European Chess Design Competition – Round 1 Entries

Vote now!


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.
Aztecs [Joe Richman]
You have the power of warrior societies. The Aztec warriors were able to change societies with little training.
[image: image7.jpg]



On your turn, instead of moving you may change of your knights into a rook, or vice versa.

Balkan States [Neil Shah]
You have the power of assassination. The countries of the Balkan region have constant conflict, and one of the highest assassination rates in the world. 
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At the start of your turn, you may target any enemy piece in your 4x4 square and roll a six-sided die:
1. You misfire. If any of your pieces is horizontally or vertically adjacent to the target, it is destroyed. (If several of your pieces are adjacent, you choose which piece is destroyed.) Otherwise, nothing happens.
2. If the target is a pawn or knight, it is destroyed.

3. If the target is a pawn, knight, or bishop, it is destroyed.

4. If the target is a pawn, knight, bishop, or rook, it is destroyed.

5. If the target is any non-royal piece (including special pieces), it is destroyed.

6. The target piece is automatically destroyed. If it was a royal piece, you checkmated its owner.

Confederate States of America [John Fritzen]
You have the power of the Ironclad. Your army is no bigger than your enemies’, but your advantage lies in the near-invincible warship.
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The Ironclad [image: image1.jpg]


 moves and captures like a king and may not be captured by non-royal pieces, unless it is your only non-royal piece (except for pawns). The Ironclad may not capture royal pieces, and may not check or checkmate. Your pawns may not promote to an Ironclad.
Fellowship [Alex Nisnevich]
You have the power of the plot device. The plot is quite simple really: you must smuggle the random plot device across the border to defeat your evil enemies. Or something …
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At the start of the game, mark one of your pawns in a way that won’t be seen by other players during the game (i.e. sticker on the bottom of the piece).  That pawn is carrying the plot device.
If the pawn that is carrying the plot device promotes, you automatically win the game. However, if the pawn that is carrying the plot device is captured, then you must remove one of your pieces other than pawns from the game. (If you have no pieces to lose because all your pieces are pawns, you lose the game.) The player who captured the plot device has a choice: he/she can either give one of his/her pawns the plot device (following the same rules as the Fellowship), or he/she can choose to immediately take an extra turn.
Because you have no king, you cannot be checkmated.

Gypsies [Michael Fienberg]
You have the power of roaming.  You have no homeland or king, but your lack of a homeland can be used to your advantage.
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Your pawns can move one square horizontally or vertically and can capture one square diagonally in any direction, but cannot promote.
Whenever a special ability involves your 2x4 or 3x5 “starting area,” you may choose to instead use the 4x4 square in the center of the board.

You only lose when all but one of your pieces are captured.
Incan Empire [Michael Fienberg]
You have the power of manipulation.  Your army starts small, but you can recruit other people into your army.
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Incan delegates [image: image2.png]


 can move like kings but can also jump 2 squares horizontally or vertically. Every time a delegate starts a turn within one square (horizontally or vertically) of an enemy piece, that enemy piece joins the Incan army.
India [Neil Shah]
You have the power of cows.  Cows are sacred creatures under Hindu tradition.
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Indian knights can, in addition to moving like regular knights, instead jump two squares horizontally or vertically. However, if you lose all your knights (“cows”) you lose the game.

Iran [Jacob Nisnevich]
You have the power of the bomb.  Your army is small, but, if left unchecked, you have the capability to develop nuclear weapons.
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Once every five turns (starting on your fifth turn), you can choose to remove any rook, bishop, knight, or pawn from the game.
Kingdom of Jerusalem (The Crusader States) [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.
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.

Muspelheim (Fire Giants) [Joe Richman]
You have the power of Surt’s sword. At the end of Ragnarok, Surt covers the nine worlds of Norse mythology in fire.
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Fire giants [image: image3.png]


 move and capture two spaces horizontally, vertically, or diagonally. Surt [image: image4.png]


 moves the same, but instead of moving may use his sword to spread fire, destroying all pieces within two squares horizontally and vertically, including himself.  Pawns cannot be promoted to Surt. Fire giants and Surt cannot be moved as a result of special abilities.

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. Mycenaean pawns can move like kings.
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.
Norse (The Vikings) [Joe Richman]
You have the power of berserkers. Viking berserkers used hallucinogens before going into battle, creating a berserk rage.
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Your may move one rook twice on your turn, as long as it doesn’t take another piece or put a player in check or checkmate with the second move.  If you take a piece on the first move you may not move again. 

 Tartarus (Greek Underworld) [John Fritzen]
You have the power of ghosts. Living in the Underworld does give you some advantages, namely, the power to rally ghosts to your aid.
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Your king cannot be checked or checkmated, but may be taken like a normal piece. You do not lose the game when your king is captured.

At the start of the game, choose two squares on the board and write down their locations; you do not have to reveal their locations until you use them. These are your portals.
Whenever you lose a piece, roll a six-sided die:

· 1 or 2: Nothing happens.

· 3 or 4: You may place a ghost on one portal. It will be removed from the game after two of your turns pass.

· 5 or 6: You may place a ghost on one portal. It will stay in the game until it is captured.

 
A ghost [image: image5.jpg]


 moves and captures like a king.
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 a total of five 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 a 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 a 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.
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Starting configuration for the Gypsies (shown in relation to the other players)





�


Starting configuration for the Balkan States








