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Conquer the Kings
The Adaptation of the game Chess allowed me to create a new and much more entertaining game.  Knowing how to play chess is not necessary to play this game. For this is Conquer the Kings and not Chess.  But knowing how to play Chess will have a true advantage to enjoying this game to its full potential.


	[image: image3.png]



	The Board

How to SETUP

Each player starts behind their respective Front Line (Players A – D).  The Front Line’s purpose is only as a reference for each player’s starting area and has no bearing in game play.  Notice there is 18 spaces to utilize behind each Front Line.  The four spaces closest to the player is that player’s Back line. (It’s only purpose is for Pawn Rescue, see below).

Each player has 16 pieces (8 Pawns, 2 Rooks, 2 Knights, 2 Bishops, 1 Queen and 1 King) to place in the 18 spaces provided to setup their pieces anyway you like.  This will leave (2) two open spaces for each player behind their Front Line.

This allows setup strategy to be player specific and not board specific (as in chess).


The MA, or Movement Arrow, is discussed below in detail.  Its sole purpose is to allow all players to know which direction their pawns are allowed to move/Capture.

Bone Yard:  To the left of each player.  The location where all captured pieces are held and where the MA will be located.


The Object of the game is to conquer the other player(s) King, remove him and his army from the battlefield and continue until only one King and His army is left standing (Standard Guideline). Optional guidelines: (1st) Once a King is captured and removed, the Conqueror takes over the remaining pieces on the board as his OWN army to continue. (2nd) Once a King is captured, the remaining pieces stay on the board and are cannon fodder for the other players to go after, hence they are obstacles that can be cleared to open the board game up for play.
After a piece is captured, place it in your Bone Yard.  The Bone Yard is the area where your Movement Arrow is placed also.  The Bone Yard is to the left of each player.   See above diagram (Player A, Player B, Player C and Player D)

Non-Starting Areas:

All non-starting areas are open to be utilized by all players.  In fact, in all games every space is open to all players.

Movement of Pieces:  All player pieces here move the same as they do in chess (except the Pawns, see below)

Pawns

Movement: Up to 2 spaces per turn, in the direction of the Pawn Movement Arrow (MA)

Captures: 1 space diagonally from their position in the direction of the MA

Pawn Movement Arrow (MA)

As in troop movement, infantry is an integral part of winning a war.  Now all pawns move as a unit.  All Players start by placing their MA in the forward position at the beginning of the game.  The MA represents the forward motion/direction that a Pawn may move and/or Capture.  Below shows the 4 possible directions a player may move their pawns.  The MA may be allowed to change direction, if called before the player starts their turn (“Movement Phase”).  The MA does not pertain to any other pieces besides the Pawns for each player.

· Each player may move his pawns in any one direction; from their Front Line they may move:

Forward


Left Flank


Right Flank


Retreat
 

· Each Player must state at the beginning of their turn a “Movement Phase”, and then move their MA in the desired direction (Note: the players pawns can move in the new direction on this turn)
· After a “Movement Phase” is called and the player has selected the new direction of the MA.  They may now select ANY piece to MOVE AND CAPTURE except PAWNS – Which may be allowed to MOVE ONLY! NO CAPTURES ALLOWED FROM PAWNS on a “Movement Phase” turn!  On the player’s next turn, their pawns will be able to move and capture as normal in the new direction specified by the MA
· All players should watch each other’s MA to make sure no one is trying to move or Capture with their pawn in any direction that does not match with the direction of the MA.  This is why there is no set location for the MA, just in a position that all other players may see it.  To the player’s left is the player’s Bone Yard. As mentioned before, the Bone Yard is the place where you will place your MA and all captured pieces.

· “En Passant” does not apply to this game.  See Chess rules for explanation of this rule.
PAWN RESCUE:
Standard Guideline: If a pawn makes it to the back line of any enemy’s front line, that play may exchange that pawn for any captured piece from any player.    

Optional Guideline:  If a pawn makes it to the back line of any enemy’s front line, that play may exchange that pawn for any captured piece of from ONLY that player’s Bone Yard.   (NOTE: Non-starting areas – or any area where a player is not starting, there is no Back Line for Pawn Rescue.)

Rooks

· Movement: The rook moves in a straight line, horizontally or vertically as far as the board will allow them.  The rooks may not jump over other pieces.

· Captures: Vertical or horizontal as far as the board will allow.

Knights

· Movement: The knight moves to the nearest square not on the same horizontal, vertical or diagonal. In other words, the knight moves two squares like the rook in any direction and then one square perpendicular to that.  The knight is the ONLY piece that can jump over any and all pieces.

· Captures: Whatever square it finally lands on after its movement.  

CONQUER THE KINGS

Bishops

· Movement: The bishop moves in a straight diagonal line as far as the board will allow them. The bishop may also not jump over other pieces.

· Captures:  Diagonally as far as the board will allow them.

Note: Since you may setup your pieces anyway you like, the bishops are the only pieces that can be setup with both pieces only on the black or white squares, thus remaining that way the entire game.  Once game starts you are stuck with it.  No restarts allowed. You have been warned!

Queen

· Movement: She has the power of a rook and bishop Combined.  She moves vertical, horizontal and diagonally as far as the board will allow her.  The queen cannot jump over any pieces.

Captures: She captures as she moves; she OWNS the board, your most valuable, powerful, piece. DO NOT LOSE HER!   

The King aka “The Conqueror”

Movement: The King may move in any direction, but only 1 space at a time.  The king may not jump over any piece.

Capture: 1 space in any direction.

Check and Checkmate exists, but ONLY in a two player game or when a 3-4 player game drops down to the last two people.   Until then the game is a free for all, as long as the move is a legal move, it counts no matter how unfair it may seem to the player who loses a piece on the next turn, due to another players move.

You may forfeit or call a draw, if the game progresses to a level of cat and mouse due to the size of the playing field.

The game may be played as a 2 player (either side by side or across from each other), 3 players, and 4 players (individual) or 4 players (teams – either side by side or across from each other).  If 3 or less people are to play, who says you can’t use all four armies! Try it: 2 players each controlling your own two separate armies (Player 1:Black/White vs Player2: Red/Blue),  also 1 player controlling 2 armies vs. 2 separate people each controlling one army.  
Play

Whoever is Black starts.  Each player takes a turn to either move or Capture with one of their pieces.  After Black finishes its turn, that player will pass the token (see below) clockwise for the next player to begin their turn.


End of Turn

- Two options are available. Please choose before the game starts.

Standard Guideline: If your hand comes off the piece after you move it, you turn is over.
Token Guideline: Once you pass the token your turn is over (works well for the younger audience, family play and/or beginners who are learning).

Token

The game can and will get confusing as to whose turn it is.  We recommend the use of the Token (included with the game) to be used.  The Token is held in the players hand or placed in their respective area (Bone Yard) of the board until their turn is over.

Time Limit

Per turn, no set time limit is in place.  Would recommend an agreed upon set time, thus to keep the game moving along.  1 minute to 5 minutes should be ample for beginner to intermediate players.  Stop clocks are welcomed.

Side Notes:

Conquer The Kings is a game to learn from.  You can do anything you want, from forming temporary alliances (recommend 1-3 turns) to warning others of a bad move.  You can also dispute petty arguments in your daily life over a game (much better than fighting). But more importantly, play YOUR style.  For as in real life, battles are about communication.  Oh yeah, you may gloat, but only if you can do so respectfully and you should acknowledge those for well play.  Also you can still use the 8 x 8 board in the center to play Chess.
Unless added or stated, standard guidelines from above apply.

Tournament Play

(Smallest example)

Need: 4 tables, 16 players.  Advance until only the last four are left to play.
The highest point winner “The General” and the “The Conqueror” (the one who is the last king standing) will advance from each game to play until one game is left to play.  If “The Conqueror” is also the highest point winner, then the next highest point winner will advance as “The General”.  If ever a tie in points for 2nd place, make up a rule before the tournament begins on how it will be decided.

Two versions can be played:  (1st) once a king is lost all his pieces are removed from the board, thus no points can be won from such pieces.  (2nd) once a king is lost, the remaining pieces stay on the board and are cannon fodder for the remaining players to take for points.  They cannot move nor Capture.

Captured King

Once a player loses his/her king. Standard Guideline: All pieces captured by that player are lost and can not be counted as points to the remaining players.  Pawn Rescue is no longer available from captured king’s starting back line.    Optional Guideline: You decide 

Time Limit

Set in place by the Tournament Host.

16 players, 4 tables   8 players, 2 tables   4 players, 1 table   WINNER aka “The Conqueror”       
Rankings – See below

	Points for Tournament play

King

15 points

Queen

9 points

Rook

5 points

Bishop

3 points 

Knight

3 points

Pawns

1 point


	RANKINGS

1st Place – “The Conqueror”

2nd Place – “The General”

3rd Place – “The Captain”

4th Place – “The Lieutenant”
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www.conquerthekings.com
Come to my website, where you can submit or view starting setups, discuss the game and guidelines at the forum or just send me an email.

Artwork on Box Cover and Game Board: Rafael Jimenez - http://baludo1.squarespace.com/
“Have FUN, this is a social game.  Friendly banter is ENCOURAGED!
These are the basic guidelines for the game.  I wanted it as simple as possible.  House Rules should be allowed and respected by those who play under them.  I love this game, I loved creating it, and I hope you will too.  So do me a favor and make it YOUR game.” -- Johnny M Wahl

1st public game of Conquer the Kings was played Dec. 13th, 2008.  Place: Woodruff Park in Atlanta, GA – The Chess Area
