Chaos Crossing™ is a game for 2 to 4 players. This game requires Pegable
Pawns: 4 blue, 4 red, 4 orange, 4 yellow, 1 green, 1 grey, 1 white, 1 brown, 1
purple; 1 game board; 1 six sided die.
To set the board up, place 3 each of the Blue, Yellow, Orange and Red
Pegable Pawns on the large spheres/circles of their same colors. Then place a
fourth pawn of each color on the white hex next to hexes of the pawn’s color
diagonally across from each sphere (see the image to the right). This should
put a single yellow next to the three blue, a red next to the orange, an orange
next to the red and a blue next to the yellow. The fourth pawn will act as a
crown. Finally, place the remaining pawns on the spheres that match their
colors. These are also crowns. If playing with 2 or 3 players, remove the
crowns of the colors not being played (blue, red, orange, yellow) and remove
the brown and purple crowns.
The object of the game is to send all of your pawns out onto the board to
collect crowns and be the first to return all of your pawns, crowned, to the starting sphere.
Begin the game with each player rolling the die. The player who has the highest roll goes first. Continue to the next player in
a clockwise order.
The three blue, red, yellow and orange pawns starting on the larger spheres are the playing pieces. All remaining pawns are the
crowns for those pieces. The blue, red, yellow and orange crowns can only be taken by the pawns of their same colors (the
blue crown can only be taken by a blue pawn, the red crown by a red pawn, etc.). The remaining crowns can be taken by any
color pawn.
On their turn, players roll the die. The player may choose to not move any of their pawns or move them 1 hex up to the
number of hexes indicated on the die. The roll may also be split among the pawns (example: the die roll shows a 5. The
player could move one pawn 1 to 5 hexes or they may move one pawn 2 and another 3 or one pawn 1 hex, one 2 hexes and
another 2 hexes, and so on…). As they move across the board, the pawns must cross a white hex to change to another color.
They cannot move from red to green, yellow to red, blue to orange and so on without first moving onto a white hex. They also
may not take more than one move on the white hexes before moving to the next color and the pawns cannot finish their moves
on a white hex. Pawns are crowned when they land on a sphere (or white hex) holding a crown. A white crown hex or small
sphere cannot be entered unless the space holds a crown. While there, the pawn is safe from attacks. A crowned pawn can
move across the board and ignore the colors (no need to cross white and may land on white).
A pawn can attack another pawn by crossing its path. If a pawn crosses another’s path or lands on the same hex, the crossed
pawn must return to their sphere and place the crown on the sphere (or white hex) that it was taken from. When on a hex of the
same color as the pawn, pawns are safe from attacks. A pawn crowned by the green crown is safe on its color hexes and green
hexes. Pawns of the same color can cross paths without sending the pawn back to the starting sphere or losing a crown,
however, no hex can have more than one pawn on it at a time. A crowned pawn can be kept in play or attempt to make it back
to the starting sphere.
The first person to return all of their pawns, crowned, to their starting sphere wins. If all crowns are taken and all pawns
with crowns are on starting spheres but no color has three crowned pawns, place all pawns (with or without crowns) on the
three hexes farthest from the starting sphere of the pawns color diagonally across from the starting sphere (there are 6 hexes of
the pawns color there… use the three closest to the enemy’s sphere). Restart the game. If at any time it is agreed that there is
a stalemate because no one wishes to leave the safety of their color, remove all safety zones; pawns may be attacked on any
color including hexes of the pawn’s same color.
If you have a winner and wish to continue playing for second and third places, place the winner’s crowns back on the board
where they belong (including the crown for that color). When a winner’s crown is placed back into the game it can be
retrieved by any color, not just the color of the crown (so four colored crowns should be returned into play when someone
wins).

