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USAGETANDIPEEA'EOR SUPPORT

WorldWorksGames has had a long, hard battle with file-sharing and piracy. Not that we don’t
understand its origins or purpose (we grew up in the 70's-80's) but there are issues we feel many
modern “sharers” overlook. Instead of lecturing about the “evils of piracy and sharing” to us it
makes more sense to let you know who we are and why we need your support (and why piracy
hurts us so badly). Although our production qualities might give you the impression we are bigger
than we are it is important that you know just how small this business is. Wormhole for example
was produced by just 2 people (with the help of some enthusiastic Betatesters of course).
WorldWorksGames is comprised of a very small group of part-time collaborators from different
parts of the world. Each and every one of us uses the income we receive from WorldWorksGames
to directly support our families. Our income is not filtered down to shareholders or board
members and we do not have “Piracy in the budget”. Each time a product is “shared” it really
does have a direct consequence to someone’s family and their general stability.

The bottom line is that without your direct support we cannot continue to do what we do here.
So, while we know we can’t stop the problem we would only ask that you realize the difference
between a well established business or corporation (that can offset damages caused by piracy
with a giant budget) and a small, barely breathing business like WorldWorks Games (with no
budget whatsoever). We price our products within the reach of almost anyone and we like to think
that counts for something to the file sharing generation. “Free"” is great but it doesn't support
outstanding products like Wormhole (or the development of future projects).

Thanks for listening and thank you for your support!

But wait! Can | resell or trade Wormhole when I'm done playing it?

NO! You cannot resell or trade any part of Wormhole on your favorite e-marketplace, retail outlet
online or brick & mortar store for that matter. Nor are you permitted to build and sell a fleet of
ships or any game-aid models. Wormhole is primarily a digital product and therefore we have no
way of monitoring whether or not you are indeed selling or gifting your “one and only” original
copy. Just like software, this game is for your personal usage only and is not licensed for replica-
tion with the intent of profit earning from its contents. This has been a chronic problem for
WorldWorksGames in the past and we have had many unscrupulous souls turning a coin, earning
money from our efforts, claiming to be “licensed retailers” or that they somehow have permission
when everyone else doesn't. If you see ANY Wormhole related materials on Ebay or anywhere else
it doesn't belong please let us know about it. WorldWorksGames is the only licensed retailer of
Wormhole. We'll be sure to let you know who else is licensed to carry our products on the official
WorldWorksGames website. Anyone claiming they have permission without that confirmation on
our website is full of you know what.

“We will save our people with the strength of our convictions, with
patience and a deep consideration. But when push comes to shove,
we will shove the hardest. When war inspires bloodlust, we will drink
of its metalic sting deeply.”

- Pagart Astiare “Camp 142 Director”
Separatist Gorilla Training Camp.
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DENNY UNGER BOB COOPER

Creative Director A gigantic thanks goes out to our crew of diligent beta
Lead Rules testers. Throughout the year+ of development, they
Lead Game Aid Mechanics Design showed incredible patience, moral support and inven-
Design - tiveness. This game would not be the heartfelt creation
GUIEIR -l | it is without their input and a genuine desire to help
Associate Rules i . | make the product better. We could not have done this
Mechanics Design ( » Editing without them! (Sorry for the countless prototype builds
_ guys and thank you for all the inspiration along the way
Graphic Design iy " Associate D))
Rulebook Design
Lead Rulebook ; i Our deepest thanks to our families for putting up with a
Design/Editing Associate year of “it's almost done” and “Yes, I'm sure it will be a
Prototyping smashing success dear. Don't worry about those bills!".
Promotional Design Their faith and support in our odd little dreams, allowed
us to spread our wings and try something different.

Special thanks to Bob Cooper for stepping directly into

&

the fire and helping get things back on track. Special
Nathan “McClaud” Baumbach, D.W. “FIOydski” Hoyt Ill, Tom “thomaso827" Oxley, thanks to Matt Lyon, Aubrey Erickson and christopher
Luke “Sacretis" Pierson, Scott “Shinobi” Kirby, Harry “punkrabbit” Kruger. Roe for their very early feedback and support. Special

thanks to Leonardo Montenegro for the incredible
Sathrican race illustration and patience with the

process. Special thanks to Doug “UHF" Bush for the

Denny Unger intro music (and Edgen for additional soundbits).
Leonardo Montenegro (pg.5 Sathrican Portrait)

And thanks to all of you who have supported
WorldWorksGames. Your support lets us dream big ;)
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WORMHOLEp

Wormhole is a space-based combat game, in which the players assume the role of
Commanders (also called Fleet Admirals), commanding their fleets in an all-out battle
to destroy their opponent, a race against time to achieve an objective, or any of a
variety of other different possible scenarios. The game is designed to be used with
the cardstock models that came with this rulebook; models you can construct on
your own and expand into as large of a fleet as you want.
B WORMHOLE TECHNICIAN
e Wormbhole is designed to focus far more on the “big picture" view of space combat.
As Fleet Admiral, you don't need to know how to keep a Convoy Carrier's engines
from blowing up, or how to get a Skirmish Fighter to execute a rapid turn-and-fire
maneuver. What you need to know is where to put your forces, and who they should
be shooting at. Because of this, Wormhole doesn’'t go into huge amounts of detail
about the vessels and their capabilities. Instead, the focus is on a quick-playing, fun
game that spends less time charting damage and calculating power ratios, and more
time blowing things up.

If you are reading this now, you already have everything you need to be able to
create a Wormhole fleet...or even several fleets. No further purchases from
WorldWorks are required to have as many vessels as you care to build. However, we
will be continuing to add on to and expand Wormhole with new races, new vessels,
new add-ons and new scenarios, so keep in touch.

While the game is designed to play out on any available flat surface, from kitchen
tables to bedroom floors, it is probably at its best when played out on space-like
terrain. For this, we'd recommend looking for Uncharted Space: The Sathrican
Homeworld from www.worldworksgames.com . WorldWorks will be producing a series
of tangible based gaming mats for use with Wormhole and other products, so keep
your eyes on the website for news and updates!

“Space is the ultimate hostile territory. Extreme temperatures, zero
pressure and no air. Every ship full of hidden frailty and limitation.
We warriors of the void are nothing but fish in a tank of cracked
glass.”

- Zae Rieuten 27th Soverign
Emperor of the Sathrican Empire.



/alist Faction, those loyal to thie ancie onarchy,

ed that they held a responsibility to preserve a considered
segment of bloodlines and knowledge. The Royalists, knowing
that with a third of their fleet gone they could not mount a realis-
tic defence were forced to flee. The two factions have been rivals
to this day, each blaming the other for what has befallen their

AR

* May include a single Skilled Commander insert at no cost, to be
placed with any ship or capital ship.

ROYALIST

« In a conflict between a Royalist Faction fleet and a Separatist
Faction fleet, if Advantage is undecided by the scenario and fleet
construction, the Royalist Faction fleet wins any tie in the die roll
to decide initial Advantage.
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WHO AR*g,THE SAI HRICANS?

The Sathricans were once a perfectly balanced society, ruled by an
ancient and benevolent monarchy. The riches of peace had relegated
their greatest machines of war to the mundane of orbital defense and
system wide transport. All of this was to change however with the unex-
pected approach of the “great system eater” the Pariyan

ega-Outburst. $: \

This unéppable cataclysmic force, once a mere dot in the sky had
become a great bubbling white mass covering the night in an undulating |
horror. Like titanic storm clouds pushing through the void of space,
engulfing entire solar systems. Worlds stripped clean, sterilized down to
the very rock itself. Even Sathrica's greatest astronomers could not
explain its nature or the speed in which it approached. These many
unknowns prompted an epic debate within the highest reaches of the
Sathrican council. How to deal with an evacuation on the scale of
billions? Who would be saved? How would they be saved? Time did not
smile upon Sathrica and as the months progressed, a violent fissure
developed within this once peaceful society. >
Against all prediction Sathrica found itself thrown headlong into civil
war, fighting their brothers with a long forgotten savagery. Destroying
the very thing they so desperately wanted to save.

\ - ‘

y 1) .'?o
de up largely of displaced colonis
the early da& of the Pariyan

t t) that they were being

The Separatist Fa
who had fled to Sath
Mega-Outburst, be
sacrificed for no purpo ]
gather their forces, to plan their upheaval, and to save as many
as they could. .

* May include a single Ace Pilot insert at no cost, to be placed
with any squadron.

* With a great deal of experience being “on the run”, any

Separatist ship that moves within 1" of a Wormhole token may
count that move as a successful entry if they so choose.
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AME ELEMENTS

Each race in Wormhole has a distinct look and feel to its
various vessels. Vessels also have specific markings to
designate which faction they belong to, in this case the
blue of the Royalists.

Each vessel, be it a capital ship like the Hammerhead
Cruiser, a reqular ship like the Particlebow Frigate, or
even a squadron of fighters, is represented by the
vessel itself, with a stand to attach it (and suspend it
above) the base. The base has several important pieces
of information.

0) Vessel Type: What type of vessel it is. Faction Symbol: Mark to
identify which faction it belongs to.

1) Turn Arc: The range of mobility of the vessel...how far to the left
or right it can turn.

2) Firing Arc: The field of fire of the vessel's weapon(s)

0_

3) Center-mark. You'll use this reference point when executing a
turn with your vessel.

4) Data Cubby: Ships and capital ships have a damage designator
called a “Data Cube”. At a player's preference, these can either sit
loose upon the bases, or can be placed inside a Data Cubby.
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5) ID Number: The numbers in these boxes match those on the TOS,
showing that this vessel matches up with its according orders-and-

status tracking device. @ ke . :

6) Shuttle Dock: Ships & capital ships have shuttle docks for optional
game rules and scenarios.

www.worldworksgames.com WORMHOLE IS A TRADEMARK OF WORLDWORKSGAMES. ALL MATERIALS COPYRIGHT 2007-8 WORLDWORKSGAMES. ALL RIGHTS RESERVED.
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1) Orders Switches: These blue-marked switches represent the
orders you can issue to your vessel.

2) Status Lights: At status ‘Damaged’ (in purple in the damage
track) the purple-lit switches are “shut down". At status ‘Crippled’
(in red), the red switches also “shut down"”. These lights remind you
of this.

3) This is the damage track, where damage levels are marked and
repair difficulties displayed. The damage slider runs along this track,
showing the current damage level.

4) Some vessels have special ability switches.

5) If this vessel has a repair order, this switch is activated. A repair
switch normally shuts off all other switches.

6) Each TOS has an “ID Tag", a space where you can match a
number up with the vessel's base, keeping track of which is which.
The type of vessel is represented here as an icon, in this case a
“Control Corvette”. In its fully functional state, the number in the
circle is the full orders capacity of the vessel.

www.worldworksgames.com WORMHOLE IS A TRADEMARK OF WORLDWORKSGAMES. ALL MATERIALS COPYRIGHT 2007-8 WORLDWORKSGAMES. ALL RIGHTS RESERVED.




INSERTS.

Data Inserts are comprised of two main elements, the Modchip
Interface which slides into either side of the TOS unit and the
Data Inserts themselves.

Data Inserts are add-ons to the vessels you purchase with your
points, granting extra or improved capabilities to each. For each
of these inserts that you purchase, select the proper “Insert”
from the page of inserts, and slide it down onto the Modchip
antenna Interface.

T R T T Ry T T T T = S .
| 77 8 LEGENDARY COMMANDER (5 POINTS. MAX | PER FLEET)

This is a Fleet Admiral (counts as, and takes the place of) with con-
siderable talent and experience, better than the run-of-the-mill
leaders out there. If you have a Legendary Commander in your
fleet...and your opponent does not...then you gain Advantage for the
entire engagement, so long as your Legendary Commander lives. If
both players have Legendary Commanders, determine Advantage
normally.

* Legendary Commanders *always* lead their fleets in person, so
you must choose to include him in your fleet as your Fleet Admiral
(see below). He is considered to be on-board the ship into whose
TOS his insert is placed.

* L egendary Commanders cost 5 points per 50 points in the fleet
they're placed in, with a minimum of 10 points.

ACE FIGHTERS (5 PTS. MAX | PER SQUAD)

The most skilled pilots, the most accurate gunners, and to top it all
off...some special modifications make this squadron more than the
average.

* Ace Fighters may execute one additional Move or Attack action
each turn that doesn't get calculated into orders...designate this by
placing the data insert on top of the opened order, and then simply
repeat it at the appropriate time.

MISSILE SALVO (FIRST TWO FREE, THEN 5 PTS EACH. HAMMERHEAD)

Hammerhead Cruisers start off with two missile salvo’'s for free.
Additional Missile Salvos may be purchased.

* Missile Salvos have an INI of 1, VEL 10", MOV 1, DEF 5+, and either
deal 6 potential marks of explosive damage to the target, or detonate
when destroyed in a capital ship sized explosion (deals 1 potential
mark of explosive damage). Enemy autofire cannot be used when a
Missile Salvo is about to ram their ship.

H3aNVWWOD
LERRIETS

SKILLED COMMANDER (5 PTS. | PER SHIP/CAPITAL)

This commander is a gifted and capable leader. Any
ship with a Skilled Commander is considered to have
the “Command” ability (already a trait of Command
Corvettes and Hammerhead Cruisers) and for each
Skilled Commander you possess, reduce the amount of
Orders Loss (see Advanced Rules) you suffer each turn
by 2.

*If you are not using the Orders Loss advanced rule,
Skilled Commanders allow 1 die involving the ship they
are on to be rerolled each turn (an attack roll, repair
roll, etc.)

HEAVY RAILGUN (20 PTS. | PER HAMMERHEAD)

The Heavy Railgun (an optional weapon that is
Hammerhead exclusive) can be fired during the
Special Orders phase. Since both the Heavy Railgun
and the Missile Salvo require a special order to fire,
they can't both be used in the same turn.

* The Heavy Railgun has a RNG of 16" and a DMG of 4,
and uses the standard firing arc. Unlike standard
weapons, the Heavy Railgun is an “all or nothing”
weapon. Roll only one die to mark damage, and on a
success, count it as four marks.

EXPERIENCED ENGINEERS (5 PTS. | PER SHIP/CAPITAL)
Long drilled and practiced in putting a ship that's
falling apart back together again, experienced engi-
neers make your repairs more efficient.

* Ships with Experienced Engineers on board get a +1
bonus to all of their Repair rolls.

www.worldworksgames.com WORMHOLE IS A TRADEMARK OF WORLDWORKSGAMES. ALL MATERIALS COPYRIGHT 2007-8 WORLDWORKSGAMES. ALL RIGHTS RESERVED.




MISSION BRIEFING (NO COST)

All squadrons docked with a Carrier can receive a "mission briefing" as a special order, which specifically
targets an enemy vessel and grants a +1 bonus to mark that target. Use Mission Briefing inserts (with the ID
number of the target vessel) to designate this.

HHY) AOANOD

You can self-laminate the target ID area of the Mission Briefing insert with scotch tape
(transparent kind) or clear packing tape. Use dry erase markers to designate number ID's.

9NIJI2HE a3NSSI

IMPLEMENTING YOUR FLEET ADMIRAL

Finally, after purchasing your extra options, decide if your Fleet
Admiral is with the fleet, or giving orders from the outside. If you
choose to have your Fleet Admiral on board one of your ships,
hang the Fleet Admiral insert on the Modchip aboard the chosen
ship.

Due to the direct presence of a Fleet Admiral onboard, orders
can never be taken away from that ship from orders loss (that
ship gains the Command trait).
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An admiral on board one of your fleet ships always grants that
ship a bonus order (of any type) that doesn’t get calculated into
the normal orders...designate this by placing the Fleet Admiral
insert behind the desired order switch, and then simply repeat
that order at the appropriate time.

If the vessel the Fleet Admiral is on board is lost, and the Fleet
Admiral himself killed or captured, you automatically lose
Advantage for the remainder of the battle...assuming your
opponent doesn't also lose their Fleet Admiral in the same way.
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GAME ELEMENTS

REFERENCE/STAT CARDS

1) Ship Profile, Racial Fleet and Size Class

2)VEL: Speed (in inches)...how far the vessel can move in a single
move order,
MOV: Number of move orders per turn the vessel can receive,
ATK: Number of attack orders per turn the vessel can receive,
INI: Initiative...how quickly it acts in each phase.
ARM: Type of armor Light Q Medium @ Heavy@
DEF: Defense roll to resist damage.

oo Indicates damage status penalties (see page 24)

3) Traits quick reference, described on the back of the card.

4) Point Cost

5) Command Symbol (only appears on ships with the Command
Vessel trait)

6) Standard weapons. These weapons need an Attack order, and use
the vessel's fire arc(s).

T7)Autofire weapon. This weapon fires automatically, and in any
direction.

8) Special Weapon. Some weapons have special rules associated
with them.

REFERENCE CARD BACK

1) Ship Profile, Racial Fleet and Size Class. These are repeated from
the front of the card.

2) Description of the vessel.
3) General Attributes.

4) Traits: These are various abilities, drawbacks, and bonuses of the
vessel. Each one described what it does and what effect it has.

5) Vessel Point Cost.

6) Special Cost: Some traits (particularly Special Orders) come with
a cost associated with it. This symbol describes what you need to do
to activate that ability - whether it's issuing a Special Order, giving
up an Insert, or something else.

www.worldworksgames.com

SATHRICAN CAPITALSHIP
HAMMERHEAD CRUISER

" Bl

LASERBATTER
| RNG & STATUS

Rl 12" 9 B O

AUTOFIRE
* Get my best men! * |rNG & STATUS
* Remote Detonation L 2" 15D @)

* Pour it On!

Command Vessel

* Launch Missiles

SATHRICAN CAPITALSHIP 60'
’ HAMMERHEAD CRUISER
The Hammerhead Cruisel’s function and form is :entered
around aggressive offensive combat. Slim and loaded to
the teeth, this machine of war is all business.

* Command vessel: Can never be forced to give up orders.

* Hammerhead Cruisers start the game with two Missile
Salvo inserts in the TOS and can purchase additional
salvos for 5 points each.

‘X’ “Get my best men on it!”: 2 Repair Rolls

Recieve 2 repair Orders (roll for each separately) when
issuing a Repair order.

r SPECIAL ORDER: Launch Missiles
£

| Place a Missile Salvo on the board in the Hammerhead
| Cruisers base's front firing arc (and facing the same direc-
tion.

Treat Missile Salvos as a vessel with MOV 1, VEL 10", DEF
5+ and INI 6. They have one purpose...to collide with an

enemy target and explode! Missile Salvos are not subject
to autofire when moving to collide with an enemy vessel.

If the Missile Salvo collides with a vessel, it deals 6
possible marks of damage, inflicting explosive damage
(dealing a mark on a 2+ rather than the normal 4+).

Alternately, if the Missile Salvo suffers a single mark of
. damage replace it with a Capital Ship sized explosion

a(resolve normally).
3 [=e1-4) Salvo insert

WORMHOLE IS A TRADEMARK OF WORLDWORKSGAMES. ALL MATERIALS COPYRIGHT 2007-8 WORLDWORKSGAMES. ALL RIGHTS RESERVED.
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BUEAN ARGAME2

The first step in playing a game of Wormhole is to decide on
what sort of battle you are interested in playing. You can ts
either opt for a default battle of equal forces (referred to as 75100P
a “Standard Wormhole Engagement”), or you can select ' AA
from one of the scenarios in the back of this rulebook, or
design one of your own.

MINOR SKIRMISH

Fleet sizes of 75-100 points, 4
turns, possibly even a smaller
Space Mat to get the action going
faster.

v w AVERAGE BATTLE

POINT BASED FLEET CONSTRUCTION IEAO Flunt sizxs ol 150K pmEz 16 tirnat
You will also need to settle on how many points each side ﬁ\&

will be allowed, the length of the game in turns (if not
specified by the Scenario), who will be playing either side ;
(in Scenarios that have different rules for each player),
which race and/or faction each player will be running, if you

will be using the Advanced Rules for the engagement, and ‘ 250+t Fleet sizes of 250+ points, 8-10
whether or not you will be using the Data Cubes to display turns.

ship status.

SRR T WAL V1 VUK U SRR 0 e S - s FPVR— - E T
'
There's a lot to consider before starting up a game so let's break it If you don't feel comfortable
down into a simple checklist: designing your own fleets from

[] Scenario (choose one) or Standard Engagement scratch just yet, we've made life
L Polnt total forsschslde ﬁng?rrc:{fo:eggrir:::cti:gi ?Ieet
[ | whois playing which role (some Scenarios have an Attacker and a Defender) sizes for various scenarios. These
L] Race and Faction (other races will be introduced in later products) “starter fleet” designs include a

vanced Rules allowed? etailed list of everything you
|| Ad d Rules allowed? detailed list of thi
[] -- Abandon Ship need to b_uild to get a game up
[] --Wormholes--Reinforcements--Damage-- and ru':m'"q under a given

. scenario.

[ 1 --Ramming
[ ] - - Bigger Explosions Jump to the “Scenarios"” pg.37
[ | -- Debris Fields section of this manual for more
[ ] .-grm LQSG information.
7[| Are you going to use Data Cubes (both sides should do the same) :

www.worldworksgames.com WORMHOLE IS A TRADEMARK OF WORLDWORKSGAMES. ALL MATERIALS COPYRIGHT 2007-8 WORLDWORKSGAMES. ALL RIGHTS RESERVED.



To design your fleet, you will first need to decide which vessels are appropiate for your
needs. Each vessel has a specific function and utility, so it's important that you read
through the Reference card for each before deciding. The chart shown on the left breaks
down how much each unit costs. Depending on the scenario you'll be building a fleet which
costs anywhere from 75-250 points. Balancing the right mixture of vessels is half the fun
Control Corvette 2 §PT but choose wisely.

Convoy Carrier  4(QPT

Hammerhead PT
Battlecruiser 60

_ Particlebow 25PT If you are uncomfortable designing your own fleet from scratch, you will find a number of “starter
~ Frigate fleets” at the beginning of each scenario near the end of this manual. These are just examples of
possible combinations but they offer a good starting point for beginners.

Skirmish Fighters 1QPT

Throughout this rulebook, we will be using two “sample fleets"”, one from the Royalist
VIO IGCN (0@l Faction of the Sathricans (Blue), and one from the Separatist Faction (Orange). Both of
these sample fleets will be 150 points in size, suitable for a medium-sized Standard
Engagement, and the examples relating to each faction will be color-coded to match.

AN vt W

ROYALIST . = \ B L~ | SEPARATIS]
\, $ |

For the Separatists (Orange), the fleet will consist of a Convoy
Carrier (35 points), a Particlebow Frigate (25 points), 2 Control
Corvettes (25 points each), 3 Missile Fighter Squadrons and 2
Skirmish Fighter Squadrons (10 points each).

For the Royalists (Blue), we will be using a Hammerhead Cruiser
(60 points), 2 Particlebow Frigates (25 points each) and 4
Missile Fighter squadrons (10 points each).

DBBBj;ﬁ~;:
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To get yourself up and running you will need to build a
number of game relevant materials. All of these items
come with a full instruction guide

(build instructions) included in this product. Many items
are also covered by extensive online video tutorials:

,x http://www.worldworksgames.com/wormhole/vidtut.html

Let's breakdown exactly what you need to build before you
can start playing with a simple checklist:

[ | Vessels & Bases (Based on your fleet design)

| Matching TOS unit for every vessel

| Reference cards for fleet (one deck per player)

[ ] pamage-total wedge (found in Command Tray document)
L] one game ruler per player

| | Booms! 2 copies of game explosion and debris fields.

__| Modchip Interface and Data Inserts (optional)

| Command tray for Ships and Fighters (optional)

|| patacubes for Ships/Capital Ships (optional)

[| vessel number ID stickers (optional)

L] Escape Pod, Shuttle, Missile & Self destruct tokens (optional)
[ | wormholes (Optional)

“A mighty Hammerhead Cruiser is the surest way to victory.
Drive forward, crush any enemy that stands before you and
return victorious!"”
- Elgin Faladian
Royalist Commander

“Sure...just keep on believing that and I'll send a flight of missile
fighters to spank you all the way back home.”

- Toldair “The moorbird” Skandrick

Separatist Commander

N\ SATHRICAN CAPITALSHIP
LHAMMERHEAD CRUISER
R 4

| # LascreatTERY|
| NG DMG srC |

i I LA‘[I!A"!D
L DMG $PC
LIRSS

AUTOFIRE

# [RNG DMG SPC

Command Vessel

* Get my best men!

* Remote Detonation
3 ‘ = Pour It On!
* Launch Misslies ——
N 1 1NG DM sPC
WIORMHLILE », ! | >
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For every vessel in your fleet you will need to construct the
following:

1) You will need a deck of reference/stat cards for each player.
Unlike the TOS you will only need one card of each relevant
class for reference.

2) Vessel Model.
3) Vessel Base.

4) Datacube. While this element is completely optional it is
recommended for a good quick reference “table overview"
understanding of what's happening in active combat.

5) TOS Unit. TOS units are all uniquely designed to match the
characteristics of each vessel. Each and every vessel in your
fleet requires its own TOS unit. For example; if you have 4
Missile Fighters in your fleet design, you'll need to construct 4
separate corresponding TOS units. TOS units are much easier
to organize by utilizing the optional “Command Tray” system.

a\)

Be sure the ID numbers marked on the bases of your vessels
match the numbers on the corresponding TOS. Included in the

“Game Aids” folder is a page of number stickers, which you can
cut out and affix to the vessel base and TOS.

www.worldworksgames.com
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The most basic version of the Wormhole game is a “Standard Wormhole Engagement”. For this, no
Wormhole tokens are used, just the basic 30"x40" Space Mat. A “Standard Wormhole
Engagement” is six game turns long.

In a “Standard Wormhole Engagement"”, check to see if the players have spent equal points on
their forces. If a player has spent fewer points on his force, he starts the game with Advantage. If

the two forces are equal in points, and neither (or both) has a Legendary Commander, each player
rolls a die, rerolling ties. The high-roller starts the game with Advantage.

Each player sets up their fleet in the first 8" space of their (short) side of the board - see the
diagram to the right. Vessels are placed in Initiative Band order, highest to lowest (Initiative chart
covered on next page). All Initiative Band 5 vesse;s are placed first, starting with the player who
does not have Advantage. Then all Initiative Band 4 vessels, etc.

Up to four fighter squadrons can be deployed “inside” each Convoy Carrier at the start of the
game. A Convoy Carrier and its associated fighter squadrons are counted as a single vessel in
terms of ship placement, and is placed on the Carrier's INI (1).

Alternately, you can use a scenario (see pages 37-47), which has separate rules for setup, game
length, even fleet construction in some cases.

[ DEPLOYMENT FLOW EXAMPLE |

Both forces are of equal point value, so Vice Admiral Sac Retis of the Royalist faction
rolls a 5 to determine advantage, while Commander Thomas of the Separatists rolls a
2. Vice Admiral Sac Retis begins the game with Advantage. Both players keep their
Admiral “off-board”.

Thomas has chosen to keep a Skirmish Fighter Squadron, and all three Missile Fighter
Squadrons, on board his Convoy Carrier.
Initiative Band 5: Thomas places his one remaining Skirmish Fighter Squadron (INI 5).

Initiative Band 4: Sac Retis places his 4 Missile Fighter Squadrons.

Initiative Band 3: Thomas places his Particlebow Frigate and his Control Corvettes,
then Sac Retis places his Particlebow Frigates. All of these vessels have INI 3.

Initiative Band 2: Sac Retis places his Hammerhead Cruiser.

Initiative Band 1: Thomas places his Convoy Carrier.

ISR

www.worldworksgames.com WORMHOLE IS A TRADEMARK OF WORLDWORKSGAMES. ALL MATERIALS COPYRIGHT 2007-8 WORLDWORKSGAMES. ALL RIGHTS RESERVED.




HOWIADOANREAYATHE

GAME=
TURIN] SECIUENESA R RIS SIS INITIATIVE.

Skirmish Fighters |N| §

Missile Fighters  |N| 4

Control Corvette INI 3

Particlebow
Frigate INI 3

Hammerhead
Battlecruiser INI 2

Convoy Carrier INI 1

o Missile Salvo INI 1

Autofire Weapons |NI| 0

[ vesseL inmiaTive |

Each vessel has a specific initiative value as noted on their stat cards (See
above). This initiative determines the sequence in which each vessel may execute
an action along specific phases of combat.

[ PHASES OF comBaT |

Once you have set up the game board according to the Standard Wormhole
Engagement, or the chosen scenario, the game proceeds to follow through a
specified number of turns. Each turn is made up of phases (right chart):

* Orders Phase

* Special Orders Phase
* Movement Phase

* Attack Phase

* Cleanup

* End of Turn

In the following pages we will take you by the hand and step you through
each phase of combat. /

START OF TURN

ORDERS PHASE

INITIAIIVE DANVPO

554433221100

SPECIAL ORDERS HfA_S'E;

MOVEMENT PHASE

ATTACK PHASE

CLEANUP

D

END OF TURN
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Command Capacity is the sum of all orders you can issue for all vessels
(moves, attacks and special orders). For a basic game of Wormhole
everyone receives maximum orders (and in the case of the Carrier, full
repairs) at the start of each new round of play.

COMMAND CAPACITY ADVANCED

If you are using the Orders Loss advanced rule, at the start of each turn,
each commander totals up totals up the command capacity of all ships in
their fleet. This represents the players base number of orders for his
turn. Don’t forget to count the squadrons that are carried by any Convoy
Carriers on the table.

COMMAND CAPACITY CHART X3 X4 X5 Xé
The Command

Capacity is the

Convoy Carrier

sum of the

number of yellow Battlecruiser

"execute"

Control Corvette

X8
&4
32
32

X7
56
Hammerhead / 28
28

switches on the AT
TOS unit itself. Erigate 21 24

This step can be

ignored if you Skirmish Fighters 28 32

aren't using
Orders Loss.

Missile Fighters 28 32

CAPACITY DAMAGE PENALTIES

Ships and Capital Ships that are Damaged or Crippled have less orders
they can execute...ships at status “Damaged” (purple) cannot issue
Special Orders and cannot issue multiple Move or Attack orders (their
MOV and ATK drop to 1). Ships at status “Crippled” cannot issue Special,
Move, or Attack orders and are (usually) reduced to attempting repair.

The “status lights” under these order switches serve as a reminder of
what damage levels shut off what switches. Fighter squadrons never have
their orders capacity reduced.

2 ORDERS

CRIPPLED

5+

1 ORDER

[ orDER BONUSES |

If your Fleet Admiral is present within the fleet itself, the vessel
he is on board is considered a “Command” vessel, and has one
extra order (of any type) it may execute in a turn. You represent
your Fleet Admiral's order by removing the "Fleet Admiral™
token from the Modchip interface and placing it behind the order
switch you wish to conduct.

AvHINGY
fEERE]

A330d H3d | ‘XYW
LUISNI YAVD IHITOW

Note that the Fleet Admiral's Order can allow you to exceed the
normal rules and limits for a vessel (such as executing two
Special Orders, or conducting a Repair while still carrying out
other orders), but it cannot allow you to issue an order you can't
legally make (a Particlebow Frigate can't Hypercharge and FIRE!
In the same turn, since one requires it not be charged up yet,
while the other requires it already be charged when the orders
are issued).

If you have any Ace Fighters, they, too, have
duplicate orders in the form of Ace Maneuvers,
to be placed as either extra Moves or Attacks.

You represent this by placing the "Ace Fighters"
token behind the move or attack switch you wish
to duplicate.

Return the "Fleet Admiral" or "Ace Fighters" tokens to their
Modchip interface once the orders have been executed."
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ISSUING ORDERS

Each commander issues orders by pulling down switches on his TOS.
Remember that orders can be issued to squadrons even while on deck in a
Convoy Carrier. On the TOS, flip down the orders switches to reveal the
orders that are issued for the turn (the TOS at the right shows a Control
Corvette issuing a Move and an Attack order).

REPAIR ORDERS

* Only ships and capital ships have crew capable of responding to Repair
orders.

* Squadrons are repaired on deck in Convoy Carriers.

* A vessel can only receive one Repair order per turn (note that
Hammerhead Cruisers get two rolls from a single Repair order)

* A vessel cannot receive any other orders if it is issued a Repair order
(exception: Convoy Carriers can repair and act at the same time). The
Convoy Carrier issues Repair orders on the TOS like any other order.

70087

—

| EXECUTING ORDERS

As your vessels conduct their
orders during the game turn, flip
the switches back up to designate
the execution of those orders on
the TOS. When the Fleet Admiral
insert comes up, simply remove it
from the order switch and place it
back in the Modchip.




ORDERS PHASE EXAMPLE

Let's explore our two example fleets further. Recall that Vice Admiral Sac
Retis has a Hammerhead Cruiser, 2 Particlebow Frigates and 4 Missile START OF TURN
Fighter Squadrons.

Separatist leader Commander Thomas “The Mastermind” has a Convoy ORDERS PHASE
Carrier hauling three Missile Fighter Squadrons and a Skirmish Fighter

Squadron, a loose Skirmish Fighter Squadron, his own Particlebow Frigate,

and two Control Corvettes.

)
Ml ROYALIST ORDERS
- x P

-
1

A= A=
-+ BARTICLEBOW FRIGATE

» .00

. V.A. Retis wants his Particlebow Frigates to charge up in prepa-
1 ration to fire, so he issues them both a Special Order, and

nothing else (Particlebow Frigates can't receive any other 4
, orders when “Charging"”). ‘

i No targets are within range initially, and he wants to save his missiles, so V.A. Each Missile Fighter Squadron receives full orders.
Retis foregoes giving the HB a Special order, issuing 1 Move and two Attacks.




‘ m —— | |

SEPARATIST ORDE

Commander Thomas looks at his options and decides that his best bet is to
keep the Carrier fighters back and give them a mission briefing (a Special
Order for his Convoy Carrier that requires they stay aboard). He starts by
issuing orders to his Control Corvettes. Each gets a Special, two Move, and
an Attack order (just in case the enemy comes into range).

Like his opponent, he wants to charge up his Particlebow Frigate, so he
simply issues a Special Order and nothing else.

The Convoy Carrier issues a Special Order, briefing the three
Missile Fighter squadrons on board. The Convoy Carrier also takes
a Move and Attack order, and a Repair order (just in case), since
there’s no harm in being prepared.

None of the three Missile Fighter Squadrons on the Convoy Carrier
can have *any* orders this turn, since they‘re in mission briefings
(see the Convoy Carrier's special orders ability).

Finally, Commander Thomas gives full orders (Special, two Move,
and Attack) to both of his Skirmish Fighter Squadrons.
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Resolve the Special Orders of every vessel that has a Special [ sPeciaL oRDeRS exampPLe |

Orders action issued to it, in order by Initiative Band (and within Initiative Band 5: Thomas flips the “Berserker” switch down
each band, the player with Advantage first). Special Orders vary E for both of his Skirmish Fighter Squadrons, and flips up
depending on the vessel in question, so follow the instructions on

(closes) the Special Order switches (As do every other vessel
during this phase).

the stat card.

SPECIAL ORDERS PHASE

554433221100

In some cases, a Special Order will act as if it were a Move or
Attack order...resolve it as if it were a move or an attack, but do
so during this phase. In other cases, a Special Order modifies a
Move or Attack order...take note of it and apply it in the appropri-
ate phase. In many cases, a switch (on the TOS) will be available
to track this information.

lined up the way he wants them, so he flips the “Afterburner”

Initiative Band 4: Sac Retis has his Missile Fighter Squardons
& switch to the down position for all Missile Flghter Squadrons.

Special Orders may always be cancelled instead of executed (just
flip the switch closed and the vessel does nothing). Once all
Special Orders are executed, move on to the next phase.

Thomas flips down the “Scramble” switch of each of his Control
Any vessel may issue a Special Order to initiate self-destruct. As Corvettes (they're not in range to Concentrate Fire) and the
the vessel's special order action, announce that it is a self- “Charged"” Switch on his Particlebow Frigate.
destruct order. Place a “Self Destruct” token on the ship. At any
time thereafter, you may choose to cancel the self-destruct order
(and remove the token). On Initiative Band O of the Attack phase,
if the order hasn't been cancelled, change the vessel's status
immediately to Destroyed. If the vessel is a ship or capital ship,
replace it with an Explosion Counter.

Initiative Band 3: Sac Retis flips down the “Charged” Switch
é on his Particlebow Frigates.

Initiative Band I: Thomas closes the Special Order switch on
his Convoy Carrier, writes Sac Retis's Cruiser ID number on the

three Mission Briefing inserts placed in his Missile Fighter TOS
Modchips.

5., --t-‘p \"____\— -~

www.worldworksgames.com WORMHOLE IS A TRADEMARK OF WORLDWORKSGAMES. ALL MATERIALS COPYRIGHT 2007-8 WORLDWORKSGAMES. ALL RIGHTS RESERVED.



MOVEMENT PHASE

Resolve the Movement of every vessel that has a Movement action issued
to it, in reverse order. In other words, start from the lowest initiative band
and continue through to the highest (with the commander with Advantage

last). Each vessel can only resolve one Movement order in the first round

MOVEMENT PHASE

of moves... vessels with more than one Movement order must wait until all

order once more...and then third moves if applicable.

vessels have had a move, and then resolve the second moves in the above 5 54 4 3 3 2 2 ‘I 'l 0 0

Movement is a combination of moving and turning. A vessel can turn
up to its allowed turn radius (per move), as determined by the “turn
arc” (marked in white) that runs through the center of the base.

FREE TURN: During the first initiative band O, vessels that
did not have a Movement order may choose to rotate in
place as much as their turn arc allows. This may be done by
any vessel of any status.

i

1 o
| Place a pen, pencil, scoring tool \
b (whatever’s handy) on the table at :
b\ the white centerline arrow of the
\ base. el i

o & . _“ 4 p . X - & % .
! Rotate the base as much as desired, up to the white “turn arc” line on either side.
When turning to a new facing, rotate the model on its central axis (its stem).

]

.
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-

en align the ruler with the'side of the
* vessel and move it forward aﬁy}istance up
to its VEL limit. B (N
WA

[ 5auADS DEPARTING CARRIER |

Squadrons departing from a Convoy Carrier
must exit in contact with their docking bay.
They can then turn normally from that
position.

[ canceuine moves |

Technically speaking, Move orders cannot be
cancelled...but you can execute extremely
small moves so as to be equivalent to can-
celling the move order.




( JVIFA((&
P e N

MOVEMENITERPHAS EFEXAMBPLE

Sac Retis has Advantage.

Initiative Band O: Thomas' Particlebow Frigate was unable to execute a Move order this turn since it was hypercharging its particle bow,
but at this point it is now allowed to make a “free turn”. Sac Retis can do likewise, giving his own Particlebow Frigates a “free turn”.

b

Initiative Band I: Thomas turns and moves his Convoy Carrier, closing the move switch on his TOS.

Initiative Band 2: Sac Retis turns and moves his Hammerhead Cruiser.

k>

E el

Initiative Band 3: Thomas turns and moves each of his Control Corvettes.

Initiative Band 4: Sac Retis moves all of his Missile Fighter Squadrons forward 12, as allowed by their Afterburner special order. Note
that for the same reason, he cannot turn them. Both the first Move switch AND the Afterburner switch are closed.

Initiative Band 5: One of Thomas’ Skirmish Fighter Squadrons is moved 6" out of the bay of the Convoy Carrier. The other Skirmish
Fighter Squadron turns slightly, and is also moved 6".

eV Initiative Band O-2: No vessel with this INI has a second move in these fleets.
orpers Initiative Band 3: Thomas turns and moves each of his Control Corvettes again.
Initiative Band 4: Sac Retis turns and moves his Missile Fighter Squadrons 6". They're allowed to turn this time, as Afterburners onl

a apply to their first move order of the turn.
Initiative Band 5: Thomas' Skirmish Fighter Squadrons each turn and take their 6" moves.

All vessels have now exhausted their Move orders for this turn.

“No leaping beast of the fields, no graceful
dancer at the ball, no creature of ground or air
or water can compare to the glorious grace of a

... starship, free of all bounds of gravity, in its
elegant dance through the stars.”

- Zae Rieuten 27th Soverign
Emperor of the Sathrican Empire.
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Resolve the Attack(s) of every vessel that has an Attack order, in initiative

bands from highest to lowest. Attacks of the same initiative are considered

to be simultaneous, so Advantage has no bearing, and unlike the Move ATTACK PHASE
Phase, there is only one round to the Attack Phase...resolve ALL Attack 4
Orders during their appropriate initiative band. 5 5 4 4 3 3 2 2

A weapon has several traits to it, which are listed on the ship stat cards.

o “Firing arc”. Weapons have either a limited firing arc (usually 90°, but not always), a 360¢°firing arc, or a
AUTOFIRE Special arc, which indicates the weapon follows special rules for targeting.

RNG DMG SPC

9 Weapon's name, the weapon's RNG (Range, in inches), its DMG (Damage, in dice), and its SPC (Special,
anything unusual about it).

LA I
Measure the range from the attacking vessel to the target vessel !f a weapon lists a SPC that is a multiplier (eg. %4)' then it acts as if
(vessel to vessel, not base to base). If the shot is in range (less than it wgre that r_nany s'eparate att'acks, an'd can‘spllt those attac;ks
or equal to the RNG) and the target is within the “fire arc” of the ?qzaér;s.t mur:Flr:]Ie shlptsr; Son;:_tllr!\es, t:“s desl._lqnator. cotmses w:jth as
: s x2S), in which case the multiplier only applies against Squadron
attacking vessel (marked on the base in red), the attack takes place. fargels, [Laweapon lists a.SEE of HIC: Runeans.that 4l dica:rolled
I - e i to inflict potential marks get a +1 to the roll if the target is a capital

ship.
ATTACKING VESSEL

PARTICLEBOW
RNG DMG SPC

-3k

ouTcome = Rf

Roll a die for each point of DMG the weapon is rated at. For every
4+ (modified by effects that give a bonus or penalty “to mark"
enemy vessels), a “potential mark” is scored. The target vessel
then rolls the same number of dice as the marks inflicted by the
attacker. For every roll equal or greater than the DEF value of the
target ship, one mark is prevented by the vessel's defenses.

Note that a single Attack is the firing of one of the vessel's
weapons. A feparate Attack command must be issued to fire each Attack orders may be cancelled. Simply lower the switch and
of the vessel's weapons. declare you are “not firing".
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ATTACK PHASE / TRACKING DAMAGE

Squadrons do not block line of fire entirely, but can disperse big weapons somewhat. For each enemy squadron that a
shot passes through, the squadron absorbs the first two potential marks of the attack, using their own DEF to attempt to prevent them. Enemy
ships and capital ships cannot be shot through, and block enemy fire. You can always freely shoot through your own vessels, which are presumed
to get out of the way in a coordinated fashion.

Any vessel with an “autofire” weapon fires these weapons automatically, neither requiring nor allowed to use an action
order to use them. Autofire weapons are always fired on initiative band O (after all other weapons). All autofire weapons on a single vessel must

'i declare their targets before the shots are resolved. Autofire weapons are usually 360° fire arc weapons.

DAMAGE LEVELS

If a vessel is hit, it becomes less effective in combat. This is reflected by
the status levels. Normally, a ship or capital ship starts out at opera-
tional status (with the Damage Marker at the leftmost box), while a
squadron starts out at AOK status.

When a vessel takes damage (a mark of damage), the Damage Marker on
the TOS is shifted to the right. Each space to the right signifies a reduc-
tion in either points of armor or status levels as the “Damage Level”
marker moves along the track.

[ pATA cuBes | When the status track is lowered to a different Status,
the vessel's “Data Cube” on its base is rotated to reflect the new status of the vessel.
This gives both players an “at a glance” overview of the condition of both fleets.

Operational (1+): A vessel is considered operational so long as the damage marker hasn't
progressed into “Power Loss" (armor marks considered Operational). A Repair order for
an operational vessel is automatically successful.

Power Loss (2+): Power loss to varoius systems has decreased the efficiency of the
vessel. Weapon ranges are reduced to 3/4 their normal range (a 12" range becomes 9",
for example). A Repair order for a vessel at Power Loss status succeeds on a 2 or more.

Damaged (4+): Damage to a vessel's systems are severe, and the vessel has lost much of
its functionality. The vessel can no longer execute Special Orders, ATK and MOV are
reduced to 1 (or O if the vessel normally has a O value), VEL is reduced to 1/2 the normal
value (3" instead of 6"), as are the weapon ranges. Note the purple lights at the base of
some orders switches...these switches are unusable at Damaged status. A Repair order
for a vessel that is Damaged succeeds on a 4 or more.

A crippled vessel is incapable of any activity except for a Repair order.
The vessel's command capacity is reduced to 1 (usually), ATK to O, MOV to 0. It is
possible that a crippled vessel can be jury rigged to be functional again. Note both the
purple and red lights at the base of the special orders, attack and move switches. None
of these switches are available at status crippled. A Repair order for a vessel at Crippled
status will succeed on a 5 or more, which usually restores it to Damaged.

. vessel status. . .. .. :

Player rotates Data Cube to
reflect general “table overview”
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ATTACK PHASE / TRACKING DAMAGE / FIGHTER SQUADS

Squadrons work a little differently. Rather than dealing '
damage to individual vessels, damage for a squadron is

reflected in the number of losses the squadron as a whole

has taken. As such, the Squadron does not have a “Data

Cube”, but instead reflects its damage level by rotating

the squadron itself to either “AOK' “Reduced"” or

“Dispersed"” status.

AOK/Operational: Full squadron compliment. All fighters operational, this side of the
squadron-triangle shows the largest number of fighters.

Reduced: This status represents a loss of fighters in the squadron, reducing the number
of fighters remaining. This side of the squadron-triangle shows a loss of some fighters.
A squadron at Reduced status can still execute all orders normally, but must roll a base
5+ to score a Mark with their attacks instead of a 4+ to represent the loss of massed fire.

A repair order issued by a Convoy Carrier to a squadron on deck will restore a Reduced
squadron to AOK, and is automatically successful.

Dispersed (4+): This status represents the destruction or disabling of nearly all
fighters in the squadron. This side of the squadron-triangle is nearly empty of fighters.
A squadron at Dispersed status can still execute orders, but must roll a 6+ to score a
mark.

A Dispersed squadron is useless when it comes to recombining with another damaged
squadron out in space. It can only be restored if the Convoy Carrier where it is on deck
issues a Repair order for it, which will succeed on a 4+ and upgrade the squadron’s
status to Reduced.

Two squadrons that are at Reduced status can
execute a “Reform" Special Order to transfer
fighters and produce a single full squadron. Move
one squad into contact with the other. Restore one
squadron to AOK, and reduce the other one to
Dispersed.
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ATTACK PHASE / EXPLOSIONS

Finally, replace any ship or capital ship with the
“Destroyed” status level with an appropriate
explosion marker. This marker must be placed
nearest to the center of the model base (Model
stem is closest to center).

Looking straight down from above the explosions epicenter, every
vessel you see that is in base or model contact with the edge of
the explosion marker is dealt a single explosive damage mark on
a 2+ (Armor applies normally, but no modifiers apply to the roll to
inflict the mark...explosions always deal a mark on a 2+).
Squadrons do not cause explosions, despite there being a small
explosion template...those templates have other uses (although
the Bigger Explosions -see advanced rules- makes it possible for
squadrons to cause explosions).

Chain reactions can occur between vessels in close formation, as any
vessel of sufficient size destroyed by an explosion marker immedi-
ately places an explosion marker of its own and is resolved in turn.

In tight-packed formations, it may be easier to set the explosion
markers on top of the vessels rather than underneath.

Note that when a Convoy Carrier blows up, it doesn't automati-
cally take the squadrons “on deck” with it. Place them anywhere
within the explosion counter. Each squadron then suffers a
possible mark of damage from the explosion. Assuming they
survive, they're free to act normally after that.

Explosion counters that have not yet been removed can be flown
through during the Movement phase, and fired through during the
Attack phase. They only “count” at the end of the Attack phase.
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DAMAGE' /. EXAMPLE
/-\ .

Every time you successfully deal a mark of damage,
you'll need to keep track of it (damage totals are
added up at the end of each turn (see “Cleanup”
Phase). On the “Damage Tracker Wedge" simply slide
the tracker to show each Mark of damage as it is
inflicted upon your enemy’s vessels.

L em [ B et s o S

Initiative Band 5: Commander Thomas' Skirmish Fighter Squadrons go now. Both are in position to do some damage. One is next to V.A.
Retis’ Cruiser, while the other is close to a blue Missile Fighter Squadron.

The Skirmish Fighter Squadron that fires on the Cruiser first checks its firing arc...the Cruiser is inside the arc of the red “fire arc" lines.
Then he measures the range...part of the Cruiser is within 6" of the squadron’s formation. Thomas needs a 4+ to make a potential mark.
He rolls 1 die...a 4, just what he needed. The Cruiser has a 4+ DEF, though, and rolls a 6...the failed shot is ignored.

The Skirmish Fighter Squadron that fires on Retis’ Missile Fighter Squadron, also needs 4+, but this time he gets to roll 2 dice due to his
GravBlasters (which are x2 vs. Squadrons). A 2 and a 5, enough to threaten a Mark. Missile Fighter Squadrons are lightly armored, and
thus avoid marks only on a 6+. A 1won't cut it, so Missile Fighter Squadron #3 takes 1 mark of damage. The damage slider is moved one
space to the right, to the (L) armor spot, and Thomas moves the inflicted damage to the “1" spot on the “Damage Tracker Wedge".

Initiative Band 4: Thomas' Missile Figher Squadrons are still on board the Convoy Carrier getting orders, so they're sitting out this
round. V.A. Retis gets his first shots in. Missile Fighter Squadron #1 and #2 are in range of Thomas' Convoy Carrier, Missile Figher Squad
$#3 can fire back at Orange Skirimsh Figher Squad #1, and Missile Fighter Squad #4 has a shot at Thomas' Particlebow Frigate.

Missile Figher Squad'’s #1 and #2 have +1 to their rolls (since Missile Figher Squad’s receive +1 to rolls to mark Capital ships). Alas, they
roll a1and a 2. Missile Figher Squad #3 fires on Orange Skirmish Fighter Squadron #1, needing a 4+. Missile Figher Squad #3 rolls a 3
though, and misses. Missile Figher Squad #4 rolls a 1 against Thomas' Particlebow Frigate. A dismal round for V.A. Retis.

Initiative Band 3: Both sides’ Particlebow Frigates are still charging, so no firing happens from them this turn. Thomas' Control
Corvettes both have Attack orders though, so they'll get their shots in. They are both in range of, have firing arc alignment to, and
decide to fire on the blue Cruiser. Both can score a mark on a 3+ (due to Control Corvette #2's Concentrate Firepower Special Order
earlier). They each roll1die...a 4 and a 6. Two possible marks. The Cruiser rolls its DEF (4+) and gets a 2 and a 6. The mighty Cruiser
suffers a mark, moving the slider to the first (H) mark on its TOS, and Thomas's Damage Tracker Wedge now reads “2".

Initiative Band 2: Frustrated with his fighters' ineffectiveness, the Cruiser starts with one laser battery (with 3 DAM) firing on Orange
Control Corvette #1. Note that he needs to roll 5+s to overcome the Control Corvettes “Scramble” effect. 3, 5 and 6 is good for 2
possible marks, and (with a 5+ DEF), 5 and 5 is enough to resist both! The Cruiser fires its other laser battery. 1, 6, 6 for 2 possible
marks. 1and 2 fails to resist, and Orange Control Corvette #1 moves its slider to the right 2 spaces...to its last (M) armor spot, and V.A.
Retis moves his inflicted damage slider to “2".

Initiative Band I: The only INI 1 ship is the Convoy Carrier, and it does not, alas, have a solid firing arc to be able to target anything.
Initiative Band O: Now the Autofire weapons go off. Only one vessel has a target within range of its autofire weapons...the orange
Skirmish Fighter Squadron #1 that fired on the blue Cruiser strayed a little bit too close...and this could cost him. The Cruiser fires its

Autofire weapons: 5, 5, 5, 6. OUCH. Skirmish Fighter Squadron #1 has a DEF of 6+, and gives it a try...1, 2, 2, 3...nothing doing. The slider
moves to the right to (L), to Reduced, to Dispersed, and to Destroyed! V.A. Retis moves his inflicted damage tracker to “6" with a grin.
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CGEEANUP /AVESSEL

First, remove all explosion markers from the table (or see the “Debris
Field” Advanced Rules).

[ RePAIRING veESSELS |

All vessels with a repair order roll a die. If your roll
equals or exceeds the level of repair upgrade the
status by removing one mark of damage (move the
Damage Slider to the left one space). Vessels that
are still at operational status can repair one level
automatically...no roll required, though a Repair
order must still be issued to do so.

POWER LOSS |‘@)| oo ! or K or BR =\,
2+

gﬁg Moo=

CRIPPLED O E or m ¢

DAMAGED

If a vessel is repaired past a status level into the next-higher level,
rotate the data cube back to the new status level on the vessel's
base.

Note that Convoy Carriers are allowed to Repair themselves while
still taking other actions, and may also issue Repair orders on behalf
of the squadrons on deck, and that Hammerhead Cruisers may roll
two separate repair attempts off of a single Repair order.

Repair orders can be cancelled.

www.worldworksgames.com

EXAMPLE (Several rounds later)

The fight went on for some time, and after some heavy Particlebow
Frigate fire, V.A. Retis’' Cruiser is down to Crippled. He has a Repair
order issued, so he first rolls one die, needing a 5+. A 6! The Cruiser's
slider is moved left to “Damaged”. He makes his second roll, now
needing only a 4+, but gets a 2. V.A. Retis rotates his ship’s Data Cube
back to the “Damaged” status level. Had he made his second roll, the
Cruiser would be back up to “Power Loss" status.

Meanwhile, Commander Thomas has three squadrons on deck on his
CvC, two Reduced and one Dispersed, and Repair orders to cover them
all. The two Reduced squadrons are automatically restored to AOK. The
Dispersed squadron needs a 4+, geis a 5, and is upgraded to Reduced
status once more.




ENDIOEETURN o

Total up the amount of damage inflicted by each commander during the current game turn (on their opponent or their opponent's protected
items in some scenarios...self-inflicted wounds do not gain you Advantage). As discussed in the Attack Phase instructions earlier, you have
already been keeping track of this using the Damage Tracker.

|

Advantage shifts to the commander with the highest total for this turn, or remains as-is in case of a tie.

In the ongoing example, V.A. Sac Retis dealt 6 marks (2 to CtC #1, 4 to SFS #1). Thomas dealt 1to MFS #3, and 1 to the Cruiser (from CtC #2) for
a total of 2. Advantage remains with V.A. Sac Retis for the next turn.

Finally, reset (lower) all remaining switches on the TOSs (with the exception of the “Charged” switch of a Particlebow Frigate), and reset the
Damage trackers back to O.
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HOW DO | | >
€END A GAME? e 28

Add +5 points if either
Add up the score for the engagement at the end of the last game half of the board is free

turn, as defined by player agreement at the start, or by the of enemy vessels. The

stelau oSt centerline is determined
by measuring the

distance to the center
of the board relative ¢
to the initial
staging area.

* Get my best men!

* Remote Detonation
* Pour It On!

=\ * Launch Missiles

To score a “Standard Wormhole Engagement”, add up the total
point value (vessel cost) of the opponent's destroyed vessels and
half the point value of the opponent's Damaged or Crippled ships
and Dispersed squadrons. Be sure to include the cost of any
Inserts in the value of the destroyed/damaged vessels.

Add +5 points to the commander that had Advantage at The commander with the highest score wins the engagement.
the end. Other scenarios have different rules for scoring.

e

“Victory? What is its measure? Rarely is a day so soundly won, so disastrously lost, that one could ever say for certain. The promising young
fighter pilot who was the only loss of his squadron could have been the one that would have struck the bridge of the control ship the following
month. The fleet that is wiped out decisively could be the martyrs who's ghosts haunt you for decades to come.”

“No, do not speak to me of victory or defeat...instead tell me what objectives have been achieved, what goals accomplished and what still
remain. All else is conceit.”

- Zae Rieuten 27th Soverign
Emperor of the Sathrican Empire.
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| RULES
B A\NDEN SHI

As mentioned before, you can choose to have your Fleet Admiral on board one of your vessels, or running the battle over communications from
a safe distance away. If your Fleet Admiral is on board one of your vessels, and you'd like to move him elsewhere, you can do so by placing the
Shuttle/Escape Pod token in the shuttle dock of the base of the vessel he is currently in.

e r
Likewise, |f you have Skilled Commander or Experienced Englneer?inserts on board a vessel, and.msh to relocate them,
moved via shuttle. A shuttle is only large enough to accommodate one type of insert (Commander

That shuttle can now receive orders as an additional vessel of
the fleet. Treat the shuttle as having a VEL of 6, INI of 4, ATK of
0 and DEF of 4+. If, as part of a move action, it comes into
stand-to-stand contact with another larger ship, you can then
place the shuttle in that vessel's shuttle dock. The shuttle does
not count against your total number of vessels for Orders Loss,
and does not have to be issued orders to get it to move...it does
so automatically. It is considered to be “squadron-sized”, and
has a full 360 degree movement arc.

n .
T
c.
_.I
| -
=
m

Any vessel that hosts the Fleet Admiral and is Destroyed leaves an Escape Pod token
behind (after the explosion counter is removed). Escape Pods are like shuttles, but )
have a VEL of 4. Only Fleet Admirals (Legendary or otherwise) automatlcally appear in
escape pods.

- Both Shuttlecraft and Escape Pods are qulte frall A sinqle mark of damaqe will destroy
one 1f it qets past its heavy armor. : .

“* Fleet Admlr-_als can not join squadrons. .
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WORNMIROIYES

A wormhole is a spacetime curvature which connects two or
more distant locations. In game terms, Wormholes are used
for both instintanious travel and as waypoints to be
assaulted or defended.

ANATOMY OF A WORMHOLE

1) Wormhole event horizon: These discs comes in multiple colors
which can be “hot-swapped” to create unique matched combinations
(Blue Wormholes only connect to other blue Wormholes. Red
connect to red...ect).

2) Symbol window: This window reveals dice symbol combinations
from the disc behind the gate. The disc can be rotated, changing
travel sequences or gate combinations.

3) Damage Status: Wormholes can be considered to be indestruc-
tible, or can be vulnerable to damage. If you wish to play with dam-
ageable wormholes, use the damage marks on the base. Consider a
Wormhole as having Medium armor (marks are saved on a 5+).

Stable: Place a die above the first status level to rep-
resent the marks the Wormhole has suffered...at

7/ | Stable, the Wormhole acts normally. When that die

- 4 reaches a six, move the die to the next-lower status
(at 1), and continue adding marks from there. Any vessel that executes a Move order to enter into a Wormhole (have its
base contact the Wormhole's base) is instantly moved to the other

Unstable: The Wormhole is now “Unstable™ and will Wormhole with matching symbols. If both ends of the Wormhole are on
only pass vessels through if they roll a 3+. Vessels the same board, the moved vessel is placed in base-to-base contact with
that don’t roll high enough remain where they are, the other Wormhole, facing away from it in any direction the vessel's con-
touching the Wormhole counter, and may try to enter troller chooses. This automatically ends the move order of the vessel
next turn. When the Wormhole's die adds up to six moving through, regardless of whether or not it has more movement left

again, move it to the next status (at 1 again). (in that particular move order).

Dangerous: The Wormhole is now Dangerous, and only
passes vessels on a 5+.

Once the die adds up to six one last time, the
Wormhole explodes, and is replaced with a large
explosion template.
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In their most basic form, Wormholes with matching numbers and colors
are interconnected.
SRR TSNS e - PR b T JT R
WORMHOLE HACKING
At the cost of a special order, any vessel within base contact of a
Wormhole may attempt to hack a wormhole combination. A 3+ roll on a
single D-6 grants the hacking vessel the opportunity to rotate the
Wormhole disc one space to the left or right. In some cases this action
creates matching gates offering multiple exit options.

HACKED GATE

In other cases this affords an aggressor the opportunity to break a
sequence, effectively closing the gate and potentially limiting movement.

HACKED GATE

www.worldworksgames.com

COMPLEX WORMHOLE LINKING

By matching color groups and a chain of numbers you can create
complex travel patterns across the board. These permit travel sequen-
cially forward and backward through the chain to different waypoints.

WORMHOLE TUNING / CAPTURE

On a special order and a successful 6+ roll of a D-6, a vessel in contact
with a Wormhole base, has the option to “tune” the Wormhole disc to
an alternate color of his/her choosing. This tuned gate then adopts the
highest number in its color groups sequence (ex: pre-existing blue
gates #1, #2 & #3 link to the new gate which then becomes #4). Or if
six gates already exist in a group the newly created gate adopts the #6
combination, allowing for multiple exit options from all #6 Wormholes.

BEFORE TUNING RETUNED GATE
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RANMING

When one of your vessels moves "into contact" with an

enemy's vessel, it's a ramming attack. Ramming attacks

work as follows:

1) You need to have enough VEL to reach the enemy
vessel. Move your vessel to within 1" of the enemy
vessel, and declare a ramming attack.

2) The enemy vessel receives a "bonus" round of
Autofire, out of normal order. If your vessel is
destroyed, stop here (placing an explosion marker as

appropriate).

3) Calculate the potential marks of damage from each
vessel, based on its size: Squadron (2 potential marks),
Ship (4 potential marks), Capital Ship (é potential
marks), Supership (8 potential marks).

SIZEe
Captial ' Convoy Carrier

POTENTIAL IMPACT DAMAGE

Ship ey Hammerhead

Battlecruiser,

=== Control Corvette

Ship

Particlebow
Frigate

p%

Skirmish Fighters m m

| PASSING THROUGH

Vessels on the same side
do not interfere with each
others' movement. You
can move “through” an
allied vessel without
risking any sort of colli-
sion, presuming that the
vessels are moving
overfunder each other.

The only stipulation is that
the bases must not overlap
by the end of the move.
Convoy Carriers, naturally,
are an exception to this
rule, as the fighter squad-
rons they service are fre-
guently docking and taking
off.

Missile Fighters

Then, for each vessel: My vessel is: 1 size larger: -1
potential mark. 2 sizes larger: -2 potential marks. 3
sizes larger: -4 potential marks.

Both vessels then roll to resist these marks (roll the
same number of dice, trying to get their DEF value or

higher).

4) If your vessel survives, place it 1" away from the
enemy vessel on the opposite side.

5) If either vessel is destroyed, replace it with an explo-

sion marker (as appropriate).
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Carrier has 6 potential
marks of impact damage
to the Particlebow

-1 mark

based on size

penalty

w w Pariclebow has

4 potential

marks
IN]:
s 8

I=$
=

Players roll
ELETLES
their own
DEF values.
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| BIGGER EXPLOSIONS

As the rules currently stand, a vessel blowing up is very likely to deal some damage to neigh-
boring ships, but is unlikely to blow anybody else up. As an optional rule, the following cir-
cumstances can make for “bigger” explosions:

* A fully charged Particlebow Frigate that blows up leaves a ship-sized template that deals 2
potential marks of explosive damage rather than 1.

* For each squadron “on deck” when a Convoy Carrier blows up, roll a die. On a 4+, place that
squadron anywhere within the explosion counter as normal. On a 1-3, remove the squadron
(destroyed) and add one more die to the damage inflicted by the Convoy Carrier’s explosion.
Do not count the destroyed squadron for marks of damage inflicted in the turn.

* A Hammerhead Cruiser that blows up deals 1 extra mark of damage for every Missile Salvo
insert still on board.

* If a squadron of fighters is reduced from full status (Operational or the one armor mark) all
the way to destroyed in a single attack phase, it explodes with a squadron-sized explosion
template.

DEBRIS FIELDS

Instead of removing Explosion Counters, flip them over. They now
represent fields of debris...leftover chunks of exploded ships, and still
pose a hazard.

Any vessel (other than squadrons) that enters a Debris Field (or
starts their movement in a Debris Field) moving at over half of their
VEL suffers a mark of damage on a 4+.

Any weapon fired through a Debris Field has a -1 to the roll to mark
targets.
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Orders get lost, garbled, or misinterpreted in the middle of

battle. To represent this, a certain quantity of “Orders ORDERS LOSS TABLE
Loss" takes place each turn. Roll according to the following Non-command vessels in play (Above Crippled)
chart:

1-3 4-6 10-12

Subtract the total number rolled on the dice from your
Command Capacity (the total number of possible orders you .

could issue in a turn). That is the maximum number of
orders you may issue.

«
&
{
/
(

Commanders or Fleet Admirals on board) are not counted m m w
into your “vessels in play” total, reducing the potential

>
(&
>3

orders loss you could suffer as a result. m m w m w m w m

Ny \/‘-., sy S o
= o= o= == =
7 § < < % A
Vessels with the “Command"” trait (Control Corvettes, == == == m
Hammerhead Cruisers, and vessels with Skilled v e Do/ e

Also note that an “Admiral’s Order” or Ace Pilot’s bonus
orders do not count into Command Capacity, and are
assigned separately.

Subtract total rolled from Command Capacity

'
8 32 40 48

Convoy Carrier

COMMAND CAPACITY CHART X4 X5 X6 X7 X8

56 &4

The Hammerhead Cruiser’s capacity is 4, the Particlebow Frigate 3, Hammerhead 16 20 24
and the Missile Fighter Squadron 4. The total CC is 4 + (3x2) + (4x4) Battlecruiser

28 32

= 26 for Sac Retis’ initial fleet. Control Corvette 16 20 24

28 32

The Convoy Carrier has a capacity of 8, the Control Corvettes 4 each, PO 12 15 18

21 24

the Particlebow Frigate 3, and all Fighter Squadrons 4. The total CC is Lligte
8 + (4x2) + 3 + (4x3) + (4x2) = 39! Skirmish Fighters 16 20 24

23 32

Missile Fighters 16 20 24

LO55 OF ORDERS

On the Loss of Orders chart, V.A. Retis has a total of 6 vessels (the Hammerhead doesn’t count due to being a Command vessel),
which means a roll of 1d6 is indicated. One die is rolled, and a 5 results. 5 is subtracted from the total Command Capacity (26)
for a final number of allowed orders of 21.

Commander Thomas, however, is looking at his fleet of 9 vessels (the Control Corvetie doesn't count), and the resulting spot on
the chart that shows 2d6. His roll is a 12 (on 2 dice). 39-12 = 27 allowed orders.
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e PLAYERS TYPE FLEET SIZE
SCENARIOS ﬂ

STANDARD ENGAGEMENT

150 /150

At various stages of this rule book we've referred to a “Standard Wormhole
Engagement”. This refers to the default gaming scenario which will provide
you with a basic starting point to build your engagement.

I-
D
p BUILDING YOUR GAME

Following this standard engagement descriptive, we will provide you
with example fleet builds to accompany various scenarios. These sce-
narios and fleet builds will guide you through the initial “hands on"
building required to amass two full fleets (fleets exceeding 200 points
each) including various game aids. The logistics of the initial game
construction might seem daunting but if you follow our examples, your
experience with Wormhole will be much more satisfying.

Engagement

SETUP

This scenario uses a standard 30" x 40" Wormhole playing area. Each
commander has a typical deployment zone (the first 8" of a short side of
the map).

Each commander puts together a 150 point force.

At the start of the game, determine advantage by giving it to the com-
mander who has a Legendary Commander, or who spent the least on their
force (if neither or both commanders have a Legendary Commander),

or by a die roll if the force sizes are equal as well. In a Royalist vs.
Separatist battle, tied die rolls go to the Royalists, otherwise reroll.

Each commander places their forces in their own deployment zone by
initiative band, with the player with Advantage going last.

The game is played for 6 turns, and then the score is calculated.

Standard rules. Receive the point value (including inserts)

of every enemy vessel that is destroyed, and half points for every enemy
vessel (including inserts) that is damaged, crippled, or dispersed. 5 extra
points are awarded for holding the Advantage at the end of the game, and 5 |
points for each half of the board that has only your own vessels in it. |

Both the initial force size and the number of turns can be
varied.
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SCENARIOS

TRAINING MISSION

GAMEPLAY

At the start of the game, place each of your vessels in base-to-base
contact with the wormhole gate. Proceed through each part of each game
turn normally, except of course that you have no opponent.

The asteroids are your targets, and are considered squadron-sized. Each
w one requires 3 marks of damage to destroy, and resist marks on a 5+ (as if

they had Medium Armor). Upon destruction, they do not explode, but they
do turn into a debris field of squadron size.

Your mission is to destroy the four target asteroids and then depart
through the wormhole. The scenario is over when your fleet has departed
the board by returning to the wormhole from which they came.

Attempt to clear the board in as few of turns as possible. Try
different fleet configurations to see which can do the job the fastest.

Instead of using asteroids, use four vessels of the opposing
faction. Aim them towards the Wormhole at the start of the turn and issue
them all their full allotment of Attack orders (only), to be taken against the
nearest target that is within its firing arc. Try to complete your mission
without losing any vessels.

TYPE

FLEET SIZe
75

PLAYERS D

Target Practice/Race

BUILDING YOUR GAME
Note sure what to build first? By following each scenario example

in sequence, we will slowly accumulate all the parts required for a
full player vs player experience.
(GREEN keylines represent newly added vessels)

| FLEET CONSTRUCTION

One Missile Fighter recieves Ace Pilot Data Insert. One Particlebow
Frigate receives a "free" Skilled Commander Data Insert.

Example Fleet:

[ GenerAL consTRUCTION |

1 Wormhole, 1 Command Tray, 2 Particlebow TOS, 2 Missile Fighters
TOS, Data Inserts: Ace Pilot and Skilled Commander, 4 statuscubes,
Statcards, 1 of ruler, 1 booms, 1 vesselnumbers.

[ sTAGING / SETUP |

This scenario uses a standard 30" x 40" Wormhole playing area.
Place a Wormhole gate in the exact center, and a floating asteroid (a

die or a single rock from Uncharted Space) 3" in from each corner.

V=i —
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SCENARIOS

SUPPLY RUN

F The Attacker and Defender for this scenario each receive equal points, but
1 the Defender also receives a special Convoy Carrier. This Carrier repre-
! sents the supply ship. Squadrons cannot dock with it, and it has no control
switches for Special Orders, nor Attack orders...it can only Move and Repair
(itself), and fight back with its Autofire weaponry. The supply ship will not
I make ramming attacks.

The Attacker can set up anywhere on the gameboard, and begins the game
with Advantage. The Defender chooses which Wormhole to appear through
to start the game, and brings his forces in through that Wormhole. His
forces may be divided up any way desired, and may be deployed at the
start of turns 1, 2, or 3 (or in any combination thereof), appearing through
the Wormhole at the beginning of the turn.

Defender automatically wins the scenario if the Supply Ship
enters the opposite Wormhole. Attacker wins if he can eliminate all of
Player B's combat forces and reduce the Supply Ship to Damaged or
Crippled status. If the Supply Ship is destroyed, the scenario is a draw.

Keep the force sizes low (80 points or less) and disallow
capital ships on either side (with the exception of the Supply Ship).

A full convoy of Supply Ships can be used instead of one, with
each new supply ship emerging from the starting wormhole at the start of
each new turn. Victory can then be based on the number of ships that
escape through the other wormhole and/or are disabled and presumed
captured. The distance between wormholes can likewise be varied.

PLAYERS J TYPE FLEET SIZ€E
caunTLet /race || 80 7 80+

BUILDING YOUR GAME
The second player needs his own command tray now, and supply
of statcards, along with orange status cubes and his own ruler. We
need the bigger booms now as well. We've reused everything
already built for the blue force. We haven't added “Fighter Trays"
into the mix yet as the Command Tray will comfortably house
fighter TOS for the time being.

(GREEN keylines represent newly added vessels)

[ GENERAL consSTRUCTION |

Blue Fleet: 1 Missile Fighters TOS, 1 Data Insert: Skilled Commander
for Particlebow Frigate. Additional Wormhole.

Orange Fleet: 1 Command Tray, 1 Ruler, 1 Carrier TOS, 3 Missile
Fighters TOS, 2 Skirmish Fighters TOS, 1 Control Corvette TOS, 1
Data Insert: Ace Pilot for Skirmish Fighter.

[ setup |

Use a standard gameboard, with two Wormhole gates placed 40"
apart.

ATTACKER STAGWG 5 R 'f/;., 5

ATTACKER STAGING




S"c-ewNAW;'IOUS"h PLAYERS J TYPE FLEET size
Engagement | [ 100 +50 / 120
REINFORCEMENTS
BUILDING YOUR GAME

One commander is chosen to be the Attacker, the other the Defender. The A fighter specific Command Tray is still generally unescessary at
Attacker begins the game with Advantage and has 20% more points to this point. Each player has their basic supplies, so we'll be adding
build his force with. The Defender also constructs a Reinforcement force a couple vessels here and there to fill out the fleets.

equal to 50% of his total points. This scenario, by default, uses the (GREEN keylines represent newly added vessels)

Advanced Rule of “Wormholes Can Be Damaged.” Place a Wormhole in the
h' Defender's staging area.

[ FLeET consTRUCTION
Initially, as a Standard Wormhole Engagement. At the start of turn 4, the
Rein

Defender places his reinforcement force on the board, in base contact with ... inforcements
the Wormhole token.

.m
As a Standard Wormhole Engagement. ‘ @@@-

[ GeneRAL consTRUCTION |

The Defender doesn’t need to decide what his Reinforcement
force will be until after the game starts (calls for specific reinforcements). Blue Fleet: 1 Convoy Carrier TOS, 2 Particlebow Frigate TOS, 1 Data
If he chooses this option, the Reinforcements are only 40% of his initial Insert “Skilled Commander” for Convoy Carrier.

point allotment.

Orange Fleet: 1 Skirmish Fighter TOS, 1 Data insert “Ace Pilot" for
‘ Dual Reinforcements. Both initial forces are equal, there is no Skirmish Fighter.

‘ | “Attacker” or “Defender"” as with a Standard Wormhole Engagement, both ‘
sides have Wormholes in their deployment zone, and design Reinforcement Data Inserts (Orders, at least 8)
forces at 50% (or 40%, for specific reinforcements) of their initial point |

[setup |

This scenario uses a standard 30" x 40" Wormhole playing area.

-

e e
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SCENARIOS
GAUNTLET Part I: The Assault Begins

GAMEPLAY / STAGING

Gauntlet is a multi-battle/multi-board campaign. This scenario is designed
to test both players in managing the complexities and abilities of their
respective fleets. As each battle progressses new regions of space and new
challenges are revealed.

‘: The Defender starts this scenario with a force 25% of the size of the
/ Attacker (shown as 40 points in the example to the right).

The Defender may not issue orders during the first turn, as his forces
scramble to get to stations and defend against the incoming assault. The
Attacker has Advantage for the entire battle.

Scenario 1 ends when the Defender’s forces are eliminated, at which point
the Attacker’s forces are presumed to enter the wormhole heading for the
next region of space (our second scenario).

SETUP

Uses three standard gameboards, though only one at a time. Also uses
two Wormhole tokens. You will need to decide on a force size for the
Attacker, and the Attacker uses the same force (or what's left of it)
throughout the three-game scenario.

The first board is set up as normal for a Standard Wormhole Engagement,
including a wormhole in the Defender's deployment zone.

PLAYERS TYPE FLEET SIZE
ﬂ Engagement
Endurance | | 40, 80,120 /160

BUILDING YOUR GAME

At this point you might want to consider constructing a Fighter

Command Tray for each player. More booms might also come in
handy.
(GREEN keylines represent newly added vessels)

[ FLeeT consTRUCTION |

&%

—40ts—

ad =]

[ GeneRAL consTRUCTION |
Blue Fleet: 4 Skirmish Fighter TOS, 2 Control Corvette TOS.

120¢

Orange Fleet: 1 Hammerhead TOS, 2 missile salvos Data Inserts, 2
orange missile tokens.

General: Data Inserts: "Mission Briefing”, at least 8.
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GAUNTLET Part 2: Stronger Resistance

The Attacker starts with Advantage in this battle, but does not keep it automatically.

have entered the Wormhole. IF the battle ends with surviving vessels on the board for the Defender, take note of them. The Defender starts this

‘“ This scenario ends either when the Defender’s forces are completely eliminated or else all of the Attacker’s forces have been either destroyed, or
battle with a force 50% of the size of the Attacker.

Note that the Attacker still has all damage, inserts used up, and other resources expended from the end of the last scenario. The Attacker is allowed
one extra “repair” phase for each of his vessels (and squadrons, if they're in a Convoy Carrier) that is assumed to take place during Wormhole transit.

SETUP

Set up the board as before, only with a wormhole in
each deployment zone. The Attacker sets up his
forces within 6" of the wormhole in his deployment
zone.

GAUNTLET Part 3: The Final Assault. b

The Defender starts with Advantage in this scenario, having had time to prepare for the coming assault. After the first turn, determine Advantage
normally.

The Defender starts this battle with a force 75% of the size of the Attacker. The Attacker sets up his forces within 6" of the wormhole in his deploy-
ment zone, while the Defender can set up his forces anywhere on his half of the board.

Note that the Attacker still has all damage, inserts used up, and other resources expended from the end of the last scenario. The Attacker is allowed
one extra “repair” phase for each of his ships (and squadrons, if they're in an escort carrier). The same applies to the Defender. |

The final battle ends after 8 turns.

Score all three scenarios together, but
award points for damaged/crippled/dispersed ships
only for the end of the third scenario. The Defender
scores triple points for Attacker vessels destroyed
in part 1, and double points for Attacker vessels
destroyed in part 2.

Set up the board as before, only with a
wormhole in the Attacker's deployment zone. If the
Defender has forces left over from Scenario 2, place
them within 6" of the Attacker's wormhole at the
start of turn 4 as they follow the Attacker's vessels
into the last battle.
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SCENARIOS
SECTOR COMMAND

GAMEPLAY / STAGING

For this scenario, a minimum of four Space Mats are needed. If resources
are limited, these can be black bedsheets or the living room rug (and
masking tape borders). 40" X 60" sectors are ideal but 40" X 30" will
suffice.

Each “home"” Space Mat starts out with a non-blue wormhole in one deploy-
ment zone. Blue wormholes are placed throughout, with the numbers
determining which wormholes match up with which on the other boards
(sectors). It is recommended that you do not use the "Wormholes can be
damaged” rule for this variant, or restrict it to just the opposing fleet's
designated wormhole as a game objective. Likewise, the use of Wormhole
hacking and capture is discouraged (except for advanced players).

Each commander may set up their forces anywhere on their home Space
Mat initially.

A standard Sector Command scenario is much longer than typical, requiring
at least 10 turns.

SCORING

As a Standard Wormhole
Engagement.

VARIANT

This scenario combines

well with the Reinforcements
scenario, particularly the dual
reinforcements variant.

For particularly massive games, you
can even schedule multiple
reinforcement force arrivals at
multiple points during the

game (turn 4, turn 7, etc.).

TYPE

FLEET SIZe
200 /200

Engagement

| FLEET CONSTRUCTION

A @o8880]
5 s 200N

[ GeneRAL consTRUCTION |

Blue Fleet: 1 Hammerhead Cruiser TOS, Hammerhead Cruiser
Railgun, 2 missile salvos Data Inserts, 2 blue missile tokens.

Orange Fleet: 1 Control Corvette TOS, 2 missile salvos Data Inserts,
2 orange missile tokens.

General: 10 more wormholes




SCENARIOS
ENDURANCE TRIAL

GAMEPLAY / STAGING

The Attacker starts off with a 100 point force, placed in the deployment
zone with the Wormhole.

The Defender starts off with a 200 point force, placed anywhere in the
other half of the gameboard, and begins the game with Advantage.

The Attacker receives an additional 100 point force, arriving through the
Wormhole, at the start of each turn after the first.

Play continues until the Defender’s entire force is annihilated.

“Victory” is based on how many turns the Defender can remain alive:

3 - Weak performance. Your planet is slaughtered mercilessly.

4-5 Adequate performance. Most of the evacuees get out before the
invaders arrive.

6-7 Solid performance. Evacuees manage to escape, valuable goods taken
or destroyed.

8+ Legendary performance. This will be considered one of the turning
points of the war. Parents will name their children after you.

L
ﬁ BUILDING YOUR GAME

We've ommited a recommended fleet build for this scenario,
since it's open-ended on the part of one of the two forces. At this
point, both sides have built nearly every vessel, and can field
sizeable (200+) forces. Design your own fleet, experiment and
have fun!

1 VEWNO0) Nado

www.worldworksgames..

100,100 / 200

Engagement
Endurance

VARIANT

This scenario can be played as a solo game for the Defender,
using the following assumptions:

1) The "autopilot” Attacker doesn't suffer Orders Loss, but also
doesn't issue Special Orders. All vessels in the Attacker's fleet
have their full compliment of Move and Attack orders, or Repair
orders if crippled.

2)Attacker's vessels always move towards, and target, the
nearest vessels available. They always get as close as their move
will allow, and use every weapon available to them (including
Autofire).

3)Attacker’s forces follow this rotation:

Turn 1: 10 Missile Fighter Squadrons

Turn 2: Four Particlebow Frigates

Turn 3: A Hammerhead Cruiser and four Skirmish Fighter
Squadrons

Turn 4: Repeat from Turn 1.

4) Add +2 turns to the “victory" chart to represent an opponent
sorely lacking in cunning or tactics.




ADVANTAGE
A combination of the skill of one's Fleet Admiral and the ever-changing tides of battle, Advantage represents which Fleet Admiral has the
upper hand. The player with Advantage has several benefits...deploying and moving vessels last, while executing special orders first.

At the end of each game turn, total up the number of damage Marks inflicted by each side. The player who dealt the most Marks gains the
Advantage. In the case of ties, Advantage does not change.

ATTACK PHASE

The fourth phase of the game turn, when both Fleet Admirals execute any attack orders their vessels have issued to them.

CAPITAL SHIP
One type of vessel, a capital ship is a massive unit in the game, taking up a lot of space (and usually costing a lot of points).

CLASSES

Vessels come in three classes... Squadrons (e.g. Missile Fighters and Skirmish Fighters), Ships (e.g. Command Corvettes and Particlebow
Frigates) and Capital Ships (e.g. Convoy Carriers and Hammerhead Cruisers). A fourth class, the Supership, is not represented amongst the
current Sathrican fleets, although if you have the Uncharted Space: The Sathrican Homeworld supplement, Asteroid Clusters are treated as
Supership-sized objects.

CLEANUP PHASE

The fifth and final phase of the game turn, when repairs are rolled for vessels with repair orders, explosion markers are cleared from the board,
Advantage determined for the next turn, and TOS/Damage Tracker displays are reset.

COMMAND TRAY
A 3D model designed to hold multiple TOS (see below) in an organized fashon, includes various helpful hints and reminders.

DAMAGE TRACKER / WEDGE

A 3D display attached to the back of a Command Tray, used to keep track of the amount of damage you've inflicted on your opponet so far this
turn.

Harm dealt to a vessel. It is represented in Marks (see below).

DICE

Six-sided dice, common to many different games and the type of dice you're most likely to have a few laying around the house (or access to a
host of them if desired). Also singular “die".

EXPLOSIVE DAMAGE
Exploding ships and the Hammerhead Cruiser's missiles inflict a different type of damage called Explosive Damage. Explosive Damage deals a
Mark on a 2+, rather than the typical 4+, and this 2+ value does not change. Some vessels have bonuses to deal marks of damage, or impose

penalties to regular rolls to cause marks...explosive damage always marks on a 2+.
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Marked as “INI" on the ship cards, Initiative is the speed and reaction time of a given ship or squadron.

INITIATIVE BANDS

Most phases of the game proceed through the various vessel’s initiatives in order from highest to lowest. All of the vessels, on both sides, that
share the same INI value belong in the same “Initiative Band", so when a phase refers to “Initiative Band 3", it is talking about every vessel
with INI 3 in both Fleet Admiral's fleets.

INSERT (Data Insert)

An optional purchase that improves the capabilities of a vessel, or of the fleet as a whole. So-called because they are “inserted” into the side
of the TOS via the Modchip Interface. Also used in some special cases (such as the Mission Briefing inserts from the Convoy Carrier).

MARK (of damage)

A way of measuring damage suffered by vessels in the game. Each mark of damage moves the damage track on the TOS to the right one spot,
eventually causing loss of functionality and even destruction. Marks of damage result when a vessels armor fails to protect it from Potential

Marks of damage (see below). A vessel rolls a number of dice equal to the potential marks, trying to get a number based on its armor value (4+
for Heavy, 5+ for Medium, or 6+ for Light), and only those dice that fail this roll turn into actual Marks of damage.

The third phase of the game turn, when both Fleet Admirals execute any movement orders their vessels have issued to them.

ORDER PHASE

The first phase of the game turn, when both Fleet Admirals issue their orders to their fleets.

This represents possible damage that may have been inflicted on a vessel. Normally, when one vessel tries to damage another one, a potential
mark is inflicted by rolling a 4 or higher (4+) on a die, however some vessels have bonuses against a certain type of vessel, or can impose
bonuses or penalties on other vessels, that will modify this roll. Potential Marks are then rolled against the target's armor value (see Marks,
above).

One type of vessel, a ship is a medium-sized unit in the game.

SPECIAL ORDER PHASE

The second phase of the game turn, when both Fleet Admirals execute any special orders their vessels have issued to them.
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SQUADRON

One type of vessel, a squadron represents a group of several small fighter craft, and has some special rules. Squadrons aren't damaged like
other vessels...their status levels represent the loss of some of the fighters in the squadron.

STATUS LEVELS

If a vessel is damaged, it becomes less effective in combat. This is reflected by the status levels. Normally, a ship or capital ship starts out at
operational status (with the Damage Marker at the leftmost box), while a squadron starts out at AOK status.

When a vessel takes damage, the Damage Marker is shifted spaces to the right. Each space to the right represents a mark of damage

When the status track is lowered to a different Status, the vessel's “Data Cube" on its base is rotated to reflect the new status of the vessel,
and the vessel suffers the effects listed below.

SUPERSHIP

One type of vessel, a supership represents incredibly massive vessels and other large objects (such as the Asteroid Cluster from Uncharted
Space). There are no supership-class vessels included in this set (but they are planned for future expansions).

TOS

Tactical Orders and Status System. A 3D model that can be built to track the damage, status levels and orders of a vessel.

VESSEL

Any type of unit in Wormhole. The four classes of vessels in order of size from smallest to largest are Squadrons, Ships, Capital Ships and
Superships. The term vessel refers to any of these types of in-game unit.
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Check out the prerelease version of “Uncharted Space: The
Sathrican Homeworld"” exclusively at
www.worldworksgames.com. Following our digital distribu-

tion roots, this gaming mat is “download, print & play”
friendly and offers players on a budget the opportunity to
print and build as time and money allow. This exciting
expansion product to Wormhole also comes complete with
3-D asteroid clusters!

Oh and don't forget to download our FREE
Wormhole supplement:

* 2 full play scenarios
+ Automated Defense Platform Characteristics
* Asteroid Cluster Dynamics

Game Models and Play Materials : Automated Defense
Platform model, base, data cube, TOS and quick reference
card. Meteor Cluster damage and movement base, debris
fields and quick reference card.

Available at the official Wormhole homepage:
www.worldworksgames.com/wormhole.html

é0-inches

weww.worldworksgames.com ATERIALS COPYRIGHT 2007 WORLDWO!

And stick with us throughout 2008 as we launch our very
own line of premium format, tangible gaming mats. We'll be
hitting multiple genres such as; space, sea, air, urban
warfare, medieval battles and many more! These “Master
Series" gaming mats come in a variety of sizes and grid
formats for all of your wargaming needs. Spillproof, tear-
proof, fade resistant inks, high resolution prints, dry eraser
friendly, double laminated tough and just plain beautiful to
look at! Throw them on your game table, on the floor or
plant them on your wall. This is high end gaming gear that
is sure to draw envious stares at that next convention or
meet ;)

Stay tuned!
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WORIDWORKSGANITES

PROFESSIONAL WORLD BUILDERS & DREAMERS

Create your worlds your way
with printable modular 3-D gaming
terrain. Available now in PDF
format direct to your computerl,
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COMING SOON
TO CDROM!
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OUR PLEA TO FILE SHARERS

WorldWorks has had a long and hard battle with file-sharing and
piracy. We've come to accept that this is just an ugly reality of the
PDF publishing industry. Instead of lecturing about the “evils of
piracy and sharing” to us it makes more sense to let you know who
we are and why we need your support. Although our production quali-
ties might give you the impression we are bigger than we are it is
important that you know just how small this business is (and why
piracy hurts us so badly). WorldWorks is comprised of a very small
group of part-time collaborators from different parts of the world.
Each and every one of us uses the income we receive from
WorldWorks to directly support our families. Unlike larger businesses
we do not have “Piracy in the budget”, so each time a product is
“shared" it has a direct consequence to someone's family and their
general stability.

The bottom line is that without your direct support we cannot
continue to do what we do here. So, while we know we can't stop the
problem we would only ask that you realize the difference between a
corporation (that can offset damages caused by piracy with a giant
budget) and a small business like WorldWorks Games (with no
budget).

Thanks for listening and thank you for your support.

® PERSONAL DUPLICATION RIGHTS

Because you voted to support WorldWorksGames with your hard earned dollars that
affords you certain rights and privileges. The main privilege in this case being the right
to reproduce this document for personal, non-profit use only. You can duplicate these
pages as many times as you want so long as everything you do with these copies is
strictly limited to personal, non-shared usage. We do not permit resale of your copies to
any marketplace or third party, nor do we permit “gifting"” your copies to other parties.
These are strictly your files and because of the unique “copyable/sharable” nature of
PDF products we do not permit resale of any kind. This includes all tangible and digital
marketplaces.

Limited Additional Printing Rights:

If you intend to have these documents duplicated for you at a print shop rather than
your home printer, you may provide them with this page to let them know we allow such
personal non-profit duplication. You may have these pages printed on any medium you
desire so long as they are not altered in any way which masks or hides the graphics or
trademarks shown.

All materials contained within this document are the intellectual property of
WorldWorksGames. All materials are copyright 2007 WorldWorksGames, All Rights
Reserved. You are authorized to view, print, duplicate and build these materials for

PERSONAL, and NONCOMMERCIAL purposes only. You may not modify any of the mate-
rials and you may not distribute, transmit, repurpose, publish, license, create derivative
software or transfer or sell any information or work contained in this product. You are
not authorized to "re-sell" your purchase via other markets. You are not permitted to
sell models which you have constructed using WorldWorks copyrighted materials. You
may not remove any copyright, trademark or other proprietary notices from material
found in this document. Violation of any of the above terms will constitute a breach of
this agreement and result in litigation to the maximum fine within your legal jurisdic-
tion.
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