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(57) ABSTRACT 

A game piece and method of game playing is disclosed 
Wherein individual game pieces include a multi-piece base 
With scoring indicia printed on a top portion. The top is 
rotatable With respect to a bottom portion. A slotted aperture 
in the top reveals data that varies as the top portion is rotated 
With respect to the bottom. The variable numbers indicate 
capability characteristics of the particular game piece. In 
addition, the base includes slots for the addition of items that 
enhance the capabilities of the individual game piece. A 
plurality of additional items ?t in the slots With each 
additional item affecting the numeric values of that charac 
ter. The items may be dropped or picked up during the game 
thus permitting customization of each game piece as Well as 
the ability to dynamically alter the characteristics of each 
game piece. 
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GAME PIECE WITH ITEM SLOTS AND METHOD 
OF PLAYING A GAME 

BACKGROUND OF THE INVENTION 

[0001] 1. Technical Field 

[0002] The present application is directed generally to 
games involving the use of miniatures to represent charac 
ters and, more particularly, to game pieces With item slots 
and a method of playing the game thereWith. 

[0003] 2. Description of the Related Art 

[0004] Fantasy and War games have achieved an unprec 
edented level of sophistication. The use of miniature ?gures 
to represent characters in the games is also commonplace, 
each player in the game manipulates characters, With each 
character being endoWed With certain characteristics, such 
as speed, strength, and offensive capability. The players 
manipulate the characters in a battle or other interaction until 
a resolution is achieved. 

[0005] As the complexity of game play has increased, 
novel approaches have been introduced to ease the com 
plexity of the game playing process. For example, a multi 
part game piece is described in WIPO Publication No. WO 
01/58544. The game piece described therein includes record 
keeping indicia. A desire for greater ?exibility in game 
playing has led to a signi?cant need for game playing pieces 
With dynamic enhancement capability and for game playing 
methods that incorporate such dynamic enhancement capa 
bility. The present invention provides this and others advan 
tages as Will be apparent from the folloWing detailed 
description and accompanying ?gures. 

BRIEF SUMMARY OF THE INVENTION 

[0006] The present disclosure is directed to a game piece 
and its operation in game playing. In one embodiment, the 
game piece used in the game comprises a self contained 
record-keeping device, Wherein the record-keeping device 
adjustably displays a variable information relating to the 
game. The information is arranged in a plurality of select 
able groupings of game play indicia With each grouping 
including a plurality of different game types of game play 
indicia Wherein each type of indicia indicates information 
related to a different aspect of the play of the game and are 
expressed as game play values. Indicia of one type in at least 
some of the groupings have game play values different from 
the indicia of the same type of others of the groupings. The 
record-keeping includes a receiver portion to receive and 
removably retain an indicia altering token therein. In one 
embodiment, the receiver portion comprises a slot siZed to 
receive and removably retain the indicia altering token 
therein. 

[0007] In another embodiment, the game piece further 
comprises an indicia altering token for use in playing a game 
Wherein the indicia altering token, When placed in the slot, 
alters the game play values in the game of at least one type 
of game play indicia. The game piece may further comprise 
an item card corresponding to the indicia altering token 
Wherein the item card provides data related to the operation 
of the indicia altering token. 

[0008] The indicia altering token and corresponding item 
card may be initially supplied as an integral component With 
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the indicia altering token comprising a detachable portion of 
the item card. In another embodiment, the game piece 
comprises a plurality of receiver portions or slots for place 
ment of indicia altering tokens. 

[0009] In operation, the game is played according to a set 
of game rules comprising placing ?rst and second moveable 
game pieces on a playing surface for use by ?rst and second 
game players, respectively, in playing a game based on 
simulated interactions of the ?rst and second game pieces 
according to the set of game rules. Each of the ?rst and 
second game pieces includes a self-contained record-keep 
ing device having a plurality of alterable game values 
indicative of the operational characteristics of the ?rst and 
second game pieces, respectively, and a receiver portion in 
the ?rst game piece to receive and removable retain a token 
to thereby alter a select game value. The token may be 
placed in the receiver portion to alter the selected game play 
value of the ?rst game piece. The game further comprises 
initially moving one of the ?rst and second game pieces into 
position to engage the ?rst and second game pieces in an 
initial simulated interaction according to the set of game 
rules. The altered game play value of the ?rst game piece is 
compared With the game play value of the second game 
piece, and based on the comparison determining an outcome 
of the initial simulated interaction betWeen the ?rst and 
second game pieces according to the set of game rules. 

[0010] The ?rst game piece may include a plurality of 
receiver portions to receive a plurality of tokens With the 
method further comprising altering selected game values 
based on the plurality of tokens placed in the receiver 
portions. 
[0011] The second game piece may also have a receiver 
portion to receive a token With the method further compris 
ing altering the selected game value of the second game 
piece based on the token placed in the receiver portion of the 
second game piece and comparing the altered game play 
value of the ?rst game piece With the altered game play 
value of the second game piece. 

[0012] The method may further comprise removing the 
token from the receiver portion of the ?rst game piece to 
thereby eliminate the alteration of the selected game value. 
In an embodiment Wherein the second game piece has a 
receiver portion to receive a token, the method may further 
may further comprise acquiring the removed token for 
placement in the receiver portion of the second game piece 
to thereby alter a selected game value of the second game 
piece based on the token placed in the receiver portion of the 
second game piece and comparing the game play value of 
the ?rst game piece With the altered game play value of the 
second game piece. 

[0013] The method may further comprise use of a third 
game piece af?liated With the ?rst game piece, Wherein the 
third game piece has a receiver portion to receive a token, 
the method further comprising the removed token for place 
ment in the receiver portion of the third game piece to 
thereby alter a selected game value of the third game piece 
based on the token placed in the received portion of the third 
game piece. 

BRIEF DESCRIPTION OF THE DRAWING(S) 

[0014] FIG. 1 is an exploded schematic representation of 
a game piece base embodying the invention. 
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[0015] FIG. 2 is a perspective vieW of the game piece base 
illustrated in FIG. 1. 

[0016] FIG. 3 is a plan bottom vieW of a selector disk of 
the game piece base illustrated in FIG. 1. 

[0017] FIG. 4 is a plan top vieW of a base disk of the game 
piece base illustrated in FIG. 1. 

[0018] FIG. 5 is a cross-section vieW taken along line 5-5 
in FIG. 2. 

[0019] FIG. 6 is a cross-section vieW taken along line 6-6 
in FIG. 2. 

[0020] FIG. 7 is a perspective vieW of a tool used to rotate 
the base disk of the game piece illustrated in FIG. 1. 

[0021] FIG. 8A is a plan top vieW of the selector disk of 
the game piece illustrated in FIG. 1. 

[0022] FIG. 8B is a plan bottom vieW of the selector disk 
of the game piece illustrated in FIG. 1. 

[0023] FIG. 8C is a front elevation vieW of the game piece 
illustrated in FIG. 1. 

[0024] FIG. 8D is a left side elevation vieW of the game 
piece illustrated in FIG. 1 With the right side vieW being 
identical. 

[0025] FIG. 9 illustrates constructed terrain used in game 
playing. 
[0026] FIGS. 10A-10C illustrate item cards conferring 
special abilities on a game piece used in game playing. 

[0027] FIG. 11A illustrates a game-piece With an added 
item token conferring special abilities positioned for inser 
tion into the game piece base. 

[0028] FIG. 11B illustrates a game piece With an added 
item token conferring special abilities folloWing insertion 
into the game piece base. 

[0029] FIG. 11C illustrates a game piece With an added 
item token conferring special abilities on the game piece 
used in game playing. 

[0030] FIG. 12 illustrates an item card conferring special 
abilities on a game piece used in game playing prior to the 
removal of the item token of FIG. 11C. 

[0031] FIG. 13 illustrates an item card conferring special 
abilities on a game piece used in game playing folloWing the 
removal of the item token of FIG. 11C. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0032] As gaming enthusiasts seek greater sophistication 
in games, it becomes necessary to create more options thus 
leading to greater complexity in games. The present inven 
tion is directed to game pieces and game play methods that 
alloW dynamic alteration of game piece characteristics. This 
leads to greater complexity in game strategy and more 
options for the sophisticated gaming enthusiast. 

[0033] As the complexity of each character and each 
scenario groWs, and as the number of characters increases, 
the complexity of the game increases. The challenge of 
miniature games for players is the extensive and compli 
cated nature of the rules and the need for record keeping for 
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each ?gure Within the game. In this description, the terms 
Warrior and game piece are used interchangeably to describe 
the invention. 

[0034] FIG. 1 illustrates a game piece base 10 designed to 
ease the complexity of such games. Each game piece base 10 
is a self-contained record-keeping device that includes a 
selector disk 20, a label 25, and a base disk 30. 

[0035] The selector disk 20 includes an Wedge-shaped 
statistical (stat) slot or aperture 62 that alloWs one column of 
numbers and/or additional data from the label 25 to be seen 
at a given position of the selector disk 20 relative to the base 
disk 30. The selector disk 20 includes a plurality of ?ngers 
42 mounted at the periphery of the selector disk. The 
plurality of ?ngers 42 includes six short ?ngers 46 alternat 
ing With six long ?ngers 50. In alternate embodiments, any 
other suitable number or siZing of ?ngers may be used. 

[0036] The selector disk 20 also includes a plurality of 
item slots 60 dispersed at even intervals around the periph 
ery of the selector disk 20. As Will be described in greater 
detail beloW, the item slots 60 are used to dynamically alter 
the operational characteristics or capabilities of the particu 
lar character associated With the game piece 10. The selector 
disk 20 also includes an upper surface 74. 

[0037] The base disk 30 includes an upper surface 34, a 
post 38 mounted in the center of the selector disk 30, and a 
plurality of indentations 70 in the periphery of the upper 
surface 34. In an exemplary embodiment, the number of 
indentations 70 matches the number of ?ngers 42 on the 
selector disk 20. 

[0038] The label 25 including an aperture 58 is attached to 
the upper surface 34 of the base disk 30 such that the 
aperture 58 aligns With the post 38. A series of numbers, 
symbols or other data is printed in tWelve columns of three 
on the label (not shoWn). Each column is spaced at approxi 
mately thirty-degree intervals around the label. In alternate 
embodiments, any other suitable arrangement of numbers 
can be used. 

[0039] As seen in FIGS. 1 and 3, one of the short ?ngers 
46 includes a button 54 formed thereWith and extends 
vertically doWnWard from a bottom surface 66 of the selec 
tor disk 20. The button 54 interacts With the indentations 70 
such that the button 54 resides partially Within an indenta 
tion 70 When that indentation 70 is aligned With the button 
54. The ?ngers are suf?ciently ?exible to alloW the button 54 
to snap into and out of an indentation 70 as the selector disk 
20 is rotated relative to the base disk 30. Such an arrange 
ment ensures that the selector disk 20 Will only occupy a 
given number of discrete indexed positions relative to the 
base disk 30, Where the given number of discrete positions 
is equal to the number of indentations 70, and Where each 
discrete position alloWs a player to look through the stat slot 
62 to see Whatever numbers, symbols, or colors may appear 
on the label 25 at that location. In other Words, the tWo disks 
20, 30 are typically aligned such that only one of the 
columns of numbers appears in the stat slot 62 at a time. 

[0040] As seen in FIG. 1, a bottom surface 36 of the base 
disk 20 contains a raised pattern 37 and a raised peripheral 
lip 39. A tool 40, shoWn in FIG. 7, contains a series of 
protrusions or raised pegs 41 that engage portions of the 
raised pattern 37 and alloW the base disk 30 to be easily 
rotated With respect to the selector disk-20. The ?ngers 42 of 
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the game piece base 10 provide a gripping surface such that 
a player can manually rotate the selector disk 30 relative to 
the base disk 20 with the tool 40. The tool 40 illustrated in 
FIG. 7 is con?gured for use on a work surface, such as a 
table, and is siZed to receive the game piece base 10 and 
allow the raised pattern 37 of the bottom surface 36 to come 
into engagement with the pegs 41. However, the tool 40 may 
be implemented in any convenient form. For example, the 
tool 40 may be in the form of a ring (not shown) so that it 
may be easily worn by a player during a game. 

[0041] FIG. 2 is a perspective view of the game piece base 
10 after assembly. In a typical implementation, a ?gure may 
be attached to the upper surface 74 of the selector disk 20. 
For the sake of clarity and understanding the game piece 
base 10, no character is attached in FIGS. 1-6. 

[0042] FIG. 3 is plan bottom view of the selector disk 20 
to better illustrate the stat slot 62, the circular depression 72 
and the button 54. 

[0043] FIG. 4 is a top plan view of the base disk 30 to 
better illustrate the upper surface 34 of the base disk, the post 
38 and the indentations 70 and the periphery of the base disk. 

[0044] When assembled, as illustrated in FIGS. 5 and 6, 
the label 25 is applied to the upper surface 34 of the base 
disk 30, and the base disk 30 ?ts within and is captured by 
the ?ngers 42 of the selector disk 20. The circular depression 
72 is provided in the center of the bottom surface 66 of the 
selector disk 20 to receive the post 38. This arrangement 
allows the selector disk 20 to be rotated relative to the base 
disk 30. 

[0045] As illustrated in FIG. 11C, a FIG. 80 may be 
attached to the upper surface 74 of the selector disk 20 to 
form a game piece or warrior 90. The FIG. 80 may be any 
representational ?gure representing a character in a game. 

[0046] In other embodiments (not shown), the described 
game piece base 10 may be any record-keeping device, such 
as mechanical and electronic counters that are suitable for 
recording and conveying information. Speci?cally, the game 
piece base 10 allows for the variation of indicia during the 
course of play. In still other embodiments, the FIG. 80 may 
be any suitable type of ?gure, including humans, animals, 
and mythical, mechanical, or fantastical creatures. The game 
piece base 10 may be made available in conjunction with or 
separately from the FIG. 80 to allow for interchangeability 
between FIGS. 80 and bases, or to allow one to acquire a 
base to match a FIG. 80 one already has. 

[0047] As is described in more detail below, the design of 
the game piece base 10 means that each game piece base 10 
carries with it a complex two dimensional table that re?ects 
a character’s performance statistics at up to twelve stages of 
damage, where each discrete location of the base disk 20 
with respect to the selector disk 30 represents a stage of 
damage. In alternate embodiments, other numbers of dis 
crete locations can indicate other stages of damage. Thus, 
the game piece base 10 provides both the table and the 
current performance of the character, eliminating volumi 
nous rulebooks and record keeping. 

[0048] In addition to the data provided on the label 25 and 
visible through the stat slot 62, the upper surface 74 of the 
selector disk 20 contains additional data 78 about the 
particular FIG. 80 and its operational capabilities. For 
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eXample, the additional data may be group or clan identi? 
cation data, strength data of the FIG. 80 and/or data to 
indicate a range of attack capability. Details of the additional 
data are provided below in the conteXt of the game opera 
tion. 

[0049] The operation of game will be discussed in the 
conteXt of a particular character set identi?ed as Mage 
Knights. However, those skilled in the art will appreciate 
that the principles of game operation and the interplay of the 
FIGS. 80 and the item slots 60 are applicable to other 
character sets. 

[0050] In Mage Knight, you take the role of a powerful 
warlord: a king, baron or high wiZard who sends his troops 
out to do battle with opposing armies. Races of fantastic 
beings populate your army, while arcane magic and power 
ful technologies arm them. Mage Knight is a fast-playing 
game of tabletop combat using collectable Mage Knight 
miniatures. Each miniature is called a warrior (or FIG. 80), 
and is a member of one of several different factions. If a 
FIG. 80 has no faction symbol, it is a Mage Spawn and 
cannot use faction-based rules. In addition to belonging to a 
faction, some warriors are also members of subfactions. 
Table 1 below lists all factions and subfactions: 

TABLE 1 

Faction/Subfaction List 

Atlantis Guild 
Atlantean Empire 
Imperial Legion 
Golemkore 
Elemental League 
Necropolis Sect 
Dark Crusaders 

Deathspeakers 
Order of Vladd 

Black Powder Rebels 
Black Powder Revolutionaries 

Northlanders 
Bloody Thorns 

Elven Lords 
Temple Masters 
Free Armies 

Knights Immortal 
Orc Raiders 
Orc Khans 

Broken Tusk 
Shadow Khans 

Draconum 
Shyft 
Hero 
Solonavi 
Apocalypse 

[0051] Selected subfactions have eXtra abilities that may 
come into play during the course of the game. The player 
may select his warriors, in a manner described below, taking 
these special abilities into account. Table 2 below lists 
subfaction abilities: 

[0052] TABLE 2 Faction/Subfaction Abilities 

[0053] Atlantean Empire 

[0054] Rally Ability. If this warrior is has the DemoraliZed 
special ability at the beginning of the command phase, heal 
this warrior of 2 damage. If this warrior has a captive at the 
beginning of the command phase, this warrior may eliminate 
its captive without being given a special action. 
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[0055] Golemkore 

[0056] Field Repair. Give this Warrior a close combat 
action, With a friendly ?gure With the Golem damage type as 
the single target. Neither this Warrior nor the target Golem 
can be in base contact With an opposing ?gure. Ignore all 
modi?ers to the close combat attack. If the attack is suc 
cessful, and the Golem is not on its starting position, heal the 
Golem of 1 damage. Ignore all repair markers on the 
Golem’s combat dial for purposes of healing. 

[0057] Dark Crusaders 

[0058] Deathspeakers 
[0059] Revenant. At the beginning of your command 
phase, give this Warrior a special action. Choose an elimi 
nated ?gure to be reanimated. Turn the reanimated ?gure’s 
dial to its starting position. Place the reanimated ?gure on 
the battle?eld Within 10“ of this Warrior. Reanimated ?ying 
?gures must be placed at ground level. The reanimated 
?gure is a friendly ?gure While it remains on the battle?eld. 
At the end of the turn, remove it from the game. 

[0060] Order of Vladd 

[0061] Vampirism. If this Warrior makes a successful close 
combat attack, it heals 1 damage. 

[0062] Black PoWder Revolutionaries 

[0063] Northlanders 

[0064] Reconnaissance. If a player’s army is composed of 
at least one-half Northlander ?gures (as measured by Point 
Value), reveal tWo terrain cards instead of a single battle card 
during battle?eld preparation. Once all players have 
revealed their cards, select one of your terrain cards to use 
in this battle and remove the other terrain card from play. 

[0065] Bloody Thorns 

[0066] Sniper. This Warrior can change its facing at any 
time during your turn Without being given an action. When 
this Warrior is given a ranged combat action, decrease the 
defense value of each target ?gure by 2. 

[0067] Elven Lords 

[0068] Temple Masters 

[0069] Gallant Defense. Each friendly Temple Masters 
?gure in base contact With this Warrior can use this Warrior’s 
defense value instead of its oWn. 

[0070] Free Armies 

[0071] Forced March. Each Free Armies ?gure in a move 
ment formation With this Warrior can use this Warrior’s 
speed value instead of its oWn. 

[0072] Orc Khans 

[0073] Broken Tusk 

[0074] Reckless. When this Warrior makes a successful 
close combat attack, you can give it 1 pushing damage to 
increase its damage value by 1. This ability may be used 
multiple times. 

[0075] ShadoW Khans 

[0076] Hide. Decrease by 1 the damage this Warrior takes. 
When this ?gure is in concealing terrain, increase its defense 
value by 1. 
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[0077] When players get together for a Mage Knight 
game, each player builds an army from his oWn collection of 
Warriors. You can build your army hundreds of different 
Ways, using ?gures from a single faction or miXing Warriors 
from several factions together. In the current age of chaos, 
armies of every possible con?guration have been seen on the 
battle?eld. 

[0078] You can play Mage Knight With as many people as 
you like, but the game plays best When there are tWo, three 
or four players, each With a unique army. You can also play 
battles With tWo (or more) sides, With tWo or more team 
mates allied on each side. Using these rules, you Will ?ght 
your armies against one another to see Who can claim 
victory! 

[0079] A Mage Knight miniature is composed of three 
main parts: the FIG. 80, the base 30 and the selector disk 20, 
Which may be referred to as the combat dial. 

[0080] The upper surface 74 of each Warrior’s selector 
disk 20 contains important additional data, as discussed 
above. FIG. 8A is a top plan vieW that illustrates an eXample 
of the additional data. FIG. 8B is a bottom plan vieW 
illustrating the bottom of the base disk 20 and the pattern 
formed thereon. FIG. 8C is a front elevation vieW. FIG. 8D 
is a left side elevation vieW, Which is identical to the right 
side. 

[0081] Returning again to FIG. 8A, the number of stars 
indicate the strength of a particular character. In the eXample 
illustrated in FIG. 8A, the character is a unique character 
and has no stars on the upper surface 74 of the selector disk 
20. Other characters appear identical, but have different 
strength values. For EXample, an el?n boWman may be 
provided in three different versions. The particular FIG. 80 
With one star indicates a Weak character, tWo stars indicates 
a standard character and three stars indicates a tough char 
acter. The rank (ie., number of stars) typically affects the 
numeric values that are characteristic of a particular Warrior. 

[0082] The additional data 78 also include a Faction 
Symbol and a Subfaction Symbol. As Will be discussed in 
greater detail beloW, the faction and subfaction affect certain 
group movements and characteristics. The ability to Wield 
certain items, discussed beloW, may also be affected by a 
Warrior’s faction and/or subfaction. 

[0083] The additional data 78 also includes a Front Arc, 
Rear Arc and Arc Extensions. These various arcs are indica 
tive of attack capabilities of the particular FIG. 80. The 
additional data 78 also includes a Point Value for the 
particular FIG. 80 as Well as the Character Name and 
Collector’s Number. The point value is indicative of the 
relative value of the particular FIG. 80 While the name and 
collector’s number assist the player in the collection of 
gaming pieces. 

[0084] There are 160 different Mage Knight Warriors in 
the Unlimited set. Other sets may have up to 130 different 
characters. Some ?gures look the same, but have different 
ranks, paint schemes and combat dials to identify them. 
Each ?gure’s base has a collector’s number on it so that 
individuals can keep track of their collection. 

[0085] The combat dial is the unique feature that sets 
Mage Knight apart from all other miniatures games. The 
combat dial is the rotating disk (ie., the base disk 30) that 
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forms the game piece base 10. Each Warrior’s combat dial 
shows sets of numbers that tells the player hoW good their 
Warrior is at doing certain things. Each time a Warrior takes 
a click of damage during the game, the player clicks the 
combat dial (i.e., the game piece 10) clockWise to the next 
set of numbers. Each time a Warrior takes damage, his 
combat dial numbers change, often reducing his effective 
ness. When your Warrior takes a click of healing during the 
game, click his combat dial (i.e., the game piece 10) counter 
clockwise. 

[0086] As noted above, the bases on many characters turn 
from underneath the dial using the tool 40 (see FIG. 7). A 
tool 40 may be included in each Starter Set. 

[0087] The characteristics of the individual Warrior is also 
part of the additional data 78 on the upper surface 74 of the 
selector disk 20. This additional data is summariZed in Table 
3 beloW: 

[0088] TABLE 3 Warrior Characteristics 

[0089] Speed Type—indicates permanent movement 
ability. In the example of FIG. 8A, the speed type is 
illustrated as a boot, indicating that the Warrior 
moves on the ground. Other speed types, include a 
Wing, indicating the ability to ?y, and a Wave, 
indicating the ability to move across aquatic terrain. 

[0090] Speed Value—indicates a movement distance 
for each turn. A speed value, visible through the stat 
slot 62 (see FIG. 8A) indicates the distance, in 
inches, that the Warrior can move. As the Warrior’s 
strength ?uctuates, the numeric value for speed type 
may change. It should be noted that speed value may 
also be measured in convenient metric terms, such as 
centimeters. 

[0091] Attack Bonus—indicates a static extra value 
that a Warrior receives for ranged combat attacks. 

[0092] Attack Type—indicates the type of attack, 
such as a boW and arroW attack, sWord attack, or 
magic attack that can be performed by the individual 
Warrior. 

[0093] Attack Value—indicates a variable numeric 
value indicative of the strength of an attack. 

[0094] Defense Type—indicates the type of defense 
available for a Warrior and possible immunity. For 
example, a shield With superimposed Wand indicates 
immunity from a magic attack. 

[0095] Defense Value—a variable numeric value 
indicative of a Warrior’s strength in defending 
against an attack. 

[0096] Range—indicates the maximum distance over 
Which a ranged attack may occur. 

[0097] Number of Attacks—indicates the number of 
attacks that may be performed in the course of one 
turn. In the example of FIG. 8A, tWo arroWs are 
illustrated to indicate that tWo individual enemy 
Warriors may each be attacked on time. In one 
embodiment, a player is prohibited from attacking a 
single enemy Warrior tWo times. 

[0098] Ranged Damage Value—a ?xed damage 
value in?icted upon an enemy Warrior during a 
ranged attack. 
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[0099] Damage Type—indicates the type of Warrior 
and the type of damage suffered by that Warrior. 
Damage to certain Warrior types may be ameliorated 
by healing if the player has a medic character Within 
his army. Other damage types may be indicative of 
damage to a mechanical robot character, Which 
requires repair from a repair technician rather than a 
medic. 

[0100] Damage Value—a variable number, visible 
through the stat slot 62 (see FIG. 1), indicative of the 
value in?icted upon an enemy Warrior in a successful 
attack. 

[0101] Ability Nexus—indicates an enhanced ability 
based on the color of the ability nexus symbol visible 
through the stat slot 62. The ability nexus illustrated 
in FIG. 8A is directed to the attack value and 
provides enhanced attack capabilities. The ability 
nexus could be pointed toWards the speed value, the 
defense value or the damage value to alter those 
variable characteristics. As discussed in greater 
detail With respect to Table 4, special abilities may be 
conferred upon a Warrior. These special abilities may 
affect the speed characteristic, the defense charac 
teristic or the attack characteristic of the Warrior 
based on the color and shape of the special ability 
indicator and the association of the special ability 
With one of the values in the stat slot 62. In the 
example of FIG. 8A, the attack value of 8 is placed 
in a dark blue circle, Which confers an overWatch 
ability on the Warrior. The green circle ability nexus 
of FIG. 8A is also associated With the attack capa 
bility of the Warrior. The green circle ability nexus 
provide the Warrior With an additional ability for 
arcing arroWs over terrain. 

[0102] Starting Marker—indicates the starting posi 
tion for the variable combat values. 

[0103] Combat Values. Each Warrior has multiple combat 
values, Which include the variable values shoWn in the stat 
slot 62 as Well as ?xed values shoWn on the upper surface 
74 of the selected disk 20. The variable values seen through 
the stat slot 62 can change as the game play progresses. The 
variable values are on the combat dial, and can be seen 
through the stat slot 62. Each value appears next to its 
symbol on the upper surface 74 of the selector disk 20. The 
stat slot 62 appears on the rear of each ?gure’s selector disk 
20 generally at the back side of the FIG. 80, as illustrated in 
FIG. 11C to permit easy reading by the player controlling 
each ?gure. 

[0104] Mounted Warriors. Some Mage Knight ?gures 
found in certain expansion sets have a “peanut” or “lozenge” 
shaped double base. A double base ?gure printed With a 
horseshoe speed type is called a mounted Warrior. Mounted 
Warriors folloW all rules for normal ?gures, except Where 
noted in these rules. 

[0105] Game Items. In addition to your Mage Knight 
Warriors and the rules described herein, you Will need the 
folloWing items to play: an 18-inch ?exible ruler marked in 
1-inch increments and 2 six-sided dice. These items are 
supplied in the Mage Knight Unlimited starter set. In addi 
tion, you Will need a feW coins or beads to use as tokens 
during the game and some simple terrain items. 
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[0106] There are round blank stickers provided With each 
pack of Mage Knight Warriors. You can attach one of these 
to the bottom of the base of each of your Warriors and Write 
your initials on the sticker to help you to sort out Which 
Warriors are yours at the end of each battle. If you use the 
tool 40 for the bases that turn from underneath, you can use 
the sticker supplied. OtherWise, simply trim the stickers 
supplied to ?t on the bottom of the base Without covering the 
turning bar. 

[0107] There are tWo things you and your opponents must 
do before you begin a Mage Knight game. Each player must 
build his army, and then all players must set up. 

[0108] Building Your Army. Everyone in the game should 
agree on the build total of each player’s army. Build totals 
should be in multiples of 100 points. While you are learning 
Mage Knight, use armies With build totals of 100 points. 
Once you feel comfortable With the basics, you can increase 
the build total of your armies to 200, 300 or more points. 

[0109] Each Mage Knight Warrior has a point value 
printed on the upper surface 74 of the selector disk as part 
of the additional data 78 (see FIG. 8A). Each player chooses 
Warriors for his army Whose point values add up to, but do 
not exceed, the alloWed build total. Players may also choose 
Warriors that add up to less than the build total. For example, 
Player Ais creating an army With a build total of 100 points. 
He likes the Atlantean Empire ?gures, so he chooses most of 
his Warriors from that faction. 

[0110] For its excellent close-combat ability, Player A 
takes one tough Altem Guardsman (37 points). Next, Player 
A chooses one Weak Demi-magus (22 points) and a tough 
Utem CrossboWman (12 points). Both ?gures have good 
ranged attacks. Player A also selects one standard Utem 
Guardsman (13 points). He’s going to use this ?gure to try 
and capture an opposing piece during the upcoming battle. 
Finally, Player A chooses a tough Leech Medic (14 points) 
from the Black PoWder Revolutionaries. NoW his army has 
some healing ability. 

[0111] Player A adds up the point values of his Warriors. 
The total is 98 points (37+22+12+13+14=98). Player A’s 
Warriors add up to less than the build total of 100 points, 
Which is ?ne. HoWever, he could not have exceeded 100 
points. 
[0112] A player’s army may contain tWo or more of the 
same ?gure, unless that ?gure is unique. A ?gure is unique 
if it has no rank-stars on its base. It is permissible for the 
same unique ?gure appears in opposing armies on the same 
battle?eld. 

[0113] Experience in game playing Will aid the player in 
the selection of game pieces that Work effectively for a 
selected strategy and game pieces that Work effectively 
together. For example, armies can be created to keep oppo 
nents at a distance With ranged attacks, recycle dead ?gures, 
or capture and eliminate opposing ?gures. Of course, for 
each army-building strategy, there is a counter-strategy, so 
players should have enough diversity among his Warriors to 
handle threats your opponents might bring to the table. 
Websites are available that permit a player to join a com 
munity of players Who discuss army-building strategies and 
game rules. 

[0114] In addition to the selection of Warriors, the player 
can also include enhancement items in his army. As Will be 
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described in greater detail beloW, enhancement items can be 
used to dynamically alter the inherent capabilities of a 
particular Warrior. Each enhancement item has certain char 
acteristics and Point Values. The player must select the 
enhancement items and Warriors so the total point value does 
not exceed the build total. 

[0115] Set Up. NoW it’s time to create the battle?eld for 
your game. Mage Knight can be played just about anyWhere, 
but a ?at tabletop about three feet long on each side is best. 
Game boards are knoWn in the art and available for pur 
chase. HoWever, those skilled in the art Will appreciate that 
any surface can be turned into a game board. Distance for 
movement and attack, described in greater detail beloW, are 
measured With a ruler or tape measure thus eliminating the 
need for a game board With a ?xed grid arrangement. Each 
player selects one side of the battle?eld to be their starting 
edge. If there are only tWo players, choose starting edges that 
are directly opposite of each other. Along your starting edge, 
you have an imaginary rectangular box called your deploy 
ment area. Your deployment area begins at your edge and 
extends for 3 inches into the battle?eld. Your deployment 
area must also be at least 8 inches aWay from any other edge. 

[0116] Each player then places from 0 to 4 terrain items in 
a terrain pool off to the side of the battle?eld. Terrain is fully 
described beloW. Many conventional items can act as terrain: 
a book, a sheet of paper, or a saltshaker can all represent 
terrain. Details of terrain types and effects on the game are 
provided beloW. 

[0117] Objective Tokens. The objective tokens represent 
strategic spots on the battle?eld that each player is trying to 
take control of. At the start of the game, place one objective 
token in the very center of the battle?eld and give each 
player one of the remaining objective tokens. Next, each 
player rolls 2 dice. Re-roll ties. Whoever rolls the highest is 
called the ?rst player. This die roll result also tells you hoW 
far aWay you must place your objective token from your 
deployment area. Measure from the edge of your deploy 
ment area to the center of the objective token When placing 
your objective token. Also, each player should choose an 
oWnership token color that they Will use during the course of 
the game. OWnership tokens are included in the starter box 
and are used to identify What players have taken Which 
objective tokens. 

[0118] After objective tokens have been placed, the ?rst 
player then takes a terrain item out of the terrain pool and 
places it anyWhere on the battle?eld using the folloWing 
rules: each terrain item must be placed at least 2 inches aWay 
from any other terrain item or any edge of the battle?eld, 
may not be placed in any player’s starting area and must be 
at least 2“ aWay from any objective token. Terrain may not 
be placed on top of objective tokens. The player to the left 
of the ?rst player then also chooses a terrain item and places 
it, using the same rules. This continues among players 
around the table in a clockWise direction until four terrain 
items have been placed or, if there are feWer than four items 
in the pool, until all the terrain has been placed. 

[0119] You can also play Mage Knight With constructed 
terrain and domain cards (DCs). Operational details of game 
playing With constructed terrain and domain cards are pro 
vided beloW. 

[0120] After objective tokens and terrain have been 
placed, each player turns each of his ?gures’ combat dials so 




































