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JORDERWORLD - CORE RULES

1.0 WELCOME TO BORDERWORLD!

_unit acTvamion, and unit customization via various mons. Command your,ARMv;;secure CONTROL POINTS, battle your
__opponent, earn vicTory PoINTS, and most importantly, enjoy the game!

2.0 WHAT YOU NEED TO PLAY -

In order to play BORDERWORLD, you will need the following items: ;

‘ Dé dice - e
r . . Tape measure (metric) | ’ -
Play surface (BATILEFIELD), Size varies by MiSsION (See MISSIONS GUIDE) =
One ArMY per player, consisting of units '
Uniform AcTivaTion TokeNs in two different colors, used for unit Activation

Opague container, e.g. bag (to draw AcTivation Tokens from) , - -

3.0 CHOOSING AN ARMY

Players may select one of BORDERWORLD's Factions, each coming with its own list of unique Units. A player's ARMY
may only include units from their chosen Faction. For each raction's list of units see the FacTions GUIDE.

COMING SOON

3.1UNIT DATA CARDS

Each unit comes with a pata carp, containing the following, game-relevant information:

1: Default LocisTics PoINT (dh) cost of DEPLOYMENT

T _ 2: No. of miniatures in the unit (if more than 1)
£4 MOVE | [SHIELD [ HP || SAVE fP- |
s (1 (11 3: List of unit keyworbs

ARMAMENTS & RANGE KEYWORDS  COUNTER G .

Light needler ua small arms} ll-: Un|t STATS

| iShock Repulser 5

5: List of unit ARMAMENTS
6: mop slots

DATA CARDS are a player's quick reference to their units. It is recommended to keep them at hand, beside the
BATTLEFIELD during games. '



= BA-NI /LicHT TETRAPOD] |

‘MOVE L(SHiE DL HP \(SAuF

ARMORED: immune to sMALL ARMS, vulnerable to [ANTi-ARMOR ]

HEAVY: cannot be MoveD by other units

- HOVER: may cross obstacles along its path, but cannot remain on them
- INFANTRY: may utilize cover and HARDENED COVER, vulnerable to [ANTI-INFANTRY

COMMAND: may also be pepLoYeD during SETUP ROUND 1

, |(move | shieLo)( HP | (SAVE
3.3 UNIT STATS (sa (101001

STATS are a unit's key metrics: ,
. Move: measured in cm, determines how far a unit may Move on the BaTTLEFIELD during an ACTIVATION

| pool, equal to the sHieLD sTaT multiplied by the no. of miniatures . , 1
§ - wpindicating the amount of pAmaGE a unit can sustain. When reaching 0, the unit is ELIMINATED and must be
| removed from the BATTLEFIELD - -
- save: the amount of save dice the unit can roll in response to an AtTack

! 3.4 UNIT ARMAMENT STATS ARMAMEATS RANGE  ACC DMG  HEWUORDS | COUNTER

| | Kinetic missile 60 4pe @ 4De [anti-armor 2] 2db
»  RaNcE: the maximum amrack distance in centimeters  Tungstenstade 5 UD6 | HDE | lcioserange) o

» acc:the number of D6 dice rolled for accuracy
pMme: the number of accuracy dice to be taken into account for pamace calculation
COUNTER: LOGISTICS POINTS (k) cost to cOUNTERATTACK With this ARMAMENT

3.4.1 UNIT ARMAMENT KEYWORDS
- [INpIReCT]: no LINE 0F sicHT required as long as target is within LINE oF sicHT of a friendly unit

[BREACHER]: DEFENDER in COVER OF HARDENED COVER rolls two less save dice against this ARMAMENT
[anTI-ARMOR X]: may re-roll X Accuracy dice versus ARMORED units
} - Xis multiplied by the no. of the unit's miniatures on the battlefield at the time
| [ANTI-INFANTRY X]: may re-roll X accuracy dice versus INFANTRY units
Xis multiplied by the no. of the unit's miniatures on the battlefield at the time
[sMALL ARMS]: cannot deal DAMAGE to ARMORED units' Hp, but CAN pamaGEe their SHIELD
i - [crosE Ranee]: rules for cLose RaNGE and MELEE may apply
| [PrecisE]: also Hits for 1 pAMAGE on Accuracy roll results of 2

4.0 LOGISTICS POINTS

Throughout the game, players spend LogisTics poinTs (dh): a critical resource used to perform various
actions during the game. LocisTics PoiNTs (#) are used for:

- DEPLOYING Units (cost of bepLoyMENT indicated on DATA caRDs, in the top left corner)

- Purchasing ACTIVATION TOKENS

- Paying for unit COUNTERATTACKS ,

MissION GuIDES determine the amount of LocisTics PoinTs (db) players have access to during each pHase of a
game, and the size limit of each ARy (see 5.0, 7.0). : ' =



_ Missions, found in the missions cuiDe, determine the parameters of a given game. Th
IS ENCOUNTER:

BATTLEFIELD size: 110x75 cm
DEPLOYMENT ZONE Size: 20x75 cm per player

ARMY size limit per player: 60dk

Max. number of RounDs during the OPERATIONS PHASE: 9

b available during setup RounD 1: 15
OPERATIONS PHASE db per ROUND: 20

Number and type of coNTROL POINTS:
CONTROL POINT: 10 VICTORY POINTS / ROUND - circular base,d=10ecm :
f | coNTROL POINT: 10 VICTORY POINTS / ROUND - circular base, d =10 cm

| 6.0VICTORY POINTS & WINNING THE GAME

The player with the highest number of victory poinTs at the end of the last ROUND Wins the game.
i} vicTORY POINTS (vP) are gained from: -
l .+ CAPTURING CONTROL POINTS '
| o MpaRCEOnemVRpllE ... - o, 0000 -

Gain ve equal to the unit's default #k DEPLOYMENT cost
ELIMINATING one's own units with friendly fire will award ve to the opposing player

1.0 BUILDING AN ARMY

Once a player has chosen a FacTioN and mission, they may assemble their Aermy using its list of unique units. ARmy size
must not exceed the limit set by the relevant mission (see Missions GUIDE). ARMY size is calculated based on the
LoIsTICS POINTS (db) DEPLOYMENT cost of units, factoring in mobs.

For the example below, the chosen faction is SONS OF AMERIGO.

7.1 COMMAND UNITS

Players begin building their army by selecting

units with the commann kevworp. These provide
| further dh, required to pepLoy additional units.

(] # A108 A2URE / mosiLE commAnD POST
AR RRMORED | m -
e

‘movE |( HP |[SAVE ]

L5815/ 4,

ARMAMENTS RANGE ACC DMG HKEYWORDS  COUNTER
BM-25 Autocannon 50 D6 | 306 | “Torescheri— 2dh
FB-60 Light mortar 70 306 | 3D6 drectl, 2dh

I It is recommended to exploit the db limit
available during setup rRouno 1 as much as
possible, in this case 15db. Here, two units of 7db
A10 AZURE will be added to the list, at a total
cost of 14dh:

Tdb A10 AZURE /MOBILE COMMAND POST

7db A10 AZURE /MOBILE COMMAND POST




'Havmg picked two A10 AZURE units with a total cost of 144k leaves the playerﬂ 1 46du to build their arvy. The unit
list below has a total cost of 434k, fitting within the 46dk limit; = -

13dk A1 BASTILLE / SUPERHEAVY MBT
7d TREBUCHET /TANK HUNTER

9dls ASSAULT TEAM /TERRESTRIAL MARINES -
5dh ASSAULT TEAM / TERRESTRIAL MARINES -
5dh ANTI-ARMOR TEAM / TERRESTRIAL MARINES

8dlk SPEC OPS TEAM / TERRESTRIAL MARINES

1.3 UNITMODS

f . Mopsare modifications that alter a unit's attributes and pepLoYMENT cost:

emieyr. MODS factorinto‘
ARMY size! For example,
equipping a 10db unit with

u-Mobs: provide advantages, raising a unit's DEPLOYMENT cost 8&' worth of u-moos will

¥ D-Mobs: provide disadvantages, decreasing a unit’s DEPLOYMENT cost,
= : ' ARMY  Size. Choose  your
; but never below the default 4 value shown on the unit's paTa carD | u-mops wisely, or consider
| BUILT-IN MoDs; included WIthaglven unit by default, cannot be removed - itag e witho-woos J

same unit more than once, unless explicitly stated otherWIse

Having equipped the two units of 7dk A10 AZURE with mops, their deployment costs change:

| - A18 A2ZURE / mosILE commAnD PosT
| 0 o &

(movE | HP SH\)E
58/ 5.15 4/

annmEnTs

Tdb A10 AZURE/MOBILE COMMAND POST
SMOKE ROUNDS: +1dk
COMPROMISED ARMOR: -3dh

RANGE DMG = KEYWORDS  COUNTER

13 BM-25 AUtocannon 306 e 2dh
[ : FB-6@ Light mortar 70 306 | 3D6 R 2dh
‘ DEPLOYMENT BEACON: +1d&
} Thenetresultis -1dh, however, since b-mops cannot 6 \ =

~ lower a unit's perLOYMENT cost below its default value, it BN ol e pfcE o

remains at 7dh.

| Tdh A10 AZURE /MOBILE COMMAND POST
‘ SMOKE ROUNDS: +1db
UP-ARMORED: +1dk
ERRATIC INJECTOR: -1dk

The net result is +1dk, which puts the unit's DEPLOYMENT
cost at 8dh.

ACC  DMG counTerR | Ol
4p6 | 306 | “Toresoned 2dk
3DE 305 lindirect] 2\!“!1

ARMAMENTS
BM-25 Autocannon
FB-68 Light mortar

RANGE

50
70

nnnnnnnnnn

The 7db A10 AZURE and 84k A10 AZURE together constitute 15db, matching the limit of& available during SETUP ROUND
1for the chosen MissioN.



8.0 THE BATTLEFIELD

CONTROL POINTS are BATTLEFIELD markers that award
VICTORY POINTS to players who capture them. Sizes are
determined by the MiSSIONS GUIDE.

1 Note: COMMAND CENTERS are also CONTROL POINTS.

cAPTURED: if an INFANTRY unit's base touches an
UNCONTESTED CONTROL POINT at the end of a rounp, the
CONTROL POINT iS CAPTURED, the player scores VicToRY
PoINTS (@amount determined by the missions GuIDE)

N0z INENATCET

DERFOYMENTRZONE

conTesTeD: if two opposing units' bases touch a
CONTROL POINT, it becomes CONTESTED, not awarding
VICTORY POINTS to anyone

Importantly, only INFANTRY units may CAPTURE @ CONTROL POINT. AMORED UnitS may CONTEST a CONTROL POINT, but may not
CAPTURE it, unless stated otherwise, e.g. by equipped u-maps. ‘

8.2 TERRAIN ,

TERRAIN affects units' MOVEMENT, survivability and uiNe oF sighT. The placement of TerrAIN objects are
determined by established BaTTLEFIELD layouts (see missioNs GUIDE) or player consensus. There are three
types of 1errAIN objects which influence the game:

oBsTACLE: tall TERrAIN object (5+ cm high)
- Blocks LINE oF siGHT, impassable for non-Hover units
- E.g.large rocks, mountains, buildings, high walls, etc.

Terrain effects on save STAT
COVER  HARDENED COVER
= VS. ATTACK  +2D6 +4D6

vs. [BREACHER] ATTACK  +0D6 +2D6

cover: low TERRAIN object (~1-5 cm high)
Does not block LINE OF SIGHT
All units may move through cover
An INFANTRY unit gains a defensive bonus if at least one of its bases touches the cover object,
against all types of attacks, and all instances of friendly fire
One cover object may be used by multiple INFANTRY units at the same time
E.g. sandbags, barrels, small piles of rubble, low walls, etc.

HARDENED COVER: tall TERRAIN object (5+ cm high)

- Blocks LINE oF siGHT, impassable for non-Hover units
An INFANTRY Whose base touches the HARDENED covER object may enter it, gaining a major defensive
bonus; the unit cannot exit until its next AcTivaTion
One HARDENED COVER object may be used by one INFANTRY unit at a time; all miniatures must be
placed within the object, their bases may overlap
E.g. hollow buildings
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~ 9.0 GAME STRUCTURE

I Once players have built their armiEs and set up the BATTLEFIELD, they‘ are ready to play. Games in
BORDERWORLD consist of two major pHAses, which are further divided into rounps. During each Rounp,
players take 1urNs to perform actions based on the game's activation system.
SETUP PHASE

Consists of two rounbs for all mission types, during which players pepLoy the bulk of their ARMIES
OPERATIONS PHASE

Consists of a number of rounps determined by the mission, during which the battle takes place

i} 9.1SETUP PHASE ROLL-OFF

" At the start of the setup pHASE, each player rolls 1Dé6:
' The player with the higher roll result wins

t - The winner determines the opponent's bEpLOYMENT ZONE, and chooses who gets to pepLoy their units first
f | in both rounbs of the SETUP PHASE

In case of a tie perform the roll-off again

9.2 SETUP ROUND 1
During the first rounp of the setup PHASE, named seTup ROUND 1, players take one TurN each

to pepLoy their commaND units in their respective pepLoYMENT ZoNes. The available db to do so
is determined by the MISSIONS GUIDE.
COMMAND units perLoYED during SETUP ROUND 1 provide dh for SETUP ROUND 2
Unused & from seTup ROUND 1 carries over 10 SETUP ROUND 2 -

Using the previous example, the 7dk A10 AZURE and 84k A10 AZURE are pepLoYeD into their DEPLOYMENT ZONE for 15dh.
The player's d limit for their setup Rounp 1is thus exhausted. However, due to the built-in mops possessed by the
units, the player gains additional dk for SETuP ROUND 2.

9.3 SETUP ROUND 2

During the second rounp of the SETUP PHASE, SETUP ROUND 2, players take one TurN each to pepLoy further
units into their respective DEPLOYMENT ZONES, using &b provided by comMmaND units pepLOYED during SETUP
ROUND 1. A coMMAND unit pepLoveD outside seTup RoUND 1 will not provide db.

MISSION type: ENCOUNTER (ARMY size limit: 60db)

SETUP ROUND 1 SETUP ROUND 2
Available #: 15 - Available 4: 21 (gained from commaND units)
DEPLOYED: DEPLOYED:
Tdb A10 AZURE 84b SPEC OPS TEAM
8db A10 AZURE 7db TREBUCHET
5db ASSAULT TEAM
| In RESERVE:
138 A1 BASTILLE

| 548 ANTI-ARMOR TEAM
5 ASSAULT TEAM




_ Units not perLovep during setup RounD 1or 2 enter RESERVE, and may be de5|g

WAVE DEPLOYM ENT

units will enter the BatTLEFIELD at the end of a chosen rounp during the:o‘ ATIONS PHASE
Units' dk DEPLOYMENT cost is reduced by 24k per rounp of delay, but cannot go below half of their default
value (rounded up) -
oh DEPLOYMENT cost is paid at the start of the rounb at the end of Wthh i h:e unit is Wave- DEPLOYED
Changing the chosen rounp of wave DEpLOYMENT after the seTup pHase cancels the pepLOYMENT cost
reduction; if the player does not have enough dk to pepLOY the unit, it remains in RESERVE

DEPLOYED at the | DEPLOYMENT cOSt e
end of Rouno [:] | 'reduction ,
1 2dh 5dh — 3db ANTI-ARMOR TEAM - ,
2 tde  Bdh— L&SPECOPSTEAM | P e—————————
3 bl = SPEC OPS TEAM (5) / rerresTRIAL mARINES
FFII'ITR! - -
N Nx2dh =8 'm”lfu? f HP_ | (‘SAVE |

4s A 2 AL

HRmHmEnTS RANGE = ACC DMG
Mm-24 FAMAG Rifle 60 306 1D6
- Flechette Rounds 15 206 | 2D6 et 1dh

2

KEYWORDS | COUNTER &

WAVE DEPLOYMENT also affects the cost of mops. The 12dh
SPEC OPS TEAM on the right, when pepLovep at the end of

ROUND 4, will only cost 12-(4x2)=4dh.

DEPLOYED at the  |DEPLOYMENT cOSt| -
end of Rouno[_] | reduction

b 8dh 124k — 4db SPEC OPS TEAM

Unit in RESERVE

10.0 THE OPERATIONS PHASE
The oPERATIONS PHASE is the main puase of BORDERWORLD, during which the actual battle between ARMIES
takes place. The maximum number of Rounps during the oPErATIONS PHASE is determined by the MiSSIONS GUIDE.
The ENCOUNTER type mission, used for this example, sets this limit at 5 RounDs.

The oPERATIONS PHASE begins by players purchasing AcTIvATION TOKENS, using a pool of #k renewing at the start of
each rounp. Leftover dh does NOT carry over between rRounps, and is lost permanently.

10.1 PURCHASING ACTIVATIUN TOKENS
In order to AcTivaTE units during the oPERATIONS PHASE, players purchase AcTivATION TOKENS at the start of each
ROUND. ldeally these are small, uniform, color-coded items; one color for each player.

One ACTIVATION TOKEN coSts 2db

Players may purchase as many AcTivATioN TOKENS as they can afford, but each unit can only be AcTivaTED

once per RouND by default

Purchased acTivaion ToKeNs are placed inside an opaque container (e.g. bag)

Unused acivation Tokens do NOT carry over between rounns, and CANNOT be refunded
Example: if a player has five units on the sarTLeriELD and wishes to AcTivaTe all of them during the same
ROUND, they will have to purchase five activation TokeNs for 104k and place them in the opaque container.




‘ZEUCI,NIT ACTIVATION

BORDERWORLD uses a randomized Activation system where plaYer "raw their nreVIouslv | f‘

purchased acTivation Tokens from the opaque container. When an activa

The pylayer to whom it belongs picks one of their units to AcTivate

- When AcTIVATED, a unit may, in any order.

MOVE once
ATTACK once
Use abilities via mobs

Once a unit performed all actions it could / wanted to, it ceasesto be ACTIVATED At that pomt a New ACTIVATION
TOKEN is drawn. - .

If a player draws their own AcTIvATION TOKEN three tlmes in a row, the other player*gets to have the fourth
ACTIVATION by picking out one of their own AcTIVATION TOKENS from the contalne container must be
reshuffled afterwards. ' -

10.3 UNIT MOVEMENT

. MOVEMENT is measured from a single point on the base, closest to the destlnatlon
No part of the base can move further than the value indicated by the Move sTAT

MOVEMENT and its destination must be declared before MovinG

MoveMENT must follow one or more straight paths; multiple segments are allowed, but together they
cannot be greater than the unit's Move sTar

The movement distance may be measured in advance, before the actual movement takes place

A multi-miniature unit moves only one of its miniatures; others are then placed around it, respecting
COHERENCY




measured in centimeters, between the closest ==

of their bases. In case of multiple miniatures, the closest
points of the nearest bases.

10.3.2 UNIT COHERENCY

Multi-miniature units must always remain cOHERE
miniatures'bases.

10.3.3 UNIT COLLISION ,
A unit cannot traverse through another, and must move around it instead, without any bases overlapping
during, or after movement. Does not apply to units with the HovER KEYWoRD.




ach others' bases.

*  LINE OF SIGHT IS reqmred by ARMAMENTS WITHOUT the [iND1

11.2 ARMAMENTS

Units use ARMAMENTS for atTacks. Each ARMAMENT can be used once per ROUND by default For a unit to use a

(does not apply to COUNTERATTACKS).

When a unit with multiple miniatures AtTacks, ARMAMENTS
Kinetic missile

all miniatures must use the same ARMAMENT. Tungsten Blade

RANGE @ ACC DMG

60 4pe | 4p6
) 4pe | 4p6

KEYWORDS  COUNTER

[anti-armor 2] 2dh
[close range] 2dh

11.3 DECLARING THE ATTACK

In order to atTack, the atrackinG player first declares:
- The ATTACKER, i.e. the unit performing the atrack

- The DEFENDER, i.e. the unit targeted by the AtTAck

- The ARMAMENT used for the AtTack

Prerequisites (RANGE, LINE OF SIGHT) must be met. Friendly fire is permitted.




~ Dicerolls are a key part of combat. BORDERWORLD uses Dé dice exclu 3

4 DICEROLLS

four components: - =
Determining the amount of Dé dice to be rolled ”?fff ~ Rcc  Dme

“acc 6D6" = roll 6D6 for accuracy (see 11.5) - . 6D6 | 6D6
Determining the amount of D6 dice to be taken into account | ‘ =

"pme 2D6" = take into account the two highest Dé dice of the ACCURACY roll (seeN])

Determining the minimum result required for success

“4+" = roll successful at 4 or above
Changes to the number of D6 dice to be rolled

"+1D6" = roll one more dice

“-2D6" = roll two less dice
Dice can be re-rolled once when permitted by specific rules or effects. The second result is final.

11.5 ATTACKER'S ACCURACY ROLL

,,,,,,,,

the ARMAMENT'S Acc STAT by the number of their miniatures on the BATTLEFIELD.

In the example below, a unit performs an ATTACK 'ARMAMENTS RANGE  ACC DMG = KEYWORDS  COUNTER
- | Pulse mort ue 606 & 6D6 e 2d
with a 6D6 acc / 6D6 bMs ARMAMENT. The ATTACKER thus oo S D5 | udg | — mam TS

performs a 6D6 Accuracy roll:

SUCCESS: 'SUCCESS - SUCCESS  SUCCESS FAIL FAIL

. ACC  DMG

Since this is a regular ARMAMENT, Acc rolls succeed on 3+
(see11.7).

1.6 DEFENDER'SSAVEROLL = WSS

DEFENDER'S SAVE roll: Following the atTacker's Acc roll, the perenper gets to perform a save roll,
6 e)e ") @ _ resolving before namace is calculated. During the save roll, the perenner rolls
e ~ dice equal to its own save sTAT.

e T Multi-miniature units: their save stat is multiplied by the number of

their miniatures on the BaTTLEFIELD at the time of the roll
Each save dice universally succeeds on 4+ by default
Each successful save dice subtracts one successful acc dice from the
ATTACKER'S ACCURACY roll
The perenper chooses which dice are subtracted
Accuracy dice of 6 can only be subtracted by save dice of 6
save rolls cannot be used in MELEE
If an INFANTRY Unit is in COVER O HARDENED COVER, it can perform a save roll
even against a counTeraTTAck: the unit rolls 2D6 in cover, and 4D6 in
~ HARDENED COVER ' ' '

The two successful
sAvE dice subtract two
successful Acc dice;
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| R TR " -
_ The ARMAMENT'S DMG STAT indicates the maximum number of Accuracy dice t n into account. Of those
dice, roll results translate into pamace as follows: :

regular ARMAMENTS [PRECISE] ARMAMENTS

; 1-2 |0 DAMAGE - NOHIT 1 0 DAMAGE - NO HIT
I 3-5 |1DAMAGE-HIT 2-5 | 1DAMAGE - HIT =
» 6 | 2 DAMAGE - CRITICAL HIT 6 | 2 DAMAGE - CRITICAL HIT
|
i Thus the previous acc roll, performed with a Bum%uu |
| regular ARMAMENT, results in 3pamace: @)@ )€ | o
| = 0 1w oo
r-' The same roll with a [precise] ARMAMENT would BBB%M
| resultin4pavace: & .0J(@ o)\ © a’
11 2 1 1 0 0 FAIL
! 11.8 DAMAGE DIVISION '

i _ When it comes to multi-miniature units, Damase is applied to one miniature at atime.
I Miniatures whose Hp is no longer full take pAmAGE first

If a miniature's Hp reaches 0, remove it from the BatTLEFIELD; leftover pamaGe transfers to the next

miniature of the same unit, closest to the ATTACKER

If a unit has a sHieLD sTAT, it must be reduced to 0 before the unit's v can be lowered

Multi-miniature units share a common sHiELD pool, equal to the sHiELD sTAT indicated on the paTA

carp, multiplied by the number of miniatures; before any miniatures' Hp can take pamace, this
common sHiELD pool must be reduced to 0

| 1.9 ELIMINATION
! A miniature is ELIMNATED once its HP reaches 0. Remove such miniature from the BaTTLEFIELD. A unit is

ELIMINATED When it has no miniatures left on the BATTLEFIELD.

A unit may avoid eLiMINATION by RETREAT: having left the bEPLOYMENT zONE at least once, the unit must Move back
into it; at the start of the next rounp the unit may be removed from the game, not awarding vicTory POINTS to
the enemy player.

1110 COUNTERATTACKS

Once an atTack fully resolves, the DEFENDER may COUNTERATTACK against the ATTACKER:

The counTeratTACK must meet all prerequisites (RANGE, LINE OF siGHT, etc.)

The counTeraTTACK's db coSt (indicated by the counteR sTaT) is paid after the atrack resolves, but before the

COUNTERATTACK takes place

Units targeted by a counTeraTTACK cannot react to it

Exception: INFANTRY units in COVER Or HARDENED COVER

A unit may counTERATTACK With one ARMAMENT; each ARMAMENT can be used for COUNTERATTACK Once per ROUND

| - Exception: [cLOSE RANGE] ARMAMENTS in MELEE




12.0 CLOSE RANGE
Wo opposing units are considered to be in cLOSE RANGE if:
They are within 5 cm of each other
At least one of them has a [MELEE] ARMAMENT

In cLoske RanGE the following rules apply: ‘

« Opposing units may only atack each other, or other units also WIthlnCLrJSE RANGE
If one of the units does not have a [MeLEE] ARMAMENT, it must get out of cLosE RaNGE before being able to
perform ATTACKS Or COUNTERATTACKS against any other unit
If both units have [MELEE] ARMAMENTS, MELEE COmMmences

12.1 MELEE ,
MELEE occurs when two opposing units with [MELEE] ARMAMENTS are within
cLose RaNGE of each other. Only [MeLEE] ARMAMENTS may be used, only against ,
units within cLose RanNGe. Once a unit declares an atrack, the following steps friéndly unit, the ATTACKER'S
take place: unsuccessful Acc dice will
Acc roll-off: each player performs an acc roll , frlendly Uhit- The latter is |
Comparing results: each player adds up their total dice roll results unable to perform a save e roll ‘ {
Winner's atrack resolves first againstihis.
Loser's attack resolves second (if the unit isn't ELIMINATED) :
Tie = both atTacks resolve simultaneously
Exception: if one of the units is in HARDENED COVER, its AtTack always resolves first
During MeLEe both units perform atracks regardless of who declares it. save rolls or counteraTTACKS are NOT
permitted, except oPPoRTUNITY STRIKES (see 12.2). If a unit in meLee suffers an attack from a unit outside cLose
RANGE, it may perform a save roll against it, but may not couNTERATTACK.

12.2 OPPORTUNITY STRIKE

OPPORTUNITY STRIKES are a special type of attack that may be performed by units in cLoSE RANGE, with [MELEE]
ARMAMENTS, under the following circumstances:

Unit A tries to Move out of unit B's cLOSE RANGE
Unit B may perform an OPPORTUNITY STRIKE against unit Awith its
[MeLEE] ARMAMENT, resolving before unit A's MovEMENT begins

Unit A's MoveMeNT path falls within unit B's cLoSE RANGE
Unit A stops immediately after entering the unit's cLoSE RANGE
Unit B performs the opporTuNITY STRIKE against unit A with its
[MELEE] ARMAMENT
If unit A survives, its MOVEMENT resumes

Units cannot SavE or COUNTERATTACK against OPPORTUNITY STRIKES.




OBSTACLE

mum BATTLEFIELD size: 110x75 cm '
EPLOYMENT ZONE Size: 20x75 cm :

ANOZAINIWAOE3T

'OPERATIONS PHASE ROUND limit: 4

- SETUP PHASE ROUND 1 dllh: 15

OPERATIONS PHASE #ia per ROUND: 12

Number of coNTROL POINTS: 2

HARDENED)
{COVER]

- CONTROL POINT: 10 VICTORY POINTS / ROUND - circular base, d =10 cm

CONTROL POINT: 10 vICTORY POINTS / ROUND - circular base, d =10 cm

ENCOUNTER

Minimum BATTLEFIELD Size: 110x75 cm

DEPLOYMENT ZONE Size: 20x75' cm

ARMY size limit: 60l

OPERATIONS PHASE ROUND limit: 5

OBSTACLE

SETUP PHASE ROUND 1 affl: 15

OPERATIONS PHASE alls perRrounp: 20

Number of controL PmNrs:Z

- CONTROL POINT: 10 VICTORY POINTS / ROUND - Circular base, d =10 cm e ; , P PR

coNTROL POINT: 10 vicTORY POINTS / ROUND - circular base,d=10cm

SKIRMISH

Minimum BaTTLE eLnsize: 110x150 cm i " T '  i DERNOYMENTRZONE
- DEPLOYMENT ZONE Size: 2 |

ARMY size limit: 80dls

OPERATIONS PHASE ROUND limit: 5 0 - i
SETUP PHASE ROUND 1 dl: 25
OPERATIONS PHASE i per ROUND: 25

Number of CONTROL POINTS: 3 : :

- conTRoL POINT: 10 VICTORY POINTS / ROUND - circular base, d =10 cm

- COMMAND CENTER: 20 VICTORY POINTS / ROUND - square base, 15 x 15 cm

+  CONTROL POINT: 10 VICTORY POINTS / ROUND - circular base, d =10 cm

OFFENSIVE

Minimum BATTLEFIELD Size: 110225 cm 110x225 cm ..
DEPLOYMENT ZONE Size: 20x110 cm 15

ARMY size limit: 100dh
OPERATIONS PHASE ROUND limit: 5
SETUP PHASE ROUND 1 dll: 35 : <

OPERATIONS PHASE aila per RouND: 40 O ;

CONTROLS 0BSTACLE
ITf e

Number of conTROL POINTS: 3 3 i 0N

«  CONTROL POINT: 10 VICTORY POINTS / ROUND - circular base, d =10 cm
CONTROL POINT: 10 VICTORY POINTS / ROUND - circular base, d =10 cm
COMMAND CENTER; 20 VICTORY POINTS / ROUND - square base, 15 x 15 cm




Lp size:110x150 cm

SETUP PHASE ROUND 2 dilh: based on coMMAND units

OPERATIONS PHASE @l per ROUND: 25

Number of conNTRoL POINTS: 3

CITADEL

Minimum BATTLEFIELD Size: 110x225 cm
DEPLOYMENT ZONE Size: 20x110 cm, 10x75 cm, 10x75 cm

ARMY size limit: 100d

OPERATIONS PHASE ROUND limit: 5

SETUP PHASE ROUND 1 allh; 35

SETUP PHASE ROUND 2 dilo: based on COMMAND units

iiﬂﬁmber of CONTROL POINTS: 3
CONTROL POINT: 10v1 10x225 cm

COMMAND CENTER; 20 VICTORY POINTS / ROUND - square base, 15 x 15 cm
CONTROL POINT: 10 vICTORY POINTS / ROUND - circular base, d=10cm
CONTROL POINT: 10 VICTORY POINTS / ROUND - circular base, d =10 cm




BORDERWORLD is miniature-agnostic, meaning the game can be played with any miniature. In case players do not

have the official miniatures, but would like to play the game as closely as possibélie:to how it’s intended, below they will
find the relevant dimensions of each miniature. = -

Dimensions are indicated in mm, denoting base diameter (d).

~ SONS OF AMERIGO
A1BASTILLE - SUPERHEAVY MBT d=170 mm

— A3 CORALE - TRACKED MECH d=150mm
— C5LICORNE - ASSAULT GUNSHIP d=70 mm
5 — C1PEGASE - TACTICAL VTOL d¢=7mm- - - - -
| — A4 TREBUCHET - TANK HUNTER d=140mm
| — AL TREBUCHET - MISSILE PLATFORM d=140 mm
13 — A10 AZURE - MOBILE COMMAND POST d=140 mm
; — ASSAULT TEAM - TERRESTRIAL MARINES (5) d=32mm : :
i — ANTI-ARMOR TEAM - TERRESTRIALMARINES (5) ~ d=32mm e
| _ SPEC OPSTEAM . TERRESTRIALMARINES(5)  d=32mm ' -
1
~ NARAZERO - .
— KU-MO - HEAVY HEXAPOD d=170 mm
—  KA-NI - LIGHT TETRAPOD d=140 mm
— WA-SHI - HEAVY VTOL DRONE d=70 mm
— MI-DO - FRONTLINE COMMAND NODE d=70 mm
— MI-RA - FRONTLINE COMMAND NODE d=70 mm
— MI-KU - FRONTLINE COMMAND NODE d=70mm
| — TA-CHI - LIGHT ASSAULT DRONES (5) d=25mm
L | — TA-KA - GUNNER DRONES (4) d=50mm
; ‘ — TA-BO = MISSILE DRONES (4) d=50mm

[ FISTSOFBLAKE

— TITAN OF YORE - HEAVY BIPED MECH d=140 mm
— PALADIN - HEAVY SUPPORT IMV d=140 mm
| — DESTRIER TEAM - LIGHT ASSAULT BIKES (3) d=60mm
1 — BIRD OF PREY - HEAVY DROPSHIP d=60mm
| — ARCHBISHOP - MOBILE MASS ACCELERATOR d=150 mm
i — AEGIS - PLANETARY GUARD (4) d=40mm
— PHALANX - PLANETARY GUARD (4) d=40 mm
— LOGADES - PLANETARY GUARD (4) d=40 mm

POLITES - VOLUNTEER MILITIA (5) d=32mm




e i kol

~ — MAGOG - CORRUPTED HEXAPQD

DREADKNIGHT - HYBRID MECH

MATRIARCH - OVERSEER

SOVEREIGN - OVERSEER

— CENTURION - OVERSEER

— VULTURE - STRIKE FLIER

ARACH SWARM - SNIPER DRONES (5)
— MARAUDER PACK - HEAVY INFANTRY (4)
LURKER PACK - STEALTH INFANTRY (4)

— DEATHTOKEN - ITEM

!; BRUNEL SYNDICATE
‘ — B1ATLAS - MOBILE SIEGE PLATFORM
r — B6 GOLIATH - RETROFITTED COMBAT MECH

[ — B8 HERCULES - TACTICAL HAULER
| — B12 SENTINEL - LIGHT ASSAULT BIPED
— B17 GAVIN - AERO-GANTRY

UNION GUARD - HEAVY INFANTRY (5)

HEAVY TURRET

— FIELD ENGINEER TEAM - SUPPORT INFANTRY (5)

— LIGHT TURRET

d=170 mm

d=140 mm

d=70 mm
d=70 mm
d=70 mm
d=60 mm
d=25mm
d=40 mm
d=30 mm
d=20mm

d=170 mm
d=150 mm
d=150 mm
d=120 mm
d=60 mm
d=32mm
d=25mm
d=40 mm
d=25mm

MOD COLOR-CODING

Mop cards are color-coded for easier recognition.

GENERAL MOD CARDS

u-Mop, offensive u-mop, defensive

, {
( : J i
|| This unit may aTTACK enemy | ! ‘

units with its [1npIReCT]

e

ARMAMENT(S) RANGE even o
without Friendly LINE OF SIGHT
on the DEFENDER. )

increased by 3. The unit must
)|l already have a sHiELD sTAT. ||

i fi
| —
e ——

FACTION-SPECIFIC MOD CARDS

Sons of Amerigo NaraZero

u-Mop, utility

U-MOD, COMMAND Unit

—
“+1db |~ commanp -

Instead of ATTACKING, this unut

|| may movE For a second time (r
| during its AcTIvATION, fOr @

3 i maximum of 20 cm.

Fists of Blake

T,
|[ commano Link | B§
; J&uﬂj\ ( ARMORED _ Ell‘

i/ During WAVE DEPLOSMENT this |}
‘| unit may also be pEpLOYED
| within 1@ cm of friendly,
.| NoN-WAVE DEPLOYED units, but
; not on 0BSTACLES.

This unit is linked to a
friendly commanp unit.

During MELEE, this unit takes
1 less pAmAgE for each of
its miniatures on the
BATTLEFIELD.

| once per rouno, one friendly |
} unit may be pEPLOYED within
15 cm of this unit for +1dk. -
| his unit must have the :
ARMORED KEYWORD.

before moving. Subtract the |
|| result from the unit's move |
|| sTAT for the rest of the rouno. !

Brunel Syndicate

.\ o=
IJURRFI]RITI RUUI'IDS [

INFANTRY Jff
N

Friendly fire ATTACKS
4, ‘ against units with the ARMoOR E
HKEYWORD Wil restore Hp J
instead of dealing DAMAGE. 8
A

N ——

I
During each rouno, roll 306  |I' &
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KEYWORD LIST

AcC ]ARMAMENT STAT] - the number of D6 dice rolled for Accuracy.

ACCURACY - the number of Dé used during the accuracy roll during an atTack, to be used to
calculate pAMAGE.

ACTIVATED - the given unit may, in'any order, Move; ATTACK; or-use abilities, once.
ACTIVATION - the act of rendering a unit ACTIVATED.

ACTIVATION TOKEN - small object drawn randomly from an opaque container, used to
ACTIVATE @ unit. May be purchased for LogisTiCS POINTS.

ANTI-ARMOR X [ARMAMENT KEYWORD] = may re-roll X AccurAcY dice vs. ARMORED units.
ANTI=INFANTRY X [ARMAMENT KEYWORD] - may re-roll X accuracy dice vs. INFANTRY units.
ARMAMENT - unit weaponry used for ATTACKS and COUNTERATTACKS.

ARMORED [unit KEYWORD] - immune to smaLL ArMs, vulnerable to [ati-armor X].

ARMY - a collection of units participating in a game, belonging to the same raction.

ATTACK - the act of targeting a unit with an ARMAMENT, and performing a consecutive
Accuracy roll, potentially dealing pamace:

ATTACKER - the unit performing the AtTack.

BATTLEFIELD - the play surface set by the missions GuiDe, composed of TERRAIN; DEPLOYMENT
ZONES and CONTROL POINTS.

BREACHER [ARMAMENT KEYWORD] = DEFENDER in COVER O HARDENED COVER rolls two less Save
dice against this ARMAMENT.

CAPTURE / CAPTURED [CONTROL POINT] - the act of a unit's base touching an UNCONTESTED
CONTROL POINT at the end of a RoUND; awarding VICTORY POINTS.

CLOSE RANGE - two opposing units being within 5 cm of each other, with at least one of
them having a [cLOSE RANGE] ARMAMENT.

CLOSE'RANGE [ARMAMENT KEYWORD] = ARMAMENT able to participate'in MELEE.

COHERENCY - applies to multi-miniature units, measured between the closest points of

their bases. Units of 2 miniatures: max. 2 cm between them. Units of 3+ miniatures: max.

2 cm between one miniature and two others, Bases cannot overlap.
COHERENT - a multi-miniature unit maintaining coHERENCY.

COMMAND [unit KEYWORD] ='may also be pepLoven during the serup RouND 1.
COMMAND CENTER - type of coNTROL POINT on the BATTLEFIELD, See MISSIONS GUIDE.

CONTESTED [CONTROL POINT] - two opposing units'base touching the same coNTROL POINT,
not.awarding vicTory.PoINTS to any player.

CONTROL POINT - aTTLEFIELD markers that award vicTory PoINTS to players who cAPTURE them.

COUNTER [ARMAMENT STAT] ~ bl cost to COUNTERATTACK With this ARMAMENT.

COUNTERATTACK = initiated by the defender in response to a fully resovled atrack; costing
amindicated by the COUNTER STAT.

COVER - low TErRRAIN 0bject (~1-5 cm high), e.g. sandbags, small piles of rubble, etc. Does
not block LINE OF SIGHT. INFANTRY units gain a defensive bonus if at least one of its bases
touches the cover object, against all types of aTacks, and all instances of friendly fire.

CRITICAL HIT - Accuracy dice roll result of 6, dealing 2 DAMAGE.

D-MOD - provides disadvantage(s), but decreases the unit's alln DEPLOYMENT COSt
DAMAGE - the amount of HiT PoINTs lost by a unit.

DATA CARD - players'unitinfo sheets, containing units' game-relevant information.

DEATH TOKEN ='d'=20mm circular tokens left behind by eLiminaTED Superbellum units with
the RECOMBINANT wop:

DEFENDER - a unit targeted by an artack.
DEPLOY / DEPLOYMENT - the act of placing a unit on the BATTLEFIELD.

DEPLOYMENT ZONE - area on the BaTTLEFIELD into Which units are pepLoveD, its size
determined by the MISSIONS GUIDE.

DMG [ARMAMENT STAT] - the number of accuracy dice to be taken into account for DAMAGE
calculation.

ELIMINATE - the act of reducing a unit's Hp to 0, thus removingit from the BaTTLEFIELD.
FACTION - a pool of units the player can choose from when building their ARmy.

HARDENED COVER - tall TERrAIN object (5+ cm high). e.g. hollow buildings. Blocks LINE oF
SIGHT, impassable for non-Hover units. INFANTRY within 5.cm may enter it, gaining major
defensive bonuses (see 3.1).

HEAVY [unit KEYWORD] - cannot be Movep by other units, ignores cover during MOVEMENT.

HIT - dealing pamAGE as a result of an accuracy dice roll result of 3-5 for regular ARMAMENTS,
and 2-5'for PRECISE ARMAMAMENTS.

HIT POINTS / HP [unit STAT] =stAtindicating the amount of pAMAGE a unit can sustain
before having to be removedfrom the BATTLEFIELD.

Hover [unit kevworn} = may crossobstacles along its path, but cannot remain‘on them.
INDIRECT ]ARMAMENT KEYWORD] = no LINE OF SieHT required as long as the target is within
LINE OF sicHT of a friendly unit.

INFANTRY. - may utilize cover and HARDENED cover, vulnerable to [anmi-INFANTRY X}

LINE OF SIGHT - a straight line’'drawn between two units uninterriipted by HARDENED COVER
or oBSTACLES. For two units to'be within each other's LINE oF sicHT, each should be able to
see an area of at least:3x3 mm of the other.

LOGISTICS POINT - resource used for DEPLOYING units, purchasing ACTIVATION TOKENS and
paying for unit COUNTERATTACKS.

MELEE - occurs when two opposing units with [cLose RanGE] ARMAMENTS are within cLose
RangE of each other. :

MISSION - the type of game, determining minimum BATTLEFIELD Size, DEPLOYMENT ZONE Size,
recommended ArRMy size limit, oPERATIONS PHASE ROUND Limit; amount of @b per rounp; and the
number of CONTROL POINTS.

MISSIONS GUIDE = section listing available MissioNs.

MODS - unit modifications that alter their attributes and/or cost.

MOVE [unit STAT] - a Unit's maximum MoveMENT distance perROUND, in cm.

MOVEMENT - the act of a unit changing its location on the BATTLEFIELD.

OBSTACLE - tall 7erraiN object (5+ cm high). e.g. steep hills, mountains; buildings. Blocks
LINE OF SIGHT, impassable for non=Hover units:

OPERATIONS PHASE - the main pHast of the game, during which the battle takes place.
PHASE - a specific part of the game during which specific actions can be performed.
PRECISE [ARMAMENT KEYWORD] = alsoHirs for 1pAmMAGE o Accuracy roll results of 2.

RANGE [ARMAMENT STAT] - the maximum attack distance in centimeters.

RETREAT - having left the pepLovMENT ZoNE at least once, the unit must Move back into'it; at the
start of the next rouno the unit may be removed from the game, not awarding vicTory POINTS
to the enemy player.

ROUND - pHasEs are divided into Rounps. Buring each rounp, players take Turns to perform
actions. A rounnends when no player is:able or willing to perform actions.

SAVE [unit STAT] ~the amount of save dice the unit can rollin response to an ATTAck.

SAVE [I’Ott] - dice rolledin response to an Attack, resolving before pavace is calculated.
save dice succeed on 4+ by default. Each successful save dice subtracts one dice from'the
ATTACKER'S AcCURACY roll. Accuracy dice of 6 can only be subtracted by save dice of 6. save rolls
cannot be usedinmeLeE If a unit is'in cover or HARDENED CovER it can perform a saveroll even
against a couNTerRATTACK! 2D6 in coveRr, and 4D6 in HARDENED COVER.

SETUP PHASE - the first pHASE of the game, beginning with the setup roll-off.

SETUP ROUND 1 - the first rounn of the seTup pHASE, during which players take one TurN each
to DEPLOY their coMMAND Units in the DEPLOYMENT zoNE. The available s to do so is determined
by the MISSIONS GUIDE.

SETUP ROUND 2 - the second rounp of the serup pHase, during which players take one TurN
each to pepLov any other units in the pepLovmENT zoNE: The available dbtodosois
determined by the coMMAND units DEPLOYED in SETUP ROUND'1:

SHIELD [unit STAT] - must be reduced to 0 before the unit's #p can be lowered. Multi-
miniature units share acommon sHiELD pool, equal to'the sHieLD STAT indicated on'the paTa
cArD, multiplied by the number of miniatures.

SMALL ARMS [ARMAMENT KEYWORD] - cannot deal DaMAGE to ARMORED units' Hp, but CAN
DAMAGE their SHIELD.

STAT - values determining the attributes of units and ARMAMENTS.

TERRAIN - the surface of the BaTTLEFIELD, affects units' movemenT, defensive capabilities and
LINE OF SIGHT.

TURN - subdivision of rounn during which a player gets to perform actions.
U-MOD - provides advantage(s), but raises the unit's bl DEPLOYMENT COSt.
UNCONTESTED [CONTROL POINT] - CONTROL POINT not touched by the base of an enemy unit.

VICTORY POINTS / VP - gained from CAPTURING CONTROL POINTS and ELIMINATING enemy uhits. The
player with the highest number of victory poiNTs at the end of the lastrouno wins the game.

WAVE DEPLOYMENT / WAVE-DEPLOYED ~ units entering the satTieriELD at the end of achosen
ROUND during the OPERATIONS PHASE. DEPLOYMENT cast is reduced by 2 i per rounp of delay, but
cannot go below half of its default value (rounded up).
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SETUP PHASE: SETUP PHASE roll-off, SETuP ROUND 1, SETUP ROUND 2
OPERATIONS PHASE
No. of rounps determined by Mission

| SETUP PHASE

setup PHASE roll-off: 1D6, highest result wins, tie = re-roll

Winner determines opponent's DEPLOYMENT ZONE, chooses who gets

to pepLoY first in SeTup RounD 1and 2

SETUP.ROUND 1: one turn each to DEPLOY.COMMAND URits into DEPLOYMENT ZONE

SETUP ROUND 2: one turn each to perLoy any other units into DEPLOYMENT ZONE
Non-DEPLOYED units go into RESERVE

Optional: designate RESERVE units for WAVE DEPLOYMENT

| WAVE DEPLOYMENT

ol DePLOYMENT cost (incl. mops) reduced by 24l per rounp of delay, not below
half of default dlh pEPLOYMENT Cost without Mops (rounded up)

ol DEPLOYMENT cost paid at the start of the RounD, unit is wave-DePLOYED at
the end of the RouND

Changing the chosen rounD of WAVE DEPLOYMENT after the SETUP PHASE
cancels the cost reduction; if the player does not have enough dli to
pepLOY the unit, it remains in RESERVE

OPERATIONS PHASE

Mission determines max no. of Rounps and di per RoUND.

Beginning of the Rounp: players buy AcTivaTioN TokeNs, for 2dis each
Buring the rouno: players draw AcTIVATION TOKENS randomly, ACTIVATE units

until ACTIVATION TOKENS run out
End of the rounp: score vp for captured coNTROL POINTS
Optional: pepLoy units from RESERVE OF Via WAVE DEPLOYMENT

UNIT ACTIVATION

AcmvaTeD units may Move,, ATTACK, or use Mab abilities once, in any order. If
a player draws their acivation TokeN 3 times in a row, the other player
picks out ane of their own aActivarion Tokens, then reshuffle.
UNIT MOVEMENT

Declare destination first. Measure from closest point of base. Straight
segments allowed; total path < move star. No base overlap.
Multi-miniature units: move one, place others around it in coherency.
UNIT COHERENCY

2-miniature unitsymax.2 cm apart.

3+ miniatures: each within 2 cm of two others.

UNIT COLLISION

Units cannot Move through others'base footprints, must go around.
DISTANCE

Measured between the closes points of bases / objects.

. COMBAT

= i

Attacking player declares: ATTACKER, DEFENDER, ARMAMEN; rolls D6 equal to
ARMAMENT ACC STAT.

pereNDER rolls D6 equal to save sTar, dice succeed on 4+ Each successful
save dice removes one Acc dice, chosen by DEFENDER; only 6 can remove 6.
DAMAGE is calculated from remaining Acc dice:

| QUICK-REFERENCE SHEET

{ GAMEORDER

DICERE-ROLLS :
When permitted, dice can be re-rolled only once.

SHIELDS
Must reach 0 before Hp can be pamacen. Multi-miniature units share one
SHIELD pool = sHiELD x number of models.
DAMAGE DIVISION
Apply to one miniature at a time. pamacep models first; if all are full vp,
closest to atTacker first. Excess DAMAGE carries to next closest miniature.
ELIMINATION
A miniature at 0 vp is removed from the game. A unit is ELiMINATED when
none of its miniatures remain. vp is awarded to the opposing player
equal to its default dl pepLovMenT cost. Friendly fire: no ve awarded.
RETREAT
After a unit has left its DEPLOYMENT ZONE, it may Move back into it. At the start
of the next rouno it may be removed from the game, not awarding ve.

COUNTERATTACK

After an atrack fully resolves, DEFENDER may pay i equal to chosen
ARMAMENT'S COUNTER STAT t0 COUNTERATTACK. One ARMAMENT Per COUNTERATTACK;
each ARMAMENT can COUNTERATTACK once per ROUND. Target cannot react.
Exception: INFANTRY may SAVE against a COUNTERATTACK: 2D6 in coveR, 4D6
in HARDENED COVER
RE-USING ARMAMENTS

Normally each ARMAMENT may be used once per Rounp. Additional uses
during same ACTIVATION require paying that ARMAMENT'S COUNTER dil value
(counteratTacks excluded).

CLOSE RANGE

Opposing units within 5 cm when at least one has a [MeLEE] ARMAMENT. They
may only Attack each other or other units also in CLOSE RANGE.
Unit with no [MELEE] ARMAMENT: must leave cLoSE RaNGE before ATTACKING
Or COUNTERATTACKING against other targets
MELEE
Both units have [MELEE] ARMAMENTS and are in CLOSE RANGE. Only [MELEE]
ARMAMENTS can be used; no SAVES OF COUNTERATTACKS;
Both units attack, perform simultaneous acc rolls. Higher result:
resolves first. Lower result:resolves second if not eLiMINATED. Tie: ATTACKS
resolve simultaneously. Unit in HARDENED COVER: its ATTACk resolves first.
OPPORTUNITY STRIKE

A unit with a [MELEE] ARMAMENT may ATTACK a unit leaving its CLOSE RANGE, OF
whose MoVEMENT enters its cLOSE RANGE. Leaving CLOSE RANGE; resolve before
MOVEMENT begins. Entering cLosE RANGE: resolves upon entry. No save or
COUNTERATTACK.

COVER

Low terRAIN, does not block LINE oOF SIGHT. INFANTRY touching it gains
defensive benefit.

HARDENED COVER

Blocks LINE oF siGHT, impassable to non-Hover; INFANTRY within 5 cm may
enter, gaining major defensive benefit.

Terrain effects on SAvE STAT

regular ARMAMENTS [PRECISE] ARMAMENTS COVER ' "HARDENED COVER
1-2 |0 DAMAGE - NOHIT 1 0 DAMAGE = N0 HIT Vs, ATTACK.  +2D6 +4D6
3-5 |1 DAMAGE - HIT 2-5 |1 DAMAGE = HIT vs. [BREACHER] ATTACK  +0D6 +206
6 2 DAMAGE = CRITICAL HIT 6 2 DAMAGE = CRITICAL'HIT




