
CAN YOU LEAD A 
SABOTAGE? 

YOUR MISSION COULD 

CHANGE HISTORY. YOUR 

NAME WOULD MAKE 

HISTORY. DO YOU HAVE 

THE COURAGE TO STAND 

UP TO THE GREEKS AND 

STOP THEM FROM 

DESTROYING TROY?

M A R Y  K J E N D A L   
questions, comments, or concerns you may contact 

me at kjendalhomeschool+mary@gmail.com

You have done well on your 
sabotage. Or have you? Depending 
on how you executed your mission, 
who knows? Maybe, after all your 

warriors were killed, you were 
killed, too, or you did not exit the 
horse on time after the fire was 

started. Maybe, you chose not to 
use your holy sacrificial knife to kill 

a lowly sentry, so you died. No 
matter how your mission ended, 
your honor and courage revealed 

itself the minute you volunteered to 
put your life in jeopardy and enter 
the formidable horse. So, on that 
note, I congratulate you heartily, 

whether you and your companions 
are alive or dead, and I can assure 

you that your name will live on 
under the assumption that you have 

changed history forever. In doing 
that, you have saved many Trojan 

lives from being killed in the Trojan 

T H A N K  YO U

The Trojans need you to lead a team 
of three warriors into the menacing 

Trojan Horse, where a Greek 
battalion hides. Your objective is to 

get into the horse, to arrive safely at a 
marked point, and to escape after you 
set the horse on fire, with a minimal 

number of casualties.



How to play: 

On your turn you roll both dice and move that 
number of spaces. Your first object is to get to 
the ear of the horse. Along the way, if you land on 
a  blue  square,  you  have  the  choice  to  kill  the 
Greek sentry there or to have one of your three 
warriors killed. You may kill the sentry with your 
knife, your water, or you torch. You may only use 
your torch after you have set a place on fire. If 
you land on the green square, you may slide up 
the ladder. If you land on an orange square, you 
may wait for your next turn to set the square on 
fire. You may only do this after you have reached 
the ear of the horse. Once you set the square on 
fire, you and the other players must get out on 
your third turn or sooner. You do this by landing 
on a yellow square and using your rope to slide 
down  and  out  of  the  horse,  thus  ending  the 
game.If you land on the blue and yellow square, 
you must fight the sentry on that turn, then wait 
for you next turn to slide out.  The shaded spaces 
are invalid squares, and you may not go on them. 
Also, you may not move diagonally. 

CA N  YO U  L E A D  A  S A B O TAG E ?
It is almost midnight, and you have volunteered to lead a band of chosen warriors to sabotage the 

Trojan horse. You bring a water flask, a rope, and a burning torch, and on your way you grab a 
sacrificial knife from a temple of Ares. You may only use each item once, not including your torch 

(details to follow). Light the horse on fire from the inside.Then make it out in time.

POINTS:  

Important: Everyone starts out with five points. Choose a 
scorekeeper. This may be a player or your judge.  
You can earn or lose points in the game. You lose three 
points for every person who gets killed. You gain two 
points for every Greek you kill. If you are the person to 
light the fire, you gain two points. For every turn after your 
original three turns it takes for you to get out of the horse 
at the end, you lose one point.

WINNING THE GAME:  

The person with the most points wins the game. You 
count up points after a player slides out of the 
horse.However, remember that this was a team effort and 
that if you win, Troy wins! Also, if there is a tie, you may 
determine the winner with the highest roll of the dice, or 
you may leave it to your judge to decide. 

COMPLICATED SITUATIONS:  

Before the game starts, it is important for you to establish 
a judge for when unexpected instances occur. This must 
be someone who is not playing the game and someone 
who will preferably not give a biased opinion. And 
remember: The judge always has the final word, so do 
not even try to argue!

You roll a ten. So? What does that mean to 
you? What can you do with that ten?


