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Create your own 
hexbots squad

● Add mech names to help 
with identification

● Specify the class 
● Specify the role
● Indicate optional features 

such as jump engines, etc.

● Optionally, specify mission 
objectives if your scenario 
requires them to be 
accomplished by hexbots

● Optionally, add assets



  

 Proceed to the next step:

 Initiatives  



  

Initiatives

Roll Movement order

Go to NEXT step:

 MOVE  
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move it
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Move
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Go to NEXT step:

 Run Move  
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Move

A) Check the main order 
B) Identify the enemy that 
determines the direction of 
movement
C), D), E)... Optional orders to 
be carried out
If you can't determine the 
purpose of the movement, you 
can opt for the commander's 
decision

Go to NEXT step:

 Fire  



  

Fire!

Check which units are within 
range 9 hexes and Run Fire
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If A did not allow you to 
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Fire!

Check which units are within 9 
hexes

If there are more enemies 
within 9 hexes

Check the firing orders
If A did not allow you to 
designate a target, go to B, 
and so on. 

If necessary, you can always 
rely on the commander’s 
decision, following the 
sequence of his decisions

   
Note: If there is only one opponent within 
a given range, the HexBot selects that 
opponent as its target.



  

Fire!

Check which units are within 9 
hexes

If there are more enemies 
within 9 hexes

Check the firing orders
If A did not allow you to 
designate a target, go to B, 
and so on. 

If necessary, you can always 
rely on the commander’s 
decision, following the 
sequence of his decisions

Press NEXT:

   



  

Summary

Determine who had the advantage

Determine if any enemy pilot is dead

Determine if HexBots dealt heavy 
damage (over 25) to a single mech or 
caused structural damage
Optionally, add the heat accumulated 
by the HexBot
Indicate whether the HexBot:
● prone 
● its pilot is unconscious
● structural damage 
● crippled
● destroyed

Confirm and start the next turn
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