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).

Balloons In The Wind™ can be played by any number of players, but one player might not
be very challenging and anything over eight might begin to get a little crowded. Grim
Trojan™ recommends using the Ball Pawns for this game (just because they look good for
it. Any pawn that fits in the grid’s squares will work).
This game uses the compass die and three six-sided dice. Start the game by having each
player roll a single six-sided die to determine the order of play. On their first turn, the player
places their pawn on the green square in the Southern end of the board (next to the compass)
and they roll the dice. For each roll of the dice (including the first) the player rolls the
compass die. If they cannot go in the direction rolled because of an obstacle or the grid ends,
the player re-rolls the compass die. The player has a choice to roll one, two or three six-sided
dice. If they roll one or two dice, they move the pawn the number of spaces rolled in the
direction rolled and then they roll the compass die again. If two dice had been rolled, the
player rolls the third six-sided die and moves the pawn that many spaces in the direction
rolled. If one die had been rolled, the player has a choice to roll one or two six-sided dice.
They then move their pawn the number of spaces rolled in the direction rolled. Finally, the
last compass die and six-sided die roll is made for that turn and the pawn/balloon is moved
the number of spaces rolled in the direction rolled. When all three rolls have been made, if
there are no obstacles, clouds or storms in front of the balloon (or the balloon is not in a
cloud or storm), the balloon advances three (3) spaces North.
Obstacles: The balloons (pawns) cannot travel through mountains, rocks, trees, other
balloons or off the grid. As stated above, if the pawn cannot go in the direction rolled
because of an obstacle or the grid ends, the player must re-roll the compass die. Clouds
reduce the speed of the balloon. When traveling through a cloud, movement is halved (a roll
of 6 = 3, a roll of 4 or 5 = 2, a roll of 2 or 3 = 1 and a roll of 1 = zero).
Storm Clouds are a real hazard for the balloons. There are two storms on the board and
they’re bad ones. When the balloons enter the storm they can be thrown in any direction. If
a player enters a storm they continue the number of rolls on the die/dice but they must re-roll
the compass die for each space they move to. While in the storm a player can still choose the
number of dice they will roll (as outlined above) but they have to roll their direction for each
space they move to. If they have spaces left to go when the pawn exits the storm the pawn
continues in the direction they were going when they exited.
The winner is the first player to cross the red line into the park at the North end of the board.

Welcome to Chariot Arena – the Grim Trojan™ board game based on the
chariot races of Roman times and the first of Grim Trojan’s™
Downloadable Board Games. The first rules, listed under “Chariot
Arena™ Official Rules” should be considered the main rules of the game.
To keep the game fun for different levels and ages of players, optional
rules have been created (the alternate rules follow the official rules). Hopefully you will try all versions
of the rules to see which you prefer.

Chariot Arena Official Rules
Let’s start these rules by saying this board
game is very loosely based on historical
records about chariot races. With that said,
never forget the game is a board game and as
such has been modified to keep game play fun.
The arena is based (again, loosely) on Rome’s
largest and oldest circus, Circus Maximus
(called a circus because of the oval shape).
Attacks are allowed to simulate the whipping
and bumping that occurred in a chariot race
and the curves are more dangerous in the board game because they were in the real races. Still, please remember that Chariot
Arena™ is not intended to be a simulation of the real thing, but a board game very loosely based on the real thing. Ok, let’s
get started….
Chariot Arena™ has two different playing boards to allow for better game play. The larger board comprised of four pages
with smaller hexes was designed for a larger group of players and for those who enjoy longer more detailed game play. The
smaller board comprised of two pages with larger hexes is designed to allow a smaller number of players to have more
interaction in few laps and its charts are less complicated. Try both and play the one that best suits your style of play.
The Larger Board
There are 12 starting gates. At the start of the game, players place their pawns on a green hexagon (hex). If you wish, you can
roll dice for starting placement. Obviously, for six or less players the start is fairly even. However, those starting closer to the
top of the board will have a little bit of a disadvantage compared to those starting closer to the bottom.
As each player takes their turn, they must first move their pawn 6 hexes. They then have the option to stay where they are or
role 2d6 (two six sided dice) and moving their pawn across the board one hex at a time the number of hexes shown on the dice.
Movement can be forward left, forward right or forward. Moving a pawn backward on the track is not permitted. Only one
pawn can occupy a hex at a time. If a pawn is in your way, you must move around it. The player also has the option to move
the pawn less hexes than indicated on the dice (example: a player rolling 10 can move only 7 hexes if they wish). If a pawn’s
path is blocked by other pawns and it is impossible to move forward while moving the base 6 hexes, the player must choose
which pawn to stop behind. The player and the owner of the other pawn must both roll from the Accident Chart.
If a player’s pawn lands next to another’s pawn the player who just moved their pawn can challenge the other player. To do
this the challenger rolls 1d6 (one six sided die). If the challenger rolls a 4, 5 or 6 the player being challenged needs to roll 1d10
(one 10 sided die) and determine their fate from the Accident Chart. Optional rule: where the Attack Chart indicates the
chariot is out of the race, change to “chariot has to go back to the starting line and start over.” However, if a 1 is rolled the
challenger must roll 1d10 to determine their fate and the chariot being challenged is unaffected. If a 2 or 3 is rolled nothing
happens. Only one challenge can be made per turn. If it is a player’s turn and their pawn has another pawn next to it, they can
challenge the other player. Then, once a challenge is made, if the challenger does not have to roll on the Accident Chart, they
can roll 2d6 and move their pawn. A pawn in a colored zone (left and right ends of the board) cannot be challenged (the finish
line is not considered a colored zone).
The colored zones at each end of the board indicate turn areas. As in a real chariot race, the faster and sharper the curve is
taken the more dangerous it is. If a player chooses to move through the curves at Base Speed they can do so without having to
roll to see if they were successful. However, if they choose to move faster than the Base Speed, they must first move the 6
Base hexes and then 2d6. Once they have moved their pawn they must roll to see if they navigated the curve successfully.

Anyone traveling through the Red Hexes (even if just one hex) must roll 1d4. Anyone traveling through the Orange Hexes
(even if just one hex) must roll 1d6. Anyone traveling through the Gold Hexes (even if just one hex) must roll 1d8. If a 1 or 2
is rolled, the player must roll from the Failed Corner Chart. Optional rule: where the Failed Corner Chart indicates the
chariot is out of the race, change to “chariot has to go back to the starting line and start over.” If a pawn is in a colored zone
for more than one turn and moves faster than the base speed, the player must roll for success for each turn in the colored zone.
If the player’s chariot slides, it slides from the center toward the outer wall. If there is contact with the wall, the pawn stops at
the last available hex and the player rolls from the Accident Chart. If there is contact with another pawn, the pawn in play
stops at the last available hex and both players must roll from the Accident Chart.
The first lap is measured from the green starting line, counter clockwise around the track, to the orange finish line. Each
additional lap is measured from the finish line, counter clockwise around the track, back to the finish line. The first person to
land on or pass the finish line after seven laps wins (thirteen corner turns). If the game play seems too long, you can make the
race less laps and if you wish to extend the game add laps.

Curve Chart
1. Horse Stumbles & Falls. Out Of Race.
2. Slide 1d4 Toward Wall. If The chariot Makes contact With The Wall The Player Must Roll Off 1d10 Off The Accident Chart. If
Contact Is Made With Another Chariot Both Players Must Roll 1d10 Off The Accident Chart.
3. Lose Reins & Next Turn.
4. Horse Stumbles. Can Roll Only 1d6.
5. Horse Is Startled. Base is increased to 8 Next Turn. Cannot Attack Next Round.
6. Nothing Happens.

Attack Chart
1. Attack Backfires. Challenger Rolls 1d10 Off Accident Chart.
2-3. Nothing Happens.
4-6. Victim Rolls 1d10 Off Accident Chart.

Accident Chart
1. Horse Stumbles & Falls. Out Of Race.
2. Chariot Damaged. Lose 1d6 For Remainder Of Race. If No Dice Left, Move At Base. If At Base, Out Of Race.
3. Hit Debris From Other Chariot. Lose Next 2 Turns.
4. Lose Reins & Next Turn.
5. Lose Reins & Next Turn.
6. Horse Stumbles. Can Roll Only 1d6 Next Turn.
7. Driver Temporarily Blinded. Lose Next Turn & Move 2 Hexes Outward.
8. Driver Temporarily Blinded. Lose Next Turn & Move 2 Hexes Inward.
9-10. Nothing Happens.

The Smaller Board
There are 7 starting gates. At the start of the game, players place their pawns on a green hexagon (hex). If you wish, you can
roll dice for starting placement. Obviously, for four or less players the start is fairly even. However, those starting closer to
the top of the board will have a little bit of a disadvantage compared to those starting closer to the bottom.
As each player takes their turn, they role 2d6 (two six sided dice) and moving their pawn across the board one hex at a time the
number of hexes shown on the dice. Movement can be forward left, forward right or forward. Moving a pawn backward on
the track is not permitted. Only one pawn can occupy a hex at a time. If a pawn is in your way, you must move around it. The
player also has the option to move the pawn less hexes than indicated on the dice (example: a player rolling 10 can move only
7 hexes if they wish). If a pawn’s path is blocked by other pawns and it is impossible to move forward, the player must choose
which pawn to stop behind.
If a player’s pawn lands next to another’s pawn the player who just moved their pawn can challenge the other player. To do
this the challenger rolls 1d6 (one six sided die). If the challenger rolls a 4, 5 or 6 the player being challenged needs to roll 1d10
(one 10 sided die) and determine their fate from the Accident Chart. Optional rule: where the Attack Chart indicates the
chariot is out of the race, change to “chariot has to go back to the starting line and start over.” However, if a 1 is rolled the
challenger must roll 1d10 to determine their fate and the chariot being challenged is unaffected. If a 2 or 3 is rolled nothing
happens. Only one challenge can be made per turn. If it is a player’s turn and their pawn has another pawn next to it, they can
challenge the other player. Then, once a challenge is made, if the challenger does not have to roll on the Accident Chart, they

can roll 2d6 and move their pawn. A pawn in a colored zone (left and right ends of the board) cannot be challenged (the finish
line is not considered a colored zone).
The colored zones at each end of the board indicate turn areas. As in a real chariot race, the faster and sharper the curve is
taken the more dangerous it is. While in the colored zones, once a player has moved their pawn they must roll to see if they
navigated the curve successfully. Anyone traveling through the Red Hexes (even if just one hex) must roll 1d6. Anyone
traveling through the Orange Hexes (even if just one hex) must roll 1d8. If a 1 or 2 is rolled, the player must roll 1d6 from the
Failed Corner Chart. Optional rule: where the Failed Corner Chart indicates the chariot is out of the race, change to
“chariot has to go back to the starting line and start over.” If a pawn is in a colored zone for more than one turn the player must
roll for success for each turn in the colored zone. If the player’s chariot slides, it slides from the center toward the outer wall. If
there is contact with the wall, the pawn stops at the last available hex and the player rolls from the Accident Chart. If there is
contact with another pawn, the pawn in play stops at the last available hex and both players must roll from the Accident Chart.
The first lap is measured from the green starting line, counter clockwise around the track, to the orange finish line. Each
additional lap is measured from the finish line, counter clockwise around the track, back to the finish line. The first person to
land on or pass the finish line after Four (4) laps wins (seven corner turns). If the game play seems too long, you can make the
race less laps and if you wish to extend the game add laps.

Curve Chart
1. Horse Stumbles & Falls. Out Of Race.
2. Lose Reins & Next Turn.
3. Lose Reins & Next Turn.
4. Horse Stumbles. Can Roll Only 1d6 Next Turn.
5. Horse Is Startled. Can Roll Only 1d6 Next Turn.
6. Nothing Happens.

Attack Chart
1. Attack Backfires. Challenger Rolls Off Accident Chart.
2-3. Nothing Happens.
4-6. Victim Rolls Off Accident Chart.

Accident Chart
1. Horse Stumbles & Falls. Out Of Race.
2. Chariot Damaged. Lose 1d6 For Remainder Of Race. If No Dice Left, Out Of Race.
3. Hit Debris From Other Chariot. Lose Next 2 Turns.
4. Lose Reins & Next Turn.
5. Lose Reins & Next Turn.
6. Horse Stumbles. Can Roll Only 1d6 Next Turn.
7. Driver Temporarily Blinded. Lose Next Turn.
8. Horse Is Startled. Cannot Attack Next Round.
9-10. Nothing Happens.

Alternate Rules:
Simple board game
The simplest way to play the game is as a simple roll and move board game.
At the start of the game, each player places their pawn on a green hexagon (hex). If you wish, you can roll dice or draw
numbers for starting placement.
Each player takes their turn by rolling 3d6 (three six sided dice) and moving their pawn across the board, one hexagon at a time
the number of hexes shown on the dice. Movement can be forward left, forward right or forward. Moving a pawn backward
on the track is not permitted. Only one pawn can occupy a hex at a time. If a pawn is in your way, you must move around it.
The first lap is measured from the green starting line, counter clockwise around the track, to the orange finish line. Each
additional lap is measured from the finish line, counter clockwise around the track, back to the finish line. The first person to

land on or pass the finish line after two (2) laps wins. If the game play seems too long, you can make the race one lap and if
you wish to extend the game add laps.

A little more interesting
Ok, you may want to keep the game simple, but still a little more interesting. Try these rules.
At the start of the game, each player places their pawn on a green hexagon (hex). If you wish, you can roll dice or draw
numbers for starting placement.
Each player takes their turn by rolling 3d6 (three six sided dice) and moving their pawn across the board one hexagon at a time
the number of hexes shown on the dice. Movement can be forward left, forward right or forward. Moving a pawn backward
on the track is not permitted. Only one pawn can occupy a hex at a time. If a pawn is in your way, you must move around it.
The player does have the option to move the pawn less hexes than indicated on the dice (example: a player rolling 10 can move
only 7 hexes if they wish).
If a player’s pawn lands next to another’s pawn the player who just moved their pawn can challenge the other player. To do
this the challenger rolls 2d6 (two six sided dice). If a 10, 11 or 12 is rolled, the person being challenged loses their next turn.
However, if a 1, 2, or 3 is rolled the challenger loses their next turn. If a 4, 5, 6, 7, 8 or 9 is rolled nothing happens. Optional
rule: to make the game even more interesting, if the challenger rolls a 7, 8 or 9 the person being challenged has to go back to
the starting line and start over. Only one challenge can be made per turn. If a player has a turn and their pawn has another
pawn next to it, they can challenge the other player. Once a challenge is made (if they do not lose their turn with a roll of 1, 2
or 3), the challenger can roll 3d6 and move their pawn. A pawn in a colored zone (left and right ends of the board) cannot be
challenged (the finish line is not considered a colored zone).
The first lap is measured from the green starting line, counter clockwise around the track, to the orange finish line. Each
additional lap is measured from the finish line, counter clockwise around the track, back to the finish line. The first person to
land on or pass the finish line after two laps wins. If the game play seems too long, you can make the race one lap and if you
wish to extend the game add laps.

Curve Chart

Curve Chart

Curve Chart

Curve Chart

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Lose Reins & Next Turn.
3.
Lose Reins & Next Turn.
4.
Horse Stumbles. Can Roll Only
1d6 Next Turn.
5.
Horse Is Startled. Can Roll
Only 1d6 Next Turn.
6.
Nothing Happens.

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Lose Reins & Next Turn.
3.
Lose Reins & Next Turn.
4.
Horse Stumbles. Can Roll Only
1d6 Next Turn.
5.
Horse Is Startled. Can Roll
Only 1d6 Next Turn.
6.
Nothing Happens.

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Lose Reins & Next Turn.
3.
Lose Reins & Next Turn.
4.
Horse Stumbles. Can Roll Only
1d6 Next Turn.
5.
Horse Is Startled. Can Roll
Only 1d6 Next Turn.
6.
Nothing Happens.

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Lose Reins & Next Turn.
3.
Lose Reins & Next Turn.
4.
Horse Stumbles. Can Roll Only 1d6
Next Turn.
5.
Horse Is Startled. Can Roll Only 1d6
Next Turn.
6.
Nothing Happens.

Attack Chart

Attack Chart

Attack Chart

Attack Chart

1.
Attack Backfires. Challenger
Rolls Off Accident Chart.
2-3.
Nothing Happens.
4-6.
Victim Rolls Off Accident
Chart.

1.
Attack Backfires. Challenger
Rolls Off Accident Chart.
2-3.
Nothing Happens.
4-6.
Victim Rolls Off Accident
Chart.

1.
Attack Backfires. Challenger
Rolls Off Accident Chart.
2-3.
Nothing Happens.
4-6.
Victim Rolls Off Accident
Chart.

1.
Attack Backfires. Challenger Rolls
Off Accident Chart.
2-3.
Nothing Happens.
4-6.
Victim Rolls Off Accident Chart.

Accident Chart

Accident Chart

Accident Chart

Accident Chart

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Chariot Damaged. Lose 1d6 For
Remainder Of Race. If No Dice
Left, Out Of Race.
3.
Hit Debris From Other Chariot.
Lose Next 2 Turns.
4.
Lose Reins & Next Turn.
5.
Lose Reins & Next Turn.
6.
Horse Stumbles. Can Roll Only
1d6 Next Turn.
7.
Driver Temporarily Blinded.
Lose Next Turn.
8.
Horse Is Startled.
Cannot
Attack Next Round.
9-10.
Nothing Happens.

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Chariot Damaged. Lose 1d6 For
Remainder Of Race. If No Dice
Left, Out Of Race.
3.
Hit Debris From Other Chariot.
Lose Next 2 Turns.
4.
Lose Reins & Next Turn.
5.
Lose Reins & Next Turn.
6.
Horse Stumbles. Can Roll Only
1d6 Next Turn.
7.
Driver Temporarily Blinded.
Lose Next Turn.
8.
Horse Is Startled.
Cannot
Attack Next Round.
9-10.
Nothing Happens.

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Chariot Damaged. Lose 1d6 For
Remainder Of Race. If No Dice
Left, Out Of Race.
3.
Hit Debris From Other Chariot.
Lose Next 2 Turns.
4.
Lose Reins & Next Turn.
5.
Lose Reins & Next Turn.
6.
Horse Stumbles. Can Roll Only
1d6 Next Turn.
7.
Driver Temporarily Blinded.
Lose Next Turn.
8.
Horse Is Startled.
Cannot
Attack Next Round.
9-10.
Nothing Happens.

1.
Horse Stumbles & Falls. Out Of
Race.
2.
Chariot Damaged. Lose 1d6 For
Remainder Of Race. If No Dice Left,
Out Of Race.
3.
Hit Debris From Other Chariot. Lose
Next 2 Turns.
4.
Lose Reins & Next Turn.
5.
Lose Reins & Next Turn.
6.
Horse Stumbles. Can Roll Only 1d6
Next Turn.
7.
Driver Temporarily Blinded. Lose
Next Turn.
8.
Horse Is Startled. Cannot Attack Next
Round.
9-10.
Nothing Happens.

Print these tables, cut them into four
sets of rules and hand them to the
players to help them work their way
through the game without having to go
back through the rules.

