· HELLENE ARMY LIST, WHFB v6.12 [3/27/2001]

FORMS OF GOVERNMENT

At the start of the game, after wizards generate spells but before any units are deployed on the table, the Hellene player may choose a new form of government as described below.  Roll a d6 to determine what benefit the government conveys.

TYRANNY — in order to choose this government, your army must contain a Strategos or Greek Hero

1. Heir to Throne — in addition to your normal general, choose a character with the next highest leadership in the army and who is otherwise a legal choice for general.  If the original general dies, that character may function as the general.  Your opponent must take both characters out of action in order to score the extra 100 victory points for removing your general.
2. Oppression — after all deployment is complete, roll a d6 for each Core unit.  On a 5+, the unit will hate all enemy units.
3. Ambition — at the start of each Hellene turn, nominate an ordinary trooper in a Core unit.  On a roll of 4+, he is promoted to unit champion, with no limit on the number of champions allowed in the unit.
4. Feudal Summons — once per game, at the start of any Hellene turn, the Hellene player may add d6 x 10 pts worth of normal troopers to any Core unit.  These extra troops do not increase the number of victory points that the unit is worth.
5. Tragic Flaw — at the start of each Hellene turn, roll a d6 for the general and any Core unit that he personally leads.  On a roll of 1, they become stupid and must make an immediate stupidity test.  On a roll of 2, they become immune to panic.  On a roll of 3, they become immune to fear.  On a roll of 4-6, they become stubborn.  The effects last until the start of the next Hellene turn.
6. Cronyism — once per game, at the start of any Hellene turn, the general may give one of his magic items to any other character within 12” — even if this puts the character over his normal points limit for magic items.  The item must otherwise be legal for that character, and may not be worth more than 50 points.
THEOCRACY — in order to choose this government, your army must contain a Priest, Deacon, or Oracle

1. Blessing of Hermes — at the start of each Hellene turn, nominate one Core unit.  That unit gains +1M until the start of the next Hellene turn.
2. Blessing of Ares — once per game, nominate a unit of your Core troops that is in close combat and has just completed its rolls to wound.  The unit then re-rolls all of the rolls to wound.  
3. Blessing of Aphrodite — at the start of each enemy turn, roll a d6.  On a 3+, force one enemy unit within 12” of a Priest, Deacon, or Oracle to take a stupidity test.
4. Blessing of Athena — at the start of each Hellene turn, nominate one Core unit.  That unit makes all Leadership tests on 3d6, discarding the highest die.  The effect lasts until the start of the next Hellene turn.
5. Blessing of Apollo — once per game, re-roll a failed casting roll.  This can prevent a miscast or cause irresistable force.
6. Blessing of Zeus — ignore the first unsaved wound on your general.
SCHOLECRACY — in order to choose this government, your army must contain a Philosopher

1. Illusion vs Reality — after all deployment is complete, you may remove one of your Core units from the table and replace it with any Core unit of equal or lesser value.  If desired, you may replace the unit with the same type but different options.  Whatever choice you make, it must remain otherwise legal, and it must appear within 6” of the unit you removed.
2. Trojan Horse — at the start of the game, before deployment, nominate one Core unit of infantry that contains 15 or fewer models.  That unit gains the scout ability.  Up to two characters on foot may join the unit, also gaining the scout ability.
3. Mathematics — at the start of each Hellene turn, nominate one Core unit.  The unit gains d3-1 to combat results until the start of the next Hellene turn.
4. Pedagogy — at the start of each Hellene turn, nominate one Core unit.  That unit gains your choice of: +1WS, +1BS, +1Ld, or +1I.  The effects last until the start of the next Hellene turn.
5. Skepticism — twice per game, force your opponent to re-roll one of the following: a successful roll to wound, the lowest die on a successful leadership test, or the highest die on a successful casting roll — this does not prevent irresistable force, nor will it cause a miscast.
6. Stoicism — at the start of the Hellene turn, nominate a unit of Core troops with 30 or fewer models.  On a 5+, the unit becomes unbreakable until the start of the next Hellene turn.
DEMOCRATIC REPUBLIC — to choose this government, at least half the models in your army must be Citizens

1. Annex — after all deployment is complete, nominate one unit of Citizens.  If that unit claims a table quarter, the table quarter is worth double the normal number of victory points.
2. Prosperity — after all deployment is complete, you may increase the size of your Citizen units.  Add up to 10 models in total.  These models do not increase the number of victory points that your units are worth.
3. Referendum — once per game, at the start of any Hellene turn, roll a d6.  On a roll of 1, your general loses one point of Leadership.  On a 2+, he gains one point of Leadership, to a maximum of 10.  The effects last until the end of the game.
4. Patriotism — at the start of each Hellene turn, nominate an ordinary trooper in a unit of Citizens.  On a roll of 4+, he is promoted to Champion, with no limit on the number of champions in the unit.
5. Public Spirit — at the start of each Hellene turn, nominate one Citizen unit.  That unit makes all Leadership tests on 3d6, discarding the highest die.  The effect lasts until the start of the next Hellene turn.
6. Egalitarianism — at the start of the Hellene turn, nominate a unit of Citizens in close combat.  Their WS equals that of the most skilled enemy in base contact.  Their S equals the T of the toughest enemy in base contact, and their T equals the S of the strongest enemy in base contact.   The effects end at the start of the next Hellene turn.
LORDS
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STRATEGOS
4
6
5
4
4
3
6
4
9
90

  Horse
8
3
0
3
3
1
3
0
5
+10


  Warhorse
8
3
0
3
3
1
3
1
5
+15

  Young Pegasus
8
3
0
3
3
1
4
1
5
+35

  Chimera
6
5
0
6
5
5
4
5
6
+260


Equipment:  Hand weapon

Options:

· May wield either an extra hand weapon (+6 pts), or a great weapon (+6 pts)
· May carry a javelin (+9 pts), a short bow (+9 pts), a sling (+10 pts), or a bow (+12 pts)

· May wear light armor (+3 pts); if riding in a chariot, may purchase heavy armor instead (+6 pts)

· May carry a shield (+3 pts)

· May ride a horse (+10 pts), a warhorse (+15 pts), a young pegasus (+35 pts), a Chimera (+260 pts), or in a Chariot (purchased as described in Special Units)

· May purchase up to 100 points worth of magic items

Special Rules: A Young Pegasus may fly.  A Chimera can fly, is a large target, causes terror, and breathes S3 fire.  A character riding a Chimera counts as both a Lord choice and a Hero choice.
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0-1 ORACLE
4
3
3
3
4
3
3
1
8
40

Equipment: Hand weapon

Options:

· May wield either an extra hand weapon (+6 pts), or a great weapon (+6 pts)
· May carry a javelin (+9 pts), a short bow (+9 pts), a sling (+10 pts), or a bow (+12 pts)

· May purchase up to 100 points worth of Gifts of the Gods:

Divine Protection (45 pts) — 4+ ward save

Soothsaying (50 pts) — Hellene army goes first.  If both players have this ability, roll off on a d6.

Vision (50 pts) — Entire enemy army deploys first.  If both players have this ability, roll off on a d6.

Wisdom (25 pts) — At the start of the game, the Hellene player may re-roll the benefits of his form of government

Guiding Spirits (50 pts) — Hellene player gets +1 on all dispel rolls

Insight (25 pts) — Hellene player gets an extra power die in his own magic phase

Holy Sword (30 pts) — +1S, and reduces armor saves by an additional –1

Holy Bow (20 pts) — as a Longbow, but strikes at S4
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DEACON
4
3
3
3
4
3
3
1
8
175

  Horse
8
3
0
3
3
1
3
0
5
+10


  Warhorse
8
3
0
3
3
1
3
1
5
+15

  Young Pegasus
8
3
0
3
3
1
4
1
5
+35


Options:

· Counts as a Level 3 Wizard; may upgrade to Level 4 (+35 pts)

· May draw spells from any single one of the following lores: Fire, Metal, Beasts, Heavens, Light, Life

· May ride a horse (+10 pts), a warhorse (+15 pts), or a young pegasus (+35 pts)

· May purchase up to 100 points worth of magic items

Special Rules: A Young Pegasus may fly.

HEROES
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GREEK HERO
4
5
5
4
4
2
5
3
8
50

  Horse
8
3
0
3
3
1
3
0
5
+7


  Warhorse
8
3
0
3
3
1
3
1
5
+10

  Young Pegasus
8
3
0
3
3
1
4
1
5
+35


Equipment: Hand Weapon

Options:
· May carry either an extra hand weapon (+4 pts), or a great weapon (+4 pts)

· May carry either a javelin (+6 pts), short bow (+6 pts), sling (+7 pts), or bow (+8 pts)

· May wear light armor (+2 pts); if riding in a chariot, may purchase heavy armor instead (+4 pts)

· May carry a shield (+2 pts)

· May ride a horse (+7 pts), a warhorse (+10 pts), a young pegasus (+35 pts), or in a Chariot (purchased as described in Special Units)

· May purchase up to 50 points worth of magic items

· One Greek Hero may become the Battle Standard Bearer (+25 pts).  He may purchase a magical standard (no points limit), but if he does, he may not purchase any other magic items.  He may not purchase any mundane equipment other than a hand weapon and light or heavy armor.   He may ride, but only on a horse, warhorse, or chariot, not a young pegasus.  The Battle Standard Bearer may not be the army general.

Special Rules: A Young Pegasus may fly.


M
WS
BS
S
T
W
I
A
Ld
COST
PRIEST
4
3
3
3
3
2
3
1
7
60

  Horse
8
3
0
3
3
1
3
0
5
+7


  Warhorse
8
3
0
3
3
1
3
1
5
+10

Equipment: Hand Weapon

Options:
· Counts as a Level 1 Wizard; may upgrade to Level 2 (+35 pts)

· May draw spells from any single one of the following lores: Fire, Metal, Beasts, Heavens, Light, Life

· May ride a horse (+7 pts), or warhorse (+10 pts)

· May purchase up to 50 points worth of magic items
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0-1 PHILOSOPHER
4
3
3
3
3
2
3
1
7
80

Equipment: Hand Weapon

Options:
· May purchase up to 50 points worth of magic items — including Arcane items, even though he is not a wizard unto himself.

Special Rules: Must join a unit of students.  The philosopher will enable the unit to function as a wizard with one level per five students, to a maximum of fourth level.  Spells can be cast from any single model in the unit, which you nominate at the time of casting.  Calculate magic levels at the start of each magic phase.  The unit may generate spells from one of the following lores:  Fire, Metal, Beasts, Life, Light, Heavens.  A Philosopher allows the unit one re-roll when generating spells.

CORE UNITS
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CITIZENS
4
3
3
3
3
1
3
1
7
4

  Champion
4
3
3
3
3
1
3
2
7
+8

Unit Size: 10+

Equipment: Hand weapon and shield

Options:

· May wield spears (+2 pts)

· May wear light armor (+1 pt)

· May upgrade one model to a Champion (+8 pts)

· May upgrade one model to a Standard Bearer (+8 pts)

· May upgrade one model to a Musician (+4 pts)


M
WS
BS
S
T
W
I
A
Ld
COST
ARCHERS
4
3
3
3
3
1
3
1
7
6

  Marksman
4
3
4
3
3
1
3
1
7
+5

Unit Size: 10+

Equipment: Hand weapon and short bow

Options:

· May upgrade one model to a Marksman Champion (+5 pts)

· May upgrade one model to a Musician (+5 pts)
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PELTASTS
4
3
3
3
3
1
3
1
7
8

 Marksman
4
3
4
3
3
1
3
1
7
+5

Unit Size: 5-15

Equipment: Hand weapon, javelins, and shield

Options:

· May upgrade one model to a Marksman Champion (+5 pts)

· May upgrade one model to a Musician (+5 pts)

Special Rules: Skirmish
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LIGHT CAVALRY
4
3
3
3
3
1
3
1
7
9

  Champion
4
3
3
3
3
1
3
2
7
+10

  Horse
8
3
0
3
3
1
3
0
5
incl.

Unit Size: 5+

Equipment: Hand weapon

Options:

· May either carry a short bow (+3 pts), or a shield (+2 pts)

· May upgrade one model to a Champion (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts)

· May upgrade one model to a Musician (+5 pts)

Special Rules: Fast Cavalry

CORE UNITS — CONTINUED
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MEDIUM CAVALRY
4
3
3
3
3
1
3
1
7
15

  Champion
4
3
3
3
3
1
3
2
7
+14

  Warhorse
8
3
0
3
3
1
3
1
5
incl.

Unit Size: 5+

Equipment: Cavalry spear, light armor, and shield

Options:

· May upgrade one model to a Champion (+14 pts)

· May upgrade one model to a Standard Bearer (+14 pts); one unit of medium cavalry may purchase a magic standard worth up to 50 points.

· May upgrade one model to a Musician (+7 pts)


M
WS
BS
S
T
W
I
A
Ld
COST 

0-1 MARATHONERS
5
3
3
3
3
1
3
1
7
8

  Marathon Champion
5
3
4
3
3
1
3
2
7
+5

Unit Size:  5-15

Equipment: Hand weapon and sling

Options:

· May upgrade one model to a Marathon Champion (+5 pts)

· May upgrade one model to a Musician (+5 pts)

Special Rules:  Skirmish
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0-1 SPARTANS
4
4
3
3
3
1
4
1
8
7

  Spartan Champion
4
4
3
3
3
1
4
2
8
+10

Unit Size: 10+

Equipment:  Hand weapon and shield

Options:

· May wield a spear (+2 pts)

· May wear light armor (+1 pt)

· May upgrade one model to a Spartan Champion (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts), who may purchase a magic standard worth up to 50 pts

· May upgrade one model to a Musician (+5 pts)

Special Rules: Stubborn
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0-1 MINOANS
4
3
3
4
3
1
3
1
7
6
  Minoan Champion
4
3
3
4
3
1
3
2
7
+10

Unit Size:  10+

Equipment: Great weapon

Options:

· May upgrade one model to a Minoan Champion (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts)

· May upgrade one model to a Musician (+5 pts)

CORE UNITS — CONTINUED
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0-1 MINOTAUR
6
4
3
4
4
3
4
3
9
51
Unit Size: 1

Equipment: Great Weapon
Special Rules: Cause fear.  A Minotaur may only be fielded as an attachment to a unit of Minoans, is not eligible for government benefits that are accorded only to Core Units, and does not count towards the minimum number of Core Units required in the army.  If the Minotaur remains within six inches of the Minoans, he may only be singled out for missile fire within half range.  At the start of the first Hellene movement phase in which the Minotaur is free to move normally, but is no longer within six inches of a unit of friendly Minoans in good order, make a monster reaction test to see how the Minotaur responds.

SPECIAL UNITS
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HOPLITES
4
4
3
3
3
1
4
1
8
13

  Hoplite Champion
4
4
3
3
3
1
4
2
8
+12

Unit Size:  10+

Equipment: Spear, light armor, and shield

Options:

· May upgrade one model to a Hoplite Champion (+12 pts)

· May upgrade one model to a Standard Bearer (+12 pts); one unit of Hoplites may purchase a magic standard worth up to 50 points.

· May upgrade one model to a Musician (+6 pts)

Special Rules: The Hoplite unit may assume Phalanx formation (either by starting the game in this formation, or by performing the reform maneuver).  In this formation, the Hoplite unit may not move, but doubles its rank bonus, and treats its spears as hand weapons for purposes of the Hand Weapon and Shield rule, which confers an additional +1 armor save in close combat.  The unit may break into a normal formation at the start of its movement phase, without incurring any penalties to its movement or ability to declare a charge.
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CATAPULT
-
-
-
-
7
3
-
-
-
75

  Citizens (3)
4
3
3
3
3
1
3
1
7
-

Unit Size:  One catapult

Crew:  Three citizens

Equipment:  The crew have hand weapons and light armor.

Special Rules: Counts as a stone thrower.
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BALLISTA
-
-
-
-
7
3
-
-
-
40

  Citizens (2)
4
3
3
3
3
1
3
1
7
-

Unit Size:  One ballista

Crew:  Two citizens

Equipment:  The crew have hand weapons and light armor.

Special Rules: Counts as a bolt thrower.  Note that 1-2 ballista count as only 1 Special choice.

SPECIAL UNITS — CONTINUED
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CHARIOT
-
-
-
5
4
3
-
-
-
50

  Citizens (2)
-
3
3
3
-
-
3
1
7
-

  Horses (2)
8
-
-
-
-
-
-
-
-
-

Unit Size:  One chariot

Crew:  Two citizens

Equipment:  The crew have hand weapons

Drawn by:  Two horses

Armor Save:  5+

Options:

· May include one extra crewman (+3 pts)

· Crew may be given either short bows (+3 pts per crewman), or cavalry spears (+1 pt per crewman)

Special Rules: Chariot.  Note that 1-2 chariots count as only 1 Special Choice.  One Strategos or Greek Hero may ride in each chariot, displacing a normal crew member.  The cost of the crew member is not refunded.

RARE UNITS
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0-1 ICARAN CULT
4
3
3
3
3
1
3
1
7
20


  Champion
4
3
3
3
3
1
3
2
7
+16
Unit Size: 5-10

Equipment: Hand weapon

Options:
· May upgrade one model to a Champion (+16 pts)

· May upgrade one model to a Musician (+8 points)

Special Rules: Flying Unit
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0-1 PEGASI RIDERS
4
3
3
3
3
1
3
1
7
32


  Champion
4
3
3
3
3
1
3
2
7
+16
  Young Pegasus
8
3
0
3
3
1
4
1
5
incl.


Unit Size: 5-10

Equipment: Hand weapon, javelins, and shield

Options:
· May upgrade one model to a Champion (+16 pts)

· May upgrade one model to a Musician (+8 points)

Special Rules: Flying Unit — but may be joined by characters on Young Pegasi.
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0-1 CENTAURS
8
4
3
4
4
1
3
2
9
19


  Centaur Champion
8
4
3
4
4
1
3
3
9
+14


Unit Size: 5+

Equipment: Hand weapon, cavalry spear, and shield

Options:
· May exchange the spear and shield for a short bow (same cost)

· May upgrade one model to a Centaur Champion (+14 pts)

· May upgrade one model to a Standard Bearer (+14 pts)

· May upgrade one model to a Musician (+7 points)

Special Rules: Unit Strength of 2 per model.
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0-1 SATYRS
4
3
3
2
2
1
4
1
7
2


  Satyr Champion
4
3
3
2
2
1
4
2
7
+8


Unit Size: 5-15

Equipment: Hand weapon

Options:
· May upgrade one model to a Satyr Champion (+8 pts)

Special Rules: Skirmish.  A unit of Satyrs always includes a free musician that plays pan-pipes.  Pan-pipes win draws by 2, or by 1 if the other side has musicians but no pan-pipes.  If both sides have pan-pipes, the result is still a draw.

RARE UNITS — CONTINUED
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0-1 STUDENTS
4
3
3
3
3
1
3
1
7
8


  Scholar
4
3
3
3
3
1
3
1
7
+5


Unit Size: 10+

Equipment: Hand weapon

Options:
· May upgrade one model to a Scholar (+5 pts) — same profile, but may issue and accept challenges.

· May upgrade one model to a Standard Bearer (+10 pts), who may purchase a magical standard worth up to 50 pts

· May upgrade one model to a Musician (+5 pts)

Special Rules: If the unit does not contain a Philosopher, but has at least ten students, it counts as a first level Wizard.  If the unit contains a Philosopher, it counts as a Wizard with one level per 5 students, to a maximum of fourth level.  Spells can be cast from any single model in the unit, which you nominate at the time of casting.  Calculate magic levels at the start of each magic phase.  The unit may generate spells from one of the following lores:  Fire, Metal, Beasts, Life, Light, Heavens.  A Philosopher allows the unit one re-roll when generating spells.

MAGIC ITEMS
Lernaean Blade (Weapon, 100 pts) — Wielder regenerates.  For every wound that he successfully regenerates, he gains +1A.

Bow of Artemis (Weapon, 50 pts) — Treat as a Longbow.  Wielder gets three shots per shooting phase when firing at monsters, ridden monsters, boars, boar cavalry, boar chariots, wolves, wolf cavalry, wolf chariots, dire wolves, gors, ungors, bestigors, swarms, or warhawk riders.

Sword of Damocles (Weapon, 50) — When using this weapon, you must direct all of your attacks against the same target.  You may not divide your attacks between different models, or between a rider and his mount.  As you roll to hit, note how many Wounds your target has left.  If he has at least two Wounds left, you may re-roll to wound.  If he has at least three Wounds left, he gets no armor save.  If he has at least four Wounds left, you get +1A.

Hammer of Haphaestus (Weapon, 50 pts) — Wounds from this weapon curtail the victim’s armor save to 6+ at best, after modifiers for Strength.  If the victim rolls a natural 1 for his armor save, any equipment that contributes towards his armor save is destroyed (including magical equipment).

Bronze Discus (Weapon, 35 pts) — May be thrown once (treat as a thrown weapon with a range of 24”).  If it strikes a wizard, the wizard loses one magic level (forfeiting a spell and generating fewer dice).  Up until it is thrown, the Bronze Discus gives the wielder Magic Resistance (1).

Spear of Achilles (Weapon, 30 pts) — May only be used in challenges.  The wielder gets one extra attack when first entering a challenge.  This attack is made before all other blows are struck, and is resolved as a thrown weapon with the killing blow special ability.  Use the wielder’s BS and his normal strength.

Bow of Odysseus (Weapon, 25 pts) — Treat as a Longbow with S5.

Sword of Perseus (Weapon, 25 pts) — Target gains no benefit from scaly skin.

Skin of Amaltheia (Armor, 50 pts) — Counts as heavy armor.  May be combined with other equipment normally.  Confers a 5+ armor save, a 6+ ward save, and the wearer may re-roll any single die roll once per game.

Medusa Head (Armor, 50 pts) — Counts as a magical shield.  Confers a 6+ armor save that may be combined normally with other armor.  Any model wishing to attack the wearer in close combat must make an Initiative test for each attack.  If the test is failed, that attack is lost until next turn.

Stained Breastplate (Armor, 50 pts) — Counts as heavy armor.  Confers a 5+ armor save.  In any given close combat phase, the wearer will never suffer more than two unsaved wounds.  If the enemy models he is directly in base contact with have a combined Unit Strength of only 1-2, he will suffer a maximum of one unsaved wound per close combat phase.  Any further wounds are ignored, and do not count towards combat results.
Bronze Helm (Armor, 20 pts) — Confers a 6+ armor save that may be combined normally with other armor.  If the wearer is the general or battle standard bearer, he adds 1” to his radius of influence.

Athena’s Favor (Talisman, 45 pts) — 4+ ward save.

Amulet of Zeus (Talisman, 20 pts) — If the wearer is targeted by a spell, or comes under/into its area of effect, he will remain unaffected on a roll of 5+.  This does not dispel the spell, but allows him to ignore its effects.

Brass Token (Talisman, 10 pts) — Once per game, at the start of any close combat phase, the wearer may make an Initiative test.  If successful, choose one enemy in base contact.  The model must forfeit one of his attacks that turn.

MAGIC ITEMS — CONTINUED
Aeolus’ Bag of the Winds (Enchanted Item, 50 pts) — Once per game, the bag may release a Bound Spell, Power Level 7.  The spell immediately throws the owner of the bag 2d6” in a random direction and causes him to take d3 S6 hits.  Until the start of the next Hellene magic phase, no unit within 18” of the owner may move, shoot, or operate war machines — though they may fight as normal.

Bridle of Diomedes (Enchanted Item, 35 pts) — If the owner rides with a unit of cavalry, all horses and warhorses in the unit will gain +1A.  At the start of each Hellene turn, the unit must make a Leadership test.  If failed, some of the hungry equines will eat their riders and escape.  Remove d3-1 rank-and-file cavalry models.  If there are no more rank-and-file cavalry models, the owner will take d3-1 S3 hits instead.

Gorgon’s Blood (Enchanted Item, 30 pts) — Once per game, at the start of the Hellene turn, the owner may restore up to d3 rank-and-file models to an infantry unit he accompanies, assuming it has taken at least that many casualties in the course of the battle.

Wings of Hermes (Enchanted Item, 20 pts) — Character on foot only.  Once per game, during the Movement phase, the wearer may make a flight move of up to 20” instead of his normal movement.
Echo Amulet (Arcane Item, 25 pts) — Once per game, the amulet will enable the wearer to add one power die to a casting roll that is not already being supplemented with a power stone, lodestone, or similar item.  If the spell fails, the amulet die — which should be a different color — may be re-rolled.  The re-roll can cause/prevent a miscast or irresistable force.

Ivory Owl (Arcane Item, 25 pts) — Each time the wearer successfully casts a spell, he adds +1 to the casting roll.  This doesn’t make the spell any easier to cast, but does make it harder to dispel.

Lodestone (Arcane Item, 25 pts) — Once per game, the wearer may subtract d3 from an opponent’s casting roll, though this will not stop an enemy spell cast with irresistable force nor cause it to be miscast.  The result of the d3 must be added to the very next spell that the wearer casts.  If the result of the d3 is a one, it will result in a miscast if any other ones are made on the wearer’s casting roll.

Philosopher’s Stone (Arcane Item, 25 pts) — Philosopher only.  At the start of the game, the Hellene player may re-roll the benefits of his form of government.

Banner of Fortification (Banner, 75 pts) — Once per game, at the start of any Hellene turn, the bearer may activate this banner, assuming his unit is not engaged in combat.  The bearer and his unit may not move, flee, pursue, or reform, but benefit from hard cover and the defended obstacle rule.  The effects last until the start of the next Hellene turn.

Banner of Thermopylae (Banner, 50 pts) — Spartans only.  The banner may be activated once per friendly turn, and once per enemy turn.  On a roll of 4+, the Spartan unit may ignore the first wound it suffers that turn.  The ability applies to the unit as a whole, not the individual models that make it up.

Blazing Sun (Banner, 50 pts) — May only be taken by a unit of Medium Cavalry, or by a battle standard bearer who is mounted or rides in a chariot.  When charging, the banner causes d3 S4 impact hits in the same manner as a chariot.  This counts as a Fire attack, causing double damage to flammable creatures.

Sign of Primes (Banner, 50 pts) — Students only.  The banner affects spells cast by any wizard — in either army — who is within 12” of the bearer.  If such a wizard successfully casts a spell, and the casting result is a prime number — 3, 5, 7, 11, 13, 17, 19, 23, 29, 31, 37, 41, 43 — the spell is automatically dispelled, even if it was cast with irresistable force.  Bound spells are not affected.

Pathos Banner (Banner, 25 pts) — Once per game, at the start of any enemy turn, nominate an enemy unit within 12”.  That unit gains/suffers frenzy.  The effects last until the unit loses a round of close combat.

Banner of Resolve (Banner, 25 pts) — Infantry only.  When the unit is brought below half strength, it will gain +1T at the start of the next Hellene turn.  Characters in the unit are not affected.

