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Introduction

Multiple Dial Warriors and Titans rules are not includtethis document, but may be included in future versions.

Note: This document was created as a helpful reference farysrand Players. While efforts have been made toenisat
the text in this document is accuratés document is not an official resourceThe printed rulebooks and current FAQ are
the ultimate source if any inaccuracies exist in thisidmmnt. Note that while the text itself has remainechanged (except
where officially changed via the FAQ), some fornmagtdifferences may be found in this version of the docufoerdarity.

Throughout the text, you will find the following stylesroftes

and comments:

Blue text represents rule text changes that can be found in t

FAQ. All changes are based on those foundage Knight
Questions and Answers, June 2005

Text in a yellow box are clarifications derivededitly from FAQ entries
The page number where the entry may be found isshéntries are
derived from those iMage Knight Questions and Answers, June
2005

e

Text in a green box are notes not found in the F&@,are included to
help clarify some of the potentially confusing ilgtuations.

Text in a blue box are notes referring to extr@suhat apply when
playing in a Mage Knight tournament, with sectiarmber from the
Mage Knight Consolidated Tournament Ruleslast updated on May
2005.
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THIS IS MAGE KNIGHT!

In theMage Knight game, you take on the role of a powerful warlorkiray, baron, or high wizard who sends his or heops out to do battle with opposing
armies. Races of fantastic beings populate youyawhich is fortified with arcane magic and poweétiechnology. If you are up to the task of carvang
kingdom out of chaos, then read on!

Mage Knight is a fast-playing game of tabletop combat usingectdbleMage Knight miniatures. Each miniature is called a warriorfigure, and most are

members of one of several different factions. Idiiah to belonging to factions, warriors can albsbong to subfactions. The object of the game ioturol
the most battlefield objectives when the game ends.

FACTIONS AND SUBFACTIONS

@’\Apocalypse

Dark Riders

Minions of Apocalypse

§ Atlantean Empire

@ Delphana
¢ Golemkore

Imperial Legion

ﬁ Black Powder Revolutionaries

Gﬁﬁ
Dark Crusaders

Blood Cultists
Deathspeakers

Order of Vladd

W Draconum

Dragon Mystics

* Elemental Freeholds

Storm Druids

?g Wylden Host

A
m Hero

Mage Spawn

Order of the Ninth Circle

/ Orc Khans
-

Broken Tusk

Chaos Shamans

¢

% Shadow Khans
}\ Shyft

<9‘>,

i% " Darkmarch
) Bloody Thorns @ Elven Lords
Forgemasters @ Free Armies \\'// :
<o~ Solonavi
Northlanders i
Order of Sorcery m
Oracles of Rokos

Temple Masters
You build an army from your collection of warriohou can build your army hundreds of different waysing warriors from one faction or multiple facts.

You can play the game with as many players asikeu but the game plays best with from betweenawd four players, each with his or her own armyuYo
can also play team games, with two or more teansvallied on each side.

MAGE KNIGHT WARRIORS

A Mage Knight warrior is composed of three main parts: the figtine three-dimensional representation of the wgyrthe base, and the combat dial. The
base and combat dial are described below.

THE BASE

Each warrior’s base contains important game inféionaHint: There are nine differeage Knight warriors in the Starter Set. Some warriors look the
same, but have different ranks, paint schemescambat dials to identify them. Each warrior’'s béses a collector's number printed on it so that y@un
keep track of your collection.

THE COMBAT DIAL

The combat dial is the unique feature that btage Knight apart from other miniatures games. The combatiglidle rotating disk found under each
warrior's base, and is viewed through the stat@hothe rear of each warrior's base. Each warricoimbat dial shows sets of numbers that tell you hvell
the warrior does certain things. Each time oneoofrwarriors is dealt damage during the game, you its combat dial clockwise to the next set afiers.
When one of your warriors is healed of damage duttie game, turn its combat dial counterclockwise.

©2005 WizKids, Inc. All rights reserved. Mage Knight, MK, and WizKids are trademarks of WizKids, Inc. 3



Mage Knight Consolidated Rules UNOFFICIAL DOCUMENT

The bases on some warriors turn from underneatti#heTo make turning these dials easy, thereflight stand in each Starter Set that doublestasrang
“key ring.” Simply match up the grooves on the ffigstand with the grooves on the bottom of the laskturn the dial.

Combat Values

Each warrior has seven combat values, all of whaahchange during the game. The seven combat valaespeed, attack, defense, damage, attack bonus,
ranged damage, and range. Some appear on the cdialmtd can be seen through the stat slot, ame sppear on the base.

CHAMPIONS (from the Omens expansion set)

Champions are Unique figures that have multiple leaindials, each representing a different versiothefwarrior. The# icon appears on the bottom of a
champion’s combat dial and can be seen throughdttem of its clear base. Each version’s combdthdia a special ID click before the click printedhats
starting marker. The ID click is printed with theipt value of that version, as well as the chamigianllector's number followed by a letter that mtiéies
that version. Only combat dials and bases whodeatot’s numbers and set symbols match may be glagechampions.

Before bringing a champion into play, a player sedevhich combat dial will be used with the warigdoase. The point value on that version’s ID click
applies to the player’s build total. Place the catbal into the champion’s base, and then tuta its starting marker before deploying the champi®
champion’s combat dial may not be removed fronb@se during a game.

WHAT YOU NEED TO PLAY

In addition to youMage Knight warriors and this rulebook, two players will nebd following items to play: one 28" flexible rulerarked in 1” increments,
three objective tokens, three double-sided comtarkers, six Hex/Overwatch tokens, two six-sidezedand one Special Abilities Card—all of which are
supplied in theMage Knight Starter Set. In addition, you will need a few coin$eads to use as action tokens during the gache@me simple items to use
as terrain.

There are also round, blank stickers provided wétbh pack ofMage Knight warriors. Attach one to the bottom of each wargdrase and write your initials

on the sticker to help you sort out which warriars yours at the end of a game. If a base reqgtiieeight stand in order to be turned, simply tansticker to
fit on the bottom of the base so that it doesnitezdhe turning grooves.

GETTING STARTED

There are two things players must do before beginaMage Knight game: build armies and set up the battlefield.

BUILDING YOUR ARMY

Everyone in the game should agree on the buildl ¢dteach player’'s army. Build A figure from the Hero faction may be deployedmy &evel by
totals must be in multiples of 100 points. Whilanyare learning the game, use armieq paying the appropriate point cost, but cannot cedegels during
with build totals of 100 points. Once you feel contéble with the basics, you can the game, nor be healed past its starting levell3]

increase the build total of your armies to 200@® 8r more points.

EachMage Knight warrior has a point value printed on its base. Gkeagarriors for your army whose point values addo,jput do not exceed, the build
total.

Example: Christine is creating an army with a build total 890 points. For some close combat ability, shesadne Tough Orc Marauder (19 pts.). For
ranged combat ability, she chooses one Weak Oradil(21 pts.) and a Standard Gulthak Orc (25 ptijally, she chooses a Weak Blood Shaman (34 pts.)
for its healing ability. Christine adds up the poialues of her warriors. The total is 99 point® 21 + 25 + 34 = 99), less than the 100-point lduiotal,

which is fine. She could not have exceeded 10Q90in

Your army can contain two or more of the same wartinless that warrior is Unique. A Unique A player may never have more than one of the
warrior has no rank stars on its base, and isiifikhby its name and collector’'s number. It's okhy same Unique in his army at the same time. (p.11)
the same Unique warrior appears in opposing arorigbe same battlefield.

Once you feel comfortable playifgage Knight, you can also equip your warriors with items. Thigems also have point values that contributdééoauild
total. See “Items” for more information.

Hint: When building your army, mix and match warriorsttherk well together and help achieve your strategpals. Armies can be created to keep
opponents at a distance with ranged attacks, reatéraliminated warriors, or capture and eliminatgposing warriors. Of course, there is a countersgy
for every strategy, so be sure that your warriors diverse enough to handle threats your opponmigét bring to the table. Visitww.mageknight.com to
join a community of players who discuss army-bogdstrategies and game rules.

SETUP

Now it's time to create the battlefield for yourge. Mage Knight can be played just about anywhere, but a flat taplabout 3" long on each side is best.
Each player selects one edge of the battlefielzktbis or her starting edge. If there are only players, the starting edges must be directly oppesich
other.

Along your starting edge, you have an imaginaryamregular box called your deployment area. Your ogpient area begins at your edge and extends 3” into

the battlefield. Your deployment area must alsatleast 8” away from any other battlefield edgeulrdeployment area has two short edges and tvgp lon
edges. The long edge farthest from you is calleddahedge. The long edge nearest you is callede¢beedge.
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Each player then places from zero to four terraaidres in a pile off to the side of the battlefidlerrain is fully described later. Many everyd@ms can act

as terrain: a book, a sheet of paper, or event stsaker.

Now it's time to place the objective tokens. Obisetokens are included in the Starter Set andesepnt strategic battlefield locations—called objessti—
that each player is trying to control. For each gaose one objective token plus one objective tgerplayer.

Place one objective token in the center of thddfatd and give each player one of the remainibgective tokens. Next, each player rolls two siates dice.

Reroll ties. The player with the highest resulhis first player. The first player places his or bbjective token on the battlefield. Players’ dio# results
also indicate how far away in inches they musteldeir objective tokens from the far edge of tldeiployment areas. Measure from the far edge of you

deployment area to the center of the objectiveriokken placing that objective tokdeach player must
place objective tokens entirely on the battlefieldleast 3” away from any battlefield edge, and
perpendicular to the far edge of their deploymeeaailso, each player should choose a differently
colored control marker that he or she will use igthe game. Control markers identify which players
control objective tokens. Objective tokens arercteaain.

After objective tokens have been placed, the playéne left of the first player takes a terraiattee out
of the pile and places it on the battlefield. Etanain feature must be placed at least 3" awamy famy
of the following elements:

. Any other terrain feature on the battlefield

. Any objective token on the battlefield

. Any battlefield edge

. The far edge of any deployment area

Starting Area

This diagram shows where you could place
your objective token if you roll an “8”.

Then the next player to the left chooses a teffiegiture and places it using the same rules. Tloisgws continues clockwise around the battlefietd four

terrain features or all the terrain features hasentplaced, whichever comes first.

You can also play with constructed terrain and dasjavhich also affect the battlefield.

DEPLOYING YOUR ARMY

After terrain features and objective tokens haveniq@aced, players turn their warriors’ combatslgd that the green starting marker shows in eatisist.

Now it's time to deploy your army.

The first player deploys his or her army first. Bax the first player’'s warriors must be placedhwis
center dot, or the center of its base if you caseetthe center dot, within his or her deploymeeaa
After the first player has deployed all of his @r lwarriors, the player to the left of the firsapér
deploys his or her warriors in his or her deploythaea. If there are more than two players, coetitiis
process clockwise around the battlefield.

Once all warriors have been deployed, you are réagjay. Let the battle begin!

HOW TO PLAY

During cameplay, figure bases cannot overh
the edge of the battlefield, and cannot exit
battlefield unless a rule allows otherwise. (p.

11)

Players alternate moving their warriors and hatiregn attack opposing warriors in order to gain mardf objectives and win the game.

TURNS, ACTIONS, AND PHASES

Mage Knight is played in a series of turns. The first playd&etathe first turn. The player to his or her lafds the next turn, and so on, clockwise around the
table. If a player is eliminated from the game, i@aining players continue taking turns in the satockwise order.

You begin each turn with a certain number of actikmown as your action total. The number of actyms get depends on the build total of your armguyY
get one action for every 100 points of your armyidd total. An army with a build total of 100 p¢sngives you one action each turn, a build tots2@d
points gives you two actions each turn, and sorownir action total remains the same even if somgoaf warriors are eliminated or captured. Your Vg

use these actions to attack, move, and use sjadxiies.

Each turn is divided into three phases: the comnmpdnade, the action phase, and the end phase. Ystudeclare the end of one phase before moving on to

the next.

At the beginning of your command phase, you cae gistions to your warriors that are specific toebmmand phase. Some special abilities or actioreng
on previous turns resolve during your command phége choose the order in which these actions ecigpabilities resolve. After resolving the fiesttion
or special ability, choose another to resolve,msa@priate. Continue until all such actions andcggdebilities have been resolved.

During your action phase, you give actions to ywarriors. You are allowed to see the result of acton before choosing the next action (if you henge
than one action available). No warrior can evegiven more than one action per turn. You cannog smwaccumulate actions from turn to turn; if ayplahas

any unused actions at the beginning of his or hdrghase, those actions are lost.

Each action must be chosen from the following foptions:
Move action

Close combat action

Ranged combat action

Special action

PP
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At the beginning of your end phase, you check @il of objective tokens and If multiple effects occur during the beginning bétend phase, thel
remove any action tokens from your warriors thatenot given an actiotoken active player chooses which order to resolve therfror example

during your current turn’s action phase. Actionetok will be described later in these j 5 figure reanimated by Revenant is in base ainith an
rules. Once you declare that your end phase is l@ejit is the next player’s turn. objective token, the active player may choose tkftontrol of

. . ) . . L . ) objective tokens before removing that figure frdra game. (p.12)
Example: Scott is playing with a 200-point build total, whigives him two actions

during each of his action phases. This turn, heta/émtake a shot at one enemy

warrior and move closer to another one. Scott gweanged combat action to one of his warriors, afi@r resolving this attack, he gives a move actma
different warrior. Scott has now given his two an8 to two different warriors and announces the efldis action phase. Note, for example, that hddco
have given two warriors move actions, or two wansiolose or ranged combat actions.

Hint: As you can see, turns go by very quickly. Don'trwdryou don’t accomplish everything you want tid a single turn, because your opponent is
playing under the same restriction.

CONTROLLING OBJECTIVES

A Mage Knight game is won by gaining control of strategic baittleff locations called objectives, which are repnése by objective tokens. The player who
controls the most objectives at the end of the gaine the game. Each player selects a control madler during setup to identify objectives he bes
controls during the game. Control of objectives change during the game.

Objectives can be neutral, contested, or contrptles status of each objective is checked at tigghbeng of each player’s end phase. All objectilzegin the
game neutral; no player has control of a neutrgaiive.

At the beginning of any player’s end phase, if ggpo players havan ablewarrior in base Although Demoralized warriors cannot contestade

contact with the same objective token, that objedts contested. Remove any control marker fro| control of an objective, if a Demoralized warrior

a contested objective; no player controls a coatesbjective. completely covers an objective token, opposing
warriors cannot be in base contact with it to take

At the beginning of any player’s end phase, ifaypl has a warrior in base contact with an control of it. Basing a figure does not necessarily

objective token, and no opposing warriors are igebeontact with the token, that player gains cause a figure to be in base contact with a token.
control of that objective. That player removes aaytrol marker from the objective and places hi
or her control marker on top of the objective tak@nce a player has control of an objective, heheris not required to leave a warrior in baseasntith
the objective token to maintain control of thatemwtjve.

. - . ) o Note that any warrior that is larger than an olyect
Warriors with item slots in their bases can conegiebverlap an objective token so that no other | token may completely cover an objective tok

figure can contest it. preventing it from being contested. This includes
mounts, Titans, and Multiple-Dial Warriors. Theeul
IMPORTANT GAME CONCEPTS regarding warriors with item slots is to simply

emphasize that such warriors are big enough tadd s

Here are some game concepts important td/tage Knight rules.

Able Warriors
An able warrior is one that is not a captive andslioot have the Demoralized special ability.

Unless an effect specifically says otherwise, arfg

Action Tokens should never have more than 2 tokens. If an effectid
) ) ) L . . cause a figure with 2 tokens to be given anotheripdc
If you give an action to one of your warriors, mérlith an action token (a coin, bead, or not put a third token on the figure. However, tiyeife is

other tiny object). If a warrior has two action éuls, it cannot be given another action until the gt treated as if it was just given its seconkiei, and
tokens are removed. At the beginning of your eraisghremove all action tokens from any of | will not clear its tokens that turn. (p.11)
your warriors not given an actigaokenthat turn.

Base Contact If a soaring warrior (or its flight stand) is ind®mcontact
A warrior is in base contact with another warrithieir bases are touching. A warrior can alsg Wwith another soaring warrior's base or flight statibse
be in base contact with a token, terrain featur@ndtem. warriors are in base contact with each other.
Facing

The position of a warrior’s front arc relative teetbattlefield indicates its facing. When you mawsarrior, you determine its facing at the endhef t
movement.

Friendly and Opposing Warriors

Friendly warriors are those that you or an allieahmate controls in the game. Opposing warriorshexge controlled by an opponent. Friendly and spyp
status is determined at the beginning of the gdoumiecan change during the game.

Measuring

When measuring distances during setup and duringdime, always measure to and from the | If an effect causes something to be measured from 4
center of a warrior's base. Most bases have a cdotehat can be used as a measurement gui{ Warrior's front arc, it means that you measure fitbi
You can measure anything on the battlefield attang. When measuring, ignore all vertical warrior’s center dot as normal, but the measuremen
distances; use only the flat, horizontal distancehe battlefield between the two points. must pass through the warrior’s front arc. (p
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Modifiers

Combat values can be altered during the game. Nisthat alter combat values are called modifiers.

A modifier can be either positive or negative, agdio or subtracting from that value. Special &b, domains, items, and terrain can modify corvbates.
Attack bonuses are not modifiers.

A combat value cannot be negative. If a modifieuldccause a value to be negative, the value ist@aal.

Always use a warrior's modified (if applicable) cbat values unless a rule or special power spebifistates that the warrior's unmodified combatuel
should be used. If an effect says to double oréhalvunmodified combat value, modifiers can beiagpnly after the increase or decrease is made.

A single attack affecting multiple targets can haeparate modifiers specific to each target.

. . Note that proficiencies must be explicitly
Proficiencies declared to be used, unlike Special Abilitiep
Proficiencies are additional abilities a warrioispesses. The proficiencies available to a warrir a which are always on unless “turned off.”
determined by its combat value types or its urpetyA warrior is never forced to use any of the
proficiencies it has; they are merely choices add to it. Announce the use of a proficiency wttenappropriate action is given to a warrior.

Pushing

If you give an action to a warrior that causes ibé given a second action token, that warrioealtdl pushing damage after it resolves the acfiors is
called pushing. Pushing damage represents theownarfatigue; it cannot be reduced in any way, elrgrspecial abilities.

Replacement Values

Some special abilities, domains, items, and termélow the substitution of | If a combat value is doubled or halved, this igplacement value. (p.20-21)
one combat value for another. These substituteegadue called replacemen
values. For example, when one value “becomes” osésl “instead of ” another value, it is a replaeenhvalue. Replacement values are not modifiers.

Special Abilities Attack special abilities printed on a warriors cantial are determint

There are colored squares or circles on each wargombat dial representing | 2Y that warrior’s printed attack type. Even if tharrior's attack type

special abilities that warrior possesses. Spebititias come and go as your changes, the printed special abilities do not cha(17)
warrior is dealt or healed of damage. Special tidiliare described on theage | HOWever, an effect may give a warrior a new speaiisity for a

Knight Special Abilities Card. Effects described on theSal Abilities Card different attack e, — e_xample_, e B G L 30 e L
take precedence over game rules, except where.noted sword special ability to a figure with the wanchalt type.

A warrior’s special abilities are in effect as loag they appear in that warrior’s stat slot. Ipacal ability is described as optional, it is ased to be in
effect unless it is canceled. A warrior’s controlban cancel any of its optional
special abilities at any time. This “turns off athspecial ability until the end of
the turn during which it was canceled, after whiahe it is assumed to be in
effect again.

A warrior may have more than one instance of tieesapecial ability. |
S0, both instances may be used simultaneouslyngsae the ability doeg
not require you to give the warrior an action tt\ate. For example, a
warrior with two instances of Venom will deal dareagvice, but a

Warriors also have an ability nexus. An ability nexs a stat slot location in | Warrior with two instances of Charge can only use.dp.18)

which a special ability might appear. A specialiggbin an ability nexus
appears as a colored square or circle with an atietwoints to the specific combat value thapjplees to.

RULE OF 3

Many modifiers can affect combat values duringdhee. Because all modifiers are cumulative, theeegpecial rule called the rule of 3. The rul8 sfates
that once all modifiers have been calculated, noevean be modified by more than 3. It is importanhote that the effects of special abilities @achs
override standartage Knight rules. The rule of 3, however, takes precedence awe special abilities or items.

Example: Scott gives his Atlantean Sorcerer a ranged corabtibn to i — -
make a wand ranged attack against a Black PowdgerRan. Scott Spel Apprertice  Rear
decides to create a ranged combat formation ugiegAtlantean Resistance  Sarcerer Ao
Sorcerer and three Apprentice Sorcerers to addhéoAtlantean

Sorcerer’s attack value. The Atlantean Sorceres gétto its attack | b

value for each Apprentice (for a total of +6). Iddition, the line of fire L DR e
passes through the Black Powder Rifleman’s rear giing the -5 . nra . +5  +10
Atlantean Sorcerer +1 to its attack value (now datotal modifier of -3 +3

+7). The Black Powder Rifleman has the Spell Resés special

ability, which gives the Atlantean Sorcerer —3ttoattack value. In Rbuclzﬁc;s

total, the Atlantean Sorcerer gets +4 to its attzekue. Because of the

The above diagram illustrates the example at rightause the final modifier
rule of 3, however, the modifier to the attack eahecomes +3. 9 P 8

lies outside the rule of 3 “bounds,” the modifietl e reduced to +3. This final
result is the modifier added to the attack valugh(attack bonus, if applicable.)

MOVEMENT

A warrior’s current speed value and speed type appe its combat dial.
A warrior’s speed value is the maximum number ches it can move when given a move action. Thedspgee tells you how the warrior moves. A
particular speed type can allow a warrior to ignoegain types of terrain or use a particular mieficy. When you move a warrior, place NMage Knight

flexible ruler on the battlefield. Measure from ttenter of your warrior’s base to the desired dasibn, curving the ruler as necessary to showwneior's
exact movement path.
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The movement path shown by the flexible ruler camnoss any warrior bases and cannot pass betweewarriors in base contact. There must be room for
the moving warrior’s base to rest completely onlibtlefield at the end of its movement path.

When all players are satisfied with the movemeti,pgaick up your warrior and place it at its newsjion on the battlefield. You determine the warso
facing. The warrior’s facing is important becauseain attack (using close and
ranged combat actions) only through its front &evarrior is considered to have Eliminated wariors that are reanimated and returned to play ar
moved if its center dot changes position on thddfald at any time during the considered to have “moved” when placed on thedfatdl. (p.15)

game, or if it changes its facing at any time othan during a free spin.

Breaking Away

If you give a move action to a warrior in base eshtvith one or more opposing warriors, that Mounts and cavalry units may spin on a failed break
warrior must attempt to break away. Roll one stesidie. On a result of 1-3, the warrior fails to | away, unless their speed type forbids it. This may
break away and cannot move, though you can chasdgcing. On a result of 4—6, the warrior result in the warrior no longer being in base conta
succeeds in breaking away from all opposing wasriotbase contact, and can move. with the opposing warrior. Note that a spin oni&ett
break away isiot a “free spin.”

Free Spin

If a warrior ends its movement in base contact wite or more opposing warriors, those opposingia@rcan immediately change their facing to bring a
portion of their front arcs into base contact vitik warrior that moved. These free spins do ndt @osiction.

Speed Types

oot ¢
A warrior with the boot speed type exists at grolewetl. Ground level is any point on the battlefighat is not elevated (an elevated terrain featuige
warrior using the soaring proficiency). It interaetith all terrain types per the rules for thogeety. It has the double-time proficiency, describeldw.

HORSESHOE U

A warrior with the horseshoe speed type existsatmd level, and interacts with all terrain types the rules for those types. It has the double-tim
proficiency, described below, except this warr®not dealt pushing damage for using double-tiniés Warrior fails to break away only on a die masult of
1. This warrior cannot change its facing if it &ib break away. If this warrior successfully bialvay, it deals 1 shake off damage to all opposigiors
in base contact with it outside of its front ardfe time it broke awayl his warrior does not get a free spin when an ojpgosarrior ends its movement in
base contact with it.

WAVE Q
A warrior with the wave speed type exists at grolewel. It interacts with all terrain types per tiudes for those types, except that it treats gpeg of water
terrain as clear terrain. It gets +2 to its defersdae when it is in any type of water terrain.

WING »

A warrior with the wing speed type exists at grolewkl. It interacts with all terrain types per thudes for those types, except that it is unaffedtg warrior
bases and terrain during movement. It cannot, hewend its movement with its base overlapping leerotvarrior's base or blocking terrain. It failskiceak
away only on a die roll result of 1. It has thergug proficiency, described below.

Speed Proficiencies

DOUBLE-TIME
Only warriors with the boot or horseshoe speed tgreuse double-time. To use double-time, a wacdonot be in base contact with an opposing warrior
Give the warrior a move action and double its unifiedi speed value. If the warrior has the boot speg
type, at the end of the movement, deal 1 pushimgade to the warrior. A warrior cannot use speed | When using double-time in formation, all

special abilities or subfaction abilities when gsouble-time. Double-time can be used in a movémg members must use the double-time proficienc
formation (see “Movement Formations”) as long asr@mbers have either the boot or horseshoe spq Thus, all members with the boot speed type wjl
type. When using double-time in a movement fornmatemch member with the boot speed type is deq take 1 click pushing damage after moving. (g
1 pushing damage at the end of the movement.

SOARING

A warrior with the wing speed type can use theisgaproficiency, which allows it | If an effect causes a warrior at soaring leveb&elthe soaring

to exist at soaring level. Soaring level is theelexf the battlefield that is above proficiency or otherwise be forced to ground leyddce it at ground
elevated terrain. A warrior at soaring level doesinteract with any terrain type. | level without moving its center dot or changingfitsing — the

A warrior with the wing speed type can be deplogedither ground or soaring warrior is not cosidered to have moved. If the warrior cannot ligt
level. be placed in doina this. the warrior is eliminatestead. (n.1¢

To move a warrior from ground level to soaring lgiee vice versa), give the
warrior a move action. Reduce its unmodified speside by half (round up) for the | If you give a move action to change levels, therisamust change
action. Place a warrior on a flight stand to intikdais at soaring level. levels if possible, even if any applicable breakawalls fail.

A warrior at soaring level cannot end its movemgith its flight stand in base
contact withor completely coveringn objective token; that is, it cannot control| To yse a caadry unit, mount, or titan at soaring level, uséyame flight
an objective. A warrior at soaring level cannot @adnovement with its flight | stand placed under the figure’s center dot. Thegfahe figure that
stand overlapping the base of a warrior at groemel| and a warrior at ground | hangs over the flight stand may overlap with figuaad token on the

level cannot end its movement with any part obise beneath the flight stand | ground, as long as the flight stand itself doesavetlap them. (p.14)
of a warrior at soaring level. Warriors at soariegel cannot be members of

formations. No warrior is affected by a soaring niats base for movement and
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line of fire purposes. A warrior at soaring levehmnly be in base contact with
another warrior at soaring lev&oaring warriors are in base contact when their
flight stands are touching each oth&mwarrior at soaring level gets +1 to its
defense value; this is the height advantage madifie

The +1 to defense value only applies if the soawmagrior is the
target of a ranged combat attack made by ¢«soaring figure. (p.13

Warriors at ground level can target warriors atisgglevel only with ranged combat attacks. Wasiat soaring level can target each other with ctwse
ranged combat attacks. When targeting a warrispating level, no terrain modifiers apply and
warrior bases do not block line of fildhen a soaring warrior targets a figure at growawvell
warrior bases do not block line of fire. The liffefice drawn from warriors at soaring level is
not blocked or hindered by terrain unless the tamgeupies the terrain feature.

A warrior at soaring level cannot use surge or Gado
attack a warrior at ground level (or vice versa)19)

COMBAT

Warriors can be given two kinds of combat actiasse combat and ranged combat. Both types of cbatti@ns are described below. A warrior given a
close or ranged combat action is the attacker . \ifdreior against which the attack is made is thgdar

Important Combat Concepts
The following general rules apply to both close saniyed combat.

ATTACK TYPES

There is one close combat attack type—the svu[,'}di(tack type—and two ranged combat attack types4a®he(®) and Wand;/f) attack types. An attack
type indicates that a warrior excels at a cert@ind lof attack. It gives the warrior access to éartmbat proficiencies and attack bonuses, andhtnaijow
the warrior to wield certain items.

If a warrior makes a close combat attack, andsttha sword attack type, the close combat attaak sttack of that type. If a warrior makes a closmbat
attack, and it does not have the sword attack tyypeclose combat attack has no attack type.

If a warrior makes a ranged combat attack, andstthe bow or wand attack type, the ranged attaak iattack of that type. If a warrior makes a eahg
combat attack, and it does not have one of thaaelatypes, the ranged attack has no attack type.

Critical Hit damage is not a modifier, but is dedalt

CRITICAL HITS AND MISSES - .
addition to any other damage dealt during thechttg

When you give an action to a warrior that requaesttack roll, and the result is 2 (two 1s showir]
on the dice), the attack automatically misses, éfre attack result is high enough to hit the
target. This is called a critical miss. It repreésemweapon backfire or the attacker straining ouvded itself during the action. The attacker @ltde pushing
damage after a critical miss.

If the result is 12 (two 6s showing on the dichg attack automatically succeeds, regardless of iwmeeeded to hit. This is called a critical hithe attack
was meant to deal damage, the critical hit dealdathage. If the attack was a ranged combat atgakst multiple targets, this +1 damage is deadtatch
target.

If the attack was meant to heal a warrior of dam#geattack automatically succeeds, and the tésdetaled of +1 damage.

DAMAGE If an effect is triggered when a figure is elimieéty an opposing warrior|

When your warrior succeeds at an attack, the dameajlé to the target is
equal to the warrior's damage value, affected byrandifiers. Your
opponent must turn the target’s combat dial closlevé number of times
equal to the damage dealt. All damage from the sattaek is dealt at the
same time.

ELIMINATING WARRIORS
As soon as three skulls appear in a warrior'ss$tdt it is eliminated and
must be removed from the battlefield.

HEALING WARRIORS

Some special abilities make it possible to heahariar of damage.
When a warrior is healed of damage, turn its cordizt
counterclockwise; never turn past a warrior's gtagrtnarker.

the effect will trigger if the opposing warrior elinats the figure with a
attack or special ability, is wielding an item whieliminates the figure, is
the caster of a Sorcery, Glyph, or lllusion whidiménates the figure, is tt
target of in Enchantment when that Enchantment eliminatefdghbee, or
is a member of an Adventuring Company, and usesbdity of that
Adventuring Company which eliminates the figurel1@)

Do not remove an eliminated warrior from the bdild until all measuremen
that must be made from that warrior are made, atitlall effects that ar
triggered upon the warrior being eliminated aree=d. (p.23

A warrior with the golem'p') damage type has repair markeA) on its dial. Whenever a warrior with the golenmdage type is healed of damage, turn
its combat dial counterclockwise until either thersng marker or a repair marker appears in taestot. A warrior cannot be healed while a repaarker

appears in its stat slot.

MAGIC IMMUNITY

Warriors with the magic immunit)e’f) defense type cannot be affected by magic attadis.
means that they cannot be affected by any spdgidlavith the word “magic” in its name or

targeted by a ranged attack that uses the wantkdstpe.
RESOLVING AN ATTACK

Magic Immunity does not prevent a figure from being
targeted by a spell unless that spell would tatfyetMagic
Immune figure with a ranged combat attack. (p.22)

To resolve an attack, roll two six-sided dice (edlthe attack roll) and add the attacker’s attadi4e; this total is the attack result. If the dttaesult is equal
to or greater than the target’'s defense valueattaek succeeds and your warrior deals damagest@atpet.

TARGETING FRIENDLY WARRIORS

Watrriors friendly to each other cannot target eattter with damaging attacks. Additionally, a warran never target itself with any attack or splezislity.
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Close Combat

Close combat represents hand-to-hand and meleeowesdfacks; any warrior can make a close combatclatin order for a warrior to make a close combat
attack, its controller must first give it a clogentbat action. In addition, the front arc of theaakter must be in base contact with the targeteattack. Close
combat attacks deal damage equal to the attadi@n®ge value.

If a warrior making a close combat attack is indbesntact with a target’s rear arc, it gets +l1da@itack value.

A warrior with the sword attack type might haveadtack bonus that adds to its attack value whiengiven close combat actions. This attack bonueis
subject to the rule of 3.

CLOSE COMBAT PROFICIENCIES
Warriors with the sword attack type can use thegggmand surge proficiencies.

Gang Up
Gang up is used by friendly figures to assist alwamaking a close combat attack. The warrior gitlee close combat action is called the primargycker.

The primary attacker gets +1 to its attack valuestch friendly warrior using gang up. To use gapga friendly figure must have its front arc irsbaontact
with the target, must have the sword attack typd,must not have an action token. Warriors usinggagp do not receive an action token.

Example: Jim’s Harka Orc, Cloud Warrior, and Ub-Khan are hpg to eliminate an opposing Orc Warbeast. Jim gikiis Harka Orc a close combat action
targeting the Warbeast. Because the Harka Orctacitng through the Warbeast's rear arc, it getstelits attack value. The Cloud Warrior can usegiasg

up proficiency to enhance the Harka Orc’s attackaese the Cloud Warrior is a friendly warrior, htkee sword attack type, and its front arc is in base
contact with the Warbeast. This modifies the Habke's attack value by an additional +1, for a totabdifier of +2. Though the Ub-Khan is also frien tth

the Harka Orc, has the sword attack type, and taBant arc in base contact with the Warbeast,guse it has an action token it cannot use its ggmg
proficiency. Once the attack is resolved, the Habka will be given an action token, but the Cloudriér will not. Note that Jim could have given thie-

Khan the close combat action and instead had bdehtCioud Warrior and the Harka Orc use their garproficiencies. The total modifier to the Ub-Khan’
attack would also have been +2, but after resoltimgattack only the Ub-Khan would have been gareaction token. This would have pushed the Ub-Khan
but would have then allowed Jim to give a closelmraction to his Harka Orc and have the Cloud Waragain use its gang up proficiency.

Surge
9 L . Surge can be used with special abilities that §ziyé this warrior i
Surge allows a warrior given a close combat adtiomoth move and make a close | jose combat action” or “When this warfior is giveclose combat

combat attack, though the warrior is dealt puskiagage. To use surge, a warrior | 5ion" put only if the special ability appearstbe dial after the
cannot be in base contact with any opposing warridove the warrior up to its ok of'pushing damage. The pushing damage isegbpifter the
speed value. At the end of the movement, the wésrfmont arc must be in base movement. If multiple effects happen at the enthefmovement

contact with an opposing warrior. Deal 1 pushingdge to the warrior using surge, | the active player chooses in which order to restheen. (p.1-15)
and then resolve the close combat attack.

CAPTURING

Warriors with the sword attack type can captureosmm warriors. To capture an opposing warrioregdive attacker a close combat action targetingglesi
opposing warrior; the attacker gets —3 to its &ttadue. If the attack succeeds, the target takedamage but becomes the attacker’s captive. Alavamith a
captive is called a capta€aptors cannot make free spins.

The captormnd captive gaithe boot speed type insteadtioir speed type anthey If the captor was using the soaring proficiencycel the captor and
must use the lower of the captor and captive’sdpeties The captor can be given | captive at ground level. Move the captive the sesaltlistance
only move actions, unless it tries to eliminate ¢hptive (see below). When moving | Needed to maintain base contact. If doing this deause either
with its captive, a captor must be in base condttt the captive both before and | figure to be placed illegally, that figure is elmated. (p.14)

after the move.

Remove any action tokens from a warrior when itiees a captive. Only a captive’s captor can | A captive may block a line of fire as normal. (9.1
target it with an attack, and then only to elimadt A captive never takes damage. A captive is
neither a friendly nor an opposing warrior to atlyes warrior. A captive cannot be given actiong] aa special abilities, speed types, and itemsagrered.
A captive is freed if its captor is eliminated. Edecaptives immediately cease being captives, kidtive traits no longer apply. Other than ehiating its
captive, a captor cannot get rid of its captive eease being a captor.

A captor can eliminate its captive. To eliminatedaptive, give the captor a close combat actigyetang its captive. The captor gets —3 to itsckttealue for
that attack. If the attack succeeds, eliminatectiptive. If the attack is unsuccessful, the captikes no damage. The gang up proficiency cannotbé
when a captor attempts to eliminate its captive.

Ranged Combat
Ranged combat represents long-distance attackis asuthose using bows, guns, or magical spells.
Each warrior has a range value on its base. Thigva the maximum number of inches that its rangedbat attack can reach. If your warrior's combat

attack can reach. If your warrior’s range valugrisater than 0 and it is not in base contact witl@posing unit, you can give it a ranged combtibacPlace
one end of the ruler at the center of the attaskas'se and draw a straight line to the centerefeiget's base. This line is called the line dé.fi

A line of fire must pass through the attacker'sifrarc, and can be no longer than the
attacker’s range value. The line of fire is blockfetl crosses a warrior’s base (friendly or
opposing) other than the attacker’s and the tesgHtthe line of fire is blocked, the attacker
cannot make a ranged combat attack against thettafgu can check a potential line of fire
at any time during the game. A successful rangebet attack deals damage to the target
equal to the attacker’s ranged damage validess precision is used, a warrior cannot be
given a ranged combat action to make a ranged comtfaek against any target opposing
warriors in base contact with warriors friendlyth® attacker.

Some effects ignore line of fire requirements. slinieans
that such effects ignore the figure’s range viand front
arc, and ignore whether or not the line of firéliscked.
However, the legality of targeting another figurighva
ranged combat attack is not a line of fire requieatnsuct
effects will not ignore these targeting restricio(p.17)
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If a line of fire passes through the target’s r@a, the attacker gets +1 to its attack value.

A warrior with the bow or wand attack type mightvhaan attack bonus that adds to its attack valusnvithis given a ranged combat action. This attzmhkus
is not subject to the rule of 3.

RANGED COMBAT AGAINST MULTIPLE TARGETS
A warrior might be able to affect two or more tayeith a single ranged combat action. No wartianyvever, can target a single warrior more than avitie
any one ranged combat action.

Each warrior has one or more arrow symbols neitst@nge value. The number of arrow symbols istlagimum number of different targets that warrior
can target with a single ranged combat action.flecamultiple targets with a ranged combat attdabk, attacker must be able to draw an unblocketldin
fire to each target.

Hint: Certain special abilities, such as Stormfire, atdlow ranged combat actions to be resolved agaimsitiple targets, but an unblocked line of fire dee
be drawn only to the target of the special ability.

When your warrior is attempting to target multitdegets with a ranged combat attack, you make onéyattack roll. Compare the attack result to every
target's defense value. Some targets with low deferalues might be affected by the attack, whiheist with high defense values might be unaffecidigbr
determining against which targets the attack swtsiedivide the attacker’s ranged damage value artiantargets. The attacker can deal 0 damageai@att

Example: Pat gives his Master Archer a ranged combat acfidre Archer has two arrow symbols next to its ravaleie, so Pat chooses two opposing
warriors as targets: Scott's Gulthak Orc and BloBdaman. The lines of fire to the two targets arebhacked, neither target is in base contact witly a
warrior friendly to Pat, and both targets are withthe Archer’s 12” range. The Archer’s attack vala® and Pat'’s attack roll is 6, making the attaekult

15 (9 + 6 = 15). Pat compares the 15 to the defersdees of the two targets: the Gulthac Orc hagfedse value of 15 and the Blood Shaman has asgefen
value of 16. The Archer’s attack is unsuccessfalregj the Blood Shaman, but successful againgbtiithac Orc. The Archer’s ranged damage value 502,
the Archer deals 2 damage to the Gulthak Orc. lfdattack roll had been 7, the attack result wohize been 16 (9 + 7 = 16), and the attack wouldeha
been successful against both targets. Pat therddoave chosen to deal 1 damage to each targete onight have chosen to deal 2 damage to one target
0 damage to the other.

RANGED COMBAT PROFICIENCIES
Warriors with the bow attack type can use the pblabk and precision proficiencies.

Point Blank

Point blank gives a warrior given a ranged combtiba +1 to either its attack or damage value ag las the target or targets are within one-halfifs@nce
of the warrior’s range value (rounded up).

Precision
Precision allows a warrior given a ranged combtibado make a ranged combat attack against aestaghet opposing warrior in base contact with ieesr
friendly to the attacker. The attacker gets —22@itack value when using precision.

BOMBARDMENT ATTACKS
A warrior with the Bombardment special ability caake Bombardment attacks. Each | A warrior may only use its own Bombardment tokemsetsolve
warrior with the Bombardment special ability comeéth Bombardment tokens specific to| a Bombardment attack. If a warrior has no Bombardrtekens,
that warrior. A Bombardment attack is resolvedvio stages: 1) determining the location| then no Bombardment attack may be made by thaiava(p.24
of the Bombardment tokens, and 2) determininggififés in the area of effect of each
token are affected by the attack.

To make a Bombardment attack, give the warriomged combat action, with its Bombardment tokero&ets as the target(s) of the attack instead of an
opposing figure or figures. An attack targeting@ibardment token can be made even if line of Gréhat token is blocked, though this will affeattthance
of success for the Bombardment attack for thatriokeuble the warrior’s range value and place isnBardment token or tokens face up anywhere on the
battlefield within the warrior’s line of fire anddbled range. The arrow on the Bombardment tokest puint in the direction of the line of fire.

At the beginning of your next command phase, restile Bombardment attack against the
Bombardment token(s). If the line of fire to a toke blocked at this time, this warrior gets —2
to its attack value against that token. Make omig attack roll, even if there are multiple
Bombardment tokens, and compare the attack regaibhst each Bombardment token. If an
attack succeeds against a Bombardment tokengale (friendly and opposing) within that
token’s area of effect become targets of the Bodibant attack. Make one more attack roll,
and compare the attack result against each tardettnse value. Deal damage equal to the attadkeerteed damage value to each figure against whieh t
attack succeeds.

If a critical miss is rolled for either attack rethile
resolving a Bombardment attack, the attacker akketa
click for each critical miss. A critical hit willrdy deal
an extra click of damage on the second attack (ffL9)

If an attack is unsuccessful against a Bombardnogen, the Bombardment attack has drifted. Rolka s
sided die; the result is the drift direction notedthat Bombardment token. Reference the unsuedessf
attack result on the Bombardment token to deterhiaalistance of the drift, and move that Bombamime
token that distance in the drift direction. Alldiges (friendly and opposing) within the token’s nenea of
effect are targets. Resolve the attack againsettaegets as described abolen attack result is less than
the lowest value shown on the Bombardment tokes thes lowest value to determine the drift distance
instead.

Figures with Ghostform or Limited
Invisibility are not targeted by Bombardmer
attacks. If a warrior is in the area of effect fpr
two tokens being used for the same attack
warrior will not take damage twice. (p.19)

=3

If a warrior with an unresolved Bombardment attesckliminated or gains Demoralized, use the attawk damage values on its Bombardment token(s) to
resolve the Bombardment attack.

Attack Sequence
Use the following sequence of events to make seabosanged combat attack:
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1. Give aclose or ranged combat action to yoarckthg warrior (or primary attacker of
an attack formation).

2. Declare the target(s) of the attack.

3. Declare a capture attempt, if applicable.

4.  The attacker chooses which of its optional spedilities to cancel and determines an
modifiers to its attack value.

5.  The target chooses which of its optional spedidities to cancel and determines any
modifiers to its defense value.

6.  Apply the rule of 3 to the attacker's attackueamodifiers and the defender’s defense
value modifiers, if applicable.

7. Make an attack roll and determine if the attswkceeds.

If an effect describes how damage is dealt upon a
successful attack, and does not specifically say th
damage dealt is in addition to the regular damage p
ranged damage value, the effect's damage is deal
instead of the value. (p 17)

Note that while damage dealt is often derived feom)
damage value, damage dealt is not itself a combat
value and thus not subject to the rule of 3. (p.18)

8. If the attack succeeds, calculate the damage dea If multiple effects can be resolved simultaneot
a. Modify the attacker's damage value or rangedatgmvalue, as appropriate. the active player chooses the order to res
b.  Apply the rule of 3 to the total damage valudlifiers, if applicable. them in. If resolving one effect causes anothe

c.  If capturing the target, deal no damage. Otregwdleal damage to the target(s) | end that other effect will not be resolved. (p.17
equal to the attacker’s close or ranged damagesyakiappropriate. If the attacl
roll was a critical hit, increase the damage deadtach affected warrior by 1.
9.  Apply effects generated by the damage dealtoanidé attack (for example, the Vampirism or Srsjecial abilities).
10. Give an action token to each warrior contribgtio the attack.
11. Apply pushing damage to any warrior that reedig second action token as a result of the action.

FORMATIONS

By using a formation, an action that you give te of your warriors can be shared by other friewadyriors. Formations are optional, and exist oolythe
duration of the actions for which they occur. Id@rto create a formation, three to five of yourneais must be grouped so that each is in baseacowiith at
least one other of those warriors. Each warria formation is called a member.

All members of a formation must be from the sanutiden, though they can be from different subfactidmok at the faction symbol on each warrior’sebes
determine if the warrior can be a member of thenfitfon. Mage Spawn warriors don’'t have faction sgtabso they cannot normally be members of
formations. Shyft warriors are the exception taatirgg formations with Mage Spawn (see “Shyft Foriorad”).

Movement Formations
In addition to the general formation requiremergsalibed above, only a warrior eligible to recevmove action can be a member of a movement foomati

When you give a move action to just one membemaiinbers of the movement formation cal
move using that one action. The speed value of eahber becomes that of the member wit| The choice to use either the +2 to attack valuelao

the lowest speed value. Move all members of thev&tion one at a time. The action is damage value must be made before the attack pdlb)
resolved when each member has moved. At the etiteahovement, each member must once
again be in base contact with at least one othenlmee—the formation cannot be split into two or mgreups at the end of the action.

Each member is given an action token, and all ansidered to have been given an action for that flinis can push some members but not others.

Make all break away rolls for members of a moveniermnation before any member moves. If any memaits & break away roll, that warrior cannot move,
though it can still change its facing. Other menstim still move according to the movement fornmatides.

Ranged Combat Formations

A ranged combat formation can be used only formatfing (not healing) ranged combat attack agaisstigle warrior. In addition to the general fornoati
requirements described above, the following addéticriteria must be met in order to create a rdrggenbat formation:

. Only a warrior eligible to receive a ranged condetton can be a member of a ranged combat formation
. Each member must be able to draw an unblockedfifiee to the target.

When you give a ranged combat action to just onenloge, all members contribute to the attack. The bre¥rgiven the ranged combat action is called the
primary attacker. Only the primary attacker can sygecial abilities or items in the attack. Each mnemmodifies either the primary attacker’s attack o
damage value.

If a member has the bow attack type, it can moelifiyer the primary attacker’s attack value by +2l@mmage value by +1. If a member does not havbdhe
attack type, it can modify the primary attackettsiek value (only) by +2.

Example: The Orc Khan warriors create a ranged combat forioratLines of fire are drawn; all are clear and hiit the range values of each member. The
Ub-Khan is chosen as the primary attacker. It g&go its attack value from the Orc Hunter and +lits damage value from the Gulthak Orc.

Each member is given an action token, and all ansidered to have been given an action for that flinis can push some members but not others.
Only the primary attacker’s line of fire might bebgect to the height advantage modifier and/or éiird) terrain modifier.

If you roll a critical miss for a ranged combatrfation attack, the attack automatically misses, @iy the primary attacker is dealt 1 pushing dagnag

Shyft Formations

Warriors with the Shyft faction symb(/‘\\)—Shyfts—can create formations with friendly Magex®p warriors. If a Shyft warrior is on the battédd, all
Mage Spawron the battlefieldriendly to that Shyft gain the Shyft faction syohb
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SPECIAL ACTION

A special action is a requirement for some speidities and actions (noted in the text of thecileability or action). Give an action token toyamarrior
given a special action.

TURN EXAMPLE

Matt has nine warriors in his 200-point army, whgities him two actions to use on his turn. At tiegibning of his command phase, he notes that ha has
warrior with the Venom special ability, which dedlslamage to each figure in base contact wittratstfarc. He also has a Bombardment attack that beus

resolved. Matt chooses to resolve the Venom spabitity first, then resolves his Bombardment ditadde can do nothing else during his command plese,
he announces the end of his command phase and movtedis action phase.

He still has two actions remaining (the Venom splebility doesn’t cost an action). He uses th&t fiction to have one of his warriors make a rargecbat
attack. Matt gives his warrior a ranged combatoactind resolves the attack. He uses the secormhadotmove another one of his warriors. He givés th
warrior a move action and resolves the movementt Mes now used his two actions on two differentriges. He can do nothing else during his action
phase, so he announces the end of his action gin@s@oves on to his end phase.

At the beginning of his end phase, Matt checke®ithe controls any objectives. He also remowvgsaation tokens from any of his warriors that weoé
given actions this turn.

CAVALRY RULES (from the Dark Riders expansion set)

MOUNTS

Some watrriors, called mounts, have elongated b&seh of these bases has a base slot that can aodate another warrior’s base, and a saddle timat ca
physically accommodate a rider. Each mount is @dréain mount type and has a mount symbol (prined to its speed value) associated with it. Mounts
cannot make free spims capture attempts

Mount Types

» Battle Horse ” Desert Warbird F Pegasus Sky Dragon

b
b
s‘w Cloud Griffon W Horned Stag 0 Salamander

RIDERS

Some warriors have an attack bonus printed wittsguare (for exampILE,l). Only these warriors,
which have one or more mount symbols printed oir theeses, can become riders. These mount
symbols indicate which mount type or types thatrigarcan ride. A warrior on a mount becomes a
rider. A warrior that can become a rider can usaftack bonus only when it is on a mount; thisuson
applies to all attacks that this warrior makesardtess of what the warrior’s attack type is.

\
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Technocat

Arider can only use its rider bonus while part d
a cavalry unit. This includes using the bonus fq
effects other than attacks. The bonus still exists
but simply cannot be used. If the War domain (D-
029) is in play, an unmounted rider cannot use] its
bonus, and does not get a bonus of 1. (p.12)

= =

CAVALRY UNITS

Together, a mount and rider are called a cavality Tio form a cavalry unit,
follow these steps: Cavalry units cannot be reanimated as a “unit”simount and rider
*  Remove the warrior from its base. This will revagilastic peg that are separate figures. To reanimate a cavalry yolt,must reanimate
you can insert into a hole on the mount’s saddhés Secures the rider | the mount and rider separately. However, if the mégialready ir
to its mount. Warriors eligible to become riders #re only warriors play, you may reanimate a legal rider directly aht¢p.15)
that can be removed from their bases in this way.
. Place the rider’s base into its mount’s base slot.

All mounts must be deployed as cavalry units; ihathey cannot be deployed without riders. Bothtount’s and the rider’s point values count tovtaed
build total.

Cavalry units cannot

. make free spins,

. capture or be captured, If a mount or rider is being affected by a gameeifthat
. use the surge proficiency, causes its friendly or opposing status to changa fo

= be affected by the Strong Flyer or Magic Levitatgpecial abilities, or limited, predetermined duration, that mount or ride

. use subfaction abilities. cannot be part of a cavalry unit during that peri@dlL7)

L] be affected by any game effect that causes eitleemiount’s or the rider’s friendly
or opposing status to change.

A mount and its rider are in base contact with eatbier.For purposes of their front arc facing, their front | A fider may target its mount with effects
arcs are in base contagtfigure in base contact with a cavalry unit isimse contact with both the mount | that require base contact with the ride

and the rider. When a cavalry unit occupies a itefigature, both the mount and the rider occupytisraain | front arc, such as Healing. The mount may
feature While part of a cavalry unit, a rider gains theexpéype of its mount instead of the rider's spagbt | SO target ts rider with such effects. (p.J
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Special abilities of a rider or items that a ridéelds that refer to the rider’s front arc, suchv@nom or Sweep, use the mount’s front arc whiterttier is
part of a cavalry unit.

If an effect causes a rider’s front arc or spege tp be replaced,
If an action token is given to a rider or a mounattis part of a cavalry unit, give the [ that replacement is ignored while the rider is pa= cavalry uni

token to the cavalry unit instead. If a rule oreeffrefers to the action tokens of either | — the rider always uses the mounts front arc arddpype. (p.18
rider or mount, use the action tokens of the cgvaihit instead.

Effects that target a single figure can targetualg unit instead. Choose either the mount orrither to be the target of the effect. If an effeatises the
center dot of either the mount or the rider to deits position on the battlefield, both mount aider are moved together.

Giving Actions to a Cavalry Unit Note that using the Mounted Charge or Mounted Bqumodiciencies to

. . . activate an ability which requires an action ordguires one action.
You can give a cavalry unit only one action pentur

If you give an action to a cavalry unit that cauisés be given a second action token, it is nalde pushing damage after the action resolves.

When a cavalry unit is given a move action, only thount’sspeed value and proficienciean be used to resolve the actiBoth the rider's and the mount’s
special abilities can be used to resolve the action

When a cavalry unit is given a close or ranged arabtion or a special action, you must chooseséoaither the rider's combat dial or the mount'mbat
dial to resolve the action. When using the mouctsibat dial, only the mount’s special abilities ¢@nused. When using the rider’'s combat dial, ¢iméy
rider’s special abilities and items the rider i€Mling can be used. A rider that can wield itemsai@p and pick up items while part of a cavalrit.uwhen
dropping or picking up items as part of a cavainit,uthe item token must be in base contact withrtiount. A cavalry unit given a close or ranged loam
action uses the mount’s front arc and center dot.

Attacking and Damaging a Cavalry Unit

When targeting a cavalry unit, the attacker chotiseslial against which to resolve the attack. theemount’s center dot to determine line of firel amy
area of effect, such as with the Bombardment spabitty. If a cavalry unit is affected by the B&ardment special ability or other area-of-effetaeit,
apply damage to both the mount’s and the riderfalzat dial, as applicable.

Use the mount’s rear arc to determine if any reamzodifiers apply to the attack. This choice only applies if the pushing damagees! ¢o the
cavalry unit, but not specifically to either mowmtrider. For
If a cavalry unit is dealt pushing damage, you nehstose to apply the damage to either | €xample, if the mount has the boot speed typettzdavalry
the mount’s or rider's combat dial. unit uses the double-time proficiency, you may et deal
the 1 pushing damage to either the mount or thex.r{gh.11

Cavalry Units and Formations

Cavalry units can create formations only with ottevalry units. All riders in a formation of cavwalinits must A formation of cavalry units consis
have the same faction symbol; ignore mount factfongormation purposes. of 3, 4, or 5 cavalry units. (p.12)

Eliminating Cavalry Units

If a mount is eliminated before its rider, retulne rider to its base. Place it on the battlefieldase contact with the mount and eliminate thenthfrom the
game. If the rider cannot be placed in base combtthe mount, eliminate both the mount and fderr When a mount or rider is eliminated, remoxg a
action tokens that were on the cavalry unit.

If a mount is without a rider, the mount’s intetlitce level determines how the mount reacts. Eacmtisomount type is printed inside one of threepeisa a
circle, a pentagon, or a square. This shape iredhe mount’s intelligence level, as describedwel

INTELLIGENCE LEVELS

. Skittish: If this mount does not have a rider at the begigof any player's end phase, remove it from tamg.
Independent If this mount does not have a rider, it can besgiactions as normal.

. Mean-Spirited: If this mount does not have a rider at the begimof any player's command phase, it is a friengérrior to the player whose turniit is,
and an opposing warrior to all other players fart tiarn.

DISMOUNTED RIDERS

A rider can dismount during the game; this wargopoth a dismounted rider and a warrior untildtrgs another mount, and all rules that apply tandisnted
riders and warriors apply to this warrior, as ajppiate.

To dismount a rider, give the cavalry unit a speagion. Do not give the mount or rider an actioken, and remove any action tokens from the cgvaiit.
Remove the rider from its mount, return it to itsb, and place it on the battlefield in base comt@b the mount. Both the rider and its mount eengiven
actions on the same turn the rider dismounts.dfeltis no room on the battlefield for the rideb&oplaced in base contact with its mount, the rademot
dismount.

A dismounted rider can gain another mount durigguae. To do so, the dismounted rider must be ie bastact with a friendly mount without a riderdan
the mount’s and dismounted rider’s mount symbolstrmatch. Give the dismounted rider a special actemove it from its base, and place it in the nieu
saddle. Then place the rider’s base in the mounase slot. Give the newly formed cavalry unit atiosctoken. The cavalry unit can be given an actiorthe
same turn it was formed.
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Some proficiencies allow a cavalry unit to both m@wnd attack using only one action. In these calsesnount or the rider can use any single spatidity
they possess that requires the kind of action gwieen they resolve the action. Cavalry unit preiidies are listed below.

Horsemanship

When this unit is the target of a ranged combaichtthat is resolved against the rider’'s combdt thie attacker gets -2 to its attack value.

Impale

This unit’s rider cannot use the Weapon Master igpability. When this unit’s rider succeeds at@se combat attack against a single target, thez gdts +2

to its damage value.

Mounted Bound

Give this unit a ranged combat action when it isindase contact with an opposing figure.
This unit can move up to its full speed value amehtmake a ranged combat attack. Use th
mount's combat dial to resolve the movement anditter's combat dial to resolve the

ranged combat attackanly the rider may use special abilities which rieg@ ranged combat action during the resolutiomoéinted bound.

Mounted Charge

Give this unit a close combat action when it isinot
base contact with an opposing figure. This unit can
move up to its full speed value and then make seclo
combat attack. Use the mount’s combat dial to xesol
the movement. You choose whether to use the mount’
or the rider's combat dial to resolve the close bam
attack.

Overwhelm

Give this unit a move action when it is not in base
contact with an opposing figure; this unit cannse any
speed special abilities. At the end of the movemient
must be in base contact with a single opposingloava
unit. Roll one six-sided die and add the ridertaek
bonus to the result. If the result is 6 or more, rider of
the opposing cavalry unit is dismounted. If theredt
enough room for the dismounted rider’s base to be

placed on the battlefield in base contact withrttent, eliminate the dismounted rider.

Trample

Give this unit a move action when it is at grouedd!; it cannot use the double-time proficiency.
Measure a movement path in a straight line thrabghmount'’s front arc. This movement path ca
cross other figure bases. Resolve the movementfigaye at ground level whose base is crosse(

by the movement path is dealt 1 damage.

DARK RIDERS SUBFACTION

To use Overwatch with Mounted Bound, move the cgva
unit using the mount’s speed value, give the umiaetion
token, but do not make an attack; resolve the 'sastack
at the beginning of your next command phase. (p.14)

Charge
ffount st

When a cavalry unit uses mounted charge, it mayatetthe Charge special ability. The aboVe
diagram illustrates how this might be resolvedhd mount’s Charge is activated. Alternately,
you could resolve the Charge portion first, follal\®y the mounted charge portion.

If you activate the rider’s Charge instead, ther@agortion would require you to attack with
the rider after moving the rider’s speed value.tideakaway roll is required after the first atte
Mounted Bound used to activate Bound would be mesbin a similar fashion. (p.14)

Trample affects both friendly and opposing warriors
Trample will only affect a rider that is part of a
cavalry unit if the line crosses the rider’'s actoate.
Trample is not affected by Pole Arm. (p.15)

Cavalry units from the Dark Rider@) subfaction follow the same rules as other cavafiys, with the following exceptions:
. Riders and mounts are matched by their collectarimbers, not their mount symbols. For example, isa#121a can ride only mount #121b.
. Riders from the Dark Riders subfaction cannot dism@r be dismounted.
. A Dark Riders mount cannot be eliminated beforeider is eliminated. If three skulls show in thatsslot of a Dark Riders mount that still has a
rider, instead of eliminating the mount, turn itsrbat dial to the starting marker.
. When a rider from the Dark Riders subfaction isnaliated or removed from the game, remove the sdease from the mount’s base slot. The

rider remains in the mount’s saddle.

. Riders from the Dark Riders subfaction can use thédfaction abilities while they are part of a @ly unit.

SPELLBOOKS AND SPELLS (from the Sorcery expansion set)

A spellbook is an item that allows its wielder tays—or cast—spells. A spellbook is represented Btyeene card. When a warrior equips a spellbook,
remove the spellbook from its card and insertti ifhe warrior’s base. A warrior wielding a spellkdecomes a sorcerer (it is still also a warridhe
sorcerer that casts a spell is that spell's caStse.the Items section for more information on vimgléand using items.

Spells give warriors a customizable catalog of talcil abilities. Each spell has a page countcavbe cost, possible faction requirements, and spdll
describing the spell’s effect. Some spells alsaehgpell elements (which are like item tokens) Higiify the spells’ targets or areas of effect. |Bpare

represented by styrene cards.

Each spellbook has a capacity. This is the numbspell pages it can contain, and each spell takes certain number of pages in a spellbook. Tted page
count of spells in a spellbook may never exceedpetibook’s capacity.
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Some spells have alternative page counts (prirftedtdme@ symbol) called Affinity page counts are only important when builgia spellbook
affinity page counts. If a sorcerer’s faction obfaction symbol matches the symbol | If a spellbook is picked up by another warrior dgra game, the
associated with the affinity page count, the affipage count is used when page counts of the various spells no longer mgpe22)
determining how many pages the spell takes upahgbrcerer’s spellbook.

If using a spellbook, you must assign that spekdtmoa warrior and spells to that spellbook before

deploying your army. This will allow you to taketanconsideration any affinity page counts. When
you deploy your army, place each spell face upstaak beneath the spellbook that contains them,
and then place that stack beside the battlefidié. tdp spell on the stack is called the bookmarked
spell.

A spell cannot be included in a spellbook unles:
the initial wielder meets any faction requireme
for the spell when the spellbook is built. (p.22)

Only the controller of the spellbook’s wielder oaaw the spells in that wielder's spellbool Spells are recorded on the Warlord copy of the Aafmget.
stack. If a spellbook has no wielder, its contengy not be viewed by anyone. Neither the| Players are not required to show their opponent spells
order nor the orientation (face up or face downgpdlls in a spellbook may be changed | they have until the spell is used. However, spelisnot be
unless a rule allows the order or orientation teihenged. changed or reassigned between rounds. (1.16.3)

RULE OF SPELLS

Similar to special abilities text, when a spelésttcontradicts the rules, the spell text takesguence.

CASTING SPELLS

Only a face-up bookmarked spell containing its Ispleiment can be cast. Most spells require anmttide - —
cast, and they use the wielder's combat valueappsopriate. A warrior may only cast a spell if it meetg
a faction requirement for the spell. (p.22)

When casting a spell, make all opponents awarke$pell text. Resolve it in the following order:

1. Choose targets and make any choices, as apgt@pri

2. Place the spell element or card on the batttfées appropriate. After casting a spell, the new bookmarked spell iawny face
3. Execute the spell text. up spell in the spell stack, including the speditjoast. If the spe
4.  Putthe spell face up on the bottom of the bpek stack, if appropriate says to place it face down, you do not select a m@skmarked
5. Choose a new bookmarked spell. spell until the cast spehas been browsed. (p.:

When a spell ends, its effect ends. Put its spethent (if any) back into its spell card
and put the card face up on the bottom of the castack. A spell does not end except as specified by thi e rules, or
by the spell’s text, or in cases where the spelhoabe resolved.
A spell may be modal, allowing it to have one ofitiple effects. A modal spell says [ Even if thecaster ceases to wield the spellbook, the spefliests
“Choose one” before its choices are presented.el'spnode must be chosen when it| stay in play until the specified end conditions aret. (p.22)

is cast, and it resolves with the chosen mode.

Some spells are not actually cast in the game.dRrathey have effects that come into play simplyobing in a If a spell cannot be legally resolved,
sorcerer’s spellbook. Such spells say “Do not castaollow their spell text just like you would anyteer spell. spell’'s effects end immediately. (p.22

Some powerful spells indicate that you must putrtii@ce down on the top of the stack instead ofipgithem face up on the bottom of the stack. Aface
down spell cannot be cast.

BROWSING When browsing, reveal the browse cost by sho
Changing one bookmarked spell for another is cdifeavsing. In this way, a controller can choose | the edge of the spell card to your opponent.
which spell his or her sorcerer has available t.c¢&ou may browse only on your turn, need not reveal the entire spell. (p.11)

To browse, pay a spell’'s browse cost; costs areritesl in the “Browse Costs” table, below. There &vo ways to browse:
1. Pay a face-up bookmarked spell's browse costlzr choose any face-up spell in the stack thvbdodokmarked spell.
2. Pay a face-down bookmarked spell’s browse dasn that spell face up and then choose any facgpap in the stack to be the bookmarked spell.

Browse Costs

3 Atthe beginning of your end phase, browse. Nooads required.
B If the sorcerer has one or two action tokens, reaane. Give the sorcerer a special action to browse

@ Give the sorcerer a special action to browse.

Example: Ben’s bookmarked spell is not the spell he wantst& Ben chooses to browse the spell so thatmea@akmark a more useful spell. The browse

cost isL. Ben'’s sorcerer has no action tokens, so he faegemoving an action token from his sorcerer andgythe sorcerer a special action to browse.
He selects a new spell and places it on the taheo§pellbook stack. Ben completes the action\iggthe sorcerer an action token.

SPELL TYPES

There are four main spell types. A spell’'s typpristed on the spell card beneath its name.
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Spells of this type create an enormous varietyrofiediate effects. Some are accessible and munadiie,others are rare and mighty. Sorceries thaire
a ranged combat action cannot be cast when therdash base contact with an opposing warrior. Waesorcery is cast, follow the sorcery’s spelt.tex

Casting sorceriesGive the sorcerer a ranged combat action to castaery. A sorcery’s spell text will indicate iffferent type of action is required.

Sorceries do not have spell elements.

Enchantments Magic Immunity does not prevent a figure from beihg target
Spells of this type allow a sorcerer to encharingls target figure, imbuing it with an | 0f an enchantment unless the enchantment requiessged
effect. As part of resolving an enchantment, rentbreespell element from its spell combat attack by a wand figure to cast. Also, Magimunity

card and hang the element on the target. Put tibcgpd in play face up next to the | does not protect a figure from glyphs or illusionsy from
battlefield and follow the spell text. The targeeinchanted (affected) by the spell per| Sorceries that do not use a ranged combat attaekget the
the spell's text. The spell ends as indicated bgjtell text or when its target is warrior with Magic Immunity.

eliminated or removed from the game.

Casting enchantment&ive the sorcerer a special action to cast an enetent. An enchantment’s spell text will indicate idifferent type of action is

required.

Glyphs

Spells of this type are centered on a point orb#téefield and may create any number of

If a Glyph or lllusion says to place it face dowmtop of
the spell stack when cast, place it on top of tiedllsook

effects. As part of resolving a glyph, remove jtelselement from its spell card and place the| instead. When the spell is browsed, put it on titdfield
element face up on the battlefield in base conttt the caster. Put the spell card in play fac{ as normal. This will remind you that the spellrigiay,

up next to the battlefield and follow the spellttek glyph ends at the beginning of any end

phase in which the caster is not in base contabtte glyph, or as indicated by its spell text.

Glyph spell elements cannot be placed in base cowigh each other.

Glyph spell elements do not prevent base contattt ebjective tokens or terrain features.

Casting glyphsGive the sorcerer a special action to cast a ghjptilyph’s spell text will indicate if a

different type of action is required.

Illusions

but must be browsed before casting another spel2}

Glyphs cannot exist at soaring level, and thus

cannot be cast by sorcerers at soaring level. .

Spells of this type alter the battlefield like ddng but for a limited time. Illusions may cancelb@ canceled by domains in play. As part of rdsghan

illusion, remove it from the spellbook and putitglay face up next to the battlefield. The speti®as indicated by its spell text; when it endmave it from

the game.

Casting illusions Give the sorcerer a special action to cast andlfus

PROFICIENCY: COUNTER SPELL

Warriors with the wand attack type can use the tauspell proficiency to cause an opposing sortesgrell to fail. To use counter spell, a warriannot be

in base contact with any opposing able warriorg,itmannot have any action tokens.

Counter spell is used during an opponent’s turdpés not require an action. Announce that you g
using counter spell after a target spell’s elenoerdard has been placed on the battlefield, but
before the target’s spell text is executed. Onlg warrior may attempt to counter a given spell.

The controllers of the casting and countering serseeach make a counterspell roll. The castif—. . -
sorcerer rolls two six-sided dice and adds its wlifiem attack value (including attack bonus, if | Riders cannot use their rider bonus during couptts
any) to the result. The countering sorcerer rafls six-sided die and adds its unmodified attacq rolls unless the rider is part of a cavalry unit.

value (including attack bonus, if any) +1 to theule If the countering sorcerer’s result is

greater than the casting sorcerer’s result, thateospell succeeds and the target spell fails.Retu
the target spell’s element (if any) to its speliccand put the spell card face down on top oftésls Note that the modifiers here are applied to the

If the counter spell attempt fails, the target spsolves normally.

Spells called counterspells enhance a sorcereg ®lisounter spell. Only bookmarked, face-up

If multiple players declare they want to counter th
same spell, the active player chooses which ofeth
players will resolve the counter spell. (p.13)

counterspell roll, and not to the attack value. The
rule of 3 does not apply to counterspell rolls18).

counterspells may be used. Announce and reveal@@spell as part of using the counter spell preficy.

ADVENTURING COMPANIES (from the Omens expansion set)

Adventuring companies are cards that allow playermite warriors from different factions. Whenlay®er has an adventuring company in play, all veasri
in the player's army are members of the adventucmmgpany. Members gain the ability listed on theesduring company card, and they may create

formations with each other as if they were fromshene faction.

A player may play only one adventuring company geane, and he or she puts it into play|
next to the battlefield before deploying his or fiest warrior. The point value of an

adventuring company applies to the build totahef player who puts it into play.

Adventuring Companies may be used during tournasnéint
a player uses an Adventuring Company, the same @oynp|
must be used for the entire tournament.
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Certain warriors are considered leaders or sigaatwembers of an adventuring company. The namésesétwarriors, called cohorts, are printed on the
adventuring company card. Playing cohorts decretsegoint value of an adventuring company; thihéscohort discount. If you play an adventuring
company, and have one or more of that company’srtein your army, you subtract the cohort discafreéach cohort used in your army from the
adventuring company’s point value, to a minimurmpeglue of 0. If a cohort is not Unique, the cahtiscount is applied for each instance of the cbimo
your army. This final, modified point value of thdventuring company counts toward the build total.

TERRAIN

You do not have to use terrain itMage Knight game, but adding terrain to the battlefield willkegjour game more challenging and interesting.

There are three main types of terrain featuresirchéndering, and blocking. These terrain types| Terrain features are pieces of terrain (including
can exist at ground level or they can be elevatedddition, there are several types of special | constructed terrain) that is placed on the baglefi
terrain features described throughout this sechowarrior occupies a terrain feature if its cente during setup. The battlefield itself is not a terrieature

dot is in the terrain. even if a domain affects the entire battlefield24)

CLEAR TERRAIN

Clear terrain can represent features such as gpdeisys or a city square. The entire battlefieldlesar terrain, except those areas where hindebiogking, or
special terrain features are placed. Clear tetrasgno effect on game play.

HINDERING TERRAIN

Hindering terrain can represent features suchwashblight woods, and debris. You can represerddring terrain using shapes cut out of construgbi@per
or cloth. The outer edges of these shapes areotredaries of the hindering terrain. Hindering terishould lie flat on the table so that it will noterfere
with the placement of warrior bases.

Warriors can move into and through hindering terraut with some restrictions. If a warrior beginmovement with any part of its base overlappirguicl
terrain, its movement must end immediately wheidse crosses completely into hindering terraido#is not have to stop if its base does not cross
completely into hindering terrain. If a warrior lixeg a move with any part of its base overlappinglbring terrain, its unmodified speed value is &dlv
(round up) for that movement.

Hindering Terrain Modifier
Close combat attacks are not affected by hindegmain. If a line of fire passes through any amafrhindering terrain, or targets a warrior occungy
hindering terrain, the target gets +1 to its deéevedue. This is called the hindering terrain miedif

If a warrior that occupies hindering terrain makeanged combat attack, it might not be penalizethb hindering terrain modifier. If the line ofdidoes not
cross any hindering terrain except beneath thelats base, no hindering terrain modifier apptiethat attack. This represents the attacker'staid fire
from the edge of hindering terrain, protected tnttpenalized by it.

Concealing Terrain

Concealing terrain represents tall grass or ofgat tover. Concealing terrain is clear terrainfftsvement purposes and hindering terrain for linfre
purposes.

BLOCKING TERRAIN

Blocking terrain represents features such as laogdders, high walls, and buildings. You can repnéblocking terrain using common items such agsle€
cards, small cartons, and scale models. Warriaisateoccupy, or have their movement paths crosskbig terrain. Warriors cannot have any part efrth
bases overlapping blocking terrain. Blocking terrbliocks any line of fire crossing it.

Chasms
A chasm represents a canyon or gorge. Chasmsaulety terrain for movement purposes and cleaatieifor line of fire purposes.

ELEVATED TERRAIN

Clear, hindering, and blocking terrain can be eledao form hills and low plateaus. Elevated terf@atures have gradual slopes up to an elevatiet pdl
elevated terrain features represent the same ¢évedight above the battlefield, and all pointaafingle elevated terrain feature are at the sawed.|

You can represent elevated terrain using stack®oks and magazines or by using scale modelsuliige models for hills, use models with a distinct
elevation change and flat upper surface.

A warrior must end its movement as soon as it oesuglear or hindering elevated terrain. After thia¢ warrior's movement is subject to clear ordirng

terrain movement rules while occupying the terrdepending on the elevated terrain’s type. A warcannot occupy elevated blocking terrain. When
measuring warrior's move onto or off of elevateda#, don’t measure any vertical distance travetedy the horizontal distance traveled.

Line of Fire and Elevated Terrain
An elevated terrain feature blocks line of fireéither the attacker nor the target occupies tleaéed terrain feature.

If the attacker and target both occupy one eleveleat terrain feature, line of fire is affectedédgvated hindering terrain on that same elevatedin
feature or blocked by elevated blocking terrain tiredbases of other warriors on that same eleveteain feature.
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If the attacker or target is on an elevated terfeature, but the other is not, line of fire isdked under the following circumstances:
. The line of fire crosses a warrior base on theatk terrain feature.
. The line of fire crosses a different elevated ierfeature.
. The line of fire crosses a blocking terrain feat@evated or nonelevated.

Hindering terrain affects line of fire only if ekhthe attacker or target is in hindering terraithe hindering terrain is elevated; otherwisesis Imo effect.

This line of fire crosses hindering terrain andanor’s base, but because the attacker is eleytedntervening features do not block line oéfir

Height Advantage Modifier

When an attacker not on elevated terrain makesgerhcombat attack against an elevated targetatpet gets +1 to its defense value. This is cdled
height advantage modifier. A target might get tkadfit of the height advantage modifier and theléring terrain modifier at the same time. In tlase, the
target gets +2 to its defense value. A warrior levated terrain attacked by a warrior at soarivglleloes not get the height advantage modifier.

Abrupt Elevated Terrain

Raised parapets, flat rooftops, and plateaus flaukecliffs are examples of abrupt elevated terraiprupt elevated terrain is treated like elevatsdain
except that warriors can move onto or off of sieriain only at an access point, such as a staiorddidder. Each abrupt elevated terrain featurstinave at
least one access point designated when it is placehle battlefield. A warrior's movement path mbstmeasured to and from such access points.

CONSTRUCTED TERRAIN

Constructed terrain is terrain made from constaitterain cards. Using constructed terrain is optipif it is to be used, all players must agregsase.
Constructed terrain cards display the terrain’s@amd describe all the terrain’s game play inforomatincluding its terrain type, defense valuetifation
value, and structural point value, all describeldWweThe pieces with which to build the constructedain feature are removed from their card odsand
assembled. After a game, a constructed terrainfeaan be disassembled and snapped back intrdsc cards for convenient storage.

A constructed terrain feature can be built from onenore constructed terrain cards and can represany different terrain types.

The terrain type indicates what type of terraing¢bastructed terrain represer@ is abrupt eIevate(,@ is bIocking,O is concealing,@ is elevated, and
is hindering. The defense value is the value aectiy ranged combat attack result must meet oreebiceorder to hit and damage the constructediterra

A warrior on top of a constructed terrain featuighvan access point (for example, a Wooden Watcetpis always in base contact with the access point
Warriors in base contact with the same access poinin base contact with each other.

Placing Constructed Terrain

When creating the terrain pile during setup, edakigr can add two constructed terrain features i
addition to their other terrain features. When jpig¢errain, a player can place two pieces of
constructed terrain on the battlefield insteadr nonconstructed terrain feature. Constructed
terrain is placed following all the rules of temmgilacement, except that constructed terrain can be

placed within 3” of another constructed terraincgieA constructed terrain piece must be placed itgtantire base (indicated by a bold black limegontact
with the battlefield.

Constructed Terrain is only legal for Unrestricted
tournaments (1.5.2)

Constructed Terrain in Game Play

A warrior can occupy constructed terrain. Consedderrain that allows a warrior to occupy it
will have a center dot printed on it. When targgtnwarrior occupying a constructed terrain
feature, instead of drawing the line of fire to therrior, draw the line of fire to the constructed
terrain feature’s center dot instead. Note thahwanstructed terrain, you should look down
from above to see if a warrior’s center dot is witit. The flight stand of a warrior at soaring
level cannot be placed on constructed terrain featu

Multiple-Dial Warriors, Titans, and Mounts may occt
the top of abrupt elevated constructed terrai long as
the figure’s center dot is within the terrain. Yimay
prop the figure up, as long as such supports do not
interfere with other figures at ground level.

Whenever a line of fire crosses constructed terrafier to the terrain type to see what modifierghtapply or if the line of fire is blocked.

In addition to any modifiers the terrain type migh&nt, some constructed terrain also has a featifin value. When a ranged combat attack targetsraor
in base contact with the constructed terrain, &edihe of fire crosses the terrain feature, thgethadds the fortification value to its defenskiga

A warrior cannot be given a close combat actioggting another warrior if constructed terrain pregebase contact between the attacker and targe at
time the attack roll is made.

Some constructed terrain cards have additionasnofimted on them. Follow these rules to deterraimgadditional effect the constructed terrain miginte
on game play.

Attacking and Eliminating Constructed Terrain

Constructed terrain, unlike other terrain, can lmeieated. The structural point value of a constedterrain feature is the amount of damage that ime
dealt to the constructed terrain during one plas/ertn in order to eliminate it. A constructed aénrfeature can be the target of ranged combatkattas long
as the attacker’s line of fire can be drawn to @geeof the terrain feature. A successful rangedbadrattack deals damage equal to the attackergetan
damage value. Close combat attacks can targetstraoted terrain feature if the attacker’s frort &rin base contact with the terrain feature. écessful
close combat attack deals damage equal to th&kattaclamage value.

Warriors on top of an abrupt elevated constructedin feature that is eliminated are also elimédat
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Lines of fire drawn to or from titans and multiplieal warriors are not affected by constructed farra
SPECIAL TERRAIN

Shallow Water
Shallow water terrain, such as streams, fords,pamds, is hindering terrain for movement purposesaear terrain for line of fire purposes.

Deep Water : :
. . . . . Deep water is not legal during tourname
Deep water terrain, such as rivers and lakespiskiohg terrain for movement purposes and cleaaierfor unless specifically stated otherwise. (1.52)

line of fire purposes.

DOMAI NS Domains are allowed during tournament

In addition to terrain featureshMage Knight battlefield can also be affected by domains, wiaieh play See the Tournament Rules for detdils
represented by domain cards. Domains can altexitemveather, or other conditions on the battlefielsing | regarding each tournament format. (1.5.3)
domains is optional, though if players agree totheen, then all players must use them.

0

If using domains in a game, each player secrethpsbs one domain card to play. After terrain is If a domain refers to an opposing player, or say
placed but before players deploy their armies, ghayer reveals the domain he or she chose and py “you”, without specifically stating which player

it into play next to the battlefield. Some domagasicel other domains. Canceled domains are remoy is relative to, such references are relative to the
from the game. If two domains cancel each otheth bards are removed from the game. Otherwise, | player who played the domain. (p.12)
follow the rules text on each domain card in play.

ITEMS

Some watrriors itMage Knight have slots for items in their base. These slotsathem to wield weapons,
armor, and other magical devices called items. Hach comes with a corresponding item token.

Note that all relics and spellbooks are also
items. Currently, all non-relic items have a
collector’'s number starting with “I.” (p.16)

An item of exceptional power is called a relicalf item is a relic, its collector's number beginthwR.”

A warrior can wield multiple items, with the follomg restrictions: In Constructed or Storyline tournament play, naifgmay
*  Awarrior cannot wield more than one relic. ) wield a relic that has a higher point value thaat figure,
. No more than one item with the same requirementeawielded by the same | ynless the relic has a faction or subfaction remuént. (1.5.3)
warrior.

. Arelic cannot appear in one player's army moretbace.
. A warrior must have one item slot for every iterwishes to wield.

. ) . ) ) . ) If a modifier granted by an item does not haveralsyl next to it
Each item is removed from its card so that it carmplaced in a warrior’s item slot. the modifier applies to all applications of the cfitsed comba

Besides showing the item’s name, the card descalbése item’s game play value. If there is a symbol next to it, the modifimly applies to
information and storyline text, including its calter’s number, point value, wielder | warriors with that symbol. If it is an attack valmedifier with an
requirements, and the modifiers and special adliti provides to the wielder. After a | attack type symbol, it only applies to attacksteftttype. (p.17)
game, an item can be snapped back into its carcbforenient storage.

The point value of an item counts toward the btoldl, just as the point value of a warrior doesribg deployment, an item must be placed in a wegi
item slot. This warrior becomes the wielder of iteen. An item’s wielder requirements describe the
specific traits a warrior must have in order toldié. For example, to wield Dragonstar, a warmaust Item requirements are only checked when g
have the bow attack type. Other requirements, asdaction or minimum attack value, are also pdasib | warrior first wields an item. (p.1

An item can be dropped by its wielder at the beigigrof the controlling player's command phase. Tdoes not require an action. If a wielder dropstem,

remove the item from the wielder’s item slot anagel the item’s corresponding item token in

base contact with the warrior that dropped the itdrwarrior can be given a special actionto | Dropping an item causes its effects to end

pick up and wield an item provided the warrior nsee item’s wielder requiremerdsd is in immediately, unless specified otherwise. (p.17-18)
base contact with the item token when the speci@mis given to the warrioPlace the item If a soaring warrior drops an item, place the item ix
token of an item dropped by a warrior at soaringlén base contact with the outside of the in base contact with the flight stand. Such itenas
warrior’s flight stand. An item dropped in blockiterrain (but not terrain that is blocking for be dropped so they are unrecoverable. (p.12)

movement purposes) is removed from the game.
If a warrior that is wielding items is eliminatdzkfore removing the warrior from the battlefieldirove the items from its base and place the carretipg
item tokens in base contact with the eliminatedriwarThen remove the warrior from the battlefieldhese items calme picked up by a warrior in base
contact with the item tokeand wielded as described above. It is possiblegiicking up items in this way can cause your atmgxceed its build total.

If a player’s warrior equips an item originally oathby another player, the item must be returnet$ tmwner after the game is completed.

ELIMINATING A PLAYER

At the end of any action phase, if a player haalsle warriors on the battlefield, all that playe®snaining warriors are removed from the game; theeyot
count as eliminated warriors. Remove the contrakes from any objectives controlled by that playlérese objectives become neutral, and the actiase
ends. At the beginning of the next end phase,lif one player has able warriors on the battlefigdf player gains control of all objectives.
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ENDI NG THE GAM E Note that if a player no longer has

The game ends at the end of any turn in which areyad the following conditions is met: able warriors, the game does not efd
. Only one player still has an able warrior on thiléfeld; OR until the end of the current turn.
. A predetermined time limit for the game is reacheg,
. All remaining players agree to end the game.

When time expires during a tournament, the cunpéater
may finish his or her turn. If that player was fhist player,
play continues until the player to the first pladgeight has
finished his or her turn or until only one playerstable
warriors remaining, whichever comes first. (1.9)

Example: Kelly and Will are playing a two-player game. DgiKelly's action phase, a
successful attack eliminates one of Will's warrigk$i of Will's remaining warriors are
Demoralized or captured, so Will is eliminated. 8ese Kelly is the only player with an
able warrior on the battlefield, the game will exidhe end of her turn. At the end of
Kelly’s action phase, Will removes his remainingrsi@s from the game and removes his
control markers from the objectives he controlsthi beginning of Kelly’s end phase, she
is the only player with an able warrior on the lediegld, so she gains control of all objectivesxN&elly checks control of objectives and notesttshe
controls all three objectives. Kelly removes actiokens from her warriors that were not given atithis turn and ends her turn. At the end of tier, tthe
game ends.

VICTORY!

When the game ends, all players count how manyctibgs they control. The player who controls thestrabjectives wins the game.

TIES

If no player controls a majority of objectives,abthe point values of the warriors that each playe | If @ warrior is eliminated, but not by an opposirlg
eliminated during the game. The winner is the playieo eliminated the most points’ worth of figure, the points for that warrior are divided
warriors. If players are still tied, the winnertie player whose army was built with the fewest bam | @mong all opponents (round down.) (p.12)

of points.

THE STANDARD GAME

Players are free to make their own choices aboild ttals, battlefield size, and other game cdndi when playind/age Knight. The standard game is a
suggested set of conditions under which to playgdrae, and is described below:

=  The battlefield is 3" by 3" square.

. The build total is 300 points, giving each playeee actions per turn.

. The time limit for the game is 50 minutes.

. Each player contributes from zero to four standargiin features to the terrain pile.

. Elevated terrain is not used.

. Follow Mage Knight etiquette and have fun!

TOURNAMENT PLAY

For guidelines on how to play a Mage Knight gamthattournament level, visitvww.wizkidsgames.com

MAGE KNIGHT ETIQUETTE

Miniatures games lack the restricted environmehtsard games and card games. This is good, begausean use your imagination to develop all softs
unique scenarios and terrain ideas. The butteridiatsacred stone altar. The key chain in theeceritthe table is a treasure chest, and theMiastior to drag
it back to its table edge is the winner!

On the other hand, situations can arise that areov@red by these rules. While we have attempmedite explicit rules, players might eventuall\sagree
over who can do what. To both avoid and help reselwch situations, we suggest the following poirfitstiquette:

. A player should never turn the combat dial of ahkie or her warriors unless the warrior is dealindge or healed of damage. Then, the player
should turn the dial only the required number wigs in the proper direction. In other words, deur't through a combat dial just to see what's
coming up.

. You will constantly pick up your warriors duringgame to adjust their combat dials. Mark the locetiand facings of your warriors with markers
on the table whenever you do this.

. Because weapons, limbs, and other bits of warstick out from their bases, it is sometimes diffi¢o cleanly position two warriors in base
contact. If you cannot achieve clean base conpéayers should agree that the two warriors aregetrcontact until one of them moves away or is
eliminated.

. Ambiguous situations will arise. For example, alof fire might or might not be nicking a warriobase. There might or might not be enough
room between two warriors to allow a third to stéwetiveen them. Players will reasonably disagrabese situations. In all such instances, roll
one six-sided die: On a result of 1-3, the actfondt allowed; on a result of 4-6, the action isvatd.

GLOSSARY

ability nexus: A location on the combat dial in which a speciéligb action: There are four types of actions: You may choose to end
might appear. This special ability can apply toaner’'s speed, attack, move, close combat, ranged combat, and | yoyr action phase befc
defense, or damage combat value. special. The number of actions you get using all your actions.
able: A warrior on the battlefield that is not a captased does not have each turn depends on the battle’s build

the Demoralized special ability. total: one action for every full 100 points of

access pointThe point at which a warrior can move onto or df&o the build total. You give these actions to your naas during each of
piece of abrupt elevated terrain. your turns.
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action phase:The period of a player’s turn during which he oe gfives
actions to his or her warriors.

action token: A coin or bead used to mark a warrior that has lybesn
an action.

action total: The number of actions you get on each of your turns
adventuring company card: A card that allows all warriors in a player’'s
army to create formations with each other as ijtvere from the same
faction; such warriors are members of the advemgucompany. Some
adventuring company cards also grant special egsilib their members.
affinity page count: An alternative page count for a spell that members
of a certain faction may use when constructingedlispok. Affinity page
counts are preceded by the OR symbol.

arc extensions:Lines on a warrior's base that help to defineritgf arc
in relation to its center dot.

area of effect:An area measured from a warrior’s or token’s center
outward in all directions.

army: A group of warriors you control during the game.

attack bonus: A number, associated with a specific attack typleled to
a warrior's attack value when it makes an attathguthat specific attack
type. An attack bonus is not a modifier.

attack result: An attack roll plus the attacker’s attack value ang
modifiers that apply to the attacker’s attack value

attack roll: The result of rolling two dice when a warrior maleslose
or ranged combat attack.

attack type: Indicates that a warrior is good at a certain lohdttack,
and gives the warrior access to certain combatgieoicies and attack
bonuses, and might allow it to wield certain items.

attack value: A number a warrior adds to the attack roll whematkes a
close or ranged combat attack.

attacker: The warrior to which a close or ranged combat adsagiven.
base:The plastic disc to which a warrior is glued.

base contact:One warrior is in base contact with another warwben
their bases are touching. A warrior can also beaise contact with a
token, marker, or terrain feature.

base slot:The space on a mount’s base where a warrior'sisgdaced
when the warrior becomes a rider of that mount.

boarding: Becoming a passenger of a chariot.

bookmarked spell: The top spell of a spellbook stack.

break away: Attempting to move a warrior that is in base contgith
one or more opposing warriors.

browse: To change the bookmarked spell in a spellbook stack

build total: A point total that limits how many combined poiats
player’s army can be; the combined point value pleger’'s army cannot
exceed the build total. The build total determihess many actions a
player gets on each of his or her turns.

canceled:When a domain or special ability temporarily hasffect. A
canceled domain is removed from the game. If aia@srcontroller
cancels one of that warrior’'s special abilitiess ttanceled special ability
ceases to be canceled at the beginning of thepteeytr’s turn, unless the
controller cancels it again.

capacity: The number of spell pages a spellbook can hold.

captive: A captured warrior.

captor: A warrior that controls a captive.

capturing: Using a close combat action to turn a warrior entcaptive
instead of damaging it.

cast: To play a spell.

caster: The caster of a spell is the sorcerer that castihell.

casting sorcerer:The sorcerer against whom the counter spell
proficiency is used.

cavalry unit: A unit composed of both a mount and a rider.

center dot: The point designated on a warrior’'s base as itsecgint.
The center dot might not be visible on some baedéese cases, use the
front arc extensions as guides to find the certénebase.

champion: A Unique warrior that has the option of being pldysing
one of several different combat dials.

close combat actionAn action given to a warrior that allows it to make
a close combat attack.

close combat attack:A hand-to-hand attack.

cohort: Leaders or signature members of an adventuringoaogn A
cohort reduces the point value of its adventuriogngany when both
appear in the same army.

cohort discount: The number of points subtracted from an advengurin
company’s point value when both an adventuring comyand its cohort
appear in the same army.
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collector’s number: An identifying number for somilage Knight
game pieces.

combat dial: The rotating disc under a warrior’s base.

command phaseThe period of a player’s turn during which he oe sh
gives orders specific to the command phase torttieowarriors. Some
warriors have special abilities that resolve dutimg command phase,
and some actions given on a previous turn migltivesduring the
command phase.

constructed terrain feature: A terrain feature built from one or more
constructed terrain cards. Some constructed tefeainires can be built
from one card, and others require multiple cards.

contested:The state of an objective when opposing playere lzéole
warriors in base contact with the objective token.

control marker: The marker a player places on top of an objectiken
to show that he or she controls it. Each contralkeahas two sides, each
a different color. At the beginning of a game, epletyer choose the
control marker color he or she will use during gagne.

controller: The player able to give actions to a warrior iciistroller.
Also, the player who controls an objective is tbljective’s controller.
countering sorcerer: The sorcerer using the counter spell proficiency to
attempt to counter a target spell cast by an opgosrcerer.
counterspell roll: One of two rolls made to determine the success or
failure of a counter spell attempt.

critical hit: An attack roll of 12 (two 6s).

critical miss: An attack roll of 2 (two 1s).

damage dealt:An attacker’s damage value, affected by any madifia
target’s controller turns the target's combat dlackwise once for each
point of damage dealt.

damage type:Indicates what type of damage a warrior deals when
makes a close combat attack, and can affect gaawe qich as in regard
to healing.

damage value:A number that indicates how much damage a warrior
deals when making a close combat attack.

defense typeindicates what type of defense a warrior uses. Gés
alter how a warrior is affected by attacks, suclvasd ranged combat
attacks made against a warrior with the magic imigutefense type.
defense valueA number that an attack result must meet or exaeed
order to damage a warrior.

deploy: Placing your warriors on the battlefield before gaene begins.
deployment area:A player must deploy his or her warriors in hisher
deployment area. It is an imaginary rectangle éixéénds 3” from the
edge of the battlefield and 8” away from any otbége of the battlefield.
It has two short edges and two long edges; the eldgest to the player
is called the near edge, and the edge farthesttherplayer is called the
far edge.

disembarking: A passenger leaving a chariot.

dismount: To remove a rider from its mount.

dismounted rider: A warrior that has been removed from its mournis It
both a dismounted rider and a warrior for game pseg.

domains: Conditions, such as weather and terrain—represdryted
domain cards—that can alter game and battlefieldiitons.
elevated:The level, above ground level but below soaringlewhere
elevated terrain exists.

eliminated: A warrior or constructed terrain feature that isioved from
the battlefield, or when a player is no longer dithe game.

enchant: To affect a warrior with an enchantment.

end phase:The period of a player’s turn during which he oe sihecks
for control of objectives and removes all actioketos from his or her
warriors not given an action that turn.

ends: When a spell’s effect no longer applies to the game

explosive damageThe damage dealt by a successful ranged combat
attack from a warrior with the explosive damageetyp figures within a
3" area of effect of the target of the attack.

facing: The way a warrior’s front arc is oriented on théleéeld.
faction: The main group to which a warrior belongs. All viars belong
to a faction, except for Mage Spawn warriors.

first player: This player (determined by dice roll) places thstfi
objective token (besides the one placed in theecaitthe battlefield),
deploys his or her warriors first, and takes tinsgt fiurn.

flight stand: An indicator that you place under a warrior to sttbat it is
using the soaring proficiency. It also doubles &swaring.

fortification value: A number indicating the defense bonus that a
constructed terrain feature provides to warriors.

free spin: Rotating a warrior so that its front arc touche®pposing
warrior that moved into base contact with it. ledmot require an action.
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freed: When a captive is released from its captor bectheseaptor was
eliminated. A freed captive is no longer a captive.

friendly warrior: A warrior you control or one that is controlled &y
ally.

front arc: The only portion of a warrior’s base through whicban

make attacks. A warrior’s front arc must be in besetact with an
opposing warrior in order for it to make a closenbat attack, and line of
fire must pass through a warrior’s front arc inarébr it to make a
ranged combat attack.

ground level: Ground level is any point on the battlefield thahbt at

the elevated or soaring levels.

healing: A counterclockwise spin of the combat dial thatdades the
removal of damage.

height advantage modifier:If a ranged attack originates on nonelevated
terrain against a target on elevated terrain spating level, the target
gets +1 to its defense value.

hindering terrain modifier: If a line of fire passes through any hindering
terrain, the target gets +1 to its defense value.

ID click: The special click preceding a champion’s startirsgkar click
on one of its combat dials. This click is printethithe champion’s set
symbol as well as the point value and collectotimber for that combat
dial.

independent:If it is without a rider, a mount with this intediénce level
can be given actions as normal.

indirect-fire attack : A type of ranged combat attack made by figures
with minimum and maximum range values that ignoeesin and other
warriors but that must still pass through the &ta's front arc.
intelligence level:A mount’s intelligence level dictates how it reatts
not having a rider.

item: Weapons, armor, and other magical
devices that a warrior can wield. An item
can bestow special abilities, combat value
modifiers, and so on.

item slot: The part of a warrior's base into which an itermigerted

when the warrior wields it.

key ring: The flight stand doubles as a key ring, which camuged to
turn the combat dials of some warriors.

line of fire: An imaginary line drawn from the center of an attxts

base to the center of the target's base. If thisi blocked, the attack
cannot be made.

long-range attack A ranged combat attack made at up to double range
by a titan, multiple-dial warrior, or castle sectiagainst another titan,
multiple-dial warrior, or castle section.

maximum range: The longest distance at which a warrior can nake
indirect-fire attack.

mean-spirited: If it is without a rider at the beginning of a péis
command phase, a mount with this intelligence levé&liendly to that
player and opposing to all other players for thant

member: A warrior in an army using an adventuring compaasdds a
member of that adventuring company. A warrior tgkpart in a
movement or close or ranged combat formation is alsiember of that
formation.

minimum range: The shortest distance at which a warrior can naake
indirect-fire attack.

modal: A spell with different effects,
one of which must be chosen when the
spell is cast. A modal spell is printed
with “Choose one.”

mode: The chosen effect of a modal spell.

modifier: A number that is added to or subtracted from aim@sr
combat value. Attack bonuses and replacement valteesot modifiers.
mount: A warrior with an elongated base that can carrgotharriors,
called riders.

mount symbol: A mount symbol on a mount’s base indicates the rtisun
type. A mount symbol on a warrior's base indicated the warrior can
ride a mount of that type.

mount type: The type of warrior a mount is. A mount’s mounteypust
match a rider’'s mount symbol for the two to forroeevalry unit.

move action: An action given to a warrior that allows it to clgants
position on the battlefield.

moved: A warrior is moved when its center dot changestsat any
time, or its facing changes during its controlletm.

movement formation: Three to five friendly warriors in base contact
with each other that are able to move as a unit.

Relics (including
spellbooks) are items.

Note that some items may
also have modal effects.

UNOFFICIAL DOCUMENT

movement path: The path shown by the flexible ruler that indicates
where a warrior will move.

neutral: The state of an objective when it is neither caetdsor
controlled. All objectives begin a game neutral.

objective: One of several strategic battlefield locations tilayers vie to
control in order to win a game.

objective token: A token placed on the battlefield to indicate theattion
of an objectiveObjective tokens are clear terrain.

occupy: A warrior occupies terrain when its center dot ighim the
terrain. Its base does not have to be entirelpértérrain for it to occupy
that terrain.

opposing warrior: A warrior controlled by an opponent.

order: Where a spell is located in a spellbook stack.

orientation: The facing of a spell in a spellbook stack—faceuface
down

owner: The player to whom a warrior or item belongs. Colntf a
warrior can change during a game; ownership cannot.

page count:The number of pages a spell occupies in a spellbook
passenger A warrior that is riding in a chariot.

phase:One of three segments of a turn: the command ptiasaction
phase, and the end phase.

point value: A number that indicates how much it costs to asderior
or item to an army. Also the number of victory geigained by a player
when he or she eliminates a particular warrior.

primary attacker: The warrior that is aided by other warriors wheeyth
create a ranged combat formation or use the gampyafigiency. The
primary attacker is the only warrior given an aatin such cases, though
all warriors who aid the action are given actioketas.

proficiency: An ability granted to a warrior because of its elttar speed
type.

pushing: Giving a warrior an action so that it is given ased action
token. This deals 1 pushing damage to the warrior.

pushing damage:Pushing a warrior deals it 1 pushing damage, wsuall
after the action that pushes the warrior is regbl¥féis damage cannot be
reduced.

range value: A number that indicates the maximum number of ische
that a warrior’s ranged attack can reach.

ranged combat action:An action given to a warrior that allows to it
make a ranged combat attack.

ranged combat attack:An attack made from a distance. This attack can
include missile weapons, magic, mind power, andrso

ranged combat formation: Three to five friendly warriors in base
contact that can make a more effective rangedlattac

ranged damage valueA number that indicates how much damage a
warrior deals when making a ranged combat attack.

reanimated: A reanimated warrior is an eliminated warrior tisat
returned to play, usually because of a speciaitgbil

rear arc: The portion of a warrior’'s base through which iegpecially
vulnerable to close and ranged combat attackswiraior makes a close
combat attack against a target while it is in besgact with the target’'s
rear arc, the warrior gets +1 to its attack valtia.warrior makes a
ranged combat attack against a target, and thefifiee passes through
the target's rear arc, the warrior gets +1 tofitsck value.

rear compartment: The area on a multiple-dial warrior where a warri
sits when it becomes a passenger.

relic: A rare and powerful item whose collector’'s numbegibs with
ey

removed from the battlefield:
Something removed from the
battlefield is still eligible to return to
the game.

removed from the game:Something that is removed from the game
cannot be used again in the current game.

repair marker: An indicator that might appear on the combat didils
warriors with the golem damage type. When healimg of these warriors
of damage, the warrior's controller must stop apmyhealing when a
repair marker appears on its combat dial. A warcannot be healed
while a repair marker appears on its combat dial.

replacement value:A value, deriving from special abilities, domains,
items, or terrain that becomes a substitute forafreewarrior's combat
values. A replacement value is not a modifier.

resolve: To complete a move, close combat, ranged combapexial
action.

rider: A warrior that can ride a mount.

Eliminated warriors are
removed from the battlefield.
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rider attack bonus: A special attack bonus indicating that a warrica is
rider. A warrior can use this attack bonus onlyle/loin a mount.

rule of 3: No modifier can increase or decrease any combaeva}
more than 3.

rule of spells:When a spell’s text contradicts the rules, theldpat
takes precedence.

saddle: The area on a mount where its rider is placed vtheyn become
a cavalry unit.

setup: The period of the game during which objective takand terrain
are placed.

shake off damageDamage dealt by a warrior (with the horseshoe speed

type) that successfully breaks away from opposiagiers in base
contact with it outside of its front arc at the &rit broke away.

skittish: If it is without a rider at the end of any playeesd phase, a
mount with this intelligence level is removed frone game.

soaring level: Soaring level is the level of the battlefield timabove
elevated terrain. Only warriors using the soarimgfipiency exist at the
soaring level.

sorcerer: The wielder of a spellbook.

special action:A requirement for some special abilities and
miscellaneous actions. A warrior given a specitibads given an action
token.

speed type:Indicates the specific way a warrior moves. A spgee
gives a warrior access to certain speed proficeenand might allow it to
interact with certain terrain types differently thather warriors do.
speed valueA number that indicates how far a warrior can miove
inches.

spell card: A card in a spellbook, printed with a spell tham ¢ee cast by
sorcerers.

spell element:A punch-out component of a spell card used to atéic
spell targets or areas of effect.
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spellbook: An item or relic that contains spell cards that barcast by
sorcerers.

stack: The pile of spell cards beneath a spellbook card.

starting marker: An indicator that shows the beginning of a wargor’
dial. The combat dials of all warriors must be &dro their starting
markers before they are deployed. In addition, aiaacannot be healed
beyond its starting marker.

stat slot: The visible area of a warrior's combat dial, repregsd by a pie
slice—shaped “window.”

structural point value: A number that indicates the amount of damage
that must be dealt to a constructed terrain fedtuome turn to eliminate
it.

subfaction: A division of a faction. Warriors of a subfactiolh possess
the same subfaction abilities.

successful attackAn attack result that meets or exceeds a target’'s
defense value.

target: The warrior against which an attack or specialighit directed.
titan: A huge and powerful warrior identified by theatitdamage type on
its base.

turn: In general, the period in the game during which plager gives
his or her actions to his or her warriors. Each tuas three phases: the
command phase, the action phase, and the end phase.

Unique: A warrior without rank stars. You can have only afany
Unique warrior (of the same collector’s numberyaur army.
unmodified: A warrior's base combat value that is not affedigany
modifiers, such as from items, terrain, and so on.

unsuccessful attack:An attack result that does not meet or exceed a
target's defense value.

warrior: A Mage Knight miniature.

wielder: A warrior that is equipped with an item is a wiel@teregard to
that item.

24 ©2005 WizKids, Inc. All rights reserved. Mage Knight, MK, and WizKids are trademarks of WizKids, Inc.



Mage Knight Consolidated Rules UNOFFICIAL DOCUMENT

MULTIPLE-DIAL WARRIORS

A Mage Knight™ multiple-dial warrior representsgesial creature or vehicle. It has four combatsjiebch representing a separate section of theuoeear
vehicle.

All Mage Knight rules apply to multiple-dial warr® except as noted below.

POINT VALUE

Each multiple-dial warrior has several point valugkich are printed on a sticker on the bottomt®base. You can play a multiple-dial warrior inrges of
various build totals by choosing from among itspaialues; this adjusts its strength in the game-hipker the point value, the more powerful the iplét
dial warrior. The sticker also indicates how mainyels each combat dial must be turned in orderfflemultiple-dial warrior to begin the game at atipatar
point value. Before the game begins, choose a palne for the multiple-dial warrior and turn eaaftits combat dials clockwise the indicated numder
times from the starting marker.

GENERAL RULES

Because of its enormous size and power level, siptesdial warrior
. cannot be a captive or a captor;
. cannot be part of any formation;
. cannot use the double-time or surge proficiencies;
. cannot be reanimated by the Necromancy or Summeciad@bilities or the Revenant subfaction ability;
. ignores other warriors’ Healing, Immobilize, Magonfusion, Magic Freeze, Magic Healing, Magic Latiiin, Strong Flier, Terrify, Tinker, and
Venom special abilities;
. has no rear arc;
. fails to break away only on a die roll result offlthe attempt fails, the multiple-dial warriorragot change its facing;
. cannot be affected by the trample proficiency;
. cannot be affected by domains, items, or spell€lwhiould cause the multiple-dial warrior’s friendind opposing status to change; and
. cannot be the target of an enchantment.

Combat Dials

A multiple-dial warrior’s base is divided into fogections, each with its own combat dial. A se¢sidront arc is equal to that section’s entire algsedge.
The combat values shown in each section’s statepwesent the capabilities of that section.

If the stat slot of a section’s combat dial showmbers or a combination of numbers stymbols, itis an active section. I@ symbol appears in the stat
slot of an active section, the value in that posiis 0.

If the stat slot of a section’s combat dial sholwee@ symbols, that section is an inactive section; moendamage can be dealt to it.

A multiple-dial warrior is eliminated when a totafl six@ symbols appear in the stat slots of its combdsdeven if all of its sections are active.
Actions

A multiple-dial warrior can be given one or moretsfcontroller’s actions during a turn.

An active section of a multiple-dial warrior can digen only one action per turn. An inactive sectéannot be given an action.

If a multiple-dial warrior is given an action ortexms on a turn, mark it with an action token afteesolves its first action for the turn.

You may give an action to a multiple-dial warriaryéime during your action phase. Once you give &ioa to a multiple-dial warrior, however, all amtis
given to that warrior must be resolved before oth@riors are given actions that turn.

A multiple-dial warrior's move actions, if any, mue resolved before it is given any close or rangmmbat action or special action that turn. Onckae or
ranged combat action or special action is gives taultiple-dial warrior on a turn, it cannot be givmove actions that turn.

Base Contact
Combat dials that extend beyond a multiple-dialrivgls base are a part of the base when determipérsg contact.

Controlling Objectives

A multiple-dial warrior cannot end its movementtbat it is in base contact with more than one dbjedoken; that is, it cannot control and/or catt@ore
than one objective at a time.

Ending the Game

If the game ends and no player controls the mgjofibbjectives, for tiebreaking purposes your apgat might still receive points for your multipléat!
warrior still on the battlefield.
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If your multiple-dial warrior has a total of threfeur, or five@ symbols appearing in the stat slots of its condlisls, if you have only one opponent he or she
receives points equal to one-half the multiple-@iatrior's point value (round down).

If your multiple-dial warrior has a total of threfeur, or five@ symbols appearing in the stat slots of its condis, if you have more than one opponent
divide one-half the multiple-dial warrior's poinale (round down) by the number of opponents; eggonent receives that number of points (round gown

Measuring
All distances to and from a multiple-dial warriseameasured using its center dot.

Pushing and Damage

If a multiple-dial warrior is dealt damage that do®t affect a particular section (such as by pughits controller chooses which active sectiodealt the
damage.

Special Abilities, Relics, and Spells

A special ability applies only to the section inietit appears. However, a multiple-dial warriotiwihe wave or wing speed type or the Aquatic ayHfl
special ability in one of its active sections isisidered to have that speed type or special abiligfl of its active sections.

Other warriors’ special abilities that affect a tiple-dial warrior, such as Defend, affect only freaticular section(s) with which the other warsiare in
base contact.

If another warrior is wielding or affected by aicétem or spell that also affects warriors in basatact with it, such relics/items or spells waiffect only the
particular section(s) of a multiple-dial warrioattthe other warrior is in base contact with.

Movement

A multiple-dial warrior can move in only one of tweays:
1. Change its facing by rotating on its center datesired, and then move forward in a straighe IDR
2. Move backward in a straight line without champits facing.

More than one move action given to a multiple-giatrior on a single turn must be combined intorgle movement. To determine the total distance a
multiple-dial warrior can move, add up the speddes of all the active sections given move actitas turn.

When changing its facing and/or moving, a multigial warrior ignores the bases of all other wagiercept other multiple-dial warriors; a multipliedd
warrior must end its movement when its movemert paiuld place it in base contact with another npldtidial warrior.

Movement Template
A movement template is printed on a multiple-dialrsor’'s packaging; cut out the template to ustheagame.

When you want to move a multiple-dial warrior, pabe template on the battlefield to show wherelltbe on the battlefield after the movement. Bésh
the movement path by drawing an imaginary line ftbmcenter line printed on the template to therwels center dot. When all players are satisfigthwhe
movement path, place the multiple-dial warrior ba template, and then remove the template frorbakitefield.

Breaking Away
A multiple-dial warrior must break away if any &$ isections (active or inactive) are in base cantith an opposing warrior when it is given a maaion.
Only one die roll is required to break away, re¢gss of how many sections are in base contactegposing warriors.

Close Combat
The target of a close combat attack made by a phedtlial warrior must be in base contact with thewe section given the close combat action.

Ranged Combat

An active section of a multiple-dial warrior can digen a ranged combat action if all the follow@nditions are true:
. It has a range value.
. It has an attack value greater than 0.
. It is not in base contact with any opposing watrior

The line of fire is measured from the warrior's trdot, and it must pass through the active sediven the action.

Long-Range Attack Option

If a ranged combat action is given to a titan, mlétdial warrior, or castle section, and the taiganother titan, multiple-dial warrior, or castection, the
attacker can double its range value; this is calémhg-range attack. If an attacker makes a lemge attack, it gets —2 to its ranged damage Vafudat
attack.

Attacks against Multiple-Dial Warriors

Close Combat Attacks against Multiple-Dial Warriors
To resolve a close combat action against a muitiéwarrior, the attacker must be in base contattt one of the multiple-dial warrior’s active siems. If
an attacker tries to affect an inactive sectioa,attacker chooses any of the multiple-dial waisiactive sections against which to resolve thectt

If an attacker is in base contact with two sectiohe multiple-dial warrior’s controller choosesialn of the two sections is affected by the closmlbsat
attack.
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Watrriors friendly to the attacker can use the gapgroficiency if they are in base contact with afiyhe multiple-dial warrior’s sections.

Ranged Combat Attacks against Multiple-Dial Warriors

To resolve a ranged combat action against a medtidl warrior, the attacker’s (or primary attackptine of fire must pass through one of the nplétidial
warrior's active sections. If an attacker triesffect an inactive section, the attacker choosgoathe multiple-dial warrior’s active sectionsaagst which to
resolve the attack.

A section cannot be affected by a ranged combatlatf a warrior friendly to the attacker is in basontact with that section.

If the line of fire passes through the borderliméween two sections, the multiple-dial warrior’sitoller chooses which of the two sections is aéddy the
ranged combat attack. If the chosen section cammaffected, the attack cannot be made, and thekatt must choose another use for the action.

Example: An opposing warrior attacks a Venomous Shadow Dragtina ranged combat attack. The line of fire sesshindering terrain and passes through
the borderline between the left side section aed¢lar section of the Dragon. The Dragon’s corgrathooses to have the attack affect the rearosecti
because that section has Stealth. Because thefliire passes through hindering terrain, the bhére is blocked and the attack cannot be made.

Area of Effect Attacks

If a multiple-dial warrior is within the area offe€t of an attack (such as a Bombardment attacsijgle section (only) will be affected by the akaTo
determine which section, draw a straight line friti@ center of the area of effect to the target iplehdial warrior. The section the line passes tigiois the
affected section. If an attack affects an inacsgetion, the attacker chooses any of the multigevdarrior's active sections against which to fesghe
attack instead. If the line passes through thedstrng between two sections, the multiple-dial veats controller chooses which of the two sectiggs
affected by the attack. If the center of the arfeaffect is the center of the multiple-dial warritime multiple-dial warrior’s controller choosesiali section is
affected by the attack.

Follow these same guidelines if the multiple-dialrior is within the area of effect for any relicgpell that damages or heals the warrior.

CHARIOTS

Chariots are multiple-dial warriors that can cgyassengers. They are identified by the Wh@)(speed type.

Movement
Chariots move like other multiple-dial warriors ept that they cannot move backwards.

Passengers

Each chariot has a rear compartment that can essitygle warrior that is friendly to you. A warrioccupying this compartment is called a passenger.
Multiple-dial warriors, titans, and warriors withe horseshoe speed type cannot be passengerstidt caa begin the game with a passenger. A chaapt
carry only one passenger at a time.

Passengers are not considered to be in base ceritaetnything on the battlefield. This includeg tthariot itself, warriors in base contact with thariot,
and tokens (including glyph spell elements, iteketts, and objective tokens). Passengers can mage cbmbat attacks, as described in Combat Actions
below. Passengers cannot be affected by items, ideraaspells which would cause the passengegsdiy or opposing status to change.

Passengers can be given actions. They are markedheir own action tokens, which are separate faowy of the chariot’s action tokens. Passengeeedp
special abilities are ignored. While passengerstiara must remain in their chariots’ rear compagiruntil they disembark.

Boarding and Disembarking Passengers

A warrior can become a passenger if it is givenoaeraction while in base contact with a side seatiothe rear section of a chariot that is friertdiyt; this
is called boarding. To board a chariot, a warrispeed value must be more than 0, and it cannatdagtor. Give the warrior a move action, and thlewxe it
inside the chariot’s rear compartment. The wargaorow also a passenger.

A passenger with a speed value more than O tlyavés a move action can leave its chariot; thisaiéed disembarking. Place the warrior in baseadnwith
a side section or the rear section of the chariot.

Passengers and Items
If a passenger drops an item, or is eliminatedewvilelding an item, place the corresponding iteketoin base contact with a side section or the seation
of the chariot.

Combat Actions The passenger only uses the chariot’s sides andureas its
A passenger’s front arc is both side sections hadéar section of its chariot. A passengg front arc while attacking. Effects, such as Venarhich rely
cannot target or affect its chariot with any attaclspecial ability. on base contact with the front arc will not takeef. (p.12)

Close Combat
A passenger can make a close combat attack agaiystarrior in base contact with its front arc. #spenger cannot become a captor.

Ranged Combat
A passenger can make a ranged combat attack on & tts chariot has not yet moved that turn.

A passenger uses the chariot’s center dot whemrdieti@eg line of fire. If the range value of a pasger is more than 8, it is 8 instead. A passenderse
never blocks its own line of fire.

A passenger cannot target an opposing warrior $& lsantact with the chariot with a ranged combarcht
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Damaging a Passenger

A passenger cannot be affected by any attacktybitem, spell, or domain which deals clicks ofrdege or healing. However, if a side or the rearioha
section is dealt at least 1 damage, its passenigét aiso be damaged.

Whenever an effect deals at least 1 damage taeeosithe rear section of the chariot, its contraibdls one six-sided die. If the result is 5 otite passenger
is dealt damage equal to the damage dealt to trgotls section from the effect.

Example: The side section of a chariot is dealt 4 damagat Section has the Toughness special abilityt isadiealt only 3 damage. The attacker rolls one
six-sided die to see if the passenger is also teslt3 damage. The resultis a 5, so the passendealt 3 damage. If the passenger also has Tasghit
would be dealt only 2 damage.

When a chariot is eliminated, remove it from thélbéield and place its passenger on the battiefrgth its center dot in the position formerly opged by
the chariot’s center dot. The warrior can have fagjng, determined by its controller. Then roll sie-sided die; the warrior is dealt damage eqoahé
result.

TITANS RULES

Mage Knight titan figures are substantially larger and moregdul than most other Mage Knight warriors. Hugeatures and powerful siege engines are
examples of titans.

Titans have the titar@)damage type.

All Mage Knight rules apply to titans, except as noted in thisudoent.

POINT VALUE

Each titan has multiple point values, which arafgd on a sticker on the bottom of its base. Yaouptay a titan in games of various build totalschposing
from among its point values; this adjusts its gitbrin the game—the higher the point value, theenpmwerful the titan. The sticker also indicatew/meany
times the titan’s combat dial must be turned ireorfdr it to begin the game at a particular poiaie. Before the game begins, choose a point \fahube
titan and turn its combat dial clockwise the intéchnumber of times from the starting marker.

GENERAL RULES

Because of its enormous size and power levelaa tit
. cannot be a captive or a captor;
. cannot be part of any formation;
. cannot use the double-time or surge proficiencies;
. cannot be reanimated by the Necromancy or Summeciabilities or the Revenant subfaction ability;
. ignores other warriors’ Healing, Immobilize, Magionfusion, Magic Freeze, Magic Healing, Magic Latiiin, Strong Flier, Terrify, Tinker, and
Venom special abilities;
. fails to break away only on a die roll result of 1;
. cannot be affected by the trample proficiency;
. cannot be affected by domains, items, or spell€lwhiould cause the titan’s friendly and opposiregust to change; and
. cannot be the target of an enchantment.

Actions

In Mage Knight games, a titan can be given twastontroller's actions in a turn if it is not ia&e contact with an opposing warrior at the begimoif its
controller’s current command phase. If it is indasntact with an opposing warrior at the beginmfis controller’'s current command phase, it can be given
only one action that turn. This one action can beae action, a close or ranged combat action,spregial action.

If a titan is given two actions, the first mustdgenove action. The second can be another movenaetidose or ranged combat action, or a spediarac
Even if a titan is given two actions during a tutrgets only one action token; give it the tokderit resolves its first action for the turn.

Pushing

A titan is pushed if you give it an action that sasiit to be given a second action token. It istdepushing damage after the action that gaveeitsecond
action token resolves. The titan can still be gisesecond action on a turn it is pushed, as lorigvess not in base contact with an opposing waaidhe
beginning of its controller's current command phd6i is given a second action on a turn it wheady pushed, it does not take another 1 pustamgade
that turn.

Attacking

When a titan attacks a castle section, it geto+tattack value for that attack.

Ranged Combat Attack Option
If a ranged combat action is given to a titan, mlétdial warrior, or castle section, and the taigenother titan, multiple-dial warrior, or castection, the
attacker can double its range value; if it doegets —2 to its damage value for that attack.

For a figure with a minimum and maximum range valugdy the maximum range value is doubled for aackttargeting a titan, multiple-dial warrior, or
castle section.
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Explosive Attack Type

Warriors with the explosive-\q'f) attack type can damage other warriors near tigetavhen they make a ranged combat attack.

If a warrior with the explosive attack type succeatla ranged combat attack, resolve the attackstgae target. Then deal 1 explosive damagelto al
warriors (including the attacker, if applicablet oot the target) within a 3" area of effect of theget. This explosive damage ignores the attékpecial
abilities, and it cannot be increased in any wdgcBng terrain (except water terrain) betweenttirget and warriors within a 3” area of effect lnd target
will prevent those warriors from taking the explasdamage.

If a warrior with the explosive attack type makesumsuccessful ranged combat attack, no explosiveade occurs.

Indirect-Fire Ranged Combat

Titans with minimum and maximum range values cagilien a ranged combat action targeting a singposimg warrior without needing a clear line of fire
to the target. This attack is called an indirent-fittack. The line of fire must still pass throulé attacker’s front arc, bittignores terrain and other warriors,
and cannot be blockedhe line of fire cannot exceed the attacker’s imaxn range value or be less than the attacker’snmim range value. All other
ranged combat attack rules apply.

To resolve an indirect-fire attack, roll two sixdsd dice and add the attacker’s attack value. Ttaeker gets —1 to its ranged damage value, anthtbet
gets +2 to its defense value for this attack.

If the attack succeeds and the attacker has thesxe attack type, apply explosive damage, as@pate.

CASTLE RULES

Castle sections are unique Mage Knight figures beeghey can function both as warriors and terr@iMage Knight warrior can move onto, fight frormca
move off some castle sections during a game, ame $astle sections can make attacks on their own.

A castle section is eliminated when 3 broken tosyenbols El?)appear in the stat slot.

For castles, the Speed symbol is replaced by th#iEation symbol ﬁ).
The printed damage value is the castle sectiomged damage value.
All Mage Knight rules for warriors apply to cas#ections, except as noted in these rules.

POINT VALUE

Castle sections can be put into games at two diffduild totals by adjusting their point value aticength. Before a game begins, choose a poinevat
the section and rotate its combat dial clockwigeitidicated number of clicks from the Starting Bosi

Section Heavy (O clicks) Light (3 clicks)
Keep 173 84

Round Tower 113 59
Gatehouse 112 53

Wall 20 12

GENERAL RULES

Because of their size and special characteristacst)e sections:
. Cannot capture or be captured.
. Cannot be affected by Healing, Immobilize, Leadigrshife Drain, Magic Confusion, Magic Freeze, Magiealing, Magic Levitation, Vampirism
or Venom.
. Cannot be reanimated.
. Do not take damage from pushing or critical misses.
. Cannot be part of a formation.
. Have a 360-degree front arc and no rear arc.
. Can never move or be moved.
. Cannot make free spins.
. Are never considered to be in base contact withfiyoye, friendly or opposing.
. Cannot be affected by the trample proficiency.
. Cannot be healed.
. Cannot be affected by domains, items, or spell€lhiould cause its friendly and opposing statushEnge.
. Cannot be the target of an enchantment.

Elevation Levels

Regardless of the design of the castle sectiohsaslle sections are considered to be the sargéthéi warrior on top of a castle section is onugbrelevated
terrain and is at the same elevation level as aievasn any other castle section or other piecelevated terrain.
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Sections

A castle section is defined as a single castleepwgth a combat dial. Even if pieces are connedtezl are considered separate sections as loiggsave
their own combat dial. The combat values showreichesection represent the capabilities of thai@ect

All castle sections are considered to be abrupiagdel terrain, as well as being considered warriors

Playing Area and Set-up

Before play begins, all players in the game must@ghat castle sections will be used and choosehvdhayer will be allowed to use them.

Like all Mage Knight warriors, castle sections havegoint value. One player may use any portiomeiirtarmy’s build total on castle sections rattmamt
warriors.

Castle sections are placed on the battlefield legfenrain or warriors. Castle sections must bequlain the castle player’s side of the battlefiejufo 18
inches away from the castle player’s starting esfgibat least 30 inches from the opponent’s stagtieg. Castle sections do not have to be placedngs
apart from other castle sections or 3 inches an@y the edges of the battlefield. Castle sectioag enclose a portion of the battlefield. If they glayers
may not place terrain pieces into the enclosed area

To set up your castle:

. Choose a location within 18” of your starting asegal place the castle.

. Measure 30" toward the opponent’s starting area.

. The opponent may set up anywhere on their sidenasas their figures are more than 30” away fromdcastle.

. A castle that encloses a portion of the battlefralest include at least one section containing &aptrat allows movement in and out of the
enclosed area.

. The castle player’s starting area is considerdzbtanywhere in base contact with any of their eastctions. None of the castle player’s warriors
may be placed within 30 inches of the opponenédisty area. The castle player's warriors may bégéngame on top of their castle sections.

Planking and Ladders

If planking or ladders are used, they must be pladter all castle sections, but before terraimarriors. Planking is printed on the packaginghaf Castle
Wall Packs; cut out the planks before disposinthefpackaging. Planking is used to connect casilesections between buttresses or where a ledge miat
fit. Ladders are used to create additional accesgpto castle wall sections.

Ladders may be placed next to any castle wall aedti create access points at its upper and lom@s. deach player may have one ladder per three wall
sections in their castle, to be placed as dedifgdu do not have ladders, simply use a tokenoofie sort to indicate the placement of the ladders.

One ladder (or ladder token) may be carried byra&tion without penalty. Ladders may be placed n@xiastle sections to create access points bp@#i
movement action to a formation. Ladders may be k&udy giving a movement action to a formation wherenemy is on the access point.

Planking is placed on the inside of wall sectiomerever the construction of the player’s castlata® gaps in the walkways. Planking is always place
parallel to a wall and touching that wall. Plankisgonsidered to be part of the wall section tbisching.

A player may place as many planking sections as@cessary to form a continuous walkway insider thail sections, but are not required to place &iny.
planking is not placed, walkways are not considéoegae continuous.

Access Points
Warriors move onto, off and between different @stctions by using access points, which repreemtvays, staircases, ladders and so on. All access
points in the same castle section are connectezsaqoints. The special rules for each castlesgentdicate any connected access points for tlwhitose

Some castle sections have access points. Thesenseftilow normal rules for moving onto or off abrupt elevated terrain. Mounts, cavalry units,reas
with “peanut”-shaped bases, multiple-dial warri@sd titans may never occupy a castle section.

Warriors may move freely between wall sections redtops of castle sections.

Warriors on top of castle sections may be in basgact with warriors on adjacent wall sections. kdown from above the castle to determine whethseb
contact would be possible if the design of theleasgction did not prevent it. If so, then baset@onis assumed.

Close Combat

A warrior whose front arc is in contact with an @ss point may make a close combat attack agafiggir@ touching a connected access point. Thisasgmts
the two figures fighting on the stairs or laddetviEen their two positions. The two figures are dderied to be in base contact for purposes of titesk, but
are not in base contact for any other purpose.g@@may be used as long as all warriors using gareye touching an access point connected tathetts
access point.

If the target is at a higher elevation than thenary attacker, the target receives the +1 defeeigghhadvantage modifier.

If there is more than one opposing figure touckirgpnnected access point, the defender may chdush figure will be the target of the attack.

Portals
Some castle sections have portals, which are repred on the section by a door, gate, or portclle special rules for each castle section inditzt
section’s portals.

All portals are considered closed at the starhefgame. Warriors may not move or draw a linereftfirough a closed portal. A closed portal is not
considered connected to any other access points.
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At the beginning of the castle player's commandsghahat player declares whether they are openietpsing any of their portals for the turn, andrh
opens or closes the appropriate portions of théecdhe portals then remain in that state ungl tleginning of the castle player’'s next commandeha

If a section has several portals, the player mapsé to open or close each one individually.

A castle section that is showing the Demoralizeztigp ability has been breached. Wall sectiondaeached when the fortification value appears lifoye
As soon as a section is breached, all of its poeted immediately opened. They may not be closethéremainder of the game.

ACTIONS

A castle may be given one or more of its owninget& actions during a turn. Each section of aleasfy only be given 1 action per turn. If a castetion
is given an action, mark that section with an actiaken. If several sections are given actionskreach of them with an action token. A ranged camba
action can be given to any active castle sectiahlias a range and attack value greater than @ieGastions may not be given move, close combapecial
actions.

If a castle section takes an action on two consextirns, mark it with a second action tokensltonsidered pushed, but does not take pushinggiaa
castle section may not be given an action wheastttwvo action tokens.

Mage Knight: In a Mage Knight game, a player receives 1 extt@m@a@er turn as long as his army contains a keepan.

Conquest:In a Conquest game, a player with any non-wallleasgictions in his army receives 1 extra actiontymar. A player with a keep section will
receive 2 extra actions, instead. These extraractian only be given to castle sections.

Attacks

Castle sections may only make ranged combat attatiesline of fire from a castle section is draweonfi that section’s center point, and is never béocky
figure bases.

The center point is considered to be on elevatedite When measuring the range, measure onlyahiedntal distance to the target.

A castle section may not make a ranged combatkadigainst a target if the range to that targetiiechies or less.

Long Range Attacks

Castle sections may make and be targeted by langereombat attacks as if they were multiple-dialriges. If a castle section is given a ranged camba
action and the target of the attack is a multipld-darrior, a titan, or an opposing castle secttbe firer may double the range value of the eastiction
while reducing its printed ranged damage value.by 2

ATTACKING THE CASTLE

Castle sections may only be attacked by the follavtypes of warriors:
. Multiple-dial warriors.
. Titans.
. Warriors making a ranged combat attack using thgeMlast, Bombardment, or Pierce abilities.
. Warriors making a ranged combat attack that dedi¥etplosive Damage.
. Warriors who have a printed damage value of 4 arenneaking a close combat attack.
. Warriors who have a printed ranged damage valdeosfmore making a ranged combat attack.
. Warriors making a close combat attack using thesking Blow, Smite, or Thunder Blow special abilitie
. Warriors who have the Ram special ability makindase combat attack.

Warriors who do not fall into one of these categeninay not target castle sections with close combatnged combat attacks. They may not be part of
ranged combat formations that target castle sextemd may not use gang up against castle sections.

For ranged combat attacks, the line of fire tostleasection is drawn to that section’s center fpaid is never blocked by figure bases. The ceqrdat is
considered to be on elevated terrain. The sectibmegeive the height advantage modifier if thiaaker is not also on elevated terrain. When maagtine
range, measure only the horizontal distance tdeattget.

For close combat attacks, opposing figures whas# fircs are touching a castle section may attaakif they were in base contact with it.

A warrior may never attack a castle section on Wihiey are standing.

Eliminating Castle Sections

When 3 brokertower symbolsqtg) are revealeth a castle section’s stat slot, that sectiorlimieated and is removed from play. Place a “Rubhiadering
terrain template (provided on the castle sectiakage), the same size and shape as the eliminastié section and its planking, on the battlefields
place. Place any figures that were on that sectivtine template in the same locations as they aedupefore the section was eliminated, with thaairig
determined by their controlling player. Finally]lrd six-sided die for each of these figures anlivéethat many clicks of damage to that figure.

Players may replace planking pieces with otherstsh@lanking pieces as walls are eliminated, so tiine wall sections left standing retain theirtjpors of
the walkway.
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Attacking Warriors on Castle Sections

When a ranged combat attack is made against a &tegeling on a castle section, the target addstifidation modifier to their defense value. Thiedifier
is the fortification value currently showing foretltzastle section that the target is on. If thegiaigiat a higher elevation than the primary atacthe target
also receives the +1 defense height advantage raodif

During the siege of the Fortress of the Lich Kingod, Dave’s Steam Mauler attacks Mark’s Skull Gol@he Steam Mauler is on the ground outside the
castle, while the Skull Golem is on a castle wadit®n with a fortification value of 3. The targetlefense value is 16, +1 for the height advantagdor the
fortification, for a total of 19 (after the rule &fis applied)! This result makes Dave think seslg@bout taking on the wall with his next attack.

The target does not receive the fortification miediif the attacker is also on a castle sectiore Enget also does not receive the fortificatiordifier if they
are on a wall section and the attacker’s lineref fioes not cross the outside edge of any sedttos.represents the warrior being protected frotacas from
outside the castle, but not attacks from opponehts have broken into the castle.

Victory Points
Elimination points are awarded for eliminated and/&ving castle sections as if they were standaadriors.

If the castle section has been breached, but imingted,, the player whose figure caused it tabee breached gets elimination points equal tothaltastle
section’s point value, rounded down.

CASTLE SECTION RULES

Each castle section has unique rules.

Keep

The keep has two portals, represented by the tweosd@he two doors and the entire top surface @kdep are connected access points.

Round Tower
The tower has one portal, represented by the déwardoor and the entire top surface of the towercannected access points.

Gatehouse

The gatehouse has two portals, represented byteufirand double doors. The gatehouse has nesaguents. Any warrior on top of the gatehouse is
considered to be in base contact with any otherioraon top of the same gatehouse.

Warriors may be placed in the open archway of titelgpuse. The portals of the gatehouse may ndobectif they would overlap a figure’s base once
closed. Warriors on top of the gatehouse may mowe the walls on either side.

Walls

Wall sections with doorways have one portal. Wadtens without doorways have no portals. Wallisest have no access points, though some may be
added through the use of ladders. Wall sectionsaddave an attack or damage value. They are Ddimentaand breached when a yellow square appears in
the fortification slot.
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Mage Knight Conquest

Mage KnightConquesprovides an entertaining and fast way to play lesggle Mage Knight battles, using castles, anjilfgeces and armies created from
dozens of battle-hungry warriors.

All Mage Knight rules apply t€onquesgames, except as noted below.

TheseConquestules apply to games in which there are two plapettsvo teams of players.

Changes to Warriors in Conquest
All warriors have a 360 degree front arc and no aee, except Unique warriors, warriors who are péaea cavalry unit, titans, and multiple-dial wiars.

At the end of each player’s turn, warriors in thityer's army which have the Demoralized speciditplshowing on their dial and do not have thdarsing
marker showing are eliminated. The figure that ¢ damage which caused the warrior to gain Delized is considered to have eliminated that warrio

When a castle section gains Demoralized, it isefiotinated. It is breached and its portals are egeper the castle rules.
A multiple-dial warrior is only eliminated when atél of six symbols appear in the stat slots otdmbat dials.

A titan is only eliminated when a total of threergyols appear in the stat slots of its combat dial.

Getting Started

Building Your Army

Build totals ofConquesarmies must be in multiples of 400 points, and nnesat least 1200 points in size.

Items
No more than two items (only one of which may brelec) may be included in @onquesarmy for every 400 points in the build total.

Setup

Conquesgames require larger battlefields than standiéade Knightgames. Use the following guidelines when deterngnire battlefield size, number of
objectives, the number of terrain pieces each plplgees in the terrain pile, and the number obiarpieces placed on the battlefield @wnquesgames.

Build Total Battlefield Size Number of Terrain Pieces per Player
Objectives Provided to Pool Placed
1200 to 2000 4’ by 6’ 5 6 3
2400 to 3200 4 by 8 7 8 4
Greater than 3200 6’ by 9’ 9 8 5

Conquesteployment areas extend at least 4” into the biggtitie The far edge of each player’s deploymenaareist be at least 30” apart. All players must
agree on the deployment area sizes before the bagies.

Placing Terrain and Objective Tokens

Place one objective token in the center of thddfagtd and give each player half of the remainiolgens. Next, each player rolls two six-sided dReroll
ties. The player with the highest result is thstfplayer. The first player places one of his ardigective tokens on the battlefield a distancerfithe far edge
of his or her deployment area equal to the dideresult. Once the first player has placed hisarfirst objective token, the second player plabes first
token in the same way using their dice roll result.

Each player then rolls two six-sided dice, usirig thsult to place their second objective tokeneWhlacing this token, measure from the centedine
battlefield instead of the far edge of each play/déployment area. Each player continues to ralsix-sided dice and place an objective token fadting
the measurement between using the deployment acetha center line) until all objective tokens plzce.

Place the quantities of terrain outlined in theupetection above according to tMage Knightrules.

Deploying Your Army
The first team or player deploys at least halfheit build total, rounded up. The second team aygal then deploys at least half of their build ltotde first
team or player then deploys the remainder of thairiors, followed by the second team or playeayRiegins starting with the first team or player.

How to Play

Turns, Actions, and Phases
Each side receives one action per turn per full@@@ts of their army’s build total. You receivesbadditional action if you have at least one figwith the
Command special ability in your army.

For example, a 2,000-point game gives each si@eafotions per turn. If one player has three figunéth the Command special ability, they get an tddal
action each turn for a total of six actions. Thdgoacan roll for Command actions for each of thttsee figures each turn, giving them a potentiahiofe
total actions each turn.
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Castle SectionsA side with any non-wall castle sections in tregimy receives one additional action per turnhéttside has a castle Keep section in their
army, they receive two additional actions, instefidne. These additional actions can only be gteerastle sections.

Multiple-Dial Warriors : When a multiple-dial warrior is given a single veaction, it may combine the speed value of amgbrer of its sections together.
Sections that are used for movement may not bengimether action that turn.

Titans: Titan warriors may only be given one action pent If the titan is given an action while not iade contact with an opposing warrior it may mowe (a
if it had been given a move action) before resg\time action.

Formations

Movement formations can be composed of three tavimiors sharing a faction symbol. Warriors atrgaalevel may form movement formations in
Conquest games.

Ranged combat formations are composed of thregeanvarriors. Each warrior in addition to the pripattacker in the ranged combat formation addso+1
the attack value and +1 to the ranged damage vagardless of attack type.

Capturing
Capturing is not used in Mage Knighbnquest.

Adventuring Companies
Adventuring Companies are not used in Mage Kni@triquest

Battlefield-wide Effects
Glyphs and lllusions which affect figures withowdithg restricted by range instead affect only figunéthin 24” of the caster’s center-dot.

Items which are not restricted by range insteaelcatnly figures within 24” of the wielder’s centeot.

Standard Game

The standard game is a suggested set of conditinther which to play Mage Knigltonquestand is described below:
. The playing surface is 4’ by 6'.
. Each army has a build total of 2,000 points, giviing actions to each player at the beginning afrgvurn and allowing each army no more than
ten items, of which five may be Relics.
. The time limit for the game is 120 minutes.
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Apocalypse Dragon Rules

The Apocalypse Dragon

In the Age of Mists, the Apocalypse Dragon birtlileousands of twisted Mage Spawn and led them ampage that laid waste to the entire Land. The
Dragon was finally defeated by mighty heroes irepit battle that shook the world, and the egg $hatived has been guarded by the Draconum for
centuries—lest it be hatched. Yet now the Shyft leamured the egg, and the Apocalypse Dragon hers t@born! As its rampage begins anew, the heroes
and warlords of the Land must once again face tlag@n on the battlefield.

With the exception of these rules, the Apocalypsagdn is subject to all multiple-dial warrior rujeghich are included after these rules.

The Dials

The Apocalypse Dragon has four sections, eachitgithwn combat dial, allowing it to be confrontedtaree different levels of power. The front andrre
dials each have 20 clicks, and each side (righteftiddial has 12 clicks. The number of combatsitae player of the Apocalypse Dragon chooses u
determines its point value and power level in tamg.

Dials being used in a game are active dials. Haisn’s dial is not being used in a game, cliakritil the name of the power level being playedesgpp in the
stat slot; this is an unused dial. If an activd di@ver turned such that thl’@ symbols show, that dial is inactive. An inactivaldnay not be given actions.

Eliminating the Dragon. When the required number of skulls are showingnewtive dials, the Dragon is eliminated.

Point Value Power Level Active Sections Actions pefurn Skulls Showing to Eliminate
600 Angry Front 1 3
900 Furious Front, Left, Right 3 6
1,200 Rampaging Front, Left, Right, Rear 4 9

Opposing the Dragon

Battles involving the Apocalypse Dragon may berglsi army versus the Dragon or multiple small asmierking together to win. The cumulative point
value of all armies opposing the Dragon cannot eadke point value of the Dragon used in that gdtiie suggested that the available points beibisted
to players in multiples of 100.

The Base Scenario

In the base scenario, warriors of all the Landtiéns recognize the need to defeat the Apocalfgwagon. In this scenario, though only the warrieithin a
single army are friendly to one another, only thrad®n is considered an opposing warrior.

Playing the Dragon In this scenario, a single player may controlBiiagon using these rules. Alternatively, all plsymay bring opposing armies to face
the Dragon; in these situations, control of theddrain its first turn goes to the player who brittiges army with the lowest total point value. Cohtrtbthe
Dragon passes to the left at the beginning of ethe Dragon’s turns.

Setup. Click each of the Dragon’s active dials until A symbol appears in their stat slots. Place no @ljgon the battlefield. The player who will
control the Dragon on its first turn places it Battits center dot is at the center of the ba&léfiOne less piece of terrain is placed on thedfetid for each
of the Dragon’s active dials.

Winning the scenaria Once the scenario begins, it continues untibpposing warriors are eliminated OR the Dragorimieated OR the time limit (if any)
for the battle is reached. If all opposing warriare eliminated, the player controlling the Dragans the scenario. If an opposing warrior elimisaiee
Dragon, the player controlling that warrior wingtbcenario. If a time limit is reached, subtrad B0ints from the Dragon’s point value for eacH that
began the game active but that is inactive wherithe limit is reached; whichever side has the npaétts’ worth of units on the battlefield—Dragoro{n
including any Brood [see the Beastmother speciditgtbelow]) or opposing players—wins.

Special Rules

. When the Dragon is given an action, the actiorssgmned to an active section and an action tokptaized on that section. Resolve the action
using that dial’s combat values and special aégijtif applicable.

. The Dragon does not take pushing damage when oiteatftive sections is pushed.

. If a section isn’t given an action token on onéhef Dragon’s turns, all tokens are removed fronh $keation at the end of that turn.

. At the beginning of its controller’'s command phasefore being given any other actions, the Dragay bre given a free action to move a
maximum distance equal to the total of the speé&degeof all active sections. If the Dragon is gitkis free action on a turn, it may not be given
move actions for the rest of that turn.

. The Dragon does not use a movement template whemgo

. The Dragon ignores terrain for movement purpose$dse may not overlap terrain when placed obatiefield.

. An active section with the wand attack type maythgecounter spell proficiency even if it has atiaactoken on it.

. The Dragon breaks away without a die roll.

. When an opposing watrrior is in base contact witlaetive section of the Dragon, that section mayenakged combat attacks.

. When an opposing warrior deals damage to the DragerDragon may make an immediate close or rangetbat attack against that warrior.

. The Dragon is in base contact with soaring warnensse flight stands are in base contact with it.

. The Dragon ignores the height advantage modifiegrmihattacks.

. If a warrior is given an action targeting an ingetsection of the Dragon, the warrior gets —3ga@itack value for that action.

. If an opposing player gains control of the Dragtwe, duration of that control ends after the Dragesolves one action given to it by that player.
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. Any ability or game effect that cancels or ignaaey of the Dragon’s special abilities end at thgifw@ing of the Dragon’s end phase.

. When an opposing warrior succeeds at an attaclywsiher Crushing Blow or Pierce against the Dragoth one six-sided die. On a result of 1-4,
the Dragon’s defense special abilities are notiigdo

. The Dragon is not eliminated unless the requirediyer of skulls show in the stat slots of activetises.

. When played as part of an army outside of the bageario, the Dragon’s point value is added tdbthikl total of the army, but the Dragon
contributes only the number of actions indicatedtfie Dragon’s power level to the army’s actioratot

Powers of the Apocalypse

The Apocalypse Dragon has access to multiple sipecigers based on its power level:
. Angry: Beastmother, Control
. Furious: Beastmother, Control, Famine, Pestilence, War
. Rampaging Beastmother, Control, Death, Famine, PestileBogash, War

To use an available power, give an action to aivasection that does not already have two actkens Any type of action may be given to activat
on it. Unless specified otherwise, that sectiothéssource of the action, and its arc is the ar¢tie power. | Power of the Apocalypse. (p.11)
Each power may be used only once per turn.

BEASTMOTHER Roll one six-sided die and subtract 2 from theiltesninimum result 1. Bring a number of Mage Spamarriors (each with a point value
of 40 or less) equal to the result into play witBirof the outer edge of the section; these Mage Saecalled Brood. When Brood are in play, after th
Dragon has completed its actions for a turn, thegon’s controller receives five actions that mayiven to Brood that turn; any actions not giverBtood
during that turn are lost.

CONTROL Target a single opposing warrior with a ranged loanattack. If the attack succeeds, deal no dantagtead, the target is controlled by the
Dragon. Each time a controlled target is givenetioa, roll two six-sided dice. On a result of 24Te Dragon loses control of the target after di®a
resolves. The maximum number of targets that caaffieeted by this power is equal to the numbehefragon’s active dials.

FAMINE Roll one six-sided die. Target a number of figuegaal to the result within range of the sectioeaDeach target pushing damage equal to the
number of action tokens on that target, and theroxe all action tokens from the targets.

DEATH (optional)If the Dragon or any Brood deals damage to an sipgdarget figure that would eliminate that targestead gain control of the target,
turn it to its starting click, and give it a closeranged combat action targeting a single oppojuge. After the action resolves, remove the ¢éafgom the
game. The section given the action to use thisiapaiility does not receive an action token.

PESTILENCE Make a close combat attack against all opposingdis within 8 of the section. For each figure hit by the attd@al an active section of 1
damage.

SMASH Each figure wielding an item or relic withirt 8f the Dragon must roll a six-sided die and additack bonus (if any) to the result; roll sepelyetor
each item or relic carried by a figure. If a figisreesult is 6 or less, it drops that item or relic

WAR Target an opposing figure with zero action tokeitsin range of the section. Gain control of thegt and give it a close combat action targeting a
single opposing figure. Do not give the target etmoa token for the action or deal it pushing damag
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SPECIAL ABILITY CARD
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CHARGE (optional) This warrior cannot use the surge proficiency. Giv{
this warrior a close combat action when it is mobase contact with an
opposing figure. This warrior can move up to ith §peed value and then
make a close combat attack. This attack does gatreean extra action.

Charge may not be used at the same tineffasts that require y«
to give the warrior an action. However, it may Ised with effect:
that say “when this warrior is given a close condziton.” (p.19

QUICKNESS (optional) This warrior cannot be part of movement formatiditss warrior can perform a move action withoutngsone of your
actions for the turn. If it does, it is treated &brother purposes as if it were given an actaond is given an action token.

MAGIC LEVITATION (optional)Give this warrior a special action. Select a tafigeire, which has not been given an action this,tin base
contact with this warrior. Move the target up td IfDany direction, ignoring terrain and figure leasThe target does not need to break away, and
you determine its new facing. The target cannotteednovement in blocking terrain. The target cat@ogiven an action this turn.

FLIGHT This warrior cannot be part of movement formatidrtss warrior cannot use the double-time proficierithis warrior ignores terrain
and figure bases while moving. This warrior caremd its movement on another figure’s base or ickiig terrain. This warrior fails to break
away only on a die roll result of 1.

AQUATIC This warrior treats all water terrain as clearaerifor movement purposes. This warrior cannottheedouble-time proficiency. While
this warrior occupies any water terrain, it getse-2s defense value against ranged combat attheksarget or affect it.

STEALTH (optional)Any line of fire drawn to this warrior that passesough hindering or concealing terrain is blocked.

BOUND (optional)Give this warrior a ranged combat action when it is
not in base contact with an opposing figure. Thasrier can move up to | Bound may not be used at the same time as effeattsequire you
its full speed value and then make a ranged coathatk. This attack to give the warrior an action. However, it may Ised with effect:
does not require an extra action. that say “when this warrior is given a ranged conazion.”

PATHFINDER (optional) This warrior's movement is not affected by hindgrterrain. All figures in a movement formation wittis warrior
gain the Pathfinder special ability.

FORCED MARCH (optional) All figures in a movement formation with this wanriuse this warrior’'s speed value instead of tbein.

NIMBLE (optional) This warrior can change its facing at any time agiyour turn without being given an action. Thigria cannot use this
ability during the resolution of a close or rangednbat action or other special ability.

FRENZY This warrior cannot be a part of any formation. iDgr

your turn,if this warrior has 0 or 1 action tokeypu must give If a figure has Frenzy, you will not be able to asg abilities which

this warrior an action before you can give actitmfgures that require you to give an action during your commahase, unless the

do not have Frenzy. If you have more warriors Wwitanzy than Frenzy figure has an ability allowing it do do soweell, since the Frenzy
you have actions, choose which warriors with Fremitybe figure must be given an action first.

given an action. A warrior with Frenzy cannot captar be
captured. If this warrior is a captor when it gafmenzy, its
captive is eliminated.

If the Frenzy figure is affected by something thegvents it from being
given an action, Frenzy does not take effect;(-20)

RAM (optional) This warrior cannot be part of movement formatiand does
not deal shake off damage. If, after moving, thésnwer’s front arc is in base
contact with one or more opposing figures, it d@atemage to each of those
figures after their free spin opportunity.

If an opposing figure has Pole Arm, the active ptaghooses
which order to resolve the abilities. If a figuréwRam
moves into base contact with an opposing Cavality bath
the opposing mount and rider will be affected byrRgp.20

SUMMON (optional)Give this warrior a special action when it is nobase contact with an opposing figure. Reanima¢eadd your eliminated
Mage Spawn figures with a point value no greatanttinis warrior’s point value, turn its combat diathe starting marker, and place it in base
contact with this warrior.

STRONG FLIER (optional)Give this warrior a move action. If this warrior w&s and is not at soaring level, select a targetdty figure—that
has not already been given an action this turn—&e fmntact with this warrior. The target moves wliis warrior and must end the movement in
base contact with this warrior. At the end of thevement, give the target an action token if it ba® or one action token. The target cannot be
given an action this turn.

SUBMERGED When preparing the battlefield, deploy this waradter all players have deployed their figures withSubmerged. This warrior
can be deployed in any water terrain, though ihcabe deployed in base contact with an opposimngré.
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SWORD ATTACK SPECIAL ABILITI ES/
. HEALING (optional)Give this warrior a close combat action, with aginfriendly figure without

Applying clicks of healing or damage ||
part of the attack. Thus, modifiers to &
warriors damage value are ignored
during a healing attempt. (p.13)

ISFEEnD
[72)

the GOLEM damage type as the target. Neither thisior nor the target can be in base contact wit]
an opposing figure. Ignore all modifiers to thesel@ombat attack. If the attack succeeds, deal no
damage to the target. Instead, heal the targeamofide equal to this warrior's damage value, or roll
one six-sided die and heal the target of damagal ¢guhe result.

Red

WEAPON MASTER (optional)Give this warrior a close combat action. If theelt succeeds, roll one six-sided die. Use thetresstkad of this
warrior's damage value.

MAGIC BLAST (optional)Give this warrior a ranged combat action, withregeé opposing figure as the target. For this atttik warrior treats

1 £}

% X all terrain as clear tqrraip for I[ne of fire pugas, no terrai_n modi'fiers apply to the target, fiqure bases do not block line of fire. If the akta
succeeds, roll one six-sided die. Use the resstead of this warrior’'s damage value.

o FLAME/LIGHTNING (optional)Give this warrior a ranged combat action. If thaelit succeeds, compare the attack result to tlemdefvalue

E X of each figure in base contact with the targeif{h)s warrior deals 1 damage to each figure agavhgth the attack succeeds.

o

Z ~ | SHOCKWAVE (optional)Give thlls warrior a speqal action. Reduce its SR ENE G2 b 1EEs) B e waEmer s in fes T

T }L range value by half (rounded up); this is the veaitsiarea of effect. Make T T [ Gl S Ay e S s e el

e one attack roll and compare the attack result éb &é&endly and opposing pp g igure. y 9

is not pushing damage. Critical Hit damage is nhing

figure within this warrior’s area of effect. Deaplishing damage to each damage. A warrior does not affect itself with Shoake. (p.21)

figure against which the attack succeeds. If tieeomly one friendly or
opposing figure in this warrior's area of effecaatst which the attack
succeeds, instead deal damage to the figure emtigistwarrior’'s damage value.

VAMPIRISM When this warrior succeeds at a close combd
attack against a target figure and deals at ledaiage, it is
healed of 1 damage.

If the warrior hits more than one target figureidgrthe attack, it will be heal
of 1 damage for each target figure that was deéddtesst 1 damage. (p.21)

Black
>

MAGIC HEALING (optional)Give this warrior a ranged combat action, withragi friendly figure without the GOLEM damage tygethe
target. The target cannot be in base contact witbpgosing figure, but can be in base contact thithwarrior. Ignore all modifiers to the ranged
combat attack. If the attack succeeds, deal no dantathe target. Instead, roll one six-sided @re target is healed of damage equal to the result.

Gray

THUNDER BLOW (optional)Give this warrior a
X close combat action, with a single opposing figure| You may choose to end Thunder Blow after any sisfakattack. Any effects that
as the target. If the attack succeeds, this wacdar | depend upon a successful close combat attackiggetted only if the final attack roll is
continue to attack that target until an attack is successful. (p.21)
unsuccessful. This warrior gets —1 to its attack If the target figure has Counterattack, and thalfattack roll of Thunder Blow is
value for each additional attack. This warrior gets| unsuccessful, the Counterattack is resolved befaneage is dealt from the Thunder B
+1 to its damage value for each successful attack| attack. Use the damage value showing after Couttdekais resolved. (p.21)
after the first. A figure with Dodge may attempt a Dodge roll focka hunder Blow attack roll. (p.20)

Purple

PARRY (optional)When this warrior is the single target of a closebat attack, roll one six-sided die
and subtract 2 from the result. If the result ssléhan 1, the result is 1. Reduce the attacktdslavalue
by the result of the die roll for that attack.

Note that this modifier to the attack
value is subject to the rule of 3.

Green

VENOM At the beginning of your command phase, this wamieals 1

damage to each opposing figure in base contactitsifront arc. If you accidentally forget to resolve Venom duryamur commani

phase, you lose the opportunity for the turn. (22}

Red

SNEAK ATTACK (optional)If this warrior is given a move action, and is sk contact with an
opposing figure at the end of its movement, theospm figure does not get a free spin opporturtity.
this warrior is given a close combat action whes ih base contact with a target figure’s rear arc
double this warrior's damage value for that attack.

Sneak Attack cannot be used whilg
using the surge proficiency. (p.21)

SWEEP (optional) This warrior cannot capture other figures. Whes tharrior makes a close
combat attack, every opposing figure in base comtith its front arc is a target. Make one attack | Sweep may be used to attack both the

roll, and compare the attack result to the defemsiees of all targets. This warrior deals damage | mount and rider of a cavalry unit. (p.21
equal to its damage value to all targets againstiwtine attack succeeds.

Black

COUNTERATTACK (optional) After this warrior is the target of an unsuccessfobe combat attack made by an opposing targetefim its
front arc, it can immediately make a close comliaich against the target. This warriory use a single special ability which requirefoae
combat action (except Charge), lsihot given an action token for using Countecktta

Brown

SMITE (optional)Give this warrior a close combat action, with aginopposing figure as the target. If the attaakceeds, also compare the
attack result to the defense values of all oppoBgwuges in base contact with the target to deteeni the attack would also be successful against
them. Deal damage equal to this warrior's damagigevi each figure against which the attack sucsegfler completing the attack action, deal
this warrior 1 pushing damage.

00 © © 0 @

Purple
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BOW ATTACK SPECIAL ABILITIES @
. ARCING FIRE (optional)This warrior ignores figure bases for line of firerposes.

Green

O BOMBARDMENT (optional) For details on Bombardment attacks, seedbmplete Rules of Play

Brown

OVERWATCH (optional)Give this warrior a ranged combat action, but
do not choose any targets, determine any linegsefdr make any attacks.
Give this warrior an action token and an Overwatden. At the beginning
of your next command phase, remove the Overwatadntahis warrior
can resolve the ranged combat action it was giveitsdast turn.

If a figure moves into base contact with the wartsing
Overwatch after the Overwatch has been activabedattack can
still be resolved as the action itself has alreelgn given. (p.20)

Ciark Blue

M

=

d
w

WAND ATTACK SPECIAL ABILITIES/

HEX (optional)Give this warrior a special action and a Hex tok&nce until the beginning of your next command ehgsu can choose a target
friendly or opposing figure that has made an attatlkwithin 18” of this warrior. The target mustnoll the attack. Use the rerolled result instead
of the initial result. Remove the Hex token whee térget rerolls the attack or at the beginningafr next command phase.

ISFEEnD

MAGIC HEALING (optional)Give this warrior a ranged combat action, withragi friendly figure without the damage type astdrget. The
target cannot be in base contact with an oppogiugd, but can be in base contact with this wartigmore all modifiers to the ranged combat
attack. If the attack succeeds, deal no damadeettatget. Instead, roll one six-sided die. Thgetis healed of damage equal to the result.

Gray

E STORMFIRE (optional)Give this warrior a ranged combat action, withregk# opposing — — - - -

m x figure as the target. If the attack succeeds, coertpe attack result to the defense value of If @ critical hitis rolled while making a Stormfil

g each figure in base contact with the target. Daatage equal to this warrioranged attack, all affected figures will take an extrack

(] damage value to the target and 1 damage to eaehfighre against which the attack of damage from the critical hit. (p.21)
succeeds.

MAGE BLAST (optional)Give this warrior a ranged combat action, withragk# opposing figure as the target. If the attagiceeds, roll one six-
sided die. Use the result instead of this warricaitsged damage value.

Ciark Blue
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DEFENSE SPECIAL ABILITI ESW %

BATTLE ARMOR This warrior gets +2 to its defense value agaiasged combat attacks that target it or affect it.

ISFEEnD

If an opposing warrior with Crushing Blow surgetoia Pole
Arm figure, its action will end after resolving theovement.
Crushing Blow does not take effamtil the attack itself, whic
happens after the movement is completely resofetl5)

Red

warrior’s front arc after the free spin opportunityis warrior deals 1 damage
to the opposing figure. The opposing figure’s ateénds.

. POLE ARM If an opposing figure moves, and is in base conéttt this

MAGIC IMMUNITY This warrior cannot be affected by any specialigbilith the word “magic” in its name, and cannetfargeted by WAND
ranged combat attacks.

Blue

TOUGHNESS Decrease any damage (except pushing damage) délil$ tvarrior by 1.

< |~

Orange

DEFEND (optional) Friendly figures in base contact with this warman use this warrior's unmodified defense valuéemd of their own.

.

REGENERATION (optional)Give this warrior a special action. Roll one sidesd die and subtract 2 from the result. If the ltasdess than 1,
the result is 1. Heal this warrior of damage edqodhe result.

BHlack “elo

¢

INVULNERABILITY (optional) This warrior gets +2 to its defense value against
ranged combat attacks that target it or affed®é@duce by 2 any damage dealt to thig
warrior. This warrior cannot be healed.

Invulnerability does not reduce pushing damagQ(p.

Gray

GHOSTFORM This warrior cannot be the target of ranged corattacks. This warrior’'s base does not block linéiref This warrior fails to
break away only on a die roll result of 1.

INFILTRATE (optional)When preparing the battlefield, deploy this waradter all players have deployed their figures withinfiltrate or
Submerged. This warrior can be deployed in hindeoinconcealing terrain up to its speed value afn@y its deployment area instead of in its
deployment area. If this warrior was deployed algsif its deployment area, give it an action token.

Green  Browen

DODGE (optional) Each time this warrior is affected by a close or - — -
ranged combat attack, roll one six-sided die. @esalt of 46, the You can roll for Dodge even if the attack resulited critical hit. If
attack is unsuccessful against this warrior. the Dodge roll is -6, the critical hit is unsuccessful instead. (p.19

Red

MAGIC RETALIATION When this warrior is dealt damage greater than @ blpse or ranged combat attack, it deals thelatgor primary
attacker, if damaged by a formation attack) 1 deamag

LIMITED INVISIBILITY  (optional) This warrior cannot be the target of ranged coratiacks.

Black

K- 12K X |

i

TERRIFY (optional)When an opposing player moves a non-Hero figure
so that it would come into base contact with thésner, that player rolls If an opposing warrior wants to use surge to move base

one six-sided die. On a result of 1 or 2, the #geainnot move into base contact with a figure with Terrify, roll for Tergifbefore moving
contact with this warrior this turn. This warriarmot affected by another | the warrior ising surge. If the Terrify roll is a 1 or 2, the veo
figure’s Terrify. cannot be made, and the action must be reassi(m2d)
Cavalry units attempting to move into base conéti a figure
with Terrify must make two rolls — one for the mouone for the
rider. If either roll fails, that move cannot bedea (p.21)

Gira

CURSED When this warrior is affected by an action fromgufe with
the WAND attack type, deal 1 damage to this wariiter the action A Cursed warrior is “affected” by any action madesgbwand
resolves. figure (other than itself) that causes the wartiobe moved, to be
dealt damage, to be healed of damage, to gairserdotion token
or to be the target of a spell. (p.19)

Orange

SPELL RESISTANCE (optional)When this warrior is the target of a WAND attackduce the attacker’s attack value by 3.

Ciark Blue
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DAMAGE SPECIAL ABILITIES " O
. STARTING POSITION A warrior with this special ability must be deplalywith this ability showing on its combat dial. Shipecial ability

ISFEEnD

color might be split with another damage specidltgtzolor, which can also apply per its descrguti When this warrior is healed of damage, do
not turn its combat dial past this special abilifthis warrior is reanimated by the Necromancysammon special abilities or Revenant
subfaction ability, replace all instances of “stegtmarker” with “Starting Position” in those altylidescriptions for the duration of the action.

Red

BERSERK This warrior cannot be given ranged combat actaomscannot capte or be captured. If this warrior is a captor witegains Bersert
its captive is eliminated.

MAGIC ENHANCEMENT (optional)Each friendly figure in base
contact with this warrior gets +1 to its ranged dagevalue wheit
succeeds at a ranged combat attdgic Enhancement cannot be use
to increase healing.

The modifier affects the attacker, not the tartfeéhe attacker has
Magic Immunity, its damage value is not affecteddit Immunity
on the target figure does not affect Magic Enharergm

Blue
~

BATTLE FURY This warrior cannot capture or be captured. If thésrior is a captor when it gains Battle Fury,déptive is freed.

Orange

DEMORALIZED This warrior can be given only moead speciafctions. This warrior cannot move into base cantdth an opposing figure.
This warrior cannot control an objective. Oppodiggres fail to break away from this warrior onlg a die roll result of 1.

<1 |~

NECROMANCY (optional)Give this warrior a special action. It cannot bdéd#se contact with an opposing figure. Reanimageofryour
eliminated figures (except a multiple-dial or titbgure), and turn its combat dial to the startimgrker. Roll one six-sided die. On a result of 1-3,
turn the reanimated figure’s combat dial clockvaseumber of times equal to the result. If thredlslare not showing in its stat slot, place it in
base contact with this warrior. On a result of 4e@nove it from the game. Do not turn the combat diockwise for reanimated figures with the
words Zombie or Skeleton in their names; they abvagurn to the battlefield with their combat diatgheir starting markers.

BHlack “elo

¢

COMMAND This warrior cannot be captured. At the beginniigaur command phase, - - -
roll one six-sided die. On a result of 6, add odtéoa to your action total for that turn. | Though Command is not optional, if you forget tqg
Also, at the beginning of your command phase, éaehdly figure with Demoralized resolve it's effects during your command phase,
that is in base contact with this warrior is headé@ damage. lose the opportunity to use it for that turn. ().19

Gray

CRUSHING BLOW When this warrior makes a close combat attacgnioies the defense special abilities of all tafigetres for the duration of
the attack.

LIFE DRAIN (optional)When this warrior succeeds at a ranged
combat attack against a target figure and dedésaat 1 damage, it
is healed of 1 damage.

If the warrior hits more than one target figureidgrthe attack, it will be
healed of 1 damage for each target figure thatdea$t at least 1 damage

Dark Blue  Purple

TINKER (optional)Give this warrior a close combat action, with ggiénfriendly figure with the GOLEM damage type he target. Neither this
warrior nor the target can be in base contact aitlopposing figure. Ignore all modifiers to thesel@ombat attack. If the attack succeeds, heal the
target of damage equal to this warrior's damageezal he target cannot be healed if a repair maské#re starting marker appears on its combat
dial.

Green

PIERCE When this warrior makes a ranged combat attadgndres the defense special

abilities of all target figures for the durationtb® attack. Pierce will not ignore Ghostform or Limitedi
Invisibility, but will ignore Dodge. (p.20)

MAGIC FREEZE (optional)Give this warrior a ranged combat action. If thaelt succeeds against one or more opposing tdaggee$ with
zero or one action token, roll one six-sided die.&0esult of 4—6, give each target an action toKensecond action token is given to a targed, th
target is pushed.

BElue

MAGIC CONFUSION (optional)Give this warrior a ranged combat action, withregé opposing figure as the target. If the attaaiceeds, the
target is dealt no damage. Treat the target asviélie given a move action, but you control théomctThe target cannot be moved into base
contact with a figure friendly to you. None of ttagget’s optional special abilities can be cancelbde you resolve this action. Do not give the
target an action token for this action, and dodeatl it pushing damage.

Black

i

LEADERSHIP (optional)If this warrior has zero action tokens, when aioads given to a friendly
figure within 10” of this warrior and there is aeal line of fire between this warrior and the figur The line of fire must pass through the
you can give this warrior the action token instediving it to the friendly figure. Leadership figure’s front arc. (p.20)

Gira

IMMOBILIZE (optional)Give this warrior a close combat action, with eg&nopposing figure as the target. If the attaatceeds, deal no
damage to the target. Instead, if the target hasa@eone action token, give it an action tokera Hecond action token is given to the targetis th
way, the target is pushed.

©O 00O & OB

Purple
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SUBFACTION ABILITIES

Apocalypse

Dark Riders
DARK UNITY (optional) At the beginning of your command phakeal 1 pushing damage to this unit’s rider to fitsainount of 1 damage.
This ability can be used only once on each of ymmmand phases.

Minions of Apocalypse

BEDLAM No figure within 10" of this warrior may use gang.u
(optional) When given a close or ranged combabagcthis warrior
may use the unmodified attack value of any MiniohApocalypse
figure on the battlefieldnstead of its own attack value.

When using Bedlam, only the attack value of theotinions o
Apocalypse figure can be used. The other Minion&pdcalypse
figure’s attack bonus is not added to the attadkergp.23-24)

®Q

Atlantean Empire

Delphana
FOCUS This warrior gets +1 to its counterspell rolls.

Golemkore
FIELD REPAIR Give this warrior a close combat action, with ag&nfriendly Repair markers are only ignored when actively using
figure with the GOLEM damage type as the targetotg all modifiers to the the Field Repair ability for healing, not Tink
close combat attack. If the attack succeeds, anthtiget is not on its starting
marker, heal the target of 1 damage. Ignore alliraparkers on the target's combat dial for purgasfehealing.

Imperial Legion

RALLY If this warrior has Demoralized at the beginning/ofir command phase, heal this warrior of 2 damHgleis warriorhas a captive
at the beginning of your command phaéés warrior can eliminatéhe captive without being given a close combabacthe attack succee
without an attack rall

B 00

Black Powder Revolutionaries

Bloody Thorns
SNIPER This warrior can change its facing at any time wigryour turn without being given an action. Wheis tharrior makes a ranged
combat attack, decrease the defense value of aegit figure by 2 for that attack.

Forgemasters
SPELLBREACH (optional) This warrior ignores other warriors’ Magic Immunéyd magic immunity defense type.

Northlanders

RECONNAISSANCE If at least one-half the build total of your arnsydomposed of Northlander figures, you can rewgalterrain cards
instead of one terrain card during battlefield pragion. Once all players have revealed their ¢carelsct one of your terrain cards to use and
remove the other terrain card from play.

%9 @

Dark Crusaders

Blood Cultists
SIPHON ENERGY (optional)Once at the beginning of your command phase,rieadly figure is in base contact with this warrideal 1
pushing damage to that figure; remove an actioeridkom this warrior.

=~ &

Deathspeakers : :
REVENANT (optional) At the beginning of your command phase, if | Note that the use of Revenant costs an actioncanntts against
this warrior does not have Demoralized, give thigner a special your action total for the turn. (p.11)

action. Reanimate any eliminated figure (exceptudtipie-dial or titan | If the reanimated figure is eliminated before tlegibning of
figure), turn its combat dial to the starting matkend place it on the | your end phase, it is still removed from the garfe24)
battlefield within 10” of this warrior at groundvel. The reanimated | Reanimating an eliminated warrior into base conttit an
figure is friendly to your army while it remains tme battlefield. At opposing figure is not considered moving that vearrand the
the beginning of your end phase’ remove it fronmme. opposina fiaure will ot aet a free soin. (n.1

Order of Vladd
? VAMPIRISM When this warrior succeeds at a close combat a#tgalnst a target figure and deals at least 1 dapikeig healed of 1
damage.

Draconum

Dragon Mystics

ANCIENT MASTERY This warrior can use any spell with an affinity pagpunt, regardless of faction requirement. Thigimauses the
affinity page count for all spells in spellbookstelds.

42
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Elemental Freeholds

R B

Elven Lords

W @ &

Storm Druids

UNOFFICIAL DOCUMENT

NATURE’S FURY When this warrior is given a close or ranged conalatibn, roll one six-sided die. If the resultés$ than or equal to its

unmodified damage value, add its attack bonusij & the attack.

Wylden Host

NATURE’S ALLY This warrior’s line of fire is not affected by
hindering or concealing terrain. Targets of thignea's ranged
combat attacks treat hindering and concealingiteas clear terrain

If a Wylden Host warrior targets another Wylden Hwarrior
occupying hindering terrain, the target ignoreg thadering
terrain, and does not get the +1 to its defenseevdp.24

for those attacks. When this warrior is in hindgriarrain, it gets +1 to
its defense value.

Free Armies

FORCED MARCH Each Free Armies figure in a movement formatiorhwitis warrior can use this warrior's speed vahstéad of its

own.

Order of Sorcery

LEY HARMONY Spells in spellbooks this warrior wields that havierowse cost 0,@ have a browse cost (B instead.

Temple Masters

GALLANT DEFENSE Each friendly Temple Masters figure in base contétt this warrior can use this warrior's unmodifidefense

value instead of its own.

Mage Spawn

L&

Orc Khans

b

£ «

&

Shyft

Solonavi

]
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Order of the Ninth Circle

PACT In addition to its own faction symbol (if any), shivarrior gains the faction symbols of all frienfilgures.

Broken Tusk

RECKLESS When this warrior succeeds at a close combat gtyatkcan
deal 1 pushing damage to it to increase its damalge by 1. If this does
not eliminate the warrior or cause it to gain Deatiaed, you can continue
to deal pushing damage to this warrior to incrégsgamage value any
number of times for that attack.

Chaos Shamans

MAGESTONE TRANCE (optional)Give this warrior a second action
this turn. After it resolves, roll two six-sidedcéi If the result is less than
its unmodified attack value (do not use this watsiattack bonus), roll
again. Deal 1 pushing damage to this warrior faheasult less than its
unmodified attack value.

Shadow Khans

Note that the rule of 3 is applied when calculatimg
modifier to the damage value, even if you use Rexkto
give the Broken Tusk figure more than 3 clicks v$ing
damage.

When resolving Magestone Trance, roll the dicel tiné
result is not less than the unmodified attack viadunel then
deal 1 pushing damage for each of those rollstlessthe
unmodified attack value. (p.24)

The second action is treated as a regular actrahifat
causes the Chaos Shaman figure to receive a sactind
token, it will take a click of damage for pushimgaddition
to the damage from the Magestone Trance rules

LURK Decrease any damage (except pushing damage) déais tvarrior by 1. When this warrior is in conlieg terrain, increase its

defense value by 1.

Darkmarch

AUGMENT (optional) If this warrior has zero or one action token, &mndly figure sharing a faction symbol with themior uses this
warrior's unmodified attack value (not includingaatk bonuses, if any) instead of its own when mglattacks. The friendly figure is dealt |

pushing damage after the attack resolves.

Oracles of Rokos

MIND TAP (optional) At the beginning of your command phase, this wargains a single special ability
of a single target figure within its range valudiltihhe beginning of your end phase.

A warrior may not use Mind
Tap to target itself. (p.24)
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