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Chaturanga for Four – Complete Reference

Chaturanga for Four (Original Rules)
· The arrangement of the Chaturanga board is shown below.
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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 (Chess Club Variation) [“Chatanooga”]

· The starting configuration is different, and moves the kings farther away from the action.
· All pieces move as they do in standard chess.

· When your king is captured or checkmated, the player who took your king takes control of all of your pieces.
· Pawns can promote to any piece that you start out with (this rule is important for European Chess, see below)
· This game can be played 2v2 or free-for-all.
European Chess
European Chess is played exactly the same as Chess Club Chaturanga, but each player has a different setup, and a special ability, based on his/her country. The countries may be chosen at will or randomly (i.e. with cards).
Britain (The British)
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 (The French)
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 (The Spanish)
You have the power of defense. The Spanish king is protected in a tower.
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The Spanish king cannot move. However, he can attack any piece up to two squares away vertically, horizontally, or diagonally. When a piece is attacked by the king, it is captured, but the king does not move. The king’s attack can go over other pieces.
Portugal (The Portuguese)
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 (The Italians)
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 (The Swiss)
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 (The Dutch)
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.
[image: image9.png]



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 the Dutch king is traded this way, then you can only lose by having all your non-pawn pieces captured.
Holy Roman Empire (The Germans)
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 (The Austrians)
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 (The Prussians)
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”.

Sweden (The Swedes)
You have the power of bereaucracy. 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 if you used it last turn.

Russia (The Russians)
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.
[image: image15.png]



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 (The Turks)
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. Additionally, 3 of the first 5 pieces you play must be the king and two pawns.
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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 the Chess Club Variation
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Starting configuration for Portugal
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Starting configuration for Sweden








