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GAME: “Pawn’s Revenge”
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Play time: 30-90 minutes

Tagline: For people that want to like, but hate, chess.
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THE STORY THUS FAR:

Times are tough in the land of Chess.  An economic boom in the land of Checkers has led the two nations of Chess – White and Black – to drastically cut back on resources, starting with the king and queen’s army.  All specialty soldiers have either been fired or have left for higher paying jobs in Checkers.  This led to a major shortage in bodies protecting the king and queen, so more pawns were hired.  Who cares about the pawns right?  They’re cheap, expendable, do what they’re told – ah, but that’s what they were wrong.  For now, with an army of pawns, it is time for the pawns to rise to a more prominent role in battle.  It’s time – for Pawn’s Revenge.

PIECES:

100 pawns

4 kings

4 queens

4 chessboards

4 dice

OVERVIEW:

Pawn’s Revenge takes game of chess and adds some strategy game and chance elements to it – basically it’s chess for people that hate all the regimented rules, movements, and skill involved in chess.  Where’s the luck?  And more importantly, where’s the hit points?  I mean everybody likes hit points.  Here, the players roll a die to determine movement and additional hit points (for that turn).  Each piece has static hit points assigned to it, pawns having a power/toughness of 1/1, while kings and queens having 2/3.  The object of the game is to move across the board and take down the other player’s king or queen.

GAMEPLAY:

The board is set up in the same fashion as chess for a 2-player game, with pawns taking the place of the specialty pieces (bishops, knights, and rooks):
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A 4-player game is set up much like the game of Chinese checkers, with players setting up on the corners of the larger chessboard (comprised of 4 regular-sized chessboards pushed together).  Each team gets 20 pawns and only a king (no queen).  Here, since players are facing each other on diagonals, moving “vertically” actually means diagonally, and a diagonal move looks horizontal or vertical – just look at the way the pawns are facing and you’ll understand:
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Players each roll a die to determine who goes first.  The player with the highest roll goes first.

MOVING:

Players start their turn by rolling a six-sided die.  The direction they move matches the way the dots on that side of the die they rolled are.  The number of spaces the players move is just 1 – except for the king and queen pieces, which can move 2 if they want.  This of course doesn’t include rolling a 1, which results in staying put but having all the player’s pieces gain +1/+1 until his next turn.  In other words:
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If you roll a 1, stay put, your guys gain +1/+1.

If you roll a 2, move a piece diagonally one square.

If you roll a 3, move a piece diagonally one square.

If you roll a 4, move a piece horizontally or vertically one square.

If you roll a 5, move 2 pieces (if you can) diagonally one square each.

If you roll a 6, move 2 pieces (if you can) vertically one square each.

NO RETREATING – players must always advance on the enemy.  The king and queen demand heroics from their pawns.

**For a 4-player game, moving just one square at a time can lead to a long game.  Players can decide whether or not they want to move the number on the die they roll instead of just one square at a time – for example, roll a 4, move a piece horizontally or vertically four squares; roll a 5, move 2 pieces (if you can) diagonally five squares each; etc.

If the move results in one player’s piece(s) coming in contact with another player’s piece(s), either head-on (vertically or horizontally) or on the diagonal, that means it’s combat time.  See the Combat section below.  If there is no combat, that player’s turn is over.  Play moves to the next player, counterclockwise if this is a game with more than 2 players.

COMBAT:
When a player’s piece(s) come in contact with another player’s piece(s), this results in combat.

1) Start of white’s turn [image: image3.jpg]



2) Player rolls a 4, moves forward a square [image: image4.jpg]



3) Player encounters another player’s pieces – combat ensues [image: image5.jpg]



For combat, each player involved rolls a die.  They keep their roll hidden (for the time being).  The number (between 1 and 6) can be divided any way the player sees fit among any number of their pieces (pawns, the king, or the queen).  Those pieces that do not get any special treatment remain their original assigned hit points (pawns 1/1, king and queen each 2/3).  Each player involved writes down their piece(s) new hit points (until combat is finished at least).

**Players involved want to give their attacking/defending pieces the most hit points, as those are the ones involved in the combat.  They also want to spread around any extra hit points they might not need for combat to pieces that might be in trouble next turn, as hit points don’t go away until a turn goes by where there isn’t an attack.

After players have rolled and divvyed up their hit points to the piece(s) they want, they reveal their die rolls and their written down hit points.  Depending on the hit points, pieces are lost, victorious, or at a stalemate.  If a piece’s toughness reaches 0 or less (determined by the power of another piece it is fighting being greater than it), it is defeated and removed from the board.

So let’s say white goes against black 1-on-2:
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The two squares that are facing each other head-on are attacking/defending first (1), then the defender’s man in the diagonal square swoops in (2) to try and take out the attacker in the head-on square.  The players will want to divvy up their hit points for the combat phase mostly on the pawns that are going head-on.  What will most likely happen is that the head-on pawns will both be defeated, either defeating each other or white defeating the black head-on, then the black diagonal swooping in and finishing off the white.  Of course, this all depends on the die rolls.  Also, if black divvies up his hit points correctly, putting more toward defense on the head-on guy, perhaps both his pawns will be victorious.

Let’s say white rolls a 5 and makes his piece a 3/4 (1/1 +3/+3).  Black rolls a 4 and makes his head-on piece a 2/2 (1/1 +1/+1) and his diagonal piece a 2/2 (1/1 +1/+1).  The head-on pieces go at it first, white defeating black.  The white is now (for the remainder of this battle) a 1/2 (having swung and used 2 of his power to kill the head-on black piece, taking 2 damage to his toughness from that same black piece) and the diagonal black defender, a 2/2, comes in and defeats the white piece.  The black piece lives, as the 1 power of the white wasn’t enough to take out the 2 toughness of the black.

Remember – the power/toughness of pieces stay as they were assigned until there is a player’s turn that doesn’t result in combat.  This means that from the example above, the diagonal black is still a 2/2 if black attacks the next turn.  This same 2/2 could be the one attacking, or it could happen somewhere else on the board.  This comes into play because you want to keep your eye on other parts of the board when assigning hit points.  If you’re black in the example above and you think you might be attacking next turn somewhere else, maybe it would have been better to take a point or two away from this combat and put it where it might be needed for another battle.

How do the attacks go down if there are more than 1 pawn moving in to battle?  The order in which the attacking player moved his pieces into battle dictates the order of the battle.

So let’s say white rolls a 6 and wants to move his two pieces into combat with black:
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White must choose wisely which piece to move first, because it determines the order of combat.  The best move would be the one pictured above – move the left white pawn in first (b) so that he does combat with the diagonal black first (1), then move in the right white pawn in second (c) so that he does battle with the black head-on (2), and black has no help in that battle from his diagonal pawn since he’s busy battling the other white piece that moved in first.  If white would have moved in his right pawn first, the black diagonal could have helped in that head-on battle.  Even if the diagonal black survived his battle with the white, he cannot swoop in and help in the other battle, as combat happens “simultaneously,” which means both battles were actually happening at the same time.  If the white head-on and the black diagonal piece both survived, they would do battle on the next turn, with another roll of the die for both players.

When the king or queen of the opposing force is killed, the player that did the killing wins.  This may sound easy in theory, but remember, the king and queen are both 2/3s, while the pawns are just lowly 1/1s.  Try rushing the king or queen with two or more pawns, or see what happens when you bring out your king and/or queen.  However, since they lead by example, the kings and queens can’t retreat either, so once they’re out on the battlefield, they’re out on the battlefield.  Defend them to the death.
EXPANDABILITY:

Pawn’s Revenge is a game that prides itself on its expandability and versatility.  The rules are laid down so that players can get used to the way the game CAN work, but then players are encouraged to take what they know about moving and combat and expand upon it.  Some suggestions:

· There are 100 pawns, 4 kings, 4 queens, 4 chessboards, and 4 dice included when the max number of pawns in my setup is 80, kings 4, queens 2, etc., for a reason – expandability.  Set up 3 of the boards making a Tetris-like piece to play on with 3 players.  Or try using all 100 pawns, 4 kings, and 4 queens.

· Play with the way in which the moving or combat mechanics work.  Maybe pieces can retreat, or they can move 2 squares if they want.  In combat, see what happens when players roll an eight-sided die, a ten-sided, or even 2 six-sided dice.

· Try playing teams with 4 players, either 2-on-2 or 3-on-1, with the 1 having a larger pawn army to defend with.

· You don’t even have to buy this game – just use your own chessboard and pieces.  Find a pair of dice from Mouse Trap or some other game, and you’re set.  You could have bishops, rooks, and knights have different hit points from the pawns, maybe bishops are 1/3s, rooks 2/1s, and knights 2/2s – mix it up!

· Rogue knight enraged from being fired terrorizes battlefield!  Have a knight piece move one square every time a player rolls a certain number on the die, taking out pawns left and right in his path!  The knight answers to no one, only the roll of the die.

· Put markers on random squares on the board before the game starts.  These squares are bombed-out and cannot be landed on by any player.  This adds obstacles in the way of the players’ objective of taking down the royalty.

Make this game what you want.  There was a reason you always hated chess, and now you’ve got a chance to do something about it.  It’s not just Pawn’s Revenge – it’s YOUR revenge.

QUICK GAMEPLAY – No exposition.
Pawns are 1/1s.  Kings and queens are 2/3s.
Each player rolls a die to determine who goes first.

Moving:

If you roll a 1, stay put, your guys gain +1/+1.

If you roll a 2, move a piece diagonally one square.

If you roll a 3, move a piece diagonally one square.

If you roll a 4, move a piece horizontally or vertically one square.

If you roll a 5, move 2 pieces (if you can) diagonally one square each.

If you roll a 6, move 2 pieces (if you can) vertically one square each.

Combat:

When a player’s piece(s) come in contact with another player’s piece(s), this results in combat.  
Both players secretly roll a die each to determine additional hit points.  This new number (1-6) can be added to any piece(s) on the board – probably the one(s) that are attacking/defending.  The number can be divided any way the player sees fit onto as many pieces and on either the power and/or the toughness.

Both players reveal their numbers and the new hit points of their chosen piece(s) (written down on the paper chess board provided).  If a piece’s toughness reaches 0 or less (determined by the power of another piece it is fighting being greater than it), it is defeated and removed from the board.  If a piece’s toughness is 1 or greater after combat, it remains on the board.
Assigned points remain on the piece(s) still on the board until there is a turn with no combat (these are the assigned hit points before combat ensued, not the battle-damaged points).  If there is a combat next turn, players repeat the die-rolling process above, it’s just that the hit points assigned from the previous turn stay.
Take out the king or queen of the opposing side to win.
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