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In Epireia, players are transported to the vibrant and tumultuous period preceding the 

Peloponnesian War. Each player embodies the leader of a powerful Greek city-state, 

navigating through complex alliances and ancient rivalries. Players must manage 

diplomacy, conflicts, and internal crises, such as epidemics and natural disasters, 

which threaten to destabilize their cities. The game takes place on a map of the 

region, where the seas and lands of ancient Greece serve as the backdrop for this 

epic struggle for supremacy.

Through strategic and tactical gameplay phases, each player seeks to maximize their 

influence, forge alliances, or plan betrayals, all with the aim of dominating classical 

Greece.

Epireia is a management and strategy game that culminates in the confrontation of 

players’ armies. Each player takes charge of managing a city-state, which they must 

develop throughout the game to achieve final victory.

A game round consists of three phases: the development phase, the diplomacy phase, 

A game of Epireia is guided by three scenarios that divide the game into three acts. 

The third act defines the conditions that end the game. When a player meets these 

conditions, it marks the last round for all players and leads to the final confrontation.

Throughout the game, players have amassed military units, which they will deploy 

on the battlefield during the final confrontation. The battlefield is divided into three 

fronts, and the winner of the game is the player who wins the most fronts after 

resolving the battles.

p r e l u d e 
t o  t h e  W a r 

o b j e C t I v e  o f  t h e  g a m e

a C h I e v I n g  v I C t o r y
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and the collection phase.

During the development phase, players will use their resources (Wheat    , Wood    , 

Copper     ) to perform actions such as constructing buildings, creating military units, 

or contributing to their league’s treasury. This phase allows players to develop the 

type of city (religious, warlike, etc.) that will guide their strategy.

The diplomacy phase takes place on the map, where the Influential Figures of each 

player move to other regions and empires to secure trade partnerships, military 

alliances, or provoke skirmishes. This phase enables players to extend their influence 

over other cities and empires.
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s e t u p

I. map of greeCe & battlefIeld
Place the map board of Greece in the center of the play area.
place the 2 battlefield boards (reserve side up) facing each other on the side of the map. 
place the 6 shuffled military token decks near the battlefield boards: hoplites level I, hoplites level II, 
Cavalry level I, Cavalry level II, trireme level I, and trireme level II.

II. seleCtIon of CItIes and leagues
for 2 players: players determine who will represent the Delian League and who will represent the 

Peloponnesian League.
The Delian League player starts and chooses 1 City from the 6 available Cities. Then the Peloponnesian 
League player chooses their City.

for 3 players : the distribution should be 2 players for the Delian League and 1 player for the Peloponnesian 
League.

One of the Delian League players starts and chooses 1 City. Then the Peloponnesian League player 
chooses 1 City, followed by the second Delian League player choosing their City.

for 4 players: the distribution should be 2 players for the Delian League and 2 players for the 
Peloponnesian League.
One of the Delian League players starts and chooses 1 City. Then the Peloponnesian League players 
choose 2 Cities, followed by the second Delian League player choosing their City.

Distribute each player’s City board, as well as the 3 Influential Figure tokens of the city’s color, 3 
Resource cubes (Wheat, Wood, and Copper), 1 twelve-sided die, and the 5 City tokens.

III. plaCement of resourCe & CIty tokens

On each Player Board: place a City token on the Prestige tracker at level 1.
Also, place 3 City tokens on the Trade Post spots.
Each player starts with the following resources: 2 Wheat    , 2 Wood    , and 2 Copper    . Place the 
Resource cubes accordingly.

Add a City token in the league area to which each player belongs, as well as the league’s Resource cubes. 
Each league starts with 0 Wheat      , 0 Wood      , and 0 Copper      .

Place the scenario cards face down in 3 separate piles, according to the Act (Act I, Act II, and Act III).
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Iv. seleCtIon of admInIstrators
for 2 players: the player from the Delian League starts and chooses an Administrator card from the 6 
available cards and places it on their player board. Then, the Peloponnesian League player chooses an 
Administrator card.

for 3 players: one of the Delian League players starts and chooses an Administrator card. Then, the 
Peloponnesian League player chooses one, followed by the second Delian League player choosing their 
Administrator.

for 4 players: one of the Delian League players starts and chooses an Administrator card. Then, the 
Peloponnesian League players choose 2 cards, followed by the second Delian League player choosing 
their Administrator.

v. seleCtIon of the startIng InfluentIal fIgure

Give each player the 5 Influential Figure cards corresponding to their City.
Each player secretly chooses 1 Influential Figure. Once all players have made their choice, the cards are 
revealed and placed on the first spot of each player board.
The token for the Influential Figure is placed on the space of their City.

note: it is possible to view all Influential Figure cards from other Cities.

setup is now complete, and the game can begin

InfluentIal fIgure
Influential Figures are the personalities of a City that the player 
sends onto the map. They have an attack power       (from 1 to 3), 
which is used in case of conflicts and during the Great Battle at 
the end of the game.
The sea icon       marks the Influential Figures that have the ability 
to travel to maritime Territories and Empires.
Some Influential Figures have a unique ability      that is active 
as soon as the card is in play on the player board (see Influential 
Figure Abilities p.XX).

When the player acquires a new Influential Figure card during 
the game, they must place it on one of the spots on their player 
board and place the token on the card. It can be moved in the 
same turn.

It is not possible to change an Influential Figure during the game.

 1
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 3

 3
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p l a y e r  b o a r d
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2
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 3

      Delian League Area.         Delian League Resource Tracker.        Peloponnesian League Area.       
      Peloponnesian League Resource Tracker.         City Zones.      
      Land Territories (6).         Maritime Territories (3).         Empires and Their Rewards (6).

      Slots for City Influential Figures.            Reserve of City tokens used as Trade Posts.     
       Wheat tracker      .               Wood tracker      .               Copper tracker      .
      Administrator Card slot.              Prestige tracker       .     
Military Buildings        allow players to produce level II Military units (Hoplites, Triremes, and Cavalry).
Religious Buildings       allow the player to increase their Prestige.
Civil Buildings        allow the collection of 1 additional Resource during the resolution phase (Wheat, Wood, 
and Copper).
Political Buildings      have various effects. The first allows the player to obtain a new Influential Figure. 
The second increases the success chance of a dice roll with an Empire by 2. The third increases the 
success chance of a dice roll for integrating a Greek City by 2.
Administrator Buildings      allow the player to use the Administrator’s ability, limiting the use of this 
power to 3 times per game.
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p r e s e n t a t I o n 
o f  s C e n a r I o s

Before starting your first game, it is important to 
understand the significance of the scenarios.

hoW sCenarIos Work
The scenarios structure the game and are 
divided into 3 mandatory Acts.
 • act I represents the exposition and progression: 
the Cities will develop and choose their strategy.
• act II represents the dilemma: a drama occurs 
that disrupts Greece.
• act III represents the unfortunate outcome: 
increasing tensions lead to the great battle.

seleCtIon of sCenarIos
At the beginning of the game, the Act I 
scenario is drawn randomly. When a scenario is 
completed by a player, the next Act’s scenario is 
drawn randomly at the beginning of the following 
turn.

anatomy of sCenarIos
Scenario cards are marked with the number of 
the Act to which they belong      .
Each scenario consists of a story      that should 
be read aloud when it is selected.
Objective to fulfill        : the first player to meet the 
objective immediately earns the reward.
Reward      : this determines the prize won by the 
player who meets the objective.
Constraints      : these determine the changes to 
apply in the game.

 2

 1

3

4

 5
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WInnIng a sCenarIo
The first player to meet the scenario’s objective immediately wins the reward indicated in the scenario. 
Only one player can win the scenario reward.

All scenario rewards are Military tokens that must be placed in the reserve on the player’s league 
Battlefield board.

 5
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g a m e 
o v e r v I e W

A game is played in turns. Each turn consists of 3 phases. During a phase, players from both leagues will 
take their actions one after another.

objeCtIve of the game
The objective of the game is to win the great Battle between the two leagues, which will take place at the 
end of the game. Players will develop their city to provide the necessary military units for victory on the 
battlefield. The great Battle is triggered when the 3rd scenario is completed.

startIng the game
Randomly select a scenario card from Act 1 and place it face up for all players to see. Read 
aloud the story of the scenario, the objective to be fulfilled, the reward, and any constraints 
(if present).

1. development phase

The development phase allows players to use their resources to increase the influence of their City.

The Delian League player starts and chooses 2 actions from the 3 available actions. Then, it is the turn 
of the Peloponnesian League player to perform 2 actions.

With 3 players,  the two Delian League players start, one after the other, followed by the turns of the 
Peloponnesian League player.
With 4 players, the two Delian League players start, one after the other, followed by the turns of the 
Peloponnesian League players.

Note: a player can choose to perform the same action twice.

Three actions are possible:

1. donate resourCes
2. ConstruCt a buIldIng
3. produCe an army token

1. donate resourCes

The player can offer between 2 and 8 units of the same resource (Wheat     , Wood     , or 
Copper     ) to their League. This allows them to gain 1 Prestige. The resources and the 
Prestige point are updated immediately on the player board and on the League tracker on 
the map.

Note : it is not possible to offer different resources in a single donation; you will need to use 
a second action for that.

Building token slot

Building resource cost

Effect of constructed 
building

2. ConstruCt a buIldIng

The player can use their resources to construct a building on their player board. There is no 
specific order for constructing buildings. All buildings can be constructed independently. 
When constructing a building, the resource cost is updated immediately on the player 
board, and a building token is added to the spot of the constructed building.

Note : the action allows for the construction of only one building at a time. A building can 
be constructed only once during the game.
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3. produCe an army token

The player can use their resources to 
produce Military tokens. When producing 
a Military token, the resource cost is 
updated immediately, and the token must 
be placed in the reserve on the Battlefield 
board. 

Note : the action allows for the production 
of only one token at a time. The total 
number of Hoplites, Cavalry, and 
Triremes tokens is limited, so the action 
is not possible when the decks are 
exhausted.

prestIge-related bonus
During the development phase, it is possible to earn bonuses related to the Prestige level of 
the Administrator. When a bonus is reached, the associated reward takes effect immediately.

Note : the bonus must be applied immediately. If the player does not have the resources at the 
time of the bonus, the reward is forfeited.

2. dIplomaCy phase

The diplomacy phase allows players to move their Influential Figures on the map of Greece.

The Peloponnesian League player starts and moves their Influential Figures using the 3 available types of 
movement. Then, it is the turn of the Delian League player to move their Influential Figures.

Three types of movement are possible:

1. move to an empIre
2. move to a terrItory
3. move to a greek CIty

Note : it is not mandatory to move an Influential Figure.

A player can move an Influential Figure to an Empire space. The movement is immediate 
and cannot be contested by other players. a player can only send one Influential figure 
from their City to the same empire. It is possible to send multiple Influential Figures to 
different Empires.

some empires are accessible only by sea; in this case, only Influential Figures 
with this ability can be moved to these Empires. A sea icon is displayed on the 
Empires and on the Influential Figure cards with this ability. 

the resolution and rewards of the empires are handled during the resolution phase.

Note : two opposing Cities can move to the same Empire; in this case, the chances of 
negotiations will decrease during the Resolution phase.

for 3 and 4 players:
Players from the same league can only send one Influential Figure per Empire.

1. move 
to an empIre

MILITARy TOkEn

Hoplites niv. I

Triremes niv. I

Cavalry niv. I 2

2

2

3

3

3Hoplites niv. II

Triremes niv. II

Cavalry niv. II

COST

- -
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A player can move an Influential Figure to a Territory space. The movement is immediate 
and cannot be contested by other players. a player can send multiple Influential figures to 
the same territory or to different Territories.

some territories are only accessible by sea; in this case, only Influential figures 
with this ability can be moved to these territories. A sea icon is displayed on the 
Territories and on the Influential Figure cards with this ability.

the resolution and rewards of the territories are handled during the resolution phase.

Note : two opposing Cities can move to the same Territory; in this case, a conflict will occur 
during the Resolution phase.

territory Controlled by a troop
Some Scenarios allow the appearance of Brigands on Territories. It is possible to move an 
Influential Figure to the controlled Territory; however, the resolution with the Brigand token 
must be carried out during the Resolution phase.

2. move 
to a terrItory

a player can move an Influential figure to a non-played greek City. The movement is 
immediate and cannot be contested by other players. A player can only send one Influential 
Figure from their City to the same Greek City. It is possible to send multiple Influential 
Figures to different Greek Cities.

the resolution and rewards of the greek Cities are handled during the resolution phase.

Note : multiple Influential Figures from opposing Cities can move to the same Greek City; 
in this case, a conflict will occur during the Resolution phase.

3. move 
to a greek CIty
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3. resolutIon phase

The resolution phase allows for resolving the movements from the Diplomacy phase and producing each 
player’s resources.

Four actions must be carried out in the following order:

1. resolutIon of negotIatIons with empIres
2. resolutIon of ConflICts and ColleCtIon from terrItorIes
3. resolutIon of the IntegratIon of greek CItIes
4. ColleCtIon of resourCes from the CItIes

The Peloponnesian League player begins the resolution of the Empires. If they have an 
Influential Figure on one of the Empire spaces, they roll their 12-sided die to determine if the 
Empire agrees to their request. If the roll result is equal to or greater than the number required 
by the empire, the player receives the rewards indicated on the map. Otherwise, they receive 

nothing.

regardless of the result, the Influential 
figure returns to their city after the 
negotiation.

Note : each Empire has a specific number to 
achieve to succeed in the negotiation.

If two Influential Figures are on an Empire, 
each player must roll their die to negotiate 
with the Empire. In this case, the success 

1. resolutIon 
of negotIatIons 
with empIres

EMPIRE

Persia

Phoenicia

Egypte

Carthage

Syracuse

Macedonia

 1 IF

7 or +

5 or +

5 or +

5 or +

7 or +

5 or +

2 IF

9 or +

7 or +

7 or +

7 or +

9 or +

7 or +

chances of the die roll are reduced by 2 for each player.

Note : some Influential Figures have abilities that increase success chances; in this case, add 
these to the previous chances.

Exemple : the Influential Figures of two players are on the Persian Empire space. One is 
Heliodorus of Larissa and the other is Themistocles of Athens. A result of 7 or higher is 
normally required to gain Persia’s favor. But since two Influential Figures are present on 
the space, the chances are reduced by 2, and a result of 9 or higher is needed, except for 
Heliodorus, whose ability to increase success chances with Empires by 2 cancels out the 
penalty.

If multiple Empires are visited, follow this resolution order: Persia, Phoenicia, Egypt, 
Carthage, Syracuse, Macedonia.

2. resolutIon of 
ConflICts and 
ColleCtIon from
terrItorIes

ConflICts WIth other InfluentIal fIgures
If Influential Figures from two different leagues are on the same Territory, a conflict occurs 
to determine which league can collect the Territory’s resource.

Each league rolls their die, and the league with the highest score remains to collect the 
resources. The Influential Figures of the other league immediately return to their city. 

the attack points of the Influential figures are taken into account during the resolution of 
the conflict. To determine a league’s advantage in a conflict, add the attack points of the 
Influential Figures present on the Territory to the die roll result. If one league has an attack 
advantage, the difference in attack points is added to their die roll result to increase their 
chances of victory.
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ColleCtIng from terrItorIes
After the resolutions, the player who wins the conflict(s) collects the tax indicated on the 
Territory space. A City token is placed on the Territory to symbolize ownership. This tax is 
only collected when the Territory is taken.

Note: it is not possible to subjugate a Territory already controlled by another player from 
the same league.

A subjugated Territory can be reclaimed by an opponent. If the Territory is not «protected» 
by an opponent’s Influential Figure, the player takes it and places their City token on it. The 
previous owner retrieves their City token back to their player board.

Note : multiple Influential Figures can engage in conflict with a smaller number of Influential 
Figures.

Example :  a player has placed Cleisthenes (2) and Pericles (3) on a Territory, and their 
opponent has placed Brasidas (2) there. They roll their dice; the first player rolls a 4 and the 
second rolls a 5. The first player has a total score of 9 (4 + 2 + 3 = 9), and the second has a 
score of 7 (5 + 2 = 7). The first player wins the Territory.

In case of a tie, neither player wins the Territory, and the Influential Figures are returned to 
their respective cities.

ConflICt WIth brIgands
If Influential Figures are on a Territory occupied by a Brigand token, a conflict occurs to 
determine if the Influential Figures can access the Territory’s resources and displace the 
Brigands.

The player with the Influential Figures rolls a die. If the score is equal to or higher than 
the required result, the Brigands are defeated. If the result is lower, the Influential Figures 
immediately return to their city.
The required result to defeat the Brigands depends on the combined attack points of the 
Influential Figures on the Territory:

• If the combined attack points are 1 or 2, the result must be 7 or higher.
• If the combined attack points are 3 or 4, the result must be 5 or higher.
• If the combined attack points are 5 or higher, the result must be 3 or higher.

Example: a player has placed Cleisthenes (2) and Pericles (3) on a Territory space with a 
Brigand token. Their combined attack points are 5 (2 + 3), so they need to roll a 3 or higher 
to defeat the Brigands and claim the Territory’s resource.

Note: if the Influential Figures belong to multiple cities from the same league, only one roll 
is made.
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3. resolutIon of the 
IntegratIon of 
greek CItIes

The player with the Influential Figure rolls their die to determine if the non-played Greek 
City agrees to their request. If the roll result is equal to or greater than the number required 
by the Greek City, the player immediately receives 1 Copper     , but the military token is 
placed on the league space with a token of the integrated City on top. Otherwise, they 
receive nothing.

Regardless of the result, the Influential Figure returns to their city after the negotiation.

Each Greek City has a specific number to achieve to succeed in the negotiation.

If multiple Influential Figures are on the same Greek City space, players must first resolve 
this conflict as seen in «Conflicts with Other Influential Figures» (p.XX).

Note: some Influential Figures have abilities that increase success chances; in this case, 
these should be added to the existing chances.

If multiple Greek Cities are visited, follow this resolution order: Elis, Delphi, Larissa, 
Corinth, Sparta, Athens.

CITy

Athens

Sparta

Corinth

Delphi

Elis

Larissa

 

7 or +

7 or +

7 or +

7 or +

7 or +

7 or +

REWARDS

1 Copper + 1 Hoplites token Level I

1 Copper + 1 Hoplites token Level I

1 Copper + 1 Triremes token Level I

1 Copper + 1 Cavalry token Level I1 

1 Copper + 1 Triremes token Level I 

1 Copper + 1 Cavalry token Level I1 

4. ColleCtIon of 
resourCes from the CItIes

The resolution phase ends with the addition of the turn’s resources.
All players receive 1 Wheat     , 1 Wood     , and 1 Copper     .
Players who have constructed Civil buildings receive their gain for the turn.

The game turn ends, and the next turn begins with the development phase.
If a Scenario is completed during a game turn, the next Act’s Scenario is revealed at the beginning of 
the following turn.

An opposing player can reclaim the allegiance of a Greek City. If they succeed in the die roll, 
the military token is moved to the other league’s space.
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t e  g r e a t
b a t t l e

When the Act III Scenario is completed, players finish the current game turn. The great Battle can then 
begin.

At the start of the great Battle, each league must place 3 Influential Figures that will participate in the 
confrontation.

anatomy of the battlefield
The Battlefield board consists of 3 fronts: the flank, the center, and the maritime. Each front is divided 
into 3 columns.

1. gatherIng army tokens
Players from both leagues gather the army tiles accumulated during the game.

• Retrieve the Military tokens placed in your reserve.
• Retrieve the Military tokens from each allied Greek City from your league’s area.

2. plaCIng army tokens
Flip your Battlefield board to the Confrontation side. Players from both leagues place their Military 
tokens face down on the corresponding spots on the board.

3. plaCIng InfluentIal fIgures
Players from both leagues retrieve the Influential Figure cards currently in play, then place 1 Influential 
Figure face down on each front of the Battlefield. The remaining Influential Figure cards will not be used.

Once both leagues have completed their placements, the Influential Figures are revealed face up, and 
the resolution of the great Battle can begin.

4. resolutIon of the great battle
The great Battle is resolved starting with the flank, then the 
center, and finally the maritime front. All three fronts must 
be resolved to declare the winning league.

Winning a front
To determine the winner of a front, reveal the tokens in each 
column, one by one.

• The Military tokens in both rows of the first column for 
both players are revealed, and the league with the highest 
cumulative power wins the confrontation.
• After revealing a column, each league can decide within 
a reasonable time (less than a minute) to engage their 
Influential Figure card in the combat. The card’s power is 
added to the column’s total, potentially securing the win.
• When a league engages their Influential Figure, the 
opposing league can also decide within a reasonable time 
(less than a minute) to engage their Influential Figure card 
in the same column.

Flank Center Maritime

Slot for a Hoplites token 
Level I or II

Slot for a Triremes token 
Level I or II

Slot for a Cavalry token 
Level I or II

3 3 1

2 23

4

2

1

7 Victoire 3 égalité 2 Défaite

3 Défaite 3 égalité 3 Victoire
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An Influential Figure can only be engaged in one column per front resolution.

In case of a power tie, with or without Influential figures, neither league wins the column.

The resolution of the front continues with the next columns. The league that wins the majority of 
columns wins the front.

Note: it is not possible to retrospectively send an Influential Figure to a row that has already been 
resolved.

If there is a tie in column victories (1-1) or if no column is won, the front is not won by any league.

e n d 
o f  g a m e 

The league that wins the majority of fronts wins the victory.

In case of a tie in the number of fronts won, the league that has won the maritime front is declared 
the winner. If neither league has won the maritime victory, the player with the highest Prestige wins the 
victory. If both leagues have the same Prestige, the player with the most Copper wins the victory.

- -

IConography & glossary

league
a league is an alliance formed between several greek city-states with the purpose of mutual defense 
against common enemies or achieving common military and political objectives. these leagues allowed 
the city-states to combine their resources and military forces for increased effectiveness. players in the 
same league cooperate throughout the game.

CIty
the 6 Cities of epireia can be played by the players, each with its own Influential figures. 

neutral CIty
neutral Cities are cities that are not played by any player and can be subjected to a league during the 
game.

terrItory
territories are regions that can be occupied by a City through the movement of one of its Influential 
figures. the controlled territory space is marked by a City token.

brIgands
Certain scenarios require placing brigand tokens on specific territories. placing these tokens 
removes any previously placed City token.

prestIge
prestige is the gauge of your administrator’s popularity within the City. the more a player 
cultivates their prestige, the more resources and bonus actions they receive.

empIre
There are 6 Empire spaces on the map, located on the border: Persia, Phoenicia, Egypt, Carthage, 
Syracuse, and Macedonia.

Wheat

Wood

Copper

Sea

Reward Hoplites Lvl. I

Reward Triremes Lvl. I

Hoplites Lvl. I

Hoplites Lvl. II

Triremes Lvl. I

Triremes Lvl. II

Cavalry Lvl. I

Cavalry Lvl. II
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m o d e  s o l o
s e t u p

I. map of greeCe & battlefIeld
Place the Greece Map and Battlefield boards in the same way as in the multiplayer mode.

II. ChoosIng the solo sCenarIo
Select the Scenario card you wish to complete from the available Solo Scenarios. Place the Scenario 
card next to the Greece map so you can refer to it during the game.

A Scenario must be completed within a maximum number of rounds. The number of rounds is indicated 
on each Scenario card.

Note: if there is a constraint mentioned on the Scenario card, it must be applied throughout the game.

III. seleCtIon of CItIes and leagues
The player chooses the City and League they wish to play during the game.

Note: the choice of City may be predetermined, in which case it is indicated on the Scenario card.

Take the player’s City board, along with 3 Resource cubes (Wheat, Wood, and Copper), 1 twelve-sided 
die, 5 City tokens, and 3 Influential Figure tokens.

Iv. seleCtIon of the admInIstrator
Choose 1 Administrator card from the 6 available cards and place it on your player board.

Note: the Administrator will be used for the entire game and cannot be changed.

v. seleCtIon of the startIng InfluentIal fIgure
Take the 6 Influential Figure cards corresponding to your City. Choose 1 Influential Figure card to start 
the game and place it on your player board.

If the Scenario includes other Cities in play, take the Influential Figure cards indicated on the Scenario 
card for each enemy Greek City and place them face down next to the Greece map.
Take the Influential Figure tokens for the enemy Greek Cities and place them on the corresponding City 
spaces on the map.

vI. plaCement of resourCe and prestIge tokens
The player starts with a Prestige level of 0; place your City’s Prestige token on your player board.

The player begins with 2 Wheat      , 2 Wood      , and 2 Copper      ; place the corresponding Resource 
tokens on your player board.

To symbolize your City’s affiliation to a League, place a City token in the League zone you wish to 
join. Also, place the League’s Resource tokens. Each League starts with 0 Wheat, Wood, and Copper 
resources.

Note: if a player chooses Athens, they must join the Delian League. If a player chooses Sparta, they must 
join the Peloponnesian League.

If other Cities are in play, place their City token in the opposing League.

Shuffle and place the military tiles face down in 6 distinct piles, according to unit type and level.

Shuffle and draw as many Augur cards as there are turns indicated on the Scenario card. Then form a 
face-down deck of Augur cards; these will help the player keep track of the number of turns during the 
game.

vII. plaCement of mIlItary tokens
In Solo mode, the opposing military tokens are defined and placed at the beginning of the game on the 
Battlefield.
The number of units and their placement are specific to each scenario and are indicated in this booklet 
on page 35.
Take and place the military tokens on the opposing Battlefield board.

Note: the player starts on their side with the board face down in the military reserve.

The setup is complete, and the game can begin.
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g a m e 
o v e r v I e W

A game is played in turns. Each turn consists of 3 phases that the player must complete before moving 
on to the next turn.

A solo mode game is guided by a single Scenario throughout the game. Each scenario has a maximum 
number of rounds to complete the objectives. If the objectives are not achieved within the given number 
of rounds, the game is lost.

objeCtIve of the game
To win the game, you must successfully complete all the objectives listed on the Scenario card and win 
the final Battle that will take place at the end of the game. The player must develop their City to provide 
the necessary military units for victory on the battlefield.

The final Battle is triggered once the number of turns indicated on the Scenario card is reached; it cannot 
be triggered before that.

startIng the game
In Solo mode, it is important to plan actions several turns in advance in order to meet the Scenario’s 
objectives and win the final Battle. The Augur cards will act as disruptive elements, forcing the player to 
adapt in their quest.

I. development phase
At the beginning of each Development Phase, an Augur card is revealed face up. The effect of the Augur 
card takes place immediately and lasts for one turn.
When a new Augur card is drawn, it is placed on top of the previously revealed Augur cards.

The Development Phase is the same as in the standard mode; the player completes up to 2 actions from 
the 3 possible actions:

• Donate resources
• Construct a building
• Produce military units

II. dIplomaCy phase
The Diplomacy Phase allows you to move Influential Figures on the Greece map.
This phase allows for 2 types of movement:

• Move towards an Empire
• Move towards a Territory

Note: moving an Influential Figure is not mandatory.

Important: in solo mode, it is not possible to conquer other greek Cities, so that action is 
unavailable.

In Solo mode, you must move the Influential Figures of enemy Greek Cities in play (if present in the 
Scenario). Once you have moved your own Influential Figures, roll a 12-sided die for each enemy 
Influential Figure in play to determine their destination. Here are the movements for each Influential 
Figure:

1

2

3

4

5

6

7

8

9

10

11

12

Epirus

Illyria

Euboea

Chalkidiki

Thrakiko Pelagos

Aigaio Pelagos

kritiko Pelagos

Aeolis

Ionia

Phoenicia

Egypt

Syracuse

Epirus

Illyria

Euboea

Chalkidiki

Thrakiko Pelagos

Aigaio Pelagos

kritiko Pelagos

Aeolis

Ionia

Phoenicia

Egypt

Syracuse

Epirus

Illyria

Euboea

Chalkidiki

Thrakiko Pelagos

Aigaio Pelagos

kritiko Pelagos

Aeolis

Ionia

Phoenicia

Egypt

Syracuse

Epirus

Illyria

Euboea

Chalkidiki

Thrakiko Pelagos

Aigaio Pelagos

kritiko Pelagos

Aeolis

Ionia

Phoenicia

Egypt

Syracuse

Epirus

Illyria

Euboea

Chalkidiki

Thrakiko Pelagos

Aigaio Pelagos

kritiko Pelagos

Aeolis

Ionia

Phoenicia

Egypt

Syracuse

Epirus

Illyria

Euboea

Chalkidiki

Thrakiko Pelagos

Aigaio Pelagos

kritiko Pelagos

Aeolis

Ionia

Phoenicia

Egypt

Syracuse

DIE 
ROLL

Themistocles
ATHEnS

Pheidon
LARISSA

Brasidas
SPARTA

Xenoclea
DELPHI

Timoleon
CORInTH

Eupolemos
ELIS
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III. resolutIon phase
The Resolution Phase allows the player to resolve the movements from the Diplomacy Phase and 
produce the City’s resources.

The Resolution Phase consists of 3 actions to be performed in the following order:
• Resolve negotiations with Empires
• Resolve conflicts and Collect from Territories
• Collect resources from Cities

trIggerIng the fInal battle
When the number of turns specified in the scenario is reached, the Final Battle begins only if the player 
has successfully completed the scenario’s objectives; otherwise, the game is lost.

At the start of the Final Battle, the player must deploy up to 3 Influential Figures who can intervene in 
the confrontation.
The opposing army does not have Influential Figures in this mode.

The sequence of events is the same as in multiplayer mode:
• Gathering of Military tokens
• Placement of Military tokens
• Placement of Influential Figures
• Resolution of the Final Battle

end of game
The player wins the game if they secure a majority of fronts during the Final Battle. In the event of a tie 
in the number of fronts won, the player loses the game.




