




























 



1. Allocate 4 points to Driver,  Chariot, Team Speed, & Team Endurance

2. Roll 1 die, add Driver modifier, and check CHART 3.61 to determine Driver Hits.

3. Roll 1 die, check CHART 3.63 to determine Team Speed.

4. Roll 1 die, check CHART 3.64 to determine Team Endurance.

5. Randomly allocate  a lane for each player.

6. All players secretly decide on turn speed (total action points): maximum is total

    of team speed  PLUS CDM (Current Driver Modifier).  Can be ANY number 

    between zero and the maximum.

7. For very 1st turn only, roll 1 die and subtract it from turn speed (simulates 

    starting from dead stop).

8. Draw coloured counter to see who moves next.  That player takes turn.  

    Player MUST use up ALL his action points.

9. Repeat step 8 until all players have had a turn.  Then put all coloured counters

    back in bag, and start at step 6 again.

SETUP

GENERAL MOVEMENT
Pure diagonal movements not allowed (blocking etc.) You must move forward

1st,  and then to side.  But moves 2 and 3 below are in effect diagonal movements.

1.  Move forward ONE SPACE = 1 Action Point

2.  Move forward ONE SPACE and then CHANGE LANE TO OUTSIDE = 1 Action Point.

    (When changing lanes IN A CORNER to OUTSIDE and spaces aren't lined up

    perfectly, move to forwards diagonal.)

3.  Move forward ONE SPACE and then CHANGE LANE TO INSIDE = 2 Action Points.

    ( When changing lanes IN A CORNER to INSIDE and spaces aren't lined up 

     perfectly, move to backwards diagonal.) 

4.  BRAKING - for each action point used up,  lose 1 Endurance Point.

5.  SIDESLIPS - if and only if your horses are blocked by a chariot directly in front, 

     you may change lanes sideways at a cost of 3 Action Points.  

CORNERS
1. If you have previous wheel damage,  and are exceeding the safe corner lane

    speed,  check for WHEEL DAMAGE FLIPS.

2. Lose 1 Endurance Point for each Total Action Point (plus any extra speed from

    having your horses whipped,  whether you or an opponent did it)  your

    Total Action Points EXCEED the safe corner lane speed.

3. Also,  if you are exceeding the safe corner lane speed,  check CHART 7.32

   And,  if you change to an INSIDE Lane in a corner and are exceeding the NEW

   lane's safe speed,  you must also check CHART 7.32 AGAIN.

4.  Strain/Flip points = your Total Action Points PLUS any extra whipped speed

    MINUS safe lane corner speed.

5.  Roll 3 dice,  subtract your CDM,  & cross-reference on CHART 7.32:

Dash = Safe

S = Forced Sideslip.  Chariot moves ONE LANE TO OUTSIDE.  No action points are

       used up for this.  Chariot may NOT change lanes to INSIDE for rest of this turn.

       If lane is blocked,  the Sideslipping Player is considered to be making an 

       INVOLUNTARY Ram-Chariot Attack on the blocking Player.  If lane is blocked

       by wall,  your chariot FLIPS.

J = Driver Jostled.   Subtract 3 from your CDM.  As long as your CDM is negative,

       you may NOT whip your own horses.  At the start of each turn,  your CDM 

      goes up by 1 point until it reaches your permanent Driver Modifier.

SS = Forced Double Sideslip AND Driver is Jostled.  Exactly the same as both

         S & J above together,  except Chariot moves TWO LANES TO OUTSIDE.

LH = Left Outside Horse is injured.  Roll 3 dice and check CHART 9.5.

RH = Right Outside Horse is injured.  Roll 3 dice and check CHART 9.5.

FP = Flip.  See Flip Card.

WHIPPING  YOUR  OWN  HORSES  FOR  EXTRA  SPEED

When it is your turn to move,  and you want to attempt to go a little further,

you may whip your own horses for extra speed.

You may NOT whip your own horses IF:

	 a) your endurance is zero,

	 b) your CDM is negative,  or

	 c) you have a dead horse (until you cut it free).

To whip your own horses,  roll ONE DIE,  subtract that number from your 

ENDURANCE,  and add the same number to your turn speed for that turn.

CUTTING  A  DEAD  HORSE  FREE
Roll ONE DIE for each surviving horse.  Add them up,  and subtract your current

CDM.   Then subtract that total from your written-down turn speed (total action

points).  If negative,  the attempt failed.  If positive,  you were successful - the 

remainder of the number can be used to move normally.

A chariot with a dead horse still attached cannot move or attack,  but it can be

attacked by others.  However,  it can NOT be attacked from the side that the dead

horse is on,  only from the other side.

When your 1st horse dies,  lose 1/4 of your remaining endurance points.

When your 2nd horse dies,  lose 1/3 of your remaining endurance points.

When your 3rd horse dies,  lose 1/2 of your remaining endurance points.

When your last horse dies,  you are now on foot.

COMBAT

No attacks at beginning of race until horses are beyond light-grey

starting grid.

Each attack costs 1 Action Point.

You may only attack once from each square.   To attack again,  you must

move forward 1st.   Attacks  come from your chariot,  not your horses.

To attack,  chariots must be adjacent to their target.   In corners,  the

front of your chariot must be equal or slightly ahead of defending

player in order to attack that defending player.   If attacker's chariot

is slightly behind target,  then he may NOT attack.

1.  Attacker announces who he is attacking and what type of attack:	

    A) Whip attack on opponent's horses.

    B) Whip attack on opponent's driver.

    C) Chariot-Ram attack against opponent's horses.

    D) Chariot-Ram attack against opponent's chariot.

2.  Defender can agree to receive the attack,  or he can attempt to 

     either brake or evade.   If defender wants to attempt to brake or

     evade,  he announces which he wishes to do,   and then:

	 a) defender rolls 2 dice and adds his CDM to it.

	 b) attacker rolls 2 dice and adds his CDM to it.

	 c) if defender's total is equal to or more than the attacker's

	     total,  the defender may then brake or evade.

	 d) if defender's total is less than attacker's total,  then

	     defender must receive the attack. 

3.  If Defender brakes: Defender loses 2 Endurance Points AND moves

     BACKWARDS ONE SPACE.   If blocked,  then defender may not brake.

     None of defender's action points are used up.

4.  If Defender evades:  Defender moves ONE LANE away from 

    Attacker.   Normal movement points are used up and are subtracted

    from Defender's next movement turn.  If defender is in a corner

    and changes lanes to inside,   check for exceeding safe corner

    lane speed.

WHIP ATTACK ON OPPONENT'S HORSES

1.  Attacker rolls ONE DIE and adds his CDM to it.

2.  Defender rolls ONE DIE and adds his CDM to it.

3.  If Defender's total is equal to or greater than attacker's total,  then:

	 a) Defender loses 1 Endurance Point,  and

	 b) Defender MAY,  at his option,  add 1 Action Point to his next

	       turn.

4.  If Attacker's total is greater than Defender's total,   then:

	 a) Defender loses Endurance Points equal to the difference,  and

	 b) Defender MUST gain the same number of Action Points to

	      his next turn.

WHIP ATTACK ON OPPONENT'S DRIVER

1.  Attacker rolls TWO DICE and adds his CDM to it.

2.  Defender rolls TWO DICE and adds his CDM to it.

3.  Attacker's total MINUS Defender's total = Lash Factor.

4.  Attacker rolls TWO dice and checks the Lash Factor on CHART 9.42.

B = Defender Brakes.  No action points are lost,  but Defender's chariot

       is moved back one space AND Defender loses 2 Endurance Points.

       If blocked,  and can't move back,  then treat as a W instead.

S =  Defender Swerves.  Move ONE LANE away from Attacker.  

        No Action points are lost.

        If overspeed in new corner lane,  check CHART 7.32.

        If blocked by another player,  an INVOLUNTARY RAM ATTACK occurs.

        If blocked by a wall,  then chariot FLIPS.

M = Movement Loss.  Defender rolls ONE DIE and subtracts that amount

         from his maximum turn speed next turn only.

W = Driver wounded.   Driver loses 1 Driver Hit Point  AND also suffers

         a Movement Loss - see M above.

G = Defender Grabs Whip.   Attacker loses his whip and can no longer

        make whip attacks,  or whip his own horses.   Defender throws 

       extra whip away UNLESS Defender previously lost his whip,  in

       which case,  he keeps whip.

CHARIOT RAM-ATTACK ON OPPONENT'S HORSES

1. Attacker rolls 3 dice and

	 a) adds 3 to the total if he has a heavy chariot,  or

	 b) subtracts 3 from the total if he has a light chariot

2.  and then cross-references CHART 9.5 on board.

3.  Defender's horse closest to attacker's side is the one that suffers the

     damage.   As horse's speed goes down,  so does Total Team Speed.

4.  If horse dies,  Defender may not move  or attack until he has 

     successfully cut dead horse free.

CHARIOT RAM-ATTACK ON OPPONENT'S CHARIOT

1.  Attacker rolls 3 dice,  adds his CDM to total,  and then subtracts the

     Defender's CDM from the total.

2. Check CHART 9.54 to see whose chariot was damaged.

3.  Wheel damage points are applied to wheel nearest attacking chariot.

4.  Charioteer causing the damage rolls 2 dice and

	 a) adds 3 to the total if he has a heavy chariot,  or

	 b) subtracts 3 from the total if he has a light chariot,  and

5.  Then cross-references CHART 9.55.

6.  If wheel is completely destroyed,  then chariot FLIPS.

7.  If a wheel was damaged 2 or more points in THIS attack,  then

     check the IF YOU HAVE WHEEL DAMAGE CARD.

	

IF YOU HAVE WHEEL DAMAGE AND .....

1. One of your wheels just received 2 or more points of damage in a

single attack,  OR

2. Your written-down turn speed is 14 or more,  OR

3. You are in a corner-lane exceeding the safe corner-lane speed,

THEN:

a) roll 2 dice

b) if dice roll is greater than current wheel damage,  no effect.

c)  if dice roll is equal to current wheel damage,  then wheel stays on,

      but it takes one more damage point.

d)  if dice roll is less than current wheel damage,  then wheel flies off,

      and chariot FLIPS.



Copyright @1999 by M.K. Schwartz      for non-commercial use only Copyright @1999 by M.K. Schwartz      for non-commercial use only

CHARIOT RACE LOG
Performance Chart

Faction__________________ Driver________________________

Driver Modifier  CDM 

(mark off from right to left) (no lash attacks/voluntary straining)

(deduct from Team Speed: 8.43)

Categories Driver Car Team Speed Endurance

Specifications 0 +1 +2 Lt Med Hvy Slow Norm Fast Low Norm High

Prep Points 0 1 2 0 1 2 0 1 2 0 1 2

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

Car 0
-3 damage done

Light
Wheel Damage If damage is > dice roll chariot flips.

If damage = dice roll, increase damage by 1

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

2
+3 damage done

Heavy
Right Wheel 1 2 3 4 5 6 7 8 9 10

Horse Speed/Damage Endurance

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

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

Chariot Race Log
Performance Chart

Faction__________________ Driver________________________

Driver Modifier CDM  

(no lash attacks/voluntary straining)

(deduct from Team Speed: 8.43)

Categories Driver Car Team Speed Endurance

Specifications 0 +1 +2 Lt Med Hvy Slow Norm Fast Low Norm High

Prep Points 0 1 2 0 1 2 0 1 2 0 1 2

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

Car 0
-3 damage done

Light
Wheel Damage If damage is > dice roll chariot flips.

If damage = dice roll, increase damage by 1

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

2
+3 damage done

Heavy
Right Wheel 1 2 3 4 5 6 7 8 9 10

Horse Speed/Damage Endurance

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

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
















