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The game: The game is
divided in successive turns.
Each turn  follows the

sequence in order :

1. Initiative : Each player rolls
a dice, and the highest result
gets the initiative.

2. Actions : The player with
the initiative starts; he
chooses one of his bots, and
makes an action with it (see
below). Then the other player

B score of each bot ; if there
are more token, the bot is out
of play. If not, discard the
tokens.

Once all three phases are done,
if both player still have robots
on the board, play another
turn.

Actions : There are three:
move (the bot moves in an
adjacent space), attack (the bot
attacks an adversary bot), and

again, etc. until each bot on
the board did one action.

3. Clean up: compare the
number of wounds to the

repair (the bot discards one
wound).

Attack : the target must be in
range, which means it must be
less spaces away than the <
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score of the attacking bot ( a
bot with ¢ 1 can only attack
in adjacent spaces).

Then each player rolls as many
dice as the attacker’s % score.

Each player sort his dice from
the smaller to the bigger result,
and dice are opposed one on
one (attacker’s highest against
defender’s highest etc.); for
each pair where the attacker
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Crates : Crates token have
their own set of rules.

A robot which moves on top
of a crate (moves into the
space where the crate is) has
+1 % as long as it is on the
crate.

You cannot shoot through a
«two crates » token, nor can

you get on top of it from the
ground. You can, however get

has the highest result, the
defender takes a wound token

on top of it from a «one
crate » token. A robot on a

NOTE : a natural 6 gives 2
wound tokens if not defended

against.

« two crates » token has +1 to
its % score as long as it is on
top of the crates ; also, robots
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