As a gamer newly
ohsessed with Mage Knight
(1 dreamn i chicks and
formations now ), T've noticed most “house rules”
for MK add complexity, in opposition 10 Mage
Knight designer Kevin Rarreit’s guiding principle,

“Keep bt stmple, simple, simple.” This variant
was barn of a desire 10 make things easy on my

non-oheessed friends who, bless their heans, play

games with me <o that | dont go through with-
drawal

This variant [or MK play simply transfers the
game from the tabletop 10 a map of 33mm hexa-
gons. Cheap paper hex maps can be found a1
gaming stores which cater 1o mintatures and
wargame players. There is also software out there
lar designing and printing custom hex maps {or
a savvy computer user could find graphics
programs up b the challenge. Probably the best
options available are the scon w be re-released
viny] Batflemaps (22x34") and Megamaps
(34fix48") from: Chessex. on which you can draw
and erase with washable markers. | personally
have alsa found that old Barle Tech maps are
perfect for Mage Knight

Movement & Facing

Tos hegin with, obvicusly. each figure
occupies 2 hex {two, i moanted), When
moving, entering an adjacent hex counts
as one inch of movement. I a figure has &
move of B, you can simply move 18
hexes. I the hex contains blocking
terrain or another fgure, yon can't move
inta it

Note that moving adjacent to another
figure does not antomatically mean you
are in hase contact. You must declare hase
contact when you place Bgures or end
your movement. The 33mm hexes allow
SOME T00M 1o press figures against one
neighbar while leaving a gap between
another, if desired

Unlike normal Mage Knight play,
whiere ligures can face in any direction,
when using & hex map, each infaniry

G
figure should Face a hex cormer, For most ;m mounted firing arc offser for o le
irimg are

imfantry figures, the hex sides an either

Hex-map variant keeps
Mage nghr simple

rufaurl'\ Figure

side of the corner a figure is facing
and the bex sides llanking the comer disectly
behind the figure s its rear an:

Because of their double bases, mounted
figres maturally face hex-ssdes, not comers
Also, their arcs and entire hex-sides are wider
than infantry figurnes.

nge & Arcs

When determining range to a target. éach hex
counts & one inch. Do not count the hex you
oocupy, bat do count the argets hex. (Note: A
figure standing in a hex of hindering terrain is

might
cwise from upper left: Standanl mfunrn _[mnx dare, -ulmumdﬂr"h, ﬂm h
handed figure; and infantry wide ments, fa

5 its froma arc,

protected. bt ks ranged amack is ot hindered
by the terrain, 2 per normal Mage Knight rules)

Wost infantry ligures have a [ron are of 90
This does not wanslaze perfecily o hexes, since
they have facings of 60°. To make things simpler,
| narrowed the arc 2 bie On a hex map, the arc
for these figures should extend strabght our from
the hex sides flanking the comer the figure is
Tacing, If the target is in range and in this an;
with a clear lNne-od-sight, it can be seacked.
Some infantry figures have a 1807 are that
extensds from the left and righe sides of the hex

Mounted figures bave 1807 arcs, though seme
are off-set 10 vepresent right and lefi-handed

ince they face bex sides and not

firing ars ire different rom
|n[1m|\ ‘bant still Esirly straightforward.

Using a hex muap does not preclude the use of
three-timensional terrain, one of the coalest
parts of Mage Knight gamses. The map can lay
under your terrain iems, pm\ld.ll.g‘n “grid” on
which everything ebse is placed. Allernaely, Geo-
Hex makes a system of interlocking
Lerrain pleces called |N|-Io-ra|'.e that

hawve hexes printed on dwm I you don't

and eonstruction paper for lores

can draw terrain leatures directly on
your hex maps (especially if they are
viny] Chessex mats). With this method,
the terrain you can constract is imited

anly by your imagination and the colors
of your washable pens.

With this bex-map variant, games
miwve [aster, becatse measuring is a snp,
Mso, the strategy level of the game is

~ enhanced becanse everyone has 4 clear
g knowledge of ranges and terrain Tearures.
That is net to say that something isnt
|tﬁ[ by goimg from the full 3-10 Mage
v ¢ ips, but certamly
UMIERNTS OVET MESTRE-
ing, and firing arcs makes up
Tor the lack of realism

Battle for the Sacred Talisman

*\ A hex-map scenario for Mage Knight

For mose than 4 century
the islard of Kiosdesh
welcame pilgrims and
wirvfarers, vagibonds and
fugitives, commeners and nobles — any who would
accept the religion of the forefathers and pledge
prace. But im the mainland, rebellion had come —
Biondshed even the sea could mot hold back.

i doned his mail shirt and drew his crvseal
swond Someone had defiled the Third Shrine. New
armies moved i the wilderness, towand the sacred

place of his people ...

Goodma

The Bantle for the Sacred Talisman is a multi-
r Mage Knight scenario using the hex-map
wvariant rules printed in this isue of Scrye.

A 33mm hex map is required For pl
ably longer than it is wide. Ome that measures 45
by 17 biexes is ideal. Terrain fearures should
meclade a smattering of trees (hindering), cliffs
{blocking), and water (see the Scenario Map).
The most important terrain feature is an area of
Holy Ground that covers about 30 hexes and is

protected by a powerful mystical aura. In the
center of this shrine is the Sacred Talssman

All figures entering or leaving the Holy
Ground must perform & brief rival 1 appease
the gods, ending their mavement as soon as they
cross inta a gut of this special terrain. Figares
can opt not to do this, but they ke a click of
damage as divine retriburon. Furthermore,
figures which perform the ritual on entering the
Holy Ground before the Talisman is ouched gain
the Blessing ability. (Once per game, a figure with
this ahility may add either <1 1o its Speed,




Map Key: Yellow hexes = Holy Ground

Attack, or Defense raring for ene wrn. Owner
must declare its use before any dice are rolled. )
Finally, no-arrscks can be declared against any
figure in the Holy Ground wntil a figure (from
either army) touches the Talisman. sent the Sacred Tal

e game, Finally, place a small
token in the center of the Holy  oppusing figures in base contact with either. 1f 3
! figure holding the Talisman is killed by a ranged

combat sttack. the Talisman is dropped in that
hex. If a figure holding the Talisman is killed by &
chose combat anack, the amacker gets the Talis-
man

When a figure holds the Talisman, it gains the
Regeneration and Divine Favor abilitles. (When a
figure with Divine Favor i given a close combag
away (o do action, it may make two separate attacks against
wo separase figures at its printed damage. Also,
wvement in @ hex with  while a figure has Divine Favor, it and all
holding the Iriendly figares ignore Demoraliz
Talisman ks 100 elfects )

shiould use a 200-point army. For
games with more than three play
armies are recomme:
placing figures on
of higher point cast
within eight hexes of the map edges furthest
from the Holy Ground, but players may place
figures an either o both sides of the map.

rder now
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