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New Rules – Mage Knight Unified Chariot Rules





For convenience, the complete text of the rules for chariots is included here. They are included with every chariot, and are available for download as a Word file in the “ Rules” section of www.mageknight.com. 





Note that these rules apply to all chariots. They supercede the rules insert included with every chariot, and are to be considered the most current and correct version. The following errata apply to earlier versions of these rules.





General Rules, Second Point. Replace with the following: “Cannot be affected by Healing, Magic Confusion, Magic Freeze, Magic Healing, Magic Levitation and Venom, and cannot be brought back into play by Necromancy”.


“Attacking the Chariot” section. Rewritten to resolve issue of illegal actions.


“RAM” description. Replace with the following: “When this warrior comes into base contact with an opposing figure during your turn, and this warrior’s front arc is in base contact with the opposing figure, the opposing figure receives one click of damage and the current action is ended.”





A chariot is a Mage Knight game piece where the speed value in each stat slot is represented by a spoked wheel symbol (see below). A chariot is special because a Mage Knight warrior can board, ride in, fight from and disembark from a chariot’s rear compartment during a game. A chariot can also move and fight on its own. A chariot has four combat dials; the front one represents the beast pulling the chariot, the two side dials represent its wheels, and the rear dial represents the body of the chariot. All standard Mage Knight rules for warriors apply to a chariot, except as noted on this sheet.
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General Rules


Due to its size and special characteristics, a chariot:


Cannot capture or be captured


Cannot be affected by Healing, Magic Confusion, Magic Freeze, Magic Healing, Magic Levitation, or Venom, and cannot be brought back into play with Necromancy


Cannot be part of a formation


Has no rear arc


Fails to break away from all opposing figures in base contact only on a roll of 1; if the attempt fails, the chariot cannot rotate to a new facing


Cannot make a free spin when an opposing warrior comes into base contact


Does not have weak or tough rank versions





Measurements


All distances to and from a chariot are measured from the center dot printed on its base.





Combat Dials


A chariot’s base is divided into four sections each with its own combat dial. The combat values shown in each section represent the capabilities of that section. If a section’s combat dial shows numbers and/or one or two skulls, it is called an active section. If a skull appears on the combat dial of an active section, the value in that position is 0. If a combat dial shows three skulls, that section is called an inactive section.





The front arc of each section is the full length of that section along the outside of the base.





A chariot is eliminated when a total of 6 skulls appear on its combat dials.





Attacking a Chariot


When a chariot is the target of an attack, only one section will be affected by that attack.





Ranged Combat: If attacked by a ranged combat action, the affected section is the one the opposing figure’s (or primary attacker’s) line of fire crosses as it is drawn to the chariot’s center dot. A section cannot be attacked by a ranged combat action if a figure friendly to the firer is in contact with that section. However, a section may be attacked by a ranged combat action if a friendly figure is in contact with a different section of the chariot. The base of a passenger (see below) never blocks line of fire to a chariot.





Close Combat: If attacked by a close combat action, the affected section is the one with which the opposing figure (or primary attacker) is in base contact.





Only active sections can be affected by attacks. If the section that would be affected by an attack is inactive, the attacker can choose any other active section to resolve his attack against (provided that the attack would otherwise be legal). If a close combat or ranged combat attack originates along the borderline between two sections, the chariot’s player decides which of the sections is attacked. If either or both of these two sections could not legally be attacked (for example: a ranged combat attack situation where a friendly figure is in contact with one of the sections, or one of the sections has Stealth and the line of fire passes through hindering terrain, etc.), the attack cannot be made.





Actions


A chariot may be given one or more of its owning player’s actions during a turn. Each active section of a chariot may only be given one action per turn. An inactive section may not be given an action. If a chariot is given action(s) during a turn, mark it with a single action token after it receives its first action for the turn. If a chariot is given more than one move action in a turn, they must all be given at the same time and combined into a single movement. Other types of actions may be given as the controlling player sees fit.





Pushing


If you push a chariot (by giving it one or more actions on two consecutive turns), it takes 1 click of damage to the active section of your choice after the first action of the second turn is resolved. A chariot cannot be given action(s) on three consecutive turns.





Special Abilities


A special ability only affects the section in which it appears. A move action given to an active section that shows the Flight or Aquatic special ability activates that ability in all sections of the chariot.





Movement


A chariot’s movement is restricted. It may move forward in a straight line, or, at the beginning of a move, it may spin on its center dot to any facing, and then move forward in a straight line.





Multiple move actions given to a chariot on a single turn must be combined into a single movement. To determine the total distance the chariot may move, add the speed values of all the active sections given move actions. While moving, the chariot’s line of movement ignores the bases of figures with only one combat dial. Unless using the Flight special ability, the chariot must end its move when its line of movement contacts any figure base containing more than one combat dial. The combined move actions of the chariot must take place before any ranged combat or close combat actions are given to remaining active sections.





Movement Template


There is a template printed on the chariot packaging; cut out the template before discarding the packaging. When you want to move a chariot, place the template on the battlefield to show where the chariot will be located after the move. Use the centerline printed on the template to draw a straight line back to the chariot’s center dot. When all players are satisfied that the move is legal, place the chariot on the template, then remove the template from the battlefield.





Ranged Combat 


A ranged combat action can be given to any active section of a chariot that has a range and attack value greater than 0. The line of fire for a ranged combat action is measured from a chariot’s center dot and must pass through or along the borderline of the active section given the action. No portion of the section receiving this action, including the borderline, can be in base contact with an opposing figure (though other sections may be). The base of a passenger (see below) never blocks a chariot’s line of fire.





Close Combat


 A close combat action can be given to any active section of the chariot that has an attack value greater than 0. The target of the attack must be in base contact with the section receiving this action.





Passengers


Every chariot has a rear compartment that can accommodate a single friendly Mage Knight warrior. A warrior occupying this compartment is called a passenger. Only a warrior with a single combat dial can be a passenger. No warrior with a horseshoe speed symbol may be a passenger. An opposing warrior can never be a passenger in a friendly chariot. A chariot can only have one passenger at a time. A passenger remains in the chariot’s rear compartment when the chariot moves.





A passenger may be given an action normally. Passengers are marked with their own action tokens, which are separate from action tokens on the chariot.





A passenger’s speed special abilities are ignored. A chariot may start the game with a passenger. A passenger is not considered to be in base contact with the chariot. 





Boarding & Disembarking


A friendly warrior may become a passenger if given a move action while in base contact with either side section or rear section of the chariot. His speed value must be greater than 0 and he cannot have a captive under his control. After giving the warrior a move action, place him inside the chariot’s rear compartment. This is called boarding. No other movement is possible by the warrior while boarding.





A passenger with a speed value greater than 0 may leave a chariot when he is given a move action. Place the warrior in base contact with either side section or the rear section of the chariot; he may have any facing, as determined by his controlling player. This is called disembarking. No other movement is possible by the warrior while disembarking.





Passenger Combat Actions


A passenger’s facing is unimportant. A passenger’s front arc is always assumed to cover the chariot’s two side sections and rear section. A passenger cannot target his chariot for any purpose, nor affect it with any attack or special ability.





Ranged Combat: A passenger can make a ranged combat attack if the chariot has not yet moved during the turn. A passenger making a ranged combat attack must use the chariot’s center dot when drawing his line of fire. A passenger’s line of fire may not pass through the front section of the chariot. A passenger’s base never blocks his own line of fire. A passenger may not make a ranged combat attack against an opposing warrior in base contact with the chariot unless using the Shockwave special ability. If the range value of a passenger is greater than 8, it is reduced to 8 while he is a passenger.





Close Combat: A passenger can make a close combat attack against any opposing warrior in base contact with either side section or the rear section of the chariot. A passenger cannot make a capture attempt. 





Damaging a Passenger


No friendly or opposing warrior may target a passenger for any purpose. If one or more clicks of damage are recorded on the combat dial of a side or rear section of the chariot, there is a chance that the passenger will also be damaged. The attacking player must roll one six-sided die for each attack that causes damage to be recorded on a side or rear combat dial. If he rolls a 5 or 6, the number of damage clicks recorded on the chariot’s combat dial are also delivered to the passenger. Damage delivered to the passenger is never considered “Magic,” regardless of the source of the original attack, so Magic Immunity will not benefit the passenger. However, damage delivered to the passenger can be reduced by the character’s Toughness or Invulnerability. 





For example, assume the side section of a chariot with Toughness is hit for 4 clicks of damage. That section possesses Toughness, so only 3 clicks of damage are recorded on that section’s combat dial. The attacker rolls a die to see if these 3 clicks of damage also affect the passenger. He rolls a 5, so the passenger receives 3 clicks of damage. If the passenger also has Toughness, only 2 clicks would be recorded on the passenger’s combat dial.





When a chariot is eliminated, remove it from play and place its passenger on the battlefield with his center dot in the position formerly occupied by the chariot’s center dot. The warrior may have any facing, as determined by his controlling player. Roll one six-sided die and deliver this many clicks of damage to the warrior.





New Special Abilities


The Atlantis Guild chariot has a special ability called Ram. This special ability appears as a black circle in the speed area of the stat slot.





RAM. When this warrior comes into base contact with an opposing figure during your turn, and this warrior’s front arc is in base contact with the opposing figure, the opposing figure receives one click of damage and the current action is ended.
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