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BACKGROUND

Since the beginning of the war Moloch has created numerous
generations of mutants, more or less effective on the battlefield.
Enhanced growth rate, genetic engineering and high combat skills
are the essence of mutant's abilities. Their various breeds roam
the barren lands and fight for every inch of the land, quite often
against one another. The scattered groups have finally become
united by the charismatic cyber-mutant Borgo, who leads its
horde against humanity under his defiling banner of Biohazard.

THE DECK
Quickness is the main advantage for the Borgo army, thanks to
high initiative levels and numerous Scouts. Additionally the army
has a lot of fighting units and good enhancments in the form of
Modules.

The main drawback is the lack of shooting units, which makes
necessary for all Borgo forces to engage in Melee combat.

TACTICAL ADVICE
Borgo’s HQ thanks to jts Special ability is most effective in the
center of the board surrounded by friendly units. Another good
idea is to scatter the fighting units so that they can attack enemies
in several directions and ciear the battlefield.




