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Introduction 
 

 The main objective of this variant is to speed up the game and make it more interesting. 

You don't require any additional components unless you want to allow players to design their 

own carts. Most of these rules are modular so you can pick and drop any rules you like or not. 

 

 Before reading this rule variant, you must know the original rules of the game. Then 

anything specified in this variant will change the rules of the game. If no changes are specified, 

the original rules apply. 

 

Setup 
 

Use all tiles: You will use all the tiles in the game to setup the track. 

 

Planed Healing spot: Healing spot are placed at equivalent distance from each other. To do so, 

follow this track setup: 

 

- Remove the healing pit tiles and shuffle all the curves and all the straight tiles together. 

- place the starting tile 

- add 3 straight tile face up (See below for the bridge) 

- add 3 straight tiles face down 

- add 5 curve tiles 

- place the curved healing pit tile 

- add 3 curve tiles 

- add 8 straight tiles 

- place the straight healing pit tile 

- add 9 curve tiles 

- add 2 straight tiles 

 

Bridges at the start of the race: There should not be any bridge on the 1st tile of the race and 

there should not be any lvl 3 bridge on the 2
nd

 tile of the race. The reason why is because it would 

make it impossible for chariots with a beast score of 1 to jump. 

 



Balanced track Building (optional): This is an optional rule for making a balanced track. It 

prevent for example to have all hazards on one side of the track and all empty tiles on the other 

side. To create a balanced track you should create 4 stacks of tiles that will allow you to create 

the track: 

 

Bottom stack (straights): 3 hazards tiles, 4 empty tiles and 1 starting line 

Left stack (Curves): 4 hazards tiles, 4 empty tiles and 1 healing pit 

Top stack (Straights): 4 hazards tiles, 4 empty tiles and 1 healing pit 

Right stack (Curves): 4 hazards tiles, 5 empty tiles 

 

To create these stacks, remove the healing pit and starting line. Separate the curves from the 

straight and then separate the empty tiles from the hazard tiles.  Shuffle both stacks of hazard 

tiles. Then for each of the 4 stacks to build, place the right amount of hazards and empty tiles. 

Shuffle each of the 4 stacks. Do not shuffle the healing pit and the starting line. 

 

Then using the track setup explained above in the “planned healing pit” paragraph, setup the 

track by drawing the tiles from the appropriate stacks. When you start building the track you 

should start from the bottom stack. When you reach the first curve, you should draw from the left 

stack. Then you place your healing pit, then you end with the left stack then you continue with 

the top stack, place the healing pit, continue with the right stack and finally place the last tile 

from the bottom stack to reach back the starting line. 

 

Chariot Design: You can design your own chariot if you want. To do so, you distribute 10 points 

between the 3 stats. I strongly suggest using theses maximum minimums. 

 

Beast: 1-3    Driver: 1-3   Health: 4-8 

 

You also need to choose a chariot color different that the other player’s color. You can use a 

piece of paper to keep track of these stats, or place dices or numbered tokens over the tiles of 

your chariot. 

 

Turn Order 
 
Initiative: The players always play from the last unplayed chariot to the first unplayed chariot. 

The only difference with the original rules is that if there are multiple chariots on the same tile, 

the last chariot to come on the tile will play first during next turn. So the first to come in is the 

last to go out. Chariots outside the track play before chariots inside the track. The last chariot to 

arrive outside the track is the first to play next turn. 

 

 

 

 

 

 

 



Order of actions: The order of the actions a player can do in a turn is now totally changed. For 

each player follow these steps: 

 

Set up speed 

 

For each whip in your speed pool perform the following steps: 

1 Cast a Spell: Works like in the original rules but the spell effects has changed (see below) 

2 Move to the next tile: Advance on the next tile like in the original rules. 

3 Dodge chariots: try to avoid enemies in the tile you are moving in (see below). 

4 Resolve the tile: avoid the obstacles if the tile like in the original rules. 

5 Track Vision: Uncover up to 3 tiles away. (see below) 

6 Attack other chariots (see below) 

7 Discard any cards you want from your hand. 

8 Draw up to 7 cards (including your speed pool in the count) 

 

Set up speed: You can raise or drop your speed like in the original rules according to your beast 

score. If you drop your speed, for each card you discard from the speed pool, you may draw 1 

card from the deck immediately. 

 

Dodging chariot: When you enter a tile with at least 1 enemy chariot they automatically try to 

block you. In order to prevent being blocked you must spend 1 rein card. If you fail to do so, your 

movement stop here and you lose 1 whip card from your speed pool. Chariot outside the track 

does not block chariots on the track. Chariots on the finish line needs to be dodged, but not after 

they have passed the finish line. 

 

Track Vision: There must always be 3 visible tiles from the first chariot in the race. If you are 

moving the first chariot in the race, as you move reveal the tiles so that there is always 3 visible 

tiles ahead. 

 

Attack: There is now only 1 way to attack other chariots. You can attack a player by discarding a 

whip and a rein card. You can target any chariot you want as long it is located in the same tile 

than you are. There is no way to counter the attack. The number of damage inflicted is equal to 

your driver’s score. 

 

Other rules 
 

Pit Stop: If your chariot stops in the healing pit, you place your chariot outside the track, 

 

Bridge Jump: If your chariot does not have the right amount of speed to make the jump, you 

must stop on that tile and you loose all the cards in your speed pool. You place your chariot 

outside the track. 

 

No Speed: If for any reason, a player has a speed pool of 0 cards, he should place his chariot 

outside the track since he cannot block anybody anymore. 

 

Counter Spell: Spells cannot be countered. 



Spells: Most spells have changed, here are the new effects: 

 

Mines (Green): This is a new spell, it can only be used when you enter an empty tile. You drop 3 

damage tokens on this tile which will now be called mines. The next player who enters the tiles 

must discard 1 rein card for each mine on the tile. If a player fails to do so, he takes 1 damage for 

each card he could not play. The players use the damage token from the track. So when the mines 

explodes, the next chariots to pass will need to spend less rein cards to pass.  

 

Hasten(Yellow): This spell is similar to the original, you get a speed boost of 2 for this turn only 

and if you can’t dodge an enemy chariot, you do not lose any speed. It does not increase the 

speed pool but count for jumping over bridges. 

 

Heal(Red): This spell is similar to the original, you remove 2 damage token from your chariot. 

 

Teleport(Blue): This spell works exactly like the original. It allows you to jump over a tile if the 

tile you are landing on is free of enemy chariot. 

 

Fireball(Black): Like the original spell, it allows you to target an ennemy chariot up to 3 tiles in 

front or behind you. The target receive 1 point of damage AND it loose 1 whip card from it’s 

speed pool. 

 

Rule Clarification 
 

Crash and Initiative: Crashes works the same way as the original rules. Just remember that the 

last chariot to crash will play first.  

 

Pit stop VS Crash: What is the difference between pit stop and crash?: When you crash you lose 

an extra turn. When you stop at a healing pit, you heal, discard your cards and draw all your 7 

cards. On the 2
nd

 turn you play. When you crash, you flip your tile and lose all your cards but you 

do not draw any cards. Then on the second turn you draw all your 7 cards. Finally on the 3
rd

 turn 

you play.  

 

Extra Material 
 

 This variant comes with some extra material. There are new reference charts for the spells 

and the turn order. 

 

 If you want more information about my other variants and designs take a look at my 

board game designer web site:  

 

http://ariel.minilab.bdeb.qc.ca/~ericp/cgi-bin/boardgame/index.php?n=Main.HomePage 

 

Thank You 


