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INTRODUCTION

LIT IT BE UNDERSTOOD THAT THE STRATEGY I SUGGEST IN THIS RULE
SET ARE OF MY OWN DESIGN, IT IS MORE OF A GUIDELINES THAN THE RULE.
IN THE END, IT IS UP TO EACH INDIVIDUAL TO DECIDE HOW BEST TO DEPLOY

THEIR ASSETS.

CHESS (3D CHESS) IS A GAME OF STRATEGY, OF INSIGHT, SKILL AND
ANTICIPATION.

GO FORTH AND CONQUER!
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RULES OF PLAY

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

THE LIGHT PIECES SETS UP ON THE FIRST ROW OF THE FIRST (1ST.)
AND SECOND (2ND.) LEVEL AND THE DARK PIECES SET UP ON THE EIGHTH
ROW OF THE SEVENTH (7TH) EIGHTH (8TH) LEVELS. THE MAJOR PIECES
SETS UP ON THE FIRST AND EIGHTH LEVEL WITH THE PAWNS SETTING UP
ON THE SECOND AND SEVENTH LEVEL.

THE ARRANGEMENT OF THE PAWNS IS TO PROTECT THE KING AND
ITS MAJOR PIECES FROM A PREEMPTIVE ATTACK.
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KING
THE KING MOVES ONE SQUARE ANY DIRECTION.
SEE IMAGE BELOW:

RED DOTS INDICATE THE SQUARES WHERE THE KING CAN MOVE,
AND CAPTURE.
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THE QUEEN

THE QUEEN CAN MOVE ONE TO SEVEN SQUARES VERTICALLY AND
HORIZONTALLY, FORWARDS AND BACKWARDS, UP AND DOWN.

SEE IMAGE BELOW:
THE QUEEN CAN MOVE TO (AND CAPTURE OPPONENTS’ PIECES) ANY
OF THE SQUARES INDICATED WITH A RED DOT.

I




ul

BISHOP

THE BISHOP CAN MOVE DIAGONALLY ONE TO SEVEN SQUARES,
FORWARDS AND BACKWARDS, UP AND DOWN. UNIQUE TO THIS PIECE IS
THAT EACH BISHOP MUST REMAIN ON THE SAME SHADE IT STARTS ON,
THESE PIECES CANNOT EXCHANGE OR CHANGE SHADE (COLOR).

SEE IMAGE BELOW:
THE RED DOTS INDICATES THE SQUARE THE BISHOPS CAN EITHER
MOVE TO OR CAPTURE AN OPPONENTS PIECE.
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KNIGHT

THE KNIGHT IS A VERY COMPLEX PIECE; THE KNIGHT IS THE ONLY
GAME PIECE THAT HAS THE OPTION TO MOVE IN TWO SEPARATE
DIRECTIONS IN A SINGLE MOVE. THE KNIGHT HAS THE OPTION OF MOVING
FIRST ONE SQUARE FORWARDS, BACKWARDS, LEFT OR RIGHT, UP OR
DOWN; AND THEN, MAKING A SHARP RIGHT ANGLE TURN, MOVE TWO
SQUARES, FORWARDS OR BACKWARD, LEFT OR RIGHT, UP OR DOWN.
MORE OVER THE KNIGHT HAS THE OPTION TO MOVE FIRST TWO SQUARES
AND THEN ONE SQUARE. THE KNIGHT CAPTURES THE SQUARE AND ANY
ENEMY PIECE THAT OCCUPIES IT.

SEE IMAGE BELOW:
THE RED DOTS INDICATE WHERE THE KNIGHT CAN MOVE AND
CAPTURE OPPONENTS’ PIECES.
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ROOK

THE ROOK CAN MOVE SEVEN SQUARES HORIZONTALLY OR
VERTICALLY, FORWARDS OR BACKWARDS, LEFT OR RIGHT, UP OR DOWN.
THE ROOK CAPTURES ANY OPPONENTS' PIECES OCCUPYING THE SQUARE.

SEE THE IMAGE BELOW:

THE RED DOTS INDICATE WHERE THE ROOK CAN MOVE AND
CAPTURE PIECES.
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PAWN

PAWNS CAN MOVE ONE SQUARE OR LEVEL FORWARD PER TURN,
SAVE FOR THERE INITIAL MOVE, IN WHICH THE PAWNS CAN MOVE TWO
SQUARES OR LEVEL FORWARD.

SEE THE IMAGE BELOW:

THE RED DOTS INDICATE THE SQUARES THAT THE PAWNS CAN
MOVE TO.
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HOWEVER, PAWNS CAN CAPTURE DIAGONALLY ONLY.

SEE THE IMAGE BELOW:

THE RED DOTS INDICATE THE SQUARES IN, WHICH PAWNS CAN
CAPTURE. ONCE THE PAWN CAPTURES THE SQUARE, THE PAWN
CONTINUES TO MOVE FORWARD OR IF POSSIBLE CAPTURE ANOTHER
PIECE.
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GAME PLAY
I FELT THAT THIS NEEDED REPEATING.

LIT IT BE UNDERSTOOD THAT THESE ARE MORE OF A GUIDELINE
THAN THE RULE!

IN THE END, IT IS THE RESPONSIBILITY OF EVERY INDIVIDUAL PLAYER
TO DECIDE HOW BEST TO MOVE THEIR GAME PIECES. REMEMBER; CHESS (3D
CHESS) IS A GAME OF STRATEGY, OF INSIGHT, AND ANTICIPATION.

SO GO FORTH AND CONQUER!
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THE OPENING

IN THE OPENING, I ADVISED THAT BOTH SIDES ADVANCE THEIR
PIECES FORWARD, ACROSS THEIR RESPECTIVE LEVELS, THAT THE PIECES
DO NOT CHANGE LEVELS UNTIL THEY ARE SATISFIED WITH THE
DEVELOPMENT OF THEIR PIECES.

SEE IMAGE BELOW.
THIS IMAGE SHOWS A BASIC OPENING POSITION, WITH THE PAWNS
PROVIDING PROTECTION FOR THE MAJOR PIECES.
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THE MIDDLE GAME

GAME PLAY CONTINUES AS USUAL, WITH THE WHITE PIECES
ASCENDING (MOVING UP) THE ARRAY, LEVEL BY LEVEL AND THE BLACK
PIECES DESCENDING, (MOVING DOWN) LEVEL BY LEVEL, UNTIL BOTH
SETS OF PIECES MEETING IN THE CENTER.

CONTROL OF THE CENTER IS VITAL AT THIS POINT, AND IT IS A
STRATEGIC ADVANTAGE. IF YOU WANT TO WIN THIS GAME. LEVELS IV AND
V DEFINES THE CENTER OF THE ARRAY, FROM THESE TWO LEVELS YOUR
MAJOR PIECES HAS THE WIDEST RANGE OF MOVEMENTS AND ATTACKS.

SEE THE IMAGE BELOW:
THE RED BRACKETS INDICATES THE CENTER OF THE ARRAY.




THE END GAME

THIS IS WHY WE ARE HERE!

THIS IS WHAT WE FOUGHT SO HARD TO ACHIEVE!

CHECK MATING THE KING. HERE IS WHERE ALL OF YOUR PLANNING
AND STRATEGIZING PAYS OFF.

YOU DID HAVE A PLAN, DID YOU?

OR WERE YOU JUST WINGING IT? NO MATTER, IF YOU HAVE
GOTTEN THIS FAR THEN YOU ARE STILL IN THE GAME.

PAWN PROMOTION

THOUGH CHECK MATING THE KING IS THE MAIN GOAL OF CHESS TO
END THIS GAME YOU WILL NEED MORE THAN BRAINS, YOU ARE GOING TO
NEED MIGHT.

AT THIS STAGE OF THE GAME BOTH YOU AND YOUR OPPONENT HAS
MOST LIKELY MADE A GREAT DEAL OF SACRIFICING. MOREOVER, MUCH
OF WHICH YOU MAY HAVE SACRIFICED WAS TO GAIN POSITION. NOW
THAT YOU HAVE YOUR STRATEGIC POSITION, HOW DO YOU ACQUIRE
MORE MEN YOU NEED TO END THE GAME AND MATE THE KING?

PROMOTE PAWN.

YOUR STRATEGICALLY PLACE PIECES SHOULD INCLUDE PAWNS,
PAWNS PLACED IN A POSITION TO BE PROMOTED AND TO TAKE
ADVANTAGE OF THEIR POSITION BEHIND ENEMY LINES. PAWN
PROMOTION OCCURS ON ONLY TWO LEVELS OF THE ARRAY, THE FIRST
ROW OF THE FIRST LEVEL AND THE LAST ROW OF THE LAST LEVEL. FOR
WHITE PAWNS TO BE PROMOTED THEY MUST TRAVEL UP THROUGH THE
ARRAY AND REACH THE TOP MOST (LAST) LEVEL AND THEN REACH THE
LAST ROW; AND FOR THE BLACK PAWNS TO BE PROMOTED THEY MUST
TRAVEL DOWN THROUGH THE ARRAY TO THE FIRST LEVEL AND THEN
REACH THE FIRST ROW OF THE FIRST LEVEL..

PAWNS DO NOT HAVE TO OPTION OF RETREATING (REVERSING

DIRECTION) SO PAWNS MUST CONTINUE IN THE SAME DIRECTION —

UNTIL THEY CAN GO NO FARTHER, OR CAPTURED.

PAWN PROMOTION OCCURS ONLY ON THESE TWO ROWS AND
NOWHERE ELSE.
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SEE THE IMAGE BELOW:

THE RED ARROWS INDICATES THE ROW AND LEVELS THAT PAWN
PROMOTION TAKES PLACE.

ROW EIGHT (8)
LEVEL EIGHT (8)

ROW ONE (1)
LEVEL ONE (1)
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CHECK MATING THE KING

BY NOW MOST OF YOUR OPPONENT’S PIECES SHOULD BE GONE,
AND THE KING IS ON THE RUN. YOU HAVE LITTLE TO NO TIME TO WASTE —
MATE THE KING!

CAPTURING THE KING IS A GREAT UNDERTAKING -- BUT NOT
IMPOSSIBLE! AS IN THE STANDARD GAME OF CHESS, MATING THE KING IS
JUST A MATTER OF SEPARATING HIM FROM HIS ESCORTS, CHASING HIM
DOWN, AND CORNERING HIM. NEVERTHELESS, IF YOU HAVE PLAYED
MULTILEVEL 3D CHESS, THEN YOU MIGHT HAVE GOTTEN IT INTO YOUR
HEAD THAT MATING THE KING IN 3D IS IMPOSSIBLE!

HOWEVER, IT IS NOT IMPOSSIBLE.

I HAVE STUDIED A NUMBER OF END GAME MULTILEVEL CHESS
GAMES AND REALIZED A FATAL FLAW IN A NUMBER OF THEM. THIS FLAW
WAS THAT THE KING WAS ABLE TO MOVE ABOUT THE ARRAY WITH A
SENSE OF IMPUNITY. THE KING WAS ABLE TO MOVE IN TO, THROUGH, AND
OUT OF CHECK (THREATS) WITH OUT CONSEQUENCE. IF THE KING WAS
CHECKED ON LEVEL FOUR AND MOVED TO LEVEL FIVE TO AVOID CHECK
AND THEN FOUND ITSELF IN CHECK ON LEVEL FIVE, THE KING SIMPLY
MOVED ON TO LEVEL SIX.

THIS IS INCOGITABLE!

THE STANDARD RULES OF CHESS STATES THAT THE KING CANNOT
MOVE ON TO, IN TO, OR THROUGH ANY SQUARE THREATEN BY AN ENEMY
PIECE.

THEREFORE, I AUGMENTED THE STANDARD RULES OF CHESS AND
CREATED THE BASIC RULES OF THREE DIMENSIONAL/ MULTILEVEL CHESS:
AND CREATED THIS RULE TO HELP STIFLE THE KINGS MOBILITY AN MAKE
EASIER TO MATE THE KING IN 3D.

THE LONE KING CANNOT MOVE ONTO ANY SQUARE THREATENED BY
AN OPPONENT'’S PIECE, IF BY THIS OCCURS, IF THE KING MOVED TO A
SQUARE THAT PLACES THE IT IN A POSITION TO BE CHECKED BY THE VERY
NEXT MOVE, THEN MOVE IS DEEMED ILLEGAL, THE KING IS SAID TO BE IN
CHECK AND THE MOVE MUST BE WITHDRAWN. EVEN IF THAT PIECE IS NOT IN
A DIRECT LINE OF ATTACK, BUT CAN CHECK THE KING ON ITS VERY NEXT
MOVE, THE KING CANNOT ENTER ON TO THAT SQUARE, NOR CAN THE KING
PASS THROUGH THAT SQUARE.

THE “LONE” KING CAN ENTER ONTO, OR PASS THROUGH, A SQUARE
THREATEN BY A PIECES IF (AND ONLY IF) AN ESCORT PRECEDES THE KING.

SEE IMAGE BELOW:

WHITE MATES BLACK
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NEW TERMINOLOGY EMPLOYED IN THE BASIC RULES OF THREE
DIMENSIONAL/MULTILEVEL CHESS.

A SQUARE -- MEANS THE SAME AS BOARD, LEVEL, AND TIER
EACH BOARD IS A SQUARE, EACH LEVEL IS A
SQUARE, AND EACH TIER IS A SQUARE.

THE LONE KING - A KING WITHOUT AN ESCORT.

AN ESCORT -- AN ALLIED PIECE THAT CAN BE USED TO

PROTECT, OR BE SACRIFICED, OR INTERPOSED BETWEEN THE KING AND

AN OPPONENTS PIECE.

ALLIED TERRITORY — YOUR STARTING BOARD/ LEVEL

ENEMY TERRITORY -- YOUR STARTING BOARD/ LEVEL

AN ALLIED PIECE  -- YOURS.

AN ENEMY PIECE  -- OPPONENTS.

HOSTILE TERRITORY -- ANY BOARD SOLELY OCCUPIED BY ENEMY
PIECES.

FRIENDLY TERRITORY -- ANY BOARD COMPLETELY OCCUPIED BY
FRIENDLY PIECES.

BATTLEGROUND — A BOARD OCCUPIED BY BOTH ALLIED AND
ENEMY PIECES.

NEUTRAL TERRITORY -- AN UNOCCUPIED BOARD/LEVEL.
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