


















































  

 
 

 

 
 
 

 

 
  

 



 

 
 
 

 

 

 
 
 
 

 
 

 
 

 

 

 
 

 
 

 





Action Cost

Move Forward 1 MF

Lane Change, Outside 1 MF

Lane Change, Inside 2 MF

Brake 1 END (waste 1 MF)

Sideslip (must be involuntary) 3 MF

Voluntary Strain 1 END per 1D6 MF gained

Corner Straining a) 1 END per Speed over limit
b) roll 3D6 - CDM on Corner Strain Table

Evade (braking) 2 END (move back one space)

Evade (lane change inside) 2 MF (from next move's max speed, check Straining)

Evade (lane change outside) 1 MF (from next move's max speed, check Straining)

Run Driver Hits / 2 (rounded up) MF

Roll Dice

Attempt to
Evade

2D6 + Defender's CDM >= 2D6 + Attacker's CDM

Lash Attack
Team

a) 2D6 + Attacker's CDM > 2D6 + Defender's CDM
b) -difference to END, +difference to MF* (defender loses at least 1 END)

Lash Attack
Driver

a) (2D6 + Attacker's CDM) - (2D6 + Defender's CDM)
b) 2D6 on Lash Table

Ram Attack
Team

2D6 + Attacker's Car on Horse Injury Table

Ram Attack
Car

a) 3D6 + Attacker's CDM - Defender's CDM on Damage to Cars Table
b) 2D6 + Opponent's Car on Wheel Damage Table
c) Check for Flip due to Wheel Damage 

Wheel Damage
(MF over 14 or
Corner Strain)

If 2D6 = Wheel Damage then +1 to damage
If 2D6 < Wheel Damage then Flip

Running
Over Wrecks

a) 1D6 = optional END cost.  
b) Roll 3D6 – CDM + 1 per END not spent on Running Over Wrecks Chart

Cut Dead
Horse Free

a) Lose 1/4 (...1/3 ,1/2) END
b) Speed + CDM - 1D6/Live Horse = available MF

Cut Driver
Free

2D6 – CDM <= Driver Hits

Trample
Dragged Driver

a) 3D6 + Attacker's CDM on Damage to Cars Table
b) 2D6 on Wheel Damage x 2 only for Driver

Trample
Running Driver

Driver killed. Chariot loses 1D6 MF for that turn



Initial Details

S Forced Sideslip (-3 to Ram
Attack, no MF cost). Check
Corner Strain

SS Forced double Sideslip (-6 to
Ram, no MF cost). Check Corner
Strain

J Jostled, CDM – 3 (+1 per turn).
No straining allowed

LH
RH

2D6 on Horse Injury Table

F Flip

M -1D6 Max Speed

G Whip Grabbed

B Free forced Brake or Wound

W -1 Driver Hits, -1D6 Max Speed.
½ Driver Hits = -1CDM. 1/3
Driver Hits = -2CDM. Roll on
Critical Wounds.

Turn Order

I) Write Orders
II) Chariot Movement Phase

a) Draw Coloured Chit
b) Declare Voluntary Straining
c) Check for Wheel Damage if MF > 14
d) Move and declare Attacks
e) Check for Dragged Driver Damage
f)  Next Chariot

III) Running Driver Movement Phase

Attack

Lane Changes

Sideslip



CHARIOT RACE LOG
PERFORMACE CHART

CATEGORIES Driver Car Team Speeed Endurance

SPECIFICATIONS 0 +1 +2 Light Normal Heavy Slow Normal Fast Low Normal High

PREP POINTS 0 1 2 0 1 2 0 1 2 0 1 2

Faction Driver's Name

(Enter latest current driver modifier)

Driver Modifier CDM
(mark off from right to left)

Driver Hits 1 2 3 4 5 6 7 8 9 10 Whip Lost
(no lash attacks or

voluntary straining)

Car 0
-3 to opponent's damage
Light Wheel Damage If damage is > dice roll chariot flips.

If damage = dice roll, increase damage by one.

(mark off from right to left)

1 Normal Left Wheel 1 2 3 4 5 6 7 8 9 10

2
+3 to opponent's damage
Heavy Right Wheel 1 2 3 4 5 6 7 8 9 10

Total
Horse/ Speed /Damage Endurance (mark down from highest to lowest)

1 1 2 3 4 5 6 7 8 9 10 74 73 72 71 70 69 68 67 66 65 64 63 62
2 1 2 3 4 5 6 7 8 9 10 61 60 59 58 57 56 55 54 53 52 51 50 49
3 1 2 3 4 5 6 7 8 9 10 48 47 46 45 44 43 42 41 40 39 38 37 36
4 1 2 3 4 5 6 7 8 9 10 35 34 33 32 31 30 29 28 27 26 25 24 23

(new reduced team speed) 22 21 20 19 18 17 16 15 14 13 12 11 10

Team Speed 9 8 7 6 5 4 3 2 1 0 -1 -2 -3
(deduct from Team Speed:8.43)

TURN SPEED

Turn Speed Turn Speed Turn Speed Turn Speed Turn Speed Turn Speed

1 7 13 19 25 31

2 8 14 20 26 32

3 9 15 21 27 33

4 10 16 22 28 34

5 11 17 23 29 35

6 12 18 24 30 36
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A. INTRODUCTION
 

1. ABOUT THESE RULES
This is version 1.0 of the Epic Campaign rules.

1.1 INTRODUCTION TO THE EPIC 
CAMPAIGN
These are Epic Campaign rules for use with the classic Avalon 
Hill games Circus Maximus and Gladiator. The rules are based 
on the Avalon Hill rules for those games, errata from The 
General magazine and the Colosseum Campaign rules from 
The General magazine volume 19, issue 4. Additional ideas 
have been generated through community discussions on 
BoardGameGeek.

The rules are divided into three main rulebooks. Rulebook I: 
THE CAMPAIGN (this rulebook) has rules for running the 
campaign, rulebook II: THE RACE details the rules for 
running Circus Maximus races, while rulebook III: THE 
ARENA has rules for gladiatorial combat.

These rules assume the games are played using models to 
represent the chariots and gladiators, large mapboards to 
accommodate the models and a number of play aids 
specifically made to facilitate the games.

The rules have also been completely reorganised. The rules 
numbering has been updated and changed and will not 
correspond to the original numbering. The original partition of 
the rules into Basic, Advanced and Campaign rules has been 
abandoned. In this version of the game all Advanced rules (and 
some additional rules from The General) are in play and the 
game is assumed to be played as part of an Epic Campaign.

These rules were written by Mattias Elfström in 2015-2016. 
Playtesting was done by Anders Andersson, Thomas Averdal, 
Jeanette Utell Elfström, Claes Hohner, Torbjörn Johannesson, 
Ulla-Carin Johannesson, Rasmus Karlsson, Tuomas Loippo, 
Robert Simark, Karin Stegmark and Martin Stegmark.

The original copyright for these rules belongs to Avalon Hill 
and this document is not intended as a challenge to that 
copyright.

1.1.1 RULES CHANGES: Rules changed from the originals 
and specific to this campaign game have been noted in the 
footnotes. The main changes are to how the campaign is run, 
how chariots are generated and to how lash attacks against 
drivers are carried out. Other than that only in a few 
instances and in minor ways do these rules deviate from the 
originals. In some cases small changes have been made to 
rules for clarification or to correct obvious errors.

1.2 INTRODUCTION TO THE COLOSSEUM 
CAMPAIGN1

In the vast Colosseum - greater than Yankee Stadium - the 
death struggles of the gladiators, the speed and skill of the 
charioteers, whetted the people's appetite for thrills and 
vicarious excitement. The Empire was dying, and the Roman 

Games were the emotional outlet for the 
discontented mob. And, for the great 
families of the fabulous city, the games 
were their stepping stone to ever greater 
wealth and even to political power. But 
it was a dangerous game, the pursuit of 
the laurel, for more than one great name 
in Roman history squandered its 
resources and was left destitute. This is 
the role you will take - that of a great 

and powerful family in ancient Rome, controlling the destiny 
of your gladiators and teams with a grip unknown then, 
striving to become the wealthiest in the richest city in the 
known world. 

1.3 INTRODUCTION TO THE ORIGINAL 
CIRCUS MAXIMUS GAME2

CIRCUS MAXIMUS is a tactical 
simulation of chariot racing in ancient 
Rome. The game is played by two to 
eight players, each controlling one or 
more chariot teams. The game provides 
all the information needed to recreate 
this historic sport easily and accurately 
in an exciting format.

Each chariot is represented by a pair of 
counters which are moved as a single 

unit across the mapboard’s square grid according to the 
individual movement abilities of each vehicle.

Orders for movement are written for each chariot on a racing 
information sheet hereafter referred to as a Log. The chariots 
are then moved one at a time per these written orders, and any 
attacks against rival chariots are made. Very careful planning, 
maneuvering, and an element of luck are needed to finish 
first… or to finish at all.

To those reading these rules who are new to the hobby of 
simulation gaming, or “wargaming” as it is more commonly 
known, a word of explanation is in order. CIRCUS MAXIMUS 
is a game that simulates reality in a game format. It represents 
the results of long research to accumulate facts and data to 
duplicate conditions as they were at the time of the actual 
event. Simulations come in many different forms. A scene 
being staged and shot for a movie is a “visual” simulation of 
reality. A scene described in a book can be regarded as a 
“written” simulation. Similarly, the mapboard, counters, and 
rules contained in this box constitute a “gaming” simulation of 
the “real thing”. Absolute realism in any type of simulation is, 
of course, impossible, but within the framework of this game, 
the major factors and problems confronting the participants in 
ancient races are duplicated. Through the use of this game, 
players can gain increased appreciation of “how it really was” 
and what influenced the actual participants in their actions. 
However, unlike written or visual simulation, the game player 
does not merely take a passive role in reading or watching the 

 This text is quoted directly from the campaign rules in The General volume 19, issue 4 and does not refer to the specific features of 1

the Epic Campaign.

 This text is quoted directly from the original Circus Maximus game and does not refer to the specific features of the Epic Campaign.2
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simulation, but becomes an active participant in it and enjoys 
the vicarious adventure without any of the consequent dangers 
or discomfort.

1.4 INTRODUCTION TO THE ORIGINAL 
GLADIATOR GAME3

GLADIATOR is a simulation in a game 
format of man-to-man combat in the 
arenas of ancient Rome. The game is 
played by two or more players, each 
controlling one gladiator, thus providing 
the opportunity for individual matched 
pairs as well as team combat depending 
on the number of players present. The 
game provides all information necessary 
to recreate this ”sport” of the ancient 
world accurately with all of its vicarious 

thrills.

Each gladiator counter represents a single man which is moved 
across the mapboard’s hexagonal grid according to the 
individual movement characteristics of each different type of 
gladiator. Each hexagon represents fighting space within the 
arena approximately one yard wide and each turn represents 
approximately forty seconds.

Although not a complex game once mastered, any of the 
concepts in GLADIATOR require practice and experience 
gained only through repeated play before the participants will 
fell comfortable with the game system. Therefore, the first 
game or two should be treated as a learning experience, a sort 
of gladiatorial training school if you will, and restricted to 
simple combats of matched pairs. Later, after you’ve gained 
experience with the system you can go on to the classic 
confrontation of the Retarius vs the short sword or team 
competitions, and the additional realism and complexity they 
entail.

Orders for movement are written for each gladiator on a 
combat record sheet. The gladiators are then moved 
simultaneously as per these written orders. Careful planning, 
maneuvering, and an element of luck are needed to defeat your 
opponent and win the game. The players assume the roles of 
the opposing gladiators; you are in the arena and it is your 
decisions and your actions that will determine the result, with 
your ”gaming life” hanging in the balance. Let the games 
begin!

2. COMPONENTS
Below are listed the components needed to keep track of the 
Epic Campaign. Components specific to Circus Maximus races 
are listed in part II of the rules and components specific to 
Gladiator engagements are listed in part III of the rules.4

2.1 RULES MANUAL
This rules manual contains all the information necessary to 
play the Epic Campaign game.

Important game concepts have been defined below and when 
they are used throughout this rulebook they have been 
italicised (except when they appear in headings and on charts).

2.2 PLAY AIDS AND CHARTS
In order to play the Epic Campaign you should have all of the 
following charts and documents:

Epic Campaign Log, version 6
Epic Circus Maximus Chariot Log, version 1
Epic Gladiator Log, version 1

2.3 CAMPAIGN LOG
The Campaign Log is used to keep track of the resources of 
each player. One line should be used for each race or fight.

2.4 CHARIOT LOG
The Chariot Log lists the components of a Chariot. It is filled 
out as each Chariot is created. It is updated as the Chariot 
gains experience. A Pushpin Chariot Log is used during a race 
to keep track of the changing status of the Chariot.

�
2.5 GLADIATOR LOG
The Gladiator Log lists the characteristics of a gladiator. It is 
filled out as each gladiator is created. It is updated as the 
gladiator gains experience. A Gladiator Fight Log is used 
during a match to keep track of the changing status of the 
gladiator.

 This text is quoted directly from the original Gladiator game and does not refer to the specific features of the Epic Campaign.3

 The rules for gladiator battles were originally in the Gladiator game, the rules for races in the Circus Maximus game and the 4

campaign rules were both in the two games and in The General magazine.
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2.6 OTHER COMPONENTS
A good number of six sided dice in different colours is useful.

3. DEFINITIONS 
3.1 DEFINITIONS
The following words and expressions are defined below and 
used throughout these rules. The definitions are valid for all 
three rule books and are not repeated in parts II and III. They 
are italicised when they appear in the rules text.

3.2 GENERAL DEFINITIONS
The following definitions apply throughout all three rulebooks.

Champion: A Champion is a Driver who has won ten races or 
a Gladiator who has won ten matches.

Die Roll Modifier (DRM): A Die Roll Modifier is a modifier 
used to adjust a die roll. It can be positive or negative. If the 
rules don't specify anything else a modifier can change the die 
roll to a number beyond what would be possible to roll using 
only the indicated dice.

3.3 CIRCUS MAXIMUS DEFINITIONS
The following definitions apply to the rules for races.

Chariot: A Chariot consists of a Team of horses, a Car and a 
Driver. A Runaway Team is usually treated as a Chariot unless 
specifically noted. The Chariots are represented in the game by 
1:72 scale models.

Current Driver Modifier (CDM): The Current Driver 
Modifier is a number reflecting the current skill and ability of 
the driver. It can never be higher than the Driver Modifier, but 
can be lowered by different causes. The following causes will 
adjust the CDM negatively:

• Jostled driver

• Driver wounds will lower both the DM and CDM by the 
same amount

• Zero Endurance will lower both the DM and CDM by one

Driver Modifier (DM): The Driver Modifier is a number 
reflecting the skill and ability of the driver. It is sometimes 
referred to as the ”permanent” Driver Modifier. The CDM is 
always the same or lower than the DM. Any lowering of the 
DM will cause a corresponding lowering of the CDM. The 
following causes will adjust the DM negatively:

• Driver wounds
• Zero Endurance

Endurance Factor: The Endurance or Endurance Factor is a 
number representing the Endurance of a Team of horses. The 
Endurance may be lowered by various causes:

• Using a medium or heavy car will temporarily reduce 
Endurance for the current race

• Voluntary Straining will reduce Endurance by one to six 
factors for the current race

• Lash attacks against the horses may reduce Endurance by 
one to six factors for the current race

• Braking will reduce Endurance one or more factors for the 
current race

• Braking to avoid attack will reduce Endurance by two 
factors for the current race

• Running over an Obstacle may reduce Endurance by one to 
six factors for the current race

• Straining in a Corner will reduce Endurance one or more 
factors for the current race

• Dead horses will reduce Endurance for the current race
• Adding a new horse or driver to a Team between races will 

permanently reduce the Team’s Endurance

Individual Driver: An Individual Driver is a Driver who has 
left his Chariot and cut himself free from his Team for any 
reason. He is represented by an Individual Driver model on the 
track.

Movement Factors (MFs): The Total Speed of a Chariot 
represents the number of Movement Factors it must use during 
its movement phase. Various movement actions consume MFs. 
In some cases MFs may have been consumed earlier and these 
are noted as Used Move.

Obstacle: An Obstacle is a stationary object on the track. A 
Chariot trying to go over such an Obstacle is subject to a 
specific procedure for running over the Obstacle. Wrecks, 
horse carcasses and Stationary Runaway Teams are considered 
Obstacles. A Stationary Chariot is a double Obstacle.

Runaway Team: A Runaway Team is a Team who has lost its 
Driver. This is usually the result of a flip, but may have other 
causes. A Runaway Team may or may not be pulling a car. For 
most purposes a Runaway Team follows the rules for Chariots, 
unless otherwise noted.

Speed: Speed is an important concept that is used to move the 
Chariots on track. It can be further divided into the following 
sub types:

Added Speed: Added Speed is Speed added from Voluntary 
Straining and lash attacks against the horses.

Maximum Speed: The Maximum Speed is the sum of the 
Team Speed and the CDM. The Maximum Speed is the 
highest number that a player can write for his coming 
movement phase Turn Speed.

�4



Safe Cornering Speed: Maximum Safe Cornering Speeds 
for each corner lane are printed on the mapboard in the first 
and last corner space of each lane.  The Safe Cornering 
Speed for a corner lane represents highest Total Speed 
allowed in that lane without suffering a penalty.

Speed (of a horse): The Speed of every horse is rated on a 
scale of 1 to 10. The Speeds of the horses in a Team are 
combined to determine Team Speed. The Speed of a horse is 
also its damage rating and it will be reduced if the horse 
suffers injury.

Team Speed: The Team Speed is the sum of the Speed of the 
horses in the Team. The Team Speed can be modified by 
several causes:

• The weather may cause the Team Speed to be reduced by 
one or two points while the adverse weather persists

• A drugged horse may be temporarily injured 
• Hobbled horses may be injured
• A horse injury causes a reduction in Team Speed by the 

same amount for the rest of the race
• If the Team’s Endurance reaches zero, the Team Speed will 

drop by one point at the start of every turn
• A lash attack against the driver may cause a loss of one to 

six in Team Speed for one turn
• An involuntary ram attack may cause a loss of one in Team 

Speed for one turn
• A driver blinded in a dust attack will cause the Team Speed 

to be temporarily halved

Turn Speed: The Turn Speed is the Speed written by the 
player for the coming turn.

Total Speed: The Total Speed is the Turn Speed plus Added 
Speed minus Speed lost for Starting from Zero or lost for 
cutting a dead horse free. The Total Speed is the number of 
MFs a Chariot has to use during its Movement Phase. Total 
Speed is also used to calculate if a Chariot is Straining in a 
Corner.

Example: A Chariot has a written Turn Speed of 12. It has used 
Voluntary Straining to add 5 Speed. Last turn it made an evade to 
the inside which added 2 to Used Move. The Total Speed is 17 
(12+5), but it only has 15 MFs to use during the current movement 
phase (17-2). If it enters a corner lane with a Safe Cornering Speed 
of 15 it will have 2 strain points (17-15).

Square: The oval track on the mapboard is divided into spaces 
called ”Squares”. The Squares are used to determine 
movement and position of the Chariots and other models. The 
curved spaces in the corners are also referred to as Squares.

Starting from Zero: A Chariot is Starting from Zero in its first 
movement phase of the race and in any movement phase 
thereafter if its Total Speed was zero the turn before.

Stationary: A Chariot or Runaway Team is Stationary if it 
cannot move due to having a dead horse or zero Team Speed. 
Stationary Chariots and Teams are treated as Obstacles.

Straining: There are two different forms of Straining; ” 
Voluntary Straining” and ”Straining in a Corner”. They are 
unrelated and have different game effects.

Straining in a Corner:A Chariot that exceeds the 
maximum Safe Cornering Speed in a corner lane is Straining 
in a Corner. Straining in a Corner will cost Endurance and 
may cause other adverse effects.

Voluntary Straining: A player may voluntarily whip his 
horses to gain extra Speed. This is called Voluntary Straining 
and can increase Speed by one to six factors.

Team: A Team is the group of four horses pulling the car of the 
Chariot. A Team is still considered a Team even if one or more 
of the horses are dead and cut free. Only Teams have 
Endurance.

Used Move: Used Move are Movement Factors already used 
before a Chariot starts its movement phase. Used Move is 
immediately deducted from available MFs, but does not reduce 
Total Speed. The following causes may add to Used Move:

• Evading an attack
• Running over Individual Drivers

3.4 GLADIATOR DEFINITIONS
The following definitions apply to the rules for gladiators.

These definitions will be added in an upcoming version of 
these rules.
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B. SET UP

4. CAMPAIGN SET UP
4.1 GOAL OF THE GAME
This Epic Circus Maximus and Gladiator game is played as a 
campaign where each player represents an owner of racing 
chariots and gladiators or a wealthy better. The goal is to be the 
richest player after a season of races and gladiator galas. The 
complete campaign will stretch over several gaming sessions.

The campaign ends under any of the following conditions: 

• A player has a minimum of 100,000 sesterces in cash. 
• Regardless of funds, enough players are eliminated to leave 

only two active. 
• By majority vote of all active players at any point. 

Regardless of the manner in which the campaign ends, the 
winner is the player with the most funds. Gladiators and their 
equipment or Chariot Teams and their equipment, are not 
considered funds. 

4.2 NUMBER OF PLAYERS
An Epic Campaign can accommodate any number of players. 
During races and galas there are limitations on player count 
depending on how many Chariot and gladiator models are 
available and on available playing time. This does not mean 
that extra players cannot participate as wealthy betters (4.5.2). 
In cases where players cannot agree on who is to get the 
available models, the player with more victories gets priority. 
If players are tied in victories, roll off to decide the issue.

4.3 MARKET RESOURCES
Before the campaign starts two lists of random resources that 
are available to be bought at the market auction (6.2 and 6.3) 
are generated. Randomly Generate twenty Chariots and twenty 
gladiators for the market auction (see 4.6 and 4.7).5

4.4 SESTERCES
The basic unit of currency in the Roman world was the 
“sesterce”. Sesterces will hereafter be referred to simply as “s”. 
All players should keep a ledger of their current “fortune”, 
what money they have spent, and what money they have 
received. Each player is responsible for keeping his own ledger 
on his Campaign Log, and must be prepared to prove the 
“balancing of his books”. 

4.5 PLAYER RESOURCES6

Each player is allowed 20,000 sesterces in money to start the 
Epic Campaign game. Other resources will have to be bought 
at auction or from the market before each gala or race. The 
amount of money owned by each player is always noted on the 
Campaign Log. 

4.5.1 RESOURCE LIMIT: A player may own any number of 
Chariots, Chariot components and/or gladiators.

4.5.2 WEALTHY BETTERS: In those rare instances when 
there are more players than can be accommodated in each 
gala or race, the extra players may assume the role of 
Wealthy Betters. They are free to bet on any faction without 
limits imposed due to faction connections. Independent 
betters may still take part in skullduggery, or lend funds to a 
participating faction for any use. Betters win the campaign 
game by amassing a larger fortune than any other player. 
Some players may participate in some races and galas, while 
acting as betters in others.

4.5.3 LATE ENTERING PLAYERS: Players entering the 
Epic Campaign late (after one or more races or galas have 
already been conducted) are given a number of sesterces 
equal to what the poorest player in the campaign has, one 
random Chariot (4.6) and one random gladiator (4.7). They 
may then take part in the remaining galas and races.7

4.5.4 Since an Epic Campaign will by necessity stretch over 
several gaming sessions there will always be players not 
participating in every race or gala. This is unavoidable and 
acceptable. Where possible, non-participating players should 
be allowed to enter bets, much like Wealthy Betters above.

4.6 RANDOM CHARIOTS
A Chariot consists of a Team of four horses, a car and a driver. 
Before the campaign starts, twenty random Chariots are 
generated. These will be auctioned off before each race. After 
each auction generate new random Chariots to replace those 
sold so that there are always at least ten Chariots available on 
the market.

4.6.1 Generate each random Chariot available to buy on the 
market by rolling two dice on the Random Team Chart  to 8

generate the Team followed by one die to generate their 
Endurance, one die on the Random Car Chart , one die on 9

the Random Driver Chart  and one die plus the DM on the 10

Driver Hits Chart.

 At the start of the campaign twenty Chariots and twenty gladiators are needed in order for all players of a large campaign to be 5

able to participate.

 The starting resources in the Epic Campaign differ from what was given in the various original sources.6

 A late entering player will be at a disadvantage, but since campaigns tend to be drawn out affairs there may be opportunities to 7

gain a better position.

 The Random Team Chart was invented for this version of the game. It solves the problem of assigning Endurance to a new Team, 8

something that was completely missing from the Avalon Hill rules and made the campaign rules contradictory.

 The Random Car Chart was invented for this version of the game.9

 The Random Driver Chart was invented for this version of the game.10
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4.6.2 Assign every new driver a name (see 4.8).

4.6.3 Fill out a chariot log for each generated Chariot and 
give it a unique number in sequence.

Example: While generating the first Chariot for a new campaign 
two dice are rolled on the Random Team Chart resulting in a ”1” 
and a ”5”. This generates a Team with 5335 for Speed/damage. 
Another die is then rolled resulting in a ”3” and giving the Team an 
Endurance of 52. Rolling a ”6” on the Random Car Chart 
generates a Heavy Car. A roll of ”5” on the Random Driver Chart 
results in a DM of ”+1”. Using the +1 DM to modify the next die 
roll of ”2” gives the driver 6 hits. Using the Random Names Charts 
we then find out that this new driver is a Roman named Manius 
Pomponius. All of this is entered on a Chariot Log and this Chariot 
is given the sequential number ”1”.

4.7 RANDOM GLADIATORS
Before the campaign starts, twenty random gladiators are 
generated. These will be auctioned off before each gala. After 
each auction generate new random gladiators to replace those 
sold so that there are always ten gladiators available on the 
market. 

4.7.1 Generate each random gladiator available to buy on the 
market by rolling one die twice on the Physical 
Characteristics Chart.

4.7.2 Assign every new gladiator a name (see 4.8).

4.7.3 Fill out a gladiator log for each generated gladiator and 
give it a unique number in sequence.

Random Team Chart

Dice Roll Team 1 2 3 4 5 6
2 4334 59 62 65 68 71 74
3 5324 55 59 62 65 68 71
4 5325 52 55 59 62 65 68
5 4444 49 52 55 59 62 65
6 5335 46 49 52 55 59 62
7 6335 40 43 46 49 52 55
8 6435 33 36 40 43 46 49
9 7435 30 33 36 40 43 46

10 6446 27 30 33 36 40 43
11 7545 24 27 30 33 36 40
12 7447 21 24 27 30 33 36

Endurance Die Roll�� �

Random Car Chart
Type of car

1-2 Light
3-4 Medium
5-6 Heavy

Die Roll�

Random Driver Chart
Driver Modifier

1-3 0
4-5 +1
6 +2

Die Roll�

Driver Hits Chart

1 2 3 4 5 6 7 8
Driver Hits 5 6 6 7 7 8 9 10

Die Roll (� +DM)

Physical Characteristics Chart

First Die Roll 1 2 3 4 5 6
1 TR 8 TR 7 TR 9 TR 8 TR 8 TR 7

ST -2 ST 1 ST 0 ST 0 ST 1 ST -1
AG 4 AG 3 AG 1 AG 1 AG 0 AG 4

CON 4 CON 3 CON 3 CON 4 CON 4 CON 3
W 11 W 12 W 9 W 11 W 10 W 12

2 TR 9 TR 9 TR 10 TR 8 TR 9 TR 11
ST 0 ST 2 ST 1 ST 3 ST 2 ST 0
AG 2 AG -1 AG -1 AG 0 AG 0 AG 0

CON 3 CON 2 CON 2 CON 5 CON 6 CON 4
W 9 W 10 W 13 W 11 W 9 W 9

3 TR 8 TR 9 TR 11 TR 7 TR 11 TR 8
ST 1 ST 3 ST -2 ST 0 ST 1 ST 4
AG 2 AG -1 AG 1 AG 3 AG 0 AG -1

CON 3 CON 4 CON 3 CON 3 CON 4 CON 2
W 10 W 14 W 12 W 11 W 10 W 9

4 TR 10 TR 12 TR 10 TR 7 TR 10 TR 13
ST 3 ST -2 ST 3 ST 2 ST -1 ST 1
AG -1 AG 1 AG -2 AG 1 AG 1 AG 0
CON 4 CON 1 CON 4 CON 3 CON 4 CON 2
W 11 W 13 W 12 W 11 W 10 W 13

5 TR 10 TR 13 TR 12 TR 9 TR 11 TR 10
ST 2 ST 0 ST 1 ST 3 ST 0 ST 0
AG -2 AG 0 AG 0 AG -1 AG 1 AG 3
CON 5 CON 3 CON 3 CON 4 CON 3 CON 2
W 10 W 10 W 9 W 9 W 12 W 15

6 TR12 TR12 TR8 TR10 TR12 TR7
ST-1 ST1 ST5 ST-1 ST2 ST5
AG1 AG0 AG-2 AG2 AG-3 AG1

CON2 CON3 CON5 CON4 CON3 CON4
W14 W9 W10 W14 W13 W13

� Second Die Roll�
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4.8 RANDOM NAMES11

Both gladiators and drivers should be assigned a name when 
they are generated. Invent a name or roll randomly on the 
following charts.

4.8.1 ROMAN NAMES: For a Roman name roll a die twice 
on the following two charts to generate a two part name.12

4.8.2 GREEK NAMES: For a Greek name roll a die twice 
on the following chart to generate the name. Add the epithet 
”the Greek” for extra drama.

4.8.3 EGYPTIAN NAMES: For an Egyptian name roll a die 
twice on the following chart to generate the name. Add the 
epithet ”the Egyptian” for extra drama.

4.8.4 GAUL NAMES: For a Gaul name roll a die twice on 
the following chart to generate the name. Add the epithet 
”the Gaul” for extra drama.

Random Nationality Chart
Nationality

1-3 Roman
4 Greek
5 Egyptian
6 Gaul

Die Roll�

Random Roman Names Chart I
First Die Roll

1 2 3 4 5 6
1 Gaius Paullus Manius Statius Sertor Proculus 

2 Numerius Lucius Septimus Vibius Hostus Spurius

3 Decimus Volesus Marcus Tiberius Aulus Vopiscus 

4 Sextus Mettius Servius Publius Nonus Octavius

5 Agrippa Opiter Caeso Faustus Quintus Appius

6 Postumus Gnaeus Tullus Volero Mamercus Titus

Second Die Roll�
�

Random Roman Names Chart II
First Die Roll

1 2 3 4 5 6
1 Donicus Olympicus Eumenius Pictor Mordanticus Respectus

2 Felicissimus Allectus Nepos Bruccius Vulso Cupitas

3 Erasinus Tutor Leptis Gavrus Taurinus Nazarius

4 Herculius Cethegus Gorgonius Urbicus Arvina Duvianus

5 Bellator Vedrix Zeno Marinus Iovinus Littera

6 Rhesus Ursinus Falx Pomponius Silanus Quarto

Second Die Roll�
�

Random Greek Names Chart
First Die Roll

1 2 3 4 5 6
1 Hippasus Endymion Heirax Lycurgos Dexios Faenus

2 Brison Phorcys Deinomenes Kriton Erxandros Gryllus

3 Gorgos Megakles Alektryon Bathyaes Kasos Onesimos

4 Stolos Rhexenor Skiron Vettias Thalysios Xuthos

5 Chabrias Illyrius Podarces Parmenion Cleobulus Pammon

6 Triptolemus Nicomachos Zosimus Threspotus Mnesus Admetos

Second Die Roll�
�

Random Egyptian Names Chart
First Die Roll

1 2 3 4 5 6
1 Herihor Meriptah Pentu Weshptah Ikudidy Kenamon

2 Ramose Amenemhet Ma'nakhtuf Hemiunu Sihathor Pepy-Nakht

3 Neferpert Sebni Maherpa Ro-an Nebamun Kha

4 Djar Zezemonekh Teni-menu Ankhkhaf Yuny Paser

5 Urhiya Imhotep Nekure Sebek-khu Ranofer Thethi

6 Khusebek Wenamon Yey Userhat Anen Bebi

Second Die Roll�
�

Random Gaul Names Chart
First Die Roll

1 2 3 4 5 6
1 Bituitus Viridorix Guerngen Dummacos Ambiorix Brogitarius

2 Sinorix Achichorios Convictolitavis Orgetorix Critognatos Eporedorix

3 Dumnorix Commios Viriathos Bolgios Catuvolcos Rhetogenes

4 Brennos Guidgen Boduognatos Cerethreus Ambon Megaravicos

5 Auaros Casticos Viridomarus Leukon Vercingetorix Caros

6 Litaviccos Diviciacos Caraunios Gobannitio Arganthonios Camulogenus

Second Die Roll�
�

 Random names were not part of the original games, but is offered here to add colour to the Epic Campaign.11

 Roman naming conventions were complex and this method does not aspire to being historically correct.12
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C. THE EPIC CAMPAIGN

5. DESCRIPTION OF PLAY
5.1 CAMPAIGN SEQUENCE OF PLAY13

The campaign is played out in the following sequence:

• Investments (see 6.)
• Run Circus Maximus Race or Gladiator Gala (see rulebook 

II or III)
• Distribute prize money (see 9.)
• Gain experience (see 10.)
• Recover injuries (see 11.)
• Repeat the sequence until the campaign is over
• Private match races and duels may be held outside of the 

sequence given above (see 5.2)

5.1.1 INVESTMENTS: Every race or gladiator gala is 
preceded by an opportunity for investments. All players 
spend money to buy new assets in the form of Chariots and 
gladiators (see 6.).

5.1.2 RUN CIRCUS MAXIMUS RACE OR GLADIATOR 
GALA: A race is run according to the rules in part II. Money 
may be spent for skullduggery, security and bets. A gladiator 
gala is run according to the rules in part III. All players may 
place bets. It has no bearing on the campaign whether more 
races or galas are held or in what order.

5.1.3 DISTRIBUTE PRIZE MONEY: Price money is paid 
for the race or gala (see 9.).

5.1.4 GAIN EXPERIENCE: Any experience points earned 
are spent or recorded for accumulation purposes (see 10.).

5.1.5 RECOVER INJURIES: Injuries and recovery times are 
determined and recorded (see 11.).

5.2 PRIVATE MATCH RACES AND DUELS
Between the Circus Maximus Races and Gladiator Galas 
players may challenge each other to chariot match races and 
gladiatorial duels.

The issuing of challenges is completely free and up to the 
players. The target of a challenge may accept or decline as he 
sees fit.

5.2.1 MATCH RACE: Any player may challenge any other 
player to a match race. In a match race, the two players will 
compete head-to-head, with each player fielding between 
one and three Chariots as decided by the challenging 
player.  Experience in a match race is computed with 14

respect to the opponent's Chariots only. A challenge should 
specify the following before the challenged player accepts or 
declines:

• Who is challenged
• Number of Chariots per player (one, two or three)
• The odds offered (1-1, 2-1, 3-1, 4-1 or 5-1)

• Amount bet

There is no prize money and no opportunity for recovery of 
injuries after a match race, but experience is gained 
normally.

5.2.2 GLADIATOR DUEL: Any player may challenge 
another to a duel. The challenger decides the size of the team 
(maximum of three men) to commit.  A challenge should 15

specify the following before the challenged player accepts or 
declines: 

• Who is challenged
• Number of gladiators per player (one, two or three)
• The odds offered (1-1, 2-1, 3-1, 4-1 or 5-1)
• Amount bet

The players then commit their chosen gladiators to the arena, 
alternating placement, with the player who issued the 
challenge placing one of his first until all are ready for 
combat.

There is no prize money and no opportunity for recovery of 
injuries after a gladiator duel, but experience is gained 
normally.

5.2.3 BETS: The player making the challenge must also 
offer a bet of at least 100 sesterces (but this may have to be 
increased depending on the odds and the bet of the 
challenged player). Gladiator rules (see rulebook II and III) 
are in effect concerning the size of bets and the offering of 
odds, both for match races and gladiator duels. The 
victorious player wins the bet.

6. INVESTMENTS AND 
MONEY
6.1 SPENDING LIMITS
The only limit on the amount of money a player can spend, at 
any one time, is the amount he has. Players can never 
“overdraw” their account and go into the “red”. They must 
acquire the cash to spend (through winnings, loans, sale of 
material, etc.). 

6.2 CHARIOT AUCTION
Before each race there is an auction to sell the Chariots 
currently on the market. The available Chariots are auctioned 
off in the same order they were generated.

6.2.1 The bidding is free, but the minimum starting bid for 
each Chariot is 100s x two dice. If all players pass on 
bidding the auction ends.

6.2.2 After each auction generate new random Chariots to 
replace those sold so that there are always ten Chariots 
available on the market.

 The Campaign Sequence of Play is given so as to simplify the running of the campaign. It differs from what was given in The 13

General volume 19, issue 4 in order to make the campaign more flexible when run over several sessions.

 This was changed from the original rules to allow the challenged player to better weigh the risk in relation to the reward.14

 This was changed from the original rules to allow the challenged player to better weigh the risk in relation to the reward.15
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6.3 GLADIATOR AUCTION
Before each gladiator gala there is an auction to sell the 
gladiators currently on the market. The available gladiators are 
auctioned off in the same order they were generated.

6.3.1 The bidding is free, but the minimum starting bid for 
each gladiator is 100s x one die. If all players pass on 
bidding the auction ends.

6.3.2 After each auction generate new random gladiators to 
replace those sold so that there are always ten gladiators 
available on the market.

6.4 PLAYER DEALS16

Players may sell resources between them for any amount of 
money or barter agreed. 

6.4.1 Chariots can be sold as a complete unit or in parts, but 
Teams may not be split. 

6.4.2 Gladiators are sold with their equipment.

6.5 LOANS
Players may loan each other money at whatever interest and 
payment terms are mutually agreed upon. All such agreements 
should be written. Failure to repay a loan as agreed upon 
results in default, and the player involved must auction off 
Chariots and/or gladiators to raise money to repay the loan at 
the instant it is due. If he cannot raise sufficient funds, he goes 
bankrupt (see 6.6), and any remaining property is auctioned to 
the other players, piece by piece to pay his creditors. Any 
amount thus raised in excess of his debt is claimed by the 
“bank” (returned to the game) in the form of taxes.

6.6 BANKRUPTCY
A player who cannot make a required payment goes bankrupt. 
His entire stable of Chariots and gladiators forfeit to the state 
and is removed from the game (unless he owes another player 
money, in which case the other player may accept any of the 
gladiators or Chariots as partial repayment first). 

6.6.1 The bankrupt player may chose to continue the game 
as a driver or gladiator or may simply start again as a late 
entering player (see 4.5.3).

6.6.2 A player driver is randomly generated together with his 
Chariot (see 4.6).

6.6.3 A player gladiator is randomly generated and may 
choose his type (see 4.7).

6.6.4 A player driver or gladiator is a slave to a non-player 
entity and as such may not own any money and cannot 
collect prizes or place bets. Such a player can claim a 
personal "victory" by achieving Champion status (see 10.3) 
but cannot win the Epic Campaign.

7. GLADIATORS
7.1 BUYING GLADIATORS
Gladiators can be bought  at the auction before each gala or 
from another player.

7.1.1 When a gladiator is bought from the auction, the new 
owner assigns his gladiator a type (light, medium, heavy or 
retarius) and rolls for his armour. 

7.1.2 Once assigned a gladiator’s type and armour will not 
change.

8. CHARIOTS
8.1 BUYING CHARIOTS
Chariots and their components can be bought in different 
ways. Either a complete Chariot is bought at the auction before 
each race or Chariot components are bought from the market 
using the rules below or from another player. Single 
components can be bought and kept in storage for future use.

8.2 CHARIOT COMPONENTS
A Chariot consists of a Team of four horses, a car and a Driver. 
The Team of horses and driver should be seen as a tightly 
trained unit. If any one of those five individuals is ever 
replaced, for whatever reason, the entire unit suffers. Players 
are generally not allowed to exchange components between 
Chariots, but there are a few exceptions as detailed below.

8.2.1 ADDING NEW HORSES: All four horses of a Team 
are one group. A Team may only acquire a new horse if one 
of the original complement is lost in a race.

Light Gladiator Armour Table
Body Area

Die Roll 1 2 3 4 5 Shield
1 A5 - - - - Small
2 C6 - - - - Small
3 - - C - - Large
4 - - - - - Small
5 - - - - - Small
6 A7 - C - - Small

�

Medium Gladiator Armour Table
Body Area

Die Roll 1 2 3 4 5 Shield*
1 A7 C C C8 C8 Large
2 A8 B7 - B7 A6 Large
3 A - C C8 A7 Large
4 A - C C C8 Large
5 A C6 - C7 B7 Large
6 A B8 - B7 A7 Large

Notes
* The opponent of a Retarius is always equipped with a small 
shield.

�

Heavy Gladiator Armour Table
Body Area

Die Roll 1 2 3 4 5 Shield
1 A7 B8 C B7 B7 Large
2 A B8 C B7 B7 Large
3 A B7 C B7 A8 Large
4 A B7 A5 B7 A7 Large
5 A B7 C B7 A7 Large
6 A C7 C B7 A7 Large

�

 These rules were added to the Epic Campaign to clarify what types of deals are allowed between players.16
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8.2.1.1 Single dead horses can be replaced by buying a 
new.

8.2.1.2 A new horse need not be placed in the same 
position within the Team which the replaced horse 
occupied. The owner could move one of the inside horses 
to the outside and place the replacement in the middle of 
the Team. 

8.2.1.3 Whenever a new horse is added to a Team that 
Team's prior Endurance total is reduced by the roll of one 
die due to the problems caused within the Team by 
breaking in a new horse into the running tempo of the 
Team. 

8.2.2 ADDING NEW DRIVERS: Single dead drivers (or 
drivers turned Champions or sold) can be replaced by buying 
a new driver or moving a driver from another Chariot. Every 
time a new driver is added to a Chariot, the Team's 
Endurance is reduced. If the driver is moved back to the 
original Chariot at a later time, even the original Chariot 
Team loses Endurance.17

8.2.2.1 Whenever a new driver is added to a Chariot that 
Team's Endurance is reduced by the roll of one die.

8.2.3 ADDING NEW CARS: You may add a new car to a 
Chariot or move cars between Chariots. Whenever a new 
type of car (light, medium or heavy) is added to a Chariot 
that Team's Endurance is reduced by the roll of one die.

8.3 BUYING TEAMS
New Teams of horses are purchased one horse at a time. 
However, Teams must be purchased in groups of four, as a 
complete Team. Horses cannot be switched between Teams. 
Single horses can be purchased to replace killed horses (see 
8.4) or to be kept for future use. 

8.3.1 To buy a new Team of four horses the buyer spends a 
number of sesterces (in multiples of 500s, between 500s and 
4,000s) for each horse and rolls two dice on the New Horse 
Speed Chart four times. The new Team's Endurance is then 
generated by rolling one die on the New Team Endurance 
Chart .18

8.4 BUYING SINGLE HORSES
Single horses may be bought and kept for future use (such as 
replacing dead horses in Teams), but can never be combined 
into a new Team.

8.4.1 To purchase a horse, a player spends some multiple of 
500s between 500s and 4,000s. He rolls two dice, and 
compares the amount spent with the dice roll on the New 
Horse Speed Chart. The result is the Speed/damage of the 
new horse. 

8.4.2 Whenever a new horse is added to a Team that Team's 
prior Endurance total is reduced by the roll of one die (see 
8.2.1.3).

8.4.3 An unassigned horse should be noted on the Campaign 
Log on the form ”Horse/Speed(current Speed)” (”Horse/
5(5)” for example).

8.5 BUYING CARS
Each light or medium car costs 500s, a heavy car costs 750s . 19

New cars can be bought to replace wrecked ones, to be added 
to a new Chariot or to be be kept for future use.

8.5.1 LIGHT CARS: A light car rolls one die for Speed 
reduction when Starting from Zero. It modifies ram attacks 
by -3. In rain a light car's strain chart modifier is -3, in mud 
it is -4.

8.5.2 MEDIUM CARS: A medium car rolls two dice for 
Speed reduction when Starting from Zero. It temporarily 

New Horse Speed Chart
Amount Spent on New Horse (in Sesterces)

Dice Roll 500 1000 1500 2000 2500 3000 3500 4000
2 3 4 5 6 7 8 8 8
3 2 3 4 5 6 7 7 8
4 2 2 3 4 5 6 7 7
5 2 2 2 3 4 5 6 7
6 2 2 2 2 3 4 5 6
7 2 2 2 2 2 3 4 5
8 2 2 2 2 3 4 5 6
9 2 3 3 4 4 5 6 7
10 2 3 4 5 5 6 7 8
11 3 4 5 6 7 7 7 8
12 4 5 6 7 8 8 8 8

� �

New Team Endurance Chart

Total Team Speed 1 2 3 4 5 6
8-16 74 71 68 65 62 59
17-19 55 52 49 46 43 40

20 or more 36 33 30 27 24 21

Die Roll�

 This rule was modified to make sure that destitute players have a chance to enter a race.17

 The New Team Endurance Chart was invented for this version of the game, since the original game made no provision for 18

generating Endurance for a completely new Team.

 The price of heavy cars was increased to 750s.19
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reduces Endurance by 1/4 for the current race.  In rain a 20

medium car's strain chart modifier is -2, in mud it is -3.

8.5.3 HEAVY CARS: A heavy car rolls three dice for Speed 
reduction when Starting from Zero. It temporarily reduces 
Endurance by 1/2 for the current race.  It modifies ram 21

attacks by +3. In rain a heavy car's strain chart modifier is -1, 
in mud it is -2.

8.5.4 Cars always have ten hit boxes on each wheel, 
regardless of car type. When a car receives damage during 
ram attacks, the car type of the opposing Chariot influences 
the damage sustained. 

8.5.5 If a Chariot car is replaced by another type (light, 
medium or heavy) the Endurance of the Team is reduced by 
the roll of one die to represent the training needed to adjust 
the Team to the new car.22

8.5.6 An unassigned car should be noted on the Campaign 
Log on the form ”Car/Type” (”Car/Light” for example).

8.6 BUYING DRIVERS
New drivers can be purchased to replace a killed or injured 
driver or to be kept for future use. A driver with a 0 Modifier 
costs 1,500s, a + 1 modifier 2,500s, and a +2 modifier 4,000s. 
The driver purchased can have a Driver Modifier less than, 
equal to, or greater than the driver he is replacing, but any 
Team being driven by a new driver loses a number of 
Endurance points equal to the roll of one die. 

8.6.1 A driver bought together with a completely new Team 
will not reduce Endurance.

8.6.2 The Driver Modifier selected is noted. A die is then 
rolled on the Driver Hits Chart and modified by the Driver 
Modifier (the Driver Modifier is added to the die roll). This 
total determines the total hit capacity of the driver which is 
then also noted. A driver can never have more than 10 hit 
boxes regardless of his Driver Modifier.

8.6.3 All new drivers should be assigned a name as they are 
bought (see 4.8).

8.6.4 An unassigned driver should be noted on the Campaign 
Log on the form ”Name/DM/hits(current hits)/Victories/
xp” (”Vettias the Greek/+1/7(7)/0/0” for example).

9. PRIZE MONEY
9.1 CIRCUS MAXIMUS RACES
The Emperor puts up prize money for each Circus Maximus 
race (but not for match races). After a completed race the first 
nine Chariots collect their payoffs.23

Note however, that only living drivers that finish the race in the 
control of their Chariot are eligible to collect any winnings. 

9.2 GLADIATOR GALAS
The Emperor puts up prize money of 1000 sesterces per 
gladiator for this contest (but not for challenge duels); the 
survivors among the gladiators split the pot evenly. If no one is 
killed within the time limit, no prize money is paid - After all, 
the crowd came to see blood. Any gladiator that does not make 
an attack within the time limit will be executed upon 
completion of the gala. Cowardice is not tolerated in the arena. 
His l000s are forfeited. 

10. EXPERIENCE
10.1 CIRCUS MAXIMUS EXPERIENCE

10.1.1 EXPERIENCE POINT AWARDS: All Chariots that 
start a race will gain experience as per the Experience Point 
Chart . Each Chariot receives a fixed number of points 24

depending on the position in which it finished. In addition, it 
gets a bonus if the gap in Squares (or MFs) between it and 
the next Chariot is six (6) or more, and another bonus if the 
gap is 11 or more Squares (in addition to the six Square gap 
bonus). If the field has been so reduced by flips that there is 
no Chariot behind it, the finishing distance bonus would 
automatically apply. If the field was smaller than five 
Chariots to start with, no finishing distance bonus is 
awarded the last Chariot.

Driver Hits Chart

1 2 3 4 5 6 7 8
Driver Hits 5 6 6 7 7 8 9 10

Die Roll (� +DM)

Race Payoff Chart
Position Payoff

First 4500s
Second 3600s
Third 3000s
Fourth 2700s
Fifth 2400s
Sixth 2100s

Seventh 1800s
Eighth 1500s
Ninth 1000s

 This rule was added to balance the fact that Chariots are acquired in a different manner compared to the original game.20

 This rule was added to balance the fact that Chariots are acquired in a different manner compared to the original game.21

 In the original game the type of Chariot could not be altered.22

 Taken from The General volume 19, issue 4 article, the prize money is important for a healthy campaign. Without it the total 23

amount of money in the game will be less and less as the campaign progresses.

 Experience point awards were extended to all participating Chariots in order to make the Epic Campaign more interesting.24
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10.1.1.1 Experience is recorded for each Team and each 
driver separately. 

Example: If a Chariot came in first, and the second place 
Chariot was 12 Squares behind, the driver of the winning 
Chariot would receive 22 (14 + 3 + 5) experience points, and 
the Team would also receive 22 experience points. 

10.1.1.2 All participating Chariots earn at least 3 
experience points, even if they fail to finish the race.

10.1.2 SPENDING EXPERIENCE: Experience points can 
be accumulated indefinitely. Experience points can also be 
“spent” to increase Team and/or driver ability, but only of the 
Team or driver possessing those points. 

10.1.2.1 For every 25 experience points spent by a driver, 
the driver’s modifier increases one (+1). A driver’s 
modifier may increase infinitely, there is no maximum 
limit, but the number of driver hits never increases. 

10.1.2.2 For every 10 experience points spent by a Team, 
one horse’s Speed/damage rating is increased by one 
(+1). No horse may be rated more than eight (8) until all 
horses are rated at least six (6). No horse may increase 
beyond ten (10), regardless of experience. 

10.1.2.3 A player could also spend 10 Team experience 
points to increase Team Endurance. For every 10 Team 
experience points spent in this manner, the owner may 
add Endurance Factors equal to the roll of two dice. 

10.1.2.4 Experience generated increases in Team Speed 
do not cause change in Endurance and vice versa. Each 
expenditure of experience points is a separate transaction 
entirely unrelated to the other. 

10.2 GLADIATOR EXPERIENCE
10.2.1 GAINING GLADIATOR EXPERIENCE: The harder 
a gladiator fights and the longer he lasts without crippling 
injury, the more improvements he can expect in his skills 
and thus the greater his chances for survival. This 
improvement is measured in game terms by experience 
points earned by the gladiator during individual matches.

10.2.2 CALCULATING GLADIATOR EXPERIENCE: 
Subtract all CFs the gladiator used during the match for 
defence from the total of CFs the gladiator allotted for 
attacks during the match and divide the remainder by 3 
(dropping all fractions). This is the number of experience 

points each surviving gladiator earned during the match. A 
surviving gladiator does not generate negative points for 
having used more CFs on defence than offence.

10.2.2.1 Each gladiator who is granted Missus is given an 
additional five experience points.

10.2.2.2 Each gladiator who scores a kill is given an 
additional ten experience poits.

10.2.2.3 Each gladiator whose opponent is granted 
Missus is given an additional 15 experience points.

10.2.2.4 If a slow kill is achieved, score a 20 point bonus 
if it occurs in the first turn, 15 points if it occurs in the 
second turn, 10 points in the third turn, 5 points in the 
fourth turn, and none thereafter. A slow kill is the gradual 
elimination of a single body area by two or more different 
attacks.

10.2.2.5 If a fast kill is achieved, score a 12 point bonus if 
it occurs in the first turn, 9 points if it occurs in the 
second turn, 6 points in the third, 3 points in the fourth, 
and none thereafter. A quick kill occurs if the first 
successful wound-producing attack to a particular body 
area results in the kill (or the Moment of Truth).

10.2.3 SPENDING GLADIATOR EXPERIENCE: 
Experience points can be accumulated indefinitely, or 
”spent” immediately following a match to ”purchase” 
increased skills for the gladiator's ensuing matches. A 
gladiator may "buy" any one of the following bonuses as a 
permanent improvement for an expenditure of the listed 
number of experience points.

10.3 CHAMPIONS
A Driver or Gladiator who has won ten races or gladiator 
engagements is crowned a Champion by the Emperor and is 
granted his freedom.

10.3.1 GLADIATOR CHAMPION: Note that to become the 
Emperor's Champion, a gladiator must survive and be 
victorious in ten combats. If a gladiator is granted missus, 
that contest is not counted toward the total. The Emperor's 
Champion is granted his freedom (he is removed from the 
game) and his owner is compensated with l0,000s. The 
accoutrements of the gladiator are not retained by the owner, 
nor can they be transferred to another gladiator. 

10.3.2 DRIVER CHAMPION: A driver who wins ten races 
is likewise granted his freedom. His owner is also 
compensated with l0,000s, yet may retain the Chariot and 
Team for future races. 

Experience Point Chart

Finishing Distance Bonus

Place in Race Normal 
Experience

6+ Squares 11+ Squares

First Place 14 points 3 extra 5 extra
Second Place 8 points 2 extra 3 extra
Third Place 6 points 1 extra 2 extra
Fourth Place 4 points 1 extra 1 extra
Fifth through 

last place
3 points - -

Driver and Team Experience Chart
Benefit Cost

Add 1 to Driver Modifier 25
Add 1 to a horse’s Speed/damage rating 10

10Add � �  to Team’s Endurance

Gladiator Experience Chart
Benefit Cost

Add 1 to Training rating 25
Add 1 to Agility rating 35
Add 1 to Strength rating 35
Add 1 to Constitution rating 50
Add 1 to the maximum number of wounds allowed in 
each body area

50
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11. RECOVERING FROM 
INJURIES
11.1 CIRCUS MAXIMUS RECOVERY

11.1.1 GENERAL RECOVERY RULES: After each race, 
driver, horses, and car may have suffered injury or damage. 
This is repaired after the race (but not match race)  is over. 25

Only a certain amount of repair is possible after each race, 
so frequently a Chariot will not be at full strength for the 
next race and the faction will find it prudent to substitute 
another Chariot from its stable. 

11.1.2 DRIVERS AND HORSES: Drivers and horses 
recover from injury at the rate of one point restored per race. 
Thus, after the race, one point is restored. After the next 
race, another point is restored, etc., until the driver or horse 
returns to its original strength. 

11.1.2.1 Losses due to drugging are automatically 
repaired after a race, in addition to the one point of 
“standard” injury repaired. 

11.1.2.2 Neither the driver nor a horse can exceed its 
original hits allowance. Recovery is used only to bring 
the driver and/or horse back to its original (including 
experience generated Speed) level. 

11.1.2.3 Any critical wound effects, like eye or arm 
wounds, are automatically healed.26

11.1.2.4 Any loss of Endurance during a race is reset 
immediately after the race, even if the loss was due to a 
dead horse.

11.1.3 CARS: If a car is still running at the end of a race 
(i.e., both wheels are still on the car), the car is completely 
repaired after the race, with all damage “erased”. If a car lost 
a wheel during the race and was wrecked, it is lost and 
cannot be repaired. 

11.2 GLADIATOR RECOVERY
11.2.1 INJURIES: Although all injuries sustained in a 
gladiator gala (but not challenge duel) , are considered 27

healed after the gala, they may leave some crippling effects. 
After each gala the player must determine how the wounds 
incurred in his last match have healed.  He does this by 28

rolling two dice for each body area which sustained a wound 
and subtracting the number of body wounds which he has 
healed in that particular body area since his last match. If the 
result is ”1” or less, his wounds - though healed - have 
robbed him of some of his prior abilities.

11.2.1.1 If he fails his Head healing dice roll, he must 
deduct the amount he failed this healing roll by from his 
Constitution rating.

11.2.1.2 If he fails his Chest or Groin healing dice roll, he 
must deduct the amount he failed this healing roll by 
from his Wound rating.

11.2.1.3 If he fails his Arms healing dice roll, he must 
deduct the amount he failed this healing roll by from his 
Strength rating.

11.2.1.4 If he fails his Legs healing dice roll, he must 
deduct the amount he failed this healing roll by from his 
Agility rating.

12. DESIGNER'S NOTES
12.1 CIRCUS MAXIMUS29

CIRCUS MAXIMUS is by no means a difficult game to learn 
or play. There are certain abstractions in the game that must be 
mentioned to allow the players to gain a better understanding 
of what is represented. 

The movement system may seem a little peculiar in that 
movement is not simultaneous. Simultaneous movement would 
have been the ideal for a game such as this, but to include 
simultaneous movement would mean slowing down the game 
drastically. As it is, the game is limited to three laps when in 
reality, the Romans ran a seven lap race. This three lap limit 
was set to ensure that the game did not take five to six hours to 
play. All of the combat is based on this three lap race, in short 
it is compressed and made a little nastier to compensate for the 
reduced duration. Were you to run an actual seven lap race the 
current combat tables would have to be watered down 
considerably. 

A few words on combat are in order. Admittedly, the Roman 
races were very dangerous for the participants. . . hence, the 
added attraction to the rowdy spectator crowds, because 
besides the simple problems of taking a corner too fast and 
ending up in pieces, the charioteers may assist a rivals demise. 
When charging around the track, it must be kept in mind that 
this is a race, and the use of attacks should be limited to critical 
points. 

The chariot used by the Romans was generally just a platform 
large enough for the charioteer to stand in and could be easily 
picked up and lifted over the head. . . in short a light chariot 
that was not designed to plow into things very often. An added 
incentive not to cause excessive damage to the car rests in the 
fact that to better facilitate control of the team and car, the 
charioteer would tie the reins around his waist. Should the 
chariot flip, the charioteer will get a chance to practice belly 
surfing on the sand. The charioteer is equipped with a small, 
very sharp knife to cut himself free of these reins, but this 
simply leaves him prone on the track in the midst of a 
thundering herd of other chariots. 

Very careful planning is in order to ensure that a team does not 
blow its endurance too early in a race. Particularly if these 
points are lost because of mistakes in judgment such as 

 This is an important distinction in order to keep the campaign fair for all participants.25

 There were no rules in the original game for the healing of critical wounds.26

 This is an important distinction in order to keep the campaign fair for all participants.27

 The timing of healing was changed to better align with the campaign structure.28

 The designer’s notes are repeated without change from the original rulebook.29
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entering a corner lane too fast. A blown team must count on 
nothing but luck to place. Ideally, a team should burn up the 
last of its endurance crossing the finish line, never before. 

The strongest, and sometimes fastest, horse was always posted 
on the far left hand side in the Roman races. This is reflected in 
the rules, and if new teams are constructed this advice should 
be followed to the letter. 

In the Circus, betting was what it was all about. Romans were 
absolutely fanatic about betting, and even the most 
impoverished of citizens would scrape whatever pennies 
together he could to blow in an afternoon at the track. It should 
be stressed that in the Campaign Game version, the acquisition 
of bucks is the keynote, not the winning of races. 

What must be kept in mind while playing the Campaign Game, 
is that the purpose of the game is to have a good time. Don’t 
feel that a personal vendetta is in order because every time you 
start the race, you find out that your wheels are glued on with 
spit. 

A final word on combat. . . remember that this is a race. In the 
first edition everyone tended to get carried away with combat. 
By the end of the first lap, the track usually looked like the 
Kursk battlefield with only two chariots still in the running and 
one of those was walking. Although Avalon Hill redeveloped 
the game to restrict this type of occurrence, keep in mind that it 
is not always to your advantage to attack. This is a game of 
aggressive racing skill. 
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A. INTRODUCTION

1. ABOUT THESE RULES
This is version 1.0 of the Epic Campaign rules.

These are rules for use with the classic Avalon Hill game 
Circus Maximus in an Epic Campaign. The rules are based on 
the original Avalon Hill rules (with some references to the 
Battleline rules), additional rules from The General volume 17, 
issue 5, the Colosseum Campaign rules from The General 
magazine volume 19, issue 4 and errata and Q&As from The 
General magazine. Additional ideas have been generated 
through community discussions on BoardGameGeek.

The rules are divided into three main rulebooks. Rulebook I: 
THE CAMPAIGN has rules for running the campaign, 
Rulebook II: THE RACE (this rulebook) details the rules for 
running Circus Maximus races, while Rulebook III: THE 
ARENA has rules for gladiatorial combat.

These rules assume the game is played using models to 
represent the chariots, a large mapboard to accommodate the 
models and a number of play aids specifically made to 
facilitate the game.  All references to the chariot counters have 1

been replaced by references to ”models”.

In this version the rules have been completely reorganised to 
make it easier to use them as a reference during play. The rules 
numbering has been updated and changed and will not 
correspond to the original numbering. The original partition of 
the rules into Basic, Advanced and Campaign rules has been 
abandoned.  In this version of the game all Advanced rules are 2

in play and the game is assumed to be played as part of an Epic 
Campaign.3

These rules were written by Mattias Elfström in 2015-2016. 
Proofreading and additional suggestions were provided by 
Martin Stegmark and Gizmo Mathboy. Playtesting was done 
by Anders Andersson, Thomas Averdal, Jeanette Utell 
Elfström, Claes Hohner, Torbjörn Johannesson, Ulla-Carin 
Johannesson, Rasmus Karlsson, Tuomas Loippo, Robert 
Simark, Karin Stegmark and Martin Stegmark.

The original copyright for these rules belongs to Avalon Hill 
and this document is not intended as a challenge to that 
copyright.

1.1 RULES CHANGES
Rules changed from the original rules and specific to this 
campaign game have been noted in the footnotes. 

The main changes are to how the campaign is run (see 
Rulebook I), how Chariots are generated (see Rulebook I) and 
to how lash attacks against drivers are carried out. Other than 

that only in a few instances and in minor ways do these rules 
deviate from the original. In some cases small changes and 
additions have been made to rules for completeness, 
clarification or to correct obvious errors.

Extra effort has been made to clear up the sometimes 
contradictory use of the concepts that are now well defined in 
Rulebook I.

�
Doing some on site research

2. COMPONENTS
2.1 RULES MANUAL
This rules manual contains all the information necessary to run 
a race. Two other rules manuals describe the rules for fighting 
gladiator battles (Rulebook III) and how to combine everything 
into an epic campaign (Rulebook I) respectively.4

Important game concepts have been defined in Rulebook I and 
when they are used throughout this rulebook they have been 
italicised (except when they appear in headings and on charts).

2.2 PLAY AIDS AND CHARTS
In order to play this version of Circus Maximus you should 
have all of the following charts and documents:

Epic Circus Maximus Betting sheet, version 0.5
Epic Circus Maximus Charts, version 0.5
Epic Campaign Pushpin Log, version 0.5

2.3 MAPBOARD
The mapboard forms the playing surface on which the Chariots 
are placed and moved.

 Even if the large map and model Chariots add a lot to the game it could still be played using the original mapboard and counters.1

 Rolling the Advanced rules into the normal game makes the rules manual simpler to use, but may make the game harder to learn. It 2

is suggested that players be familiar with the original game before trying this expanded version.

 If desired these rules could also be used for one off Circus Maximus races. In such a case some rules (like betting and skullduggery) 3

will have to be ignored.

 The rules for gladiator battles were originally in the separate Gladiator game and the campaign rules were both in the two games 4

and in The General magazine.
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2.3.1 An oval track divided into spaces (hereafter referred to 
as ”Squares”) is printed on the mapboard, and is used to 
determine movement and position of the Chariots. This 
”active” area of the map is called the ”track”. An oval 
shaped area is enclosed by the track. This inactive core or 
centre is called the ”spina”. 

2.3.2 The eight start lanes are printed in grey on the 
mapboard. No attacks are allowed from the grey Squares 
during the initial turn of a race. Once the Chariots leave 
these grey Squares to enter the regular Squares the grey 
Squares are ignored thereafter. The finish line, at the end of 
the third lap, is at the end of the backstretch as shown.

2.4 CHARIOT MODELS5

The Chariots in the game are represented by 1:72 scale 
models. There are sixteen Chariot models available.6

�  
Car and Team models on the track.

2.4.1 When the Team and car models are combined, one 
behind the other on the track, as illustrated above, they are 
referred to as a ”Chariot”. 

2.4.2 The Chariot models each have a unique colour scheme 
identifying them.  Each player in the game will use one or 7

more Chariots depending on the number of players.

2.4.3 The following models may replace the car model 
depending on what happens in the game:

�
Dragged Driver model

�
Individual Driver model

�
Wrecked Car (Wreck) model

2.5 GAME COUNTERS
Various counters are used to mark different events during a 
race.8

2.5.1 The colour counters correspond to the different 
Chariots and are used to determine the order of movement 
during each race turn.

2.5.2 The Dolphin and Egg 
counters are used to mark the laps 
as the race progresses.

2.5.3 The Rain and Mud counters 
are used to indicate the current 
weather (3.7).

2.5.4 The Carcass counters are placed on Teams 
with dead horses until they are cut free (12.2).

2.5.5 Horse Carcass models are placed when 
dead horses appear on the track. They will act as 

 In this version of Circus Maximus the original die-cut counters are replaced by models and these rules are written assuming such 5

models will be used.

 The number of models could actually be anything, but should at least be eight.6

 The original rules made frequent use of ”factions". In these rules the faction term has been eliminated for simplicity and clarity.7

 All original die-cut marker counters are replaced by wooden markers in this version of Circus Maximus. A number of additional 8

markers are added for convenience. Many of the counters were added to simplify the application of certain rules that are easily 
forgotten otherwise.
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Obstacles (8.9) for passing Chariots.  Once placed they will 9

not be removed.

�
Horse Carcass model

2.5.6 The Jostled counters are placed after a jostle 
result (9.4). A Chariot marked with a Jostled 
counter is unable to use any straining, including 
Voluntary Straining and cornering over the Safe 
Cornering Speed. A Chariot will never have more 
than one Jostled counter (but the CDM may be reduced 
multiple times). The Jostled counter is removed according to 
the turn sequence when the CDM is no longer negative.

2.5.7 The No Straining counters are placed after a 
double sideslip result (9.3), when a Team has zero 
Endurance remaining (11.2) or if the CDM 
becomes negative for any other reason (except for a 
jostle). A Chariot marked with a No Straining 
counter is unable to use any straining, including Voluntary 
Straining and cornering over the Safe Cornering Speed. A 
Chariot may be marked with one or two No Straining 
counters, but never more. The No Straining counters are 
removed according to the turn sequence if positive CDM is 
restored.

2.5.8 A Blinded counter is placed after a ”9 to 10” 
result in a dust attack (10.6). The Blinded counter is 
removed according to the turn sequence if control 
of the Team is regained.

2.5.9 A Chariot which has used MFs outside of its 
movement phase is marked with a Used MFs 
counter. The actual number of MFs used is kept 
track of on the Pushpin Chariot Log. The Used MFs 
counter is removed according to the turn sequence.

2.5.10 The Move Straight counters are placed after 
a ”6 to 8” result in a dust attack (10.6). The Move 
Straight counters are removed according to the turn 
sequence.

2.5.11 The No Inside Lane Change counters are 
placed after a sideslip or double sideslip result 
(9.3). A Chariot will never have more than one No 
Inside Lane Change counter. The No Inside Lane 
Change counter is removed according to the turn 
sequence.

2.5.12 The No whip counters are placed when a 
driver’s whip is lost after a grab (10.4.3) or a 
critical hit ”2” or ”12” (10.4.4). The No Whip 
counter is removed if the driver manages to replace 
his whip.

2.6 PUSHPIN CHARIOT LOG  10

The Pushpin Chariot Log is used to note movement orders for 
the Chariots, and to record damage and actions affecting the 
car, horses and driver. 

2.6.1 Once the race begins, players may not conceal the 
information on their Pushpin Chariot Log and must freely 
divulge it to any inquiring player. 

2.6.2 Each player marks the necessary information for each 
Chariot he controls on a Pushpin Chariot Log before the 
race. Each log has separate areas, showing information about 
the Team, car and driver, current movement and damage 
suffered during the course of the race. The various categories 
are as follows:

�

COLOUR: The colour of the player’s Chariot. The 
colours are; BLACK, BLUE, BROWN, BURGUNDY, 
GREEN, GREY, JADE, LIGHT BLUE, LIGHT GREEN, 
ORANGE, PINK, PURPLE, RED, SAND, WHITE and 
YELLOW.

TEAM SPEED: The combined Speed of all horses in a 
Team. Whenever a horse suffers damage the Team Speed 
decreases, and the new Team Speed is noted. Note that 
Team Speed is not the same as Total Speed, Max Speed or 
Turn Speed.

The Team Speed is reduced by one during rain (3.7.3) and 
by two during mud (3.7.4).

Team Speed can be temporarily reduced for various 
reasons. Temporary Team Speed reductions (like the 
movement loss in 10.4.3 or Team Speed reductions in 

 The horse carcass rules were introduced in The General volume 17, issue 5.9

 The original game used a written race log. The pushpin logs give a better overview, but  a written log could easily be used instead.10
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10.6 and 10.10.3) can be marked with a second pin. The 
second pin is removed after the next movement phase 
taken by the Chariot (unless still blinded).

HORSE SPEED/DAMAGE: Each horse will receive a 
number representing its Speed/damage. The number of 
boxes marked is equal to the horse’s Speed/damage. 

ENDURANCE: A number of boxes equal to the Team 
Endurance at the start of the race. As Endurance is used 
during the course of the race, the current number of 
Endurance Factors remaining is noted. 

The type of car used will affect the Endurance for the 
current race.

LAPS: Mark each completed half lap here.

WHEEL DAMAGE: Damage to the car is recorded by 
marking the boxes of the respective wheels so that the 
marked box contains the total number of damage points 
sustained by the wheel to date.

CAR: Mark the box indicating the type of car selected - 
light, medium, or heavy (see Rulebook I).

Medium cars reduce the Team Endurance by one quarter 
and heavy cars reduce the Team Endurance by half for 
the current race.11

WHIP LOST: This box is marked if the driver loses his 
whip and serves as a reminder that the driver is unable to 
perform any actions requiring a whip. The marker is 
removed if the driver regains a whip.

KNIFE LOST: Mark this box if the driver’s knife is 
thrown. It serves as a reminder that the driver can no 
longer cut dead horses (12.2.2) or himself (13.3.1) free.

DUST USED: Mark this box if the driver has used his 
one dust attack opportunity (10.6).

EYE WOUND: Mark one of these boxes if you suffer a 
critical hit to an eye (critical hit result ”5”) (10.4.4).

ARM WOUND: Mark this box if you suffer a critical hit 
to the arm (critical hit result ”4”) (10.4.4).

ADDED SPEED: Use these boxes to mark any Added 
Speed from Voluntary Straining (8.3) or lash attacks 
(10.4.1) made before the defender has taken his 
movement phase.

ADDED SPEED NEXT TURN: Use these boxes to 
mark any Added Speed from lash attacks (10.4.1) made 
after the defender has taken his movement phase.12

USED MOVE: Use these boxes to mark any Used Move 
from earlier evades (10.3.3) or running down Individual 
Drivers.

TURN SPEED: Write the planned Turn Speed of the 
Chariot on a piece of paper and post it here when Turn 
Speeds are revealed. 

DRIVER MODIFIER: A number representing the 
driver’s overall skill (see Rulebook I). 

CURRENT DRIVER MODIFIER: A number 
representing the driver’s skill during the current game 
turn only. The Current Driver Modifier (hereafter referred 
to occasionally as CDM) is not entered into the CDM 
boxes until the CDM differs from the Driver Modifier, in 
which case the CDM is marked in the CDM box.

DRIVER HITS: A record of damage sustained by the 
driver during the race. In order to keep track of loss of 
DM due to hits (12.1) a marker should be placed at the 
half hits level (rounded down) and at the one third hits 
level (rounded down). The Driver Move indicates how 
many Squares an Individual Driver can move on foot 
(14.1.1).

2.7 BETTING SHEET
The Betting Sheet is used to record all bets placed before and 
during the race. The sheet has spaces for noting the odds and 
calculating the payoffs after the race. (EXCEPTION: The 
betting sheet is not used in a match race.)

2.8 OTHER COMPONENTS
Other components that may be used to facilitate the game 
include:

A good number of six sided dice are needed for the various 
rolls during the game. It is recommended to use dice of various 
colours so that attacker and defender rolls can easily be 
distinguished.

A draw bag (or other opaque container) for the colour counters 
is needed.

One or more large 20-sided dice can be used to mark how 
many Movement Factors have been spent during a turn while 
other game mechanics interrupt movement.

 This rule was added to this version of the game in order to balance how Chariots are acquired in the Epic Campaign. The 11

Battleline rules had heavy cars reduce Speed, but adjusting Endurance is more flexible.

 This box was added sto make it easier to keep track of when the Added Speed is applicable.12
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B. SET UP

3. SET UP RACE
Setting up a race involves the following steps:

• Select options (3.1)
• Nominate Racing Steward (3.2)
• Determine number of Chariots (3.3)
• Select participating Chariots (3.4)
• Set up mapboard and Chariots (3.5)
• Colour selection (3.6)
• Weather determination (3.7)
• Skullduggery and security (4.)
• Betting (5.)

3.1 SELECT OPTIONS
Before the race starts the players should agree on the following 
options:

3.1.1 TIME LIMIT: A Circus Maximus race may take a lot 
of time to finish, especially if there are many players. In 
cases where only a limited playing time is available players 
may agree before the race to play to a specific time. The 
winner and other placings will be determined by who leads 
at the end of the set time.

3.1.2 TWO LAP RACE: Many races are decided long before 
they've gone their full three laps. If players agree you may 
shorten the race to two laps. Remove one dolphin and one 
egg counter from the spina and reduce the Endurance of all 
Teams by one third for this race. There will only be one 
opportunity to increase bets after the first lap (5.2.2).  13

3.1.3 OUTLAWED RAMMING OF HORSES: In order to 
make the game play a little faster players may agree to 
outlaw ram attacks on horses. If this option is in effect any 
offender will not be able to win the race (but may still place) 
(see 10.7.3).

3.2 NOMINATE RACING STEWARD
Select one player or a non-playing bystander to act as the 
Racing Steward. He will announce the start of each turn and 
determine order of movement by randomly drawing the 
coloured counters from a bag one at a time. He will also be 
responsible for the reaction time procedure.

If the Racing Steward is a player also nominate a stand in to 
conduct the Racing Steward responsibilities while the head 
Racing Steward is taking his move.

3.3 DETERMINE NUMBER OF CHARIOTS
Between two and sixteen people can take part in a race; the 
more the better.14

3.3.1 If less than sixteen players are present, some or all of 
them may be able to race more than one Chariot. Each 

additional Chariot tends to increase the congestion, 
bloodshed, and playing time accordingly.

3.3.2 Each participating player will race at least one Chariot. 
If there are eight or fewer players it is recommended that 
every player races two Chariots. If it is not possible to 
divide the Chariots evenly between the players the privilege 
of running extra Chariots can be auctioned off. No player 
will be allowed to run more than one Chariot more than any 
other player.  15

3.3.3 The auction is conducted as a free for all auction with 
minimum bids of 100 sesterces. If there are no bids for the 
privilege of running an additional Chariot, no more 
privileges are auctioned off. The auction may result in some 
players having more Chariots than others, but is balanced by 
weaker players tending to “gang up” on stronger players 
during a race. 

3.3.4 A player controlling more than one Chariot cannot 
attack or use skullduggery against another Chariot under his 
own control. 

3.4 SELECT PARTICIPATING CHARIOTS
Each player taking part in the race must secretly record which 
of his Chariots will take part in the race.

3.4.1 If a driver or Team has unrepaired injury, they are 
normally prohibited from racing. A Chariot with a perfectly 
healthy driver and Team must be used instead. 

3.4.2 If a player lacks any healthy Team or drivers, he may 
use still injured ones, but must use the Chariot with the least 
injury points yet unrepaired (i.e., that closest to being 
healthy). 

3.4.3 In no case may a Chariot with fewer than four horses 
be entered in the race.

3.5 SET UP MAPBOARD AND CHARIOTS
Set up the mapboard and Chariots.

3.5.1 Place the participating Chariots randomly in their 
starting locations with the car model of each Chariot resting 
on a grey Square containing a Roman numeral, and the 
corresponding Team model on the Square in front of it. If 
there are more than eight Chariots in the race, place the last 
eight Chariots directly behind any of the eight Chariots set 
up in the first row such that the first Square they pay a MF to 
enter will contain the Roman numeral. 

3.5.2 Place the colour counters into a bag.

3.5.3 Place three Egg counters on the spina by the start and 
finish lines. Place the three Dolphin counters at the opposite 
end of the spina.

 This optional rule was introduced to allow for shorter playing times. Be sure to reduce Endurance to keep game balance.13

 The number of players has been expanded from the original game. Note that games with more than eight players tend to take a 14

long time to finish. If more than sixteen Chariots are available there is no reason why the game cannot accommodate even more 
players.

 This rule is unique to this version of Circus Maximus and was not in the original game.15
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3.6 COLOUR SELECTION
Each player, in turn, picks colour counters (sight unseen) from 
the bag according to how many Chariots he will have in the 
race. The colour(s) selected is his Chariot(s).

3.6.1 Each player uses a Pushpin Chariot Log for each of his 
participating Chariots. The Pushpin Chariot Logs are now 
set up (see 2.6).

3.7 WEATHER16

Even if the sun usually shines over Circus Maximus, there may 
be variations in weather. 

3.7.1 Before the race begins, the Racing Steward rolls one 
die and consults the Weather Chart. If the result is ”Rain”, 
players must consult the Weather Chart every other turn 
during the race beginning with the second turn of the race 
until the weather clears. 

3.7.2 Should rain remain in effect until the first Chariot 
completes the third consecutive corner under rain conditions, 
weather conditions change to ”Mud” for the balance of the 
race whether the rain continues past that point or not. 

3.7.3 RAIN: Rain has the following effects as long 
as it continues to rain: 

• Dust attacks are not allowed in the rain
• Team Speed is reduced by one
• CORNER STRAIN CHART MODIFIERS are as follows: 

Light cars subtract 3 from all dice rolls. Medium cars 
subtract 2 from all dice rolls. Heavy cars subtract 1 from 
all dice rolls. 

• LANE CHANGES are now subject to modification as 
follows: Light cars must roll one die whenever they 
change lanes. If the result is a ”5” or ”6” they complete 
the lane change and then immediately sideslip (8.8) one 
lane in the same direction. There is no movement cost, 
but all normal rules apply, such as involuntary ram 
attacks. Medium cars must follow the same procedure, 
but only sideslip on a result of ”6”. 

3.7.4 MUD: Mud has the following effects: 

• Once mud has been declared the effects of Rain 
on lane changes and Straining in a Corner 
become permanent even if the rain stops. 

• The combined effects of rain and mud increase the 
negative Straining in a Corner DRMs by -1 for each type 
of car. 

• The Safe Cornering Speed (8.5.1) of all Chariots is 
reduced by three when ”mud” is in effect. 

• Team Speed is reduced by two. 
• A dragged driver suffers only one third (as opposed to 

half) the resulting numbers of hits determined by one die 
roll at the conclusion of each movement phase in which 
he has been dragged (13.3.2). 

• An Individual Driver on the track can move one Square 
for each three (as opposed to two) remaining unmarked 
driver hit boxes (fractions rounded up) per turn (14.1.1). 

�
4. SKULLDUGGERY & 
SECURITY
4.1 USING SKULLDUGGERY
A player may attempt to impair the performance of one (and 
only one) rival Chariot in each race through various 
underhanded devices. These devices are bribing drivers, 
drugging horses, and/or sabotaging cars. 

4.1.1 Each skullduggery device used against a Chariot costs 
a separate sum. The same device could be used against the 
same Chariot in different races but must be paid for 
separately before each race. Two or three different devices 
could be used against the same Chariot in the same race. 

Example: A player could not bribe the driver of another Chariot 
twice in a race, but he could both bribe a driver and drug the 
horses and/or sabotage the car of the same Chariot. 

4.2 BRIBERY
A driver may be bribed to either not attack a specific player in 
the upcoming race; or to reduce speed during the upcoming 
race. A driver cannot be bribed to both reduce speed and not 
attack. Separate bribes for each cannot be offered. 

4.2.1 Bribes are secretly recorded as to amount and type at 
the start of the race, and put aside. Regardless of the results 
of bribery, the money is considered spent when the bribe is 
secretly written. Bribes may never be withdrawn once made. 

4.2.2 To determine results of a bribe, use the following 
procedure: At any time during the race a player may reveal a 
bribe. At that time, the bribe is resolved. Bribes have no 
effect until revealed. If a player forgets to reveal his bribe, 
the money is still spent, but to no effect. Bribes cannot be 
carried over from one race to another. When a bribe is 
revealed, the player who is the target of the bribe reveals any 
security money paid to the driver to protect against bribes. 
This security money is subtracted from the bribe amount, 
and the result is the net bribe. If the net bribe is in favour of 
the briber, and meets the necessary minimum sum, the bribe 

Weather Chart
Initial Result Subsequent Checks

1 Rain* Clear
2 Clear** Rain
3 Clear Rain
4 Clear Rain
5 Clear Rain
6 Clear Rain

Notes
* Rain is in effect. Reroll on this column immediately. 
Another ”1” result means that the race starts under ”Mud” 
conditions as well as rain.
** Reroll on ”Initial Result” column at start of each lap.

�

 One of the interesting rules from The General volume 17 issue 5 is the Weather rule. It has been adapted for use in this version of 16

Circus Maximus.
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may be successful. If so, it takes effect immediately for the 
duration of the race. 

4.2.2.1 NO ATTACK BRIBES: If the net bribe is at least 
500s, a die is rolled. The bribe takes affect on any die roll 
which when multiplied by 500s does not exceed the net 
bribe. Only one such die roll may be made per bribe. The 
bribed driver will not make any attacks against the player 
which bribed him.  Any current attack is cancelled, and 17

no further attacks may be made. However, if the player 
which bribed the driver attacks that driver, the bribe is 
off, and the driver can make attacks again. 

4.2.2.2 REDUCE SPEED BRIBES: If the net bribe is at 
least 500s, a die is rolled. The bribe takes affect on any 
die roll which when multiplied by 500s does not exceed 
the net bribe. Only one such die roll may be made per 
bribe. The bribed driver will reduce the Team Speed by 
one for each complete multiple of 500s of net bribe up to 
a maximum of 3000s for the remainder of the race. 

4.3 DRUGS
A player may spend 500s or more to drug the horses of another 
Chariot’s Team. Drugging is secretly planned, but must be 
revealed just before the Chariot makes its first move. If a 
player forgets to reveal his drugging, the money is still spent, 
but to no effect.

4.3.1 To resolve drug effects, the player who drugged the 
horses reveals the amount of money he spent, and then the 
player with the drugged horse reveals the money he spent for 
security against drugging (if any). If the drugger spent more, 
the drugs may take effect. 

4.3.2 If the drugger spent 500s more than the defender spent 
for security, one horse of his choice suffers one (1) injury 
point. For each additional 500s, another injury point is 
inflicted. These points can all be on the same horse, or 
spread out among the various horses of the Team, as the 
drugger desires. 

4.3.3 All drug injuries are temporary, and apply for that race 
only. The horse is not permanently injured by drugs. Even a 
collapsed horse can be revived after the race with no ill 
effects.

4.3.4 A drugged horse that collapses on the grey Squares is 
removed from the game after it is cut loose.18

4.4 SABOTAGING CARS
A player must spend 1000s or more to sabotage the car of 
another Chariot. As with drugs, sabotage is secretly planned, 
and revealed just before the Chariot makes its first move. If a 

player forgets to reveal his sabotage, the money is still spent, 
but to no effect.

4.4.1 To resolve sabotage effects, the player who made the 
attempt reveals the amount spent, and then the player being 
sabotaged reveals money spent for security against sabotage. 
If the saboteur spent more, the sabotage will take effect on 
any die roll which when multiplied by 100s is less than or 
equal to the difference of the amounts spent for sabotage and 
security. 

4.4.2 If the sabotage is effective and the saboteur spent 100s 
more than security, two points damage is suffered by one 
wheel (saboteur’s choice) of the car. For each additional 
1000s spent, another point of damage is suffered. 

4.4.3 Car sabotage is permanent damage to the car (but can 
be automatically repaired after the race like all car damage). 

4.5 USING SECURITY
Before each race, at the same time skullduggery is secretly 
planned, each player may also secretly spend money on 
security for his Chariots(s). This helps protect against 
skullduggery. 

4.5.1 Security money must be paid for a specific type of 
protection, as listed below:

• STOP BRIBERY: protects against all types of bribery. 
• STOP DRUGGING: protects against all types of drugs.
• STOP SABOTAGE: protects against car sabotage. 

4.5.2 Security money can be spent to stop two or all three 
types of skullduggery, but a separate sum must be paid for 
each type of protection. 

4.5.3 Security money is paid by the race, for each race. The 
money is considered spent regardless of whether any actual 
skullduggery occurs. Money spent for protection in one race 
never carries over to another race. Security money can never 
be recovered. 

4.5.4 Security money can be used as many times as 
skullduggery is attempted against its particular classification 
for that race. 

Example: The drug attempt of one player does not lessen the 
security invested by the defender against the drug attempt of yet 
another player. Each skullduggery attempt is resolved independently 
of all the others. 

4.5.5 Security money does not provide absolute protection. It 
simply makes skullduggery more difficult and expensive. 
See the skullduggery rules for the effect of security money 
on the various skullduggery results. 

No Attack Bribe: 
Reveal at any time. If net bribe ≥ 500 x � , no attacks against 
bribing player.

Reduce Speed Bribe: 
Reveal at any time. If net bribe ≥ 500 x � , reduce Speed by 
one for each 500 of net bribe (max 3000).

Drugs: 
Reveal before first move. One injury per 500 net drug.

Sabotage: 
Reveal before first move. Must spend 1000. If net sabotage ≥ 
100 x � , two damage to one wheel, one more damage per 
additional 1000.

 ”Faction" was changed to "player" to account for players who run more than one Chariot.17

 The original rules did not cover this situation.18
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5. BETTING
5.1 GENERAL BETTING RULES
All participating players must bet on every race. Bets must be 
in 100s increments. The maximum bet is unlimited, subject to 
the financial resources of the wagerer. 

5.1.1 Each participating player must bet on (one or more of) 
his own Chariot(s). In addition, he may bet on as many other 
Chariots as he desires, but the total of those bets may not 
exceed the total amount he bets on his own Chariot(s) unless 
he does not enter a Chariot in the race. Once a bet is placed, 
it may never be removed or taken back.

5.1.2 In addition, players may make side bets between 
themselves.

5.1.3 Campaign players who do not take part in a particular 
race may act as Wealthy Betters (see Rulebook I).

5.2 BETTING PROCEDURE
Players secretly record all bets on the Campaign Log, and then 
reveal their bets simultaneously. All bets are then noted on the 
Betting Sheet by the Racing Steward. 

5.2.1 Betting odds are now determined and noted. Add the 
total of all bets placed on the entire race. For each Chariot, 
add the total bets on that Chariot, and divide that into the 
total for the race. The result, rounded down to the nearest 
whole number is the odds for that particular Chariot. 

Example: A total of 30,000s are bet on the race. A total of 4,900s 
are bet on the red Chariot. Therefore, 30,000/4,900 yields 6.12, 
rounded off to 6, or 6-1 odds. 

5.2.2 Players may bet again at the end of the first, and again 
at the end of the second lap of the race. A bet made during 
the race on a Chariot may never exceed the amount that 
player bet before the race on the same Chariot. Bets made 
during the race do not change payoff odds. Odds will remain 
the same. 

5.3 PAYOFFS
Payoffs are made after the race. Only the winning Chariot will 
pay off. Normally, multiply the odds times the money bet for 
the payoff. Therefore, if red was listed at 6-1 odds, and a player 
bet 1,500s on red, when red won, the payoff would be 6 x 
1,500s = 9,000s. 

5.3.1 The bank covers any payoffs above what was bet. This 
represents money from other (non-played) betters.  19

5.3.2 Winning betters keep the money they bet.20

5.4 MATCH RACE BETTING
During an Epic Campaign there may be a number of match 
races between two players. In match races betting is handled 
differently from what was described above.

5.4.1 MATCH RACE BETS: In a match race each owner 
must bet a minimum of 100 sesterces on his own Chariots 
against the opposing player. The challenger may offer better 
odds than 1-1. Every time the challenger offers better odds 

the challenged player minimum bet is doubled up to a 
maximum of 1600 sesterces for 5-1 odds.21

5.4.2 If one player increases his bet beyond the minimum the 
other player must follow. If one player lacks funds to follow 
an increased bet he may try to sell resources or take a loan 
from the other players. If he still cannot follow the bet he 
must decline the challenge.

5.4.3 The player whose Chariot wins the race wins the bet.

5.4.4 All players (even those not participating in the match 
race) may make any side bets they want.

Match Race Minimum Bets Chart
Odds Challenging player bet Challenged player bet
1-1 100s 100s
2-1 400s 200s
3-1 1200s 400s
4-1 3200s 800s
5-1 8000s 1600s

 This rule was changed to allow for more currency to flow into the game. The original rule proved problematic in a long campaign.19

 This was unclear in the original rules, but is how betting normally works.20

 These rules are taken from the Gladiator game.21
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C. THE RACE

6. RACE SEQUENCE OF 
PLAY22

Play begins after all setup and preparation is complete. The 
game is played in ”turns”. Each turn is divided into phases, 
which must carried out in sequence.

Some sub-steps of the phases are marked with coloured 
triangles. These same triangles appear on the play aids affected 
in that particular sub-step.

�

A. START OF TURN

• If rain is in effect roll on the weather chart every even turn 
(3.7.1).

• If clear** (3.7) is in effect reroll on the weather chart at 
the start of each lap.

• Increase all reduced Current Driver Modifiers by one (rule 
9.4.6). �

• Remove Jostled counters from drivers who have regained 
positive CDM (9.4.1). �

• Remove one No Straining counter unless Endurance is 0. 
�

• All Teams with Endurance ≤ 0 have their Team Speed 
reduced by one (rule 11.2.3). �

B. MOVEMENT NOTATION

• Each player secretly selects the Turn Speed for his 
Chariot(s) for the coming turn (rule 8.2).

• All Turn Speeds are revealed and noted on the Pushpin 
Chariot Logs simultaneously.  23

C. MOVEMENT ORDER PREPARATION

• All colour counters are placed in a bag and mixed by the 
Racing Steward. EXCEPTION: When the race begins, the 
colour counters for all second row Chariots are not placed 
in the cup until after all first row Chariots have completed 
their movement phase. Starting with the second game turn 
all colour counters are placed in the cup to determine order 
of movement.

D. MOVEMENT PHASE

• The Racing Steward draws one counter from the bag; 
drawn Chariot or Runaway Team moves.

• Any drugging/sabotage must be revealed just before the 
target Chariot makes its first move (rule 4.3 and 4.4).

• The movement phase of a Chariot is divided into three 
parts. At the start of its movement phase the moving 
Chariot:

• may Voluntarily Strain (rule 8.3).
• may need to roll for Starting from Zero (rule 8.4.3).
• may attempt to cut free dead horse (rule 12.2.2).
• may have to check for flip due to wheel damage 

(rule 12.3).
• may roll to regain control of Team if blinded 

(10.6.4). �
• During its movement phase the moving Chariot:

• must use its Total Speed to move and attack (rule 
8.4.2). (Non-moving Chariots may not move, except 
to avoid attacks (see 10.3), or as a mandatory result 
of attacks.)

• At the end of its movement phase the moving Chariot:
• may attempt to cut dragged driver free (rule 13.3.1).
• must apply damage to dragged driver (rule 13.3.2).
• removes Used Move markers from the Pushpin 

Chariot Log (2.6.2). �
• removes one Move Straight counter (10.6.5) from a 

driver so marked. �
• removes second pin from Team Speed unless still 

blinded. �

Repeat the movement phase steps, drawing additional counters 
and taking movement phases until all counters in the bag are 
removed. At this point, all Chariots and Runaway Teams have 
moved once and the turn proceeds to phase D.

E. MOVE INDIVIDUAL DRIVERS

• Drivers of Stationary Chariots may choose to abandon 
them (12.2.3.3).

• Individual Drivers on the track move (rule 14.1).

F. END OF TURN

As the turn ends do the following: 

• remove all No Inside Lane Change counters. �
• remove all Added Speed markers from all Pushpin Chariot 

Logs and move Added Speed Next Turn markers to the 
Added Speed field (2.6.2). �

Repeat the A through F turn phases until the race is finished 
(rule 15.2).

 This rule has been expanded with many details that were hidden throughout the original rules.22

 It was unclear in the original rules when Turn Speeds were revealed.23
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7. REACTION TIME24

7.1 REACTION TIME BASICS
All players with the experience of at least one earlier race have 
to abide by the reaction time rules. It is in the best interests of 
an enjoyable game for all concerned to quicken the pace so as 
to both shorten the playing time, and more closely reflect the 
lightning reflexes needed by a charioteer. Despite some initial 
complaints, ultimate player enjoyment will be greatly 
increased by ridding the game of those inevitable plodding 
players who seem to take forever to make their moves.

7.2 REACTION TIME PROCEDURE
7.2.1 At the conclusion of each game turn, the Steward 
announces the number of the upcoming game turn and 
commences a five second countdown (”one thousand one, 
one thousand two…” etc.). Any player whose Turn Speed is 
not written at the end of the countdown must duplicate his 
last recorded Turn Speed (if that is not possible due to 
combat results sustained in the interim, substitute the 
Maximum Speed possible) in the upcoming turn. 

7.2.2 When the Racing Steward calls out the colour to be 
moved next he should also count out the seconds elapsed 
until the player begins moving his Team. The moving player 
has a maximum of five seconds to begin movement. Failure 
to move (including announcing an attack or decision to 
Voluntarily Strain) in this time period results in forfeiture of 
the player’s control over the Team during that movement 
phase. The Team is moved straight ahead in its current lane a 
number of spaces equal to its Total Speed for that turn, 
making no attacks, braking, and changing lanes only if 
forced to with lane changes occurring to the outside where 
possible. 

�

7.2.3 There is no time limit for the resolution of attacks and 
other necessary chart checks. 

7.2.4 Once a player has started to move, time should not be a 
problem, but if it is, the Steward should once again start his 
five second countdown during which the moving player 
must either announce an attack or move to a new Square. 

7.2.5 If the Steward is also a player, the assistant Steward 
conducts the countdown when the Steward is moving his 
own Chariot. 

7.2.6 Once players become proficient at playing under such 
time pressures, the five second time limit should be lowered 
accordingly. 

8. MOVEMENT
8.1 GENERAL MOVEMENT RULE
It is recommended that players get in the habit of moving only 
their Team model as they make their move, leaving the car 
model in the Square it occupied at the start of the Movement 
Phase as a reminder of where the Chariot began its move in 
case players should forget the Movement Factors they’ve 
expended up to that point, or there is a question regarding the 
legality of a move. Once the move is completed and accepted 
by the other players, the car model can then be placed behind 
the Team model to reform the Chariot. 

8.1.1 Once moved from a Square, a model may not be 
returned to that Square to “redo” its move except as a result 
of an illegal move cited by another player. 

8.1.2 Actual physical counting of Squares by drawing one’s 
finger across the mapboard prior to movement is prohibited. 
Such counting should be done mentally as play proceeds and 
before the driver’s actual turn. The fact that a player’s 
Chariot was the first (or last) one drawn during a turn is no 
excuse. 

8.2 MOVEMENT NOTATION
Turn Speed is the number of Movement Factors the Chariot 
plans to use in the upcoming movement phase (other causes 
may add additional MFs).

8.2.1 At the start of each turn all players secretly write down 
the actual speed including any change for Current Driver 
Modifier that their Chariot will use in the coming turn. This 
number is then posted in the Turn Speed section of the 
Pushpin Chariot Log.

8.2.2 The noted Turn Speed cannot exceed the total of Team 
Speed and the Current Driver Modifier. However, it can be 
any amount less than that amount, including no movement at 
all. 

8.2.2.1 Runaway Teams must select their Team Speed as 
their Turn Speed.

8.2.2.2 Blinded drivers must select half their Team Speed 
(rounded up) as their Turn Speed.

8.2.3 The Turn Speed selected and noted (above) plus Added 
Speed minus lost Speed for Starting from Zero or lost Speed 
for cutting a dead horse free is the Total Speed and 

 This rule should be emphasized, especially with large numbers of players.  24
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represents a number of Movement Factors the Chariot 
must  use in its ensuing movement phase.25

8.3 VOLUNTARY STRAINING 
There are two different forms of straining; ” Voluntary 
Straining” and ”Straining in a Corner” (see 9.).26

A player may voluntarily whip his horses to gain extra speed. 
The driver of the Chariot must have his whip to use Voluntary 
Straining. All drivers start the race with a whip but may lose it 
during the course of Lash Attacks (see 10.4.2). 

8.3.1 Voluntary Straining is prohibited if the Chariot has no 
Endurance remaining, or the CDM is negative (see Jostle, 
9.4), or if the driver will attempt to cut a horse free (see 
12.2.2) or has no whip. 

8.3.2 Voluntary Straining must be announced at the start of 
the driver’s movement phase before he begins his move. 

8.3.3 Voluntary Straining is resolved by rolling a die and 
adding the resulting number to the recorded Turn Speed for 
the turn. In effect, the Chariot’s MFs are increased by the 
amount of the die roll. Note that straining can increase the 
MFs of a Chariot beyond the Team Speed. Note the added 
MFs in the Added Speed box on the Pushpin Chariot Log.

8.3.3.1 A driver with an arm wound (10.4.4) halves all 
Voluntary Strain die rolls (fractions rounded up).

8.3.4 Each MF added by Voluntary Straining reduces the 
Chariot’s remaining Endurance Factors by a like amount. If 
the die roll were 3, and three MFs were added, then three 
Endurance boxes would be checked off. 

8.3.4.1 A Team may not add more MFs than it has 
Endurance Factors remaining. Any v Voluntary Straining 
number in excess of the number of remaining Endurance 
Factors is treated as equal to the number of remaining 
Endurance Factors. This is the only case where a player 
can use a number less than the Voluntary Straining die 
roll to add to his recorded Turn Speed. 

8.4 MOVEMENT EXECUTION 
8.4.1 At no time may more than one car or Team model 
occupy the same Square (but see rule 8.9 for moving through 
Obstacles).

8.4.2 At no time may a Chariot expend less MFs than its 
Total Speed. All MFs must be used up during a Chariot’s 
movement phase. Therefore, Chariot movement requires a 
certain amount of advance planning. Also note that some 
available MFs may already have been used (and noted under 
Used Move on the Pushpin Chariot Log).

8.4.3 STARTING FROM ZERO SPEED: During the first 
game turn, and all turns when a Chariot is starting up after 
having had a zero speed turn , all Chariots must roll one, 27

two or three dice at the start of their movement phase and 
deduct the result from their Turn Speed for that turn. This 
does not prohibit the driver from rolling another die for 

Voluntary Straining (see 8.3) but he must announce that 
option before seeing the first die roll. This rule simulates the 
loss of speed generated by movement from a dead start. 

8.4.3.1 A Chariot with a light car rolls one, a medium 
two and a heavy three dice.28

8.4.3.2 If the final result is less than one, the Chariot is 
considered to have a Total Speed of one.

8.4.4 MOVEMENT ACTIONS: Movement Factors 
(sometimes referred to as MFs) can be used for one or more 
of the following actions, which can be combined in any 
order during the turn. Actions can be repeated during the 
turn, as long as MFs are available.

• FORWARD MOVEMENT (8.5)
• LANE CHANGE MOVEMENT (8.6)
• BRAKING the movement of the Chariot (8.7)
• SIDESLIP movement to avoid a blocking Chariot (8.8)
• Making an ATTACK on another Chariot (rule 10.)
• EVADING as a response to an enemy attack. The actual 

evasion movement is done earlier, at the instant of the 
enemy attack (i.e., during the enemy’s movement phase). 
However, the MF expenditure is taken during the evading 
Chariot’s next phase, whether this occurs during the 
present turn or the next turn (10.3.3).

8.4.5 A Chariot may never move ”backwards” or against the 
main flow of the race except as a result of braking (see 8.7).

8.5 FORWARD MOVEMENT
A Chariot moving straight ahead in its own lane expends one 
(1) MF for each new Square entered.

�

Example: The Chariot moves ahead three Squares, using three MFs 

8.5.1 A Chariot moving straight ahead into a corner (Squares 
with curved sides) may not expend more MFs than the 
number printed on the mapboard in that corner lane without 
suffering a penalty.

8.5.1.1 Maximum Safe Cornering Speeds for each corner 
lane are printed on the mapboard in the first and last 
corner space of each lane. During mud the Safe 
Cornering Speed of all Chariots is reduced by three 
(3.7.4).

8.5.1.2 If a Chariot has a higher Total Speed than the Safe 
Cornering Speed for its corner lane, it is Straining in a 
Corner and may also flip (see Straining in a Corner, 9.).

8.5.2 Maximum Safe Cornering Speeds apply to a Chariot as 
long as either part of the Chariot, Team or car, is in the 
corner.

 The original rules said that Turn Speed reflected MFs that could be used. Further ahead in the text it became clear that all MFs 25

must be used.

 The rules for Voluntary Straining and Straining in a Corner have been divided up since they have nothing to do with each other.26

 This rule was borrowed from JP Trostle's excellent Streamlined Circus Maximus rules.27

 This rule was introduced to further balance the different types of cars.28
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8.6 LANE CHANGE MOVEMENT
A lane change is either toward the inside (to the left, closer to 
the spina), or to the outside (to the right, away from the spina). 
A lane change to the inside costs two (2) MFs. A lane change 
to the outside costs one (1) MF.

8.6.1 Whenever making a lane change of any type there must 
be two unoccupied Squares in the lane moved into - one for 
the Team and one for the car. A chariot can never be left half 
in one one lane and half in another.

8.6.2 When making a lane change while the Team is on a 
straight stretch, move the chariot one Square forward, and 
then directly sideways, left or right, depending on the type of 
lane change. Diagonal movement is not allowed.

�

Example: Lane change to the inside (2 MFs)

�

Example: Lane change to the outside (1 MF) 

8.6.3 When making a lane change while the Team is in a 
corner, a different procedure is used.

8.6.3.1 An inside corner lane change requires that the 
Chariot move forward one Square, and then sideways 
and backward to the new Square.

�

Example: Corner lane change to the inside (2 MFs). This lane change 
is not allowed if Square A is occupied (8.6.1). 

8.6.3.2 When making a corner lane change to the outside, 
move the Chariot forward one Square, and then sideways 
and forward to the new Square.

�

Example: Corner lane change to the outside (1MF). This lane change 
is not allowed if Square B is occupied (8.6.1) 

8.6.3.3 Note that certain corner Squares are laid out 
parallel to each other as opposed to slightly forwards or 
backwards. When making a lane change in these Squares 
the movement is always forward and sideways. There is 
no additional forward or backward movement after the 
sideways move.

�
Example: “x” indicates parallel corner Squares

8.6.4 When a Chariot makes an inside corner lane change, it 
is subject to the maximum Safe Cornering Speed of that new 
lane. If it exceeds the new Safe Cornering Speed, it is 
Straining in a Corner and must check the Corner Strain 
Chart (see 9.2).

8.6.5 A Chariot in the innermost lane (number one) which 
changes lane to the inside crashes into the wall of the spina 
and flips (see rule 13.). The same is true of a Chariot in the 
outermost lane (number eight) which changes lane to the 
outside thus crashing against the wall below the galleries.

8.6.6 LANE CHANGE DURING RAIN AND MUD: During 
rain (3.7.3) and mud (3.7.4) lane changes are subject to 
modification as follows: Light cars must roll one die 
whenever they change lanes. If the result is a ”5” or ”6” they 
complete the lane change and then immediately sideslip 
(9.3) one lane in the same direction. There is no movement 
cost, but all normal rules apply, such as involuntary ram 
attacks. Medium cars must follow the same procedure, but 
only sideslip on a result of ”6”.

8.7 BRAKING
Braking may be used to either consume Movement Factors , 29

or to avoid attacks (see 10.3.2). Braking is allowed only if the 
Chariot has Endurance Factors remaining. Once all 
Endurance boxes have been used, further braking is not 
allowed. Runaway Teams may not brake (13.2.1.3).

8.7.1 A player “brakes” during his move simply by 
announcing he is braking one or more Movement Factors. 
Instead of moving the Chariot, for each Movement Factor 
braked, he checks off one Endurance box. For example, if a 
Chariot comes up against an Obstacle or corner with two 

 The original rules talked about ”reducing speed", but in this case braking can only be used to consume MFs.29
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MFs remaining, rather than take a chance he could brake for 
those two factors, and use up two Endurance boxes instead 
of making further movement. 

8.7.2 Braking does not reduce Total Speed.30

8.8 SIDESLIP
Sideslip moves are allowed if called for by the corner strain or 
lash attack charts or if all other means of movement are 
blocked, or if the driver can demonstrate that by not making a 
sideslip move at that point that he would be forced to enter a 
blocked position (not a potentially blocked position) later 
during that same turn. 

8.8.1 A Chariot is blocked if another Chariot or Runaway 
Team is directly ahead of it, so that normal ahead and normal 
lane change movement is impossible without running into 
the back of the blocking Chariot or Runaway Team. 
Obstacles (8.9) do not block movement.

8.8.2 Blocking may occur at the start of a Chariot's 
movement phase, or any time during the turn. A player may 
deliberately drive his Chariot into a blocked position. 

8.8.3 The sideslip move costs three (3) Movement Factors. 
The Chariot is then moved directly sideways into an 
adjacent lane. The sideslipping Chariot may change lanes 
either left or right, as desired. In either case, the movement 
cost is three factors. When sideslipping in a corner the 
“sideways” move must be to an adjacent Square which is 
totally beside the occupied Square or partially behind it.

�

Example: Sideslip in a corner lane 

8.8.4 A blocked Chariot may be unable to sideslip due to 
other blocking Chariots. In that case, it must brake to use up 
any remaining Movement Factors. If that is also impossible, 
due to lack of sufficient Endurance Factors, the Chariot 
uses up all remaining Endurance Factors (if any) and then is 
the target of an involuntary ram attack by the blocking 
Chariot ahead against its horses (see 10.10). 

8.9 OBSTACLES
There are three types of possible Obstacles that may appear on 
the track; wrecks, horse carcasses and Stationary Runaway 
Teams.  A Stationary Chariot is considered a double Obstacle.31

8.9.1 No attacks are allowed while running over Obstacles.

8.9.2 An Obstacle on the track negates the Square it is in for 
normal passage rules. If a Chariot cannot avoid a Square 
containing an Obstacle or chooses to deliberately enter the 
Obstacle Square it must observe special penalties.

8.9.3 RUNNING OVER OBSTACLE PROCEDURE: A 
Chariot may run over an Obstacle by choice or due to lack 
of any other recourse. The Chariot is moved over the 
Obstacle Square at the normal movement cost, but should 
(does not have to) deduct Endurance Factors equal to the 
roll of one die. When it clears the Obstacle and appears in 
the Square beyond, roll three dice, add the CDM to the total, 
and consult the Running Over Obstacles Chart . If a 32

Chariot is unable to clear an Obstacle during its move (i.e. it 
does not have enough MFs to move beyond the Obstacle) it 
flips (see 13.).

8.9.3.1 Subtract one from the dice roll for every 
Endurance Factor less than the die roll which the Chariot 
was unable (or unwilling) to pay for the Obstacle jump 
attempt.

8.9.3.2 If the Obstacle is a Stationary Team any check to 
run over the Obstacle must subtract 3 from the dice roll. 
Any horse injuries are applied to both the jumping Team 
and the Obstacle Team.

8.9.3.3 Chariots passing over horse carcass Obstacles 
treat them like other Obstacles, but with a special +1 Die 
Roll Modifier. EXCEPTION: The horse carcass has no 
effect on the Chariot from which it is cut loose on the 
turn it is cut loose.33

8.9.3.4 A Stationary Chariot (one with one or more dead 
horses) is considered both a wreck and a Stationary Team 
and both have to be run over in turn.34

8.9.4 Running Over Obstacles Chart results:

CHARIOT FLIP: Chariot flips (see 13.).

Running Over Obstacles Chart
Results

4 or less Chariot flip
5-6 Chariot flip danger
7 Horses seriously hobbled

8-9 Horses hobbled
10 Car damaged

11-12 Driver jostled
13 or more No effect

Notes
* The following modifiers may apply:
• Subtract one from the dice roll for every Endurance Factor 

less than the die roll which the Chariot was unable (or 
unwilling) to pay for the Obstacle jump attempt.

• Subtract 3 from the dice roll if the Obstacle is a Stationary 
Team.

• Add one to the dice roll if the Obstacle is a horse carcass.

� � � + CDM + *

 Added for clarity.30

 These rules have been slightly updated to cater to all types of Obstacles.31

 This table was reversed so that higher rolls are better in order to provide consistency to the die rolls.32

 Rule taken from The General volume 17 issue 5.33

 This situation was not covered in the original rules.34
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CHARIOT FLIP DANGER: Check as if Straining in a 
Corner (maximum Safe Cornering Speed over an 
Obstacle is one) (see 9.).

HORSES SERIOUSLY HOBBLED: Roll �  for each 
horse. The result is the number of damage points suffered 
by each horse. Reduce its Speed and the Team Speed 
accordingly.

HORSES HOBBLED: Roll �  for each horse, 
subtracting three (-3) from each roll. The result (with 
results less than 0 treated as 0) is the number of damage 
points suffered by each horse. Reduce its Speed and the 
Team Speed accordingly.

CAR DAMAGED: Roll �  for each wheel, subtract 
three (-3) from each roll, and take the result as damage 
points on the wheel. A final die roll result of 0 or less 
means no damage was sustained on that wheel in the 
jump.

DRIVER JOSTLED: Treat as normal ”J” result (see 
9.4).

NO EFFECT: Chariot passes over Obstacle safely.

�

9. STRAINING IN A CORNER
9.1 CORNER STRAIN
A Chariot that exceeds the maximum Safe Cornering Speed in 
a corner lane is Straining in a Corner.

9.1.1 Maximum Safe Cornering Speed apply to a Chariot as 
long as either part of the Chariot, Team or car, is in the 
corner.

9.1.2 For each point of Total Speed during that movement 
phase in excess of the lowest Safe Cornering Speed corner 
lane entered, the Chariot loses one Endurance Factor. Note 
that the actual number of MFs expended in a corner during 
the move is immaterial; it is the Total Speed for the entire 
movement phase that is compared to the maximum Safe 
Cornering Speed for that corner lane. 

Example: A Chariot with a “Turn Speed” of 11 enters the innermost 
corner lane where the maximum Safe Cornering Speed is eight. The 
Chariot must lose three Endurance Factors and check the Corner 
Strain Chart. Had he also elected to whip his own horses at the start 
of the turn and rolled a Voluntary Straining result of “2”, his Total 
Speed would be 13 and he would lose two Endurance Factors for 
the whipping and another five Endurance Factors for Straining in a 
Corner. 

9.1.3 In addition to Endurance costs, any Chariot exceeding 
the maximum Safe Cornering Speed in a corner lane is 
subject to flipping and must check the Corner Strain Chart. 

9.1.3.1 The Straining in a Corner check occurs as soon as 
the Chariot enters the first (or starts its movement phase 
already in a)  corner Square at excess speed. If the 35

Chariot survives the check and is able to continue 
moving, no additional checks are needed during that turn 
for that corner lane.

9.1.3.2 If the Chariot changes to a new corner lane on the 
inside, with a lower Safe Cornering Speed, a new, 
updated Straining in a Corner check with an increased 
number of strain/flip points is instantly made, even if one 
has already been made that movement phase. However, if 
the Chariot changes lanes to the outside, to a lane with a 
higher Safe Cornering Speed, no new check is required 
because of it during that movement phase even if the 
Chariot is still exceeding the Safe Cornering Speed in its 
new lane.

9.1.3.3 If the Chariot is again Straining in a Corner 
during its next movement phase, the Chariot must check 
again, etc.

9.1.4 The maximum Safe Cornering Speed of all Chariots is 
reduced by three when ”mud” is in effect (3.7.4). 

9.2 STRAINING IN A CORNER PROCEDURE
To determine what happens to a Chariot while Straining in a 
Corner use the following procedure:

9.2.1 Take the Total Speed of the Chariot (the written Turn 
Speed plus MFs gained through Voluntary Straining or 
enemy lash attacks minus speed lost for Starting from Zero 
or lost for cutting a dead horse free), and subtract from it the 
Safe Cornering Speed for the corner lane the Team or car 
occupies. The difference is the number of strain/flip points. 
For example, if a Chariot with a Total Speed of 12 enters a 
corner lane with a Safe Cornering Speed of 8, the Chariot 
has four (4) strain/flip points.

9.2.2 Roll three dice and add the CDM algebraically to the 
result. Note that if the Current Driver Modifier was already 
negative, the addition of that negative number actually 
results in a subtraction from the three dice roll (or in 
mathematical terms x + - n = x - n). Cross index this result 
with the strain/flip points on the Corner Strain Chart.36

 This was added for clarity.35

 This calculation was reversed in order to make higher dice rolls better. This provides consistency with all other rolls.36
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9.2.3 Corner Strain Chart Results:

Flip = FLIP: Chariot flips and crashes (see 13.). 

RH = RIGHT OUTSIDE HORSE INJURED: Check 
Horse Injury Chart. 

LH = LEFT OUTSIDE HORSE INJURED: Check 
Horse Injury Chart. 

J = JOSTLED: Driver is jostled. Reduce driver’s current 
modifier by three (-3). See 9.4. Mark the Chariot with 
Jostled and No Straining counters.

SS = DOUBLE SIDESLIP: Chariot is forced to 
immediately move two lanes to the outside and may not 
use any straining for the balance of this turn and the next 
game turn. See 9.3. Mark the Chariot with two No 
Straining and one No Inside Lane Change counters.

S = SIDESLIP: Chariot is forced to move one lane to the 
outside. See 9.3. Mark the Chariot with a No Inside Lane 
Change counter.

— = NO EFFECT: Chariot safely negotiates the danger. 

9.3 FORCED SIDESLIP37

9.3.1 A forced sideslip or double sideslip is not a 
normal lane change. There is no movement cost for 
this event, but a Chariot which must sideslip cannot 
willingly change lanes to the inside for the duration 
of that turn. Mark the Chariot with a No Inside 
Lane Change counter. A double sideslipping 
Chariot is also marked with two No Straining 
counters.

9.3.2 INVOLUNTARY RAM ATTACK: If a Chariot is 
forced to sideslip as a result of the Corner Strain Chart, and 
cannot because another Chariot already blocks those 
Squares, the sideslipping Chariot immediately makes an 

involuntary ram attack (10.10) against the Chariot that is 
blocking the sideslip to determine the result. 

9.3.3 A Chariot forced to take a double sideslip by the 
Corner Strain Chart which cannot sideslip even one lane 
because of the presence of an adjacent Chariot need not 
sideslip at all, but would suffer a double CDM penalty (-6) in 
the resulting involuntary ram attack. If after sideslipping one 
lane, the Chariot is confronted by a blocking Chariot, only 
normal Current Driver Modifier penalties (-3) would apply 
in the ensuing involuntary ram attack. If a Chariot cannot 
sideslip because it is already adjacent to the outside wall it 
flips instead.

9.4 JOSTLED DRIVER38

9.4.1 A jostled driver’s Current Driver Modifier 
is reduced by three (-3). Mark the Chariot with 
a Jostled counter.

9.4.1.1 A Driver with a negative CDM (even 
if not jostled) is unable to use any straining, including 
Voluntary Straining and cornering over the Safe 
Cornering Speed (such as would be caused by making an 
inside corner lane change) for the balance of this turn and 
all following game turns in which its Current Driver 
Modifier is negative.

9.4.1.2 A Chariot thus affected would have all MFs 
gained during the present movement phase as a result of 
Voluntary Straining negated except for those necessary to 
reach the corner Square at which the J result (or other 
cause of negative CDM) occurred. Endurance costs for 
any lost MFs must still be paid.

9.4.2 If a driver is jostled, the reduction in his driver’s 
modifier is only temporary, but it takes effect immediately, 
and can affect the remainder of the current Movement Phase,  
game turn and a number of following turns.

9.4.3 Mark the new Current Driver Modifier in the ”CDM” 
box. 

Example: If a driver with a normal Driver Modifier of 1 is jostled, 
his Current Driver Modifier is -2 (1 - 3 = -2).

9.4.4 When a driver is jostled the Maximum Speed is 
decreased by three (3) because the Maximum Speed equals 
the combined Team Speed plus CDM. The CDM box is 
always used to derive Maximum Speed. Therefore, a Chariot 
may not use a higher Turn Speed than the total of the Team 
Speed and the CDM.

9.4.5 If the current movement phase in which the jostle 
result was suffered used more Movement Factors than the 
new Maximum Speed (or Total Speed in cases where Speed 
has been gained or lost for other reasons) resulting from that 
”J” result, the excess Movement Factors are lost except for 
those excess MFs needed to have the Chariot reach the 
Square in which it suffered the ”J” result.

Example: A 4444 Team and a + 1 Driver normally have a Maximum 
Speed of 17. If the driver is jostled, the Maximum Speed becomes 14 
on the turn in which he is jostled (16 + -2) = 14. 

9.4.6 The Current Driver Modifier is increased by +1 at the 
start of every turn until it equals the permanent Driver 

Corner Strain Chart
Strain Points

1 2 3 4 5 6 7 8 9+
3 or less Flip Flip Flip Flip Flip Flip Flip Flip Flip

4 RH Flip Flip Flip Flip Flip Flip Flip Flip
5 LH RH Flip Flip Flip Flip Flip Flip Flip
6 J LH RH Flip Flip Flip Flip Flip Flip
7 SS J LH RH Flip Flip Flip Flip Flip
8 S SS J LH RH Flip Flip Flip Flip
9 - S SS J LH RH Flip Flip Flip
10 - - S SS J LH RH Flip Flip
11 - - - S SS J LH RH Flip
12 - - - - S SS J LH RH
13 - - - - - S SS J LH
14 - - - - - - S SS J
15 - - - - - - - S SS
16 - - - - - - - - S

17 or more - - - - - - - - -
Notes

* The following modifiers may apply:
• During rain light cars subtract 3, medium cars subtract 2 

and heavy cars subtract 1.
• During mud light cars subtract 4, medium cars subtract 3 

and heavy cars subtract 2.

� � � + 
CDM + *

 The forced sideslip rules were collected under their own heading to make them easier to find.37

 The jostled driver rules were collected under their own heading to make them easier to find.38
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Modifier. Thus, the Team Speed of our 4444 chariot in the 
example above on the turn after its jostle result would be 15.

9.4.7 The effects of ”J” results are cumulative. Thus, a jostle 
result could theoretically reoccur before a previous one has 
worn off causing the CDM to be reduced by three as 
opposed to the permanent Driver Modifier being reduced by 
three.

10. COMBAT
10.1 GENERAL RULES 
The player taking his movement phase may attack other non-
moving Chariots providing his Chariot does not occupy the 
grey Squares used only at the start of each race. Only the 
moving Chariot can attack, other Chariots cannot voluntarily 
attack until their own moves (although combat results might 
force a defending Chariot to move in such a way as to conduct 
an involuntary ram attack of its own). The moving Chariot is 
termed the “attacker”, the target of the attack is the “defender”. 

10.1.1 Each attack made by a Chariot costs one (1) 
Movement Factor. Attacks are made during movement and 
as a part of movement. A Chariot can move, attack, continue 
moving, etc. 

10.1.2 A Chariot may make multiple attacks against the 
same defender (one Movement Factor used for each attack), 
or it could make separate attacks against different defenders 
(again one factor for each), or a combination of both. 

10.1.3 Attacks may be initiated at any time during a 
Chariot's movement, including at the start and at the end of 
movement, providing Movement Factors are available and 
used. 

10.1.4 A car may make only one attack per movement phase 
from the same Square. 

10.1.5 Attacks vs Individual Drivers (14.2) are special cases 
with separate rules.

10.2 ATTACK PROCEDURE
The attacker’s car must be directly beside (in a lane adjacent 
to) the defender’s Chariot to make an attack (EXCEPTIONS: 
Knife Attacks (10.5) and Ram Attacks Against Dragged 
Drivers (10.9)). To attack in a corner lane the attacking car 
must be in a Square which is not partially behind the defending 
car’s or Team’s (depending on the object of the attack) Square. 

10.2.1 If the attacker’s car is beside the defender’s Team, the 
attack is against the horses on that Team. If the attacker’s car 
is beside the defender’s car, the attack is against the driver or 
car of the defender’s Chariot. 

10.2.2 The attacker announces the type of attack when he is 
in position and expends the necessary Movement Factor for 
the attack. The attack can be either a “Ram”, “Lash”, 
”Knife” or ”Dust” attack.

�
Example: The attacker (red) is not directly beside the white Chariot 
and therefore cannot attack. However, if white were the attacker he 
could attack red’s car or driver. Furthermore, if white’s horses were in 
Square A, red could still not attack because he is behind white’s horses 
and not beside white’s car—red’s car space not overlapping with white 
due to the parallel corner space. 

10.3 DEFENCE PROCEDURE
Once the attack is announced, the defender has three options 
(EXCEPTIONS: knife, dust and attacks against dragged 
drivers only allow a defender to hold, defenders with zero 
Endurance and Runaway Teams cannot brake, blinded 
defenders cannot brake or evade). He can either: 

HOLD: Do nothing, and receive the attack, or 

BRAKE: Expend two Endurance Factors, and move 
backwards to avoid the attack (see 10.3.2), or 

EVADE: Make an instant lane change and avoid the attack 
(see 10.3.3). 

10.3.1 In order to brake or evade, the defender must roll two 
dice and add his CDM to the result. The attacker does 
likewise. If the defender’s total is equal to or greater than the 
attackers total, the defender can brake or evade normally as 
he desires. If the attacker’s total is greater than the 
defender’s, however, the defender must hold and receive the 
attack. 

10.3.1.1 A Runaway Team could evade automatically.

10.3.2 BRAKE: A Chariot that brakes to avoid attack will do 
so during the attacker’s movement phase. No Movement 
Factor adjustment is carried over into the defending 
Chariot's next movement phase, but the Endurance Factors 
lost by braking are immediately marked off and the Chariot 
is immediately moved backward one Square. A Chariot that 
brakes to avoid attack uses up two (2) Endurance Factors. A 
Chariot cannot brake to avoid attack if another Team or 
Obstacle is in the Square directly behind it or if it has no 
Endurance remaining. Runaway Teams cannot brake.

10.3.3 EVADE: A Chariot evades by making a lane change 
away from the attacker. Normal lane change movement and 
procedure is used (see 8.6). 

10.3.3.1 Depending on the lane change (to inside or to 
outside), one or two Movement Factors are used. These 
are subtracted from the Movement Factors available (but 
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not necessarily its written move) for the evading 
Chariot’s next movement phase. Mark the Used Move on 
the Pushpin Chariot Log.

10.3.3.2 A lane change in a corner may cause straining 
and a chance of a Chariot flip, if the Chariot evades to 
the inside, and its current Total Speed exceeds the 
maximum Safe Cornering Speed of that lane. Check for 
Straining in a Corner immediately (9.1).

10.3.3.3 If a Chariot is unable to make a normal lane 
change away from the attacker, it cannot evade. Note that 
the walls of the track and/or other Chariots may often 
block a lane change, and thus prevent evasion. 

10.3.3.4 A driver with an eye wound (10.4.4 and 10.6.4) 
may not evade attacks from the side on which he is 
injured.

10.4 LASH ATTACKS
Lash attacks can be against either the horse Team or the driver, 
depending on which element of the defender’s Chariot is 
beside the attackers car. The lash attack costs one movement 
point.

10.4.1 LASH ATTACKS AGAINST THE TEAM: A Team 
marked with a Dead Horse counter cannot be attacked on the 
side where the horse has fallen until the dead horse is cut 
free. 

10.4.1.1 An attack against the horse Team is resolved by 
the attacker rolling  and adding the resulting number 39

to the defender’s Added Speed. Mark the Added Speed on 
the Pushpin Chariot Log if the attack was carried out 
before the defender had taken his movement phase, 
otherwise mark Added Speed Next Turn.

10.4.1.2 Each MF added by the attack reduces the 
Chariot's remaining Endurance Factors by a like amount.

10.4.1.3 A Team may not add more MFs than it has 
Endurance Factors remaining. Any lash attack in excess 
of the number of remaining Endurance Factors is treated 
as equal to the number of remaining Endurance Factors.

�

10.4.2 LASH ATTACKS AGAINST THE DRIVER: Attacks 
against the driver are resolved by both drivers rolling two 
dice and adding their CDMs to their respective dice rolls. 

The defender’s total is then subtracted from the attacker’s 
total. The result is found on the Lash Attack Chart.40

In case of a critical hit result that generates another lash 
attack (”6” result), repeat the lash attack (both players roll 
the dice again) with a -1 modifier to the attacker’s roll.

10.4.3 Lash Attack Chart results are: 

GRAB: Whip Grabbed. Attacker loses his 
whip and can no longer make lash attacks or 
Voluntarily Strain his Team. Check off the 
“Whip Lost” box of the Pushpin Chariot 
Log. The attacker can still strain in the 
corners by exceeding the maximum Safe Cornering 
Speed. The grabbed whip is discarded unless the defender 
currently has no whip, in which case he can keep the one 
he grabbed. 

NO EFFECT: No effect.

BRAKE: Defender must brake as if avoiding attack. No 
Movement Factor loss is applied, but the Chariot is 
moved backwards one Square and expends two 
Endurance Factors. If unable to brake, the defender 
suffers a “W” result instead. 

LOSS: Movement Loss. The defender immediately rolls 
� , and reduces his Team Speed (not necessarily his 
written Turn Speed) by that amount for his next 
movement phase. Mark this with a second pin on the 
Pushpin Chariot Log.

SWERVE: Defender must move sideways one lane away 
from the attacker. This lane change causes no loss of 
Movement Factors. However, if forced to make a corner 
lane change to the inside which would place the defender 
in a corner above the posted Safe Cornering Speed 
according to his current Total Speed , the defender 41

would have to immediately roll on the Corner Strain 
Chart as well as pay any associated Endurance costs for 
Straining in a Corner. If the lane change is blocked by 
another Chariot an involuntary ram attack occurs against 
the blocking Chariot (10.10). Note that a defender in 
lanes one or eight would be forced to swerve into the wall 
and flip. 

WOUND AND LOSS: Driver loses one box from Driver 
Hits. In addition, the defender suffers a Movement loss 
(as per LOSS above) during his ensuing movement 
phase. Also roll on the critical hit chart below (10.4.4).

Lash Attack Chart
Results

-3 or lower Grab
-2 to -1 No Effect
0 to 1 Brake
2 to 3 Loss

4 Swerve
5 or higher Wound and Loss

(� � +A CDM) - (� � +D CDM)

 This rule has been changed back to the version in the Battleline rules in order to simplify game play and increase the danger from 39

lash attacks.

 The rules for lash attacks against the driver were simplified to speed up the game without changing the probabilities significantly.40

 This was changed from the original ”speed of his “last” executed move” in order to provide consistency.41
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10.4.4 CRITICAL HITS: Whenever a ”W” (wound) result 
occurs during a Driver Lash Attack, the normal penalties 
apply but in addition the defender must roll two dice and 
consult the Critical Hit Chart for further developments.

10.4.5 Critical Hit Chart results:

DEFENDER ENTANGLED BY WHIP AND 
PULLED OUT OF CAR: Defender becomes a 
Dragged Driver (13.3). Attacker loses his whip.

SEVERE WOUND: Reduce permanent Driver 
Modifier by one (see also 12.1.2).

ARM WOUND: Defender must halve all future 
Voluntary Strain die rolls (fractions rounded up) and the 
resulting Endurance costs for the duration of the race.

EYE WOUND: Vision obscured. Defender may not 
evade future attacks from the side on which he was just 
lashed. Defender may brake normally, and evade attacks 
from the opposite side of the Chariot normally.

DEFENDER TAKEN BY SURPRISE: Repeat original 
lash attack with a -1 modifier to the attacker's roll. The 
attacker need not pay an extra Movement Factor for this 
additional attack.

DEEP WOUND: Take one more hit vs driver.

NO EFFECT: No Effect.

PULLING MATCH: Defender entangled by 
whip. Both players roll � �  and add their 
current number of unmarked driver hit boxes. 
The driver with the highest total pulls his 
opponent from his car (who becomes a Dragged 
Driver (13.3)). In case of a tie no driver is pulled from his 
car. Regardless of outcome, attacker loses his whip. The 
defender may keep the whip if he wins the match and 
doesn't already have a whip.

10.5 KNIFE ATTACKS42

A knife attack is a special form of ranged attack. A driver may 
throw the small knife used for cutting horses and himself free 
as an attack. The knife may be thrown at another Chariot 
regardless of facing. The range to target is calculated by 
counting spaces orthogonally.

10.5.1 The knife attack costs one movement point. No 
defensive action is allowed - the defender must ”HOLD”.

10.5.2 When the knife is thrown, the attacker rolls � �  and 
adds his Current Driver Modifier to the total. For every 
space of range one is subtracted from the roll. If the total is 
”10” or more, the attack is successful.43

Example: Refer to the illustration under 10.2.2. The red driver 
throws his knife at the white driver rolling a ”3” and a ”6”. He 
adds his CDM of +2 and subtracts the distance of 1. His total roll is 
10 (3+6+2-1), which results in a hit. The white driver rolls a ”2” 
and a ”3” and adds his CDM of +1 resulting in 6 (2+3+1), which 
inflicts a Major Wound on him.

10.5.3 If the attack is successful the attacked driver must roll 
two dice (adding his Current Driver Modifier) and consult 
the Knife Attack Table.44

10.5.4 Whether the attack is successful or not, the driver has 
thrown his knife. Drivers without a knife may not cut horses 
(12.2.2) or themselves (13.3.1) free if the need arises. 

10.5.5 Knife Attack Chart results:

DEFENDER KILLED: Defender killed. Chariot flips. If 
there is no defending driver this result is instead treated 
as ”Horse killed” below.

MAJOR WOUND: Defender suffers a number of hits 
equal to the roll of one die. If there is no defending driver 
this result is instead treated as ”Horse killed” below.

HORSE KILLED: Nearest horse killed.

MAJOR HORSE WOUND: Nearest horse suffers a 
number of hits equal to the roll of � . 

MINOR WOUND: Defender suffers one driver hit. If 
there is no defending driver this result is instead treated 
as ”Minor horse wound" below.

MINOR HORSE WOUND: Nearest horse suffers one 
hit.

Critical Hit Chart - Defender Rolls
Results

2 Defender entangled by whip and pulled out of car
3 Severe Wound
4 Arm Wound
5 Eye Wound
6 Defender taken by surprise
7 Deep Wound

8-11 No Effect
12 Pulling match

� �

Knife Attack Chart - Defender Rolls
Result

2 or lower Defender killed
3 to 6 Major wound
7 to 9 Horse killed

10 Major horse wound
11 Minor wound

12 or more Minor horse wound

� �  + D CDM

 These rules were taken from The General volume 17, issue 5.42

 This to hit procedure was changed from the original rules in The General in order to simplify the game.43

 The results of the attack were changed from the original rules to provide a more logical structure.44
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10.6 DUST ATTACKS45

Once during the race, any driver can attempt to throw dust into 
the eyes of another driver. His car must be adjacent to the other 
driver's car at the time the dust is thrown. Dust attacks are not 
allowed during rain. 

10.6.1 The dust attack costs one movement point. No 
defensive action is allowed- the defender must ”HOLD”.

10.6.2 When the dust is thrown, the attacker rolls � �  and 
adds his Current Driver Modifier to the total. If the total is 
”10” or more, the attack is successful 

10.6.3 If the attack is successful the attacked driver must roll 
two dice (adding his Current Driver Modifier) and consult 
the Dust Attack Table.  46

10.6.4 Whether the attack is successful or not, the driver has 
used his one dust attack opportunity. 

10.6.5 Dust Attack Chart results:

FALL: Defender falls out of his Chariot and becomes a 
dragged driver (13.3.4). The Team and car are treated like 
a Runaway Team. 

SWERVE: Defender swerves into the attacker. Treat as if 
both cars are damaged in a ram attack (10.8.1). 

EYE WOUND: Same as ”5” on the Critical Hit 
Chart with the following additional result: the 
defender must move straight for the next two 
movement phases except to avoid other Chariots 
in which case he must change lanes to the 
outside where possible. Mark driver with two Move 
Straight counters.

BLINDED: Defender is blinded and must take 
two driver hits. In addition, the current Team 
Speed is reduced by half (fractions rounded 
down) and cannot be changed. Each turn 
thereafter he must roll � , and cannot gain 
control and free usage of his Team's Team Speed until he 
rolls a ”5” or ”6”. A blinded driver can not brake or evade 
in response to an attack. Mark driver with a Blinded 
counter until control is regained. Mark the temporary 
Team Speed with a second pin on the Pushpin Chariot 
Log.

SWERVE AWAY: Defender swerves away from the 
attacker. Sideslip two lanes (see 9.3).

GUST OF WIND: A gust of wind blows the dust back 
into the attacker's eyes. Treat as an eye wound as in ”6 to 
8” above against the attacker. 

10.7 RAM ATTACK AGAINST TEAM
A Team marked with a Dead Horse counter cannot be attacked 
on the side where the horse has fallen until the dead horse is 
cut free. Otherwise attacks against the horse Team are resolved 
by rolling two dice and consulting the table below. The ram 
attack costs one movement point.

10.7.1 Injury points are used to check off damage boxes for 
the horse closest to the attacker. Injury points in excess of 
the horses remaining damage boxes are ignored. Each box 
checked off reduces the Team Speed by one. This applies 
immediately. If the Maximum Speed falls below currently 
planned Turn Speed, the Turn Speed must be reduced 
accordingly. 

10.7.2 When all damage boxes for a horse are checked off, 
the horse is dead and falls to the track (see 12.2).

10.7.3 NO RAM ATTACK AGAINST HORSES: Optionally 
(as decided by the players before the race) attacks against 
horses may be outlawed. If this rule is in effect any 
voluntary ram attack against a Team will disqualify the 
attacking Chariot from winning the race. If the offender 
should place first he is immediately moved down to second 
place and the runner up is declared winner. If the runner up 
has also broken this rule he is moved down to third place 
and so on.47

10.8 RAM ATTACK AGAINST CAR
Attacks against a defender’s car are resolved by first 
determining which car(s) is damaged. The attacker rolls three 
dice, adds his CDM, and then subtracts the defender’s CDM 
from the total. The resulting number is then found on the Ram 
Attack Chart. The ram attack costs one movement point.

Dust Attack Chart - Defender Rolls
Result

2 or lower Fall
3 to 5 Swerve
6 to 8 Eye Wound

9 to 10 Blinded
11 Swerve away

12 or more Gust of wind

� �  + D CDM

Horse Injury Chart
Injury

0 to 5 No injury
6 to 8 1 injury point

9 to 10 2 injury points
11 3 injury points
12 4 injury points
13 5 injury points
14 6 injury points
15 8 injury points

Notes
* If the opposing car is heavy (has scythe blades), the Chariot 
suffering damage must add three (+3) to the roll. If the 
opposing car is light, subtract three (-3) from the dice roll.

� � - 3/0/+3 *

Ram Attack Chart
Results

6 or less Attacker’s car damaged
7, 8, 9 Both cars damaged

10, 11, 12 No Effect
13 or more Defender’s car damaged

� � � + A CDM - D CDM

 These rules were taken from The General volume 17, issue 5.45

 The results of the attack were changed from the original rules to provide a more logical structure.46

 This rule was borrowed from JP Trostle's excellent Streamlined Circus Maximus rules.47
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10.8.1 For each car damaged, a second roll of two dice is 
made on the Wheel Damage Chart to determine how many 
damage points the wheel suffers. Damage points are applied 
to the wheel nearest the opposing Chariot. For each point of 
damage, check off one wheel damage box. 

10.8.2 Whenever wheel damage is taken, the Chariot must 
immediately check for flip (see 12.3). If all wheel boxes are 
checked off, the wheel is completely destroyed and the 
Chariot flips (see 13.). 

10.9 RAM ATTACK AGAINST DRAGGED 
DRIVER
A dragged driver can be subject to ram attacks by the Team 
portion of an attacking Chariot by placing the attacking Team 
on the same Square as the dragged driver. This is the only type 
of attack which can be made on a dragged driver, and it is the 
only time a Team can make a voluntary ram attack of any kind. 
The ram attack costs one movement point.

10.9.1 The dragged driver cannot brake or evade - he must 
accept the attack. The dragged driver automatically counts as 
having a driver’s modifier of 0. 

10.9.2 An attacker cannot suffer ”wheel damage” during a 
ram attack vs. a dragged driver. 

10.9.3 Any ”wheel damage” suffered by the dragged driver 
is instead converted to the same number of injury points.  48

There is no modification to the dice roll for heavy or light 
cars as it is the Team which attacks, even though the attack is 
resolved on the Wheel Damage Effect Chart with the amount 
of wheel damage specified being turned into an equivalent 
number of body hits.

10.10 INVOLUNTARY RAM ATTACKS
A Chariot may be forced to ram another because of a forced 
movement result on the Corner Strain and/or Lash Attack 
charts. The Chariot thus attacked may attempt to hold, brake, 
or evade normally. 

10.10.1 If just a Chariot's Team is forced into another car, it 
receives a ram attack as if the opposing car attacked the 
Team. Use the procedure in 10.7 to resolve injury to the 

horse Team. This includes adding three to the dice roll if the 
opposing car is heavy (has scythe blades), or subtracting 
three if the opposing car is light. 

10.10.1.1 If the attack is from a Chariot directly ahead of 
the Team (8.8.4), damage is assessed as equally as 
possible among all horses (in cases where damage cannot 
be shared equally, the owner of the Team may select 
which horses suffer the last injury points).  49

10.10.1.2 If the attack is from a blocking Runaway Team 
directly ahead both Teams suffer damage as if hit by a 
light car.50

10.10.2 If a Chariot's car is forced into another Team or car, 
it is resolved as a normal ram attack, with one exception. 
The driver of the Chariot making the involuntary attack 
must deduct three (- 3) from his CDM for all attack 
procedures. The normal CDM is restored as soon as the 
involuntary attack is resolved. 

10.10.3 In both of the above cases, reduce the maximum 
Team Speed of the attacking Chariot by one for the 
following movement phase (mark this on the Pushpin 
Chariot Log with a second pin). The attacking Chariot 
would not change lanes, even if the defender vacated the 
blocking Square by braking or evading. The attempted 
involuntary attack replaces the “S” (sideslip or swerve) 
result.

11. ENDURANCE
11.1 ENDURANCE FACTOR
Each Chariot Team has an Endurance Factor, and a series of 
boxes for checking off the loss of Endurance Factors. 

11.1.1 Endurance Factors are lost due to the following 
reasons: 

VOLUNTARY STRAINING: One factor lost (-1) for each 
additional Movement Factor gained through Voluntary 
Straining. 
STRAINING IN A CORNER: One factor lost for each factor 
of excess speed used in a corner. 
BRAKING TO USE MOVEMENT: One factor lost for each 
Movement Factor consumed. 
BRAKING TO AVOID ATTACK: Two factors lost to avoid 
each attack. 
SUFFER LASH ATTACK: Possible loss of one to six factors 
per attack (see 10.4.1). 

11.1.2 Each Endurance Factor lost is immediately marked 
on the Pushpin Chariot Log. Endurance loss cannot be 
regained during a race. 

11.2 ZERO ENDURANCE 
If a Chariot has 0 Endurance left, the following rules apply: 

11.2.1 NO STRAINING: The Chariot may not 
use straining for the rest of the race. It must take 
all corner Squares at the Safe Cornering Speed 

Wheel Damage Chart
Results

0 to 4 1 point
5 to 7 2 points
8-9 3 points

10-11 4 points
12 5 points
13 6 points
14 7 points
15 8 points

Notes
* If the opposing car is heavy (has scythe blades), the Chariot 
suffering damage must add three (+3) to the roll. If the 
opposing car is light, subtract three (-3) from the dice roll.

� � - 3/0/+3 *

 The amount of damage was changed back to what was in the Battleline rules. This is still enough to seriously injure a dragged 48

driver.

 This rule was changed to be more in line with the Q&A from The General volume 17, issue 5. This avoids gamey assessment of 49

damage.

 The original rules did not cover this case.50
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for its lane, or automatically flip. Mark the Chariot with a 
No Straining counter.

11.2.2 NO BRAKING: The Chariot may not brake for the 
rest of the race, including braking to avoid attacks. 

11.2.3 SPEED REDUCTION: The Chariot's current Team 
Speed is reduced by one at the start of every subsequent 
game turn for the rest of the race. Thus, if a Chariot used its 
last Endurance Factor during turn 15, on turn 18 its 
maximum Team Speed would be reduced by three plus any 
injuries the horses may have sustained up to that point. This 
reduction of Team Speed is not treated as a horse injury. 

11.2.3.1 If the Team Speed becomes zero, the Chariot can 
no longer move and is treated like a Stationary Chariot.51

11.2.4 DRIVER MODIFIER: The driver’s permanent Driver 
Modifier is immediately reduced by one (-1) for the rest of 
the race. This may result in a negative Driver Modifier. Such 
adjustment of the Driver Modifier would further affect the 
Chariot's Maximum Speed beyond the penalty listed in 
11.2.3. If the Current Driver Modifier becomes negative, 
12.1.2 applies.

11.2.5 Reducing a Team's Endurance Factor below 0 has no 
additional effect. If a Team with no remaining Endurance is 
subjected to a lash attack, it neither gains temporary speed as 
a result nor suffers additional penalty. 

12. WOUNDS AND DAMAGE
12.1 DRIVER WOUNDS
When all driver hit boxes are lost, the driver collapses and dies 
and his Chariot flips (see 13.). 

12.1.1 LOSING DM: When half or more than half of the 
drivers original hit boxes are lost, the permanent Driver 
Modifier is reduced by one for the duration of the race. If a 
driver is reduced to one third or less of his original starting 
hit boxes, the permanent Driver Modifier is again reduced by 
one for the duration of the race. 

12.1.2 Any driver with a permanent DM below ”0” 
is marked with a No Straining counter for the rest 
of the race.

12.2 DEAD HORSES
When all damage boxes for a horse are checked off, 
the horse is dead and falls to the track. The Chariot 
cannot move again until the horse is cut free. Even 
mandatory movement effects (as a result of combat) 
are ignored although any Endurance or injury penalties 
that would normally apply from such an attack are still applied 
as applicable, except that the Team cannot be attacked on the 
side where the horse has fallen until the dead horse is cut free. 
The Chariot is marked with a Dead Horse counter.

12.2.1 ENDURANCE LOSS: When a horse is killed, the 
Team loses a fourth of its remaining Endurance Factors 
(fractions rounded down). If the Team loses a second horse, 
it loses a third of its remaining Endurance Factors, and if it 
loses a third horse it loses half of its remaining Endurance 
Factors. This loss is only for the current race.

12.2.2 CUTTING FREE: A horse can be cut free at the start 
of the Chariot's movement phase (provided the driver still 
has his knife)  by rolling one die for each remaining horse, 52

subtracting the driver’s CDM from the total, and subtracting 
the remainder from that turn’s Total Speed. The Chariot may 
then use any remaining Movement Factors to move during 
the same movement phase (it does not have to roll for 
starting from a standstill (8.4.3)). If the result is a negative 
number the attempt to cut the horse free failed but may be 
attempted again in the following turn. 

12.2.2.1 Only one “cut free” dice roll is allowed per 
player turn. The driver may not Voluntarily Strain his 
horses while cutting a horse free. 

12.2.2.4 When a dead horse is cut free, a Horse Carcass 
model is placed in that Square on the track. Chariots 
passing over horse carcasses treat them like Obstacles 
(8.9). EXCEPTION: The horse carcass has no effect on 
the Chariot from which it is cut loose on the turn it is cut 
loose.53

12.2.3 STATIONARY CHARIOT: A Stationary Chariot with 
a dead horse cannot attack, brake or evade until it has made 
a successful attempt to cut its horses free. A Chariot which 
attempts an attack on such a target is still subject to any and 
all negative results which accrue.54

12.2.3.1 The CDM of any Chariot which must attempt to 
cut a horse loose before it can move again is always 0 
(unless already negative) for purposes of receiving 
attacks.

12.2.3.2 A Stationary Chariot is treated as a double 
Obstacle (see 8.9.3.4).55

12.2.3.3 The driver of a Stationary Chariot may choose 
to voluntarily abandon it during the Move Individual 
Drivers phase. The driver is automatically placed in a 
Square of his choosing adjacent to his car. He may move 
no further until the next turn. The Team becomes a 
Stationary Runaway Team.56

12.3 WHEEL DAMAGE
If a Chariot’s wheel has taken two or more points of damage in 
a ram attack, an immediate flip check is needed to see if the 
wheel falls off.

12.3.1 IMMEDIATE WHEEL DAMAGE FLIP CHECK: 
Wheel damage flip checks are made as soon as the cause 

 The original rules did not cover this case.51

 This provision was added when the knife attack rule was introduced.52

 Rule taken from The General volume 17, issue 5.53

 This rule was adjusted from the original to provide a more logical effect.54

 This rule was added for consistency.55

 This rule was added to allow valuable drivers in a dangerous situation a chance to escape. 56
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occurs, which may be in another player’s phase, in the case 
of initial wheel damage.

12.3.2 ALREADY DAMGED WHEELS: Any Chariot with 
a wheel already damaged from previous attacks must check 
for flip (due to losing the wheel) at the start of any 
movement phase in which it will use ”14” or more MFs, 
and/or the Chariot is straining in corner lane. If a Chariot 
strains in a corner lane at a Total Speed of ”14” or more it 
must check for flip twice - once for each cause.

12.3.3 WHEEL DAMAGE CHECK PROCEDURE: The 
procedure for wheel damage flip checks is for the affected 
player to roll two dice. If the dice total is greater than (>) the 
current total damage to the wheel there is no effect. If the 
dice roll is equal to (=) the current total damage of the 
wheel, one more damage point is suffered by that wheel, but 
it remains on the Chariot. If the dice total is less than (<) the 
current total damage of the wheel, the wheel flies off and the 
Chariot flips (see 13.).

12.3.4 If both wheels are damaged, make a separate check 
for each wheel each time a check is required. Thus, one 
wheel might remain on, while the other is lost and flips the 
Chariot.

13. CHARIOT FLIP
Several different circumstances will force a Chariot to flip. 
Both Straining in a Corner, wheel damage and running over an 
Obstacle may flip a Chariot, while a dead driver or hitting a 
wall automatically forces a flip.

13.1 WRECK LOCATION
13.1.1 When a Chariot flips and crashes, it is not removed 
from play. Instead, the car and Team part. The car portion of 
the Chariot sails through the air and lands somewhere on the 
track, causing an Obstacle, but not until the completion of 
the current mover’s movement phase.

13.1.2 When a Chariot is wrecked, roll two dice and find the 
result on the Wreck Location Chart. Place a ”wreck” model 
on that Square of the track.

13.1.3 If the wreck would land outside the track due to lane 
changes, it instead hits the wall and remains in the edge lane. 
It then travels forward the appropriate number of Squares in 
that same edge lane, and lands.

13.1.4 If the car wreck lands on another Chariot, the falling 
wreck causes an immediate ram attack on the Chariot Team 
or car as appropriate. The falling wreckage has no driver, 
and therefore no driver’s modifier is applied. The Chariot 
being hit by the falling wreckage may attempt to brake or 
evade normally (if possible) to avoid the ram attack. 

13.1.4.1 If a Team is hit, only the horse closest to the 
Square in which the flip occurred is affected. If a car is 
hit, only the wheel closest to the Square in which the flip 
occurred is affected.57

13.1.4.2 If the wreck remains in the same Square with a 
Chariot, that Chariot at the start of its move must chance 
the Running Over Wreck Chart unless it is attacked prior 
to that and successfully brakes or evades off the wreck.

13.2 RUNAWAY TEAMS
When a Chariot flips, the car wrecks but the Team remains and 
completes its move. That Team is now a ”Runaway Team”. The 
Team is also considered a Runaway Team if the driver is pulled 
from the car by a critical hit or dust attack (see 10.4.4 or 10.6).

13.2.1 On each subsequent turn, the Team moves when its 
colour counter is drawn. It is moved just like a normal 
Chariot, and is controlled by the owning player - or in his 
absence by the player who was in last place at the the end of 
the last completed game turn (in case of ties, last place is 
determined by possession of the outermost lane) - with the 
following special restrictions.

13.2.1.1 The Team can change lanes only to avoid another 
Chariot, Team, Individual Driver, Obstacle, or to evade 
an attack. Evasion is voluntary and no dice roll is 
required.

13.2.1.2 The Team must move at Maximum Speed each 
turn. It cannot slow down or Voluntarily Strain.

13.2.1.3 The Team cannot make any attacks 
(EXCEPTION: Attacks against dragged drivers (10.9)) 
or be braked.

13.2.1.4 A Runaway Team ignores Safe Cornering Speeds 
in corner lanes. It can travel at any speed safely in a 
corner, since there is no longer a car to flip 
(EXCEPTION: 13.3.4). 

13.2.1.5 A Runaway Team may be attacked, but since no 
car and driver exist, only the Team can be attacked, by 
lash or ram as the attacker desires. The Team could evade 
automatically. If a horse is killed, the Team must remain 
in that Square where it is treated as an Obstacle 
henceforth except that any check to run over the Obstacle 
must subtract 3 from the dice roll (8.9.3.2). Any horse 
injuries are applied to both the jumping Team and the 
Obstacle Team.

13.3 DRAGGED DRIVERS
Whenever a Chariot flips (or the driver is pulled from his car), 
the driver will be dragged along behind the Runaway Team. 
Place a ”dragged driver” model in the Square behind the Team, 
to replace the car model (or behind the car model in some 
cases).

Wreck Location Chart
Wreck Location

2 1 lane left, 3 squares forward
3 2 lanes left, 5 squares forward
4 Remains in square of flip
5 Same lane, 2 squares forward
6 Same lane, 1 square forward
7 1 lane right, 3 squares forward
8 1 lane right, 1 square forward
9 1 lane right, 4 squares forward
10 3 lanes right, 2 squares forward
11 4 lanes right, 6 squares forward
12 3 lanes left, 4 squares forward

� �

 This rule was taken from the Q&A in The General volume 17, issue 5.57
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13.3.1 CUTTING FREE: The dragged driver can attempt to 
cut himself free (provided the driver still has his knife) at the 
conclusion of the movement phase in which his Chariot 
flipped, and every movement phase thereafter,  before 58

rolling for injuries sustained in that turn. He rolls two dice, 
subtracts his Current Driver Modifier, and if the total is less 
than or equal to his current number of unchecked driver hit 
boxes, he is free. Even if freed, however, the driver counter 
is dragged a number of Squares equal to the adjusted freeing 
dice roll (up to, but not greater than the distance actually 
moved by the Team from the point of the flip or the start of 
the turn).

13.3.1.1 If the dragging Team becomes Stationary for any 
reason the driver can automatically cut himself free, 
whether he has a knife or not.59

13.3.2 DRAGGING DAMAGE: At the conclusion of each 
movement phase in which a driver has been dragged by the 
Team, he rolls one die and suffers half the resulting number 
of ”hits” or injury points (fractions rounded up) 
(EXCEPTION: During mud only one third of the die roll 
(fractions rounded up) is used for hits (3.7.4)). These hits are 
marked off the ”Driver Hits” section of the Pushpin Chariot 
Log. When all boxes are marked off, the driver is dead, and 
can no longer win the race or continue in the Campaign 
Game.

13.3.3 DRAGGED OVER OBSTACLE: If a Runaway Team 
carries a dragged driver over a wreck or Stationary Team, the 
driver is automatically killed. If he is carried over a horse 
carcass, he suffers half a die roll of hits (fractions rounded 
up).60

13.3.4 DRAGGED BEHIND CAR: When a driver is 
dragged from his car by a dust attack or critical hit, his 
dragged driver model is placed behind the car model. The 
Team continues as a Runaway Team except that it has to 
check for Chariot flip when exceeding a Safe Cornering 
Speed. The dragged driver is still subject to ram attack by an 
opposing Team (10.9).

13.3.5 WINNING WHILE DRAGGED: If a driver survives 
while being dragged long enough to cross the finish line, he 
can still win or place in the race provided he is still alive at 
the end of the turn in which he finishes the race. A car is not 
necessary for victory, only for one’s personal health!

14. RUNNING FOR COVER
14.1 DRIVER MODELS ON THE TRACK
When a dragged driver cuts himself free (or when a driver 
abandons a Stationary Chariot), the dragged driver model is 
replaced by an Individual Driver model, representing the man 
on his feet. The Runaway Team moves off (if able), and the 

driver is free to move as he desires at the end of the following 
game turn.

14.1.1 DRIVER MOVES: An Individual Driver on the track 
can move one Square for each two remaining driver hit 
boxes (fractions rounded up) per turn (EXCEPTION: 
During mud he can move one Square for every three 
remaining boxes (fractions rounded up)). The driver may not 
move diagonally, although he may move in any direction.

14.1.1.1 Any number of drivers on foot can occupy the 
same Square. The order of their movement at the end of 
the normal game turn is of no consequence.

14.1.2 ESCAPING THE TRACK: An Individual Driver in 
an edge lane (lanes one or eight) can climb the wall and 
escape into the stands or the spina to survive the race. To 
climb the wall, the driver must move along the wall (from 
one wall Square to another wall Square) and roll an even 
number with one die. He may not roll twice from the same 
Square, however, so once he begins movement along a wall 
he may not reverse direction. The driver may roll to climb 
once for every space moved along the wall.

14.1.3 PLACING: An Individual Driver cannot place in the 
race.61

14.2 RUNNING DOWN A DRIVER
Any Chariot can attempt to run down an Individual Driver on 
the track during normal Chariot movement. 

14.2.1 If a Chariot hits a driver, the Chariot pays MFs equal 
to the roll of one die when the Team enters his Square. 
Should this result in the Chariot being unable to reach the 
driver’s Square the remaining MFs are marked on the 
Pushpin Chariot Log as Used Move for the Chariot’s next 
Movement Phase.62

14.2.2 The driver on foot may try to avoid the attack by 
rolling two dice and subtracting his Current Driver Modifier. 
If the total is less than or equal to his current number of 
remaining hits, he is allowed to move one Square sideways 
(if possible) to avoid the attack. If unsuccessful he is 
instantly killed and removed from play.63

14.2.3 An Individual Driver on the track cannot otherwise be 
attacked, and cannot himself attack.

 This rule was changed to allow dragged drivers more opportunities to cut themselves free.58

 This rule was added for logical reasons.59

 There were no original rules for what happened to a dragged driver carried over a Stationary Team or horse carcass.60

 This rule was added for clarity.61

 This rule was adjusted for consistency.62

 This last chance to survive was added for drama and to give the fairly expensive drivers a fighting chance.63
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15. ENDING THE RACE
15.1 COUNTING LAPS
When the first Chariot leaves a stretch and enters a corner, 
remove one of the Egg or Dolphin markers from the spina at 
that corner. This signifies that half a lap has been completed. 

15.2 FINAL TURN
When all three Dolphin counters have been removed, and only 
one Egg marker remains, the Chariots are in the last stretch. 
The first Chariot to complete this stretch, and remove the final 
Egg, transforms the current game turn into the final game turn. 

15.2.1 Chariots are not obliged to take the corner after the 
last stretch. When they cross the finish line they are removed 
from the race, being careful to note remaining Movement 
Factors. 

15.2.2 If two or more Chariots cross the finish line on the 
same turn, the Chariot with the greater number of remaining 
Movement Factors wins the race. 

15.2.3 If two or more Chariots cross the finish line on the 
same turn and with equal Movement Factors remaining, the 
winner is the Chariot which crossed the finish line first by 
virtue of having his colour counter drawn from the cup prior 
to the other equal finisher(s). 

15.2.4 DETERMINING PLACINGS: After the final turn the 
rest of the placings in the race are determined by their 
positions on the track at the end of the last turn. Chariots 
closer to the spina are considered to be ahead of Chariots 
further away in case of ties. Dead drivers and Individual 
Drivers do not place.64

 This rule is used to determine prizes in the campaign game.64
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