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1.0

The gladiatorial contests were a central part of
ancient Roman culture. While scholars debate
the origins of this blood sport, it is generally be-
lieved that the Roman gladiatorial contests can
be traced back to the year 264 BC. This is when
three pairs of fighters fought to the death in a cat-
tle market as part of a funeral rite, the munus.

Eventually, these practices became commonplace
and grew into ever-larger events that were held in
purpose-built amphitheaters. The most stunning
of these still stands in Rome: the Flavian Amphi-
theater, better known as the Colosseum.

Over time, amphitheaters of various sizes and
shapes would be found throughout the Empire.
There are at least 186 known sites with a possible
86 more. Schools were created for the training of
gladiators, many of whom were slaves. But it was
not unknown for freemen, as well as indebted cit-
izens, to volunteer in hopes of wealth and glory.

Ultimately, the whole “industry” came to be reg-
ulated by the Empire, with vast sums of money
being spent to present these bloody and dead-
ly spectacles. The games were often used to add
prestige and honor to the person that presented
them. This person was called the editor. The edi-
tor could be a senator trying to gain political in-
fluence, or even the Emperor himself, trying to
win, or maintain, the loyalty of his subjects.

Some of this money would eventually find its
way into the hands of the lanista that owned the
troupe of gladiators (familia gladiatorial) and the
men and occasional women that risked their lives
for this entertainment.

If the fighters were skillful and lucky they might
earn their freedom and retire from the arena with
enough money to live in relative comfort. Some
might go on to help train others in their deadly
profession or even start their own troupe.

INTRODUCTION

With the decline of
the Empire and the
rise of Christianity,
the games began to
fade away, lingering
on, perhaps, until as
late as 440 AD. They
were officially banned in 681 AD.

Note - The cover art for-
Heroes of the Colosseum

is based on Pollice Verso
(“With a Turned Thumb”),
an 1872 painting by Jean-
Léon Gérome.

1.1 STOP BOXES

To help you learn the game faster, we use Stop
boxes. At the end of every few sections you will
find a box that recaps what you have read and
may contain a small exercise for you to do. By
using the boxes and playing the small exercise,
you'll learn the game in no time.



2.0 NEeepep 1o PLAY

You will need the following items to play Heroes
of the Colosseum:

2.1 THE ARENA

The arena included in the game. The gladiator
counters will move over the arena, from Move-
ment Zone to Movement Zone.

2.2 DICE

Six sided dice - also referred to as d6. Six or more
per player is ideal.

2.3 GLADIATORS

We've included counters representing six types
of gladiators. Each has an overhead view of the
gladiator and its type. Other information will be
found on their Roster Cards (2.4).



2.4 ROSTER CARDS

Each gladiator will use a Roster Card to track their
Attributes (3.6) and any damage they suffer. Each
player must have one Roster Card of the appro-
priate type for each gladiator that he plays. There
must also be one for each Non-Player Gladiator
(3.1.2). Here’s how we do it:

« Lay the Roster Card on the table.

o Place a Tracking Counter (2.5.1) on the ap-
propriate value for each of the three Attri-
butes: Savvy (3.6.1), Strength (3.6.2), and
Speed (3.6.3).

o Place a Tracking Counter, equal to the
Strength of the gladiator, in each of the seven
body locations:

1. Head

Left Arm.

Chest

Right Arm.

Belly

Left Leg.

. Right Leg.

o The Armor (3.9) for each body location is
printed on the card and does not change.

o Place the gladiator’s Weapons (3.10), Shield
(3.9.3) or Net (3.9.4) in the appropriate hand.
Gladiators are usually right-handed as shown

on their counter, but you can choose to be
left-handed if desired.

N OO R N

2.5 COUNTERS

We've included a variety of counters to track
items.

2.5.1 TRACKING COUNTERS

These counters are used to track the current At-
tribute levels and body part damage, on your
Roster Card. Here’s how we do it:

Starting at the top of the
card, place one Health
counter in each of the 3 At-
tributes, over their respec-
tive values.

Place one Health counter in each of the body
part boxes equal to the starting strength At-
tribute.

As damage is taken and Attributes reduced
slide the counter to the appropriate value.
Here’s an example of a Roster Card in use.
This Roster Card is set up for a Secutor with
Savvy 5, Speed 4, and Strength 3. Note that
his Weapon and Shield have been placed in
his hands.



Here is the same gladiator after he has taken the
following damage:

o One wound to the Right Leg. 2 points of
damage taken and his Speed is reduced by 1
point to 3.

o One wound to the Belly. 1 point of damage
taken and his Strength is reduced by 1 point
to 2.

2.5.2 EQUIPMENT COUNTERS

There are sword, spear, and trident counters.
These are used by placing them in the appropri-
ate hand. If an arm becomes Non-Functioning
(5.4.4.2) remove the item from the hand and
place it in the Movement Zone that the gladiator
is occupying.

There are small shields (bucklers) and large
shields. These are used by placing them in the
appropriate hand. If an arm becomes Non-Func-
tioning (5.4.4.2) remove the item from the hand
and place it in the Movement Zone that the glad-
iator is occupying.

There are net counters. They are used at the fol-
lowing times:

o DPlaced on the Retiarius before he tosses it.

o Placed on the target gladiator when he is en-
snared by the net.

o Placed on the Movement Zone occupied by
the target when it has been tossed and the
target missed.

2.5.3 BONUS DIE COUNTERS

There are 2 types of Bonus Dice
counters. If you have a 2 Bonus
Dice counter and only want to use
1 Bonus die, just make change. Bo-
nus Dice counters are laid on the
Roster Card until used.

2.6 THE ARENA

The two boards represents the arenas where glad-
iatorial combat took place. Both arenas are divid-
ed into areas called Movement Zones. Gladiators
will always be in one Movement Zone and the
maximum number of gladiators in the same zone
is four - if they are alive, conscious, and function-
ing. You can stack as many bodies in a Movement
Zone as desired. Let’s go over the zones in more
detail starting from the outside and working in.



2.6.1 THE WALL

These are the areas against the walls of the are-
na and contain the gates from which the gladi-
ators enter. Being in the Wall areas will reduce
the sight lines of the Crowd. Consequently, if you
appeal for Mercy (6.8) while in a Wall area, you
will be penalized.

2.6.2 HEART OF THE ARENA

Most of the combat will occur in the Movement
Zones that comprise the Heart of the Arena.

2.6.3 CENTER OF THE ARENA

Inside the Heart of the Arena are Movement
Zones called the Center of the Arena. Histori-
cally, gladiators would enter from opposite ends
and make their way to the center of the arena be-
fore beginning combat. A word of advice: Fight
for the center as it will increase your chances of
currying favor with the Crowd!



2.7 THE DICE

During the game you will be required to roll dice
in a variety of ways. They are:

» Passing Dice.

« Counting Successes.

« DPossibilities.

« Reading and Adding the Dice.

2.7.1 PASSING DICE

There will be times when the player will roll 1 or
2d6 versus the Attribute (3.6) of a gladiator. An
example of this is the NPG Option Table (5 - 2).
Here’s how we do it:

« Read each result individually and compare it
to the Attribute in question.

o If the result is equal or lower than the Attri-
bute, the die has been passed.

o If the result is higher than the Attribute, the
die has failed.

o Determine how many d6 were passed and
consult the appropriate table. Immediately
carry out the results.

« You can pass 2d6, 1d6, or 0d6. Isn't passing
0d6 failing 2d6? No, because we are counting
how many dé6 you pass. Note that whenever
you are asked to pass dice, a result of a 6 may
be an automatic failure. When it is, it will be
listed on the appropriate table.

Example - Cletus is a Non-Player Gladiator (3.1.2)
in an Unoccupied Zone (5.2.3). It is his turn and
I must determine how he will move. I roll 1d6
against his Savvy of 3 and score a 3, so have passed
1d6. Looking on the NPG Option Table (5 - 2), 1
see he will move towards the closest opponent.

2.7.2 COUNTING SUCCESSES

Another way to use the dice is by rolling them
and counting successes. Here’s how we do it:

o If a result of 1, 2, or 3 is rolled, you have
scored a success.
o Ifaresultof4,5,or 6isrolled, you have failed.

Example - The Retiarius has a Savvy Attribute of
3. He will roll 5d6 when on the Maneuver Table
(5 - 3). He rolls the 5d6 and scores a 1, 2, 3, 4, and
4, scoring 3 successes.

2.7.3 POSSIBILITIES

When you see numbers in parenthesis, such as
(1-2), it means there is a chance of that event
happening based on a 1d6 roll.

Example - The Retiarius is scheduled for the next
match. His traditional opponent was the Secutor
(1-4), but he could be matched against the Mur-
millo (5-6). I roll 1d6 and score a 3. The next op-
ponent is the Secutor.

2.7.4 READING
THE DICE

AND ADDING

Sometimes you simply read the result as rolled.
When rolling 2d6, you add the scores together to
get a total.

Example — On the Gladiator Size Table (3 - 1), I
roll a 3 and a 6 for a total of 9. The Gladiator is of
Average Size.



2.7.5 HOW MANY D6

How many dé6 do you roll? This is found by look-
ing in the upper left-hand corner of each table.
Here’s how we do it:

o When there is a number, roll that many dé.
o When there are no numbers just go down
the table underneath.

Example - 1d6 is rolled on the Movement Table (5
- 1). On the Attack Table (5 - 5) the Retiarius starts
with 4d6 for his Savvy and adds 2d6 for Bonus
Dice so rolls a total of 6d6, looking for successes.

2.7.6 BONUS DICE

Bonus Dice are rolled when you choose to
use them, or when a Non-Player Gladiator
(3.1.2) is called upon to use them. When
rolling Bonus Dice, you read each one
individually, looking for successes.

Here’s how we do it:

o Ifaresult of 1, 2 or 3 is rolled,
you have scored a success.

o If a result of 4, 5, or 6 is rolled,
you have failed.

o Once a Bonus Die is rolled, it is re-
moved from your current number of
Bonus Dice.



STOP!

We use counters to represent the different gladi-
ator fighting styles (3.8) that you can play during
the game. The counters are used in the arena,
moving from Movement Zone to Zone.

Additional counters are used to track damage
(2.5.1) on the Roster Cards (2.4), track the num-
ber of Bonus Dice (2.7.6) each gladiator has re-
maining, and track equipment (2.5.2).

The arena has three types of Movement Zones:
Wall (2.6.1), Heart of the Arena (2.6.2), and the
Center of the Arena (2.6.3). Fight in the Center
of the Arena as much as possible, as this is where
you can influence the Crowd and the Emperor.
To pass dice (2.7.1), you must score equal or less
than the Attribute in question.

A success (2.7.2) is a score of 1, 2, or 3.

When rolling Bonus Dice (2.7.6), you are trying
to score a success. What is a success?



3.0 THE GLADIATORS

In Heroes of the Colosseum each player can build  3.1.1 STARS
their gladiator in their own unique way. Here’s

how we do it: These gladiators are you, the player (Player Glad-
iators). These are the gladiators that the Cam-

o Decide if YOU)I'C a Star or Grunt (31) paign (70) revolves around.

o Choose the Gender (3.3).

+ Determine its Size (3.4). Stars should begin with twelve Attribute Points

+ Determine the Signature (3.5). (3.6.4). This can be modified up or down by the

o Distribute its Attribute Points (364) size (34) or gender (331) ofthe gladiator_

o Determine the number of Bonus Dice (3.7).

« Choose the Fighting Style (3.8). 3.1.2 GRUNTS - NP GLADIATOR

3 1 STARS AN D Grunts are Non-Player Gladiators (NPG) con-

trolled by the game mechanics. NPGs may fight

GRU N TS with you or against you in the arena. They will

come and go as your campaign progresses.

Heroes of the Colosseum is played with Stars and

Grunts. 3 . 2 S TAR
ADVANTAGE



Being a Star in Heroes of the Colosseum has one
important advantage: Star Power.

3.2.1 STAR POWER

Star Power is an optional rule that can be used to
capture the cinematic flavor of gladiator movies.
Here’s how we do it:

o A Star receives 1 Star Power d6 per point of
Strength (3.6.2).

o When a Star takes damage, he can choose to
use his Star Power dé6.

o The Star rolls his d6 looking for successes - a
score of 1, 2, or 3. For each success he scores,
reduce the damage he has received by 1 point.
This could reduce the damage to zero or less.

o Ifascoreof 4 or5 is rolled, there is no effect
and damage is taken normally.

« Ifascore of 6 is rolled, there is no effect, dam-
age is taken normally, and the Star Power d6
is lost for the remainder of the match.

o All Star Power d6 are recovered after the
match.

Example — Brutus takes 3 points of damage to the
belly. He has 4d6 in Star Power. He rolls 4d6 and
scores a 1, 2, 5 and 6. His damage is reduced to 1
point, he still reduces his Strength Attribute by 1,
and the 6 rolled is discarded until after the match

3.3 GENDER

It is known that the Roman Emperor Septimus
Severus, who ruled from 193 to 211 AD, allowed
women to fight in the arena, although he subse-
quently banned them in 200 AD.

Recently, in an area of London, England, the re-
mains of what could have been a female gladia-
tor, or gladiatrix, were excavated.

Although there is no evidence to support the
idea that this 20-year-old woman was indeed a
gladiatrix, no one is certain.

What we can be sure of is that Heroes of the Col-
osseum allows for women in the arena, so if you
choose to use a gladiatrix, go for it, turn the card
over!

3.3.1 FEMALE MODIFIERS

Female gladiators benefit and suffer from the fol-
lowing modifications:

o To account for the lesser upper body strength
of females, when creating your gladiator, af-
ter you have assigned the Strength Attribute,
reduce it by 1.

o As they are typically smaller than men, they
suffer a -2 when rolling on the Gladiator Size
Table (3 - 1).

o They begin each match with two extra Bonus
Dice to reflect their greater endurance.

3.4 GLADIATOR SIZE

Gladiators are also differentiated by their phys-
ical size. Here’s how we determine the physical
size of a gladiator.

« Roll 2d6 and add the results together.

o Modify this total by a -2 if the gladiator is a
female.

o Consult the Gladiator Size Table (3 - 1).

o After the gladiator has determined its At-
tributes, apply any modifiers to its Speed or
Strength.

10



GLADIATOR SIZE

TABLE 3 - 1
# SIZE SPEED STR
2 OR LESS SMALL +1 -2
3 SLIGHT +1 -1
4 SLIGHT 0 0
S AVERAGE 0 0
6 AVERAGE 0 0
7 AVERAGE 0 0
8 AVERAGE 0 0
9 AVERAGE 0 0
10 LARGE 0 +1
11 VERY LARGE -1 +1
12 GIANT -2 +2

3.5 SIGNATURE

In Heroes of the Colosseum we use Signatures to
further differentiate the gladiators. A Signature is
a demonstrated trait that is recognizable during
the gladiator’s career. Here’s how a gladiator gains
a Signature:

« Player gladiators can choose any one Signa-
ture.

« They may choose to roll for the second, but
must keep it, regardless of the result.

o NPGs (3.1.2) have their Signature deter-
mined by rolling 2d6, adding the results to-
gether, and consulting the Signature Table
(3-2).

o Some Signatures may have an Attribute Point
cost that is added or subtracted from the
gladiator’s total number of Attribute Points
(3.6.4). This is used when determining how
many Fame Points a winning gladiator has
gained (7.7.1).

Example - Brutus has a Savvy of 4, Strength of 4,

and Speed of 3 for an Attribute Points Total of 11.

He also has the Frenzy Signature which has a AP

modifier of -1. Brutus now counts as a 10 Attribute

Points Total gladiator.

SIGNAGTURE
TABLE 3 - 2

AP SIGNATURE
NO SIGNATURE.
NO SIGNATURE.
NO SIGNATURE.

v R W N FH

-1 SLOW TO REACT: THIS GLADIATOR
COUNTS A-1D6 PENALTY WHEN ROLL-
ING ON THE ATTACK TABLE (5 - 5).

SLOW:THE SLOW GLADIATOR COUNTS
A -1 PENALTY WHEN ROLLING ON THE
MOVEMENT TABLE (5 - 1).

BRAWLER: THIS GLADIATOR COUNTS
A +1D6 BONUS WHEN RE-TAKING A
TEST ON THE ATTACK TABLE (5 - 5).

AGILE: THE AGILE GLADIATOR
COUNTS A +1D6 BONUS WHEN ROLL-
ING ON THE MANEUVER TABLE (S - 3).

STRONG: THIS GLADIATOR STARTS
EACH MATCH WITH 3 BONUS DICE
MORE THAN NORMAL.

10 -1 FRENZY: THE FRENZIED GLADIATOR
WILL ALWAYS USE AT LEAST 1 BONUS
DIE WHEN ROLLING ON THE ATTACK

TABLE (S - 5) AS LONG AS HE HAS ANY.

11 +2 STEADY: THE STEADY GLADIATOR
WILL REMAIN ON HIS FEET THE FIRST
TIME HE IS KNOCKED DOWN DURING

THE MATCH.

SWORDSMAN: THIS GLADIATOR WILL
ROLL TWICE ON THE HIT LOCATION
TABLE (5 - 6), CHOOSING THE BEST
RESULT, BUT ONLY WHEN USING A
SWORD.

12 +2

3.6 ATRIBUTES

Each gladiator has three Attributes that represent
how hard the gladiator has trained and how good
he is. The higher the Attribute, the better the
gladiator is in that area. The three Attributes are:

e Savvy.
» Strength.
o Speed.

11



Players will do well to familiarize themselves
with the Movement (5 - 1), Maneuver (5 - 3), and
Attack (5 - 5), Tables to see how each Attribute
works before choosing how to allocate their At-
tribute Points.

3.6.1 SAVVY

Savvy is a measure of how well the gladiator has
trained to fight.

3.6.2 STRENGTH

Strength is a measure of how physically strong
the gladiator is.

3.6.3 SPEED

Speed is a measure of how fast and agile the
gladiator is.

3.6.4 USING ATTRIBUTE POINTS

Players begin with a set number of Attribute
Points (AP) that they use to build their gladia-
tors. Adding the Attributes from all three catego-
ries is called the Gladiator’s Attribute Points To-
tal. This is a reasonable barometer of the overall
quality of the gladiator.

Attribute Points are divided between the three
Attributes.

The spread between the highest and lowest Attri-
bute is 2.

Example - If you have an Attribute of 5, the lowest
any other Attribute could be is 3.

Stars begin their career with twelve Attribute
Points.

3.6.5 MAXIMUM TOTALS

The maximum an Attribute can be is 7.

The maximum Attribute Points Total of a gladi-
ator is 20.

3.7 BONUS DICE

At the start of the match, each Player and
Non-Player Gladiator receives Bonus Dice equal
to twice their Strength.

3.7.1 RECOVERING BONUS DICE

Each time a gladiator uses a Bonus Die he dis-
cards it and reduces his current total accordingly.
However, gladiators can recover Bonus Dice in
the following ways.

« A gladiator in a Movement Zone unoccupied
by an opponent may forfeit his move and re-
cover Bonus Dice.

o  When directed by a diludium (6.6).

When recovering Bonus Dice during the match
the maximum number the gladiator can ever
have at one time is equal to his current Strength.

Example - The Retiarius has Strength of 4 so starts
with 8 Bonus Dice. Later in the match he forfeits
his move and recovers Bonus Dice. He has 1 Bonus
Dice so can recover 2 more, making his total equal
to his current Strength of 3.

12



3.7.2 USING BONUS DICE

Players can choose to use as many Bonus Dice
as desired when rolling on the Maneuver (5 - 3),
Attack (5 - 5), and Net Toss (5 - 4) Tables. NPGs
(3.1.2) must roll dice to see when they will use
their Bonus Dice. Here’s how we do it:

« Each gladiator decides how many Bonus
Dice, if any, to use.

« If playing head to head, the dice are held out
of sight and revealed at the same time. This is
best done by holding the Bonus Dice count-
ers you want to use in one hand over the ta-
ble, counting to 3, and simultaneously drop-
ping them into view onto the table.

« If playing against an NPG, the player decides
how many Bonus Dice to use before rolling
to see how many the NPG will use.

3.7.3 NPG BONUS DICE USAGE

NPGs will use Bonus Dice based on the results
of rolling d6 on the appropriate table. Here’s how
we do it:

e When on the Maneuver Table (5 - 3), the
NPG will roll all of its Bonus Dice. If a “1”
is rolled, use that Bonus Die when rolling on
the Maneuver Table.

o When on the Net Toss Table (5 - 4), the NPG
will roll all of its Bonus Dice. If a “1” or “2”
is rolled, use that Bonus Die when rolling on
the Net Toss Table.

o When on the Attack Table (5 - 5), the NPG
will roll all of its Bonus Dice. If a “1” or “2”
is rolled, use that Bonus Die when rolling on
the Attack Table.

« Anytime an NPG is ensnared in a net or
knocked down to the ground, it will roll all
of its Bonus Dice. If a “17, “2”, or “3” is rolled,
use that Bonus Die when rolling on the Ma-
neuver, Attack, or Net Toss Tables.

3.8 FIGHTING STYLE

The armor and weapons

* Although there were
many fighting styles, we
have chosen the six most
popular to use in Heroes
of the Colosseum.

of the gladiator define his
style of fighting. Here are
the six gladiator styles (*)
used in Heroes of the Col-
osseum.

Players can choose one

style as their Primary Fighting Style and another
as their Secondary. Just know that when fighting
with your Secondary Style, your Savvy counts as
1 point less. Why do it? Using your Secondary
Fighting Style reduces your total Attribute Points
and increases the chance of gaining Fame (7.7).

13



3.8.1 DIMACHAERUS

His name means “two-weap-
on man’. Not much is known
about this style of gladiator
other than he was armed with
two swords and therefore
didn’t carry a shield.

He may have been a separate
category of gladiator, or he
may have been a fighting style
used by other categories of
fighters. There are no depic-
tions from ancient times of
this gladiator, so his armor, if

any, is open to speculation. It is not known who

his usual opponents were.

o The opponents for the Dimachaerus are the
Murmillo (1-2), Hoplomachus (3-4), and

Thraex (5-6).

3.8.2 HOPLOMACHUS

His name comes from the
Greek word hoplon, which
means “weapon’, but it is usu-
ally associated with the Greek
shield.

The Hoplomachus carried a
round shield, usually a small
one, and his head was entire-
ly enclosed in a metal helmet.
His belly was protected with
leather while quilted fabric
protected his upper legs. Met-
al greaves called ocrea pro-
tected both of his lower legs.

This gladiator was primarily armed with a long

spear.

o His traditional opponent was the Murmillo
(1-4), but the Hoplomachus can be matched
against the Thraex (5) or Secutor (6).

3.8.3 MURMILLO

The Murmillos name is be-
lieved to come from a Greek
word for a type of fish. The
head of the Murmillo was
entirely encased in an ornate
helmet, often surmounted
with the image of a fish.

He carried a large shield with
the lower left leg protected by
an ocrea. His sword arm was
covered with a manica, a type
of protective sleeve usually
made of quilted fabric. The
Murmillo was armed with a short sword called
a gladius, from which the word gladiator is de-
rived.

o His traditional opponent is the Thraex (1-4),
but he can be matched against the Retiarius
(5-6).

3.8.4 RETIARIUS

His name comes from the
Latin word rete, meaning net.
This gladiator was lightly ar-
mored and usually did not
wear a helmet. His only armor
was on his left arm: a type of
protective sleeve called a man-
ica, and a bronze shoulder
guard called a galerus. He may
have also worn leather gaiters
on his lower legs as well as
leather across his belly.
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He was primarily armed with a long three-
pronged spear, called a trident, and a net. The
Retiarius would try to ensnare his opponent with
his net while keeping them at bay with his trident.
Once the gladiator was knocked to the ground
and trapped in the net, the Retiarius would move
in for the kill.

« His traditional opponent was the Secutor (1-
4), but he can be matched against the Mur-
millo (5-6).

3.8.5 SECUTOR

The word Secutor means
“chaser” in Latin. This fight-
ing style replaced the earlier
Samnite. He carried a large
rectangular shield (scutum)
and his head was entirely en-
closed in a helmet of iron or
bronze. Unlike the ornate hel-
mets used by others, his was
very plain and smooth except
for a small fin on its crest that
made him look somewhat
like a fish. This was done in-
tentionally as it reduced the
chances of the helmet being
snagged by the net of the Retiarius, his tradition-
al opponent.

The Secutor carried the short sword called the
gladius. His sword arm was protected by a mani-
ca and he wore an ocrea on his left leg.

o His traditional opponent was the Retiarius
(1-5), but he can be matched against the Ho-
plomachus (6).

3.8.6 THRAEX

His name means “Thracian”
and originally referred to his
place of origin.

The head of the Thraex was
entirely enclosed in a hel-
met that often bore the crest
of the mythological Griffin,
the companion of Nemesis,
Goddess of Fate. He carried a
small rectangular shield and
each leg was protected by an
ocrea that came up to beyond
his knees.

This gladiator was armed with either a gladius or
a curved long dagger called a sica (still counts as
a sword).

o His traditional opponent was the Murmillo
(1-4), but he could be matched against the
Hoplomachus (5-6).

3.9 ARMOR CLASS

There are four types of Armor Class (AC) used in
Heroes of the Colosseum. They are:

e AC 0= Unarmored.

o AC | = Leather.

e AC 2 = Metal armor.

o AC 3 = Extra heavy metal reserved for the
helmet.

Each body part of the gladiator will have one of
the four Armor Classes protecting it. They are
marked on the Roster. Armor cannot be reduced
during the match!
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3.9.1 ARMOR PROTECTION

Armor comes into play by absorbing damage.
When rolling on the Damage Table (5 - 7), the
attacker subtracts the AC of the target body part
from the Impact of the attack.

Example - The Retiarius scores an Impact 4 hit
on the right arm of his Murmillo opponent who
is wearing AC 2 armor. This reduces the Impact
from 4 to 2.

3.9.2 UNARMORED SPEED

As most gladiators wore armor or carried a
shield, it reduced how fast they could move in the
arena. We have chosen to reflect this by giving a
bonus to the Speed of unarmored gladiators.

This is not a permanent increase to Speed, but
a temporary one lasting as long as the gladiator
uses this Fighting Style. The two gladiators affect-
ed by this increase are the Dimachaerus (3.8.1)
and the Retiarius (3.8.4), when not carrying the
net. This bonus is reflected on the Movement (5 -
1), Maneuver (5 - 3), and Net Toss (7 - 4) Tables.

3.9.3 SHIELDS

A shield will protect a gladiator from damage but
cannot be used when wielding a weapon with
two hands. There are two types of shields:

o Large shield - The large shield
protects the users left arm,
chest, and belly.

o Small shield - The small shield
or buckler protects the user’s
left arm and chest.

3.9.4 NETS & TWO SWORDS IN DEFENSE

Although not actually using a shield, the net of
the Retiarius and the second sword of the Dim-
achaerus provide protection to the gladiator as if
he were using a small shield; protecting the left
arm and chest.

3.10 WEAPONS

Weapons can be used in three ways:

o Wielded with one hand (one-handed).
o Wielded with two hands (two-handed).
o Thrown at the opponent.

3.10.1 SPEAR

The spear is a sharp blade on a

long pole. It can be used with one

hand, usually with a small shield

in the other, or with two hands

and without the shield, which

must have been dropped. It can also be thrown
at an opponent.

3.10.2 SWORD

The sword is a sharp blade much

longer than a dagger. It can be

used with one hand, usually with

a shield in the other, or with two

hands and without the shield,

which must have been dropped. Some gladiators
(Dimachaerus) may forsake their shield and in-
stead use two swords, one in each hand. It can
also be thrown at an opponent.
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3.10.3 TRIDENT

The trident is a three-prong weap-
on used by the Retiarius. It can be
used with one hand, usually with
a net in the other, or with two
hands, and without the net. If the

net is still in the possession of the Retiarius, the
trident is always used with one hand. It can also

be thrown at an opponent.

3.10.4 SPECIAL WEAPON - THE NET

The net is a special weapon used
by the Retiarius with the purpose
of ensnaring or hindering his op-
ponent. See the section on Net
Toss (5 - 4) for more info.

3.10.5 WEAPON REACH

The spear and the trident, being longer weapons,
can have a reach advantage over opponents using

a sword. Here’s how we do it:

It must be the spear or trident users turn. If
it is not, the weapon does not get the reach
advantage.

The opponent must be using a sword or be
unarmed.

If both requirements are met, the spear or
trident user counts a +1d6 Bonus on the Ma-
neuver Table (5 - 3).

3.10.6 PICKING UP WEAPONS

Gladiators may choose to pick up dropped weap-
ons, missed nets, shields, or switch a weapon or
shield to another hand (but not both).

This can only be done during the gladiator’s
Movement Phase.
If there are enemies in the Movement Zone,
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the item cannot be retrieved or switched.

To recover an item, the gladiator must enter
or start in the Movement Zone where the
item is.

To switch a weapon, the gladiator forfeits his
move, but can recover Bonus Dice.



STOP!

All gladiators are Stars or Grunts (3.1). Gladi-
ators run by the player are Stars. Those run by
the game mechanics are Grunts - NPGs (3.1.2).
What is Star Power (3.2.1)? If you roll a “6” when
using Star Power d6, what happens?

Gladiators are also defined by Gender (3.3), Size
(3.4), and Signature (3.5). How do Stars gain a
Signature? Can they have more than one?

Each gladiator has 3 Attributes (3.6). They are
Savvy (3.6.1), Strength (3.6.2), and what?

Stars begin with 12 Attribute Points (3.6.4)
spread over the 3 Attributes as desired; howev-
er, the spread between highest and lowest cannot
exceed 2.

Each gladiator starts with Bonus Dice equal to
twice its Strength. When to use Bonus Dice
is located on the app