your enemy?

Set Up: The game table represents a small rocky and inhospitable 
island. The table should be roughly 4x6, and in the center there is 
a fire pit and a newly lit bonfire, where 2 captives are each tied to 
a spit, over a pile of smoldering wood. Spaced around the lair are 
at least 6 large outcroppings of rock, each 8” from the edge of the 
fire pit. Each rocky outcrop has a base size of 6” diameter and is 
6” tall. The player’s warbands begin in the center 12” of the op-
posite 4-foot ends of the table, and must deploy within 8” of the 
table edge. There are 2 Cyclopes on the table, each on opposite 
ends of the fire pit and with one of the outcroppings of rock be-
tween them and the nearest warband. A few trees and bushes can 
be placed around the table, none closer than 12” from any of the 
rocky outcroppings.

The Fire Pit
In the center of the battlefield is a fire pit, with 2 characters, each 
tied to a spit. The players must each select a single character from 
their warband, and this is the unfortunate character that the Cyclops 
has selected for his dinner! That character is placed on the bonfire, 
and the player must get a character to the tied model to attempt to 
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save them. A rescuing character must begin their Activation Phase 
with a Hold Command Counter, in base-contact with the bonfire. 
The rescuing character then rolls a Discipline Save to attempt to 
untie or cut the character’s ropes (it is not an automatic action – 
the fire is getting hot!)  Success means that the character has been 
freed, and it is placed next to the rescuing model. The rescued char-
acter then rejoins his Harbinger’s warband, and may be given a 
Command Counter as normal on the next Turn. Note: once freed, 
the captives will not attack one another -- they have developed a 
bond of solidarity from their time spent together! If the captive is 
not rescued from the fire pit by the end of Turn 10, then he is roast-
ed and eaten by the Cyclops, and is permanently removed from the 
warband. If a captive is freed, but killed after his escape from the 
fire pit, he is only a casualty and can be recovered normally. 

Note: Characters such as the Spartan Kryptes that could normally 
start a battle in hiding must start the battle within their own deploy-
ment zone. The entire warband has just awoken from being ship-
wrecked on the island, and are just getting off their ship.
 
The Cyclopes 
There are 2 hungry Cyclopes who inhabit the island. If the players 
do not have Cyclops miniatures available in their collection, any 
suitably-sized monsters such as Titan Master can be used instead. 
Each player controls 1 Cyclops, the one located on the side of the 
fire pit closest to the opposing player. Each Turn, the Cyclops is 
given a Command Counter, and is activated as normal by each of 
their respective players. The Cyclops does not count against the 
number of units that the player’s Harbinger can command. The goal 
of each Cyclops is to prevent his own bound captive from being 
rescued before Turn 10. By then, the captive will be fully cooked 
and ready for eating! Note, player A’s Cyclops is only concerned 
with protecting his own’ captive – the character from player B’s 
warband, and vice versa. No captive can be attacked unless first re-
leased. A player may not use his Cyclops to attack the other player’s 
Cyclops, and the Cyclops may not eat the captive until he is fully 
cooked!
 
Victory and Rewards: The game length is 10 Turns. In order 
to win, the player must rescue his captive from the Cyclops, and 
escape the circle of rocky outcroppings with him alive. The first 
player who does so is considered the winner. If the player’s captive 
is recovered alive, 1 point of Renown is awarded. If any charac-
ter single-handedly kills a Cyclops (with no wounds inflicted on 
the Cyclops from any other model) an additional point of Renown 

is awarded. If none of the player’s characters are killed by the 
Cyclops, an additional point of Renown is rewarded. A Famous 
warband that frees both captives gains an additional point of Re-
nown. An Infamous warband that frees their own captive, yet leaves 
their opponent’s there to roast also gains an additional point of Re-
nown. The captives have overhead the Cyclopes talking about the 
object of the quest. If the player’s captive survives the battle, the 
player gains 1 clue.

8. all men are pigs
You have travelled to a mysterious island in the western waters of 
the Middle Sea, where the sorceress Circe makes her home in the 
company of sea nymphs and animals, far from hated men. It was 
your hope that could be convinced to aid you in your quest, either 
by bribery or flattery… but the negotiation did not go well. For 
some reason, the sorceress took offence, and transformed you into 
a lowly pig! Too late, you realized that the other animals here were 
past visitors, now the pets of Circe!

Your men retreated to the ship, to regroup and plan your escape. 
On the island is a small garden, where a magical herb called Moly 
grows. This plant is the antidote to the spells of Circe, and can 
reverse the transformation if eaten. Your men must find the Moly, 
bring it to you, and then escape! But there is another warband on 
the island – her last visitors – and the same porcine fate befell their 
leader. He is a most unpleasant animal, pink, fat, and hairy! No 
doubt he would eat ALL of the Moly, if given half a chance! Stop the 
other warband from stealing your Moly.

Set Up: The table is assumed to be 6’x4’ in length, and one of the 
long table edges is the seaside. The players deploy their troops on 
the 4’ table edges, opposite of one another and within 6” from the 
edge. The players will need a female model to represent Circe, and 
2 pigs. Near the center of the table is a hill or some other tall struc-
ture, like a ruin or tower – this is the lair of Circe, and her model 
begins there. Located around the table are 7 shrubberies; these are 
the Moly plants. One is in the center of the table next to Circe’s lair, 
and the other six are located in a ring about 18” from the center, 
each roughly the same distance from the others. 

Circe
Circe is angry and unpredictable – she can be controlled by either 
player. Each Turn she is given a Command Counter by both play-
ers, and is controlled by the player who activates her first – that 
player’s command is used and the other is discarded. The player 
then moves Circe as indicated. If Circe is killed, she disappears in a 
cloud of smoke, to reappear at the beginning of the next Turn at her 
starting location; here on her island, the source of her power, she is 
invulnerable. Circe has the same Profile as an Amazon War-Witch, 
though she has only 1 spell - Transformation, which she can cast 
once per Turn. 

Transformation
The spell can be used against either a single model or a unit within 
12” and in line-of-sight. Circe makes an Arcane Test against the 
target, and if successful the target is transformed into a pig and re-
moved from play. If the target is a unit, the spell affects 1-5 wounds 
worth of models (roll a d10, halve and round down.)  Transformed 
models are considered casualties, but can be recovered at no cost 
after the battle if the player’s warband has found any Moly. 
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The Pigs
Before the game began, both players’ Demigods were transformed 
into pigs by Circe. In this state they cannot control their warbands 
or use any of their Demigod powers. The players each nominate a 
second-in-command, and this model is in charge of the warband, 
using their own Discipline Rating for the Command Bonus when 
rolling for the Edge. The pigs begin the game in base-to-base con-
tact with Circe, and cannot leave her side until she has been de-
feated – once she disappears, her pigs (the players’ Demigods) will 
be free to move on their own. In their pig form they are slow and 
docile, with a MV of 4 and no attacks, and cannot be injured and 
will automatically Rout if attacked in melee combat. Once freed 
from their bondage to the sorceress, each is given a Command 
Counter at the beginning of the following Turn, and are then acti-
vated normally.

The Moly Plants
The Moly plants are small herbs infused with strong magical prop-
erties. Any transformed model that eats a Moly plant will be in-
stantly restored to their natural form. When a model moves into 
contact with a Moly plant, the player rolls a die to see of the Moly 
is in bloom. A result of 10 means that the model has discovered 
enough Moly to save the Demigod. If the model then moves into 
base-to-base contact with the pig, the curse is immediately reversed 
and the Demigod is restored to his natural state. If none of the first 
six Moly plants are ripe, the final plant checked will automatically 
have Moly ready for harvest. 

Victory and Rewards: The battle last for 10 Turns. If a player 
manages to dispel their Demigods’ enchantment, he gains a point of 
Renown. Further, while in pig-form, the Demigod overheard Circe 
reveal an important piece of information while talking with her ser-
vants, and gains 1 Clue.

9. isle oF the lotus eaters
It has been too many days since you have last seen land. The sup-
plies which caused so many complaints during loading are now 
almost gone, and the sea has not seen fit to supply you with any sus-
tenance to make up for the lack. The lookout calls “Land Ahead!” 
and everyone not at the oars crowds forward to search for signs 
of food, and perhaps people who can help you get back on course. 
Past the beach, the land is not too rugged, and there are many flow-
ering trees and bushes, and people too, working at the trees - surely 
a sign of food. The wind from the island brings a sweet smell that 
makes your stomachs rumble with hunger. Just as you make land-
fall and climb out onto the beach, you see the sails of another ship 
nearing the island. There is not enough food for all of you, and you 
will defend your prize to the death!

Set Up: The game takes place on a 6’x4’ table, representing part of 
a large island, and one 4’ table edge is the seaside. Scattered around 
the table should be 7 small clumps of Lotus plants, each approxi-
mately 3” in diameter and at least 12” from any other Lotus plant. 
Deployment is along the long table edges, within 8” of the board 
edge. After the table is set up, the players roll off and the higher 
roll chooses which deployment zone to use and places his first unit. 
Deployment alternates until all units are deployed.

Island Rumors 
Before the game begins, players may elect to spend a Clue - this 

represents the leader having heard a tale about this cursed island 
that could prove helpful during the Scenario. Because of the warn-
ing, all members of his warband will receive a bonus of +1 on their 
Arcane Saves against the powers of the Lotus Plant.

The Lotus Plants
The mysterious plants that grow on the island give off an intoxi-
cating scent that is difficult to resist. There is a strong breeze that 
carries the scent of the Lotus blossoms across the island. Each Turn, 
after the Command Counters have been placed one player will roll 
2 dice to determine which direction and speed that the wind is 
blowing. The first die determines the direction, shown in the table 
diagram below. The second die roll determines the strength of the 
wind, and shows how far in inches that it carries. A model that 
begins its Activation Phase within 1” of the path of the Lotus scent 
must make an Arcane Save, or be lulled to sleep by the smell. That 
model is detached from the unit and moved into contact with the 
Lotus Plant, and there it falls asleep – nothing can awaken it for the 
duration of the battle and it is considered a casualty. Each plant can 
only affect 1 model each Turn, and it is always the closest model – 
if there are multiple models in the path of the Lotus scent, each one 
makes a save, starting with the nearest and working outward, until 
one has failed. Undead and non-living models such as Automatons 
are immune to the effects of the Lotus plant. 

The Secret Blossoms of Pleasure
Players familiar with WarGods of Aegyptus will recall the Subplot 
‘The Secret Blossoms of Pleasure’. The Lotus plants are the source 
of these flowers, which are most prized by the Basti. In the event 
that there are Basti playing this Scenario, the Subplot “The Secret 
Blossoms of Pleasure” (WarGods rulebook, page 244) is automati-
cally in effect.

Victory and Rewards: The battle last for 10 Turns. At the end of 
the battle, the player that controls the most Lotus plants is the win-
ner. A player controls a Lotus plant by having at least 1 model in 
base contact with the plants. If control is contested, tally the Point 
Value of each player’s models that are in contact with the plant, and 
the player with the highest number is in control. The sweet fruit of 
the Lotus plants can be harvested for food, and after the battle is 
over the sleeping warriors can be safely dragged away and awak-
ened. The player that controls the most Lotus plants gains a point 
of Renown. The Lotus sleep brings strange, prophetic dreams; the 
warband with the most warriors who fell asleep during the battle 
receives 1 Clue. 
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10. Beyond the pillars oF heracles 
Your quest has taken you far from the safe waters of the Middle Sea, 
beyond the Pillars of Heracles. The clues you have gathered sug-
gest that your goal may be hidden in a strange, foreign land. After 
weeks of sailing, you land your boat upon the shore, not far from a 
massive temple built to a barbarian god. The ancient Scroll of Aga-
mede is held here, jealously protected by the priests of the foreign 
gods, and it upon the scroll is recorded a secret path to enter the 
Underworld. Though you came in peace, with no weapons in hand, 
the priests from the temple turned you away. What’s more, in part-
ing they shouted at you. Their words were heavily accented with 
a foreign tongue but their meaning was clear – they insulted your 
divine parent. Such disrespect cannot go unanswered… though you 
first came to them with words of peace and open hands, you shall 
return with weapons and take the scroll by force!

Set Up: In this scenario, the player must challenge a foreign 
warband led by a strange godling with mysterious powers. This 
warband can be a Harbinger of Aegyptus or Ice Witch of Hyper-
borea, or even a warband of the game master’s own creation from 
some other exotic land such as Babylon, Midgard, or Atlantis. One 
player takes a break from his normal warband to play them, and the 
other player can return the favor when they roll the scenario. 

The attacking player’s table edge is the beach, where his ship has 
put ashore. The attacking player deploys in a 6” zone, anywhere 
along this beach. There is a temple structure located on the other 
side of the table, 45” from the beach. The defending player deploys 
his warband no further than 6” forward of this structure. The rest of 
the table should have the occasional bit of scenery, appropriate to 
the culture of the defenders… in the case of Aegyptians, there could 
be obelisks and rows of statues, in the case of the Hyperboreans 
there could be standing stones and huts, and so on. 

The Scroll of Agamede
Located inside the temple is the Scroll of Agamede an artifact that 
is held sacred by the defenders. They will defend it to the death! 
The temple doors are barred, and must be broken down to enter, and 
it has a Structure Rating of 8 and 5 Wound Points. Once battered 
down, a character can enter the temple, emerging at the end of the 
following Turn with the Scroll. To win the Scenario, the Scroll must 
be carried back to the beach, where the attacker’s boat is waiting to 
return them to Hellas. 

Reinforcements
Because the defenders are on their home ground, reinforcements 
are not far away. Any unit of warriors that is killed to the last man, 
or Routs off of the table, will return on the beginning of the next 
Turn in the center of a random table edge (but not the water side). 
Characters, chariots, and monsters can not return as reinforcements. 

Victory and Rewards: The battle last for 12 Turns. If the attack-
ing player makes back to the ship with the Scroll of Agamede he 
gains 1 point of Renown and 1 clue. Successful completion of this 
scenario allows the player to either return to the Land table, or roll 
on the Underworld table for their next game.
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