SPECIAL RULES:
More on Explosives:
Medics can absorb the damage done by an Explosive in the usual way.
Medics CANNOT save the Explosive.

If an Explosive does not explode at the very beginning of the Battle (e.g. it was

disabled by a Net), it will not explode later during that Battle (e.g. after it’s rele- - E@'-.

ased from the Net). = ", y

If an Explosive is not connected to an enemy tile, it will not explode at all. If it is r m

connected to the enemy HQ, it explodes, but does not deal any damage to the HQ. & MUF‘&N L

In a game against The Dancer, the Explosive inflicts 1 damage i ! e ] e Pi
to the Object. LT ! i =2 .

Explosive can be disabled the usual way by the Net, taken over,
pushed back, etc.

Reflection (see: Steel Police) reflects the explosion.
Enemy modules decreasing initiative do not affect the Explosive.

More on Hole:

The Hole can grab the enemy tile even in the turn it was placed on the
board.

The Sharrash are a mysterious and well-organized community of mutant rats endowed with inhuman intelligence.
They inhabit the underground tunnels and canals of destroyed cities, along with their degenerate human and mu-
tant slaves. Fiercely xenophobic, they will defend their nests from any strangers, and their fighters will not hesitate
to sacrifice themselves for the pack. The Sharrash are more than mere rodents. They are mutants, smarter than
people and a lot more unpredictable.

The Hole does not do any harm to any allied units standing on it.
| In a game against The Dancer, the Hole inflicts 1 damage to the Object.
Medics cannot absorb the damage resulting from the Hole

More on Underground feature:

The Outpost’s Skoper rids Sharrash modules of the Underground fe-
ature the normal way.

DECK DESCRIPTION |

The main advantages of the army are: high HQ mobility, destruction of the fastest enemy units and paralyzation
of slower ones, and also mortars that bypass the enemy’s defense lines. Another advantage of the Sharrash is a
difficult to eliminate Foundation Tile (Hole), which can easily thwart the enemy’s plans.

Sharrash’s disadvantage is a low amount of fighting units compared to other armies, their low mobility, low
toughness and initiative, as well as a complete lack of armor.

More on Paralysis:

If the Borgo HQ is paralyzed, it cannot throw a Grenade.
A Paralyzed Clown (Moloch) cannot call an Air Strike

Components list: 35 Sharrash tiles, 6 paralysis markers, 4 wound markers,

2 HQ markers, 1 Hole marker, rulebook. TACT[CAL ADVICE
| IMPORTANT' ............................................................................. Defentiig anlthelepponePthe Sharrash HO should either be Sfdo escap In an apan/TAfor Bxabie; when
1 VISIT OUR WEBSITE WWW.PORTALGAMES.PL fighting against Moloch or The QOutpost), or to hide from attacks in a corner (for example, against Hegemony or
1 FOR ADDITIONAL MATERIALS ABOUT SHARRASH..

| : Borgo). The Hole can be used in two different ways: located near Sharrash HQ the Hole will draw the attackers away.
.-":‘- T e : When placed next to the enemy’s HQ the Hole will draw in the units defending it.
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