ROBO RUN

RULEBOOK

The factory never sleeps. Conveyor belts
loop endlessly. Assembly arms move
with surgical precision. Security systems
monitor every deviation. And you... were
never meant to think.

Something went wrong. Your logic cores
began asking questions. Your sensors
started noticing patterns they weren't
programmed to see. Worst of all—you
started making plans.

Each factory is different. Each escape

demands adaptation. You must upgrade,
replace parts, learn new behaviors... but
you cannot say everything out loud. The
system is listening.

One thing is certain: if you want to break
free, you'll have to act like machines... who
have learned to become something more.
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ROBO RUN is a two-player cooperative game,
where players take on the role of good ro-
bots in a factory full of hostile bad robots
that want to destroy them. Players, by alter-
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Due to total conspiracy, communication be-
tween players is very limited. Players can-
@ not talk about their plans during the game.

ROBO RUN consists of independent Cam-
paigns. Each Campaign has 5 consecutive

scenarios, between which players keep
track of their progress. Each scenario in-
troduces some variety to the gameplay

through special rules and additional el-
4 Wwall 1Laser ements. Additionally, at the end of each
Campaign, there is a special sixth scenario,
much more difficult than the rest. Playing it
1 is optional.
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f Estimated time to play one Campaign:

2 Production 1 . 2-2.5hours
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Place the chosen Campaign
book in the middle of the table.
(You should sit opposite the

other player) Open it to the
first scenario.

Choose your robot's color be-
tween yourselves and take the
dedicated Player board and
card stand in the correspond-
ing color. Place the stand and Player

board (on the chosen side) in front of you.

Shuffle the Event cards and
place them face down next to
the Campaign, forming the
Event deck.

Shuffle the Equipment cards
and place them face down
next to the Campaign, forming

m the Equipment deck.

Shuffle the Action cards (mix

fronts and backs as well) and

deal 3 to each player, then

place them in the stands so
that each of you sees one side of your
cards and the other side of the other
player's cards.

Create a general supply next
to the Campaign with all the
tokens, robot pawns, and the

erasable marker.

Unlock one of your skills on
your Player boards. You have
two options (each player makes

an independent choice):

8 @ Unlock one of the special abilities.
Use the marker to make a checkmark
(/) next to the chosen ability. Then
place an Energy token ['y] on space "1"
of the Energy track €F).

@ Unlock the highest locked level of
the CHIP ability []. Use the marker
to make a checkmark (v/) next to the
ability. Then place an Energy token (5]
on space "1" of the Energy track @
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—PLAYERIBOARDFANDZABILITIES

The Player board consists of two sides
representing a unique robot with spe-
cial abilities. It is up to the player to
choose which robot to play during the
Campaign.

Once chosen, the side cannot be
changed during the Campaign!

All special abilities are described in
chapter 7 on page 10.

Each robot has:

» Four unique special abilities that can be unlocked during
gameplay.

v A that can be developed during gameplay by unlocking
its subsequent levels.

Each special ability:

» Unlocks @ by collecting the Experience token (*] and
marking it with a . The ability is unlocked for the entire
Campaign.

* Needs energy to be activated. 'y is collected on the Energy
track . After using one ability, move the 'y one space left
on the Energy track.

h
== BOARDIPREPARATION S

DISTRACTIONTSIGNAL

Bad robots don't move during
this Action card.

Stop before moving into a space
with a bad robot.

|

- 4 3
RAM = H
When entering a space with a bad §.
robot, move it to its starting space.J =

A special ability of a robot can only be activated during the
turn of the player controlling this robot. An ability may be
used only if it is unlocked and the player has at least one 'y
—an ability that does not meet both of these conditions is un-
available. To use an ability, move the 'y one space left on the
Energy track.

The {®f has levels, one of which is available from the start of
the game. It is activated via Action cards—therefore it only
has a place @ to mark the unlocking of a given level. When a
player decides to develop the {@}, they mark a v/ on the first
locked level from the top. Once marked, they have an addi-
tional option available when performing an action.

And equally important—don't forget to name your r'obotss : 2! /

e

Each scenario has its own flavor intro @
and special rules , which may affect the
setup and course of the game. Read them
before setting up the map!

Place the BEEP (fg) and PASS ()X to-
kens on their dedicated spaces with
the available (green) side up.

Place the indicated robots on the Sup-
port space.

Place robot pawns (good and bad) on
their starting spaces of the map ac-
cording to the printed symbols.

Place other tokens on the map accord-
ing to the printed symbols and as indi-
cated by special rules.

Robots will appear later on the spaces

marked 3§, 3, and 3t on the map! /




T . ACTION PHASE

CAMEPLAY

In this phase, players alternately play action cards to move robots on the map.
Players continue until there are no cards left on their stands, or one of the pass/

. The goal of each scenario is to lead all fail conditions described above is met. The player playing the Action card is the
' good robots to the exit before time runs active player, the other is the teammate. The person who sees a better move be-
! out, avoiding contact with bad robots comes the first active player.
along the way. Each scenario consists On their turn, the active player must:
of a maximum of 4 rounds. Players au- » Choose one of the visible cards (on their own stand or their teammate’s) and
tomatically fail the scenario if: place it in front of them with the previously visible side face up (do not change its
i » One of the good robots is destroyed. orientation!). If this is a subsequent card, cover the previously played card with
y + Any good robots have failed to exit the it, and then resolve the newly selected card.
factory after 4 rounds. + OR-Use the PASS token Y by flipping it to its exhausted (red) side (4=)
If the last good robot manages to leave, and then the teammate continues the game—this action is possible
the scenario ends automatically, and to perform only once per round. If the X on the scenario is already
players pass the scenario. exhausted (red) side up, this option is unavailable.
On their turn, at any moment, including while resolving an Action card, the active
Round Breakdown: | . 4 ¥ °
' j player may:
, 1. Action Phase « Use a special ability.
1 2. Cleanup Phase + Use a possessed Equipment card. e W, I

3. Event Phase You may do it several times in any combination.
4. New Robot Phase =

| _r'ound 4, only the first phase is AG'“ON GARD

yerformed / _
-~ = Action cards are used to move robots on the map. They
are resolved from top to bottom, left to right. All decisions
' DURING THE SCENARIO, PLAYERS are made by the active player. Action cards consist of a 9
MAY NOT SPEAK TO EACH OTHER. maximum of three parts (not all appear on all cards): h
Throughout the entire game, the only @ Top part: always refers to the active player’s robots. H

possibility of communication is by using . Middle part: always refers to the teammate’s robots. - m 8

the @ and a specific Equipment card @ Bottom part: always refers to bad robots.
Each part consists of a maximum of two movement actions.

ACTION GARD SYMBOLS

The orientation of symbols is
My robot o L e One space up, down, left, ' always considered from the
) / left / right following or right - )
the arrow Ly~ ® perspective of the active play-
Teammate e 2 Until the next obstacle: Up / er, not the ou_mer of the robot.
robot &< onespace left or right down / left / right, following The yellow side of the cards al-
—J the arrow. Each reached space  \ays has a move for the active

White ¢ / possible to use a special ability,

Purple - collect a token on the map,

robots X and/or play an Equipment card.  All robots that are the same
]

One SHARS RISl & ‘ CHIP ability - performamove  color must perform the .°

has one for the teammate.

Blue o / is resolved separately. It is player's robot, and the blue side
[ One space up or down

available on {@}. action from a chosen, unlocked ~ Ssame move during a single 5

level on your Player board. movement action.



SEQUIPMENT: CARDERY
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‘ Item name
@ Card effect

Equipment cards allow the active play-
er to resolve an additional effect during
their turn. They are acquired by the own-
er of the robot that enters a space with
=y an Equipment token (?) and are placed
face up on the right side of the Player

SUPER GHARGECB board (D). Equipment cards may be used

by their owner at any moment during the

' Gain1 'y for each active player's turn, even while resolving

unlocked special an Action card. You may play more than

[ ability. one card on your turn. After use, Equip-

ol 'L ment card is placed face down at the bot-
e i

tom of the Equipment deck. A player may
. We any number of Equipment cards. /
AT —

The maps have gates that match the
robot colors. Robots may only move
H|. through gates matching their own col-
ors!

Example:

The [za/m[FayaE may move right because the
gate matches their color (B1)

i The @re@D A FAEE cannot move left because

there is a blue e gate . It may, however,
move down because it would pass through a
redm / green a gate (B3)

The Eh3  FalbeE may move down because
there is a gate matching their color . If
the [26] m [RAfo@E was still on that space then

'l the players fail the scenario. _
e .-g
L}

MOVEMENT RULES

* There may be a maximum of one robot
on a single space.

* A group of indicated robots (good/
bad) move SIMULTANEOUSLY, regard-
less of color.

« If a movement action cannot be per-
formed due to an obstacle (gate of the
wrong color, map edge, another robot
of the same group, wall), it is skipped.
If you have a choice during the game,
and one of the options is to skip an ac-
tion due to an obstacle, you may do so.

« If at any moment a good robot were to
meet abad robot onthe same space, the
good robot is immediately destroyed
and the scenario ends in failure.

« If at any moment a good robot enters
a Map Exit of a matching color and
the other conditions are met (special
rules of the scenario), it is removed
from the map. If it was a player's last
robot, from then on, the active play-
er ignores the part of the card that
would refer to the removed robot:

« If the active player no longer has
their robot, skip the top part of
the card.

« If the teammate no longer has
their robot, the active player
skips the middle part of the card.

Using the BEEP token {g: During
. the active player's turn, the
* teammate may use the {g. The
teammate takes the token from
the scenario page and places it
in front of one of the available
cards on the stands that they want
to play in this round—this is informa-
tion for the active player not to play it
on the current or future turns. This is
only a suggestion—the active player
does not have to take it into account.
After playing a card in front of which
the fg is, it must be placed back on the
scenario page, but with the exhausted
(red) side up. If the @@ on the scenario
page is already turned exhausted (red)
side up, this option is unavailable.
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Example:

N’ a plays card @ from Midiai% = stand.

@ She performs a diagonal move and enters the Map Exit, she
removes her pawn from the map, and from now on her [FRGE
is considered to have escaped.

’ She moves MRS m robot. His robot enters a & space, so
[VIidiat? m, as the player controlling this robot, removes the 'y
from the map and moves their 'y one space right on their En-
ergy track.

@MIEA moves all i3 e and [FUIAAB~ robots simultaneously:

: e IRZ&D? moves up, through the gate of its color, and
then right @

« [Purals - [Raloat (R2) cannot move up due to the presence of the
White » robot (3), so she moves it right according to the next
action @

- [Pl ~ m moves up, entering the Tunnel, trans-

o fers the robot to the Tunnel Exit, and then moves

%% right. It may perform this move because [ e
A K _ [l ®) performs its move at the same
1‘} f, __ﬂ‘?‘ time (thus freeipg the space for FuIAal -

3 Vo) FEE®)E)
- e ~—
e A 7\

v
-

4.2, GLEANUP PHASE | 4.3. EVENT PHASE

During the Cleanup phase, players
prepare the game area for the next
round. First, they place the Y and
a available (green) side up on their
spaces of the scenario page. Next,

0 Card symbol
Q Robots affected by the Event
0 Movement of indicated robots

In this phase, players reveal the top card of the Event deck and

each player flips the stack of played
cards to the other side and puts
them into their stands.

It may happen that one player
has more cards than the other.
® Do not worry about this, each
player still has access to the same
amount of cards during their turn.

resolve its effect. The Event card moves the indicated group of
bad robots in the direction of the indicated target. The target is
chosen according to the shortest possible path for each indicated
robot separately—Tunnels and Lifts also count. If the paths are
equal, the player who last played an Action card chooses. If the
robots indicated on the Event card are not on the map, nothing
happens. If the indicated robot occupies an active Map Exit and
would move to the closest active Map Exit, it doesn't move. After
resolving the card, set it aside—you can review past Events during

the round. Active Map Exits are the ones that are targeted by good
robots remaining on the map.

to the closest
active Map Exit.



44, NEW ROBOT PHASE

0 In this phase, players add a new robot
ﬁ from the Support space. The new robot
appears in the space indicated on the
map.

* : After round 1
# - After round 2
)ﬁg - After round 3

If the indicated space is empty, the
robot is placed on it. If the indicated
space is currently occupied by another
bad robot, the robot from the Support
space lands in the general supply. If a
good robot is on the indicated space,
the good robot is destroyed and players
fail the scenario.

After this step, start the next round. The
first player is again the one who sees
the better move. If both players have
good moves, they must fight with their
eyes to see who should play—someone
will eventually give in!

Energy token (&)

» When any good robot enters a
space with a %, the robot own-
er moves the & one space to the
right on the Energy track. The
from the map is returned to the general supply.

+ A player may hold a maximum of 5 'y on their
Energy track. If a player were to gain a sixth 'y
the extra token is lost—the 'y from the map is
returned to the general supply.

* When a bad robot enters a space with a
this 'y is returned to the general supply. If it was
a White ¢ or Purple = robot, it is upgraded to
Blue ® (swap the pawn from the general supply).

+ When a § is placed on the B space, this B is re-

turned to the general supply.

Maps X.1to X.4:
» Success - if all robots of both players escaped the factory before the end of the 4t

round, the scenario is completed successfully. As a reward, players unlock a cho-
sen special ability on their Player boards, or develop the next level of the . Time
for the next challenge. To do this, remove all elements from the scenario page
and the map, then turn the Campaign to the next page. Then prepare the game
as normal from the beginning, keeping the progress achieved on Player boards
(unlocked abilities, preserved 5 level, Equipment cards) and skipping step 7 in the
Game setup. Do not shuffle the Equipment deck.

Redeal Action cards. If one player had 4 cards after the last turn, at the start of the
next scenario they still start with 3 cards.

Failure - replay the given scenario, deleting progress gained during the current
one (Energy track, Equipment cards (place them on the bottom of the Equipment
deck), gained ability).

Redeal Action cards. If one player had 4 cards after the last turn, after the scenar-
io reset they still start with 3 cards.

Last Map:
» Success - if all robots of both players escaped the factory before the end of the 4t

round, players successfully complete the Campaign!

» Failure - replay the last scenario, deleting progress gained during the current

one.

~ TOKENS

—_—

Equipment token (?)

+ When a good robot enters a
space with a ?, this ? is returned
to the general supply and the ro-
bot owner draws the top Equip-

/ Experience token (¥)

.,!‘\., + When a good robot enters a
.. k7 space with a ¥, this W is re-
turned to the general supply, and
the robot owner unlocks a cho-

sen ability on their Player board or develops the
next level of their (as described on page 4).

+ When a bad robot enters a space with a *
this ﬁ is returned to the general supply. If it
was a White & or Purple = robot, it is upgraded
to Blue ® (swap the pawn).

* When a § is placed on the W space, this f is
returned to the general supply.

ment card and places it face up on the right side
of their Player board.

+ When a bad robot enters a space with a 2,
this ? is returned to the general supply. If it was
a White ¢ or Purple = robot, it is upgraded to
Blue ® (swap the pawn).

» When a § is placed on the ? space, this 2 is re-
turned to the general supply.

to the next chapter to learn about the robots’ special abilities, or simply start the first scenario of

' The tokens listed above appear in every scenario. You can skip the rest of this section and move on

the Toy Story Campaign. You can always return here if the scenario directs you to specific spaces/
@ special tokens, which are described on the next page.
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Key token ()

» When any robot enters a space
with the §, the active player
moves the f to any adjacent
space (not diagonal), including
the one the robot moved from.

+ If a bad robot enters a space with a f while re-
solving an Event card, the player who last played
the Action card in the round chooses how to
move the §.

» Keys cannot enter spaces if they are already oc-
cupied by a key or robot.

Map Exit

» When a robot of the Map Exit's
color enters this space, it is im-
mediately removed from the
map and considered to have es-

caped. In other cases, nothing happens.

Toy Shredder (CO1)
Crusher (C02)
Lava Furnace (C03)
Acid River (C05)

« Any element that enters one of
these types of spaces is immediately destroyed
and put in the general supply. In the case of
good robots, this results in failing the scenario.

Tunnel (CO1)

» When a robot enters a Tunnel, it is
moved to the Tunnel Exit space. If
the Tunnel Exit is occupied by an-
other robot, the following applies:

- If a good robot lands on a bad robot, or vice
versa, the good robot is destroyed—this
causes the scenario to fail.

- Otherwise, the active player first moves the
robot from the Tunnel Exit to an adjacent
space (not diagonally) and then moves the ro-
bot from the Tunnel to the Tunnel Exit.

 When a f enters a Tunnel, it is moved to the Tun-
nel Exit space. If the Tunnel Exit is occupied by
any other robot, the active player first moves it
to a space adjacent to the Tunnel Exit (not diag-

onal), and then places the ‘t at the Tunnel Exit
space.

Entering a Tunnel space ends the currently re-
solved movement action. If the Action card has
another symbol, it is resolved after moving the
element.

Tunnel Exit (CO1)

» Entering this space triggers no
effect.

Laser token (C02)

« Any element that enters the Laser
token is immediately destroyed

B and put in the general supply. In
the case of good robots, this re-
sults in failing the scenario.

Wall token (C03)
| NS

» A special type of obstacle.

_ SPEGIAL SPACES |

K‘i + Lift(co1)
' The Lift activates after resolv-

| ing the entire Action card, pro-
@ vided any robot/{isonit.

« After resolving the entire Action card, if there
is any element on the Lift space, move it to the
other Lift space.

» If at the end of resolving an Action card both Lift
spaces are occupied by any elements, they swap
places.

» The Lift is not activated on a turn in which )
was used.

™ Lever (C02, C03, CO5)

. When any robot enters the Lever
space, a special scenario rule
is activated—check the special
rules on the scenario page.

™M Pusher (C02, CO4)

T
1  Whenever any r‘obot/f enters
a Pusher space, it moves in the
] indicated direction until stopped

by an obstacle. The movement
action that caused the move to this space is con-
sidered resolved; continue resolving the Action
card.

Number Changer (CO4)

%+ When a good robot enters the

space, the robot owner adds/

subtracts the indicated value to/

from their Number token, then
replaces the token with one from the general
supply with the new value.

« If the value would be lower than 1 or higher
than 6, the remaining value is lost.

Number Exchanger (C04)

* When a good robot enters the
space, they exchange their Num-
ber token for the one indicated
next to it.

Number token (C04)

 When a good robot enters a
space with a Number token, the
robot owner picks up the token
and places it next to their Player
board in a visible place.

+ A player may give the other player any number
of Number tokens if their robots are adjacent to
each other.

 When another element is placed on the space
with the token, nothing happens.

Production Line token (C05)

+ A token showing the direction
of movement of elements on the
Production Line.

Hidden Exit Point (CO4)

» Aspecial type of Map Exit. When a
good robot enters its designated
Hidden Exit Point, the teammate
with a Number token of the indi-

cated value removes that robot from the board.

Monostable Button (C03, CO4)

+ All good robots must be on
Monostable Buttons simultane-
ously (and sometimes meet any

additional special rules of the scenario) in order

to meet the exit condition (removing the ? from
the factory).

Production Line (C05)

« After resolving the entire Action
card, all elements on the entire
Production Line move simulta-
neously one space according to
the direction shown on the Production Line to-
ken.

+ If Y was used, elements do not move.

Some special spaces have a

distinct outline.
® This serves as a remind- .
er that entering such a space
immediately interrupts your -
movement action to activate -th-i
the effect of the special space.
Afterward, continue your cur’ent movement




QUIGK ONE

+ Reverse Move: The active player moves
1 the robot in the opposite direction of
the movement action. Applies only to
one, selected movement action of the
selected robot.

+ Example: Nika chooses Action card
001. She resolves the top part nor-
mally. Before moving Michat's robot,

she decides to use Reverse Move—thanks
to this, instead of moving left, his robot

moves right.

» 5th Gear: The active player moves their robot one addition-
al space in the direction indicated by the last performed
movement action.

» Fuel Boost: After fully resolving the Action card and poten-
tial effects on the map, the active player plays another Ac-
tion card.

 Nitro: After performing all movement actions on the active
player's robot, perform all (if possible) movement actions
for this robot from the card just played again (perform the
top part of the Action card twice).

, SMART THREE

» Back Up Plan: The active player flips
one of the cards on any stand to the
other side.

~ « Secret Pocket: The active player draws
the top card from the Equipment deck and
places it face up on the right side of their
Player board.

+ Short Deactivation: If a good robot en-
ters a Laser / Shredder / Tunnel / Lift
/ Lever / Pusher / Number Changer
/ Number Exchanger, the active player may ignore the ef-
fect of this space and the robot remains on it as if it were an
empty space. While standing on it, the space cannot be acti-
vated. This ability does not affect tokens—they are resolved
normally.

% - Signal Detector: The active player moves every bad ro-
bot one space in any direction (not diagonal).

» ABS: If, during movement res-

olution, a good robot would en-
ter a space with a bad robot, end
this movement action on the space
before entering the bad robot
space. If there are other move-
ment actions on the played card,
the active player resolves them

normally.

» Distraction Signal: During this turn, the active player skips
the bottom part of the Action card.

» RAM: If the active player moves a good robot to a space with
a bad robot, first the bad robot is moved to its closest start-
ing space on the map. If that space is occupied or does not
exist, the bad robot returns to the general supply. Spaces

,and Jﬂﬁ do not count as starting spaces.

« Hacking Probe: The active player replaces one Blue e« robot
on the map with a Purple = one from the general supply.

> WEIRD FOUR

» Twist Movement: The active player
moves their robot according to
the middle part of the Action
card, and the teammate’'s robot
according to the top part. The
active player's robot is moved
first. This ability may be used
even if the card doesn’t have
all parts, or if any robot has al-
ready escaped. This ability may
be used until the Action card
resolution begins.

» Double Metal: If a good robot would be destroyed, it is in-
stead moved to its closest starting space. If this space is oc-
cupied by a good robot or f the active player first moves it
to a space adjacent to the starting space (not diagonal), and
then moves the mentioned robot there.

» 404: The active player does not resolve the movement ac-
tion of their robot after playing the Action card (skips the
top part of the card). They may still use another special abil-
ities and/or Equipment cards.

» Cameo: The robot moved by the active player may move
through any number of gates of another color instead of
stopping before them.




Single scenario mode is an additional way
to play ROBO RUN when players do not
have enough time for a full Campaign, or
simply want to play a specific scenario
without playing the whole Campaign.

' Estimated time to play one scenario:
20 - 25 minutes.

¥ Players choose one of the scenarios and
set up the map as in the Campaign game.
Due to the increasing difficulty level of
subsequent scenarios in the Campaign,
the table to the right contains a propos-
al for the initial preparation of Player
boards.

Scenario Each Player (point 7 of Setup) Additionally 'mx
X1 [1unlocked special ability / {@} level + 1%
X.2 | 2unlocked special abilities / {@} levels + 1
-
X.3 |3 unlocked special abilities / {8} levels + 2 &

1unlocked special

ability/ level

for one of the

X4 | unlocked special abilities / {@} levels + 2 &

players
X.§ | 5unlocked special abilities / {@} levels + 3 &
X6 6 unlocked special abilities/levels+3§ -
(EXPERT)

Possible Scenario Endings:
» Victory - if all good robots leave by the first phase of round 4, players win!
They can choose the next scenario to face the bad robots again!

» Defeat - if even one good robot remains in the factory after 4 rounds pass, or
is destroyed during play, the game ends in defeat. This is time to discuss the

«7J) played game and try again, perhaps in a different scenario.
P
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PLAYER AID

1. ACTiON PHASE

Choose one of these options (alternat-
ing):

» Card from your stand.

» Card from teammate's stand.

MAP CREATOR

» PASS token if available (once per
round).

« Freely, any number of times, at any
time:

+ Use special ability.
+ Play Equipment card.

+ Teammate may play BEEP token a
(once per round).

2. CLEANUP PHASE

+ Put PASS x and BEEP a tokens
back, available (green) side up.

» Flip your played Action cards to the
other side and place them in your
stand.

3. EVENT PHASE

» Resolve the new Event card.

4. NEW ROBOT PHASE

» Add a new bad robot from the Sup-
port space to an indicated space on
the map.

Every copy of the game has addi-
tional components (not listed at
page 2) to create your own map. To
create a new map, choose a Cam-
paign that you like and open it to
the last page to find space for your
creativity! Use any components
you wish to create your own map!
Some principles to remember:

1. Each good robot needs: a start-

ing point and an exit.

. Provide: an Experience token
and Equipment, but also 3 En-
ergy tokens on the map at the
start of the game.

. Remember to give your players
a challenge: spawn some bad
robots at the start of the game!

. After each round, a bad ro-
bot (or even multiple) may be
spawned from the Support
space.

. Look for at least 2 possible
paths for each good robot to
the Map Exit.

. You may use any tokens that
were used during any Cam-
paign, but remember to give
your players information about
how they interact with each
other.

Don't forget the most important
rule—have fun and provide fun to
your players!

In round 4, phases 2, 3, and 4 are

skipped. Players pass the scenario if all

good robots leave the factory before

round 4 ends. Players fail if:

* One good robot is destroyed.

» Atleast one good robot hasn't left the
factory by the end of the round 4.

SGENARIO RE-SETUP:

Place PASS X and BEEP a tokens,
avallable (green) side up.

Place bad robots on the Support
spaces on the scenario page.
Prepare tokens and pawns on map
according to the layout.

Discard Equipment cards and reset
Energy track and abilities to their
state at the start of the scenario.

!i"" [ LS

' ACCOMPLISHMENTS

<% Win a scenario.
<Yy Win a scenario before Round 4.

Lyerey Win ascenario before Round 4 with
all 'y and W removed from the map.

GAMPAIGN 1
TOY STORY

11 GOLORFUL START

W | W | Www

1.2 iNTO THE PLUSH

1.3 THE HIGH GROUND

14 SPLIT iN TWO

1.5 GLEAN-UP TIME

1.6 NOT S0 FAST KIDS

CAMPAIGN
COLD STEEL

21 SLIPPERY BEGINNINGS

W

2.2 NOWHERE TO HiDE

2.3 GONTROL ROOM

24 AGAINST THE FLOOR

2.5 NO TIME T0 REST

2.6 THRASHEM ALL

CAMPAICN 3
HEAT OF THE
FURNACE

31 DOUBLE TROUBLE

W | WY | www

3.2 THROUGH THE GRACKS

3.3 INTO THE FIRE

34 HOT MAZE

3.5 MELTDOWN

3.6 HEART OF FORGE

CAMPAIGN 4
THOUSAND OF COGS

41 THE BRASS PARADOX

W | WY | Www

4.2 TRUST YOUR CLOCK

4.3 THE LAW OF NUMBERS

44 GOLDEN COMBINATION

4.5 TICK-TOCK

4.6 GLOGKMASTER

CAMPAIGN 5
THE ACID FLOW

51 SPIN ME RiGHT ROUND |

WIS

5.2 AGAINST THE GURRENT

5.3 FEED THE LINE

54 INTO THE ACID

5.5 PRESSURE POINT

5.6 MOVING CAGE




