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Original M&M Dedication: This game is dedicated
to Ray Harryhausen. The authors also wish to thank
Gary Gygax & Dave Arneson, Ken St-Andrd, Greg
Stafford & Steve Perrin, lan Livingstone & Steve
Jackson, Dave Morris & Oliver Johnson and all
the other explorers of legends, without whom this
game would never have existed. What a weird and
wonderful odyssey it has been!

Revised Edition Dedication: This new book is
dedicated to all the gamers on this planet who have
contributed to the whole Mazes & Minotaurs
experience by their talent, inspiration, dedication,
support or critical advice. The original M&M rules
were written by a French gamer from an original
concept created by a British gamer. Since then, the
game has been enriched by creative contributions
from American, Italian, Swedish and Spanish
gamers and has sparked the interest of people all
over the world, from Portugal to Germany, Poland,
Israel, Canada, Greece making the Mazes &
Minotaurs odyssey a truly unique and international
experience. Gamers from all countries unite!!!
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Book I: Players Manual
Includes full rules on character creation (with 12
classes!), combat and magic.

Book Il: Maze Masters Guide

Includes chapters on mythic lore, creatures and
game mastering, background on the world of
Mythika and a catalogue of mythic items!

Book lll: Creature Compendium

Amazing collection of more than 150 folks,
beasts, monsters, spirits and other creatures,
including special variants and subspecies.

Coming Soon: M&M Companion

Tons of new options for revised M&M, including
secondary skills, Homeric combat, influencing
NPCs, chariots and more!

Legendary Games Studio
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Second Edition Foreword

So here we are, in 1987 Fifteen years (Holy

Zeus, 15 years!!!) have passed since the Mazes &
Minotaurs roleplaying game was first published by
a small company called Legendary Games Studio.

Since those early (and almost mythical) days,
roleplaying games have become a major hobby as
well as an established part of modern pop culture,
alongside with comic books, fantasy novels and
science-fiction movies.

Back in 1972, when Paul Elliott and | were working
on the original M&M game, a lot of people kept on
telling us how silly our idea was and how our game
would never get published because nobody would
ever be interested in some sort of unrealistic
adventure wargame But our weird little game
finally got published and caught the imagination of
thousands of people around the planet.

Then, during the first years of the M&M odyssey, the
same oracles kept on telling that roleplaying games
were just a fad and would never survive the
eighties. Wrong again. The rolegaming community
prospered and here we are, 15 years after, with a
new, fully revised version of the M&M rules.

This second edition of Mazes & Minotaurs takes the
form of three core books: The Players Manual, The
Maze Masters Guide (which you are currently
reading) and The Creature Compendium.

This basic trilogy will be followed by a fourth book,
the Mazes & Minotaurs Companion, which will
offer a variety of options to expand the basic game.

But why a new version, you ask? And what does
revised mean, anyway?

First, a word to all M&M veterans: it is still the same
game! Nobles and priests, centaurs and sorcerers,
cyclops and chimeras and, of course, mazes and
minotaurs, they re all here! The game system is the
same too except that we have streamlined,
clarified and, well, revised a few things here and
there, not to change the game but to make it better.

This new edition also incorporates revised material
originally published in the first edition supplements,
from the venerable Men & Monsters and Myth &
Magic to the more recent Unveiled Addenda and
Herkatoteratos along with new, never-before-
published stuff, including background material on
the world of Mythika (which shall be revealed in the
forthcoming Maze Masters Guide)!

We also hope that this new edition will bring a whole
new generation of heroic gamers to the mythical
world of Mazes & Minotaurs Adventure awaits!

Let the Odyssey begin again!

Olivier Legrand

Gods & Goddesses

A World of Adventure
Geography (Mythika)
Map of Mythika
Languages of Mythika
Cosmogony (Mythika)
History (Mythika)
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Creatures in Game Terms
Creatures & Combat
Special Abilities
Vanquishing Creatures

Non-Player Characters

Creating Epic Adventures
Mysterious Island Generator
Temple Generator
City-State Generator

Adventure Plot Generator

Magical Armaments
Potions & Consumables
Staves & Wands

Rings & Amulets
Garments & Accessories
Miscellaneous Items .
Unique Artifacts

Identifying Mythic Items
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Gods & Goddesses

Who are the Gods?

The gods rule the universe from the top of Mount
Olympus. There were originally twelve Olympians,
feeding off ambrosia and nectar served to them by
Ganymede the cup bearer.

Each god has his own palace and is engaged in
endless intrigues with the other Olympians for
power and influence. Many times has this august
assembly been at odds: in Greek mythology, the
Trojan War is a perfect example of such struggles.

At one time each god sponsored his favourite
heroes in glorious quests and bitter blood feuds on
earth, but nowadays their influence is mainly
achieved through their priests.

Religion and Worship

Each god has a host of temples scattered across
the civilized world. These temples are only very
loosely affiliated. In many cases each temple is
dedicated to a different aspect of the god.

Worship usually takes place at an altar outside the
front steps of a temple, but still within the sacred
precinct. Sheep or goats are sacrificed and burnt as
offerings to the god, then eaten as a sacred meal.
Wine can also be offered as a libation.

Each cult also has its specific ceremonies, which
may range from solemn celebrations to symbolic
rituals or more orgiastic feasts.
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Major Deities

Aphrodite

The amorous goddess of love, beauty and sex,
married (in the myths) to Hephaestus.

She is fickle and passionate, and prone to initiating
liaisons and romances. Young lovers pray to her,
as well as courtesans and, oddly, seamen.

Symbol: A seashell

Typical Worshippers: Courtesans, nobles, sailors,
some nymphs.

Apollo

A multi-talented god of sunlight, musicians, fortune-
tellers and medicine. This bold and potent god is
also the protector of herdsmen, but it is his
association with the sun that is most strong.

Apollo s deadly and unerring skill with the bow is
symbolic of rays of light but his typical symbol is the
lyre, the musical instrument of the Lyrists.

Many famous seers and soothsayers also claim to
have been given their powers by Apollo.

Symbol: The bow and the lyre.

Typical Worshippers: Lyrists, some nobles, some
nymphs, poets, archers, shepherds, soothsayers,
hunters, physicians.
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A brash god of warfare, Ares is popular with
adventurers. Ares is invoked also for revenge. He is
not a subtle god of grand strategy but an up-front
believer in raw combat.

Symbol: Blazing torch and the spear.

Typical Worshippers: Soldiers, commanders,
warlike nobles, mercenaries.

Artemis

Artemis is the virgin sister of Apollo, and she is the
goddess of hunting and of wildlife. As a fertility
goddess Artemis is invoked by mothers as well as
more typically hunters. She also has a lunar aspect
and is well known as a great and deadly archer.

Symbol: A burning torch or a faithful hound.

Typical Worshippers: Hunters, women, dryads.

Athena

The virgin daughter of Zeus, Athena burst, fully
armed and armored, from her father s head. After
her birth she dispensed advice to Zeus.

Athena looks over artists, craftsmen, scholars and
other agents or protectors of civilization, which
includes doctors, actors, poets, students, soldiers,
nobles etc. As a warrior-goddess, she fights for
order, peace and righteous causes.

Symbol: The owl is her main symbol, but she is
also famous for the aegis, a shield emblazoned with
the terrifying face of Medusa.

Typical Worshippers: Nobles, soldiers, craftsmen,
scholars, defenders.

Demeter

This gentle goddess presides over agriculture,
fertility and the earth. The cult of Demeter is often
accompanied by wild orgies. Her temples, called
megara, are usually found in or near the woods. Her
daughter Persephone spends six months of the year
with Hades, symbolising the changing seasons and
the eternal cycle of life and death.

Symbol: The sheaf of corn.

Typical Worshippers: Farmers, country folk, earth
elementalists, some nymphs.

Hephaestus

The god of fire, smiths and craftsmen in general,
Hephaestus is a brawny, lame god. He is also
associated with cyclopes and volcanoes. In myth he
built many fantastic devices, some of which are
hidden about the world in labyrinths and on remote
islands. Much to his misfortune, Hephaestus wife is
the adulterous Aphrodite.

Symbol: Hammer and tongs.

Typical  Worshippers: Smiths,  armourers,
bronzeworkers, fire elementalists.

Hera

The matronly wife of Zeus, Hera is associated with
the sky and with the moon. Goddess of women and
of childbirth and marriage, she is rarely invoked by
adventurers. Hera punished many of Zeus’ lovers,
and could be said to have also embodied jealousy.

Symbol: The peacock is her cult animal, her other
symbol is the pomegranate.

Typical Worshippers: House-keepers, stewards,
seekers of vengeance, defenders.

Stately Hera, wife of Zeus
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Hermes, god of travellers, merchants & thieves

Hermes

The winged messenger of the gods, Hermes is also
the god of thieves, travellers and merchants.
Hermes also guides the spirits of the dead to the
underworld, and wayside marker stones are
dedicated to him. The great cults to Hermes are run
by the merchant brotherhoods to which they owe
their good fortune. Gamblers too, pray to him.

Symbol: Hermae, phallic pillars on street corners,
cross-roads and gateways, winged sandals,
caduceus (winged staff entwined with serpents).

Typical Worshippers: Traders, thieves, travellers
as well as some sorcerers.

Hestia

The goddess of the home and hearth. The family
and community are associated with her gentle cult.
Bakers also sacrifice to her.

Symbol: Fire, Protection

Typical Worshippers: Housewives, magistrates,
city officials, stewards.

Poseidon

Brother to Zeus, Poseidon is the god of the oceans
and seas, as well as earthquakes and horses. A
harsh and unrelenting god, the mighty Poseidon
shows his anger with spectacular storms, floods and
earthquakes. Sailors fear him.

Symbol: The trident (and the horse).

Typical Worshippers: Sailors, nereids, some
nobles, water elementalists.

Zeus

Zeus is the supreme ruler of the Olympian gods
king of gods and god of kings. He is a powerful god
of sovereignty, mastery, government and victory in
warfare. He is also associated with storms, rain,
tempests and with thunder and lightning.

Zeus watches over the affairs of the mortal world
and is the supreme judge of divine quarrels. His
realm is the Heavens: Earth belongs to his brother
Poseidon and the Underworld is ruled by his other
brother Hades.

Symbol: The eagle and the thunderbolt.

Typical Worshippers: Nobles, leaders, soldiers,
some nymphs, air elementalists.

Never underestimate the power of divine decorum
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Other Deities

Asclepius

The son of Apollo, the god of medicine and doctors.
Asclepius was once in trouble with Hades because
he was preventing the new intake of the dead from
arriving in the Underworld as they should have.

Symbol: Caduceus, the winged staff with a snake
coiled around it, snakes.

Worshippers: Physicians.

Dionysus

A god of wine, pleasure and revelry often invoked at
bars, banquets and orgies. Associated with wine
cultivation, he represents both the pleasures of wine
and its darker side of mad passions and abuse. His
favorite method of punishing wrong-doers is through
madness. His cult throws amazing orgies at which
respectable women dance wildly in the countryside
to the sound of raucous music.

Symbol: The thyrsus, a sacred pine-cone staff.

Worshippers: Actors, playwrights, entertainers,
vintners, drunkards, mad poets.

Hades

The grim and dark god of the Underworld who rules
with his wife Persephone. Hades is an incarnation of
Death and has no temples and no organized cult.

Symbol: Cypress tree, narcissus

Worshippers: Witches

Minor Deities

The Muses: Nine daughters of Zeus, goddesses of
music, the arts, science, dance, theatre and history.
Apollo leads the Muses.

The Greater Furies: Female demons serving the
gods. Daughters of Gaea, these monstrous hags
with canine faces and black wings hunt down
offenders and drive them mad with terror. The three
Furies are not vindictive, but impartial.

Morpheus & Hypnos: Two ancient gods of sleep,
often mistaken for one another. Hypnos rules sleep
in general, and Morpheus is the god of dreams.

A World of Adventure

Mazes & Minotaurs adventures can be set in mythic
Greece or in imaginary worlds with an ancient
mediterranean flavor. The following section details
such a setting: the world of Mythika.

Mythika is an imaginary world reminiscent of ancient
mediterranean Europe. It is centered around a
Middle Sea bordered by a civilized country called
the Land of the Three Cities, itself reminiscent of
mythic Greece. Mythika is a place of wonders and
perils, heroes and monsters, quests and odysseys.

The following pages present a brief overview of the
world of Mythika, divided into the following sections:

Geography (including a map of the world)
Languages (including nonhuman ones)
Cosmogony (how Mythika came to exist)
Mythic History (the three ages of the world)

Recent History (major events in the last century)

Maze Masters should note that various regions and
locations of Mythika have been covered in some
detail in the many adventure modules published by
Legendary Games Studio for M&M over the years,
as well as in the pages of Griffin magazine.

The Spirit of Mythika

Although it shares many similarities with (and was
inspired by) the world of Greek mythology, Mythika
is not ancient Greece or even mythic Greece, for
that matter. It is an imaginary world, which owes at
least as much to adventure movies or modern
fantasy novels as it owes to classic mythology or
Homer s epic poems.

Erudite readers will probably find many major
discrepancies between real Greek mythology and
the imaginary mythology of Mythika but such
discrepancies have been a full part of the M&MV
spirit since the birth of the game!

The main goal of this game is to offer fun and
adventure to players, not to imprison them in a
web of scholarly references. Simply put, Greek
mythology is a source of inspiration for the game
but is not its focus nor its theme.

In keeping with this spirit, Maze Masters should
feel free to use their own knowledge of classic
myths and ancient history as a source of
inspiration, not as a source of restrictions. Maze
Masters and players should simply forget about
mythic orthodoxy or historical accuracy: despite its
pseudo-Hellenistic trappings, Mythika is a fantasy
world, with all the tropes of the genre. It is no more
(or no less) connected to ancient Greece than R.E.
Howard s Hyborian Age was connected to ancient
Europe and like Conans world, Mythika exists
only for two purposes: adventure and imagination.
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Geography

The Land of the Three Cities

As its name implies, this rich and civilized coastal
country is divided into three independent (and rival)
city-states: Thena, Heraklia and Argos.

Each of these city-states is a major political power
with its own culture, economy and armed forces. In
the past, the strong rivalry of the Three Cities has
caused several wars but they have been in peace
for more than 100 years now, thanks to the efforts of
the Thenan monarchs (see History).

With the exception of Barbarians, Centaurs and
Amazons, most Mazes & Minotaurs adventurers will
come from the Land of the Three Cities.

The Middle Sea

This inner sea has three major islands: Seriphos,
near the coasts of the Land of the Three Cities and
home to Minea, the fourth major city-state of the
area, Proteus, an ancient island often identified as
the lost cradle of Middle Sea civilization, now a land
of monster-haunted ruins (and, some say, forgotten
treasures and wonders) and the eastern isle of
Tritonis, last remnant of the once mighty sea-
empire of the same name, home to the decadent
and dangerous Sea Princes of Acharnia.

The Wild North

North of the Land of the Three Cities, past the
monster-infested Helicon Mountains, lies the
frozen land of Hyperborea, home to fierce tribes of
fur-clad, sun-worshipping Barbarians.

To the west of Hyperborea lies the land of Sybaris,
a former coastal colony of the lost empire of
Atlantis, now an enclaved kingdom ruled by half-
human Sorcerers, full of ancient wonders and perils.

To the east of Hyperborea, past the Frozen Sea,
lies the half-legendary queendom of Amazonia,
homeland of the famous undaunted warrior-women,
with its surprisingly temperate climate.

The Unknown West

The western Umbrian Sea is bordered by the
ancient warlike kingdom of Umbria, which controls
the access to the Great Ocean.

Its tempestuous and perilous waters are inhabited
by numerous sea-serpents, sea-horrors and other
sea-monsters that none but the boldest adventurers
dare defy for somewhere in the Great Ocean lies
the fabled island of Atlantis, once the mightiest
sea-empire of the world, home to a pre-human race
of savants and sorcerers, now only remembered in
half-forgotten legends Who knows what wonders
and dangers await in these uncharted waters?

The Perilous East

The east of Mythika is divided by the great
Thanatari Mountains, home to many strange and
dangerous beasts, such as Griffins and Manticores,
and to tribes of cannibal wildmen and troglodytes.

North of the mountains lie the land of Sicania, home
to the Centaurs, and the mysterious valley of
Arcadia, described by ancient tales as an idyllic
place or as the true entrance to Underworld.
Many bold adventurers left their lands to discover
the true secret of Arcadia but none of them has
ever returned to tell the tale yet.

South of the Thanatari Mountains lies the fabled
Land of the Sun, with its burning sands, desert
ruins and golden cities

The Mysterious South

The southern shore of the Middle Sea is dominated
by the nation of Midia and its capital Solus, a
centre of trade with a cosmopolitan population of
merchants, sailors and thieves.

West of Midia lies the savage land of Charybdis
with its lush jungles, strange beasts and tribes of
ebony-skinned warriors.

South of Midia lies the mighty Desert Kingdom,
with its great stone pyramids (also full of fabled
treasure), mystical dynasties of divine-blooded kings
and beast-headed gods

Rumors also speak of a dark Stygian Empire
somewhere in the far south, ruled by Necromancers
and their legions of animated skeletons.
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Languages of Mythika

The following section lists all the major languages of
Mythika, including the main nonhuman tongues.

Languages labelled (n) do not have a written form.

Languages labelled (w) have a written form and use
the same alphabet as Minean, which means that
characters who know how to speak one of these
languages will also know how to read and write it if
they already have Minean literacy.

Languages labelled (d) use a different alphabet:
learning to read and write such languages counts as
an extra language (in addition to its spoken form).
Thus, learning to speak, read and write Atlantean or
High Khemi will count as two languages.

Human Languages

Borean: The language of Hyperborean barbarians
and Amazons (n).

Charybdian: The language of the savage tribesmen
of the Charybdis jungles (n).

High Khemi: The aristocratic language of the
Desert Kingdom s nobility and priesthood (d).

Low Khemi: The native language of the Desert
Kingdom s commoners (n).

Midian: The tongue of the Land of the South (w).
Minean: The common tongue of the Land of the
Three Cities and the island of Seriphos, used by all

the civilized nations surrounding the Middle Sea.

Tritonian: The language of the once mighty empire
of Tritonis (d).

Umbrian: The native language of the ancient
kingdom of Umbria. (w)

Stygian: The ancient language of the Stygian

Empire as well as the native tongue of the
Underworld (d).

Nonhuman Languages

Aerian: The native language of Icarians, Hawkmen
and other aerial Folks (n).

Atlantean: The ancient language of Atlantis (d).

Gaian: The native language of Nymphs, Centaurs
and other Folks tied to life and nature (n).

Merian: The common tongue of Mermaids, Tritons
and other speaking sea Folks (n).

Subterranian: The native language of Derros,
Obsidians and other underground Folks (d).

An Elementalist and a Priestess conversing in Minean

Characters & Languages

Starting Languages

For simplicity s sake, all player-characters (yes,
even Barbarians and Centaurs) are assumed to
be perfectly fluent in Minean.

All player-characters are also assumed to be
literate with the exception of Barbarians,
Amazons, Nymphs and Centaurs, who are
illiterate but who speak a native language in
addition to Minean: Borean (for Barbarians and
Amazons) or Gaian (for Centaurs and Nymphs
except Nereids, who speak Merian).

Nobles and all magicians automatically know
two extra languages at character creation.

Learning New Languages

Characters who wish to learn new languages
during play can become familiar with the basics
of any one spoken language in 1D6+4 weeks of
study or practice. This time is reduced by a
character s Wits bonus (if any) or increased for
characters with negative Wits mods.

Becoming fluent takes 1D6+4 months, modified
as above by the character s Wits modifier.

Learning to speak like a native with no trace of
foreign accent actually takes 1D6+4 vyears,
again modified by the character s Wits mod.

A new roll should be made for each new
language and each new degree of fluency.

Reading & Writing

Learning to read and write a language takes
1D6+4 years, modified by the character s Wits
mod as for learning a new language (see
above), while having to learn a new alphabet
takes an equivalent number of weeks.
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Mighty Zeus, Cyclopes, Giants and various Monstrosities in a spectacular battle scene from the War of the Titans

Cosmogony

The Birth of the World

In the begining there was only Chaos. Then came
Gaia, the Earth, and Ouranos, the Sky. Their union
produced twelve mighty children, the Titans, as well
as some misshapen ones, marked with the taint of
primal Chaos, among which were the first Cyclopes.

Those grotesque monsters offended Ouranos sight,
so he decided to drive them below the surface of the
earth, into the deepest recesses of Gaias womb.
This caused Gaias wrath and the irremediable
sundering of the two entities: from this moment of
anger, earth and sky were forever separated.

Gaia began to plot against Ouranos, trying to sow
the seeds of rebellion among her children but
even the mightiest Titans were afraid of Ouranos.
Only the youngest one, Kronos, decided to act
against his father. Using a magical golden sickle
given to him by Gaia, Kronos attacked Ouranos,
castrating him and wounding him mortally. Ouranos
blood fell to the earth, where it spawned another
generation of fantastic beings, including the first
Giants, the first Nymphs and the Greater Furies.

The Reign of Kronos

After the death of Ouranos, Kronos became the
supreme ruler of the universe upon which he
imposed his Law which is called Time.

Kronos then imprisoned the Cyclopes and other
chaotic beings in the dark subterranean realm of
Tartarus. He then married his own sister Rhea but
ate his own children as soon as they were born,
fearing that they would one day try to destroy him,
just like he had overthrown and slain his own father.

11

Just before giving birth to her sixth child, Rhea went
into hiding and entrusted her newborn baby to the
Nymphs. She then returned to her husband-brother
Kronos and tricked him into eating a magical stone
simulacrum instead of her child

This child was Zeus. Fostered by the Nymphs, he
soon grew into a young, mighty and clever immortal.
His mother Rhea visited him in secret and together
they decided it was time to overthrow Kronos.

Together, they tricked the Devourer into drinking a
specially prepared magical brew, which made him
so sick he regurgitated the five children he had
already eaten. Being of a divine nature, they had
survived inside Kronos gigantic belly. Those five
gods were Poseidon, Hades, Demeter, Hera and
Hestia. As soon as they were free, they decided to
join their younger brother Zeus in his cosmic
struggle against their father Kronos the Devourer

The War of the Titans

Thus began the War of the Titans (also called the
Titanomachy). With the help of the other Titans,
Kronos set out to crush his rebellious children.

At first, the War seemed to turn clearly to the Titans
advantage but Zeus had a plan. He journeyed to
the caves of Tartarus where Kronos had imprisoned
the Cyclopes and other Chaos spawn and freed
them in exchange for their help in the War.

Assisted by his new allies and armed with the power
of lightning, Zeus returned to battle and quickly
vanquished the Titans. After his victory, Zeus exiled
most of the defeated Titans in Tartarus or in the
darkest recesses of the cosmic void.

Thus began the reign of Zeus, as well as the First
Age of History, also known as the Age of Myth
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During the Age of Myth, the Olympian Gods
often interacted directly with mortals

Mythic History

Since the defeat of the Titans at the hands of Zeus
and his allies, the world of Mythika has known three
great ages: the Age of Myth, the Age of Magic and
the Age of Heroes, also known respectively as the
First, Second and Third Ages.

The following section presents a general overview
of the three Ages of Mythiika and a more detailed
presentation of the most important events (so far) of
the Age of Heroes, Mythika’s current era.

The Age of Myth

The First Age of the world was a time of great
marvels and wonders. Also known as the Divine
Age, it (probably) lasted several millennia and was
dominated by the consolidation of the Olympian
deities’ position of supremacy.

The Age of Myth saw the birth of many second
generation Olympians (like Apollo, Hermes, Athena
and Artemis) and of other semi-divine entities, such
as Poseidon’s various monstrous offspring.

A few other immortals of a more obscure origin
(such as Dionysus and the mysterious gods of
Sleep and Dream) also became gods in their own
right (and the sovereigns of their own realms).

It was during the Age of Myth that many famous
events involving the quarrels and intrigues of the
Olympians took place.

The ruling gods also had to deal with various
attempts to challenge or even overthrow their divine
authority, like the time when a group of rebellious
Giants nearly managed to bring down Mount
Olympus (before being reduced to gigantic ashes by
Zeus’ wrathful lightning bolts).

The most serious challenge to Olympian rulership
came from Prometheos, an idealist immortal of
Titanic lineage who had sided with Zeus during the
War of the Titans...

For some obscure reason (which is still debated by
philosophers and mystics), Prometheos stole the
Secret of Magic from the gods and gave it to Man.
This naturally caused the anger of Zeus and the
other Gods, who promptly punished Prometheos for
his foolish arrogance by chaining him atop a
mountain cliff to have his ever-regenerating liver
eaten by birds for eternity...

But even the mighty Olympians could not reverse
Time and undo what Prometheos had done: the
Secret of Magic was now accessible to mortals and
the Age of Myth was over.

The Age of Magic

Before the transgression of Prometheos, the only
humans who could wield magic were Priests (who
draw their powers directly from the deity they serve)
and a few other recipients of divine inspiration, such
as Oracles and Lyrists. By revealing the Secret of
Magic to mortals, Prometheos created the first
Sorcerers and Elementalists — humans who could
work magic by the force of their own will.

These first Sorcerers and Elementalists, who were
at least as powerful as today’s mightiest magicians,
called themselves the Autarchs. They quickly
became the supreme rulers of the mortal world,
creating their own kingdoms which they ruled as
half-immortal tyrants.

During three centuries, these Autarchs ruled most of
the lands bordering the Middle Sea, subjugating
other nations by the might of their armies and the
power of their magic. The only human folks who
remained unconquered by the Autarchs were the
dauntless Amazons and the fearless Hyperborean
Barbarians. Among the nonhuman races, Centaurs
also fought fiercely against the Autarchs’ hegemony.

So great was the arrogance of the Autarchs that
they eventually decided it was time for them to
conquer the greatest power of the universe:
Olympus itself. In a moment of aberrant hubris, the
Autarchs declared war on the Gods themselves.

This decision was the doom of the Autarchs. Having
decided that the joke had lasted long enough, Zeus
and the other Olympians destroyed the power of the
Autarchs, casting down their mighty towers of
sorcery by earthquakes, storms, floods and other
manifestations of their divine fury.

What the Autarchs had taken three centuries to
build, the Gods destroyed in only three days — three
days which are now known as the Days of Wrath.
The reign of the Autarchs was now over — and so
was the Age of Magic.
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