D&D Battle Chess:

Basic Rules:

Movement : Movement is required. If a player cannot move, the game is a draw. Only 1 piece may make a legal chess move each turn. A piece may move, and then resolve one action. 
Check, Checkmate : Do not exist. Only when a King is Reduced to less than 0 HPs is the game considered over. The Kings movement is not restricted by anything relating to this. 
Defending the King: A king that is attacked (either by ranged or melee), may switch positions with an adjacent pawn. Play continues as if this pawn has been in that square to begin with.

Promotion: Any piece (Not just pawns) that touch the opposing  sides rear line, receive a +1 level promotion, are healed to full, and recover any spells used so far. This may only occur 1x for each piece. Each backline square can only promote 1 model and is expended. (8 promotions total and a square may not be used more than 1x)
Actions: 
1. None – End movement on an empty square.

2. Battle – Any time you attempt to “take” an opposing piece, a battle must be fought. See following battle rules.
3. Ranged effect – you may make a ranged attack, buff, healing spell on a model within range, and on any square that your chess movement allows you to move to on your next turn. Intervening pieces block both line of effect and line of sight.

Knights: A Knight may not count diagonal for the turn in his movement. Instead counting the full 3 squares it passes through. Intervening models do not block LoS and LoE as for other pieces.
Ranges (Attack) : Touch – Melee,  Close – 1 Sq , Medium – 2 sq, Long – 3 Sq
Ranges (Buff/Heal Allies) : Touch – 1 Sq,  Close – 1 Sq , Medium – 2sq Long – 3 sq

Battle:

1. Roll initiative.


Attacker wins: Defender is considered flatfooted, Attacker goes first and is considered to have moved. (The first attack may be a charge, but does not have to be.)

Defender wins: Defender is allowed 1 action. (This is never a move). The defender may use a ranged attack of Short, Medium, or Long range against the attacker, or cast a preparatory spell. The attacker then resolves his move/attack.
2. Continue combat until 1 piece is reduced to less than 0 hit points. Both combatants are considered in melee from this point forth. Unlike normal D&D combat, the combatants can not leave melee combat for any reason until one of them dies.

Combat rounds count against the duration of ALL spell effects in play on the board.
Special moves: En passant – NA, Castling – both the king and rook may take an action
Flanking: Pieces threatened by another piece’s next possible move can be “Flanked” as per D&D.
Withdrawl: Bishops, Queens, and Rooks may withdraw from combat if they initiated the combat. Returning to a valid square from the direction they came.
Pieces: (lvl-1)

               HP   Init  AC FAC TAC Melee  Dmg                   F/R/W  

Pawns:

Fighter    12    1      16   15    11     +4       2d6+3(19-20x2)   4/1/1

Rooks:

Rogue     7      6      15   13    12     +2       d6+1(19-20x2)   1/4/0

  +d6 damage against flatfooted / flanked opponents

Knight:

Paladin   11     -1    18   18     9      +4        d8+2(19-20x2)  3/-1/1

   1x per game: Smite : +2hit +1dmg 

Bishop:

Cleric      10    -1     17  17     9       +2       d8+1(20x2)         4/-1/4

  Spells(3): Shield of Faith +2def AC for 6 rounds. Range Touch
              Bless : +1 attack, +1 damage , +1 will saves for 6 rounds. Range : All adjacent allies and caster.

               Inflict wounds : Attack spell, Range Melee , Touch attack d8+1dmg

   Any of these spells may be used instead to heal a Touch target for d8+1dmg

Queen:

Wizard     5      2     12   10   12       +0       d6(20x2)             1/2/3

    Spells(2): Mage Armor  lasts entire game after cast. +4AC to caster 
                     Magic missile Medium Range attack spell (2sq) 1d4+1 dmg

King:       

Bard         7      1    14    13   12       +1       d6(19-20x2)        1/3/1
    Songs : Inspire Courage : +1 Attack, Damage, Will saves for all Adjacent allies (always active)

                 Fascinate (Attack song range melee) : Will DC 13 , Target is fascinated and the King player is forced on his next move to move his king to another, Valid square. If this is not possible, Combat within that square continues on the Kings player’s turn and fascinate may not be used against that piece again.

Pieces: (lvl-2)

               HP   Init  AC FAC TAC Melee  Dmg                   F/R/W  

Pawns:

Fighter    19    1      17   16    11     +6       2d6+3(19-20x2)   5/1/1

Rooks:

Rogue     11      6    15   13    12    +3       d6+1(19-20x2)   1/5/0

  +d6 damage against flatfooted opponents, Evasion
Knight:

Paladin   17     -1    19   19     9      +5        d8+2(19-20x2)  6/1/3
   1x per game: Smite : +2hit +2dmg Lay on hands : Heal 4hp Range touch 1x

Bishop:

Cleric      16    -1     18  18     9       +3       d8+1(20x2)         5/-1/5
  Spells(4): Shield of Faith +2def AC for 12 rounds. Range Touch

              Bless : +1 attack, +1 damage , +1 will saves for 12 rounds. Range : All adjacent allies and caster.

              Inflict wounds : Attack spell, Range Melee , Touch attack d8+2dmg

              Doom: Medium range attack spell, Will DC 13 or -2 attack, dmg, saves for 12rd 

   Any of these spells may be used instead to heal a Touch target for d8+2dmg

Queen:

Wizard     8      2     12   10   12       +1       d6(20x2)             1/2/4
    Spells(3): Mage Armor  lasts entire game after cast. +4AC to caster 

                     Shield +4AC , immune to magic missile, lasts 12rounds

                     Magic missile Medium Range attack spell (2sq) 1d4+1 dmg

King:       

Bard         11     1    14    13   12       +2       d6(19-20x2)        1/4/2
    Songs : Inspire Courage : +1 Attack, Damage, Will saves for all Adjacent allies (always active)

                 Fascinate (Attack song range melee) : Will DC 13 , Target is fascinated and the King player is forced on his next move to move his king to another, Valid square. If this is not possible, Combat within that square continues on the Kings player’s turn and fascinate may not be used against that piece again.

     Spells(2): Cure light wounds: heals  a touch target for d8+2 
                      Tasha’s laughter: Close attack spell – Target falls prone unable to move or attack for 2 rounds. Will DC 13.

LVL3      HP   Init  AC FAC TAC Melee  Dmg                   F/R/W  

Fighter    27    1      19   18    11     +7       2d6+3(19-20x2)   5/2/2

Rogue     16     6     16   14    12    +4       d6+1(19-20x2)    2/5/1

  +2d6 damage against flatfooted opponents, Evasion

Paladin   24     -1    19   19     9      +6        d8+2(19-20x2)  6/2/4
   1x per game: Smite : +2hit +3dmg Lay on hands : Heal 6hp Range touch 1x

    All adjacent allies and knight gain +4 Will saves always active
Cleric      23    -1     19  19     9       +4       d8+1(20x2)         5/0/5

  Spells(4/3): Shield of Faith +2def AC for 18 rounds. Range Touch

              Bless : +1 attack, +1 damage , +1 will saves for 18 rounds. Range : All adjacent allies and caster.

              Inflict wounds : Attack spell, Range Melee , Touch attack d8+2dmg

              Doom: Medium range attack spell, Will DC 13 or -2 attack, dmg, saves for 18rd 

   Any of these spells may be used instead to heal a Touch target for d8+3dmg

              Hold person: Medium attack spell – Target paralyzed 3 rounds. Will DC 14.

              Shield other: Close buff spell – Lasts rest of game. Take ½ of targets dmg.

              Bulls strength: Touch buff spell – lasts 18rds. Subject gains +4str (+2hit, dmg)
   Any of these spells may be used instead to heal a Touch target for 2d8+3dmg

Wizard     12      2     12   10   12       +1       d6(20x2)             2/3/4

    Spells(3/2): Mage Armor  lasts entire game after cast. +4AC to caster 

                     Shield +4AC , immune to magic missile, lasts 18rounds

                     Magic missile Medium Range attack spell (2sq) 1d4+1 dmg 2targets
                     Cat’s Grace Touch buff spell – lasts 18rd +4dex (+2init +2AC)
                     Flaming Sphere S + M Attack spell Hits 2 squares for 2d6 Reflex 14 negates

Bard         16     1    14    13   12       +3       d6(19-20x2)        2/4/2
    Songs : Inspire Courage : +1 Attack, Damage, Will saves for all Adjacent allies (always active)

                 Fascinate (Attack song range melee) : Will DC 13 , Target is fascinated and the King player is forced on his next move to move his king to another, Valid square. If this is not possible, Combat within that square continues on the Kings player’s turn and fascinate may not be used against that piece again.

     Spells(3): Cure light wounds: heals  a touch target for d8+2 

                      Tasha’s laughter: Close attack spell – Target falls prone unable to move or attack for 3 rounds. Will DC 13.

                      Charm person: May not be used in melee, Close attack spell. Will DC13. target may no longer make battle moves/actions against the caster of this spell for the rest of the game.
LVL4      HP   Init  AC FAC TAC Melee  Dmg                   F/R/W  

Fighter    34    1      19   18    11     +9       2d6+6(19-20x2)   6/2/2

Rogue     20     7     17   14    13    +5       d6+1(19-20x2)    2/7/1

  +2d6 damage against flatfooted opponents, Evasion, uncanny Dodge
Paladin   30     -1    20   20     9      +7        d8+2(19-20x2)  7/2/5
   1x per game: Smite : +2hit +4dmg Lay on hands : Heal 8hp Range touch 1x

    All adjacent allies and knight gain +4 Will saves always active

   Spells(1): Bless weapon: Touch buff spell makes weapon +1hit, dmg and does not need to confirm criticals. Lasts 24rd.
Cleric      29    -1     19  19     9       +5       d8+1(20x2)         6/0/7
  Spells(5/4): Shield of Faith +2def AC for 24 rounds. Range Touch

              Bless : +1 attack, +1 damage , +1 will saves for 24 rounds. Range : All adjacent allies and caster.

              Inflict wounds : Attack spell, Range Melee , Touch attack d8+2dmg

              Doom: Medium range attack spell, Will DC 14 or -2 attack, dmg, saves for 24rd 

              Prot Evil: Touch Buff – 24rds - +2deflectAC +2 saves, immune to mind effects
   Any of these spells may be used instead to heal a Touch target for d8+4dmg

              Hold person: Medium attack spell – Target paralyzed 3 rounds. Will DC 15.

              Shield other: Close buff spell – Lasts rest of game. Take ½ of targets dmg.

              Bulls strength: Touch buff spell – lasts 24rds. Subject gains +4str (+2hit, dmg)

              Bear’s Endurance: Touch Buff 24rds Subject gains +4con (+2hp/lvl, +2fort)

   Any of these spells may be used instead to heal a Touch target for 2d8+4dmg
Wizard     16      2     12   10   12       +2       d6(20x2)             2/3/5
    Spells(4/3): Mage Armor  lasts entire game after cast. +4AC to caster 

                     Shield +4AC , immune to magic missile, lasts 24rounds

                     Magic missile Medium Range attack spell (2sq) 1d4+1 dmg 2targets
                     Shocking Grasp: Melee touch attack spell 4d6dmg (+3 to hit P, Kn, B)

                  - Cat’s Grace Touch buff spell – lasts 24rd +4dex (+2init +2AC)

                     Flaming Sphere S + M Attack spell Hits 2 squares for 2d6 Reflex 14 negates

                     False life: Caster gains d10+4 temp hps for rest of game
Bard         20      1    14    13   12       +4       d6(19-20x2)        2/5/3
    Songs : Inspire Courage : +1 Attack, Damage, Will saves for all Adjacent allies (always active, morale bonus)

                 Fascinate (Attack song range melee) : Will DC 14 , Target is fascinated and the King player is forced on his next move to move his king to another, Valid square. If this is not possible, Combat within that square continues on the Kings player’s turn and fascinate may not be used against that piece again.

     Spells(3/1): Cure light wounds: heals  a touch target for d8+2 

                      Tasha’s laughter: Close attack spell – Target falls prone unable to move or attack for 3 rounds. Will DC 14.

                      Charm person: May not be used in melee, Close attack spell. Will DC14. target may no longer make battle moves/actions against the caster of this spell for the rest of the game.

                    -  Heroism: Touch Buff, Duration-game, +2 morale attack dmg saves
LVL5      HP   Init  AC FAC TAC Melee  Dmg                    F/R/W  

Fighter    42    1      19   18    11     +10      2d6+6(19-20x2)    6/2/2

Rogue     25     7     17   14     13      +5       d6+1(19-20x2)    2/7/1

Sneak attack : 3d6dmg

Paladin   37     -1    20   20      9      +8        d8+2(19-20x2)  7/2/5

   Smite : +5dmg Lay on hands : Heal 10
Cleric      36    -1     19  19       9      +5        d8+1(20x2)         6/0/7

  Spells(5/4/3): (+6rd duration, Healing spells +5 instead of +4)
                    Prayer : All adjacent allies and self gain +1 luck on attack, dmg, saves
Foes penalized -1 luck on attack, dmg, saves (no save)

                    Bestow Curse : Melee Touch attack spell, Will DC16, Choose 1 curse:

1. Subject is -4 to attack, damage, saves

2. -6 to one ability score

3. 50% chance after movement is completed or in each battle round, loses action/attack.

                     Searing light : Medium ranged touch attack , 2d8 damage  

Any of these spells may be used instead to heal a Touch target for 3d8+5dmg

Wizard    19     2     12   10   12       +2       d6(20x2)             2/3/5

    Spells(4/3/2): 

                       Fireball : Long range 5d6 damage reflex 15 for ½  cannot be used in melee

                       Lightning bolt : Close and Medium range OR melee 5d6dmg ref 15 ½                  

Bard        25      1    14    13   12       +4       d6(19-20x2)        2/5/3

    Spells(4/2):
                    Extra spell 1 – You may cast an additional first level spell from the 3 you know.
· Blur : Buff range Touch - Subject gains 20% miss chance for 30 rounds.

Advanced Rules:
Campaign play :

1. Promotions carry over from game to game

2. Items may be looted off of fallen opponents. But not opponents killed at range.
3. Killed pieces are brought down to level 1 status.

4. Battle power is equal to each promotion and every full 10,000 in magic items.

5. Each game is worth 10,000 gold. With +/- 1k per difference in “battle power” The winner gets to purchase this amount in magic items to equip his team. No items with charges or uses per day may be purchased. Bane enchantments may be purchased against specific chess pieces.
6. A King may replace his move action with surrender. Ending the game without further casualties. The gold is awarded to the opposing player. Also, the winner can pick 1 magic item or 20% of the opponents War Chest to claim as victory spoils.
7. Bonus gold of 1k per level of promotion removed from a killed piece is awarded. This does not add to the war chest until after the game.

8. Promoting a spellcaster who has a “lasts entire game” spell active, replaces that spell with a damage spell of the same level in that spell slot.
