
 

  



ULTIMUS 

“ULTIMUS” is a betting, bluffing, and strategy game for 2 to 6 players from 12 to 99 years old, 

created by ONE MORE GAME. You do not play the gladiators, but the spectators. Your challenge is 

to influence what happens in the arena by shouting at the gladiators. The game lasts from ½ hour 

to 2 hours for three battles, depending on the number of players. However, players can choose to 

play more or fewer battles, since each battle can be played as a standalone. 

Box Content  

 1 Arena board. 

 6 Gladiator figures. 

 6 Health markers. 

 1 Net marker. 

 1 “Loudest spectator” marker. 

 16 Betting cards. 

 80 Yelling cards. 

 3 Rulebooks. 

 70 Gold coins. 

 

Introduction 

You are the cheering crowd of a small roman arena, filled with gladiators. These fighters are ready to kill 

each other and die for your sole amusement. You, the spectators, decide who you want to bet on and hope 

for the best. Every gladiator has his specific characteristics, strengths and weaknesses, so choose wisely. 

Shout, yell and scream all you can at the gladiators, directing who they should kill and what they should 

do… hopefully they will listen to you and not to the other spectators. It is time to turn their blood into your 

gold.  

Setting up the Game 

I. Place the arena map on the table before you. 

II. Place the 6 health markers on the highest number of each of the 6 health wheels and the net 

marker on the arena map. 

III. Shuffle the yelling cards and betting cards  

IV. Decide how many battles you want to play. (We recommend three battles.) 

Before the first battle, everyone draws a yelling card and movement points (yellow hexagons) on the cards 

are compared. The spectator with the highest movement points is the “loudest spectator”. If there are no 

movement points on the card, it counts as zero. In case of a tie, these players draw new cards until there is 

a “loudest spectator”. Shuffle then the used cards back into the yelling cards deck. 

BATTLE Set-Up 

1. Cards and gold 

 Each player receives at the start of a battle: 

I. 3 yelling cards, 

II. 3-6 betting cards depending on the number of players 

(see table), 

III. 3-5 new gold coins depending on the number of 

players (see table). 
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3 4 6 
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2. Betting 

After receiving your cards, take a look in secret. It is time to choose who you will bet for! Once you know 

your betting cards and have chosen your favourite gladiator, put all your betting cards face down in front of 

you. Of course, you can only bet on the gladiator for which you have a betting card. You are only allowed 

to place a maximum of three gold coins per betting card. The rewards are on the second row. 

Place now gold coins on your chosen betting cards: This is your bet. Betting cards remain face-down during 

the whole battle, but any player can see how much gold is distributed on each of your cards, and how 

many betting cards are with (and without) bets.  You have to bet all the gold coins you receive at the 

beginning of each battle, but you can choose to bet or keep any of the gold coins you won during previous 

battles. Depending on your betting card you have following options:  

 You can bet that a gladiator wins the battle. For this to happen, this gladiator has to be le 

last one alive in the arena.  

 You can bet that a gladiator dies in the arena. For that to be true, his life points have to 

be equal zero. Pardoned gladiators are not dead. 

 You can invest in a gladiator. For this option to become true, the gladiator has either to 

win the game, or the can just survive it by being pardoned.    

3. Entrance of the gladiator - Morituri Te Salutant 

When all players are done with betting, place the gladiators on the game board. Starting with the “loudest 

spectator” and turning clockwise, each player places one gladiator in front of a free door, until all gladiators 

are in the arena. Set all health points on the maximum and the battle can start!  

Playing one Round: 

1. Shout or shut up! 

Players can either shout something at the gladiators or shut up and think again about it. 

I. Shout: The player places a yelling card face down in front of him. 

II. Shut up and think: The player doesn’t place a card in front of him. 

Once every one has decided what to do this turn, the actions will be resolved. The players place (or decide 

not to place) their yelling cards all at once. There is no turn order in this phase. 

2. Taking actions   

Starting with the “loudest spectator” and turning clockwise, players take turns to reveal and play the yelling 

card placed in front of them. 

I. Shout: A player taking this action reveals the yelling card in front of him and plays according to the 

symbols and instructions written on the yelling card (explained below). After taking his action, the 

player draws a new card. 

II. Shut up and think: A player taking this action discards up to two cards from his hand (face up or 

down) and draws the same amount of new cards.  

A player who has killed or pardoned a gladiator immediately draws an extra card.  

Killed gladiators are removed from the arena and a placed lying down in the middle of their health wheel. 

Pardoned gladiators are also removed from the arena, but are placed standing up in their health wheel.    



End of the Battle 

The battle ends when there is only one gladiator left in the arena. He is the ultimum gladiator. 

When the ultimum gladiator is crowned: 

I. Reveal all betting cards.  

II. Pay the players from the bank who won their bets.  For each bet won, the player gains as many gold 

coins as indicated on the betting card, on the second row. For example, if three gold coins are bet 

and the win is seven gold coins, the player gets an additional four gold coins from the bank. 

III. Player who lost their best have to give all their betting coins to the bank. 

IV. Prepare a new battle set-up, but all players keep the gold coins they won. The player who is the 

“loudest spectator” keeps the token for the beginning of the next battle. If you decide to stop playing, 

count your gold: The one with the most gold coins is the winner. In case of a tie, there can be more 

than one winner.  

Playing Yelling Cards 

When revealing a yelling 

card, the player must 

choose the gladiator he is 

yelling at. 

The various symbols 

displayed on the card 

allow the gladiator to 

perform various actions 

and attacks, as well as the 

effects on the players. 

 

 

 

      Tigris    Sagittarius Retiarius Murmillo   Barbarus  Dimachearus 

Most yelling cards have icons representing one or two gladiator(s) on it. These cards allow the player to use 

all the represented symbols when playing any one of the corresponding gladiator(s). 

The blood splatter mark: If all represented gladiators on the cards are already dead or 

pardoned, any other gladiator can be chosen from the arena. He can only perform actions 

marked with a blood splatter. 

The unknown gladiator helmet: A helmet with a question mark can be applied to any 

gladiator in the arena. 

Movement: This symbol allows the player to move the chosen gladiator as many fields as 

written. It is not required to move all the movement points.  

Close combat attacks: Any close combat attack symbol allows the chosen gladiator to 
perform one attack onto another gladiator on a neighbouring field. A gladiator 
can perform more than one attack per yelling card, if the card contains several 
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attack symbols, for example moving from one gladiator to the next between attacks.  
The gladiator can also attack more than one opponent, if the opponents are located on 
neighbouring fields next to or behind each other, and if their fields are marked red on the 
attack symbol (pierce or swing attack). All attacks can be performed before, during or after 
the movement. The number written in the red field is the number of wounds inflicted to 
each target, depending on their position relative to the attacking gladiator. Every time a 
gladiator gets wounded, reduce his health on the wheel by the same number. 
 
 

Ranged attack: A range attack is performed by throwing a knife or using a bow. It can hit 

any gladiator in the arena. Ranged attacks cannot be performed if the gladiator is netted.  

 

Knock down: Any gladiator hit by this attack falls down after the attack, in addition to the 

damage. Lay down the miniature representing the gladiator to indicate he has fallen. A 

fallen gladiator cannot move, but can still attack. Any fallen gladiator gets one extra 

damage when injured, for each attack targeting once on the ground, and until he stands 

back up. To stand up, the gladiator needs to spend a complete movement symbol with 1 or 

more movement points, or benefit from a “stand up” symbol on a yelling card. 

Stand up: A gladiator who stands up with this symbol can move normally this turn. Put 

the gladiator´s figurine back up and move it accordingly. 

Net: This symbol allows Retiarius to throw a net on a gladiator he is attacking this turn. 

When a gladiator is targeted by the net, the net counter is placed under the gladiator figure 

and the gladiator cannot move anymore until the net is removed. The net is placed after 

the attack of Retiarius. A gladiator in the net can still perform close combat attacks, but not 

ranged attacks. He receives an extra damage for each attack targeting him, and cannot 

stand up if knocked down. When the gladiator under the net dies, or if he successfully 

removes the net, Retiarius get his net back and can use it again. The net symbols on the 

yelling card are ignored as long as the net is over a living gladiator in the arena. 

Remove the net: This symbol allows the active gladiator to remove the net from him. The 

gladiator can move normally immediately this turn. 

Health points: The gladiator regains a number of health points corresponding to the 

written number. Only gladiators who are still in the arena, can regain health points.  

Bleeding damages: The gladiator loses the indicated number of health points. This card 

can only be played on a gladiator already injured. It is forbidden to play a card with 

bleeding damages that would kill this gladiator. 

Yelling cards: Playing a card with a yelling card symbol allows you to draw an extra card 

or do other things with yelling cards. Follow the instructions on the card. If there are no 

instructions, simply draw an extra yelling card. 

Loudest spectator: The player gets now the “loudest spectator” marker. He is the first 

player in the next combat round and decides on life and death on a pollice verso. 

Pollice Verso: If a gladiator gets killed while playing a yelling card with the pollice verso 

symbol on it, then the loudest spectator puts his thumbs up or down, to decide if the 

gladiator will be pardoned or die: 
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 If the loudest spectator decides to let him live, the gladiator gets pardoned. The 

loudest spectator draws an extra card. The pardoned gladiator is placed standing in 

the middle of his health wheel. 

 If the loudest spectator decides for the death of the gladiator, then the gladiator 

dies. The player who performed the attack draws an extra card. The dead gladiator 

is placed lying down in the middle of his health wheel. 

A separate pollice verso has to take place for every gladiator that would die from the effect 

of a card, with a pollice verso symbol on it. The pollice verso takes place at the moment of 

the attack.  

Special cards 

That was a stupid bet: This card allows you to change one of your bet. Take one gold 

coin from your reserve or from a betting card and put it on another gladiator card. Discard 

one extra yelling card. You cannot put gold from a betting card into your reserve. 

He was just playing dead: This card allows you to put a dead gladiator (not a pardoned 

one) back into the middle of the arena. He will start with only one health point. He can 

directly move and perform an attack. If the centre field is occupied, the player can choose 

any of the six neighbouring fields around the centre of the arena as long they are empty. 

He is coming back: This card allows you to put a pardoned gladiator (not a dead 

gladiator) back into the arena. Place him in front of one of the doors on an empty field. The 

gladiator has 3 life points and can directly move.  

He is drunk: With this card you can choose a gladiator to be drunk for the combat round. 

If any other spectator plays this drunken gladiator later in the round, you will play his 

yelling card instead of him. If you kill another gladiator with your drunken gladiator, the 

other player will receive the extra yelling card. 

Cheering and BRIBING Rules 

To enhance the fun in the game, it is recommended to extensively present the gladiators when they enter 

into the arena. Also you should clap, shout, cheer and exclaim during the game, especially when a gladiator 

gets seriously wounded or dies. Not doing so could give away who you are betting on. Publicizing your bets 

to certain players or lying about your bets can be a good strategy to confuse other players. Bluffing is very 

important and most of the time the best way to win your bet.   

Players can exchange gold coins which are no committed into bets, or trade yelling cards with other players 

at any time. They can ask for favours for example: “Kill this gladiator and I´ll give you two coins!” or “I´ll 

give you this card for one gold!” Teaming up is allowed and recommended. Yet, players are never obliged 

to fulfil their promises, and all exchange of cards or gold coins are done at the good will of the player. 

To accelerate the game it is recommended that the loudest spectator counts down from five to zero (in 

Latin if you want), when the players choose their cards. Players who have not played a card until the end 

of the countdown are considered “thinking” for this turn. This rule can and should be omitted for beginners. 

Quinque – Quattuor – Tres – Duo – Unus – CLAMO! 

Five - Four - Three - Two - One - Shout! 

  



The gladiators 

The six gladiators fighting in the arena for your enjoyment are: 

Sagittarius 

Sagittarius is a hunter from a small village in the eastern region of the Roman Empire. His aim and accuracy with his bow are 

legendary. No one in the arena is safe from his arrows. Some will tell you that he has killed gladiators without making a single step 

on the sand of the arena. Others will tell you that he is just lazy. In reality Sagittarius knows exactly how to keep a safe distance 

between him and his opponents for staying alive. That is why sometimes Sagittarius prefers to run rather than to shoot another 

arrow. As long as Retiarius is not around and throws his net on him, everything is fine. Once under the net, though, Sagittarius is 

unable to use his bow. Therefore the hunter prefers to take Retiarius out first. If you bet on Sagittarius, you better watch his back, 

so that no one gets near him!  

Barbarus 

Barbarus is an enslaved barbarian, from the north of the Roman Empire. He is without doubt the strongest contestant in the arena. 

This is also the reason why he is feared by many. With his mighty club he can easily kill an opponent in a single blow. Luckily he is 

not the fastest gladiator, and often other gladiators have already killed each other when Barbarus joins the battle. But that has 

never disturbed him, since he only enjoys worthy opponents. Barbarus always keeps an eye on Retiarius, he hates to be caught in 

his net. If you want to bet on him, encourage him to run! 

Murmillo 

Murmillo is also known as “the champion of the arena”. He is a deserter of the Roman army. He knows how to fight and he loves to 

show it to the crowd. As a reward they call his name. Murmillo does not think much of honour and he has no remorse to finish off 

an opponent lying at his feet, especially when the crowd claims his death. His armour and his shield protect him well. His sword is 

well balanced and always sharp. If you bet on Murmillo, you should shout out your lungs, because he will listen to anyone who calls 

his name.      

Retiarius 

The trident and the net are his weapons of choice and the two reasons why everybody fears Retiarius. Born a slave and sold to the 

arena owners before he could walk, fighting and killing is everything this gladiator knows. His tactic is simple. First he captures the 

enemy with his net and then he impales him from a safe distance on his trident. This method has proven itself so effective that 

most gladiators avoid getting near Retiarius and made him one of the most hated gladiators in the arena. That is also maybe the 

reason why Retiarius started to enjoy the manhunt. If you bet on Retiarius, you might make yourself a lot of enemies among the 

spectators... 

Tigris 

This terrifying creature, captured in a jungle, beyond the borders of the Empire, is one of the most beloved attractions in the arena. 

Unpredictable, fast as an arrow and highly dangerous, Tigris likes to feed on the flesh he ripped from the bodies of the screaming 

gladiators he killed. His claws are sharp and his teeth even sharper. No one knows what this predator will do next. Throwing his 

prey on the ground and biting into its throat seems to be one of his favourite occupations. If you bet on Tigris, you better thank all 

the gods you know, because this beast will only follow his thirst for blood. 

Dimachearus 

This gladiator is also known as “the fighter with the two blades”. Some also say that he likes to always have some extra throwing 

daggers on him. His origins lie somewhere in the south of the Roman Empire. He is one on the quickest gladiators of the arena. 

Rumors have it that he could even outrun a tiger.  Others say he is just a coward… Dimachearus is nevertheless very agile, and 

often his opponents think that they hit him, but in fact they just scratched him slightly. Even if he is not very strong, he knows how 

to stay out of the range of his enemies. There is no easier prey for him than Barbarus. And the crowd loves him when he plunges 

his swords into the flesh of the giant. If you want to bet on him, you better pray that he does not get hit!  
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