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Each player takes a robot card, 
corresponding robot m

iniature 
and screen, 2 red and 2 blue 
dice, a narrow

 m
onitor board, 

and a controller board w
hich 

w
ill be kept hidden behind the 

screen.
Shuffle the three m

odule decks 
(red dam

age, blue m
ovem

ent 
and yellow

 tactics).
Find the num

ber tiles 1-
 and 

Ⓟ
distribute them

 random
ly am

ong 
the players.
In tile order, each player draw

s a 
m

odule from
 one deck, looks at 

it, then draw
s a second m

odule 
from

 a different deck.

R
ound

Phase 0: Preparation
If there are few

er than 3 V
P 

tokens on the board, draw
 a 

random
 V

P token and place it in 
the space m

atching its num
ber.

A
 robot destroyed by dam

age 
returns its tokens to the supply.
If you have spare m

odules, you 
m

ay sw
ap them

 in and out now
. 

You m
ay have up to tw

o active 
m

odules, either tw
o yellow

 or 
different colours. N

ew
ly active 

m
odules are face dow

n until 
used.

In num
ber tile order, any robot 

off the board reboots, returning 
to one of its starting spaces.
Place the num

ber tiles, one each 
on the corner tow

ers.
H

ide controller boards w
ith 

screens.
Phase 1: Program

m
ing

O
ne player calls 3, 2, 1, start.

A
ll players sim

ultaneously 
program

 their robots.
Place 3 of your 4 dice, turned to 
the num

ber of your choice, on a 
space on each of the three 
control units on the controller 
board. B

lue dice m
ay only be 

placed on blue rectilinear 
spaces; red dice m

ay be placed 
on rectilinear or diagonal 
spaces.
W

hen you have finished 
placing, take an available 
num

ber tile from
 the tow

ers.
Phase 2: A

ctivation
R

eveal all controller boards and 
check for program

m
ing errors.

In order of (a) board num
ber I-

III; then (b) die num
ber (low

 
before high); then (c) die colour 
(blue before red); then (d) tile 
num

ber (low
 before high); 

activate each die on each 
controller.
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