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Welcome to Mage Knight – Rebellion. Mage Knight tournaments are designed to play fast with lots of action. There are a few things you need to know, however, before the start of the tournament. If you have questions about these instructions or the tournaments, talk with the Warlord running the event. Warlords are members of the demonstration team. They serve as instructors, judges, and event assistants. They’ll be happy to help you out. 

Head-to-Head constructed tournaments will be a Swiss style for the opening rounds, with a number of final rounds based on the number players. Swiss style tournaments allow all players to play in the opening rounds. In each Swiss round players are paired and the results tabulated. In the next round players play others with a similar record. 

Preparing for Tournament

There are really only three things you need to do to prepare for a Mage Knight constructed army tournament.

·
Select your army. All figures are legal and only the unique figures, numbered 144 to 160, are limited. You may only have one of a given unique figure, although you can have as many different unique figures as you like. Confirm that the miniature is correct for the base and that the collector’s number on the base matches the collector’s number on the combat dial. Only when all three of these items match is the figure tournament legal. Most head-to-head constructed army tournaments are based on 200-point armies.

·
Select four pieces of terrain. In Mage Knight selection of the battlefield is really the start of the action. Give yourself an edge by bringing your own terrain. Head-to-Head Tournaments are played on a standard 3’x3’ playing surface. Elevated terrain may not be used, however all other forms of terrain are tournament legal, including Special Terrain. Each terrain piece must conform to minimum and maximum sizes, measured by area. For each terrain piece, multiply the length by the width to determine the terrain area. The minimum area is 16 square inches. The maximum area is 64 square inches. Walls have a default width of 1 inch for area calculation. Each player is responsible for bringing four pieces of terrain to the tournament. Players will place their terrain in a pool (totaling eight pieces) from which four pieces of terrain are selected per “Setting the Scene” on page 3 of the rulebook. Note, no terrain may be placed in an opponent’s Starting Area.

·
Register at the web site, www.mageknight.com. From the main page click User Registration. Read the privacy statement and enter your Username and password along with the location and contact data. Playing in a sanctioned tournament earns you Battle Points, which are used to rank the best players in the world. You have to have your unique Username before the start of the tournament so your points can be properly recorded.

Registration

On the day of the tournament the first thing to do is register. The Warlord running the event will ask you do the following to register. 

·
Fill out a Battle Log. These logs record the Victory points of the players through the rounds. Battle Logs have the following information:

o
Event ID, date

o
Name, Username, address, e-mail address

o
Army point value

·
Verify your four pieces of terrain. If you don’t have terrain some may be available at the venue running the tournament, but don’t count on it. You could be looking down the muzzle of a Black Powder firing squad across a bare plain. 

·
Get and read a copy of the Tournament rules. You are responsible for knowing the information in this document.

The Tournament

The tournament will consist of a number of Swiss rounds followed by a number of final rounds. The number of rounds is determined by the total number of registered players at the start of the tournament. The Warlord will tell you the number of rounds of Swiss, the number of players who will advance to the finals, and the number of final rounds before the start of the tournament. Each round will last 50-minutes, which will be timed and announced by the Warlord.

At the end of each round you will need to count Victory Points according to the tournament rules for each player. This should be done even if you already know the winner as these points become Battle Points when listed on the web. Fill out a Battle Report for the match and return it to the warlord.

End of the Tournament

You should have a great time at a Mage Knight tournament. The action is fast and the focus is on the play. At the end of the tournament the Warlord will announce winners. Whether you win or lose, however, you’re efforts will not go unnoticed. You can check out the web site and see the results of your battles in the accumulation of Battle Points and, possibly, entrance into the Hall of Heroes.

