European Chess
Britain

You have the power of democracy. Because you have no king, but four ministers, it is extremely difficult to checkmate you.
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Britain has four kings, and is only checkmated when the last surviving king is checkmated. As long as Britain has more than one king on the field, British kings can be captured like normal pieces.

France

You have the power of seclusion. The French king refuses to go on the field, but sent his minister instead.
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The French king is captured like a regular piece, and cannot be checked or checkmated. The French lose the game only if all their pieces and pawns are captured.

Spain

You have the power of sabotage. Your army is of average strength by itself, but one of your pawns is secretly carrying a bomb.
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At the beginning of the game, secretly mark one of your pawns in a way that won’t be noticed (i.e. with a post-it on the bottom of the pawn). On your turn, instead of moving a piece, you can instead choose to detonate the bomb: reveal the pawn that is carrying the bomb, and remove it from the game, along with all pieces horizontally, vertically, and diagonally adjacent to it. If the pawn carrying the bomb is captured, then the bomb doesn’t detonate and is lost.

Italy

You have the power of escape. The ministers of the Catholic church are nearly impossible to capture, because of their ability of jumping away from any attack.
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Italian bishops can move like normal bishops, but can instead choose to jump two squares diagonally in any direction. When jumping, like knights, Italian bishops can jump over other pieces.
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 captured or lost at least three pieces.

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 (not a pawn) 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.
Holy Roman Empire
You have the power of independence. Although your combined army is large, the German princes do not always get along.
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The same German rook may not move two turns in a row. A German rook may not move in the same direction that another German rook moved on your last turn. When a German rook is captured, the piece that captured it cannot be captured by a German rook.

However, when a German rook is adjacent horizontally, vertically, or diagonally to the German king, all of the above restrictions are removed and the rook can move as in standard chess.
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 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 up to 3 squares toward the Prussian piece, or until is adjacent to the Prussian piece.
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In the diagram to the right, when the Prussian knight A made its move, enemy knight B is pulled 3 squares towards knight A. Knight C is not pulled because there is a pawn between it and the Prussian knight. The pawn is not moved because it is not a knight, and Prussian pieces only pull pieces of the same “type”.

Russia

You have the power of serfdom. Although the Russian army is as large as any, the serfs will run away as soon as they get the opportunity.
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Whenever a Russian pawn is more than five squares (vertical or horizontal, not diagonal) away from the Russian queen, and there is an enemy piece (not a pawn) closer to it than the Russian queen is, the pawn switches color to be on the same side as the piece that “helped it escape”. Whenever a pawn “escapes” once, it remains that color for the rest of the game, unless a different country’s special ability is used to change its color.

When the Russian queen is captured, the king moves and acts exactly like a queen, but if the king is the last remaining Russian piece, you lose the game automatically.
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 Ottomans 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. Additionally, 3 of the first 5 pieces you play must be the king and two pawns.
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