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Introduction

One of the most fascinating yet challenging
jobs for any DM is to create a background and
setting for a campaign. Choices must be made
regarding the terrain, the economy, languages,
tvpes of clothing worn, armor and weapons
available, types of monsters or NPCs that can
be encountered, political maneuverings, reli-
gious beliefs, and the everyday lifestyle of
most of the people to be found there. Trying
to bring all these elements together into a
cohesive and believable whole can be diffi-
cult, and the inadvertent use of a few anachro-
nisms (such as the presence of plate armor in
a Bronze Age culture) can lead to the collapse
of the game through disbelief.

There are many advantages to recreating
a historical setting such as that of ancient
Greece: Most of the work mentioned above
has already been done, and many people are
at least marginally familiar with both the
Greek culture and the mythology, from school
and from movies such as Jason and the Arg-
onauts. Numerous sourcebooks as well as
detailed maps can be found in any public
library, and campaign ideas can be generated
based on either the mythology or on material
from The Iliad and The Odyssey.

History Versus Historical Role-playing

Much of the history of ancient Greece
occurred a thousand years before there was
such a thing as historical writing. What is
stated as a fact is usually someone’s best
guess based on written fragments, archaeo-
logical finds, or accounts written decades
after the events they record occurred. Never-
theless, within the bounds of what we believe
is true, there is a wealth of material which can
be adapted to an AD&D® campaign. This
book is intended to provide source material
for dynamic role-playing, not serve as a his-
torical treatise. For this reason, many “facts”
given may only apply to one area of Greece,
while other details may apply only to one

time period. In general, however, it's possible,
even desirable, to combine some of the infor-
mation into an overall world view, which,
while not wholly accurate, serves as an excit-
ing and recognizable background for a Greek
campaign. Those who wish to portray a his-
torically accurate background will find enough
detail here to start their campaigns. Either
way, access to magical items and spells in this
sort of campaign is strictly limited. Most peo-
ple were artisans, peasants, slaves, traders,
bards, politicians, or warriors, and the closest
to magic they came was the limited priestly
abilities of healers and oracles.

Fantasy Role-playing in a Greek Setting

While the pure historical setting offers
gritty realism, there are other advantages to a
fantasy campaign based in Greece. Many of
the classic creatures found in the AD&D"
game are taken from Greek mythology, as is
the excellent portrayal of the Greek pantheon
in the AD&D" 2nd Edition Legends & Lore.

This type of campaign allows the DM to
use these fantasy elements to the fullest,
while providing the players with more char-
acter choices—particularly the ones able to
wield magic. Though they might not have
access to all the power of classic AD&D*”
mages and priests, Greek spellcasters have
another advantage: the rarity of any type of
spellcaster and the awe in which they are
held. Good role-playing which emphasizes
this should make up for the lack of raw power.

Using the purely historical detail to en-
hance the background of a partial or full fan-
tasy campaign is also possible. Whichever the
DM chooses to do, the feeling and drama
inherent in the age should be his primary
concern. [t is up to the DM to give the players
an exciting world, full of detail, with vivid,
challenging encounters, in which the charac-
ters can become the heroes about whom epics
are sung!
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CHAPTER

An Overview of Greek History

Ancient Greece was not a unified country
with a single ruler, a principal city, and a sin-
gular culture, but a collection of city-states
which had their own rulers, cultural differ-
ences, laws, and alliances. The city-states
battled one another as often as they fought
foreign enemies. Nevertheless, Greek culture,
primarily that of its greatest city, Athens,
spread throughout most of the ancient world,
and Greek art, drama, literature, philoso-
phies, mathematics, medical knowledge, and
theories of government formed the basis for
many of the civilizations of the western world.

Timeline: 2200 B.C. to 279 B.C.

Many of the dates given below are approxi-
mate and represent the generally accepted
time in which these events occurred.

2200 B.C.: Minoan civilization flourishes.

1500 B.C.: Mycenaeans become dominant.

1250 B.C.: The Trojan War is fought.

1100 B.C.: The Dorian Invasion occurs.
Though barbaric in other ways, the Dorians
bring iron weapons into Greece. Knowledge
of writing is lost. The Greek “Dark Ages”
lasts nearly 300 years.

1000 B.C.: Ionians fleeing invaders establish
cities on the west coast of Asia Minor.

800 B.C.: City-states arise.

776 B.C.: First recorded Olympic Games.

750 B.C.: Greek script, based on Phoenician
characters, is created. The lliad and The Odyssey
are written.

730 B.C.: The First Messenian War. Sparta
dominates the southwestern Peloponnese.

640 B.C.: The Second Messenian War is
fought. Sparta becomes preeminent, crushing
the native population.

594 B.C.: Solon reforms the laws of Athens.

560 B.C.: Peisistratus becomes the first
Athenian tyrant.

532 B.C.: City Dionysia introduced in
Athens, and first tragedies performed.

510 B.C.: Tyranny in Athens is overthrown.

508 B.C.: Cleisthenes introduces sweeping
democratic reforms in Athens.

490 B.C.: Persian Wars begin. Persians are
defeated at Marathon by Athenian hoplites.

483 B.C.: Themistocles builds the Athenian
navy.

480 B.C.: Spartans defeated at Thermopy-
lae. Persians burn Athens. Athenians destroy
the Persian fleet at the Battle of Salamis.

479 B.C.: Remaining Persian troops de-
feated at Plataea. The Delian League forms.

477 B.C.: Athens becomes ascendant.

465 B.C.: Sparta suffers a series of disas-
trous earthquakes and helot uprisings.

462 B.C.: Pericles begins his rise to power in
Athens. Radical democracy is introduced.

431 B.C.: Start of the Peloponnesian War

405-404 B.C.: The Athenian navy is de-
stroyed. Athens is starved into surrender. End
of the Peloponnesian War. Sparta imposes the
rule of the Thirty Tyrants on Athens.

403 B.C.: The Tyrants are expelled and
democracy restored in Athens,

400 B.C.: Retreat of the Ten Thousand under
Xenophon, Sparta is at war with Persia.

394 B.C.: Coalition of Athens, Thebes,
Corinth, and Argos defeated by Sparta at
Coronea.

371 B.C.: Sparta defeated by Thebes at Bat-
tle of Leuctra, Thebes briefly rises in power.

362 B.C.: Theban general Epaminondas
killed at Battle of Mantinea. Theban power
crumbles.

338 B.C.: After earlier victories, Philip of
Macedon defeats the Greeks at Chaeronea.

336 B.C.: Philip of Macedon is assassinated
and is succeeded by his son, Alexander the
Great.

335 B.C.: Alexander crushes resistance
against his rule and begins campaigns against
the Persian empire.

323 B.C.: Alexander the Great dies. His
empire is partitioned among his generals.

279 B.C.: Gauls invade Macedon and
Greece.

4 + Chapter One
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The Minoan Period

2200-1450 B.C: The Minoan civilization was
founded by people who emigrated from Asia
Minor to the Aegean islands around 3,000
B.C. during the Neolithic era. Their culture
flourished most notably on the island of
Crete, where they built communities centered
around huge, multi-level palaces. The palace
of Minos, the king for whom the culture was
named, was built at Knossos. Its labyrinthine
passages, twisting corridors, and hundreds of
rooms may have given rise to the legend of
Theseus and the Minotaur. The tale of The-
seus may have been a mythologized version
of the story of Athens” emancipation from
Minoan overlordship.

Good climate but limited agricultural areas
led the Minoans to become great seafarers
and traders (a practice which would later be
successfully imitated by the Greeks). The king
was a trader and administrator rather than a
warlord. Accounts of imports, exports, and
agricultural production were meticulously
Lept by his scribes, and his palace, which
could house up to 80,000 people, was a center
for commerce and religious rites. Food and
metal were the most common imports, while
wine, olive oil, pottery, gems, and knives

made up the bulk of Minoan exported goods.

Aside from their accomplishments in arti-
sanship and literacy, the Minoans excelled as
artists and engineers. They took pride in
using art to enhance even the humblest item
and were noted for their expertise in mural
paintings (frescoes), miniature sculptures,
and gem carvings. They built roads which
averaged 11 feet wide, and the palace at Knos-
sos boasted both indoor running water and a
light well which lit the Grand Staircase that
connected the different levels. Interestingly,
they felt no need to build defensive fortifica-
tions or walls around their cities.

Women were considered the equals of men
(a unique notion at the time) and were allowed

to enter any profession or participate in any
sport they chose—even boxing! The Minoans
engaged in dancing, foot races, and boxing,
and built theaters to house their musical spec-

tacles and processions. A particular sport,
known as bull leaping, in which young male
and female acrobats attempted to somersault
over the backs of charging bulls, may have
been part of their religious observances.

Minoan religion centered around a goddess
who was both good and evil. The Minoans
may also have worshiped certain animals and
birds (bulls, snakes, and doves) and sacred
trees. Rites were held in shrines inside the
palace, in the open air, and in sacred caves.
Priestesses performed the sacrifices. There
were no male priests.

Later Cretan myth tells that the infant Zeus
was hidden from his father Cronus in a cave
on Crete and was fed by the animals there.
The Cretan Zeus was an agrarian deity who
died and was born again annually, much like
Dionysus in the later Greek pantheon. He is
also associated with bulls.

Around 1450 B.C., the geologically unstable
region was rocked by earthquakes and a great
tsunami, which decimated the island of Thera
and caused terrible destruction among the
Minoan palaces. Weakened by the disaster,
and without defensive structures, the Mino-
ans were supplanted by the Mycenaeans, a
more warlike mainland culture.

The Mycenaeans

1600-1100 B.C.: Around 1900 B.C., Indo-
Europeans (also known as Pelasgir), who
spoke an early form of Greek, invaded the
peninsula. By 1600 B.C., these people had
formed communities which were influenced
by the Minoans, with whom they established
trade. A warlike people, the Mycenaeans
became the dominant power of the region,
ruling from their mainland cities of Mycenae,
Tiryns, Athens, and Iolkos. Each city and its

6 * Chapter One



territory was ruled by a king, called a wanax.
Mycenaean cities were built on hilltops and
heavily fortified because they warred among
each other and had a slave system based
upon war captives. Bronze spears, swords,
and daggers were the usual weapons em-
ployed by Mycenaean warriors. They wore
heavy, somewhat rigid and clumsy banded
armor and helmets and carried shields shaped
like a figure eight. Later, these were super-
seded by smaller round shields and less body
armor {breasfpla tes)

Though they aclopted much of the Minoan
culture into their own, their art was stiffer
and less refined, except for their inlaid bronze
daggers which showed exquisite artisanship.
The warlike nature of the Mycenaeans also
found expression in their art, much of which
depicted fighting, hunting, and soldiers with
spears and swords. Though they used chari-
ots for hunting, there is no evidence that these
were used in warfare except for the references
to such by Homer in The Iliad.

The Mycenaeans became seafarers, and
their distinctive pottery became familiar as far
away as Syria and Palestine. By 1500 B.C.,
they had supplanted the Minoans as rulers of
much of the Aegean. Fifty years later, after

earthquakes and tidal waves had weakened
the Minoans too much for them to resist, the
Mycenaeans took control of Crete as well.

Though Mycenaeans helped the Minoans
rebuild Knossos and ruled them peacefully
for a time, around 1400 B.C. other Greek
invaders came to Crete and destroyed the city,
ending Minoan civilization. Mainland Greece
became the central power of the Aegean.

Mycenaean religion centered around the
worship of a pantheun of deities. Among
these were Zeus, Hera, Hermes, and Posei-
don. Later Greeks adopted these gods and
goddesses, but altered their places in the pan-
theon. The Mycenaens’ interest in sports led
to competitions which were held in honor of
the gods and at funerals (where the deceased

person’s belongings, if still of use, would be
given to the winners as prizes).

About 1250 B.C., the Mycenaeans waged
war against a city in Asia Minor known as
Troy. This war, which lasted 10 years, is the
source for the great epic poems The Iliad and
The Odyssey. Many of the characters appear to
have been real peoplc but they have been
mythologized, and it is not known if Helen’s
abduction or a battle for dominance of the
Black Sea was the real cause for the war.

Between 1200 and 1100 B.C., the Myce-
naeans succumbed to internal decadence and
invaders. They were overrun by the Dorians,
barbaric northern Greeks whose iron weapons
allowed them to overcome the Mycenaeans.
Only a few areas managed to resist the influx
of the Dorians (notably Athens) and retain
their prior degree of civilization.

The Greek Dark Ages

1100-800 B.C.: The Dorians conquered the
central and southern areas of the Greek main-
land, plunging the area into a Dark Age. Writ-
ten records and the art of writing itself was
lost during this time, and the prior cultures
were known only through the chance survival
of a few written fragments and the ballads
and short epics sung, embellished, and handed
down orally by wandering bards. The more
primitive Dorians managed to overcome the
Mycenaeans by using iron weapons. These
wea pona were not better made than the Myce-
naeans’ bronze ones, but were cheaper, easier
to fashion, and easier to replau.

Each Dorian community was independent
and was overseen by a basileus, a ruler who

was little more than a tribal leader. His duties
included commanding the army in wartime
and acting as the Lommumt\ priest. The
basileus” chief responsibility was to offer sac-
rifices to gain the gods’ favor for his people.
He had no power to make laws or enforce
them or to settle issues and impose justice.

An Overview of Greek History & 7



Each community had both a council of
nobles and a warriors” assembly, but these
were more signs of social rank than legislative
bodies. They had no power except socially.
Custom was used to decide issues, and any
justice was private, paving the way fer feuds
between families as one sought justice from
another only to again be attacked in retalia-
tion for their * ‘justice-taking.”

There was no conception of the “idle rich,”
as nobles oversaw their own lands and acted
as war captains. Workers who labored on the
nobles’ lands also served them as warriors
when the need arose. Known artisans in-
cluded wagon makers, goldsmiths, potters,
and swordsmiths; agriculture, herding, and
warfare were the chief occupations of free
men. Slaves were mostly women, usually war
captives, who became servants, wool-proces-
sors, or concubines. Each household wove its
own clothing, raised its own food, and even
made its own tools. Coinage and large trading
ventures were unknown, with barter being
the only type of exchange practiced among
the Dorians.

Their deities were much like themselves on
a larger scale. They had human bodies, weak-
nesses, jealousies, and quarrels. They appeared
in person or in some other form to interact
with mortals. They often produced offspring,
and they could be bargained with to bestow
their favor. They ate ambrosia and drank nec-
tar, which made them immortal. They lived
atop Mount Olympus, a mountain in north-
ern Greece which is the tallest peak in the
region, about 10,000 feet high, and their power
outstripped that of mortals.

No one god was considered to be above the
others. Zeus, sky god, wielder of the thunder-
bolt and father of gods and men; Aphrodite,
goddess of love; Athena, goddess of wisdom
and war and the patroness of fine crafts; and
Poseidon, god of the sea and of earthquakes,
were all honored equally. Their temples were
not places of worship, but shrines built to

house the gods when they wished to visit.
Aside from the basileus, there were no priests.
The Dorians believed that after death, peo-
ple went to the realm of Hades, a land beneath
the earth where they would continue a shad-
owy form of their previous life until finally
fading away. Though the Dorians admired
the virtues of bravery, loyalty, self-control,
love of friends, hatred of enemies, and cun-
ning, Hades did not serve as a heaven for
those who exemplified these behaviors, nor
was it a hell for the punishment of those who
failed to do so. It was simply a continuation
after life and had no connection with reward
or punishment. Another realm near Hades
was the Elysian Plain, where some lucky per-
sons chosen by the gods passed on to comfort
and ease. Tartarus, which has sometimes been
mistaken for a kind of hell, was not a place for
the dead at all, but rather a prison for the
rebellious deities known as Titans (see the
AD&D® 2nd Edition Legends & Lore, page
118). Late in this period, the classic form of
the Greek pantheon took shape, which was
passed down to the Dorians” descendants.
During the Dorians’ rule, migrations from
the mainland to Asia Minor (particularly the
area known as lonia) and the eastern Aegean
islands occurred. The people who departed
did so to avoid more warfare and to find bet-
ter farmlands. Asia Minor and the islands
nearby would later become noted for their
wealth of poets, philosophers, and artists,
perhaps because they managed to preserve
more of the Minoan and Mycenaean culture
than the areas under Dorian domination.
During the final years of the “dark ages,”
the Phoenicians began a westward expansion,
and the art of writing was rediscovered in
Greece with the creation of a Greek script
based on Phoenician characters. Attica, the
region in which Athens is situated, united
under the Athenian kings. The nobility of
Attica settled in the city, and trade began to
once more become a major part of Greek life.
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The Rise of the City-States

800-500 B.C.: The geographic features of
mainland Greece helped to determine the
development of city-states rather than a uni-
fied country under a central ruler. Much of
Greece was covered by volcanically active
mountain ranges which divided the land into
narrow coastal plains cut off like separate lit-
tle pockets, and fertile areas around rivers.
Plains regions were found in the northern
(Macedonia and Thessaly), central (Boeotia),
and western parts (Peloponnesia and the
plains of Sparta) of Greece, but these too were
separated by mountains. These features had
already made it easier for each tribal commu-
nity to remain autonomous, and they were
once again instrumental in keeping the Greek
poleis (singular is polis) or city-states separate.

Out of a need for more trade and for de-
fense, cities grew up around a central market-
place and a place which could serve as a
defensive fortification (such as the Acropolis
of Athens). The city-states included all the
agricultural land surrounding the cities that
they could oversee and control. Though Sparta
eventually controlled more than 3,000 square
miles of territory, and Athens about 1,600, the
other city-states were tiny, averaging control
of about 100 square miles. At the peak of their
power, Sparta and Athens each had a popula-
tion of approximately 400,000 people, but the
other cities had only about a quarter as many,
meaning that Athens and Sparta could usu-
ally field armies which were three times the
size of any of the others.

In general the Greek city-states underwent
certain patterns in government. Most started
as monarchies (rule by a king), since the king
or tribal leader was already the established
leader of the community. As time went by,
however, the kings came under increasing
pressure from their nobles, wealthy land-
owners who began concentrating more and
more land, wealth, and power into their own

hands. These nobles, who usually formed
councils, eventually became so powerful that
they were able to abolish the monarchy and
set themselves up to rule instead. These were
known as oligarchies (rule by the few).

Because the common people then found
themselves dispossessed from their lands and
under debt to the nobles, many colonies were
founded, trade increased, and the urban pop-
ulation swelled, as farmers, artisans, and mer-
chants attempted to earn a livelihood. Urged
on by demagogues who promised reform and
relief, they joined together to attagk the land-
holders. These “rabble rousers” then usurped
power because they had gained enough sup-
port from the people, and became dictators.
Called tyrants, since they had unlawfully
assumed control of the government, many of
them ruled benevolently and well, but others
simply replaced the excesses of the oligarchies
with their own whims.

Eventually, the common people realized
that they held economic and social power.
They ousted the Tyrants, formulated new
laws and constitutions, and became democra-
cies. Athens best demonstrated democracy,
though Athenian democracy was unlike mod-
ern democracy in several important ways.
The city-state of Sparta never moved beyond
a double monarchy which was overseen and
controlled by a military council.

The cities varied in their cultural evolution
as well, with Corinth and Argos the leaders in
literature and the arts during the eighth cen-
tury B.C. (Sparta was the most noted during
the seventh), and the Greek-speaking cities of
Asia Minor and the Aegean Islands preemi-
nent in philosophy and science in the sixth
century B.C.—all before the glory of Athens,
which would rise to such heights that its fame
would last throughout the centuries.

During this period, the poet Homer com-
posed the great epic poems The lliad and The
Odyssey which told of the siege of Troy by the
Greeks (called Acheans in the poems) under

An Overview of Greek History * 9



King Agamemnon, the Mycenaean, and the
10-year journey homeward of one hero of the
Troian war, Od'v sseus. These became the focus
of education for most Greek cities, serv ing to
teach reading, writing, and poetry; emphasize
the need to practice sports and warfare; and
give the Greeks (who called themselves Hel-
lenes) a common heritage, philosophy of per-
sonal honor and worth, devotion to the gods,
and civic pride. Though he drew upon the
oral accounts of traveling bards, Homer was
probably also influenced by the trade expan-
sions and new colonizations which ranged
from the Black Sea coast to what would be-
come Italy, France, and Spain.

Because of the new emphasis on expansion
and trade, the Greeks became embroiled in
skirmishes with the Phoenicians, the region’s
other seafaring power. Conflicts over trade
routes and lucrative careers as go-betweens
for trade with Egypt and Arabia caused wars
between Phoenician Carthage and Greek
Syracuse. This led to Greek domination of the
northern Mediterranean and Phoenician con-
centration on the southern routes, which
stretched from Tyre through the Straits of
Gibraltar. Later conflicts with the Etruscans,
their western neighbors in Italy, secured the
Hellenes against Etruscan aggression as well.

Sparta’s defeat and subjugation of Messe-
nia in the First and Second Messenian Wars
led Sparta to create the only professional
army in Greece at that time, in order to deal
with malcontents and handle uprisings by
those they conquered. In contrast, Athenians
were granted a great deal of liberty when in
594 B.C. the laws were reformed and an Athen-
ian constitution was written by Solon. These
divergent paths were to later prove too great
a difference for the two city-states to over-
come, and the conservatism of Sparta would
meet and battle the liberality of Athens in the
Peloponnesian War. Before that came to pass,
however, the two would be allies in the wars
against Persia.

The Golden Age

500-338 B.C.: The various Greek city-states
were seldom at peace. Though they shared
common cultural influences such as lan-
guage, gods, knowledge of Homer's epics,
appreciation of the arts and sports, and civic
pride, their differences led to constant bicker-
ing between one state and another. Various
cities also fought against foreign enemies,
either alone or in concert with other states.

The Persian War

The Persian War began due to Athens’
expansion into the eastern Mediterranean.
The mainland Hellenic cities found common
cause with the Greek-speaking cities of Asia
Minor which were under Persian rule. In 499
B.C., these Ionian cities rose in revolt against
Persia, and Athens sent ships to aid them. The
revolt was crushed, and Darius, the king of
Persia, decided that the Greeks should be
punished for their actions. He was also well
aware of the gains to be made should he man-
age to add the Greek poleis to his empire. He
sent envoys demanding tribute of earth and
water, which symbolized their surrender.
Though some cities agreed, Athens, Sparta,
and Eretria refused.

Accordingly, in 490 B.C., King Darius sailed
with a fleet of 600 ships to attack the Greeks.
They began their campaign by assaulting Ere-
tria, which fell within a week and was looted.
Next, the Persians turned their attention to
Athens. A force of 20,000 men landed at the
Bay of Marathon and began the overland
march toward the city. The Athenians, having
noted the Persian advance, sent messengers
to Sparta asking for help, then mobilized
10,000 hoplites (heavily armed infantrymen)
and marched to meet the Persian force.

The Persian elite infantrymen were known
as Immortals. They carried wicker shields
with a leather covering and wore a metal
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scale shirt covered by a tunic. They wore no
helmets, preferring a cloth headdress similar
to a kaffiyeh, and their legs were prnttcted
only hv cloth. Their armament consisted of
bows and arrows, spears, and long daggers.
They were supported by cavalry and archers.

The Greek hoplite wore a cuirass of layered
linen (this would later be replaced by a molded
bronze breast plate), bronze greaves on his
legs, and a bronze helmet which covered
most of his face. His shield (called a hoplon)
was smaller and heavier, and made of wood
with a bronze rim that could deflect arrows,
spears, and daggers. It was also equipped
with an innovation. Rather than one strap, the
Greek shields had two. One was a metal bar
under which the soldier passed his arm. It
spanned the center of the shield. A leather
strap near the rim provided a grip for the
hand, giving the hoplite both a better grasp
on his shield and the ability to be far more
flexible in moving it as needed. Hoplites car-
ried a short slashing sword and a lung spear

meant for thrusting. They fought in a pha-
lanx, marching in close formation, hoplons
raised and spears thrust forward to fill the
gap between each man.

Realizing that they could not wait for help
from bparta to arrive, General Miltiades, one
of the Athenian commanders, called for an
attack. The Athenians charged the Persian
lines in an apparently suicidal assault. How-
ever, it effectively nullified the advantage of
the Persian cavalry and archers, as they could
not attack without harming their own troops.
Additionally, Miltiades had thinned the cen-
tral ranks and extended his line to protect
against flank attacks, and when the Persian
infantry broke through the center, the pha-
lanxes to left and right wheeled and attacked
the Persian flanks, surrounding them.

Those who were not killed fled to their
ships and escaped. The Spartan force arrived
the next day. Though they were too late to
help, they combed the battlefield, noticing the

details, learning how Athens had triumphed,
and paying honor to the Athenian dead. The
Greek hoplites had won their first great vic-
tory, meeting a force which was twice their
size, killing over 6,000 Persians and losing
less than 200 Athenians.

Legend tells of the runner who, after fight-
ing all day against the Persians, ran from the
plain of Marathon to Athens, a distance of 26
miles. His news was essential to keep the peo-
ple from a panic and avert the abandonment
of the city. He is said to have gasped out the
good news of Athens’ victory and then died.
The modern Marathon race was formed to
honor this gallant feat, though it was never a
part of the ancient Olympics.

Darius refused to give up and made plans
for a larger E‘(PEdltl(‘ln against Greece. He
died before he could implement it, and his
son Xerxes was occupied with putting down
rebellions in Egypt and Babylon. Finally, in
481 B.C., Xerxes turned his attention to the
Greek campaign. He summoned the greatest
force ever assembled until that time—a quar-
ter of a million men—and in 480 B.C. his
thousands of vessels set sail for Greece.

Themistocles, a charismatic politician, per-
suaded the Athenian assembly to build 200
new warships to meet the threat of the Per-
sians and to build their own sea power. Sparta
gathered the other Greek states into the Hel-
lenic League, which comprised some 30 states.
Many others, fearing a Persian victory and
reprisals, refused to fight.

Consultations with the Oracle at Delphi
revealed slight hope for the Greeks. Sparta
was told that Zeus favored the Persians, while
Athens was told that the city would be taken,
the buildings leveled, and blood would flow
in the streets. They were counseled to flee
before the might of the Persians. The oracle
added a strange piece of advice, telling them
that they would be safe behind the wooden
wall, an assertion which made no sense to the
Athenians, since their walls were stone.
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As Xerxes carved his way through Thrace
and Macedonia, the Hellenes decided to make
their stand at Thermopylae, a slender strip of
land where the mountains came within fifty
feet of the shore. The Persians would have to
cross through the narrow area, which was so
constricting that a much smaller force could
stop thcm King Leonidas of Sparta, com-

manding 7,000 advance troops, took up posi-
tion in th e pass. The combined Greek navy,
which consisted of 270 warships, lay in wait
for the Persian fleet in the narrow waters off
the coast.

In early August, King Xerxes reached Ther-

op\«lae and was stopped at the pass by the
Spartans. Three brutal attacks were turned
back before the Spartans were betrayed by a
greedy local farmer who led the Persians
around the Greek force. Leonidas discovered
the danger just in time to order the main body

of his army to withdraw, but he himself and
300 of his countrymen battled the Persians,
first with weapons, then when those were
gone, with bare hands until every one of the
300 fell. They had bought the rest of the Greek
army the time it needed to withdraw safely.

Xerxes rampaged through Attica, burning
and looting. As his army approached Athens,
the citizens fled to the island of Salamis, seek-
ing sanctuary. Xerxes took Athens, burned it,
and destr oved the Acropolis.

Helped by a storm which smashed over 400
Persian ships, the Greeks enacted a wily strat-
egy. They lured the Persians into a narrow
channel between the island of Salamis and the
coast of Attica, negating the Persians’ numeri-
cal advantage. As the Persian ships entered
the channel, Greek triremes moving in disci-
plined ranks smashed into the hulls of the
enemy ships, crushing and driving the attack-
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ers into each other. The words of the oracle
became clear. The wooden wall which would
save the people was the fleet of ships which
Themistocles had persuaded them to build.

Fleeing the debacle, Xerxes sailed home
with his remaining ships. He left a large
ground force, under the command of his
brother-in-law Mardonius, to winter over in
Greece. The final battle took place at Plataea
the next year. The Greek force numbered only
40,000 men against a Persian force of 100,000.

Skirmishes lasted three weeks before the
Persian commander, mistaking the movement
of one of the Greek lines for a retreat, ordered
an all-out assault. Once again, the Hellenes’
superior armaments and weapons proved
their worth, and when Mardonius was slain,
the now-leaderless Persian forces broke and
ran. Along with the defeat of the remains of
the Persian fleet, the victory at Plataea ended
Persian aggression against Greece.

In 477 B.C,, in the wake of the Persian War,
Sparta retained its supremacy on land, but
Athens rose to new prominence at sea. Join-
ing with the lonian states and the Aegean
island states, Athens formed the Delian Lea
The states met on the island of Delos, and
each freely gave money or ships to keep the
Persians out of their territories and to free
other [onian states which were still under Per-
sian rulership.

As the Persian threat abated, however,
member states began to resent the dominant
role Athens had assumed in the League. Sev-
eral tried to withdraw or refuse payment,
only to be overcome by Athens and forced
to contribute. Athenian garrisons spread
throughout the Aegean, and Athens forced
disputes to be tried in Athenian courts. The
other member states had, in effect, become

vassal states paying tribute to Athens. One
sixth of the treasury of the Delian League was
set aside for the goddess Athena, and it was
used to begin a program of public works
which beautified and glorified Athens. More

League funds were used to pay citizens for
time spent performing public duties and to
pay the oarsmen who rowed the triremes of
Athens’ fleet.

In 464 B.C., Sparta suffered a series of disas-
trous earthquakes. This was followed by an
exhaustive war, as the Messenian helots rose
in revolt. Sensing Sparta’s weakness, several
states withdrew from the Peloponnesian
League. These factors, coupled with Athenian
expansionism, led to the Peloponnesian War,
the great conflict between Sparta and Athens.

The Peloponnesian War

The Peloponnesian War was fought be-
tween Athens and Sparta from 431 to 404 B.C.
To understand the factors which led up to the
Peloponnesian War, it is necessary to examine
the divergent histories of the two city-states
involved.

Sparta

The Spartans were originally Dorians and
came to the eastern Peloponnese as invaders.
By the ninth century B.C., they had gained all
of Laconia, but they wanted the fertile plain
of Messenia to assure themselves of enough
farmland. Following their usual practices,
they conquered it and made it part of their
domain. In 640 B.C., the Messenians, aided by
the city of Argos, revolted. The war turned
against the Spartans and reached into Laco-
nia. If not for the death of the Argive com-
mander and the patriotic fervor incited by the
Spartan poet Tyrtaeus, Sparta might have
been defeated. They rallied and won, but this
time they confiscated all Messenian lands,
killed or exiled all their leaders, and turned
the people of Messenia into serfs, called helots.

Living in fear of another uprising, the Spar-
tans devoted themselves to defending the ter-
ritories they already possessed rather than
expanding further. To maintain their domi-
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nance over a huge population of serfs, they
resorted to discipline and to the subordina-
tion of the individual to the good of the state.

Sparta became a state which was run as a mil-
itary regime, with each segment fitting into
the whole to work as efficiently as possible.

The Spartans rejected anything which might
weaken their system. Afraid that new ideas
would encourage rebellion, they discouraged
travel and prohibited almost all trade with
the outside world. To remain strong, their
constitution preserved the forms of govern-
ment left over from the Dark Ages, though
they had two kings—each a representative
from a different tarm]v of high rank. These
retained those mtlltar\ and priestly powers
which their ancestors had practiced. The
Council, made up of the two kings and 28
nobles aged 60 or more, administered the law,
preparing submissions for the consideration
of the Assembly and serving as the highest
court for criminal cases.

The Assembly consisted of all adult male
citizens. They rejected or approved the pro-
posals of the Council and elected all the pub-
lic officials except the kings. The highest
authority belonged to five men known as the
ephorate. They decided how property should
be distributed, made all the decisions regard-
ing the educational system, had veto power
over all proposals, and decided whether a
king should be deposed or not.

Approximately one-twentieth of the popu-
lation was the ruling class, descendants of the
Dorian conquerors known as spartiates or

“equals.” These were the only Spartans with
political privileges. PLUplt‘ who had once
been allies of %parta or from vassal states
were known as perioeci or “dwellers around.”
They were the only ones allowed to practice
manufacturing and carry on trade. The helots
were bound to the soil. Though they were
allowed to keep for themselves part of what
they raised for their Spartan overlords, they
were treated like slaves.

Young spartiates were sometimes sent to
live among the helots in disguise. They acted
as spies or like secret police to avert another
uprising. These young men had been given
permission to kill anyone they deemed neces-
sary to maintain Sparta’s control over the
Messenians. Though they were the ruling
class, the spartiates underwent rigorous and
brutal training and were almost slaves to the
state themselves.

At birth, they were all examined to deter-
mine if they would be weaklings. If so, they
were taken into the hills to die. Males began
their schooling at age seven, but their educa-
tion was limited almost exclusively to mili-
tary training, Girls had greater freedom than
in many other Greek states, as they were
encou raged to exercise to make themselves fit
to be the mates and mothers of the Spartan
men. Hardship was encouraged to inure both
men and women to the pains and depriva-
tions of war. Men between the ages of 20 and
60 had to spend most of their time in state ser-
vice.

Marriage was expected, though young men
lived in barracks and ate in military mess
halls. For her part, a wife was expected to pro-
duce healthy offspring, though if they were
male, they were taken away to be educated as
soldiers when they reached age seven. Male
or female, the spartiates all took fierce pride
in their status as the ruling class.

The state claimed the bCSi land and divided
it into estates which were given to the sparti-
ates as equally as possible. The helots who
worked the land were also state property and
were assigned to their master along with the
land. The spartiates were forbidden to engage
in any business except agriculture, so the
helots” labor supported the entire ruling class.
Spartan law forbade selling a helot outside
the country or awarding a helot his freedom.
Politically and socially, then, the Spartans
were insular and conservative. Their greatest
rival was a study in opposites.
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Athens

Attica, the region in which Athens lay, did
not suffer the Dorian invasion. The city pros-
pered from silver mines nearby and enough
farmland to raise some grain, grapes, and
olives. The harbor at Peiraeas opened the city
to a future in trade. In the eighth century B. )
Athens began to import large quantities of
grain to feed her populace. Olive oil, marble,
pottery, and finished products were exported.

Though originally under a monarchy, over
time the large land owners formed the Coun-
cil of the Areopagus, which quickly became the
dominant power. Once in power, they abol-
ished the monarchy. Because the council
members were wealthy, they were able to sur-
vive the relatively long time it took for olive
orchards and vineyards to produce usable
crops. Imported grain was quite costly, and
most people could not afford it. Small farmers

were forced into debt, into serfdom, or into
outright slavery when they could not repay
the debts they had incurred.

The urban middle class sided with the
peasants and called for governmental reform.
Aside from the Council, the senior officials of
Athens were called archons. They served as
magistrates, administering the law. In 594
B. C to address the concerns of the people, an
aristocrat named Solon was appointed chief
magistrate and empowered to make reforms.
Solon changed the laws written by Draco over
a century before, and wrote a constitution for
Athens. Among the alterations was the estab-
lishment of a council known as the Four Hun-
dred, which admitted the middle class as
members. The lower classes were given the
right to serve in the Assembly. A final court of
appeals for criminal cases was created which
was open to everyone and elected by popular
vote of all free adult males.

Some of Solon’s most significant reforms
were to cancel existing dLbls of poor farmers
and to outlaw enslavement for debt from that

point on. The amount of land which an indi-
vidual could own was restricted, and a new
system of coinage was introduced. Athenian
citizenship privileges were offered to any for-
eign craftsmen who would set up permanent
residence in Athens, and all men were in-
structed to teach their sons a craft or trade,

Though they were accepted, Solon’s re-
forms failed to please everyone. The nobles
complained that their powers had been re-
duced, while the middle and lower classes
complained because the Council of Areopa-
gus still held power. Public outcry and dis-
content eventually led to the takeover by
Athens’ first tyrant, Peisistratus, who promised
stable government and enrichment of the city.
In 560 B.C., Peisistratus, backed by a great
many citizens, usurped the government of
Athens. Called a tyrant because he had acted
illegally in ta kmg control, Peisistratus ruled
as a benevolent dictator. Under his rule, the
City Dionysia was begun (see page 58) and
the power of the nobles was further reduced.
His son Hippias was cruel, however, and in
510 B.C., he was overthrown by a group of
nobles who received aid from Sparta.

A noble named Cleisthenes emerged as the
leader, and two years later he presented his
reforms to the pcople Cleisthenes has been
called the “father of Athenian democracy”
because his reforms granted full citizenship
rights to all free men living in Athens. A new
council was formed to act as the main govern-
mental power, with control over the adminis-
trative portions of government and the power
to prepare proposals to the Assembly.

Members of the Council were chosen by lot,
and any male citizen over 30 was eligible. The
authority of the Assembly was also expanded.
It could request money for certain projects,
reject or approve proposals made by the
council, and declare war.

More reforms continued as the common
people found themselves in control of their
own lives for the first time. In 487 B.C., they
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instituted ostracism, which allowed a popular
vote to exile anyone deemed dangerous to the
state for 10 years. In 462 B.C., the man who
was to guide Athens through her golden age
rose to power.

Pericles was elected Chief Strategus (presi-
dent or chief general) of the Board of Ten Gen-
erals chosen by the Assembly. These were the
commanders of the army and the chief legis-
lators for Athens. Under Pericles, the Assem-
bly was given the right to initiate proposals as
well as approving or rejecting those of the
Council. Magistrates” powers were reduced to
simply officiating over trials rather than act-
ing as the judge. Instead, at the start of a new
year, a list of 6,000 citizens was chosen by lot.
From this, juries were formed to hear cases,
though unlike modern juries, these ranged in
size from 201 to 1,001 men who met to hear a
particular trial. Majority vote decided the
final verdict.

Despite the many new freedoms given to
the citizens of Athens, many were disenfran-
chised. The citizen population of Athens was
a minority which consisted only of free males.
Women, foreign residents, and slaves were all
excluded. At this time in its history, Athens,
birthplace of democracy, had about 50,000 cit-
izens and 100,000 slaves. It has been argued
that without slaves to perform the manual
labor of the city, Athenians would never have
had the leisure time to develop the arts, theo-
ries of government, and philosophies which
became their crowning achievements. Regard-
less of how many slaves Athens possessed,
however, Sparta was suspicious of Athenian
ideas of freedom.

In 445 B.C., Sparta and Athens agreed to a
30-year truce. Athens continued with her
empire-building, however, and Sparta came
to distrust about Athenian intentions. Where
Athens was progressive and expansionist,
with an advanced urban culture, Sparta was
conservative, inclined to protection rather
than expansion, and still tied to agriculture.

Athenians reveled in their freedoms, while
Sparta proudly continued its policy of self-
denial and sacrifice. To Athenians, Sparta was
old-fashioned, barbaric, and reactionary;
Sparta saw Athens as wanting control over
the Peloponnesian states and inciting the
helots to rebellion with their dangerous new
ideas. The spark which lit the Peloponnesian
War, however, was not a direct result of their
cultural differences, but Athens’ attempt to
control the Corinthian Gulf, the main trade
route to Sicily and Italy.

Corinth, Sparta’s chief ally, contested the
attempt, and playing on Sparta’s fears of
Athenian imperialism persuaded Sparta to
make war on Athens. In 431 B.C., Sparta’s
army invaded Attica, prepared to do battle.
Pericles persuaded Athenians not to join bat-
tle, but to withdraw behind Athens’ walls.
Knowing they could not defeat Sparta’s army
in a land battle, they resolved to meet them at
sea and provide for the city by importing
grain from the Black Sea region and Egypt.
The Spartans devastated the land, then left.
They continued forays for six years.

From 430 to 423 B.C., plague came to Athens,
probably brought aboard the grain ships from
Egypt. A quarter of the population of Athens
died cooped up behind their walls, among
them Pericles who had guided Athens for
over 30 years. He was succeeded by Cleon
and Nicias. They continued Pericles’ plan,
refusing to meet the Spartans on land while
winning several battles at sea, and refused to
accept Sparta’s suit for peace.

After a series of inconclusive battles, the
Peace of Nicias between Athens and Sparta
was made in 421 B.C. It was to last for 50
years. Apparently believing itself free to
resume its expansion, Athens invaded Sicily
and lay siege to Syracuse. Sicily appealed to
Sparta for help, and in 415 B.C,, the war re-
sumed. The next year, the Athenian army in
Sicily was destroyed, and its general Nicias
was executed for his incompetence.
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Wishing to punish Athens for earlier in-
sults and interferences, and seeking to regain
power in Asia Minor, Persia offered to finance
Sparta’s fleet in return for recognition of Per-
sia’s claim to the Ionian states of Asia Minor.
Since these states had traditionally been allied
with Athens, Sparta quickly agreed. With
Athens’ army demolished, Sparta now looked
to vanquish her at sea. With military preci-
sion, Sparta set about cutting off Athens’
shipments and forcing naval battles.

The Spartans extended a final offer, which
was rejected. At Aegospotami, the Spartans
destroyed Athens’ navy in 405 B.C. A year
later, its grain supplies cut off, left without an
army or navy, its trading empire in ruins,
starving Athens surrendered unconditionally.

Athens was placed under the rule of a group
of pro-Spartans known as the Thirty Tyrants,
her fortifications were destroyed, and she was
made a subject state of Sparta. Sparta now
held sway over all of Greece and set up oli-
garchies which were supported by Spartan
troops in place of democracies. They confis-

cated property and executed those who op-
posed them. Though Athens overthrew the
Thirty Tyrants within a year and reestab-
lished their democ racy, most of the rest of
Greece was dominated by Sparta for 30 years.
Athens would never recover her political
power, but continued as a center for intellec-
tual and artistic achievement.

In 400 B.C., Sparta sent mercenaries to aid
the King of Persia’ s brother Cyrus in his bid
for the throne. Defeated at Cunaxa, the Greek
army of 10,000 managed an epic retreat under
general Xenophon. Nevertheless, this sig-
nalled war with Persia. In 395 B.C., a coalition
of Athens, Thebes, Corinth, and Argos, react-
ing to years of Spartan abuse, was formed.
T—unded by Persia, the coalition met Sparta in
battle the next year at Coronea. Sparta’s great
general Agesilaus barely managed to defeat
the coalition troops. Persia, beset elsewhere,
eventually let the war wane.

In 371 B.C., the Theban army under their
great general Epaminondas defeated Sparta
at the Battle of Leuctra. This signalled a de-
cline in Sparta’s fortunes from which it never
recovered. Thebes briefly gained ascendancy
and began the same sorts of abuses as the
Spartans. Once again the other states rose to
battle, and in 362 B.C., they fought at Manti-
nea. The battle was inconclusive, with both
sides claiming victory, but Epaminondas was
killed; left leaderless, the Thebans were unable
to hold onto their gains

All the bickering and constant warfare had
left the great city-states exhausted and weak,
however, and by 350 B.C., they began to feel
the shadow of the power looming to the
north, as Philip of Macedon, father of Alexan-
der the Great, began his bid to rule all of
Greece.

The Alexandrian Empire

338-323 B.C.: Philip of Macedon reorga-
nized the way his army functioned, creating
a force which featured both noble cavalry

called companions and tight phalanxes of
lightly armored infantrymen armed with
small shields and a long pike called a sarissa.
This allowed him both strength and flexibil-
ity, and he defeated the Greeks at Chaeronea
in 338 B.C. He planned to unite all the Greek
city-states under one ruler, with each state
still responsible for governing itself. Before
his plans could reach fruition, he was assassi-
nated at Aegae in 336. His son Alexander,
then 20 years old, succeeded him.

Alexander’s campaigns spanned just over
10 years, but created for him an empire which
stretched from Greece to India, eclipsing the
former Persian empire and encompassing
most of Egypt as well. Although the Macedo-
nians were considered little better than bar-
barians by the rest of Greece, Alexander’s

campaigns introduced Greek culture and
ideals far into Asia and Egypt.
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In 334 B.C., he defeated the Persians at
Granicus and advanced through Asia Minor.
While wintering at Gordium, Alexander was
presented with the Gordian knot. Legend
stated that whoever could undo the extremely
complicated knot would control all of Asia.
Alexander cut it with his sword. In 333 B.C.,
Darius III, king of Persia, was defeated by
Alexander at Issus. Alexander then laid siege
to Tvre and entered Egypt in 332 B.C., where
he founded the city of Alexandria.

The f oilowmg year, Darius was finally
defeated at Gaugamela. Though he fled the
battle, he was killed by his own nobles, and
Alexander became his successor by right of
conquest. From there, Alexander moved on,
and in 330 B.C., he occupied the cities of
Babylon and i’ersepuhb

Alexander invaded India in 327 B.C. and
extended his empire to the Indus River, but
his generals and troops, tired of warfare,
wanted to pull back and go home. Knowing
he could not continue without the good will
of his troops, Alexander agreed. He had never
lost a battle.

In 323 B.C., Alexander died of a fever while
in Babylon, and his empire was partitioned
among his generals. Disagreements with the
partitioning and wars of succession contin-
ued, supplemented by small conquests of one
city-state over another for the next century, as
Greece slowly declined.

Hellenistic culture gained favor in Egypt,
parts of Asia, and in Rome. Much of Greece's
learning was preserved in the Library at
Alexandria, and people throughout the Medi-
terranean, Asia Minor, Egypt, and Asia be-
came familiar with Greek ideas and art. The
country that had briefly united under Alexan-
der had lost any other influence, however. As
small bL]lebblt’b and petty wars gave way to
invasions from Gaul, Greece also lost her
place as the power of the Aegean and Medi-
terranean to the new power Imm the west
known as Rome.

Suggested Reading

This is not intended to be a comprehensive
history of ancient Greece, nor is every battle,
discovery, or triumph in philosophy, the arts,
or science noted. Additionally, the other city-
states such as Argos, Corinth, and Thebes are
not covered in any detail. The period is much
too complex, and the detail far too rich, to be
completely covered in a short gaming refer-
ence. This serves as a quick overview for a
period which spans almost 2,000 years of his-
tory, most of it accessible only through archae-
ological discoveries, historical writings (which
did not begin until sometime between 500
and 450 B.C.), and poems or dramas about
previous times, which had until then been
handed down orally. Further, since the Greeks
had no one accepted calendar or way of dat-
ing their years until the advent of the Olympic
games, most of the given dates for events are
those accepted as the most likely ones by
modern historians and archaeologists.

More detailed and complete information on
the age can be found by browsing through
any local library or by visiting any college or
university library which offers a classics or
liberal arts program. This is highly recom-
mended as a way to gain more insight into the
culture and pian campaigns around historical
or mythological events mentioned here. Some
of the following works are contemporary
accounts, while others offer insights into the
daily life and times of the period.

Contemporary Accounts

Arrian. The Campaigns of Alexander. Written
nearly 400 years after Alexander’s death, this
provides a fairly reliable picture of the man
and his achievements.

Herodotus. Histories. These describe the
events of the Greek and Persian wars, which
occurred about 30 years before this book was
written.
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Homer. The Iliad. Written in the eighth cen-
tury B.C. and drawing upon and organizing
the oral poetic accounts of a prior age, this
great epic poem describes the times and events
of the Trojan War and serves as one of the few
sources of information about that age.

Homer. The Odyssey. Commumg the story
begun in The Iliad, this epic tells the story of
the homeward journey of Odysseus, one of
the greatest heroes of the Trojan War.

Thucidydes. History of the Peloponnesian
War. Written by an Athenian who served as a
general for a time during the Peloponnesian
War, this contains accounts which are the only
source of much of that era of Greek history.

Xenophon. Anabasis. This work is based on
Xenophon's personal experiences leading the
retreat of 10,000 Greek mercenary soldiers
from their defeat in Persia during Cyrus’ failed
uprising,

Xenophon. Hellenica. Xenophon’s main his-
torical work which tells the story of the end of
the Peloponnesian War (which Thucydides
died before completing) and describes events
leading up to and including the Battle of
Mantinea in 362 B.C.

General Works

These are filled with beautiful color or black
and white illustrations, plans, diagrams, and
maps, and easily understood text.

Archibald, Zofia. Discovering the World of the
Ancient Greeks.

Biers, William R. The Archaeology of Greece:
An Introduction. This book is full of photo-
graphs of relics and sites, as well as drawings
of designs and everyday items used during
the period.

Grant, Michael. The Founders of the Western
World. This new book is filled with relevant and
detailed text on both the Greeks and Romans.

MacKendrick, Paul. The Greek Stones Speak:
The Story of Archaeology in Greek Lands. This is
a dry text, but it features several good draw-

ings of archaeological digs and discoveries.

Nelson, Richard B. Armies of the Greek and
Persian Wars.

Oliphant, Margaret. The Atlas of the Ancient
World.

Pearson, Anne. Eyewitness Books: Ancient
Greece.

Warry, John. Warfare in the Classical World.
This reference is invaluable.

Daily Life

Fictionalized accounts of ancient life follow:

Davis, William Stearns. A Day in Old Athens.
Life in Athens in 360 B.C. told in an approach-
able and enjoyable manner which both en-
lightens and explains.

Mireaux, Emile, Daily Life in the Time of Homer.
Though informative, the pedantic writing en-
deavors to prove the author’s pet theories.

Mythology and Legend

Bonnefoy, Yves, compiler. Greek and Egypt-
ian Mythologies. This contains several essays
on specific themes in mythology.

Gibson, Michael. Gods and Monsters from the
Greek Mufha A beautifully and tastefully illus-
trated guide designed to appeal to older chil-
dren and young adults.

Grimal, Pierre. The Penguin Dictionary of
Classical Mythology. A comprehensive listing of
mythological figures, heroes, gods, and semi-
historical persons.

Hamilton, Edith. Mythology. For decades, the
required introductory work to Greek mythol-
ogy, it is still a classic. Hamilton explains the
myths as well as retelling them.

Homer. The Iliad and the Odyssey. A new sto-
rybook edition from Dorset Press, with easily
understood prose accompanied by lavish,
color illustrations.

Low, Alice. The MacMillan Book of Greek Gods
and Heroes. For younger readers, with black
and white and a few color illustrations.
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Fictional Works

There are several other novels which fea-
ture this time period aside from these few.

Renault, Mary. Fire from Heaven. Though it
contains sensitive material, this fictionalized
story of Alexander the Great’s childhood sub-
merges the reader in the period.

Swan, Thomas Burnett. Cry Silver Bells, The
Day of the Minotaur, and The Forest of Forever.
This fantasy series is set in the early Mediter-
ranean, featuring “monster” heroes.

Wolfe, Gene. Soldier of the Mist and Soldier of

Arete. These books follow the story of a mer-
cenary in Greece in the year 479 B.C. As with
all Wolfe's works, they are engrossing and
complex, dealing with mature themes.

The Dramas

Greek tragedy and comedy present won-
derful, heroic stories and lcgenda accounts of
the great families, or amusing portraits of life
and contemporary thought.

A partial listing includes:

Greek Tragedy—
Aeschylus. Oresteia (a trilogy); Prome-
theus Bound
Sophocles. Oedipus Rex; Oedipus at
Colonus; Antigone
Euripedes. Electra; Mm‘ﬂ? The Trojan
Women

Greek Comedy—
Aristophanes.  Lysistrata; The Birds
Menander. The Shearing of Glycera; The
Girl from Samos

The Philosophers

These writings contain some of the ques-
tions and discoveries with which people of
the times were concerned.

Plato. Apology; The Republic

Aristotle.  Nichomachaen Ethics; Poetics
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CHAPTER

Character Design

Character Classes Allowed

There are many differences between a cam-
paign set in the world of ancient Greece and
one set in a standard AD&D" world. Nowhere
is this more evident than in the types of char-
acter classes which are available. Many of the
standard classes do not fit into a Greek cam-
paign, while others must follow certain restric-
tions. Other classes (such as cleric) are unavail-
able during certain time periods or unless the
character is also of high rank (e.g., during
Mycenaean times). Of course, if the DM is
running a fantasy campaign based on Greece,
more options are open for character creation.
The classes which are available and the type
of campaign in which they are most suitable
are listed on the table below.

TABLE 1: Greek Character Classes
| Class Historical Fantasy
Fighter yes yes
| Paladin no no
Ranger DM* yes*
Mage no no
Specialist Mage no yes*
Psionic no no
| Cleric yes® yes
Druid DM* yes®
Thief yes yes
| Bard yes® yes

“DM” means that this class is available only
with DM approv al. An asterisk (*) means that
the class is available, but highly restricted,
greatly limited in power, or available only to
foreign characters, Greek campaign characters
may not be paladins, as the concept behind
those holy warriors had yet to be invented. No
Greek campaign characters may be psionic or
psionicists or mages, although they may be
specialist mages in a fantasy campaign, sub-

ject to DM approval.

Most characters should be upper class, as
they will have the wealth, the freedom, and
the leisure for adventures. While it's p(‘lb“slblt,
to play a freed slave or a potter turned soldier,
keep in mind that these characters will have
very little training for their new careers, little
or no money with which to buy starting equip-
ment, and will be received with very little
enthusiasm until they prove their worth.

Furthermore, there are no elves, half-elves,
dwarves, halflings, orcs, or other non-human
races in the Greek historical setting. A DM
who wishes to include non-humans in a fan-
tasy setting is free to do so. Some ideas for
creating player characters from centaurs,
satyrs, dryads, and other such mythological
creatures are given later.

In a purely historical campaign, there is lit-
tle room for female characters either. Greek
women (at least of the higher classes) were
mostly expected to stay at home and oversee
the household. They were rarely allowed out
and had no voice in the government or their
husbands’ businesses. Sticklers for realism
could include women as bards or priests, since
flute girls and other entertainers abounded
and the oracle at Delphi was female. Those not
so concerned with absolute accuracy could
follow the Minoan pattern and allow female
characters the freedom to choose any class. In
a fantasy setting, of course, female characters
should be included just as they are in standard
AD&D" games.

Dual-classed characters should be ex-
tremely rare in a historical campaign, unless
moving from thief to fighter or vice versa. All
characters should use a kit designed specifi-
cally for a Greek campaign or one customized
from the recommended kits from the AD&D"*
Complete Handbook series. This requires that
the optional proficiency rules be used. A few
new proficiencies which reflect the Greek cul-
ture are explained later in this chapter. Each
character should choose at least one Greek
proficiency reflecting his or her background.
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Regardless of any information to the con-
trary which may be found under the specific
descriptions of various character classes and
kits, all characters must abide by the weapons,
armor, and equipment restrictions imposed
by the time and place. If there were no two-
handed swords available in the time period,
for instance, the character may not have one
—even if it would normally be a required
weapon for the kit or character class in a stan-
dard AD&D* campaign.

Warrior Classes

In the Greek campaign setting, the majority
of player characters should be warriors. In-
deed, it might be argued that the legendary
Greek heroes formed the backbone of Greek
mythology. And of course, the Athenian and
Spartan hoplites and the companion cavalry
of Alexander the Great were respected and
feared throughout the known world—and
with good reason.

Permitted Warrior Kits

In a historical campaign, the Hoplite War-
rior kit and the Companion Warrior kit are
the most representative of the classic Greek
warrior. In a legendary campaign these are
also appropriate, though the Hero Warrior kit
best reflects the assorted mythological heroes
like Perseus, Jason, and Heracles (called Her-
cules by the Romans). Other available warrior
kits can be found in The Complete Fighter's
Handbook.

Though these kits are presented here as
suitable for a Greek campaign, the DM and
player must use common sense in equipping
the character. Restrictions on weapons and
equipment have already been discussed, but
this also applies to proflcunue:-, If the profi-
ciency makes no sense in the character’s back-
ground or if it did not exist, it may not be
taken. Money is discussed in Chapter 4.

Available kits include the following:

Amazon: The Amazons of Greek mythol-
ogy are the prototype for this kit. They are
tra-:htmnally portrayed as coming “from the
north.” Legend states that they were ruled
by a queen, worshiped Ares (and sometimes
Artemis), and excelled in handling bows
and spears. Though legend states Amazons
each removed one breast to become better
archers, this is hardly necessary. Scholars are
undecided as to whether or not Amazons
really existed, and the DM must decide
whether to allow them in a purely historical
campaign.

Barbarian: Barbarians should be from the
less civilized areas of Europe, not from Greece
itself. Their weapons, particularly their spe-
cial weapons, conform to the time. The DM
should help the players select appropriate
alternatives.

Berserker: Legends tell of the great rages of
Heracles, and The Iliad tells the story of the
“wrath of Achilles.” This kit (with proper
modification for Greek weapons, armor, and
background) is suited to portray such charac-
ters. It may also be used similarly to the Bar-
barian kit.

Myrmidon: Historically, the Myrmidons
were people from Thessaly who were at one
time ruled by Achilles. The kit is particularly
suited to a Greek campaign and forms the
basis of the Hoplite kit (which is simply the
Myrmidon kit, customized for Greek play). If
the DM wishes to set the campaign in a time
period before the hoplites came into being, or
during the Alexandrian campaigns (as Foot
Companions), this class may be used.

Peasant Hero: Unable to afford hoplite
armor and weapons, the lower classes often
joined in warfare as auxiliary troops, using
bows or slings or rowing the triremes, then
boarding the enemy ship to fight. This kit pre-
sents the best way a character with a humble
background might begin an adventuring
career.
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Pirate/Outlaw: It is possible to use this kit
to create bold seagoing PCs who prey upon
the supply ships of enemy city-states or the
Phoenicians. They will be more like warrior-
traders than the typical representations of
pirates like Blackbeard, and may carry both
supplies and warriors in times of war.

These kits suit either a historical or fantasy
campaign. In a fantasy campaign, other kits
may be allowed by the DM. Fantasy may go
beyond what is suited to a purely historical
campaign, but unrestricted access to either
anachronistic items or classes may ruin the
flavor of the campaign the DM wishes to pre-
sent. This holds true for all the classes.

Three new warrior kits designed for a Greek
campaign are presented below.

Companion Warrior Kit

A Companion is one of the elite horse rid-
ers of the Macedonian army who serves under
Philip or his son, Alexander the Great. Com-
panions are aristocrats, hereditary land-own-
ers, and companions to the king. Trained to
the same discipline as the hoplites, Compan-
ions are hardened veterans and serve both
offensively and defensively to support their
king and state. Used in combination with
hoplites and pikemen (phalangites), Compan-
ion cavalry is an almost unstoppable force.

Though technically from a later time period,
this kit may be used to generate a warrior
from Athens or one of the other city-states,
since the hoplites replaced the old cavalry,
which was made up of aristocrats, as the chief
soldiers for the state. Though the hoplites
carried the day at Marathon, the Hellenes
learned from the Persians that there was still a
need for cavalry. In a fantasy campaign, this
kit might be used to generate a character with
a flying mount.

Requirements: Strength 9+.

Role: Companions serve their king as sol-
diers, elite guards, and friends or counselors.

They may also serve as royal messengers,
couriers, liaisons with foreign powers, or as
ambassadors. They may adventure alone or
in company with others. When they do so,
they act as unofficial scouts, noting terrain
features, troop strengths, important persons,
and other facts about the area which may be
important to their state should war arise.

Secondary Skills: Recommended skills are
Armorer, Groom (caring for one’s horse), or
Scribe. Others may be allowed by the DM, but
none should involve a trade or craft.

Weapon Proficiencies: Companions must
spend two of their initial weapon proficien-
cies on short sword and xyston (a long cavalry
spear with metal points on each end). If they
wish, they may specialize in either. Other per-
mitted weapons include dagger, javelin, short
bow, sling, and spear.

Nonweapon Proficiencies: Required Pro-
ficiencies: Reading/Writing and Riding (land-
based). Recommended Proficiencies: (Gen-
eral) Agriculture, Animal Handling, Animal
Training, Etiquette; (Priest, no extra cost)
Ancient History (especially Military History),
Musical Instrument; (Warrior) Armorer, Blind-
fighting, Charioteering, Endurance, Weapon-
smithing.

Armor/Equipment: Companions must each
purchase a bronze or iron breastplate, a Boeot-
ian helmet, a xyston, and a short sword with
starting money. All Companions each start
play with a medium war horse, fully capari-
soned with bit, bridle, blanket, and pad, and
with a very distinctive uniform. The uniform
of the Companions consists of a long-sleeved
purple tunic and a golden yellow cloak with a
purple border. This is worn with the armor
and helmet.

Special Benefits: Companions are just
what their name implies, noble companions
to a powerful ruler. As 5uch they are greatly
respected at home (a +2 to all reactions when
within their own state), immune to prosecu-
tion when acting on behalf of their king (when

24 +» Chapter Two



in home territory), and somewhat protected
because others fear the might of their state. If
bested in battle, but still alive, the chances are
good that they will be ransomed rather than
slain. Additionally, their recommendations to
the king have a 5% per level chance of influ-
encing the king's decisions.

Special Hindrances: Companions are their
king’s sworn friends. They must honor their
commitment to their king whenever called to
do so, even if it is inconvenient. The king’s
wishes and priorities must always come first.
Furthermore, so long as they wear the distinc-
tive dress of a Compamon they are alwa\ 5
recognizable. Whatever they do and wher-
ever they go, people will assume they are
active agents for their king.

Wealth Options: 3d4 x 10 drachmas.

Hero Warrior Kit

The Hero is the ideal warrior: strong, brave,
clever, respectful of the gods, and comely,
never at a loss for what to do—whether it is
the right thing or not. They each have a fatal
flaw which comes to the fore at inopportune
times, and one or more of the gods takes a
personal interest in their welfare.

The Hero is based on Odysseus, Perseus,
Theseus, Heracles, and Jason, and is best
suited to a fantasy campaign. Females are as
likely to be heroes as males, as shown by Ata-
lanta, one of the Argonauts who sailed with
Jason. Heroes are often the offspring of one of
the gods and a mortal. Heroes do not attract
followers, as they rarely build strongholds,
even at higher levels.

Requirements: Strength 17+, or Strength 9+
and Intelligence and Charisma 15+ each.

Role: Heroes do great deeds. They live to
accomplish the impossible. Often, they must
overcome overwhelming odds, discern the
solution to unanswerable riddles, or perform
tasks which no mortal can do. Though Heroes
are capable of adventuring alone, they can

also easily cooperate with others. Even Hera-
cles sailed as one of the Argonauts under the
command of Jason. As their fame grows, they
are sought out and requested to perform
incredible tasks. Heroes may represent their
city, their king, their family or their patron
god(s) in performing their amazing feats.
They are what others aspire to be.

Secondary Skills: Recommended are
Hunter or Navigator. Sedentary skills and
those which require that the Hero pursue a
trade are unsuitable for this kit.

Weapon Proficiencies: Heroes may choose
their weapons from any of the following:
short bow, club, dagger, short sword, sling,
spear.

Nonweapon Proficiencies: Bonus Profi-
ciency: Endurance. Recommended Proficien-
cies: (General) Animal Handling, Animal
Training, Blacksmithing, Fire-building, Rid-
ing (Airborne), Riding (Land-Based), Rope
Use, Seamanship, Swimming; (Priest, does
not cost an extra slot) Religion (Greek pan-
theon); (Rogue, costs one extra slot) Disguise,
Jumping; (Warrior) Animal Lore, Blind-fight-
ing, Charioteering, Hunting, Navigation,
Running, Survival.

Armor/Equipment: Heroes begin play with
one weapon of choice from any of those
allowed, their normal clothing, enough food
to last for two days, and a water or wineskin
(filled). They may acquire armor and other
equipment from a patron who hires them or
through bartering their services. They may
use any armor available.

Special Benefits: The Hero receives two
special benefits:

First, Heroes are favored by one or more
gods, who actively work in their behalf. This
may be through counseling a certain course of
action or by giving the Heroes special one-of-
a-kind magical items which will help them
complete their fantastic quests. The DM may
either roll randomly on Table 2: Favors, or
choose to bestow the one which makes most
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sense in a given situation. A Hero should not
receive the benefit of more than two favors in
any given story (or part of a campaign).

| TABLE 2: Favors

D4 roll Favor
1 Strength. This gives the Hero great
strength as per the second-level
| wizard spell, except that Strength
of 19 or more can be conferred.
| 2 Luck. This favor confers the bene-
fits of combined chant and prayer
spells—i.e., a +2 bonus to the Hero's
attack, damage, and saving throws
and a -2 penalty to his foes’ rolls
tor one turn.
3 Counsel. This favor grants special
knowledge to the Hero which helps
him or her complete a task or a
quest. It functions as the divination
spell, except there is no chance for
an incorrect answer.
4 Gift. This favor bestows one or
| more gifts upon the Hero. These
are usually special magical items
(DM’s choice) which the gods loan
to him or her and explain how to
use, but may be mundane items
the Hero had no reason to suspect
he or she might need. When giving
the gift, the gods do not necessar-
ily appear in their own forms.

The DM is free to add other favors which
reflect the time and mythology. If Heroes ever
fail to properly honor the gods, they lose their
favors until they atone somehow.

Second, Heroes receive the benefits of fame.
There is a 10% chance per level that people
have heard of these Heroes. These people will
treat Heroes with great respect and admira-
tion, will flatter them, and provide them with
food and shelter or gifts so they can be near
them or claim them as friends.

At 3rd level and above, Heroes can call
upon a group of brave people (from zero up
to his own level) to accompany them on an
adventure. The chance for heroes to do so is
equal to the amount of fame they have x 10%

(e.g., at 3rd level, there is a 30% chance).
These people will serve as rowers on a ship or
as troops in a large battle, though they cannot
directly influence the outcome of the Heroes’
main quest. They will not serve as bait or
wear down the Heroes’ opponents before the
Heroes do battle. If asked to do anything they
feel should be the Heroes’ job, or if denied
payment, they lose respect for the Heroes and
desert at the first opportunity. The DM should
determine how large the group is depending
on what they are needed to do.

Special Hindrances: Heroes have two hin-
drances:

First, there is a bad side to fame as well.
Those who are jealous may seek to do the
Heroes harm and have a better chance to
locate them from reports of their where-
abouts. They may be challenged by those who
seek to best them to gain a reputation. Even
those who admire them (including gods at
higher levels) will propose harder and more
dangerous tasks and expect them to perform
them or lose their reputations as Heroes. Each
month, there is a 10% chance per level that
some sort of challenge occurs.

The opposite side of fame is notoriety. If the
Heroes treat others badly or fail to be heroic,
they gain reputations for arrogance or for
being fakes. Those who would have accorded
them honor now denounce them and attempt
to have them driven from their midst.

Second, all heroes have a fatal flaw. This
may be an inherent part of their personality
or some doom beyond their control, but what-
ever their flaw is, it comes into play at inop-
portune times. It serves to make things harder
for them, to curb their power, and to insure
that they do not aspire to challenge the gods.
Each Hero has only one fatal flaw. This may
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be rolled randomly on Table 3: Fatal Flaws, or from achieving their goals.

chosen by the player or DM. The flaw comes Wealth Options: None. True heroes don’t

into play whenever it seems to be appropriate need starting money.
to the DM, but should not be used to unfairly
trip up the character at every opportunity.
Other flaws may be created by the DM or
by the player (with DM approval). Greek
mythology and the great Greek dramas pro-
vide a wealth of ideas for heroic flaws. Though
many of the legendary heroes suffered for
their flaws, some managed to overcome them
or make up for them through performing
great deeds. The chance to do so should form
an integral part of the Hero character. No flaw
should ever automatically cause the death of
Heroes or their companions or keep them

TABLE 3: Fatal Flaws

D4 roll
1

(O%)

Flaw

Hubris. Excessive pride. The Hero is too proud to withdraw when overmatched or to
surrender when bested. The Hero may alienate certain NPCs or refuse help perceived
as unnecessary. Finally, the flaw may preclude the Hero from taking subtle or devious
courses of action in favor of a head-on confrontation.

Rage. The Hero becomes enraged for a turn whenever insulted, challenged, or the
Hero thinks he or she is about to be overcome in battle. It confers the benefit of a +2 to
attack and damage rolls, but exacts a —4 penalty to armor class. The Hero cannot dis-
tinguish friend from foe while enraged, and may harm or kill innocent people.

Fate. This flaw represents the working out of fate for some past misdeed of the char-
acter or his or her family, or may simply be an incomprehensible doom, ordained
since his or her birth. Though the god(s) may still favor the Hero, at some point the
penalty must be paid. The nature of the flaw of fate, its cause, and the probable
penalty are best decided by the DM and player working together to reflect the
intended course of the DM’s campaign.

Orphan. The Hero was either abandoned or given away at birth. This may have been
because of a prophecy about the child or because the Hero’s parents could not keep
the child, were ashamed of the child for some reason, or believed the child to be a
weakling. The child survived somehow, being raised by wolves, a poor shepherd, a
fisherman, or some such. Now as an adult, the Hero either seeks to learn his or her
true heritage or ignores those beginnings to find fame or adventure. At some point
the Hero crosses paths with a family member. This person may even be a villainous
character and may possibly become the character’s sworn foe. The character will not
know who this person is (although the family member may be aware of the relation-
ship), but the Hero’s actions toward the relative determines his or her future. The
gods do not reward those who harm their own families—even in ignorance.
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Hoplite Warrior Kit

See also Myrmidon, p. 23.

The Hoplite is a heavily armed foot soldier
trained in sports and warfare since childhood.
Traditionally, Hoplite ranks are restricted to
free men old enough to fight. Many follow no
other trade than soldiering and act as guards
for merchant ventures or in patrols to insure
the security of the city, though others practice
a trade or oversee their lands when not called
upon to fight. Most Hoplites are from the
upper and middle class, as their weapons and
armor are expensive. If from the city of Sparta,
the Hoplite is a spartiate (one of the ruling
class) and is a full-time soldier who has been
inured to hardship since birth. Hoplites are
each associated with one of the city-states of
Greece.

Requirements: Strength 11+.

Role: Hoplites are the military force for
their cities, serving both in armies of conquest
and as defenders of their cities. They may also
see action when acting as guards for trading
ventures, while on patrol around the city, or
when escorting officials or ambassadors to
another city. They never serve as mercenaries
unless their city has agreed to perform such
services for a foreign power or for another
city-state or unless their former city has been
destroyed. They exist to preserve the auton-
omy, pride, and culture of their city-state.

The historical Hoplite was a free man of
some monetary means. Women, peasant farm-
ers, and even slaves or former slaves could be
accorded a place among their ranks in a fan-
tasy campaign. It’s possible to use this kit to
create warriors for use in Greek campaigns
set before the rise of the city-states.

Hoplites never gain followers and set up no
strongholds. They rise one rank in the army
for every three levels above the first thex
attain up to the tenth (1st-3rd level: infantry,
4th-6th level: captain, 7th-9th level: comman-
der). At 10th level, one can be elected a gen-

eral. The chance is 2% for each point of the
Hoplite’s Charisma. Every time the Hoplite
attains a new level after this, the chance is
rerolled, adding 5% for each level over 10th.

Example: A character with a Charisma of 12
has a 24% chance of becoming a general upon
reaching 10th level. At 11th level, there is a
29% chance; at 12th level, he has a 34% chance,
and so on.

Secondary Skills: Recommended choices
are Armorer, Bowyer/Fletcher, Navigator,
Scribe, and Weaponsmith.

Weapon Proficiencies: A Hoplite must
spend two of his first four proficiency slots
learning short sword and long spear. Any
weapon specialization taken must be with
one of these two weapons. As the Hoplite
becomes eligible for more Weapon Proficien-
cies, other weapons may be chosen from the
ones available in the period.

Nonweapon Proficiencies: Required Profi-
ciencies: Ancient History (especially Military
History), Tactics (new, see page 42). Recom-
mended Proficiencies: (General) Cooking,
Direction Sense, Fire-building, Seamanship,
Swimming, Weather Sense; (Priest, costs one
extra slot) Local History, Reading/Writing,
Religion (Greek pantheon); (Warrior) Armorer,
Blind-fighting, Bowyer/ Fletcher, Endurance,
Running, Set Snares, Survival, Tracking.

Armor/Equipment: Hoplites must each
spend money on the arms and armor of their
profession: a bronze breastplate, helmet, and
greaves, a short sword and long spear, and a
hoplon shield rimmed in bronze.

If current money is insufficient for a breast-
plate, a Hoplite may buy a layered linen
cuirass instead, but must upgrade to a breast-
plate as soon as he can afford it. A Hoplite
may purchase any other equipment available
and may keep any money not spent as start-
ing funds. This reflects his generally affluent
background.

Special Benefits: Hoplites have two main
advantages:
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First, Hoplites are easily recognized by the
device of their city, which is painted on their
shields. They are regarded favorably in their
home city and in thme cities which are its
allies. People are more friendly, more likely to
give them information, and more hkc]v to
charge reasonable prices or agree to barter
with them so long as they wear the “uniform”
which identifies them. They gain a +1 benefit
to all reaction rolls when in a friendly city.

Second, Hoplites are usually part of the
city’s army and, as such, may be immune to
some prosecutions for their actions in behalf
of the city. They may, of course, be subject to
disciplinary actions from their superior offi-
cers or could even suffer ostracism if their
misbehavior warrants it.

Special Hindrances: Hoplites are recogniz-
able so long as they bear their city’s emblem
on their shields. This causes them to suffer a
~1 penalty to reaction rolls when dealing with
or traveling through cities which are not allies
of their home city-state. In cities which are
hostile to their city-state, the reaction roll
penalty becomes a -2. If they represent a city-
state which is ostensibly the ally of a city they
are visiting, but which is actually perceived as
a threat or is an unpopular overlord, the -2
penalty applies.

Though they can easily dispense with the
shield (and take the armor-class penalty),
Hop]lteq are proud of their city and have a
code of honor which makes them hesitant to
do so unless the reason is overwhelming.
Their honor is tied in with their city and the
city’s patron deity. They must always try to
represent the ideals of bravery, willingness to
die for their city, loyalty to their city and
allies, and cunning. fhe\, take poorly to in-
sults and insist upon the honor due them-
selves, their companions, and their city.

Finally, Hoplitcﬁ are usually under the com-
mand of superior officers ‘and must obey
them if at all possible. Disobedience to the
commands of an officer can never occur just

to benefit Hoplites personally. They must
have a good reason which benefits their city
or its army.

They are allowed, however, to question
orders or discuss reasons why they should
not have to obey them when the orders are
not given in the heat of battle, If they believe
they are right after hearing the arguments of
their superior, they may either agree to obey
the orders and flle a notice of disagreement
with the superior’s commander, or thev may
ask that the matter be settled by an officer of a
higher rank than the original order giver.

Wealth Options: The Hoplite receives 3d4
% 10 drachmas starting money.

Notes: In a historical campaign, there are
only humans. In a fantasy one, nonhumans
could possibly become Hoplites, but they
would have to be humanoid (centaurs make
better cavalry) and strong enough to qualify
for the class.

Rangers

In a historical campaign, the magical abili-
ties of rangers have no place. If viewed as
hunters who are skilled in tracking, hunting,
and fighting, with no special abilities regard-
ing animals, the DM may allow the class. It is
likely that the rangers are not from one of the
great city-states. It is equally likely that they
won't care to remain in a city-state once they
experience it.

In a fantasy campaign, rangers may have
access to all their powers. Thev should learn
to use a bow. Many rangers will be female,
and those of either sex will usually honor
Artemis as their patron deitv.
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Wizard Classes

The standard AD&D® game wizard with
flashy spells and combat magic has no place
in the Greek campaign. Historically, the clos-
est thing to magic known were the Oracles of
the gods, and these were manifested through
their priests. The wizard class is not permlt-
ted in a historical Greek campaign.

Greek mythology, epic poetry, and drama,
however, offer many portraits of magic-wield-
ing characters—most of them female. Tales of
Circe, Medea, and Hecate refer to them as
witches or sorceresses, while males are called
magicians. None are particularly trusted, and
most are seen as potential]y evil and danger-
ous. A fantasy campaign would hardly seem
as exciting without magic-wielding foes to
fight, however so the occasional character
may be allowed the advantage as well.

There is no special kit for Greek wizards,
though there are many restrictions on them.
Certain schools are not allowed, which limits
specialist mages to a few types. Within other
schools, particular spells are very inappropri-
ate for the setting. Because most magic is
reserved for the gods, spellcasting takes a lot
more time than it usually does in AD&D®
games. Casting time now indicates the num-
ber of rounds required to cast the spell. Cast-
ing times listed with a unit of time attached
have that unit raised by an order of magni-
tude. Spells taking rounds to cast now take
turns, turns become hours, hours become
days, and days become weeks.

Even with these limitations, the wizard
character has great power and advantages
over common men and women. DMs may
wish to lift some of these restrictions, but the
further from the approved kits and spell lists
a wizard character is allowed to stray, the less
like a Greek setting the game will be.

Restrictions on mages, the schools of magic
available, and spells allowed are as follows:

Restrictions on Mages and Spellcasting

All mages must be specialist mages. Only
the following PC specialist mages are permit-
ted: conjurers, diviners, enchanters, illusion-
ists, and transmuters. Abjurers and invokers
do not exist, and necromancers must be NPCs,

Certain standard AD&D game spells are
not available. There are no abjurations, necro-
mantic spells are for NPCs only, and few
invocation/evocation spells are available.
Spells which are permitted are listed below.

There are very few eighth-level spells, and
one of these is usable only with the will of the
gods. There are no ninth-level spells available.

Again, all casting times are raised by an
order of magnitude.

Wizards should have a kit which reflects
their background. Wizard kits available are
listed later in this section.

Permitted Spells

Spells suitable for a Greek campaign are
listed on page 32. The DM is free to add or
subtract spells from this list and should make
a list of permitted spells for the players. In the
list below, spells from The Complete Wizard's
Handbook are listed as (WH), those from the
Tome of Magic are listed as (T), and the spell
from Legends & Lore is listed as (LL).

Notes about special spells, as indicated on
the list by an asterisk (*), are listed below.

Enchant an Item: Normally a sixth-level
spell, enchant an item is available only as an
eighth-level spell.

Flame Arrow: This spell is usable only to
light arrows. The second application of the
spell is not permitted.

Greater Malison: Use of this spell against
those whom the gods favor results in its rever-
sal upon the caster.

Minor Malison: See greater malison, above.

Monster Summoning: See the Monster
Summoning Chart on page 34. The following
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First Level

Affect Normal Fires

Armor

Audible Glamer

Cantrip

Change Self

Charm Person

Comprehend
Languages

Dancing Lights

Detect Disease ""!

Detect Magic

Divining Rod "

Enlarge

Fire Burst '

Friends

Grease

Hold Portal

Hypnotism

Identify

Lasting Breath '

Light

Metamorphose
Liquids '

Mount

Phantasmal Force

Read Magic

Shield

Spook

Taunt

Unseen Servant

Ventriloquism

Wall of Fog

Second Level

Alter Self

Bind

Blindness

Darkness 15' Radius
Detect Evil

Detect Invisibility

Permitted Wizard Spells

Detect Life “H

Fog Cloud

Forget

Glitterdust

Improved
Phantasmal Force

[nsatiable Thirst 7

Invisibility

Magic Mouth

Maximilian’s
Earthen Grasp '

Mirror Image

Misdirection

Past Life !

Ray of Enfeeblement

Scare

Sense Shifting

Summon Swarm

Whispering Wind

Third Level

Clairaudience
Clairvoyance
Delude
Flame Arrow*
Gust of Wind
Haste
Hold Person
[Musionary Script
[nfravision
Invisibility 10'
Radius
Maximilian’s Stony
Grasp '
Minor Malison* "
Monster
Summoning [*
Phantom Steed
Sepia Snake Sigil
Slow
Spectral Force
Suggestion

Tongues

Watery Double
Wind Wall
Wizard Sight "

Fourth Level

Charm Monster
Confusion
Detect Scrying
Emotion
Enchanted Weapon
Fear
Fire Charm
Fumble
Greater Malison* !
Hallucinatory
Terrain
[llusionary Wall
Locate Creature !
Magic Mirror
Massmorph
Monster
Summoning IT*
Plant Growth
Polymorph Other
Polymorph Self
Sleep*
Solid Fog
Thunder Staff* "
Vacancy
Wizard Eye

Fifth Level

Advanced Illusion
Animal Growth
Chaos

Fabricate

False Vision

Hold Monster
Magic Staff
Mind Fog '

Monster
Summoning [11*
Shadow Door

Sixth Level

Conjure Animals

Eyebite

Legend Lore

Mass Suggestion

Mislead

Monster
Summoning IV*

Permanent [llusion

Programmed
[lusion

Project Image

True Seeing

Veil

Seventh Level

Charm Plants

Mass [nvisibility

Monster
Summoning V*

Statue

Vision

Eighth Level
Enchant An Item*
Enhance "
Permanency*

Ninth Level

None
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are unsuited to a Greek campaign: bear, buf-
falo, elephant, jackal, jaguar, lynx, mammoth,
mastodon, oliphant, and tiger. If in Persia,
Egypt, or India, some of these will then be
available.

Permanency: This spell is usable only in its
application for fashioning magical items, and
only by the will of the gods. The DM should
assign a percentage chance of failure based on
the power of the item to be made permanent.
There is a base 5% chance which is modified
another 5% per level of the spell(s) incorpo-
rated into it. For example, if a wizard tries to
create a permanent medallion which holds
the powers of charm person and suggestion,
there is a 25% chance the spell will fail (base
5% + 5% for a first level spell + 15% for a third
level spell = 25%).

Sleep: Normally a first level spell, sleep is
available only as a fourth-level spell.

Thunder Staff: Use of this spell has a 10%
chance of attracting Zeus’ attentions and
enmity:

Permitted Wizard Kits

A few of the kits from The Complete Wizard's
Handbook are allowable and should be used
for wizards in the Greek setting. These are
listed here:

Academician: This kit is perfect for a Greek
campaign. The weapons allowed need to be
adjusted to fit those available, and another
required proficiency—philosophy (new, see
page 42)—needs to be added.

Amazon Sorceress: Like the Amazon war-
rior kit, this is highly suitable for a Greek
campaign. Any of the specialist schools al-
lowed in the Greek setting are open to them.

Militant Wizard: This kit provides a good
choice for characters from the more warlike
backgrounds of Greece, such as Sparta. The
following changes need to be made to the kit,
however, as there are already a number of
restrictions on wizards in the Greek setting.

First, they may only be specialist wizards of
the schools of alteration, conjuration/sum-
moning, or greater divination. They must
abide by the restrictions on those schools as
given in the Player’s Handbook, but Table 6,
page 40, in The Complete Wizard's Handbook
(which shows the oppositional schools for
Militant Wizards) does not apply. Other restric-
tions given do apply. The system for rolling
the schools the wizard may learn spells from
should be adjusted to comply with the spell
schools available in the campaign

Mystic: Alter this kit as follows: Non-
weapon proficiencies must conform to those
available, and the Mystic receives none of the
special benefits listed. Mystics must spend
only one hour meditating per day, but if they
learn spells immediately following their med-
itation time, they may memorize spells in half
normal time, as they have found a state of
higher consciousness in which to do so.

Patrician: Imminently suited to a Greek
background, the following changes should be
made to this kit: the true Patrician of the
golden age has no secondary skill except
politician. Certain individual Patricians may
choose to ignore hospitality benefits.

Peasant Wizard: Though this kit is suitable,
it is less so than some of the prior choices.
They are not the most frequently encountered
of all wizards, and they do not automatically
receive shelter, but do receive the +2 reaction
bonus from other peasants.

The Source of Magic

Regardless of their specialty school or kit,
all wizards owe their magic to the evil god-
dess Hecate. She is the source of all mortal
magic in the Greek setting. All wizards must
acknowledge this and make the proper sacri-
fices to her or lose their powers. Wizards need
not be of evil alignment to do this. It shows
respect to revere the gods, regardless of align-
ment differences.
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