Page {6t Knight

ot Page Kni‘géf, are sent to the Pagean Emfire af the bebest
Y of the Council of the Fold. There bave been more than 4 few

wrinkles in the Foldls plans. Golilins tear at the lands, wicked mages
rip the fibers of our reality, and vicious Dragons dye the world red
with the blood of innocents! There are even whispers that the evil
General oltear is the puppeteer bebind all of this maybem and
madness. ou must belp us, Page Knight. ou are the the only bope in
o land reaming with despair!

Components Needed:
0 The included maP/Plager board, and one of the

scenario sheets

0 6-8 six-sided dice (more may be used duringa
camPaigrl)

oA Pencil

0 A small token to track movement

0 A small token to track influence level
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The Goal of Page Knight

There are various contracts (scenarios) that you
may take, and thus, your goal may change.
Sometimes we'll rec]uire the land to be rid of
monsters, other times we may need a search Partg
since, sac“g, many of our citizens have been
clisaPPearing as of late. Regarc“css of your tasl<, a
few things will remain the same. Allow me to show you
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Scenario O: Learnto Plag

Movement

Objec’cives: Defeat 5 enemies, gain | A”g, and gainl SPCIL

O  Setthreat llm_lt to 10 (bubble in or Place atoken on
the 10th bubble of the threat track)

O Place the Player ﬁ'gure on the starting space

O Place atoken onthe 0 space of the influence track

a Special Rules: Gain' ex[:)erience whenever a map tile is

genera’ced .

Game Flow

Each turn of Page Knigl')t is split into 4 major Plﬁases:

1. PreParation - Roll dice and prepare for the turn

2. Movement - All movement must be done before the
action for the turn.

3. Action - Take on]g one action cluringa turn (c:.g.
encounter an enemy, recruit an a]lg, gain a sPe”, etc)

4. End of Turn - Gain threat, and trigger any other End
of Turn abilities.

Preparation

1. Rollall four non-wild abilitg dice (wlﬁctl']er theg were
used or not on the Previous turn) and assign them to
the first four ability spaces however you like.

. Roll the wild die and assign it to the wild Die space.

3. Roll each able-bodied a”g (ones with no wounds)and
spell dice and assign them to an available a”g and
spc” space that you control. You cannot Place allies

or spells onto spaces that you have not earned

(bubbled in).

Abilitu dice Summary
@ Movement
)X,\ Combat
,‘,ZQ‘ Influence
/3' Magjc PointSA
@ wild You may remove the wild die to add its value to ANY
abilit\lj‘ However, the Wild die must be used in tandem
with another abi]itg, and its value must be attributed inits entiretg to
that abili’ty (gou may not distribute the Wild Points to mu]tfplc abilities).

Remove any of these dice to use their value as Points
(Movement Points, Combat Points, etc.)

The influence track a]wags modifies your influence

See Wounds for more info on wild dice.

**Sacriﬁcing dice

Any abi!itg die may be removed from its space (rendering it
unusable for its normal action) in order to add 1 point to another
abili’cﬂ Point total (c‘g. you may remove the Influence Die from its
space toadd1 Point to the Movement Point total for this turn).

1. Movement Points
1.1, All movement must be com[:)letecl before taking
any other action. To move, remove a movement die
fromits space to use its value as Move Points.
After adcling any modifiers to increase your total
Move Points you may then move your ﬁgure,
space by space, sPending Move Foints according
to the type of terrain you are moving into.
2. Generating new map tiles
2.1. You can generate new map tiles cluring movement
hcgou occupy a space adjacent to a blank map
tile. To generate a map ti'Je you must:
1. SPend 2 move Poin’cs (gou do not
automatica”g move into the new map tile)
2. Roll a die and consult the terrain chart on the
scenario sheet.

3. Pencil in the terrain of each
Q
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s[:)ace accorcling to QOUF ClIC

result (shorthancl names for

each terrain tgpe are
Provided if you dor’t want to
draw trees, swamps, etc).

4. Repiace each 9and 7 with locations and
enemies respectively bg rollinga separate die
for each and consul’cing the location and

enemy charts rcspectively.
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For cxamplc, to rcPlacc a? sgmbol
with an enemy you must 1) rolla die,
2.) look at which row (A, B, C, or D)
the current MaP Tile is in, and 3.) find

2 the enemy on the scenario sheet that

corresponcls to the row and die

result.

3. Extra Movement Points
3.1. You may use your remaining movement Points, i
any, to continue movement. You may also add
more movement Points to your Movement Point
total using any available modifiers after
generating map tiles.
4. lmPassible spaces
4.1. You cannot enter water spaces nor spaces with

active enemies! Defeated enemies are inactivated.



Action

lnvoiuntarg Actions

1.

Moving acﬁaccnt to an enemy (rampaging cncmg)

1. Ifat any time you start a movement from a space
acijacent to an active enemy into another space

adjacent to the same enemy, you

must automatica”g encounter that

enemy. This is considered a

rampaging enemy. Encountering a

ramPaging enemy counts as your
action for the turn. If this results in
two ramPaging enemies simuitaneously, you must
encounter both (see Enemg Encounters for more
info). Generating a map tile does not cause an

enemy to rampage.

Voiuntarg Actions

1.

You may encounter an Enemg acijacent to your space

as your Action for the turn (see Enemy Encounters).

2. hcyou end your movement on an available location
you may trigger its abiiity as your Action for the turn.
2.1. Inn (INN) - Purchase an a”g (or allies) from the
scenario sheet using your Influence Points. Your
influence Point total is alwags modified accorciing
INN

-
2

to the Influence Track. You may also sPcnci

influence at an Inn to heal wounds at a rate of 41

4 inf. to 1wound healed). You may Purctiasc an
aiig (or a”ies} and heal wounds as Part of the
same action, as iong as you have the influence to
do so.

2.2. Tower (TWR)- Purchase a Speii (or Speiis) from

the scenario sheet usingyour Magic Points. You

may also sPenci magic at a tower to heal wounds
atarate of %1 (3 magjc to | wound healed). Like at

@y | the INN, you may Purctiasc speiis and heal at a

tower as Part of one action.

2.3, Glade (GLD)- Heal 1wound as GLD
your action for the turn. Start your &
next preparation with a Wild die in -0/®

the reserve!
2.4.Cave (CVE)- Encounter enemies CVE2 | CVEs
equa] to the number of 7s A

oY S
) 01

(generate them accorciing to the

row you are in). Follow all rules
for ﬁgtiting muitipie enemies (see Encountering

muitiPie enemies). If you lose any combatin a

Cave you must retreat back to the space you
came tromJ and you must enter the cave again to
ﬁght the remaining enemies. Enemies on cave
spaces do not rampage and you may trecig pass

througiv them.

Enemg Encounters

Each enemy has ) values: Its encounter tHPC

(combat, for examPie), its strengtii (dice ﬁ
rolieci), and its damage total (how many ,
wounds it can deal to you). X B
You can onig ﬁgnt enemies using dice that

match their encounter type.
1. Encountering an enemy

1. determine the amount of Points you will be
attributing to the encounter (usua”g combat or
magjc Points) Add any modifiers you can/want.
This is your strengti'i total for the encounter.

2. roll an amount of dice equai to the enemies
strengti*i (these should be separate dice, i
Possibie). The value rolled is the enemy’s strengti'i
total for the encounter.

3. compare the enemies strengti'i total to your
strengti*i total.

2. Winning

2.1 hcgour Points are greater than the enemg’s resuit,
you defeat the enemy bﬂ marking it with an X!
Gain exPerience Points equai to the Strengtti of
the defeated enemy, and move up one space on
the influence track.

2.2. ltgour result is cquai to the enemy's resuit, you
still defeat the enemy i:)g marking it with an X, but
you must gain wounds cquai to the encmy’s
damage total. Gain exPerience Points ecluai to the
Strengti*i of the defeated enemy, but do not move
on the influence track.

3. Losing

BAR ltgour Points are less than the enemy’s rcsuit,
you do not defeat the enemy. You must gain
wounds equai to the enemy’s ciamage and move

down 1 space on the influence track.

4. Encountering muitipie enemies
4.1. Sometimes you encounter multiPie enemies in a

singic action Pi’laSC. When cncountcring muitiplc



enemies you must choose to ﬁgnt them

seParatelH, combined, or a mixture of the two.

4.2, Fighting seParately means that you ﬁgj’l’c enemies
one at a time, Fo”owing the process outlined
above in the “Encountering an enemy” section,
and you must use separate dice for each
encounter since theg are seParate encounters.

4 3. Fig]ﬁting enemies combined means that you 1oin
the s’crengtl'x of some enemies toge’cl'ler, ancﬂyou
may Pool all of your relevant dice for the
encounter as well. When you encounter combined
enemies you must combine and roll all of their
s’creng{:h dice to form their s’crength total. Tl'len,
compare the combined enemy strength total to
your s’crengtn total and determine if you've
defeated all of combined enemies or none. Follow
the processes for winning, tie-ing, or Iosing as
outlined above for each enemy incliviclua”y.

43.1. if the combined enemies have the same
encounter tgpe (combat or magic) you must
onlg use Points of the designatecl type. if the
combined enemies have different encounter
tgpes then you may combine your own
combat and magjc Points Freelg.

44 If there are 3 or more enemies in a space you may
choose to ﬁgnt some togetl'ler and some
seParately.

The Reserve

The reserve is the big rectangular area above your Plager board.
This area is for hoHing temporary dice, or for writing sPecfal
rules. When a die is rolled into the reserve it leaves Pla9 at the
end of your turn. You can also draw a Portrait of your Page
Knignt gust save room for notes)!

Experience Track

1. Whenever you gain exPerience Points you bubble in
spaces on the exPerience track, from left to rignt,
equal to the amount of Points you've gainecl.

2. When you have gained enough exPerience Points to
reach a new row you immecliatelg gain the benefit
sgmbolized to the left of the row (ie. You get your first
spe” slot after gaining §><P, and your second A”g slot
after 9><P) .

5. Youget the first A”g slot for free! It’s been bubbled in

]COF HOU on 3our Player boarcl as a remincler.

A”g and SPe” Dice

A”ies/sPel[s with a die on the bottom rig]’)t corner acts as an
m extra die of the abi]itﬂ shown [the Cave Die a”g (cost 1)

Wounds

1. When yougaina wound, you must put itinany of the
six wound spaces or on allg Each wound gjves -1to
your Wild Die result. If this would Put your wild Die
value to 0, you must remove it from its space.

2. You may attribute on]g one wound to each A”g, you
cannot re-roll Allies until tneg are healed. Wounds on
Allies do not contribute to your wound track.

3. hcyou must attribute a wound to your wound track,

and there are no available spaces, you lose the game!

counts as a wild die onlg Vs cave enemies]. These Dice are
rolled in s’ceP % of PrePara’tion and added to their resPec’cive slot. Some
A”ies/SPens do not have a Permanent die, their abilities are listed below.

Note: you may a[ways reP[ace allies or sPe”s with new ones, if needed.

é\} Treasure Hunter - When you defeat all of the enemies

A in a cave gain 1 sPe” at no cost (Hou must have a sPe”

slot).

Enchant Blade - You may sPend magic to increase

X your combat points at a rate of 212 magjc : 1 combat)

Blood Magic - Once per turn, gaina combat or magjc

Smx|  die. Rollitinto your reserve immediately and gain a

+0 WOUHCI. TI"IIS can’t bC dOﬂC &uring an enemg encounter

End of Turn

Clear any unused dice in the reserve
Increase threat 139 1

Trigger any threat events reached on the threat track.

RSN

If threat reaches the threat limit you lose! Otherwise,

start a new turn (see PreParation).

Swiftness - After an enemy rolls their dice, you may

spend move points to reduce the enemy’s strength
P P Y

4P
total at arate oF 2:-1 2 move : -1 strength total).
Temporal Rift - Once per turn, you may increase your
5 threat bg any amount to re-roll the same amount of
+X
@ dice immediatelg after being rolled (Plager or enemy

dice)

Mirror Dimension - Once per turn, gain adieto your

reserve tl’xat is an exact copy o1C anotner non—wild

abilitg die (Movement, Combat, Influence, or Magjc).



Cooperative Rules

Scenarios

You can recruit another Page Knigl'lt to hclp you on your
questl Follow the rules and scenario objectives as normal,
but with these cl’xangcs:

Each Plager should have their own ﬁgure, board, dice, Xp

track, influence track, and reserve, but tlﬁcg may share a

maP.

The Flow of a CooPera‘cive Game

1. Plagers roll their dice for Preparation simultancouslg.
. Rules still applg for ro”ing the 4 non-wild
abilities first, then wild, then allies and sPe”s.
2. After Prcparation, Plagcrs may decide who will act
first for the round (a round consists of one turn for
cach Plager}.

5 A Plager’s turn consists of movement and 1 action.

Co—oP movement rule
Plagcrs mag PaSS through CaCh othcr’s ﬁgurcs but mag

never CI’]& movement on each other’s SPaCCS.

Enemg/ﬁncou nter clﬁanges

1. All enemies get +1 s’crength (theg roll 1 extra die)
2. Enemy clamage does not change
5. hcgou’re adjacent to the enemy that your teammate is
encountering you may contribute one die to the
combat (either for the die’s value or as a +1 sacrificed
die). You onlg roll dice cluring Preparation so giving a
die to your Par’mer removes it from your board.
+. Whenan enemy is defeated in which both Plagers
were involved, Plagers sPIi’c the xp 50/50 (xP is still 1
per enemy strength; extra enemy streng’ch means
extra xpl)‘ if the amount of Xp is an odd r1uml:>erJ the
Player who encountered the enemy as their action
gets the Iarger Portion.
I 1fan enemy is defeated bg one Plager then that
Plager receives all of the xp and influence alone.
5 Ha Plager must gain wounds due to tie-ing or losing,
and the other Plager was involved in the combat, the
hell:)ing Player may take 1 of the wounds being dealt.

End of Turn

. Threatincreases bg 1 as usual

2. Threat events trigger at their usual intervals

Scenario I: Conquest

Now that The Fold knows tﬁfy can trust you, dear Km'gﬁt, it is ime far
your, _ﬁrst assignment. Bgfm we can Tetrieve our poor fost citizens we must
ash tﬁa{you cfisfatcﬁ gf the tear-able Dragons that Curk, in the n{eftﬁ.f gf our
n{e‘gm{a{ (ond. Tor now, this is all The Fold asks gf [ you. Aty riches  you
may. ﬂm{ are yours to Eeef.’

Objective: Defeat 2 DRGNs (Cha”enge: defeat 4 DRGN)
Se’cuP

O Set threat llm_lt to 20

0 Place a token onthe 0 space of the influence track
SPecial Rules:

Each Map Tile in Row D must contain | DRGN. After
generating a new Row D MaP Tile, if no DRGNs were
gcncrated replace an enemy with a DRGN.

Scenario 2: Liberation

Wonderful Jtsffgy’ Bravest ngﬁt, The Fold is much imfm.ted’ é/ / your
feats. 1f it is not too much, we still bave many citizens that bave been
kiduagped by Trolls. Our scouts bave reported that the enemy bas been
Eeefing these poor feoffe in Jeef, dark, caves! ob the borror... ffea.te, Page
l(nt;gﬁf, 5el% Eeef our lost citizens from 5ecoming [ost souls!

Objcctivcs: Save 3 citizens (Cl'la”cngc: save 5 citizens)
Se’cuP
0 Set threat llm_lt to 25
0 Place a token on the 0 space of the influence track
Spccial Rules:
~ Create spaces in the reserve for missing citizens.
~ Whena Plagcr has defeated all of the enemies in a
cave, tlﬁey have saved a citizen! Note when you do.
- P]agcrs get +1 to combat rolls for each saved citizen.
~ Each MaP Tile in Rows C and D must contain 1 Cave.
After generating a new Row C or D MaP Tile, i no
Caves were generated choose a location to reP]acej

re-roll the die until a Cave is gencratccl.



Scenario 3: Voltear’s Rcvenge

AIL that we bave ﬂam{ bas come true, General oltear is the true
mastermind bebind all gf this destruction. He bas assembled an arnty and be
marches strmgﬁt for the very fortaf fﬁatjou bave been using to enter the
realm. Page Km;gﬁt, we cannot allow Voltear and bis army to enter the

farta[ fest all gf The Fold and it’s feof[e are Lilled, or worse, enslaved!
Objectives: Defeat Voltear and his army (Cl’la”enge:
generate 3 Row D enemies for Voltear’s armg)
Setup
0 Set threat llm_lt to 30
O Place a token on the 0 space of the influence track
0 Use a token to signi{zj Voltear’s army and Place itin the
middle space of the middle Map Tile in row D
O Generate 3 Row C enemies and note them in the
reserve. These are the minions in Voltear’s army.
Special Rules:
~ After each Plager has actecl, before end of turn, roll
a die for Voltear’s action (consult his char’c) .
~ i Voltear enters a Plager’s space he encounters them
139 himself.
~ When encountering Voltear, follow the same ste[:)s as
normal for ﬁg]’lting enemies with the go”owing
excePtions:

I Voltear cannot be defeated unless all of his
minions are defeated.

2. Whena Plager encounters Voltear before his
minions are defeated theg can still avoid
becoming wounded 139 winning, the encounter.
Also, if theg win the encounter Voltear becomes
delagecl; skiP the next Voltear activation if he is
clelagecl.

3. If Voltear is adjacent toa Plager, tl’leg may
choose to encounter him and his army as their
action for the turn. Follow the same rules for
ﬁg"lting multil:)le enemies.

~ Voltear does not generate map tiles, he can move on
unrevealed spaces, and he ignores all movement
costs associated with terrain.

~ f Voltear starts his turn on the Porta] space and
then moves, he success{:u”g escapes, and Plagers

lose the scenario!

Scenario Rewards

After each scenario, erase evergtlﬂing completelg, with 1
exception: i Players P]ag scenarios 1-3 sequentia”y, tlﬂeg
may gain one of the below rewards upon d@cea’cinga
scenario! (these abilities stack)
1. KeeP 1 A”g Permanentlg (Put the first Permanent a”y
in the first a”y s[:)acc)
KeeP | SPe” Permanen’clg
%, Start the next scenario with up to % wounds to
Permanentlg decrease any A”g or SPe” on the
Scenario Sheet bg 1 for each wound taken this way.

Variants

You may combine any of the Fo”owing variants:

Cl'la”engc Mode- Follow the Parenthetical Cha”engc

objec’cives of each scenario.

Valor X Mode- Give each enemy X extra dice for their

strengtn (you choose the value of X, but we recommend 1)

Deterministic Mode- When you generate an enemy (even
Vol’cear), roll it’s strength immecliatelg and note the
strcngth total next to the enemy. This is the enemy’s
strength total for combat.

Legacg Mode- When 9ou’ve taken an action at any
location, mark it with an X. When you've Purcl’vasecl a SPC”
or A”9 mark it’s space on the scenario sheet with an X.
Angthing marked with an X can never be used or
Purchased again. You may kecp all Prcvious Purchases

and cxPerience when Plaging scenarios sequcntia”y.

MaP Tiles- Included in this rulebook are two pages of map
tiles and sgmbol& You may use these instead of clrawing it

you’d like.

SPCcia[ thanks to Andrew Wong and Tom Mockler for testing! Thank you
to reddit members for all oggour suggestions and feedback!

Thanks to Vlaada Chvatil for creating the amazing Mage Knight board
which is the insPiration for this Print n Plag Project‘ This was all made

bccausc O]C a CICCP IOVC FOF 3OUF gamcl

To anyone still reacling: bug the real Mage Knigl’]t board game because

its amazing!

Thanks for Plagingl



Scenario Sheet |

Threat ¢ Voltear’s Chart VLTR
reat events 1-2: Move SW
@ 5 - +146¢ for every 2 undefeated enemies on the map. >-4: Move SE { % >
5-6: No Move, Voltear .X\m&'

@ 10 - Remove all 1s and 2s rolled on abilitg dice next prep-

attacks adjaccnt spaces

@ 15 - You cannot roll a”ﬂ or sPc” dice next prep-

@ 20 - +1to all terrain cost next turn.

@ 25 - Encounter I enemy ac!jacent to you. if no enemy,

INN | TWR | GID | cvea| cves | &P=F 2¢=s Aa=M Z=-w
ol |7 | & | o
| WF | als |[0/e] 7
A I1-4 5 6 -
B| IZ 34 5 6
C I 2 3-4 5
D I 2 3 4-5

Encqu’var‘c
GOB1| MGE1| GOBz2 | MGE2

-9

Location Chart

gcncratc 1 adjaccnt to you and encounter it.

If Voltear moves off map edge,

he moves toward Porta[ instead.

Terrain chart

i

X B0

o

S B0

X @Bl

Pl 10!

H I-2 34 5 6 - - - -
B . = 1-2 35 6 . . -
C - - - I-2 34 5 6

D - - - - - 1-2 3-4 5-6

A”q and Spe” costs
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