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Created by Susumi Kawasaki
Game length: 15 minutes

Two players maneuver three robots in an arena divided info
wo camps. Victory will go to the one who has the greater
number in his camp when the energy runs out.

o 14 white energy discs, 14 black discs;

« 3 robots, one white, one black, one red;
e | game hoard;
o | set of rules.

% A game of strategy for two players

o The first player is decided randomly.
o Place the game board between the players (see diagram). Each
player's camp is i front o them: light grey for the first player, dork

8 grey for their opponent.




d with its color.
ot on the hexagon marked wit
: I;lutc:h:(i::nroom of the game box nex fo one side of the game
bgurd and the lid face up on the opposite sndg. g
o Foch player takes two white energy discs

black discs. These are placed in front of the player an
form their initial supply.

o The remaining 20 discs are p

e Sgﬁi(‘ehﬁg;n grey) begins. Each player takes an action

laced on the box lid, so that both

o The first player (
in turn.

O,/ A game turn: .
A player must carry out one, and only one, of three po
actions on their turn: :

I. Place an enettgq disc

. Move a robo
23. Refill their energy supply

A player cannot skip their

action. They must carry out one of the three actions.

turn or choose an impossible

I. Place an energy disc

The player takes a disc from their suppl¥ and places
it on any free hex0ﬁon on the board. This can be
in their own camp or their opponent’s. A hexagon is free
if there is neither a robot or an energy disc on it.

2. Move a robot

* The player moves a robot onto an adjacent hexagon containing an
ener%y disc. The energy disc is used up and put in the game hox,
out of play.

® The black robot can only use black energy, the white robot can
only use white energy. The red roo can use both types.

® A player can move a robot more than one hexagon if there is
sutficient energy available, but is not required fo So 50.

3. Refill the energy supply

The player takes as many energy discs as needed from the box top
in order to bring their total up fo 4 again. The discs can be all the
same color or a mixture.




Examples of movement
The black robot is moved from A to B. Al the energy discs

used during movement are removed from the game.
 fr—

)
e game ends immedi 3 ’
lst energy dis offmdd(?;ﬁ%_wm one player fakes the

The player havi ;
that moment is"; e' l;simsrt robots in their camp at

The red robot can use both black and white
energy discs during movement.
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