Dragon 100
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The DrAGONCHESS game is a fantasy-based variation of chess, in which the object of the game
(as in standard chess) is to checkmate the opposing King. An understanding of the rules of chess
is helpful in order to understand how DrRAGONCHESS is played.

The playing surface for DRAGoNCHESs is a three-tiered structure of rectangular boards, with
each board composed of a grid 12 squares wide and 8 squares deep. The squares are alternately
colored light and dark (or other color tones that contrast with each other), configured so that a
light-colored square is in the near right-hand corner when the board is viewed from the longer
side. The upper board represents the air, the middle board the land, and the lower board the
subterranean world. To simulate the various environments, it is suggested that the squares on
the upper board be colored light blue and white; on the middle board, light green and amber;
and on the lower board, red and brown. Each board is the starting place for pieces particular
to its environment; some pieces cannot move up or down off the board they begin on, but other
pieces can travel between two or even all three boards. The opposing forces are designated as
Gold and Scarlet, with Gold always moving first.

SETTING UP

At the start of the game, each player’s pieces are positioned as shown in the accompanying dia-
gram. Each force on the upper board consists of six Sylphs, two Griffons, and one Dragon. On
the middle board, each side possesses one King, one Mage, one Paladin, one Cleric, two Heroes,
two Thieves, two Unicorns, two Oliphants, and twelve Warriors. Each side’s force on the lower
board is made up of six Dwarves, two Basilisks, and one Elemental. In all, there are 42 pieces
per side, or a total of 84 pieces in the game.
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NOTATION AND
TERMINOLOGY

In the following descriptions of how pieces move
and capture, squares on the board(s) are described
in algebraic notation, with files (columns) labeled “a”
through “1” reading left to right from Gold’s view-
point, and ranks (rows) numbered 1 (nearest to the
Gold player) through 8 (nearest to the Scarlet player).
A numerical prefix of 1 (upper board), 2 (middle
board), or 3 (lower board) designates the board on
which a certain square is located. Thus, “1al” is the
square in the near left-hand corner of the upper
board, as viewed from the Gold player’s position, and
“318” is the square in the far right-hand corner of the
lower board. Each piece is identified by the initial
letter of its name (“S” for Sylph, etc.) except for the
Dragon, which is identified by “Dr” to distinguish it
from a Dwarf piece.

In all other respects, movement and capture nota-
tion is essentially the same as for standard chess. A
full description of this notation is given near the end
of this text.
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Standard chess pieces are referred to frequently
in the descriptions of how DrRAGONCHESS pieces
move and capture; in such cases, their names (king,
rook, etc.) are not capitalized, while the names of
DRrAGONCHESS pieces are always capitalized. In the
diagrams of movement that accompany the descrip-
tion of each piece, “O” designates a square that a
piece can move into, if that square is unoccupied (i.e.,
no capture is permitted); “*” designates a square that
can be occupied only if a capture is involved; and “%”
designates a square that can be occupied either by a
capturing or a non-capturing move.

Because many pieces can move in three dimen-
sions, nomenclature for movement between squares
has been standardized as follows: “horizontal” refers
to a side-to-side move as viewed by the player moving
the piece; “vertical” is a move forward (toward the
opponent’s side of the board) or backward (toward
one’s own side) along the file occupied by the piece;
and “up” and “down” refer to movement from one
board to another.

\

Starting Position, Lower Board
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THE UPPER BOARD

Sylph

The Sylph has a move on the upper board that is
essentially the converse of that of a pawn. It moves
forward only, one square diagonally either to the
left or right, and it can capture a piece on the upper
board which lies directly ahead of it by moving for-
ward into that square and supplanting the opposing
piece that was located there. Thus, every time a Sylph
makes a capture on the upper board, it changes the
color of the diagonal along which it makes further
(non-capturing) moves, from dark to light or vice
versa. Gold’s Sylphs begin the game on the light-col-
ored squares of the second rank, while the Sylphs of
the Scarlet side start on the dark-colored squares of
the seventh rank.

In addition to its movement and capture powers
on the upper board, the Sylph can capture an oppos-
ing piece on the middle board that lies directly below
it. This is the only way in which the Sylph can move
to the middle board. It cannot move to, nor make a
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capture upon, the lower board. Once located on the
middle board, the Sylph cannot move except to return
to the upper board. It may do this by moving directly
upward to the square it previously occupied, or by
moving upward to any of the six starting squares for
Sylphs of the appropriate color. A Sylph cannot cap-
ture by means of an upward move; it must return

to the upper board by moving into an unoccupied
square.

A Sylph located at 3¢4 can move to 3b5 or 3d5.

It can occupy 3¢5 or 2¢4 by capturing an opposing
piece, if one is located on either of those squares.
After making a capture at 2c4, the Sylph can move
back to 3c4 on a subsequent turn, if that square is
empty, or it can move up to any unoccupied starting
square. For a Gold Sylph, the legal destinations are
3a2, 3c2, 3e2, 3g2, 3i2, and 3k2.

A Sylph that reaches the eighth rank on the upper
board can move no farther on that board, but retains
the power to capture downward. If such a capture is
accomplished, the Sylph can regain mobility on the
upper board by moving up into one of the starting
squares for Sylphs of the appropriate color.

Sylph (Upper Board)

Griffon

Starting squares for the Gold Griffons are 3c1 and
3k1; the Scarlet Griffons begin at 3¢8 and 3k8.
When on the upper board, a Griffon moves along a
path that runs one square horizontally or vertically
and two squares diagonally in the same direction.
Like the knight, it vaults over intervening squares
(even if they are occupied) and only exerts control
over the destination square, not the intervening
ones. (This is identical to the move of the elephant
in Korean chess.) A Griffon at 3d4 can move to or
capture a piece at 3a2, 3bl, 3f1, 3g2, 3g6, 3f7, 3b7,
or 3a6.

In addition, a Griffon may occupy the middle
board by a move down to one of the four squares on
the diagonal from the upper-board square it started
from. (Note that a Griffon located on the edge of the
upper board only commands two squares on the
middle board instead of four.) A Griffon returns to
the upper board by a move to any of the four (or two)
squares diagonally above the Griffon. It can move
between the upper and middle boards whether or not
a capture is involved. A Griffon at 3d4 can move to or
capture at 2c5, 2c3, 2e3, or 2e5.

While a Griffon is on the middle board, it forfeits
the power of flight, and as such it can only move
and capture in the squares diagonally adjacent to
it. A Griffon located at 2e5 commands all of the fol-
lowing squares: 216, 2f4, 2d4, 2d6, 36, 3f4, 3d4,
and 3d6.

Dragon Anniversary: Dragonchess
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Dragon

The starting square for the Gold Dragon is 3g1, and
the Scarlet Dragon begins at 3g8. A Dragon’s move-
ment and capture powers on the upper board are a
combination of the moves of the king and the bishop:
unlimited along the diagonals, or one square in any
horizontal or vertical direction. While the Dragon
cannot move downward, it does have the unique
ability to capture an opposing piece on the middle
board that lies in the square directly beneath it or on
any of the squares horizontally or vertically adjacent
to that square. The captured piece is removed from
the middle board, but the Dragon remains on the
upper board. A Dragon at 3c4 could capture “from
afar” an opposing piece located at 2c4, 2¢5, 2d4, 2¢3,
or 2b4.

Dragon (Upper Board)

THE MIDDLE BOARD

Warrior

At the start of the game, the twelve Gold Warriors are
positioned along the second rank, and their Scarlet
counterparts begin on the seventh rank. (The dia-
gram below depicts a Gold Warrior moving toward
Scarlet’s side of the board.) The move of the Warrior
is identical to that of a pawn, except that a Warrior
cannot advance two squares on its first move. The
Warrior can move into an unoccupied square ver-
tically ahead of its location, and it can capture an
opposing piece located on either adjacent diagonal
square ahead of'it. The Gold Warrior that starts the
game at 2¢2 can move to 2¢3, or it can occupy either
2b3 or 2d3 by capturing an opposing piece located
on one of those squares. A Warrior that reaches the
opponent’s back rank is promoted to a Hero, in the
same fashion that a pawn is promoted. However,
unlike standard chess, the owning player does not
have a choice; a pawn can be promoted to a queen,
bishop, knight, or rook, but a Warrior can only
become a Hero. A Warrior cannot move to or capture
pieces located on the upper or lower boards.

Warrior (Middle Board)
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Oliphant ~

The Oliphants for each side start on the corner >
squares of the middle board—2al and 211 for Gold,

2a8 and 218 for Scarlet. The move of an Oliphant is

identical to that of a rook—that is, as many squares

horizontally or vertically as desired, as long as no

piece interferes with its path of movement. An Oli-

phant cannot move to or capture pieces located on

the upper or lower boards.

Oliphant (Middle Board)
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Unicorn

The Unicorns for each side start on the squares hori-
zontally adjacent to the Oliphants—2b1 and 2k1 for
Gold, 2b8 and 2k8 for Scarlet. A Unicorn moves and
captures in the same way as a knight, including the
ability to vault over pieces on intervening squares.

It cannot move to or capture pieces located on the
upper or lower boards.

Unicorn (Middle Board)

Hero

The Heroes for each side start adjacent to the
Unicorns—2c1 and 2j1 for Gold, 2¢8 and 28 for
Scarlet. On the middle board, a Hero moves either
one or two squares in any diagonal direction, with
the ability to vault over an intervening piece on a
two-square move. Capture is accomplished in the
same manner.

A Hero can also move up or down one board at a
time, going to any square diagonally adjacent to the
square directly above or below its former location.
A move back to the middle board is accomplished
the same way. When located on the upper or lower
board, a Hero’s only move is to return to the middle
board; it cannot travel to any square other than
the one to which it ascended or descended. A move

from one board to another can involve a capture if
so desired.

Hero (Middle Board)

Thief

The two Thief pieces for each side start the game
adjacent to the Heroes—2d1 and 2il for Gold, 2d8
and 2i8 for Scarlet. A Thief moves and captures
exactly as a bishop, going any number of squares
diagonally as long as no piece interferes with its path
of movement. It cannot move to or capture pieces
located on the upper and lower boards.

Thief (Middle Board)
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Cleric

The Gold Cleric starts on 2el, the Scarlet Cleric on
2e8. The basic, two-dimensional move of a Cleric

is the same as that of the king: one square in any
direction. In addition, a Cleric can move one square
directly up or down, and retains its full movement
(and capture) abilities on both the upper and lower

boards.

Cleric (Middle Board)

Mage

The Mage for each side starts on the square adja-

cent to the Cleric—2f1 for Gold, 28 for Scarlet. On
the middle board, a Mage moves and captures in

the same way as the queen, able to follow an unob-
structed path in any horizontal, vertical, or diagonal
direction. In addition, a Mage can move (and capture,
if applicable) directly upward or downward across
one or more boards. However, a Mage on either the
upper or lower board is limited to a move of one
square in a horizontal or vertical direction. A Mage
located at 2c4 move up to 3c¢4, and on its next move
could go downward two boards to 1c4. If the Mage
then remained on the lower board, it could only move

to 1c5, 1d4, 1c3, or 1b4.
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Mage (Middle Board) King Paladin (Middle Board) U

The King for each side begins on the square adjacent
to the Mage—2g1 for Gold, 2g8 for Scarlet. The King
moves and captures similarly to a king in standard
chess. In addition, the King may move (and capture) by
shifting one square directly up or down. A King that
has moved to the upper or lower board cannot move
upon those boards, and must return to the middle
board before it can again move and capture normally.

King (Middle Board)

Paladin

The Paladin for each side begins in the square adja-
cent to the King—2h1 for Gold, 2h8 for Scarlet. On
the middle board, a Paladin’s movement and capture
abilities are a combination of those of a king and a
knight. It can also move upward or downward with a
knight-like move, i.e. one board up and two squares
horizontally or vertically, or two boards up and one
square horizontally or vertically, and it can vault over
intervening pieces with this sort of move, just as if
the move did not involve a change of boards. Upon
the upper or lower board, the Paladin is limited to

a king-like move (and capture) of one square in any

direction. A Paladin located at 3¢4 can move between
boards to any of the following squares: 2¢6, 2e4, 2c2,
2a4, 1c5, 1d4, 1c3, or 1b4.
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THE LOWER BOARD

Dwarf

The six Gold Dwarves start on the dark-colored
squares of the second rank on the lower board; the six
Scarlet Dwarves begin the game on the light-colored
squares of the seventh rank on the lower board. (The
diagram below depicts a Gold Dwarf moving toward
Scarlet’s side of the board.) Similar to a Warrior, a
Dwarf can make a non-capturing move one square
vertically ahead, and captures ahead diagonally. In
addition, a Dwarf can make a non-capturing move
one square in either horizontal direction, and it can
capture an opposing piece on the middle board that
lies directly above the Dwarf. If a Dwarf moves to the
middle board by means of a capture, it retains the
movement and capture powers it has on the lower
board, but a Dwarf cannot move to or capture pieces
located on the upper board. It may return to the
lower board by a move directly down to an unoccu-
pied square; i.e., the downward move cannot involve
a capture. A Dwarf on 1d4 could move (without
capturing) into 1d5, 1c4, or le4; it could capture an
opposing piece located on 1c5, 1e5, or 2d4. A Dwarf
on 2d4 could return to the lower board by moving to

Dwarf (Lower Board)

1d4, but only if that square is unoccupied. A Dwarf
that reaches the opponent’s back rank is limited to
horizontal moves on the board it occupies, and also
retains the ability to move between the lower and
middle boards in the manner described above.

Basilisk

The two Gold Basilisks start on 1c1 and 1k1; the
Scarlet Basilisks start on 1c8 and 1k8. A Basilisk
moves one square at a time, either ahead diagonally
or vertically or backward vertically. It captures by
forward movement only. A Basilisk also has the
unique ability of “freezing” an opposing piece—but
not a friendly piece—located directly above it on the
middle board, such that the opposing piece cannot
move until the Basilisk is moved or captured. (This
“freezing” is automatic and involuntary; the player
owning the Basilisk cannot choose not to immobilize
the piece, and does not have to specifically declare
that the “freeze” is in effect.) If the opposing King is
the piece being “frozen,” the King is checkmated if
any other piece attacks it and the opponent is unable
to capture the attacking piece or interpose a piece to
blunt the attack.

A Basilisk located on 1d4 can make a move or
a capture into 1c5, 1d5, or 1e5. It can move to 1d3

Basilisk (Lower Board)
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if that square is unoccupied, and it automatically
“freezes” any opposing piece on 2d4, or one that

is subsequently moved into 2d4. A Basilisk cannot
move off the lower board or (with the exception of the
“freezing” power) capture a piece on any other board.

Elemental

The Gold Elemental starts on 1g1; the Scarlet Ele-
mental begins the game on 1g8. An Elemental can
move one square diagonally or one or two squares
horizontally or vertically. It captures only on horizon-
tal or vertical moves. It may move up to the middle
board to make a capture by moving one square hori-
zontally or vertically and then directly upward. It may
remain unmoving on the middle board if so desired,
or it can return to the lower board by a reverse of the
upward move, i.e., directly down and then one square
horizontally or vertically. The upward move can only
be made if a capture is involved, but the downward
move can be made without capturing.

An Elemental on 1d4 can move (but not capture)
into 1c5, 1e5, 1e3, or 1c3. It can move or capture into
1d5, 1d6, 1e4, 1f4, 1d3, 1d2, 1c4, or 1b4. It can cap-
ture upward into 2d5, 2e4, 2d3, or 2c4. An Elemental
on 2d4 can move or capture downward into 1d5, le4,
1d3, or 1c4.

Elemental (Lower Board)
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MOVEMENT
BETWEEN BOARDS

At first, it may be difficult for players to envision and
properly execute the upward or downward movement
of pieces. However, “thinking in three dimensions”
will come easily after one or two practice games are
played. Perhaps the hardest single concept to grasp
is the idea of intervening squares on moves from one
board to another. The general rule is this: If a piece is
unable to vault over intervening squares in its basic
(two-dimensional) move, then it is likewise unable

to move between boards if a piece blocks the path it
must take. Specific applications for particular pieces
are as follows:

The Griffon, the Hero, and the Paladin all have
the knight-like ability to vault intervening squares,
and this applies on any upward or downward move
made by those pieces. (The square directly above or
below the piece in question need not be vacant.)

The Mage can move from the lower board to the
upper board (or vice versa) in a single move, but it
cannot vault intervening squares. Thus, in order
for the Mage to travel upward from 1d4 to 3d4, the
square at 2d4 must be vacant.

The Elemental is something of a special case. Its
move between boards is a two-step process, and it
cannot vault over intervening squares. Its upward
move begins with a shift of one square horizontally
or vertically on the lower board; thus, at least one of
the squares horizontally or vertically adjacent to the
Elemental must be vacant in order for it to make an
upward move. The Elemental is even more restricted
when moving down from the middle board; since the
horizontal or vertical move is preceded by a move
directly down, the square immediately beneath the
Elemental must be vacant in order for it to make a
downward move.

CHESS RULES THAT
DO NOoT APPLY

Two conventions of standard chess are not part of the
DraconcHess rules. The Warrior is unable to move
two squares ahead on its first move, and as such it is
not possible for a Warrior to capture en passant as

a pawn does. Also, because of the multiple boards,
greater area of play, and larger number of men, cas-
tling is not possible in DRAGONCHEsSS.

MOVEMENT AND
CAPTURE NOTATION

The method of recording moves in DRAGONCHESS is
basically the same as for standard chess, with certain
differences (explained earlier) to account for the dif*
ferent names of the pieces and the multiple boards.
The following examples cover all the situations that
could occur in a game:

1) w2f3

2) S/3e2-3d3

A basic non-capturing move; notation 1 is the first
non-capturing move that the Gold Warrior starting
at 2f2 can make. (Read it as “Warrior moves to 2{3.”)
In most cases, a non-capturing move can be noted
simply by naming the type of piece being moved (W)
and the square it moves to (2f3). When more than
one piece of the same type is capable of making the
same move, the moving piece is specifically identified
by naming the square it is moving from, using a “/” to
indicate “at.” (Read notation 2 as “Sylph at 3e2 moves
to 3d3.”) In this notation, a hyphen is used to separate
the location square from the destination square.

3) W2e3
4) Wx2e3
5) W/2d2x2e3

\

6) WxU2e3

7) WxU

Five ways of describing a capture; the correct nota-
tion depends upon the position of the pieces and, to
some extent, the preference of the players. Notation 3
can be used if only one Warrior is capable of moving
to 2e3, and if that move involves a capture. Notation

4 is more specific, using the “x” to indicate a capture.
(Read as “Warrior captures (unspecified piece) at
2e3.”) Notation 5 is necessary when more than one
Warrior would be capable of making a capture at 2e3,
again using the */” (as in notation 2 above) to indicate
“at.” (Read as “Warrior at 2d2 captures at 2e3.”) Nota-
tion 6 includes the identification of the type of piece
captured—in this case, the Unicorn located at 2e3.
Notation 7, read simply as “Warrior captures Uni-
corn,” can be used if only one such capture is possible.
In most cases, the proper notation would be 4, 5, or 6,
or a minor variation on one of those. The important
thing is to describe each move in such a way that the
notation could only refer to one specific move by one
specific piece. This will avoid possible confusion if the
moves of a game are to be studied or replayed.

8) W2f8(H)
The move and promotion of a Warrior. (Read as
“Warrior moves to 2f8 and is promoted to a Hero.”)

9) Drx2c4

A capture “from afar” by a Dragon. (Read as “Dragon
captures (unspecified piece) at 2c4.”) To avoid the
awkward “Drx” usage, this move could be written

as “Dr2c4” since any move by the Dragon involving
a square on the middle board must necessarily be a
capture “from afar.”

10) UxOch

Ilustrating the use of “ch” to indicate a move that
puts the opposing King in check. (Read as “Unicorn
captures Oliphant with check.”)

//.

S

'

June 2011 | DRAGON 400 \ 8

Y



Dragon Anniversary: Dragonchess

VALUES OF THE PIECES

The complexities of multiple-board play and the
varying powers of the pieces in DRAGONCHESS
makes absolute valuation far more difficult than
it is for standard chess pieces. In chess, a pawn is
valued at 1, knights and bishops at 3, rooks at 5,
and the queen at 9. (If the king were not of infi-
nite value, its movement and capturing power
would give it a value of 4.) The approximate
relative values of the pieces in DRAGONCHESS is
detailed below, to give players an idea of which
exchanges are beneficial and which are not.
For instance, the trade of a Hero for a Griffon
is roughly an even exchange, while the trade of
a Basilisk for an Oliphant will generally result
in a material advantage for the player losing
the Basilisk. However, it should always be kept
in mind that the true “value” of a piece in any
game situation depends primarily on the piece’s
location and its role in the game, rather than on
its theoretical movement and capture powers.

Piece Value Piece Value
King * Thief 4
Mage 11 Elemental 4
Paladin 10 Basilisk 3
Cleric 9 Unicorn 21/2
Dragon 8 Dwarf 2
Griffon 5 Sylph 1
Oliphant 5 Warrior 1
Hero 41/2

* In practice, the value of the King is infinite,
since the loss of this piece means the loss of
the game.

Other Symbols

dbl ch

dis ch

mate

These three terms, taken from standard chess nota-
tion, indicate certain special occurrences. Double
check (dbl ch) occurs whenever a move enables one
or more pieces to give check at the same time. Dis-
covered check (dis ch) occurs when the move of one
piece opens a path that enables a different piece to
give check. And “mate,” of course, is checkmate—
noted on the final move of a game, when the King is
attacked in such a way that it cannot avoid being cap-
tured on the attacker’s next move.

No special notation is given for the Basilisk’s “freez-
ing” power, since it is not technically a move or a
capture, and since it is automatically assumed that
any piece occupying the square above the Basilisk is
frozen. Thus, a notation of Ble3 makes it clear that
(a) the Basilisk now occupies square 1e3 and (b) any
opposing piece located at 2e3 is thereby immobilized
as long as the Basilisk remains where it is.

STRATEGIC AND
TACTICAL TIPS

No single piece of text—even one many times longer
than this—could fully describe and analyze the
myriad positions and situations that can occur in
DraconcHEss. However, some general strictures are
apparent from an examination of how the various
pieces move and capture, and certain basic facts of
chess strategy apply equally to DRAGONCHESS.
Mobility is all-important, and, just as in chess,
control of the central squares is usually a prerequisite
for victory. The rectangular board of DrRAGoNCHESS
makes the “central squares” area somewhat more dif-
ficult to define than it is in chess—but it certainly is

/ \\P -
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a larger area. It could be described as a 2-by-6 rect- o

angle with 2d4, 2d5, 2i5, and 2i4 as its corners; or,

a 2-by-8 rectangle extended out on either side; or, a
4-by-4 rectangle in the center of the middle board. In
any event, the side that does the better job of control-
ling the center squares will have a greater amount of
mobility and will more easily be able to bring pieces
to bear upon critical squares anywhere on the playing
surfaces.

In many instances, the square that a piece stands
on is not as important as the squares that the piece
controls. Players should be mindful of moving their
pieces into positions where they command a large
number of squares, thereby limiting the opponent’s
ability to occupy those same locations.

In general, it is wise not to bring the “big guns”
(particularly the Mage and the Paladin) into active
positions until some of the minor pieces have been
developed. Making a lot of moves with the Mage
(for instance) early in the game is usually a bad idea,
because this delays the development of other pieces
that could have been moved out instead, and because
this could subject the Mage to a series of harassing
attacks from the opponent’s minor pieces—which are
being developed at the same time that they are doing
the harassing. (In chess, this phenomenon is known
as a “queen hunt,” and it has led to the downfall of
many a player who had visions of ravaging the opposi-
tion with sweeping moves of the queen—but instead
ended up without a queen to move.)

It is no accident that each side’s Dragon begins
the game directly above the King of the same side.
While the Dragons are obviously powerful offensive
pieces, each must play predominantly a defensive
role to begin with—for if one Dragon sallies forth on
the upper board to wreak havoc upon the opponent’s
middle-board pieces, the King may be left vulner-
able to a quick but deadly attack from the opposing
Dragon.
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The power of the Basilisk to immobilize an oppos-
ing piece has a lot of potential for use in offensive
and defensive strategy. To help protect one of your
own pieces, move it to the square above one of your
Basilisks. Then, if it is captured, the capturing piece
is frozen and you can capture it more or less at your
leisure without necessarily having to make the return
capture immediately. A well-timed Basilisk move can
lead to an abrupt checkmate even if the opposing
King is not the piece that is frozen, in a case where the
Basilisk immobilizes a piece that was crucial to the
defense of the King. Except for the fact that it occupies
a square on the board, an immobilized piece can be
treated as if it did not exist. An immobilized Mage
may be better than no Mage at all-but not by much.

In general, the pieces on the lower board (espe-
cially the Dwarves) do not play critical roles in the
opening or the middle game, but if the Dwarves
haven’t already been moved too far forward, they can
be very useful in the endgame (when relatively few
pieces remain on the board) as defensive outposts,
to prevent the opponent’s middle-board pieces from
penetrating too deeply into the territory nearest your
side of the board.

Do not underestimate the power of the Cleric. Of
the five types of pieces that can move up or down to
any of the three boards, the Cleric is the only one that
moves and captures in the same fashion regardless
of which board it occupies. The Paladin and Mage
are limited in their mobility when not on the middle
board, to such an extent that they will not generally
spend much time on the upper or lower board—and
the Heroes and the King, although they can move
to the upper or lower board, cannot move on those
boards, and the King especially can be easily trapped
if left on the upper or lower board for any longer than
necessary.

PUuTTING TOGETHER
A GAME

For reasons that should be obvious, this presentation
could not include actual components for a DraGoN-
cHEss game—making a board and filling it with
pieces must be left up to you. For our playtesting

and development purposes, we constructed a board
from sheets of plexiglass with contact paper applied
to form the checkerboard patterns. The boards were
spaced approximately six inches apart, allowing
enough room for hands to reach in and manipulate
pieces. The squares on our board are 1 1/2 inches on
a side, making a playing surface 18 inches wide and
12 inches deep. The plexiglass sheets were cut large
enough to allow another 1 1/2 inches all around, and
had 1/4-inch holes drilled in each corner. Through
these holes we inserted threaded metal rods, fastened
into place with connectors to space the boards prop-
erly and capped on each end with plastic knobs to
prevent scratching the surface on which the entire
board is placed during play. It probably isn’t neces-
sary to build a three-dimensional board; three flat
rectangles placed in a row on the tabletop could be
used to represent upper, middle, and lower levels. But
it’s a lot easier to visualize the up-and-down moves of
pieces if the playing surface is actually composed of
three levels.

The pieces came from our collection of metal min-
iatures, and they do not in all cases exactly resemble
the pieces they represent. (For instance, we used
centaur figures for Oliphants because we couldn’t
find any 25mm scale elephants—and even if we could
have, they would have been too large for the board.)
Any sort of pieces will do, even simple tokens, as long
as each type of piece looks distinctly different from
the others.
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