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Lay out the gameboard
RoboRally can be played with any number of game boards.

The players decide whether they want to play with one, two, three

or four boards. If more than one board is chosen the players may
combine these into one big playing surface by placing the board
close together in any form they chose.

Designing the Race Course

The course may contain from 2 to 6 Checkpoints. Each Checkpoint
must be reached in order given by their number. All Robots begin at
Checkpoint #1 from where they run towards the next higher number
etc. The winner is the first to touch the highest numbered Checkpoint.
The players decide how many Checkpoints they want to play with
and where to place them on the board. The Checkpoints may only be
placed on the following 7 types of spaces: i

Program cards
The program cards are placed near the board. They will be used
by the players during the game to program their Robots

Damaae chits
The Robots might become damaged during the race. This is recorded
by taking damage chits. Place the chits near the board.

Player material

Each player receives a Robot, a Program Aid and a Safety Copy of
the same color, 3 Life tokens and a Quick Reference Guide

The Robot is moved across the gameboard from start to finish

All Robots begins the game outside the gameboard

The Program Aids eases the programming of the Robots

The Safety Copies will be placed on Checkpoints and Repair Sites
during the game. When a Robot is destroyed can a player make a
duplicate at the place of his Safety Copy by paying a Life token

The Quick Reference Guide gives an overview of the factory
elements and the turn sequence
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RoboRally is played in rounds. Each round consist of four phases

Deal Program cards
Plan Programs
Execute Programs
End phase

|. Deal Program cards

The oldest player shuffles all the Program cards and deals a hand of 9 cards to every
player. The card dealer will change clockwise around the table in future rounds.

A player receiving nothing but Tum orders
will show and discard his hand before drawing 9 new cards.

From round two a player will only receive as many cards as the damage to his Robot
allows (see Damage Table, page 10).

The cards depicts the various commands through which the Robots are moved:

Forward Movement
[Blue Arrow Up - 1/2/3]

With these cards a Robot will
move 1, 2 or 3 spaces forward.

Backward Movement
[Red Arrow Down]
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With this card a Robot will move
exactly one space backwards.

Quarter Turning
[Yellow Arrow - right/left]

With these cards a Robot will
rotate a quarter ( 90°) within it's
space to the left (anti-clockwise)
or to the right (clockwise)

.| Half Turning
[Yellow Arrow U]

With this card a Robot willrotate
half around it self within it's space
(180°).




Priority Number

Every Program card has a Priority number, This gives the order
in which the players will move their Robots, higher priority moves
first. For example will a Robot with Priority number "200" move
before a Robot with card number "180"

) Number
Il. Plan Programs

Using the cards dealt in the beginning of the round each player must make a program

of exactly 5 cards. This program will control the Robot. Each player picks 5 cards from
his hand which he places face down on the table in a row from left to right.

This order determines the order in which the program is executed.

The first command is the leftmost card, the fifth command being the rightmost card.

To show that a player has locked his programming, he returns all the cards he didn't use
to the deck, and places his Programming Aid counter on the first command. A player who
has locked his program may not change it again.

The first card in the first round must be a command
that moves the Robot either forwards or backwards

Hints:

* The Quick Reference Guide gives an easy overview of the various spaces on the board.

« Beginners can ease the programming by trying out planned commands on the table
(not on the board!) using their Programming Aid counter.

« Experienced players may prefer to introduce a time limit (e.g. one minute).

START!
All Robots begins the race from the first Checkpoint. Before his first command
will a player place his Robot on the space with Checkpoint 1.
Domg thls he may freely orientate his Robet in any direction.

T

ed player command: Back-up 1 space.,
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1st Program

2nd Program

a) Execute commands

Each player reveals his first Program card and places his Program Aid on top of his
second Program card. All players will now execute their first command.

The player who has revealed the highest numbered Program card will execute his
command first. The other players will then follow in descending card number order.
The Robots perform the command shown on the cards. A command must be executed.

Robot pushes another Robot

There can only be one Robot in each square. A Robot that moves into a space occupied
by another Robot cannot move through or jump over that Robot. Instead it will push that.
Robot forward without regard to the orientation of that Robot.

[

Green (Priority 490) pushes Red one space forward




Robot hits a wall
When a Robet tries to cross a side of square with a Wall it will be blocked and the
Robot will stay in the space without completing that command. This applies to both
forwards and backwards movement.

[

Both Robots will be
blocked by the wall
and cannot move into
the designated space.

Green (Priority 490) stays in
his original position as he
cannot push Red through the
Wall. Red will then perform
his command (Priority 430)

Robot falls into a pit

When a Robot falls into a pit will it be completely destroyed (see: How to continue p. 11).
Robots cannot cross the pits.

Green is mng towards a pit. Red 18 moving one space forward and will pus
Blue into a pit. Blue will not be able to perform his command.]

Robot moves off the game board

A Robot will also be destroyed when it moves over the edge of the board

(see: How to continue p. 11). The 'edges' between two adjacent boards have no impact
on the game and should be disregarded during movement.

Plan B*

Red (Priority 840) moves

3 spaces forward and the

.| black edges have no impact
fl on the move.

Green (Priority 490) moves
off the board and is destroyed



b) Activate Factory Elements

The order in which the Factory Elements take effect:

Pushers push Robots into the n oring space.

Crushers destroy Robots.
Laser Beams inflict 1 point of damage to robots.
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1) Express Conveyor Belts
Express Conveyor Belts transports the Robots one space
in the direction of the arrow.
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Express Conveyor Belts have SILVER coloured rollers
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2) All Conveyor Belts

Any Robot still on Express Conveyor Belts is transported one
additional space in the direction of the arrow. At the same time
is any Robot on standard Conveyor Belts transported one
space in the direction of tha arow.
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£ Curves on Express- and Conveyor Belts

If a Robot is being transported by a Conveyor Belt onto a
curved arrow will the Robot be rotated 90° in the direction of
the arrow.
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Green is being rotated a quarter in clockwise direction
when the Conveyor belt transports him onto the curved armrow
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Red is being transported backwards onto the
first left curve and is rotated a quarter in
anti-clockwise direction. Then it is transported
a second space onto ancther curved armow
and is again rotated a quarter.

t Two left curves on a Express Conveyor Beilt:
! ‘ =
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Gears rotate Robots 90° in the direction of the arrow.

When all players have used (or tried to use) a Programme card the Robots will be
influenced by the Factory Elements. A Robot will only be influenced by the Elements
present in the space it occupies. Factory Elements of the same type will activate simultaneously.

Express Conveyor Belts transport Robots 1 space forward.
All Conveyor Belts transport Robc:h 1 space forward.

Checkpoints and Repair Sites receive Safety copies of the Robots.
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When a Robot is moving
onto a curve by its own
movement it will not be
rotated. Neither will a |
Robot being pushed onto
a Conveyor Belt by
another Robot

The Robot is moving onto the Conveyor Belt
by use of a Programme card. Then is it
transported one space down the Conveyor Belt
without being rotated

Intersections on Conveyor belts.

An intersection is a combination of a straight and a curved space.
When a Robot is transported onto the space from the side the space functions as a curve.

Green s being traneported
straight forward onto the

g intersection on the

Express Conveyor Belt
without being rotated.

L Then it will be traneported
ona further space forward
while Red at the same time
will be transported from the
standard Conveyor Belt onto
the Intersection where it will
be rotated a quarter in
clockwise direction.

The Conveyor Belts will move both
Robots onto the same space. Both
Robots will stay on the belts.

*" If more than one Robot is

- being transported into the
same space at the same
time neither of them will
be moved.

Yellow is standing in the space at the
end of a Conveyor Belt. Green is
blocked by Yellow

: 3) Pushers

A Robot is being pushed
! into the neighbouring
~ space when the Pusher
~ Is activated. Pushers are
~ only activated in the
Eymt?'lr::umbers"i]:!ﬁzs The Pusher will push Green into
the pit during the 2nd (second)
SRSCe: Programme Step only.
. 4) Gears
¢ ARobot standingon a
s  Cear will be rotated a
~quarter (90°) in the
direction of the arrow.

" Green is backing up onto the
Conveyor Belt which will

transport him onto the Gear which will rota
in anti-clockwise direction




5) Crushers
A Robot standing in a
space with a Crusher is
destroyed when it is
activated (see: How to
continue p. 11). The

Crusher is only activat N

in the Programme Steps indicated T;‘: c°‘;“:feg}°'ge“ e g .tlrl"z Robot

by the numbers In its : neath" the Crusher. This will destroy

Shoce Green during Programme Step

6) Lasers

A Robot standing in a space

with a Laser beam receives

damage and the player must

take a damage chit. The

beam is emitted from the

muzzle. The Laser beam is

blocked by Walls and other & :

Robots, so a Robot behlﬂd The Lasnr is hdoelmd by the Wal

another Robot will not rece r

damage. A Robot may move = :

undamaged through a Laser " g Robot is hit by the Laser while

beam as long as it leaves the Yellow Robot is safe.

the space before the Laser

is activated.

Damage
A Robot takes damage
every time it is being
hit by a Laser beam,
and the controlling
player takes a Damage
chit. Each damage
reduces the Robots
memory. This mean
that a damaged Robot
will receive fewer
Programme cards than
a undamaged Robot.
A player be dealt one
Programme card less
for each Damage chit
received.

A Robots memory
After a Robot has taken 5 points of damage the memory registers will begin to freeze.
This is shown by placing the Damage chits after the first four directly onto the blocked
Programme cards. The first blocked card will be the 5th (the one on the far right).
Such a card will stay in its position until the Robot has been repaired instead of being
discarded.




A player with 9 Damage chits will not receive any Programme cards, and his Robot must
perform the same programme shown by the blocked cards. Blocked cards will be released
as soon as the Damage chits has been removed, where after the cards will be discarded
as normal by the end of that round (see: Repair).

7) Safety copy

As soon as a Robot pass over a ChECkpUil‘lt ora Repair site (or atays on such a space)
a Sarety copy is placed in that space. When the Robots pass over another Checkpoinl
ar Repair site the Sarely copy is moved to the new space. Safety copies from more than
one Robot may be in the same space. When a Robot is destroyed it will return to game
from that space by the end of the round.

How to continue

After all Factory Elements have been activated ends the first Programme step.

The second step is now performed beginning by revealing the second Programme card.
Move the Programming Aid counter to the next card to the right. The second Command
is performed in order of Programme Number where after the Factory Elements for that
step will activate. Continue in the same way with step three to five,

A Robot that have been destroyed is remaved from the board. Its Programme is
dissolved and the player must discard all cards.

V. End of Round

Repair

When a Robet is standing on a Repair site or a Checkpeint at the end of the 5th
Programme step it may repair some damage. Depending on the number of Wrenches
depicted may a player return one or two Damage chits to the pool. A Checkpoint will only
repair a single point of Damage.

Damage does not have to be repaired in any particular order. A player with blocked
Programme cards in the 3rd, 4th and 5th positions may freely decide to repair the card
which he prefers to change first

Checkpoints

As soon as a Robots pass over or stops at the next Checkpoint in order has the player
completed a lap of the race.




Putting a replica of a Robet into play
A player must pay a Life token to build a new Robot when it has been destroyed

If a player cannot pay a Life token he is out of the race,

A new Robot is build upon the space of his Safety copy. The safety copy stays in that
space until it is moved. If the Safety copy hasn't been placed on the board yet the Robot
will begin from the first Checkpoint. The player may place the Robot facing in any
direction he chooses. If the space with the Safety copy is occupied by another Robot

the player may place his Robot in any vacant adjacent space. If several Robots are being
built in the same space are they placed in the order of the Safety copies placed

(the one beneath builds before the one on top).

RoboRally ends as soon as a Robot touches the final Checkpoint by passing over it or staying
~onit This may happened in any Programme step.

If all Robots have been destroyed before the final Checkpoint has been reached is the

player who has completed most laps (reached most Checkpoints in the correct order)
declared winner.

~ Variants
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Laser-mounted Robots

Each Robot has a Laser mounted on the front. These Lasers shoot at the same time
as the Lasers on the board. A Robot standing directly in front of another Robot will
automatically be hit by its beam if it isn't blocked by a wall. Two Robots facing each
other will damage each other.

Shutting a Robot down

By turning of all power of the Robet can a player remove all damage from the Robot,
A player can only perform a Power down directly after a round has ended and before
he is dealt new cards. Any laid Programme must be completed. The player will not
. receive any cards and his Robot will not be able to perform any actions this round

-_ It cannot fire its Laser and cannot move by its own force. But it will still be affected
by Factory Elements and the actions of other Robots. This may inflict new damage
to the Robot, which cannot be removed by present Power down. Before the next
round must the player decide whether he will stay Powered down (to remove new
damage) or he will return to the game.

Poorly built Replica

After the original Robot has been destroyed will any newly built Robet begin the race
with 2 Damage chits. This is due to the hastily built copy which isn't as good as the
original,
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