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INTRODUCTION

THREE DIMENSIONAL /MULTILEVEL CHESS IS A GAME FOR
ADVANCE CHESS PLAYERS. IT IS A GAME FOR THOSE WHO WISH TO
TAKE THE 2D GAME OF CHESS TO THE NEXT LEVEL . IF YOU ARE
WELL VERSED IN THE RULES OF CHESS , THEN YOU SHOULD HAVE
NO TROUBLE PLAYING 3D CHESS . HOWEVER, | OFFER YOU HERE A
SET OF RULES TO AIDE YOU THROUGH THIS COMPLEX GAME, BUT
BE FOREWARNED; THESE RULES ARE MEANT MORE AS A
GUIDELINE , THAN THE RULE.

THE BASIC RULES OF THREE DIMENSIONAL / MULTILEVEL CHESS
IS ESSENTIALLY THE SAME AS THE RULES OF CHESS; HOWEVER,
THERE ARE SOME FUNDAMENTAL DIFFERENCES, THESE
DIFFERENCES WE RE DESIGN TO TAKE ADVANTAGE OF THE THREE
DIMENSIONAL NATURE OF THE GAME.
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3D CHESS

CHESS HAS ALWAYS PRESUPPOSED A CONFLICT BETWEEN
TWO WARRING FACTIONS. THIS CONFLICT TOOK PLACE ON A FLAT
TWO DIMENSIONAL BATTLEFIELD. THE ADVERSARIES WOULD LINE
UP ON BOTH SIDES OF A FIELD AND AT A SINGLE COMMAND THEY
WOULD CHARGE S HOUTING AND SCREAMING ACROSS THE FIELD,
TOWARDS ONE ANOTHER, MEETING IN THE MIDDLE OF THIS FIELD
WITH A TREMENDOUS CRASH i .

WAR!

3D CHESS WILL PRESUPPOSE MUCH THE SAME THING, A
CONFLICT BETWEEN TWO WARRING FACTION, SAVE THAT THESE
TWO WARRING FACTION WILL NOT BE FIGHTING OVER A FLAT TWO
DIMENSIONAL FIELD BUT A TOWER 0 A CASTLE! ONE SIDE WILL BE
LAYING SIEGE TO A CASTLE WHILE THE OTHER SIDE WILL BE
ATTEMPTING TO DEFEND THE CASTLE. INSTEAD OF LINING UP ON
EITHER SIDE OF A FLAT TWO DIMENSIONAL FIELD, THE TWO
WARRING FACTIONS WILL SET UP ON SEPARATE LEVELS, ONE AT
THE TOP OF THE TOWER AND THE OTHER AT THE BOTTOM OF THE
TOWER. BOTH SIDES WILL CHARGE TOWARDS ONE ANOTHER
MEETING AT THE CENTER OF THE TOWER .

CASTLE SIEGE !



GAME PLAY

THE INITIAL SET UP FOR THREE DIMENSIONAL / MULTILEVEL
CHESS IS AS FOLLOWS:

EIGHT CHESSBOARDS OF STANDARD SIZE ARE STACKED ONE
ABOVE THE OTHER, OR ARRAYED OVER A FLAT SURFACE. THE FIRST
OR BOTTOM MOST BOARD IS DESIGNATED (I) AND THE LAST TOP
MOST BOARD IS DESIGNATED (VIII).

THE LIGHT P IECES SET S UP ON THE FIRST ROW OF THE FIRST
() AND SECOND (IlI) BOARD S, WITH THE MAJOR PIECES SETTING UP
ON THE FIRST BOARD AND THE PAWNS SETTING UP ON THE
SECOND. THE DARK PIECES SET S UP ON THE EIGHT ROW OF THE
SEVENTH (VIlI) AND EIGHTH (VIIl) BOARD S WITH THE MAJOR PIECES
SETTING UP ON THE EIGHTH BOARD AND THE PAWNS SETTING
SEVENTH BOARD.

THE ARRANGEMENT OF THE PAWNS ARE DESIGN TO PROTECT
THE KING AND THE MAJOR PIECES FROM ATTACKS ABOVE AND
BELOW, WHICH IS MORE VIABLE IN 3D CHESS .

SEE FIG:



n u

4 A
SET UP
A 4
1 | | I

ml




L]

KING

THE KING CAN MOVE ONE SQUARE IN ANY DIRECTION
(HORIZONTALLY, VERTICALLY, OR DIAGONALLY). THE EXCEPTIONS
TO THIS RULE ARE THAT IT MAY NOT MOVE ONTO A SQUARE THAT IS
BEING THREATENED BY AN ENEMY PIECE, OR ONE THAT IS
ALREADY OCCUPIED BY ANOTHER PIECE. TH E KING CAPTURES AS IT
MOVES, CLAIMING THE SQUARE.

SEE FIG:
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QUEEN
THE QUEEN MOVE S (1) ONE TO (7) SQUARES IN ANY ONE
DIRECTION, DIAGONALLY, HORIZONTALLY, OR VERTICALLY,
CAPTURING PIEC ES AS IT MOVES, CLAIMING THE SQUARE.
SEE FIG:
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BISHOP

THE BISHOP MOVE S DIAGONALLY (1) TO (7) SQUARES, IN ANY
ONE DIRECTION; BUT CANNOT CHANGE FROM ONE COLOR SQUARE
TO OTHER. THE BISHOP CAPTURES PIECES AS IT MOVES, CLAIMING
THE SQUARE .

SEE FIG:
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KNIGHT

THE KNIGHT MOVE IS UNUSUAL AM  ONG CHESS PIECES. WHEN
IT MOVES, IT MOVES TWO  (2) SQUARES HORIZONTALLY AND ONE (1)
SQUARE VERTICALLY, OR TWO 2) SQUARES VERTICALLY AND ONE (1)
SQUARE HORIZONTALLY. THE MOVE THEREFORE LOOKS LIKE THE
LETTER 'L'. THE KNIGHT CAPTURES ENEMY PIECES CLAIMING  THE
SQUARE.

SEE FIG:
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ROOK
THE ROOK MOVE S HORIZONTALLY OR VERTICALLY (1) TO (7)
SQUARES IN ANY ONE DIRECTION, CAPTURING PIECES AS IT MOVES,
CLAIMING THE SQUARE .
SEE FIG:
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PAWN

THE PAWNS MOVE S ONE SQUARE FORWARD, (UP OR DOWN,
RESPECTFULL Y) SAVE ON ITS FIRST MOVE, WHICH IT CAN MOVE (2)
TWO SQUARES FORWARD; OR TWO SQUARES UP, (OR TWO SQUARES
DOWN RESPECTFULLY), THE PAWN S CAPTURES ON A DIAGONALLY
AS IT ADVANCES AND THEN CONTINUES TO MOVE FORWARD ON E
SQUARE PER TURN. PAWNS CANNOT RETREAT.

SEE FIG:
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THE PAWNS
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GAME PLAY

THE OPENING

GAME PLAY BEGINS AS IN STANDARD CHESS WITH THE LIGHT
PIECES ATTACKING AND THE DARK PIECES DEFENDING . THE LIGHT
PIECES MOVES FIRST AND THEN ITIS THE DARK PIECES TURN .
BOTH SIDES SHOULD DEVELOP THEIR PIECE S OFF THE IR ORIGINAL
SQUARES AND PREPARE FOR BATTLE .

THE MIDDLE GAME

AS IN STANDARD CHESS CONTROL OF THE CENTER IS VITAL,
ONCE YOU HAVE DEVELOPED YOUR PIECES IT IS TIME TO MOVE
THEM TO THE CENTER. BOARDS IV AND V MARKS THE CENTER
BECAUSE THESE TWO BOARDS AFFORDS EITHE R SIDE THE WIDEST
RANGE OF MOVEMENT. TAKE AND HOLD THE CENTER AND THE
GAME IS YOURS. HOWEVER, TO HOLD THE CENTER, AND TO TRACK
DOWN THE KING YOU NEED TO SUPPLEMENT YOUR FORCES; NOW
WOULD BE A RIGHT TIME TO START PROMOTING SOME OF YOUR
PAWNS.

THE END GAME

THE GOAL OF 3D CHESS IS THE SAME AS 2D CHESS 8 MATE
THE KING ! NEVERTHELESS, TO MATE THE KING WILL TAKE
COURAGE, AND SKILL. ELIMINATE AS MANY OF THE OPPONENTS
PIECES AS POSSIBLE , SEPARATE THE KING FROM ITS ESCORTS.
EXCHANGE WISELY. EXECUTE QUICKLY.
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STRATEGY

HOW DOYOU PLAY 3D CHESS™ A LONG TIME AGO | READ; ACHESSTAKES
TEN MINUTESTOLEARMBUT A LI FE TI1 MPLAYIGBG BDACEHESSR .
IS GOING TO BEQUITE A DIFFERENTEXPERIENCE BUT ONCE YOUARE
FAMILIAR WITH THE THREE DIMENSIONALNATURE OF THEMOVEMENT
OF THE SEVERAL PIECES, AND THE SET UP OF THE GAMETHEN THERE
REALLY ONLY FEW THINGS TO KEEP IN MIND.

IN THE OPENING, | SUGGEST ADVANCING YOUR PIECES
ACROSS THE BOARDS BEFORE AT TEMPTING TO MOVE THEM FROM
ONE BOARD TO ANOTHER , IMAGE THE OPENING AS IF YOU ARE
POSITIONING YOUR ARMY, BEFORE THE MAIN OFFENSIVE , BECAU SE
FROM YOUR FINAL OPENING POSITION YOU WILL BE ADVANCING
YOUR PIECES TOWARDS THE CENTER . WHEN DEVELOPING YOUR
MAJOR PIECES THEY SHOULD SHADOW THE PAWNS. MOVE THE
PAWN TO A PERPEN DICULAR POSITION IN WHICH YOU INTEND TO
MOVE YOUR MAJOR PIE CE, ON YOUR VERY NEXT TURN, AND THEN
WHEN YOU DO FINALLY MOVE THAT P IECE, MATCH IT TO THE
PAWNS POSITION. IN THIS MANNER, THE PAWNS ARE ALWAYS IN A
POSITION OF PROTECTING THE MAJOR PIECE S, AS WELL AS THE
KING.

SEE FIG.
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IN THE MIDDLE GAME , DEPENDING WEATHER YOU ARE ON THE
DARK SIDE OR THE LIGHT SIDE YOUR PIECES  WILL ASCEND OR
DESCEND TOWARDS THE CENTER. TAKE CARE; YOUR MAJOR
PIECES SHOULD CONTINUE TO SHADOW THE PAWNS AS THEY MOVE
FROM BOARD BY BOARD , AS THEY ADVANCE TOWARDS THE
CENTER. ONE CARELESS MOVE CAN COST YOU A PIECE AND THE
GAME. ONCE YOU HAVE GAINED, THE CENTER, ALL BETS ARE OFF --
EXCHANGE MATERIAL FOR POSITION . REMEM BER, YOUR PAWNS
STILL HAVE QUITE A JOURNEY AHEAD OF THEM BEFORE
PROMOTION; SO YOU ARE GOING TO NEED THEM, PROTECT THEM!

IN THE END GAME, FROM HERE ON, THERE IS LITTLE
DIFFERENCE FROM 2D TO 3D CHESS, SIMP LE 6 MATE, THE KING.
MATING THE KING IN3 D CHESS SHOULD NOT BE ROCKET SCIENCE;
BUT BECAUSE OF THE 3D , MULTIPLE BOARD NATURE OF THE GAME,
ADHERENCE TO THE BASIC RULES OF CHESS WILL NOT HELP.

TRYING TO COVER THE GAME OF 3D CHESS WITH THE 2D
CHESS GAME RULE SET; IS AS IF TRYING TO oFIT ABIG MAN IN A
LITTLE COATG, IT IS NOT GOING TO WORK. 3D CHESS IS JUST TOO
IMMENSE , AND IT ISBOUND TO GROW WITH TIME . THEREFORE, |
DECIDED TO ADJUST 0 TWEAK, THE BASIC RULE OF CHESS, JUST A
LITTLE; SO IT WOULD FUNCTION BETTER IN 3D.

THE RULES OF CHESS STATES:

A CHECK IS THE RESULT OF A MOVE THAT PLACES THE OPPOSING
KING UNDER AN IMMEDIATE THREAT BY ONE OfORE PIECES. .

IT IS AGAINST THE RULES FOR A PLAYER TO MAKEQVE, WHICH
PUTS HIS/HER OWN KING IN CHECK .

THIS IS MY CONTRIBUTION:

THE KING CANNOT MOVE TO ANY BOARD (LEVEL) IF DOING SO
RESULTS IN A CHECK . ..
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CASTLING

CASTLING IS A LOT SIMPLER IN 3D BECAUSE THERE IS NO
NEED TO MOVE ANY PAWNS OUT THE WAY OF THE MAJOR PIECES .
THE KING AND ROOK CASTLE S ONCE THE QUEEN, BISHOP AND
KNIGHT ARE DEVELOP ED OUT OF THE WAY.

SEE FIG:
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KING SIDE CASTL E

QUEEN SIDE CASTL E
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NAMING SQUARES IN THE ARRAY

EACH SQUARE OF THE 3D ARRAY IS IDENTIFIED BY A UNIQUE
SET OF LETTER S AND NUMBER S. THE VERTICAL FILES ARE
LABELED A THROUGH H, THE HORIZONTAL RANKS ARE NUMBERED
1 TO 8, AND EACH B OARD IS LABELED i TO viii ; EACH SQUARE OF
THE ARRAY, THEN, ARE UNIQUEL Y IDENTIFIED BY ITS FILE LETTER,
RANK, AND BOARD NUMBER. THE WHITE KING, FOR EXAMPLE,
STARTS THE GAME ON SQUARE iE1l. THE BLACK KNIGHT ON iB8 CAN
MOVE TO iA6 AND iC6. CHESS NOTATIONS ARE A WAY TO
DETERMINE ANY UNIQUE POINT IN THE ARRAY.
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