

Alex Nisnevich



For use by the OPHS Chess Club


European Chess – Official Rules!!
Contents
Introduction ……. 3
Basic Rules ……. 3
18th Century Armies (“European Chess”) ……. 4
Britain – Power of democracy … 4
France – Power of revolution … 4
Spain – Power of conquest … 5
Portugal – Power of navigation … 5
Italy – Power of promotion … 5
Switzerland – Power of neutrality … 6
Netherlands – Power of trade … 6
Holy Roman Empire – Power of independence … 6
Austria – Power of tactics … 7
Prussia – Power of enlightenment … 7
Poland – Power of alliance … 8
Sweden – Power of bureaucracy … 8
Russia – Power of winter … 8
Ottoman Empire – Power of deployment … 9
5th Century BC – 5th Century AD Armies (“Classical Chess”) ……. 10
Sparta – Power of training … 10
Athens – Power of the sea … 10
Macedonia – Power of loyalty … 10
Roman Empire – Power of discipline … 11
Carthagian Empire – Power of elephants … 1
Gaul – Power of fear … 11
Persia – Power of escape … 12
Byzantine Empire – Power of retreat … 12
Egypt – Power of belief … 12
Hunnic Empire – Power of tribute … 13
The Picts – Power of bravery … 13
Barbarian Invaders – Power of ferocity … 13
20th-21st Century Armies (“Modern Chess”) ……. 14
United States of America – Power of espionage … 14
Soviet Union – Power of secrecy …14
Germany – Power of blitzkrieg … 15
Israel – Power of barricades … 15
Iraq – Power of chaos … 16
North Korea – Power of insanity … 16
China – Power of censorship … 16
Japan – Power of capitalism … 17
Canada – Power of healthcare … 17
Terrorists – Power of suicide … 17
UN Peacekeepers – Power of pacifism … 18
The Mafia – Power of assassination … 18
Law Enforcement Agents – Power of taser … 18
Yet More Armies (Design Competition Winners) ……. 19
(Round 1) Jerusalem – Power of castles … 19
(Round 1) Atlantis – Power to sink … 19
(Round 1) Mongol Empire – Power of skill … 20
(Round 1) Vietnam – Power of traps … 20
(Round 2) Belgium – Power of treaty … 21

(Round 2) Mycenae – Power of the Trojan horse … 21

(Round 2) The Allied Army (World War I) – Power of trenches … 22

Rule Clarifications ……. 23
Gameplay Suggestions and Variations ……. 24
Appendix: Complete Guide to the Many Forms of Chaturanga for Four ……. 26
Chaturanga for Four (Original Rules) … 26
Chaturanga for Four (“Modern” Rules) … 27
Chaturanga for Four (“ZM Machiavellian Quadchess”) … 28
Chaturanga for Four (Chess Club Variation) [“Chatanooga”] … 28

Introduction
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European Chess is a four-player game, where each player starts out with 8 (in some cases 6 or 7) pieces, as shown in the diagram below. Each player has a different setup, and a special ability, based on his/her country (see pages 4-20 for explanations of all 43 countries). The countries may be chosen at will or randomly (i.e. with cards).
European Chess is based on an ancient Indian game called Chaturanga for Four, whose rules are outlined in the Appendix (pages 24-25)
Basic Rules
· All pieces move as they do in standard chess.

· There is no checkmate (however, check should still be declared as in standard chess). You lose the game when your king is captured – the player who captured your king takes control of all of your pieces.
· The word checkmate is still occasionally used to refer to a player losing the game.
· If you ever have only one piece left (counting your king – this is the most common situation, though others are possible with certain countries), you automatically lose the game. Nobody takes your remaining piece – it is simply removed from the game.
· Pawns can move ahead two squares only if they are on your second row. This rule only applies to regular pawns – special pawns (i.e. Spain) cannot move ahead two squares.
· Pawns can promote to any piece that you start out with. If they promote to a royal piece – i.e. king – then your royal pieces can be captured like normal pieces; you only lose the game when your last royal piece is captured.
· There is no castling or en passant.

· If you resign, you must remove all your pieces from the game.
· By default, players may communicate with each other, but everyone must be able to hear what you say (open communication). However, the game can also be played silently (no communication allowed) or secretly (you may communicate privately with other players). The mode of communication must be unanimously agreed upon before the first move, otherwise it is open. If a communication-related violation occurs, the player(s) who broke the rule must skip his next turn.
· This game can be played 2v2 or free-for-all. Some other variations exist (Bughouse, Capture the Flag, King of the Hill), and are discussed on pages 22-23.
18th Century Armies (“European Chess”)
Britain
You have the power of democracy. Because you have no king, it is extremely difficult to checkmate you.
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, and only loses the game when the last British minister is captured. Ministers can move like kings and like knights.
France
You have the power of revolution. If unhappy with your current regime, you can radically alter your entire country.
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Once per game, you may declare a revolution instead of moving. You may only declare a revolution if you are not in check, you have at least two pawns, and at least one piece was lost in the game since your last turn.
When you declare a revolution, you first lose your king and two pawns (you choose which pawns to lose). However, you only lose the game when you lose all your pieces except your pawns. After the revolution, all your pieces become different pieces, with different names (however, if you gain control of another player’s piece, the piece becomes transformed as well, and if another player gains control of your piece, the piece changes back to a normal chess piece).

Your pawns are citizens that can move and capture exactly like a king in standard chess. 

Your knight is an executioner that can move (but not capture) up to three squares horizontally or vertically. If there is an enemy piece in the executioner’s way, that piece will be pushed backwards by the executioner as many squares as needed for him to reach his destination. If there are multiple pieces in the way, then they will all be pushed, but a royal piece cannot be pushed. If a piece is pushed off the board, it is destroyed.
Your bishop is a constitutional bishop. It moves and captures like a normal bishop, but if it ever moves to a square horizontally or vertically adjacent to an enemy piece, its owner takes control of the bishop (if it is adjacent to multiple players’ pieces, you choose the player who takes control of your bishop).

Your rook is an orator. It moves like a knight but does not capture, and all pieces within two horizontal or vertical squares of the orator cannot move.
Spain
You have the power of conquest. The Spanish know better than anyone else how to exploit the lands that they conquer.
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Whenever you capture a piece, you receive an additional pawn. You must immediately place it on a square adjacent to your king(s); if there is no such square, you do not receive the pawn.
Portugal
You have the power of navigation. The Portuguese have discovered new ways to travel around the world.
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You may move your pieces as though the top and bottom sides of the board are connected, and the right and left sides of the board are connected. You may not capture while crossing a side of the board.

Italy
You have the power of promotion.  Italian bishops get special powers, and have the ability to become even more powerful as they move up the hierarchy of the Catholic Church.
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Italian bishops can, instead of moving normally, choose to jump two squares diagonally in any direction. When jumping, like knights, bishops can jump over other pieces. 
Whenever an Italian bishop moves into another player’s corner, it promotes to an archbishop [image: image2.png]


. Archbishops can move like regular Italian bishops, but can also jump one or two squares horizontally or vertically.
Switzerland
You have the power of neutrality. The Swiss are naturally protected from almost any attack, and can choose to stay out of most conflicts.
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An enemy player may only capture a Swiss piece if:

1) The Swiss captured a piece belonging to that player at some point in the game.

2) The enemy player has already either captured or lost at least three pieces.
3) The enemy player is in check.

Netherlands

You have the power of trade. You can use your vast reserves of money to trade soldiers on the field to confuse and overpower your enemies.
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Whenever a Dutch piece moves to a space horizontally or vertically (not diagonally) adjacent to an enemy piece, you take control the enemy piece, while that player takes control of your piece. If a Dutch piece moves to a space adjacent to two or more enemy pieces, you can choose which piece to trade with.

Neither your king nor enemy kings can be traded. You cannot trade on your first turn. If trading is not allowed in any situation, you may still make the move, but no trade occurs.
Holy Roman Empire
You have the power of independence. The German princes can act independently of each other, but do not always get along.
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On your turn, instead of moving one piece, you may choose to move two rooks. However, you may not move them in the same direction.

When a German rook is captured, the piece that captured it cannot be captured by a German rook on your next turn, but can be captured on later turns.
Austria
You have the power of tactics. When two of your horsemen surround an enemy, he is as good as dead.
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Whenever an Austrian knight moves to a position where he is threatening an enemy piece that is also threatened by another Austrian knight, that piece is immediately removed from the game.
Prussia
You have the power of enlightenment. Prussia’s supposed “refinement” draws people from near and far to it.
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Whenever an Prussian piece moves, you may choose to pull pieces. If you do, all pieces that are on the same rank or file as it, and are within three squares of it, are pulled as close to the Prussian piece as possible (i.e. without passing obstacles or other pieces).
Poland
You have the power of alliance. Although your army is weak, you can still conquer though cunning diplomacy.
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On your turn, after you move, you have the option of giving a pawn to any opponent, once per turn. Remove that pawn from the game, and the chosen opponent can put an extra pawn of his/her color into the game, as outlined below. That opponent, for the next two turns, may not capture any of your pieces, and whenever he captures any piece during his next two turns, you get an extra pawn (not from any player, but just an additional pawn). However, you may not capture any of that player’s pieces until the “alliance” expires.
[image: image16.png]



Whenever a player receives additional pawns, he/she must place the pawn(s) on any of available red square, as shown at right, at the start of his/her next turn. If you are unable to place a pawn at the start of your next turn, or choose not to, that pawn is lost.
Your pawns can promote to a bishop, knight, or king.
Sweden
You have the power of bureaucracy. The Swedish army is so micromanaged that the king can move independently of his soldiers.
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You may move the king and another piece on the same turn, in any order. You may not use this ability two turns in a row.
Russia
You have the power of winter. Your enemies have to be careful lest they freeze to death.
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Whenever a non-Russian non-royal piece stands for two of your turns without any other pieces horizontally or vertically adjacent to it, it is automatically destroyed. If the Russian player is defeated, this rule no longer applies.
Ottoman Empire
You have the power of deployment. Although you have a powerful army, you are forced to deploy it piece-by-piece because your main army is stationed so far from Europe.
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The Turks do not start with any pieces, but with four deployment squares (represented as ?’s in the diagram at left), and have one king, two pawns, two bishops, two knights, and one rook. On your turn, you have the choice of either moving a piece or placing a piece from your reserve onto an empty deployment square. 
If you don’t have any pieces in play, and it is not your first turn, you lose the game automatically. However, your pieces may not be captured until the end of your second turn. Three of the first five pieces you play must be the king and two pawns.
5th Century BC – 5th Century AD Armies (“Classical Chess”)

Sparta
You have the power of training. One Spartan soldier will equal a hundred others. 
[image: image20.png]



The Spartan warrior [image: image3.png]


 can move as a queen and as a knight, and cannot be moved or captured as a result of other players’ special abilities.
Athens
You have the power of the sea. You may move through the sea to anywhere on the board. 
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You may move an Athenian bishop to any open space on the board, as long as you don’t put an opponent in check by doing so. You may not use this ability two turns in a row. 
Macedonia
You have the power of loyalty. Alexander the Great’s men will die for him, if the need arises. 
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After moving a piece on your turn, you may move again if you sacrifice a piece you control. Remove the sacrificed piece from the game. You may do this any number of times per turn, but if you put another player in check, your turn automatically ends.
Roman Empire
You have the power of discipline. Your soldiers are so disciplined that they almost move in tandem.
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On your turn, instead of moving one piece, you may choose to move two pawns.
Carthagian Empire
You have the power of elephants.  These slow but powerful beasts can decimate the enemy ranks.
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Carthagian elephants [image: image4.png]


 can move up to three squares horizontally or vertically each turn, and may only be captured by pieces no more than two squares away from them.
Gaul
You have the power of fear.  Your soldiers can frighten the enemy into submission.
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Whenever an Gaul piece moves to a square where it is on the same rank or file as an enemy piece of the same type, and there is no other piece between them, the enemy piece is pulled 2 squares away from the Gaul piece (or until is adjacent to another piece); if it is pushed off the edge of the board, it is destroyed. You may choose whether or not to push each piece.

Persia
You have the power of escape.  Your king always seems to elude his captors.
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Whenever your king is put into check, you may choose to immediately switch the positions of your king and any of your other pieces.
Byzantine Empire
You have the power of retreat.  When attacked, the Byzantines can quickly retreat back to their own borders.
[image: image27.png]


On your turn, instead of moving a piece normally, you can move any of your pieces anywhere in your 2x4 starting area.
Egypt
You have the power of belief.  Your people believe that you are a God and would do anything for you.
[image: image28.png]


Your pieces cannot be moved or captured as a result of other players’ special abilities.

Your pawns can promote to any piece on the board.
On your turn, your king can, instead of moving normally, jump two squares diagonally (like an Italian bishop).
Hunnic Empire
You have the power of tribute. Your great reputation allows you to enrich your coffers.
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[image: image30.png]


On each of your turns, instead of moving a piece, you may instead choose to place an additional pawn into your starting area (any red square in the diagram below). However, you may not place pawns two turns in a row.
The Picts
You have the power of bravery.  The Picts will stand their ground, no matter what.
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Your pieces cannot be moved as a result of other players’ special abilities.

The Pict rook can move as a rook, but can also jump two or three squares horizontally or vertically. The Pict bishops can move as bishops, but can also jump two or three squares diagonally. However, you may not use either of these abilities two turns in a row.
Barbarian Invaders
You have the power of ferocity. Your opponents are so afraid of you that they will not attack you.
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Whenever one of your pieces captures an opponent’s piece, it may not be captured until it moves, or until three of your turns pass. However, it may not move unless another one of your pieces is within two squares of it.
20th-21st Century Armies (“Modern Chess”)

United States of America
You have the power of espionage.  You can attempt to steal your opponents’ secrets and use them to your advantage.
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At the start of your turn, roll a (six-sided) die. If the die lands a 5 or 6, choose any other player. For the remainder of your turn, you can use that player’s special ability (that is, everything written here under that country, except of course the starting configuration). 

If the die lands a 3 or 4, roll again. If it lands a 1 or 2, you can “steal” the ability of the player clockwise from you, as outlined above. If it lands a 3 or 4, you can “steal” the ability of the player across from you. If it lands a 5 or 6, you can “steal” the ability of the player counterclockwise from you. In all cases, you may choose not to “steal” if you don’t want to.

You may not the abilities of a country with special units (i.e. Sparta or the Carthagian Empire) or one that requires special setup (i.e. Terrorists or the Soviet Union). If the second roll gives you one of these countries, you may roll again.

Soviet Union
You have the power of secrecy. Nobody knows what’s happening behind the Iron Curtain…
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At the start of the game, take 8 small square cards (3 labeled “Pawn”, 2 labeled “Knight”, 2 labeled “Bishop”, and 1 labeled “King”) and put one facedown under each of your pieces. Each of your pieces can move like the label on the card underneath it.
On your turn, you may move a piece wherever you want. However, any player may choose to challenge your move: reveal the card under the piece; if the move that you made was illegal, you lose that piece, but if the move was legal, then the player who challenged your move skips his/her next turn.
If you ever put an opponent’s king in check, or if an opponent’s king moves into check by one of your pieces, you must reveal that that player’s king is in check. If you do not, you may not capture the king with that piece

Whenever one of your pieces is captured, the card underneath it is revealed. If it was the “King” card, you lose the game and the player who captured the piece gains control of all of your pieces.

Germany
You have the power of blitzkreig. With unnerving swiftness, your army can suddenly reposition itself on the battlefield.
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[image: image36.png]


Once per game, you may take a group of your pieces that form a horizontally/vertically connected chain, and move the whole group of pieces anywhere on the board, as long as the pieces within the group have the same arrangement as before, and all the pieces are on unoccupied squares.
(In the diagram at right, the red group of pieces can be moved into the position outlined in blue.)

You may not use a blitzkrieg to move a pawn to a square where it would promote, and may not blitzkrieg into check.

Whenever a player is checkmated, you receive an additional blitzkrieg; that is, you can your ability one extra time.

Israel
You have the power of barricades.  You can predict your opponents’ moves in advance and build up barricades to hinder them.
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At the end of your turn, you may choose any unoccupied square on the board and visibly mark it (i.e. with a counter or post-it note). Until the start of your next turn, non-royal pieces may not move into or through that square.

Iraq
You have the power of chaos.  Even your enemies are afraid to bring their pieces close to you, and for a reason.
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At the start of your turn, if any opponent’s non-royal piece is horizontally or vertically adjacent to your bishop, knight, or king, remove it from the game.
North Korea
You have the power of insanity.  Your moves are wild and unpredictable, and it is this that makes you dangerous.
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At the start of your turn, roll a (six-sided) die. If it lands a 1, 2, 3, or 4, your turn proceeds normally. However, if it lands a 5 or 6, do the following:

First, roll another die. If it lands 1 or 2, you can move one piece this turn. 3 or 4: two pieces. 5 or 6: three pieces. 

Then select the piece(s) you wish to move. For each piece, roll a die. If it lands a 1, that piece moves and captures as a pawn this turn, 2 – knight, 3 – bishop, 4 – rook, 5 – queen, 6 – king. After this, you can move your piece(s), ending your turn.

Even if a different piece is moving as a king, your actual king has to be captured for you to lose the game.

China
You have the power of censorship. You can prevent unfavorable moves from occurring.
[image: image40.png]



When any opponent moves a non-royal piece, you may “censor” that move: move the piece back, and let that player redo his move, but the piece that was censored may not move that turn. Once you censor a move, you may not censor again until the end of your next turn. You may not censor moves for players that have three or less pieces.
Japan 
You have the power of capitalism.  Once you take over an industry, your Western rivals are no match for you.
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If any one of your pieces is the only piece of its kind on the board, that piece may move twice in one turn. However, if a piece’s first move results in a check, your turn automatically ends.
Canada
You have the power of health care. With free health-care, you can heal your troops from a state of near-death.
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Twice per game, you may take any piece that you once owned that was lost at some point in the game, and place it anywhere in your 2x4 starting area.
Terrorists
You have the power of suicide.  You can use the threat of suicide bombing to bring the world to its knees.
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At the start of the game, mark one of your pieces in a way that won’t be seen by other players during the game (i.e. sticker on the bottom of the piece). That piece is carrying a bomb. Each turn, instead of moving, you have the option of detonating the bomb. If you do, the piece carrying the bomb and all pieces horizontally, vertically, and diagonally adjacent to it are removed from the game. However, if the piece carrying the bomb is captured, then the bomb doesn’t detonate.
UN Peacekeepers
You have the power of pacifism.  Although you do not carry lethal weapons, you have other ways of ending wars.
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Your bishops and rooks may only move up to three squares each turn. Your pawns may move one square in any direction each turn.

Your pieces can only be captured within your 2x4 starting area, but you can only capture other pieces normally if they are within your 2x4 starting area.
If an opponent’s piece cannot move, and at least one UN Peacekeeper is horizontally or vertically adjacent to it, that piece is captured.

You lose the game only if any opponent moves at least three of his/her pieces into your starting area.

The Mafia
You have the power of assassination.  Rather than use conventional methods of warfare, the Mafia prefers to pick off enemies from a distance.
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Your pieces do not move when they capture other pieces.

Your bishops and rooks may only move or capture up to three squares each turn. 
Law Enforcement Agents
You have the power of taser.  You can stun your opponents’ pieces so that they cannot move.
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Only your king and your pawns may capture enemy pieces. However, whenever another player’s piece is within the standard capturing zone of any of your pieces (but not pawns), that piece may not move.

Yet More Armies (Design Competition Winners)
Round 1 (02/26/07 – 03/16/07): http://nisnevich.com/alex/?p=chessclub_design1
Kingdom of Jerusalem [John Fritzen]
You have the power of castles.  With stunning speed, you can fortify your Kingdom.
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At the end of each of your turns, you may choose a non-royal piece that has not moved that turn.  Until the start of your next turn, the chosen piece may not be captured, except by royal pieces.

(Tied for first place in Round 1; first place in tiebreaker)

Atlantis [Alex Nisnevich]
You have the power to sink. Your island is slowly sinking, but you can use this to your advantage.
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At the end of your turn, you can sink or “un-sink” one unoccupied square. Only royal pieces may move through sunken squares, but if a player cannot make any moves with non-royal pieces normally, then he or she may move a non-royal piece through sunken square(s) that turn. There may not be more than 10 sunken squares at any time.

(Tied for first place in Round 1; tied for second place in tiebreaker)
Mongol Empire [Ilya Tatarenko]
You have the power of skill. Each of your soldiers is equally well-trained, and all have ample opportunity for promotion. 
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Mongol pawns can move one square horizontally or vertically and can capture one square diagonally in any direction. Your pawns may promote either vertically or horizontally, and may promote to any standard chess piece, provided that you have no more than one queen, two rooks, two bishops, and two knights.

(Tied for first place in Round 1; tied for second place in tiebreaker)
Vietnam [Michael Fienberg]
You have the power of traps. You can use guerilla warfare to overpower enemy soldiers.
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At the beginning of the game of the game, write down one square’s location; that square is trapped. You have an infinite amount of traps, and may set new traps at any time, provided that no other trap is set or in effect. Traps may only be placed in the center 16 squares of the board.

Whenever another player moves a piece that can jump (i.e. knight) into a trap, that piece may not move until two of its controller’s turns pass (not counting his/her current turn). 

Whenever another player moves a piece that cannot jump (i.e. rook) into a trap and stops there, that piece is automatically destroyed, but if a player moves a piece that cannot jump through a trap (that is, doesn’t stop at the trapped square) the piece may not move until two of its controller’s turns pass (not counting his/her current turn).

Whatever the case, after a trap is triggered, it is removed from the game.

If your trap has been in play for five turns and has not yet been triggered, you may move it to any unoccupied square in the center 16 squares of the board.
(Tied for first place in Round 1; tied for second place in tiebreaker)
Round 2 (03/26/07 – 04/6/07): http://nisnevich.com/alex/?p=chessclub_design2 

Belgium [Solomon Mindlin]
You have the power of treaty. When you are attacked, other countries rush to your aid. 
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Whenever a player (ex: Player A) captures one of your pieces, you may choose another player (ex: Player B). On Player B’s next turn, Player B must capture a piece belonging to Player A, if able.
(First place in Round 2)

Mycenae [Alex Nisnevich]
You have the power of the Trojan horse.  Your soldiers are hidden inside giant wooden horses, from which you can catch the enemy off guard.
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Mycenaean knights may not capture, but may carry other pieces.
At the start of the game, you have an army of one king, one rook, two bishops, and three pawns, who are inside the knights. Write down which pieces are inside which knight; you do not have to reveal this information.

On your turn, instead of moving, you can load or unload up to two pieces to or from a knight. Loaded or unloaded pieces must be horizontally or vertically adjacent to the knight. You may load another player’s pieces into a knight only with his/her permission, and he/she may only unload pieces from a knight on his/her turn. 

Instead of moving, loading, or unloading, you may choose to burn a knight – the knight, all pieces inside it, and all pieces horizontally or vertically adjacent to it are destroyed.

If one of your knights is ever captured or if another player takes control of one of your knights, all pieces inside of it are automatically destroyed. If your king was inside it, you are automatically checkmated.

(Tied for second place in Round 2)
The Allied Army (World War I) [John Fritzen]
You have the power of trenches.  If your troops can reach the enemy trench on the 6th row then you can win. 
[image: image53.png]



Whenever an Allied pawn reaches the 6th row, it promotes to a queen, knight, rook or bishop.  You may only have one queen in play at a time.
(Tied for second place in Round 2)

Rule Clarifications
· A royal piece is one that must be captured to win the game.
· Whenever a special ability (i.e. Prussia’s pulling) would cause a player’s king to be checked by any player other than the current player, the special ability is completely ignored for that turn.
· If a new piece is introduced (i.e. elephant), feel free to replace it with whatever piece you want. However, remember that when an ability requires “pieces of the same kind”, only pieces of that kind are allowed, not even minor variations, i.e. pharaohs are not kings and archbishops are not bishops). However, even if a piece is modified (i.e. Athenian bishops or Mafia rooks), it is still considered a “piece of the same kind” as long as it has the same illustration in the configuration diagram.

· When an ability refers to a player’s starting area, the 2x4 corner is usually referred to. Occasionally, a 3x5 area is used, but this is always clarified.

· When a piece says that it cannot be captured as a result of another player’s special ability, this only prevents it from being automatically captured (i.e. Austria or Iraq). It does not prevent it from being captured by a unit with a modified move or attack (i.e. Mafia or UN Peacekeepers).

· [image: image54.png]


Similarly, if you receive a special piece (i.e. minister or archbishop), when you checkmate an opponent, it moves as described in the rules for its country, but if you receive a modified normal piece (i.e. Athenian bishop or Mafia rook) it loses its special powers and moves as it does for your country.

· When an ability refers to units being X squares away (i.e. Russia and Iraq), this only counts horizontal and vertical moves. In the diagram to the right, the pawn is five squares away from the elephant.

When a player is defeated through his own special ability (i.e. Mycenae or UN Peacekeepers), it counts as though the player who just moved defeated him. Remember that when you defeat another player, even through his own ability, you get all his remaining pieces!

· Gameplay Suggestions and Variations
· The most popular way to play European Chess is in a free-for-all, 1v1v1v1 game. However, a 2v2 team game can also be very fun: in this case a team wins when both members of the opposing team are checkmated.

· Capture the Flag European Chess is a fun variation, with each player’s king holding a flag at the start of the game (you can mark flags with counters). When a piece is captured (kings are captured like normal pieces in Capture the Flag), the piece that captured it gets the flag. You win if you can bring an opponent’s flag to the space where the king started, while your king still has his own flag. Capture the flag works great 2v2 – your team must capture both of your opponents’ flags.
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Another idea is King of the Hill European Chess. At the start of each player’s turn, he/she gets one point for every piece he/she has in the 4 middle squares. You win when you have 10-20 points (you must decide on this number at the start of the game) or if you are the last player remaining. (Note: Athenian bishops must move normally into the square – not by teleporting – to receive points).
· Bughouse European Chess requires eight players, but can be fun if you have a large group of people. Bughouse requires two European Chess boards and four 2-player teams, with one member of each team on each board. Whenever you take a piece, give your partner that piece (of his color). On your turn, instead of moving you can choose to play a piece that you have been given, on any space in a 6x6 square from your starting corner, as shown in the diagram at right. You may not play a piece in check. If you receive a special piece (i.e. minister or archbishop) it moves as described in the rules for its country, but if you receive a modified normal piece (i.e. Athenian bishop or Mafia rook) it loses its special powers and moves as it does for your country. (For example, if an Italian player receives an Athenian bishop, that bishop moves like an Italian bishop. However, if that player then promotes his bishop to an archbishop – see Italy, page 5 for rules on bishop promotion – and then loses it to Athens’s partner, then when the Athenian player plays the piece, it moves like an archbishop, not like an Athenian bishop, because the archbishop is a special piece.) You win the game if your team is the only one left, that is, if one or both of the members of your team are the last player(s) remaining.
· “Lightning Chess” variant: This is a very fun variant that enables players to constantly play as different armies. You’ll need a deck of cards, one for each country. First, take all countries with special units (i.e. Sparta or the Carthagian Empire) or additional setup (i.e. Terrorists or the Soviet Union) and remove them from the deck. Then, deal a country to each player, but each player still uses the standard setup (see United States for the standard setup). You use the special ability(s) of your country, but not its setup. Meanwhile, shuffle all remaining country into a face-down deck. Whenever any player captures or loses a piece, he/she places his current country card on the bottom of the deck, and draws a new country. Expect to play 5-10 different countries over the course of the game.
· One idea to prevent players from always picking their favorite armies is to make cards, one for each army. Shuffle, and deal two cards to each player, who then picks which if the two he/she wants to use. This prevents people from being stuck with really bad armies (most of the time), while still constantly giving each player a different army. This is a good method if you’re new to European Chess, so you and your group can try out all the armies.
· A variation of the above method for more experienced groups would be to deal three cards to each player. First, the player clockwise from you chooses one card for you to discard, and then you pick from one of the remaining two cards. This makes sure than the game is well-balanced and that nobody has an especially powerful country.

Appendix: Complete Guide to the Many Forms of Chaturanga for Four
So you don’t get confused, here are brief descriptions of the games I’m describing:

· Chaturanga for Four (Original Rules): Very complex game with obscure strategy. Popular in India from about AD 800 to about AD 1500 (rough estimate). [pages 24-25]

· Chaturanga for Four (“Modern” Rules): Popular in India in the 19th century. Similar to the Original Rules, but most of the complicated rules were removed. [pages 25-26]

· Chaturanga for Four (“ZM Machiavellian Chess”): A more modern variant of Chaturanga that was developed in 1998 by the Bay Area Chess Club in Oregon. Pieces move as in regular chess, and gameplay is much more exciting than in the previous versions. [page 26]

· Chaturanga for Four (OPHS Chess Club Variation) [“Chatanooga”]: Same as ZM, but we made some changes of our own that we feel makes the game more fun. [page 26]
· European Chess: Finally, the star of the show! A popular variant of our “Chatanooga” in which each player picks one of 43 armies, each with different strengths and weaknesses. This is the version we encourage everyone to play, due to its diversity – no two games are the same! [pages 3-23]

The only version of Chaturanga for Four played in the OPHS Chess Club are European Chess. The rest are included here just for historical purposes.
Chaturanga for Four (Original Rules)
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· Note that Chaturanga for Four is not to be confused with regular Chaturanga, another Indian game that is for two players and is believed to be Chess’s oldest relative.
· The arrangement of the Chaturanga board is shown at right.
· The bishop is a 2,2 leaper – that is, it can only leap two squares diagonally (like an Italian bishop in European chess). The bishop is called a “boat”.
· If a bishop moves to a position where all four bishops would now be in a square, that bishop automatically captures all other bishops.
· The pawn can never move more than one square per turn.
· When your king is captured or checkmated, you cannot move, but your pieces remain. Your pieces can still be captured.
· When a pawn lands on a1, a8, h1, or h8, it promotes to bishop. 

· When a pawn lands on a2, a7, b1, b8, g1, g8, h2, h7, it promotes to knight. 

· When a pawn lands on a3, a6, c1, c8, f1, f8, h3, h6, it promotes to rook. 

· When a pawn lands on a4, a5, d1, d8, e1, e8, h4, h5, it promotes to king. 

· When a player owns three or four pawns, pawns may not promote.

· When a player has one or two pawns, a pawn may promote to knight or rook.

· Only when a player owns one pawn and at most one boat, and no other pieces except his king, the pawn may promote to any type of piece (depending on the square, as above.)

· In all cases, when a pawn reaches the final rank but may not promote, then the pawn stays as a pawn on the square on the final row. As soon as he may promote, the pawn is changed into the respective piece. In the mean time, the pawn can be taken. 
· If you lost your king, and your partner just took an opponent’s king, your partner can “trade kings”: both you and your opponent place your kings back on the board and continue playing.
· When a player has lost all his pieces except his king, the game is a draw.
· Scoring is complicated and the object of the game is to win “stakes”.
· A player that moves his king to the starting square (called throne) of another player wins a single stake. The game continues then. (One can get only one such stake per opponent.) 
· When a player moves his king to the throne of his partner’s king, then he takes command over the pieces of the partner, and he moves twice per round for the rest of the game.
· When only one king is left on the board, then the game ends and the player wins a single stake. When he has taken all other kings with his own king, he wins a double stake. When this has happened on their thrones, he wins a fourfold stake.
· When the game ends, whichever team has won more stakes (adding up the stakes of each player) wins.
· This game can only be played 2v2.
· The game is often played with dice: before your turn, roll two four-sided dice. If either die lands a 1, you can move your bishop, 2 – knight, 3 – bishop, 4 – king or pawn.
Chaturanga for Four (“Modern” Rules)

· Modern Chaturanga is played on the same board as original Chaturanga.
· The bishop is a 2,2 leaper – that is, it can only leap two squares diagonally (like an Italian bishop in European chess).
· The pawn can never move more than one square per turn.
· When your king is captured or checkmated, the player who took your king takes control of all of your pieces.
· Pawns can promote to a bishop, knight, or rook.
· This game is usually played 2v2, but can be played as a free-for-all.
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Chaturanga for Four (“ZM Machiavellian Quadchess”)

· The starting configuration is different, and moves the kings farther away from the action.

· All pieces move as they do in standard chess.

· When a player’s king is checked, play automatically skips to his turn.

· When your king is captured, the player who took your king takes control of your army, and gets an extra turn (one with his pieces, one with yours).
· Pawns can promote to a bishop, knight, or rook.
· King promotion: When a king moves to his opposite corner and then moves to an adjacent square, you get a queen at that corner. You may only do this once per game.
· The king and rook can castle by trading spaces. Normal castling rules apply.
· En passant can happen, and involves capturing pawns by right angles. Normal en passant rules apply.
· If you resign, you can choose to either remove all your pieces from the game or leave them frozen (unable to move or be captured).
· This game is usually played as a free-for-all, but can be played 2v2.
Chaturanga for Four (Chess Club Variation) [“Chatanooga”]

Rules are the same as in Machiavellian Chess, except:

· When a player’s king is checked, play proceeds normally, without any skipping.

· Checkmate is declared when your king is in check and is unable to move at the start of your turn.
· When your king is captured or checkmated, the player who took your king takes control of all of your pieces, but merges the two armies.
· Pawns can promote to any piece that you start out with (this rule is important for European Chess, see below). If they promote to a royal piece – i.e. king – then your royal pieces can be captured like normal pieces, until only one is left, at which point it can be checked/checkmated.
· There is no king promotion, castling, or en passant.

· If you resign, you must remove all your pieces from the game.
· This game can be played 2v2 or free-for-all.

· European Chess is identical to “Chatanooga”, except for removal of checkmates and the fact that each player gets a different starting configuration and a special ability.
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Starting configuration for Britain
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Starting configuration for France
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Starting configuration for Russia
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Starting configuration for the Netherlands
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Starting configuration for Austria
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Starting configuration for Prussia
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Starting configuration for Italy
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Starting configuration for the Holy Roman Empire
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Starting configuration for Switzerland
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Starting configuration for the Ottoman Empire
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Starting configuration for Spain
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Starting configuration for Law Enforcement Agents
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Starting configuration for Portugal
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Starting configuration for Sweden
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Starting configuration for Poland
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Starting configuration for Sparta
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Starting configuration for Athens
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Starting configuration for Macedonia
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Starting configuration for the Roman Empire
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Starting configuration for the Carthagian Empire
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Starting configuration for Gaul





�


Starting configuration for Persia
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Starting configuration for the Byzantine Empire
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Starting configuration for Egypt





�


Starting configuration for the Barbarian Invaders
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Starting configuration for the Hunnic Empire
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Starting configuration for the Picts
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Starting configuration for the United States of America
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Starting configuration for the Soviet Union
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Starting configuration for Germany
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Starting configuration for Israel





�


Starting configuration for Iraq
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Starting configuration for North Korea
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Starting configuration for China
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Starting configuration for Japan
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Starting configuration for Terrorists
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Starting configuration for UN Peacekeepers
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Starting configuration for the Mafia
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Starting configuration for each player in the Machiavellian Chess
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Starting configuration for the Soviet Union
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Starting configuration for the Kingdom of Jerusalem
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Starting configuration for Atlantis





�


Starting configuration for the Mongol Empire
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Starting configuration for Vietnam
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Starting configuration for Belgium
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Starting configuration for Mycenae
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Starting configuration for the Allied Army
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