BACKGROUND

The last regular standing army of humankind, ‘the Outpost
wages war against Moloch at its very borders. After several years
of guerilla warfare humans invented numerous effective ways of
fighting the dreadful machines. The hit-and-run tactics is crucial
while standing against a stronger opponent. The Outpost is never
in one place, always on the move slipping away from ambushes
and traps as one mobile city. Thanks to many victories against
Moloch’s forces, the Outpost has taken over some modern
technology and uses it against the machines themse{ves ,

THE DECK -

, Mobmty is the main advantage of the Outpost deck It also mclu-‘
desa cons:derab le number of Battle tiles, so the controlling player
may easily use any opportunity for a quick attack. Moreover, a
diversity of modules (including ones that affect the enemy) can
change the cuurse of the batt!e thhm seconds ,

The main disadvantage is a small number of f!ghtmg units. and
their low toughness.

TACTICAL ADVVI‘VCE .
The best starting place for the HQ is the center of the board. It
enables the Outpost to move its HQ aroand using Move tiles to
avoid enemy attacks. Only when the board is almost full, should
the HQ back out and place friendly units around for protection.




b ANNIHILATORGS

Adjacent units can
« perform an additional
™ attack in the Initiative
* phase that follows their
last Initiative phase.

Melee attack & Mobility.

phase 2 & 3. Ranged
ttack, Melee attack &

Attacks on Initiative
= phasel1&2.
' Ranged attack.

Saboteur affectsall =
connected enemy units
and decreases their
% |Initiative by 1.

S

- As Iongzs the Recon ‘
Center remains on the
- board, all friendly units
using Move actions can
- move 2 spaces instead of 1.
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X - tile count.

A connected unit must

ignore all wounds from
attack & Medic is
discarded.

Conﬁeéféd units
+1 Strength
in Ranged combat.

' 'As long as the'Scober |§

connected to an enemy
module that module

Outpost s units instead of
the enemy’s.

BATTLE




