A Player’s Guide to Mage Knight

Action Tokens

Action tokens are placed as soon as you declare an action, before you do anything else such as moving or making your attack/capture/breakaway roll. If you are declaring a movement or attack formation, tokens are placed on every declared figure of the formation. This placement of action tokens prior to resolving the rest of the action is needed to prevent confusion, especially in tricky interactions such as when attempting to move a formation into base contact with a Polearm figure.

Action tokens clear from "dead' figures in exactly the same way they clear from live ones—at the end of your turn, you clear all action tokens from a figure that did not take an action in the current turn. If a figure has uncleared action tokens on it at the time it is eliminated, if the figure's owner subsequently Necroes it back into play either that same turn or their next turn, the figure comes back into play with the same action tokens still on it. So:

· If one of your figures dies on your own turn, due to things like pushing damage or being shockwaved by another of your figures, and you use another action in the same turn to necro that figure back into play, it comes back with the same action tokens on it. If the necroed figure itself has taken no actions that turn, then at the end of your turn you may clear the action tokens from it. If the necroed figure has taken an action that turn, then the tokens stay put.

· If one of your figures is eliminated on your opponent's turn, and you use an action in your next turn to necro that figure back into play, the figure comes back into play with whatever action tokens it had at the time it was eliminated. At the end of your turn, you may clear the tokens as normal if the necroed figure does not take an action during that turn. This effectively means that if your opponent kills a pushed figure of yours, it comes back into play still pushed if you necro it on the next turn, and you can't do anything with it on that turn.

· If you wait a couple turns before necroing a figure back into play, such that its action tokens would have been normally cleared off if it had still been alive the whole time, then it comes back into play without any action tokens on it.

Attack Resolution

1. Give a combat action to your attacking warrior (or primary attacker of an attack formation).

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

3. Declare a capture attempt, if applicable.

4. Place an action token on each warrior contributing to the attack.

5. The attacking player chooses which of his optional Special Abilities to turn off.

6. The defending player chooses which of his optional Special Abilities to turn off.

7. Roll the attack dice and determine the success of the attack.

8. Calculate damage dealt and apply the damage to the combat dial(s) of the target(s).

9. Apply effects generated by the dealing of damage. (Such as Vampirism)
10. Apply pushing damage to the attacker(s), if applicable.
Attack Special Abilities
· If an opposing figure is in base contact with you, you may not use any Attack special abilities that are used in place of a ranged combat action.

Battle Armor and Defend

· Battle Armor does "stack" with Defend. If your figure with BA is in base contact with a friendly figure with Defend, then your +2 modifier for BA is used regardless of whether you're using the figure's normal defense value or the defense value "borrowed" from the figure with Defend.

Breakaway Rolls
Figures with Magic Levitation or Regeneration must clearly declare whether they are using their special ability before making any breakaway rolls. You may not declare a move action, do a breakaway roll, and then choose to move the figure if you make the roll or use the special ability if you fail the roll.  When you give a figure a move action you must declare whether or not it is being used to activate a special ability or not, at the moment the action is given.

Figures with Magic Levitation or Regeneration do not have to make a breakaway roll to use those abilities, because the figure is not actually moving anywhere. Breakaway rolls are needed only if the figure is trying to break from base contact so that it can physically move somewhere.

You must make a breakaway roll for every figure in a movement formation that is in base contact with an opposing figure, as follows:

· Declare who is in the formation first. (Remember, a move formation must be 3-5 figures.)

· Everyone in the declared formation gets an action token.

· Make a separate breakaway roll for each figure in the formation that is in base contact with some opposing figure. (Remember, you make only one roll for each of your figures, even if a figure is in base contact with more than one opposing figure.)

· Those who fail the roll cannot move but they can spin to a new facing. Those who make the roll can move, but you still have to obey the "everybody touching" rule (including the stuck figs) at the end of your move. In other words, If even one of the formation fails the breakaway roll, the best you'll end up with is a chain of figures leading away from the opposing figure(s), but at least one of your formation will still be stuck to one of the opposing figures.

You do not have to make a breakaway roll to move away from an opposing figure that is adjacent to you on the other side of a low wall. Even though you can make close combat attacks as if you were in base contact, you're not really in base contact so no breakway roll is needed to move.

Captives, Captors, and Capture Attempts

· If a figure becomes demoralized, it does not release its captive. The only way a captive figure may ever be released is if its captor is eliminated or pushed to the point where it acquires the Battle Fury special ability. (Captives may be killed either by drowning, via the Aquatic ability, or by the captor being pushed to the point where it acquires the Berserk special ability.)

· When rolling a capture attempt, a 12 is automatically successful even if you need more than 12 to make the capture.

· You may use both healing and magic healing on a friendly captor. However, since captives are neither friendly nor opposing figures, you cannot use either healing or magic healing on a captive.

· A figure with Charge may make a capture attempt at the end of his charge, provided you declare your intent to capture before the dice are rolled (as per the normal rules on capture attempts).

· Also see Shockwave for a related ruling.

Defend
· You can "daisy-chain" the Defend SA. For example, say you have two figures A and B who both have the Defend SA. They are in base contact with a third figure like so: A-B-C. Figure A may "lend" his defense value to B, and B can subsequently lend his "new" defense value to C.

· Also see Battle Armor and Defend for a related ruling.
Flame/Lightning Attacks
· Despite the popular term "splash damage," Flame/Lightning is not simply incidental damage "splashing" onto other figures. It is more like an ability that temporarily gives the firer multiple ranged attack (2-6 arrows on your combat dial). As with multiple ranged attacks, you must compare your single attack roll not only to the specified target figure's defense value, but *also* to each figure in base contact with the target. The only difference from normal multiple ranged attack is that you are not required to have LOF to the figures in base contact with the target. You need to have LOF only to the target.

· If the declared target of an F/L attack has Magic Immunity, any figures in base contact with the target will still take the +1 damage modifier if the firer is in base contact with a MagicEnhancement figure. The MI of the declared target does not automatically stop the ME damage from "spreading" to the other "splash" targets of the F/L attack.

· The F/L special ability may not be used in a ranged combat formation if the declared target has any figures in base contact with it. Per the Rule Book, you declare a ranged combat formation only when the attack is going to affect a single target figure.

· Also see Multiple Ranged Attacks for related rulings.

Free Spins
· If you decide to take a free spin when some opposing figure moves into base contact with your figure, your spin must end up with some portion of your front arc touching the base of the figure that just moved into base contact.

· If you are already in base contact with a figure, and you declare a move action with the intent to "slide" around the figure's base so that you are in contact with it at a different point (such as its rear arc), the figure can still choose to take a free spin on you at the end of your move. The reason is that conceptually, the minute you declare a move action, your figure's base ceases to exist (which is why you can move through tiny gaps as described in Movement and Placement of Figures.) So for the duration of your movement, you are no longer considered to be in base contact with the figure. At the end of your move, if you're touching the figure's base you are considered to have come into base contact AGAIN, and the figure therefore has the option of taking another free spin on you. If that figure happens to have Polearm, by the way, you would also take Polearm damage yet again.)

· Free spins are a product of an action; they are not part of the action itself. Therefore if a figure moves into base contact with two other figures who have the Polearm ability, for example, they can both take their free spin and do Polearm damage. When the first figure spins and inflicts its Polearm damage, the current action is ended per the rules for Polearm, but the second figure still gets to do its free spin.

· A free spin is triggered when a Magic Levitator pitches an opposing figure into base contact with you.

· A free spin is not triggered if you are already in base contact with an opposing figure, and you use a move action to spin in place. A figure given a move action that is in b2b with an opposing figure(s), who does not leave base contact with that opposing figure(s), and whose center dot does not move, will not trigger a free spin in that opposing figure(s) or take Polearm damage from that figure(s).

Magic Blast
· Magic Blast can be used only if the firer is attacking a single target. In the case of the Magus, or any other figure that may have a multiple ranged attack (two or more arrows on their combat dial), you may not declare a Magic Blast attack on multiple targets.

· For firers that have Magic Blast, you can use that special ability instead of a normal ranged attack for any reason at all. The target does not have to be hidden by any kind of terrain.

· In a similar vein, if you want to use a figure's normal damage value instead of rolling a 1D6, you can use the firer's normal ranged attack (against a single figure) instead of a Magic Blast attack, provided of course that the target's LOF is not blocked in any way.

· When the designated firer in a ranged combat formation is using a Magic Blast attack, the other figures in the formation must have a clear LOF to the target—even if they have Magic Blast themselves. ONLY the primary attacker in a formation can use MB.

· Figures with Magic Immunity do not block LOF from a figure with Magic Blasting, so you cannot protect a figure from a magic blaster by hiding it behind a figure with Magic Immunity.

Magic Healing

· Magic Healing may be used on a friendly figure in base contact with you, as long as his base is touching your front arc, and as long as no opposing figure is in base contact with either you or the target.

Magic Levitation

· Figures with the Magic Levitation ability do not have to be in base contact with the levitated target at the time of the levitation action. All that matters is that they started the turn in base contact with the target. For example, if two levitators start the turn in base contact with a target, one can move the target 10 inches, and the other can then move the target yet another 10 inches.

· The 10-inch distance you can move a target with Magic Levitation is measured from the center dot on the base of the target.

· If a captor is levitated, the captive goes with him automatically. The levitator decides the position and facing of the levitated captor, but the captor decides the position and facing of the captive.

· It is not legal for a levitator to position a levitated figure in blocking terrain. Even Deep Spawn or other figures with Aquatic ability may not be levitated into deep-water terrain if the owner of the Deep Spawn declares that his Aquatic ability is turned off for the duration of the Levitation.

· In a similar vein, a levitated captor may not position his captive inside blocking terrain. There is one exception to this rule: Deep Spawn or other figures with the Aquatic ability may position a captive in deep-water terrain, since the Aquatic ability is also conferred upon the captive.

· A levitator may not levitate a captor into any position where the captor's captive may not be placed next to him in base contact.

· You may levitate a demoralized figure into base contact with any other figure.

· You do not have to make a breakaway roll to use the Magic Levitation ability. See Breakaway Rolls for details on why.

· Also see Free Spins for a related ruling.

Movement and Placement of Figures

· When moving a figure, there does not need to be a wide enough space for the figure's base to fit through. Conceptually, it is as if the moving figure's base disappears for the duration of the move. Whether you're talking about two other figures spaced a half-inch apart, or a single figure attempting to block passage across a 2-inch gap between terrain objects, it doesn't matter. As long as there is a gap, however small, a moving figure can pass through it. So practically-speaking, the hard and fast rules of thumb are that a figure cannot move through a blocking terrain object or between a figure and a blocking terrain object if the figure is in base contact with the blocking terrain's edge, nor can a figure move between two figures that have been declared in base contact.

· When placing a figure at the end of its move, however, there must be sufficient room for the figure's base. You may not displace terrain objects or other figure bases to make room for the figure base to fit. For example, if there is a target figure surrounded by 4 other figures in base contact with the target, and spaced equidistant from each other (like the four points of a compass), then there is not enough room for a fifth figure to fit in base contact with the target figure. The four surrounding figures would have to be moved enough to allow a fifth figure base to squeeze in (which would require at least one move action).

· When moving a formation, you cannot keep the formation in the same exact spot and shape, swapping figure's positions in the formation. Remember that in movement formations, each figure moves separately, as if you'd given them each individual move actions. All that's really different about moving in formation is that you only use up one of your allotted actions, the group must move at the speed of its slowest member, and when all their moves are finished they must still be in base contact. Therefore, you cannot just swap the positions of two figures in a formation, for example, because that would require both figures to move at the same time.

Multiple Ranged Attacks

· Multiple ranged attacks (from figures with two or more arrow symbols) are resolved simultaneously, and use only one ranged combat action. Critical hits will inflict 2 damage clicks on each target.

· Figures with both multiple ranged attacks and the Flame/Lightning ability can use Flame/Lightning against each target. This means that you can target specific figures in two or more different groupings and affect both groupings simultaneously with F/L damage.

· Magic Enhancement does increase the damage of each attack on a multiple ranged attack figure. For example, two Demi-magus in base contact with a Storm Golem will increase the value of each of his three attacks to do 3 clicks of damage to each figure hit.

· The rules do not say that when you attack multiple targets you always do only one damage. What they say is that the damage value of the attack is one, which is another way of saying "Pretend the damage number showing on your attacker's dial is a 1 instead of the number showing." You can still increase the damage value with things like Magic Enhancement, critical hits, multiple splashes from F\L, etc.

· Damage modifiers such as magic enhancement and critical hits are applied once to each figure hit with a multiple attack.

Necromancy

· The 1D6 roll to "set the damage" on a figure revived with Necromancy is applied before the figure re-enters play. Therefore, if the die-roll "kills" the figure, it is not returned to play. Because the figure did not return to play, nobody gets any victory points for the figure "dying" again.

Polearm

When attempting to move a formation into base contact with a Polearm figure:

· Action tokens are placed on every declared figure in the movement formation.

· Figures in the movement formation are then moved one at a time as described for movement formations in the Rule Book. 

· If one member of the formation contacts a Polearm figure, and the Polearm figure free-spins their front arc into contact with that member, the action is then ended. This is true even if the member receiving the damage has Toughness or Invulnerability. 

· Unmoved figures in the formation are NOT moved, but retain their action tokens and are considered to have taken an action. This may cause figures in the formation to not be in base to base contact with the other figures in the formation, effectively breaking up the formation. 

· Also see Free Spins for a related ruling.

Quickness

· Figures with the Quickness ability may not perform another action in the same turn they use their quickness ability, but figures that are the target of Magic Levitation may perform another action.

· Figures with the Quickness ability do not have modifiers for their breakaway roll. They must roll a 4, 5, or 6 to break away.

Regeneration

· You do not have to make a breakaway roll to use the Regeneration ability. See Breakaway Rolls for details on why.

Shockwave

· Shockwave is not enhanced by friendly figures with Magic Enhancement. Since Shockwave ignores the special abilities of all figures within range, friend and foe alike, which are not behind blocking terrain, any figures with ME in base contact with the shockwaver have ME turned off.

· Shockwave does indeed turn off Stealth, making any stealth-ed figure within range a legal target for the shockwave attack. The hindering terrain modifier still applies, however, so the previously stealth-ed figure will still receive a +1 to their defense value.

· Shockwave does not cancel the effects of special abilities conferred by figures that are outside the range of the Shockwave attack. For example, say two friendly figures are in base contact, and one of them is within the range of Shockwave and the other is not. The one that is outside Shockwave range has the Defend special ability. In this case, the figure that is within Shockwave range still receives the benefit of the other player's Defend special ability.

· The Shockwave special ability may not be used in a ranged combat formation if the Shockwave attack will potentially affect more than one figure. Per the Rule Book, you declare a ranged combat formation only when the attack is going to affect a single target figure.

· Shockwave always requires an attack roll—you do not "automatically" hit all targets. You make one attack roll and compare that roll to each valid target within Shockwave range. Some targets might be missed if the attack roll is not high enough.

· Shockwave does inflict damage on a captor. The Shockwave wording overrides the rules on captors in exactly the same way they override the rules stating that you can never target a friendly figure with a damaging attack.

Special Abilities, Duration and Reuse

· If a player "turns off" a special ability for any reason (such as turning off Stealth to heal a stealth-ed figure while in hindering terrain), the ability remains "off" only for the rest of that player's turn. The ability automatically "turns on" again when the next player's turn starts.

· Passive Special Abilities, such as Defend, Magic Enhancement, and Command, have no limit on the amount of times they can be used each turn. For example, if you are playing a 400 pt game and have four ranged attackers, all making separate attacks and all in contact with the same Demi-magus, all four attacks would do +1 damage.

Stealth

· Targets with Stealth are not safe from ranged attacks by firers that are straddling the edge of hindering terrain as described in item 1 above, or by firers that are in base contact with a low wall as described in item 3 above. Since the LOF of these firers is not considered to be passing through hindering terrain, the Stealth ability does not kick in.

Vampirism
· A figure with Vampirism does not heal if their attack damage is reduced to zero or less by a target with Toughness or Invulnerability.

