ion Reference

Neuroshima Hex 3.0
Fact

Print as “Actual Size” under print options so that the front and back line up properly.

Note
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NEUROSHIMAIHEX/!

BASE GAME

BORGO
Cyborgs - Initiative

HEGEMONY

Humans - Melee

MOLOCH
Machines - Ranged

THE OUTPOST

Humans - Attack

DOOMSDAY MACHINE

Machines - Rotate

Offensively Quick

Modules
Actions
Fighters (M)
Initiative
Movement

Versatile & Impeding

III1J Modules
U:D:Dj Actions
(1111 Fighters (M)
IIIIJ initiative
III110 movement

High Toughness

@11 Modules
-:D Actions
@D righters (B)
B Initiative
.:l:l:l:l:l Movement

Offensively Mobile

U0 Modules
D:D:I:D Actions
O] Fighters (R)
] initiative
U0 movement

Defensive Redirection

I Modules
OII Actions
DX Fighters (R)
IIIID initiative
ED:D:D Movement

MISSISSIPPI
Mutants - Push

STEEL POLICE

Humans - Net

NEW YORK

Humans - Toughness

URANOPOLIS

Miners - Power

DANCER
Creations - 10 HP

Poisonous & Resistant

(IIII1] Modules
ED:D:D Actions
IIIIIJ righters (B)
I initiative
EI:EI:ED Movement

Strong & Impeding

GEEEED Modules
-:ED Actions
BRI 1] Fighters (B)
@B I] Initiative
@111 Movement

Unit Diversity & Spies

OIJIJ modules
ED:D:D Actions
CIIIXI] Fighters (B)
DX Initiative
ED:D:D Movement

Strong & Defensive

EEERIT] Modules
ED:ED Actions
EEEERD) Fighters (B)
EEEER] Initiative
E]:D:D Movement

3 Very Strong Units

11110 Modules
ED:D:D Actions
10 Fighters (B)
I Initiative
El:I:I:I:D Movement

A game resource by Pub Meeple
Home of the Board Game Ranking Engine
www.pubmeeple.com

EXPANSIONS

MEPHISTO
Alien Bug - Rotation

DEATH BREATH

Zombies - Revival

IRON GANG
Bikers - Chains

Strengthens Over Time

EEER 1] Modules
-:ED Actions
@111 Fighters (M)
@IIIJ Initiative
@B T1] Movement

Blood Thirsty & Impeding

EEETI] Modules
ED:D:D Actions
EEEED] Fighters (M)
EEEE D] Initiative
ED:D:D Movement

Weak But Controlling

IIOI1IJ Modules
EI:EI:ED Actions
I Fighters (B)
X111 Initiative
EI:I:D:D Movement

Versatile & Mobile

0111 Modules
ED:D:D Actions
(IIIIX1J Fighters (R)
(IIII1] Initiative
m Movement

Offensive & Ranged Defense

(1111 Modules
ED:D:D Actions
OII Fighters (M)
IO Initiative
EI:EI:ED Movement

SHARRASH
Rats - Castling

NEOJUNGLE
Plants - Motherload

SAND RUNNERS

Humans — Double-Sided

Weak But Impeding

D Modules
ED:D:D Actions
T Fighters (M)
I Initiative
El:El:ED Movement

Powerful Once Connected

T Modules
ED:D:D Actions
T Fighters (M)
T Initiative
EI:I:EI:D Movement

Defensively Impeding

IIII1J Modules
EI:D:I:D Actions
I Fighters (M)
OOT Initiative
El:I:El:D Movement
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. Faction Advantages &
Faction Name ;
\ Disadvantages

HQ Ability
PUB MEEPLE

Dads-Barking Podcast Extraordinaires

Faction Race i [ T1] Modules

] 1 ) Actions Tile Distribution
] Fighters (B)

| Initiative

| Movement

[
[ ]
[
L]

Faction Icon Overall Attack Type

(B) - Balanced
Stats based on quantity vs. (M)- Melee

normalized distribution of (R) - Ranged
all factions.
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