Regular Competition:

1. Australia [Alex Nisnevich]
2. Cossacks [Cole Clark]
3. Crete [Joe Richman]
4. Eastern Front Wermacht [Julian Dellapuppa]
5.  FBI [David Fritzen]

6. Greece [John Fritzen]

7. Gladiators [John Fritzen]
8. Imperial Japan [Stephen Liu]
9. Lawyers [Joe Richman]
10. Marines [David Fritzen]
11. Nazi Germany [Cole Clark]
12. Quantum Troopers [Alex Nisnevich]

13. The Sioux [John Fritzen]

14. The Supreme Court [Alex Nisnevich]
15. Transylvania [Joe Richman]

16. The Third Crusade [Ben Pyle]
17. WWII Great Britain [Stephen Liu]

18. WWII Italy [Cole Clark]

19. WWII Russia [Stephen Liu]
20. WWII Soviet Union [Julian Dellapuppa]
21. WWII USA [Cole Clark]
Themed Competition:

1. French Resistance [Joe Richman]

2. Imperial Japan [Stephen Liu]
3. Luftwaffe [John Fritzen]

4. WWII Soviet Union [Julian Dellapuppa]
5. WWII USA [Cole Clark]
Regular Competition
Australia [Alex Nisnevich]
You have the power of boomerangs. Those blokes won’t know what hit ‘em! 
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Boomerangs [image: image1.png]


 can move like rooks, or in a U-shape. 
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To move in a U-shape, move a boomerang as far as it can go in one horizontal or vertical direction without capturing, then make a left or right turn and move the boomerang in that horizontal or vertical direction without capturing, and finally make the same turn again and move the boomerang as far as it can move, capturing a piece if possible.

You cannot make rook moves two turns in a row.

Cossacks [Cole Clark]
You have the power of the stables. You can use horses to defeat your enemies. 
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Once every four turns you may move a rook or bishop as a knight.  If you wish you may sacrifice a pawn on a turn you can’t move like a knight to do so.
Crete [Joe Richman]
You have the power of the Minotaurs. You have the powerful Minotaurs at your disposal. 
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Minotaurs [image: image2.png]


 move like knights or rooks up to three spaces.
Minotaurs cannot capture normally, unless it is to stop check or checkmate.  Instead of moving, you may choose to destroy one enemy piece in the 8 squares around one of the Minotaurs.  
Also, the Minotaurs cannot be captured by normal means while they are protecting each other (that is, while one of them can move to the square where the other one is).

Eastern Front Wermacht [Julian Dellapuppa]
You have the power of the German steamroll. You can crush your enemy quickly with your tanks.
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On your turn, you may bring a rook into your 2x4 area instead of moving.  You may do this a maximum of three times per game.

These rooks may not capture a piece that has captured one of your rooks and may only move three squares.
FBI [David Fritzen]
You have the power of disguise.  Your enemies can’t be sure that they are capturing the right piece.
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Once every five turns you may have an opponent reveal the location of a hidden object.

When one of your pieces is about to be captured, you can switch places between that piece and another piece you control within three squares of it. 


Greece [John Fritzen]
You have the power of city-states.  Your pieces gain different advantages depending on where they are stationed.
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Your non-pawn pieces gain special moves depending on which squares they start your turn in (see diagram).
· Blue – The piece can move like a king in addition to normal moves.

· Green – The piece can jump diagonally two squares.

· Yellow –  The piece can capture a piece horizontally or vertically adjacent, without moving.

· Gray – No special move
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Gladiators [John Fritzen]
You have the power of trainning.  Your men come from a variety of different lands and can thus adapt effectively to new styles of fighting.
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Whenever one of your pieces captures an enemy piece that piece gains that piece’s power for the duration of the game.  Powers may stack.  See the erratum for further details on what powers you receive.


Imperial Japan [Stephen Liu]
You have the power of the navy.  Your navy is strong enough to defeat any foe that tries to approach you.
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The rook cannot be captured for two turns after taking a piece, but may not move unless another of your pieces is within two squares of it.

The carrier [image: image3.png]


 moves up to three squares horizontally or vertically.  
On your turn you can create a fighter [image: image4.png]


 instead of moving.  It cannot move for one turn.  You cannot have more than 2 fighters.  A fighter cannot move further than two squares from the carrier.   A fighter moves like a king.  When it captures a piece it is destroyed.
Lawyers [Joe Richman]
You have the power of deals.  You can steal your enemies’ souls through legal loopholes and deals.
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Once every five turns you may take over a pawn that an enemy controls.  Place that pawn anywhere in your 2x4.  It cannot move this turn.
Marines [David Fritzen]
You have the power of reserves.  You have reinforcements that can enter through the center of the board.
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You have three pawns, one bishop, one knight and one helicopter held in reserve. On your turn instead of moving, you may bring any one of these pieces into the center 4x4 area, provided that you don’t put a player in check or checkmate.

The helicopter [image: image5.png]


 moves like a king.  In addition to this it may also move one of your pieces that is adjacent to it, in the same direction it is moving.  That piece may not capture, but the helicopter can.
Nazi Germany [Cole Clark]
You have the power of genocide. You can have your men kill all enemies in your four by four, supposed or real.
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Once per game, at the beginning of one of your turns, you may destroy two pawns to destroy every enemy piece in your 4x4.
Quantum Troopers [Alex Nisnevich]
You have the power of uncertainty. Your opponents can’t predict what your pieces will do.
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Your king is Schrodinger's Cat: Whenever it is captured roll a die - on a roll of 1, 2, or 3 it is captured but on a roll of 4, 5, or 6 no capture occurs and the other player's move is skipped.

 
Your rooks and bishops are Heisenbergian Uncertain Rooks and Bishops: Whenever you move one of them choose either a known direction (up, down, left, right) or a known distance (1, 2, or 3 squares). The quantity that wasn't chosen is uncertain - roll for it:

· Direction: 1 - up, 2 - down, 3-4 - no movement, 5 - left, 6 - right

or

· Distance: 1-2 - no movement, 3-4 - one square, 5-6 - two squares

 

After you move the piece, it jumps the chosen number of squares in the chosen direction. If it would land on another player's piece, that piece is captured. If it would land on your piece or over the side of the board it stays in place rather than performing the jump.

 

Your knight is a Quantum Entangled Knight: The knight can choose to move to two squares at once, represented by two knight pieces. Both knights stay on the board indefinitely and either of them can be moved later. If either of these entangled knights moves or is captured, the other one is destroyed.
Your pawns move normally.
The Sioux [John Fritzen]
You have the power of horses. Your charges can push the opponent’s pieces off the table to their certain deaths.
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Your knights may not capture.  In addition to their regular move your knights may move up to three squares, pushing any pieces in the way.  If a piece is pushed off the board it is destroyed.

Every time you push a piece off the board, or one of your pieces is captured you gain a point.  You may use a point to allow your knights to capture for one turn.

The Supreme Court [Alex Nisnevich]
You have the power of judicial review. You can declare actions unconstitutional and hamper your enemies’ legal options.
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Once every two turns, you may choose a type of piece. Your opponents may not move a piece of that type on their next turn.

Transylvania [Joe Richman]
You have the power of vampirism. You have Dracula and his army of vampiric zombies. 
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Your king is Dracula.  It may move like a regular king or jump two spaces in any direction without capturing.

Your pawns are vampiric zombies.  They move like regular pawns, but they may capture one space in any diagonal direction.  When they capture an enemy piece, they promote to that piece.
The Third Crusade [Ben Pyle]
You have the power of bravery. Your leader, Richard the Lionhearted’s, bravery, courage and skill lets him crush the enemy from the front-lines inspiring his men.
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Your king can only be captured when there are three or more pieces threatening it.  When this happens it is automatically captured at the start of turn of the player with the most pieces threatening your king, or if there is a tie, the player whose turn is next.
Additionally, your pieces may choose to move up to three squares (but may not capture) in any direction that they could normally move in, but you will skip your next turn when you do that.
WWII Great Britain [Stephen Liu]
You have the power of radar. You can see the enemy coming before they arrive, allowing you to slow them down.
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Enemy pieces cannot enter Britain's 4x4 without first stopping outside of the 4x4 for a turn.

The airbase [image: image6.png]


 is immobile and cannot be captured.  Any enemy non-pawn pieces which move within one (horizontal, vertical or diagonal) square of it are frozen and cannot move.
WWII Italy [Cole Clark]
You have the power of Afrika Corps.  Your tactics and army is not impressive, but you can defeat opponents through intimidation and overwhelming them.
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Italy can move both non-knight piece and a knight piece during its turn. Italy cannot capture a piece, with a knight, from a player who has more non-pawn/king pieces then itself.

WWII Russia [Stephen Liu]
You have the power of veterans.   Your troops, though initially expendable, slowly gain skills as they move towards the end of the board. 
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Pawns cannot protect each other until the end of the third turn (that is, if one of your pawns is captured, the piece that captured it cannot be cannot be captured by a pawn on your next turn). 
                   
· When a pawn reaches the fourth row, it can move vertically.

· When a pawn reaches the fifth row, it can move horizontally as well.

· When a pawn reaches the sixth row, it can capture horizontally as well as diagonally.  

· When a pawn reaches the seventh row, it cannot be captured unless the only other piece you have that can be captured is your king.  

These effects are cumulative, but removed when you promote.  When you reach the eighth row you promote and may move another pawn.  Russia pawns can promote to anything except but may only have one Queen in play.

Once per game and starting from the fourth turn, the Russian player has the power to call the Russian Winter.  Russia is reinforced with two pawns in their 2x4 and any enemy piece in the Russian player's 4x4 frozen for two turns.
WWII Soviet Union [Julian Dellapuppa]
You have the power of snipers. You can take out unsuspecting foes before they know about your presence.
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At the start of the game designate one of your pieces as the  [image: image7.png]


   sniper.  When the sniper is captured you may promote another pawn to a sniper.  The sniper moves like a king, but may only capture if the piece he is capturing took one of your pieces last turn.

Pawns may capture diagonally backwards as well as forwards.

Instead of moving you may shoot the sniper at a non-



   king/queen piece.  Roll a d6:

· 1-3: The shot misses.  Nothing happens.

· 4-5: You hit.  The piece is destroyed.

· 6: You are sniped.  The sniper is destroyed. You may promote another piece to sniper.
WWII USA [Cole Clark]
You have the power of the atom bomb.  You can easily destroy all your enemies at once.
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Instead of moving normally, your pawns jump one to two squares diagonally. They cannot promote.

The bomb [image: image8.png]


 moves like a king.  If a pawn and the bomb are adjacent to each other, you may move both of them on the same turn, if they both move in the same direction.

On your turn, instead of moving you may detonate the bomb. All pieces within two squares of it except your pawns are destroyed.  
Themed Competition
French Resistance [Joe Richman]
You have the power of rebellion.  Vive la Résistance! You use guerilla warfare to fight your enemies. 
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Once every five turns, you may choose to specify one of your non-pawn pieces to move.  Instead of moving on your turn, the piece can be moved anytime before your next move. The piece must move before your next turn.  This move may not put an enemy in check, and the piece may not move on your next turn.

Imperial Japan [Stephen Liu]
You have the power of the navy.  Your navy is strong enough to defeat any foe that tries to approach you.
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The rook cannot be captured for two turns after taking a piece, but may not move unless there is a friendly piece within two squares.

The carrier, [image: image9.png]


 may move horizontally or vertically 3 spaces.  At the start of the turn you can create a fighter, [image: image10.png]


 instead of moving.  It cannot move for one turn.  You cannot have more than 2 fighters.  A fighter cannot move further than two squares from the carrier.   A fighter moves like a king.  When it captures a piece it is destroyed.
Luftwaffe [John Fritzen]
You have the power of airplanes.  You can fly above and around other pieces including your own. 
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Your rooks and bishops ignore other pieces for the purpose of movement, but may not capture any piece other than a pawn when doing so.
WWII Soviet Union [Julian Dellapuppa]
You have the power of snipers. You can take out unsuspecting foes before they know about your presence.
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At the start of the game designate one of your pieces as the  [image: image11.png]


   sniper.  When the sniper is captured you may promote another pawn to a sniper.  The sniper moves like a king, but may only capture if the piece he is capturing took one of your pieces last turn.

Pawns may capture diagonally backwards as well as forwards.

Instead of moving you may shoot the sniper at a non-



   king/queen piece.  Roll a d6:

· 1-3: The shot misses.  Nothing happens.

· 4-5: You hit.  The piece is destroyed.

· 6: You are sniped.  The sniper is destroyed. You may promote another piece to sniper.
WWII USA [Cole Clark]
You have the power of the atom bomb.  You can easily destroy all your enemies at once.
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Instead of moving normally, your pawns jump one to two squares diagonally. They cannot promote.
The bomb [image: image12.png]


 moves like a king.  If a pawn and the bomb are adjacent to each other, you may move both of them on the same turn, if they both move in the same direction.

On your turn, instead of moving you may detonate the bomb. All pieces within two squares of it except your pawns are destroyed.  
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Starting configuration for WWII USA
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Starting configuration for The Sioux
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Starting configuration for French Revolution
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Starting configuration for Quantum Troopers
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Starting configuration for Nazi Germany
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Starting configuration for Luftwaffe
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Starting configuration for The Third Crusade
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Starting configuration for Cossacks
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Starting configuration for WWII Russia
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Starting configuration for the Supreme Court
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Starting configuration for WWII Soviet Union
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Starting configuration for WWII Soviet Union
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Squares with special moves.
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Starting configuration for Greece
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Starting configuration for Eastern Front Wermacht
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Starting configuration for WWII Great Briton
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Starting configuration for Imperial Japan
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Starting configuration for WWII Italy
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Starting configuration for Marines
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