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\"Z’Xﬁ; “: Gameplay Overview :':r_ ;ﬁjw

Into the Machine is a highly tactical race where
circle-bots race to one end of the Machine to tag in 2 WAYS TO WIN
their hex-bot teammates, who race in reverse on
the same track to win. A pit crew of bots cutside the
machine are sent to work the terminals, moving and
manipulating their teammates in the Machine.

Red wins with 2 hex-bots on the Leader
before anyone else:

As the leader of the team, you need to decide if it is
better to rush your circle-bots to tag in the hex-bots,
or to pull them out of the machine, upgrading them
into more powerful pit crew bots. The state of the
race track and the availability of useful terminals

is constantly changing, challenging you to find the
best move every turn.

There are two ways to win-be the
first to get 2 of your hex-bots
onto the Leader Padium before
any other player gets any of

their hex-bots there or be

the first to get 3 of your

hex-bots there if other

players also have bots

on the podium.

Quick Teach Guide - This is

a comprehensive rulebook

with many examples to make
everything clear. That said, one
knowledgeable player can teach
the game in about 10 minutes
using the Guide on the back of
this rulebook.
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TERMINAL 60 CIRCLE-BOTS 40 TRIANGLE-BOTE

(12 IN EACH PLAYER COLOR) (8 1IN EACH PLAYER COLOR)
CARDS

gw &%

6 TRIANGLE 30 SQUARE-BOTS 15 HEX-BOTS

(6 IN EAGH PLAYER COLOR) (3 1N EACH PLAYER COLOR)
TERMINAL
o

CARDS

1 GAME BOARD

(DCOUBLE SIDED 4'5 PLAYER)

1 MAGHINE BOARD

(DOUBLE SIDED 23 PLAYER, OVERLAY)

9 SQUARE
TERMINAL
CARDS

10 PLAYER

a INACTIVE SUPPLY BOXES
REFERENCE (1IN EACH PLAVER COLOR)
CARDS

There are 5* two-piece storage boxes for the cards
and bot-tokens. The 5 bottam pieces are used as

inactive supply boxes as shown above!

1 RULEBODK CARDS

*PROTOYPE OMLY HAS 4 STORAGE BOXES
ACTUAL COMPONEMTS MAY VARY @
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Place the game beoard in the center of the table
with either the 5 player side or 4 player side face
up. If playing 2-3 players, use the game board
side for 4 players, then unfold the 2-3 player
mackine board and put it covering the machine
on the correct side up for the number of players.

Game Setup

The first player takes a circle-bot from their
inactive supply and places it on spot 1 into the
machine. In clockwise order, the rest of the
players place cne circle-bot or the rest of the
numbered spots,

I1st 2nd 3rd 4th )

Shuffle the & Circle terminal cards and deal them
face up to the 4 Circle terminal spots.

Shuffle the 6 Triangle terminal cards and deal
thern face up to the 6 Triangle terminal spots.

Shuffle the 5 Square terminal cards and deal them
face up to the 5 Square terminal spots.

Each player takes an inactive supply box of their
chosen color and puts all the bot tokens of that
color into their box. Each player pulls:

+ 5 Circle-bets
« 2* Triangle-bots (or 3* for 5 players)
- 1 Square-bot

..frem their box to becormne their active supply of
pit crew bots. In a 5 player game, everyone gets 3
triangle-bots instead.

For your first game, whoever is teaching the rules
is the first player. Choose randomly for games
played later.
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Shuffle the Power cord deck and plcce it on the
Powser card spot, or 1o the side of the game board
if playing with 5 players.

Each player draws a number of Power cards to
their hand acecerding to their turn arder:

- 1st & 2nd players each draw 1 card.
* 3rd & 4th players each draow 2 cards.
« 5th player draws 3 cards.

“_] Give each player a set of player refere
cards—1 silver and 1 gold bordered eaq




How To Play

TURN OVERVIEW

* Terminal action - You must take one of the following
board actions on your turn: a Terminal card action, a
Terminal Junction, or use the Terminal Take Home action.

* Power card - You may play 1 power card from your hand,
before or after your Terminal action.

* Pass the turn - Say, "ding, ding!" to let the next player
know it's their turn.

TERMINAL ACTIONS

During each players turn, they must take one of the following
three Terminal actions:

* Terminal card action
* Terminal Take Home action

* Terminal Junction action

TERMINAL CARD ACTIONS

Every Terminal card action on the board is open to be taken if
you have the right bot, or stack of bots to take it. The rules for
each different Terminal card action begin on page 10.

Terminal card action levels: There are X levels of terminal cards
on the board and they can be taken by bots from your active

supply.

Circle-bot level

Square-bot level

Triangle-bot level

* Circle-bot level actions can be taken by circle-bots,
triongle-bots, and square-bots,

* Triangle-bot level may be taken by both triangle-bots
and square-bots.

* Sqguare-bot level actions may only be taken by
square-bots.

Circle-bot level actions are the bare-bones basic
actions. Triongle-bot level actions are more powerful
and most useful actions on the game bocrd. Square-

bot level actions are sometimes lesser used, more
situational actions that can be anywhere from good
to flat out amazing depending on the state of bots in
the machine.

STACKS

Stacks are a way for anyone to take a Terminal card action,
even if that Terminal is already cccupied.

* |f a Terminal card action has no bots on it, it is open to be
taken by cne bot of the right level or higher.

* |f a Terminal card action is already occupied by bots, you
can still take that action by placing a stack of bots that
is exactly one bot higher than the current highest stack
already there.

* Your stack can be a mix of any shaped-bots as long as
each bot in the stack meets the requirement level of the
Terminal Card action.

* |t doesn't matter how many stacks are on the Terminal,
only the highest stack present matters.

* You may place a stack on a terminal where you already
have one or more bots/stacks. You don't block yourself
out from taking a Terminal card action multiple times
over multiple turns. If you have the highest stack, you
must still place a larger one.

* You cannat place more bots in a stack than what is
needed.

* A single bot on a Termingl is considered o stack of
one bot.




STACK EXAMPLES Square-bots are the most powerful Pit Crew bots as

they can go anywhere and be part of any mixed-stack.
Triangle-bots are the second most powerful, as they
can be used only for the circle-bot and triangle-bot
levels. Circle-bots are less pawerful as Pit Craw bots,
but more plentiful for use in stacks and can be placed
into the Machine as racers!

The highest stack at this terminal is 3 blue bots
high, therefore the Yellow player must place a stack
of & bots to take this action:

TERMINAL TAKE HOME ACTION

This action does not require the placement of any bots to
be taken, and you can take it on any turn regardless of how
miany bots you have left in your active supply. This action
The stack Yellow places may be mixed, as long as all also adds 1 circle-bot from your inactive supply box to your
bots in the stack meet the level requirement. They active supply.
carn even place a stack where they already have a

stack in their color:

To take this action, simply announce that you are taking
your bots home and collect all your bots from the game

board Terminals.
Even though there is only 1 stack of 3 Green bots on
this terminal, it is still the stack to beat in height. * You cannot leave any bots behind on Terminals.
Also, just because it has two powerful square-bots * You cannot collect any of your bots that are currently

in it, blue only needs to beat the stack in height, so 4 in the Machine (the track at the top of the board. See
triongle-bots will do: page 8)

* You must add 1 circle-bot frem your inactive supply to
your active supply, if able. You may still take this action,
even if you have no more circle-bots in your inactive
supply box to add.

* This action counts as your Terminal action for the turn,
and you may not place any bots on a Terminal to take
its action in addition to taking this one.

* You may still play 1 Power card from your hand before
or after you take this action.




TERMINAL JUNCTION ACTIONS
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These actions are stationed between Terminal card actions.
When unlocked they allow you to take both of the Terminal
card actions they are pointing at in one turn. These are
unlocked and used a little differently than Terminal card
actions. They are covered in full detail on page 19,

THE MACHINE
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At the top of the game board is a conveyer belt looking track

where circle-bots and hex-bots race in opposite directions.
Circle=bots always move right, and hex-bots always move
left. Terminal card actions and Power cards are the only way

to move and manipulate your own bots in the Machine. When

circle-bots race off the right side of the track, they may be
upgraded into a hex-bot who will then race in the opposite
direction. When a hex-bot races off the left side of the track
they claim a spot on the Leader Podium:

Starting spots - Each player begins the
ll! game with 1circle-bot already placed

in the Machine when the gome is setup.

- Entry spots - Circle-bots may
A ‘ © enter the Machine as racers
E‘ h-—‘ at two spots, one is colored
silver and the otheris gold. If
these spots are occupied by ather bots when
yau go to place your own circle-bot into them,
your bot will take the next open space on the

track to the left of the entry spot, at the back
of the line (see C2 example on page 11).

Power card vpgrade - When a circle-
bot is upgraded from these spots, it
will go back into your inactive supply
and you will draw one Power card.

The Leader Pedium - When a
hex-bot moves off the left side of
the Machine track, it is ploced on
the Leader Podium.

When your first hex-

bot is placed here

choose an open bottom
hexagon. Everyone, including
you, draws a card.

Your second and third hex-bots
that enter the podium always
go in the spaces above your first
hex-bot.

See page 2 for How to Win.
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UPGRADES
Triangle-bet vpgrade - Circle-bots upgraded
from these spots will turn into triangle-bots, Circle-bots may be pulled out of the Machine with an Upgrade
which join your active supply. action that turns them into something else.

/7,
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* Hex-bots are never pulled cut of the Machine, and can
never be upgraded with any action.

.. Triangle-bot + Power card upgrade - Circle When an action upgrades a circle-bot, that bot is always
12! bots upgraded from these spots will gain placed back into your inactive supply box, and upgraded

’ you one triangle-bot to your active supply into the item shown above the spot it was pulled out of

g and one Power card drawn from the deck. the Machine.

Triangle-bots and square-bots gained from these
upgrades will always join your active supply of pit crew to
. |TE Squu ru—h-nt + Power :urd Upgfﬂdﬁ = Cllr'l:lE bg ugad fﬂr futura Tﬂrmiml ucﬁuns un.d never antar thg

T bots upgraded from these spots will gain Machine.

Square-bot and P d. ;
TRt SRS SRS ERIE GRS R AR TR You may use triangle-bots and square-bots to take

Terminal actions on your next turn, they are ready to gol

Hex Box - When a circle-bot moves off the
right side of the Machine track, it is placed
into your inactive box and can be upgraded
into your choice of either @ hex-bot or 3 Power
cards drawn from the deck.

WAYS T0 UPGRADE
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T6 - Triangle Terminal
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Conveyor Belt Queue - When a circle-bot enters the
Machine, if all the spots to the left of the entry spot are
full, they are placed on the left-most open spot en the
Conveyor Belt Queue, When the first spot on the track
opens up, the first circle-bot on the Conveyor Belt Queue
will move onte the track and any bots behind it will
move up in the queve (see Entering the Conveyor Belt
Queue on pages 14 &15). This is the enly place bots move
autormatically during the game.

Power card
See page 22.

52 - Square Terminal
See page 16.




THE HEX BOX

When a circle-bot races off the right side of the Machine track,
it is upgraded into either a hex-bot or 3 Power cards. '‘When
this happens, you put the circle-bot into your inactive supply
box and choose what it upgrades it into.

If you choose to upgrade the circle-bot into a hex-bot,
take 1 hex-bot fram your inactive supply and putitinto
the Hex Box.

Any move action that moves a hex-bot can be used to
miove the hex-bot out of the Hex Box and onto the track
(always moving left).

If you choose to upgrade the circle-bot into 3 Power
cards, simply draw 3 Power cards.

If you haven't played a Power card this turn, you may
play one that you drew.

If you have already upgraded all 3 hex-bots from your
inactive supply, you can only choose to draw 3 Power
cards

Upgrading into a hex-bot cannot be done using upgrade
Terminal card actions er upgrade Power card actions.

When a circle-bot is upgraded into a hex-bot, it is
considered a different bot (see the Different bot loophole
and Example on page 15).

Bots in the Hex Box are not considered on the track, and
you cannet use the Catch Up action to “catch up” to them
(s=e example 55 on pages 17 & 18).

There is no limit to how many hex-bots can be stacked in

the Hex Box. Any number of players can have any number
of hex-bots there. Simply stack all the hex-bots in there,
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or set them off to the side of the board. You can have any
number of your own hex-bots in the Hex Box.

* Strategy tip - Most of the time, you will want te upgrade
your circle-bots that race off the right side of the track
into hex-bots, and only choose the draw 3 Power cards
option when all your hex-bots are out of your inactive
box-but there could be strategic reasons for drawing 3
Power cards instead in the early and mid-game!

TERMINAL CARD AGTIONS

You may only take a Terminal card or junction action if you are
able to complete everything within that action. You may never
place a bot or stack in a lecation and not take or complete

all parts of that action. Information on rare exceptions and
loopholes can be found in the descriptions of the individual
Terminal cards.

CIRCLE-BOT LEVEL TERMINAL ACTIONS

€1 - Add 2 circle-bots from your inactive supply
beox to your active supply.

*= You may take this action only if you have 1
or more circle-bots in your inactive supply
box (This is an exception that allows you
to take this action with only 1 circle-bot in
your supply instead of requiring 2).

= |f you do not have any more circle-bots in your inactive
supply box, you cannot take this action.

C2 - Place 1 circle-bot into the Machine at the
silver entry point from your active supply.

* [f the silver entry point is occupied by
ancther bot, your circle-bot will move to
the back of the line and take the next
unoccupied space to the left of the silver
entry point.

* You must have at least one circle-bot in your active
supply ready to go into the Machine to take this action. If
after placing your bot or stack on this space, you do not
have any circle-bots left in your active supply, you may
not take this action.




C2 - INTD THE MACHINE EXAMPLES

The Yellow player takes the C2 Terminal action (A)
and places 1 circle-bot into the Machine at the silver
entry point (B):
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The Yellow player takes the C2 action again (A) on
later turn and places 1 circle-bot to the back of the
line in the next open space to the left of the silver
entry point (B).
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C3 - Upgrade 1 circle-bot. Choose one of your
circle-bots in the Machine, remove it, and place
it into your inactive supply box to upgrade

it into what is shown above the space it was
removed from (see the Machine cn page 8-9).

* You must have at least 1 cirde-bot in the
Machine to take this action.

C3 - UPGRADE EXAMPLE

The Purple player uses the C3 Upgrade Terminal
action (A}, and chooses a circle-bot in the Machine

at o spot that upgrades it into a triangle-bot and a
Power card (B):
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They put the removed circle-bot into their inactive
supply bex (B) and take a triangle-bot from there
to add to their active supply (C), and they draw 1
Power card from the deck to their hand (D). If they
haven't played a Power card yet this turn, they
may choose to play one now (even the one they just
drew), er pass the turn:




Spot vs. Spaces -

* Spot - The Machine track is made up of Spots which
bots can occupy. Spots can be cccupied by a bot, or
not be occupied.

* Space - Specifically an unoccupied spot on the
Machine track.

Rules may need to refer to spots and/or spaces on the
Machine track, depending on the context. For example,
when a bet is directed to move 2 spaces, it will only count
the unocccupied spots for that 2 movement, skipping over
spots that are occupied by other bots.

7,

C&4 - Move 1 bot 1 space. Choose one of your
circle-bats or one of your hex-bots in the
Machine and move it one space in the direction
it travels.

* You must have at least 1 bot in the machine
te take this Terminal action.

“Or" options - a red \ between two action icons always
means a choice of deing one of them, never both.

C4 - MOVE EXAMPLES

With these moves, circle-bots will always move
right and hex-bots will always move left.

Green has taken the Move 1 bot 1 spoce action and
they have 3 optional bots in the machine to chocse
from, A, B, or C:
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If they choose the circle-bot A, it will mowve 1 space
to the right:
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However, if they choose the circle-bot B, it will
move to the next unoccupied space, leaping over
all of the bets in front of it:
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The third option is to move the hex-bot Cinstead,
which will move left to the next unoccupied space,
leaping over the two bots to the left of it:
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TRIANGLE-BOT LEVEL TERMINAL ACTIONS

T1 - Move 1bot 2 spaces. Choose one of your
circle-bots or one of your hex-bots in the
Machine and move it two spaces in the direction
it travels.

* You must have at least 1 bot in the machine
to take this Terminal action.

= You must complete the bot's move 2 spaces
as one movement, you cannct break up the
movement with any action or Power card in
between.




T1 - MOVE EXAMPLE T2 - MOVE EXAMPLES

The Machine currently looks like this, and Green has
taken the Move 2 bots 1 space each actior:
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The Green player is going to move their hex-bot, A,
2 spaces:
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They have many options:
Many of the spots to the left are occupied, so the
hex-bot moves to the first unoccupied space,
and then to the second unoccupied space:

Option 1of moving B then A is the simples
but may not be the most advantageous:
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Option 2 of moving A then B instead, they both
rmove further than they did in option 1:
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Move 2 Spaces off the track - When a bot is on the edge Hﬂ( R B PP R e l{
of the track, and only needs to move |1 space to race off =l W = WEdl b Ji"‘ln-u‘“
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off, but that 2nd space move is lost. (the Different bot — -

loophole has an example of this on page 14.) Option 3 of moving circle-bot C then hex-bot D

gives the hex-bot a larger set of bots to skip over:
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T2 - Move 2 bots 1 space each. 5 “'-L 1{ AP a1 E ) 4 ‘1
* You must be able to move two different* Hll!--l?‘ AN e ETa Ak

bots 1 space each to take this action-you .._ - , 1 S B B :-
can never move the same bot twice (*See e -
different-bot loophole on page 14.) Many options: - You could even move hex-bot D first

You may choose whichever bot you want then circle-bot C to get the circle-bot farther along.
to move first no matter its position in the There are many optiens when moving 2 bots!
Machine.




T3 - Mowve 1 circle-bot 2 spaces and
1 hex-bot 1 space.

= You must be able to move both types of
bots in the Machine to take this action (*see
different-bot loopholz below),

* You can choose to move the two bots in any
order you want—for example you could move
the hex-bot first, then the circle-bot.

* You cannet break vp the circle-bot's 2 space move—it has
tc move both spaces before or after the hex-bot’s move.

Different-bot loophele - T2, T3, and Power cards with
similar multi-bot moves, require you to move 2 different
bots to be able to take them, but there is a loophole!

If the first move you take would move your circle-bot off
the right side of the Machine track and upgrade it into a
hex-bot, that hex-baot in the Hex Box is now a differ

bot and can take the second move.

Example - The yellow player only has 1 circle-bot (A]
Machine:
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Narrally a player with only 1 bet in the Machine can't
take the T2 or T3 Terminal action because they don't have
2 different bots te meove, but any mave in this situation
will upgrade the yellow circle-bot into a hex-bot, which
can be used to complete the action:
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They use T3 to move circle-bot A two spaces, and it
moves off the track. It is upgraded inte hex-bot B, which
is a different bot, and can now complete the T3 action,
meoving 1 space left out of the Hex Box and onteo the track!
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T4 - Draw 1 Power card. When you take this
Terminal action, simply draw one card from the
Power deck to your hand.

* If you haven't played a Power card yet this
turn, you may play the one you just drew or
one you already had in hand.

* |f the Power card deck has run out of cards, shuffle the
discard pile into a new deck (see Power cards on page 21).

T5 - Place 1 circle-beot into the Machine at gold
from your inactive supply box at the gold entry
point.

* As with the silver entry point, if the gold
entry point is occupied by ancther bot, your
circle-bot will move to the back of the line
and take the next unoccupied space to the
left of the gold entry point.

* You must have at least 1 circle=bot in your inactive supply
ready to go into the Machine to take this action.

The Conveyor Belt Queve - When a circle-bot enters the
Machine, if all the spots are full to the left of the entry
spot, they are placed on the left-most open spot an the
Conveyor Belt Queue,

There is ne limit to how many bots can be in the Conveyor
Belt Queuve, if there are ne conveyor spots left, just keep
lining up bots in a queuve that will keep the crder obvious.

Example - Players have been quite busy adding circle-
bots to the Machine, and it's very full on the left side of
the track. Purple has taken the T5 Terminal action, and
their circle-bat attermnpts to enter at the gold entry point:
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All three spaces to the left of the entry point are full, and
there are even two bots in the Conveyor Belt Queue, so
the purple circle-bot enters that queue at the next open
space:
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Move & Auvto-Move out of the Queuve - Bots will wait in the
Queve until they are moved by their player taking any
meove action, or the left-most space on the Machine
becomes unoccupied.

Move Example - The Red player uses the & 9 Ter
action to move their circle bot A one space:
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The circle-bot moves to the next open space on the
Machine track:
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All bots left in the Queve behind will move left to fill in the
empty spaces of the gueue automatically, so the Purple
circle- oot B autematically moves up:
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Auto-Meove Example - Leftmost space of the Machine
track becomes unoccupied:

The Green player moves their hex-bot A one space with
the 4 “ Terminal Action and the hex-bot moves off the
Machine track. The leftmost space becomes unoccupied:

Mote: This only happens when the leftmost spot of the
Machine track becomes unoccupied. The Red player
moving their circle-bot B from the second leftmost spot
would not cause any bots in the Conveyor Belt Queue to
move.




TG - Place 1 circle-bot into the Machine &
upgrade 1 circle-bot.

* They cannot be the same bot, so you cannot

upgrade the circle-bot you place with this
action.

* You can do these two actions in whichever
order you wish,

* You must have both a circle-bot in your active supply
tc put into the Machine and another circle-bot in the
Machine to upgrade to take this action.

* The circle-bot you put into the machine at the gold entry
point must be from your active supply.

SOUARE-BOT LEVEL TERMINAL ACTIONS

51 - Place 1 circle-bot into the Machine & move
it 1space.

* You must have a circle-bot in your active
supply to take this action.

* You can only move the circle-bot you placed
into the Machine with this action.

* |f the silver entry point is occupied by another bot, your
circle-bot will move to the back of the line and take the

next unoccupied space to the left of the silver entry point
and then move right 1 space.,

52 - Move 1 circle-bot 1space and upgrade it.

* You must have a circle-bot in the Machine to
take this action.

* You can only vpgrade the circle-bot you
choose to move with this action.

* |f the circle-bot moves off the right side of
the Machine track with the move part of this
action, it will upgrade into a hex=-bot or 3 powers cards
{your choice) as normal.

53 - Move 1 circle-bot 1 space and 1 hex-bot 2
spaces.

= You must be able to move both types of
bots in the Machine to take this action (*see
different-bot loophole on page 14).

* You can choose to move the two bots in any

order you want-for example you could move

the hex-bot 2 spaces first, then the circle-bot 1 space.

* You cannot break up the hex-bot's 2 space move-it has to
move both spaces before or after the circdle-bot’s move.

54 - Hop 1 bet to the Ird spot. This is different
from meoving bots a number of spaces
Iremember: spaces are empty spots). You will
choose 1 circle-bot to hop right or 1 hex-bot to
hop left in the Machine.

* They will hop over two spots, ignoring

whether they are occupied cr not and land
on the 3rd spot.

* |f that 3rd spot is occupied your bot will slide in its
direction of movement to the next unoccupied space.

* As always, you must have a bot in the Machine to take
this action.

5S4 - HOP TO THE 3RD SPOT EXAMPLES

Green has taken the hop 1 bot to the third spot
action, and chooses to hop their circle-bot A:
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The circle bot hops over the two spots to its right
and lands on the 3rd spot which was uncccupied:
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However, if the third spot is occupied by a red bot B:
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Then the circle-bot will attempt te hep onto it, and
then slide to the next unoccupied space:

&= ‘ﬂ&
V1 [T S

If the Hex-bot C is chosen instead, it will follow
those same rules, just hopping left instead of righ
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Hex-bot © hopping to an unoccupied third spot:
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Hex-bot C hopping to an cccupied third spot, then
sliding to the next open space:
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55 - CATCH UP. This action will slide a bot across
unoccupied spaces towards the closest bot
ahead of it on the track.

* You must have a bot in the Machine and it
must have a bot in front of it in the Machine
to catch up to, to take this action.

The bot you choose must be able to move at least 1 space
to take this action.

Circle-bots will look for a bot to their right and hex-bots
will look for bots to their left as being in front of them
respectively.

You must choose 1 circle-bot or 1 hex-bot to move—never
both.

The catchup action will never move a bot over any other
bots, it only slides them across unoccupied spaces.

The bot your bot catches up to can be any bot, yours or
your oppenents and a circle-bot or hex-bot.

Hex-bots in the Hex Box are not on the track, and cannot
be caught up to by circle-bots on the track.

Beots in the Hex Box may be moved out of the Hex Box
with a catch up action as long as there is a bot on the
track to catch up to.

Hex-bots on the Leader podium are not on the track and
cannot be caught up to.

55 - CATCH UP EXAMPLES

Red has taken the catch up action and has
options=they can choose either their circle-bot A or
their hex-bot B as the both gualify to be moved:
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(Examples of both cptions are on the next page.)




Option 1- They choose their circ'e-bot A and it
slides over the empty spaces to catch up to the
purple circle-bot in front of it. (/t doesn’t matter
what type of bot, or whose bot is in front of it, as
long as there is o bot to catch up to!)
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Option 2 - They choose their hex-bot B and it slides
cver the empty spaces to catch up to the yellow
ircle-bot.
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Catch up and the Hex Box - Red has taken the catch
up action, and has 1 circle-bot Ain the Machine gy
1 hex=-bot B in the Hex Box:
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They cannot choose circle-bot A becouse there is
re bot in front of it that is in the Machine. The two
hex-bots in the Hex Box are not in the Machine yet!
But, Red could choose to move their hex-bot B with
catch up because circle-bot Ais in front of it in the
Machine:
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Catch up and the Leader Podium - Red only has
ane option with this setug if they take the catch

up action. They cannot choose their hex-bot A,
because there is no bot in front of it in the Machine

as the green hex-bot on the Leader Podi

lenger in the Machine: h
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But they can maove their circle-bot B with the catch
up action:
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Neothing te Catch up to - With only these 3 bots in
the Machine, Red cannot take the catch up action
as none of these bots would move at least one
space as a result.




Between all of the Terminal cards en the Game board, there
are special Terminal Junctions that are locked from being
used until a player has bots on both Terminal cards connected
to the Junction. Once you have a Jurction unlocked, you

can place a single worker there, of the correct shape level or
higher, to activate both Terminal card actions connected to it
as your Terminal action for your turn.

The Terminal Junction actions do not follow the same rules
for bot placement as the Terminal card actions (you never use
Stacks here, for example).

* You just need one or more bots on each of the two
connected Terminaol cards to unlock a Terminal Junction.

* Multiple stacks on the connected cards do not unlock a
Terminal Junction multiple times.

* Yau choose the order in which to resclve each Terminal card
actions.

* Multiple players can have the same Terminal Junction
unlocked.

* Other player's bots do not block you from taking a Terminal
Junction action you have unlocked.

* Yau cannot place a bot on a Terminal Junction action where
you already have a bot. You'll need to use the Take Home
Terminal action to clear all your bots and start over, if you
want to set it up cgain.

* A Power card can still be played before or after taking
a Terminal Junction action, but never between the two
Terminal card actions being activated.

* Yau may unleck multiple Terminal Junctions around a single
card with the same bot or stack of bots on that single

card-each Terminal Junction does not need a unique set of
stacks to be unlocked.

* You must be able to fully take both Terminal card actions
to take a Terminal Junction action (see the By the end of all
actions loophole on p. 20).

* The arrows on each Terminal Junction point to which
Terminal card actions they use.

* You do need a bot of the correct level to take a Terminal
Junction action.

* Cirde-bot level junctions can be taken by circle-bots,
triangle-bots, and square-bots.

* Triangle-bot level junctions may be taken by both
triangle-bots and square-bots.

* Square-bot level junctions may only be taken by
square-bots,

TERMINAL JUNCTION EXAMP

F"urpi.u-_- has urnlg-cl-:ed t.he . g
Terminal Junction action ;Aa.
between Terminal cards A and E.:‘:_‘_ =]
B, and they choose to place gl | R
a Square on the Junction e
to take both Terminal card ,
actions in the arder they

choose. Purple cannot take

the Terminal Junction action

again, as long as their

square=-bot is there.



Green places a stack
an Terminal card B
and uses its action
as normal:

bn Purple’s turn, they
place a stack of ane
bot on the Terminal
card C, unlocking the
Terminal Junction
between Terminal
cards A and C:

On Green's following
turn, they place a
triangle-bot on the
Terminal Junction on
top of Purple's square-
bot, activating the
Terminal actions A and
B in the order of their
choosing:

They also play a Power
card after resclving
both actions (because
they can't play the
Power card in between
two Terminal actions).

Purple follows up on
their turn by placing
a circle=-bot on the
Terminal Junction
between A and

C and taking the
Terminal actions in
the order of their
choosing:

By the end of all actions loophsle - As with the different-
bot loephele, you can take actions you wouldn't nermally
be able to take if they are part of a multiple action move
and actions taken first provide what you need to take the
next action,

Example - Green wants to take n = B
the Terminal Junction action &5 He
between the A and B Temrinal ¢ _ Loy |

cards, but they don't have a i) P |5 TR
circle-bot in their active supply L

to use for Terminal card B. This =
would noermally stop them from _—i

taking the action, but as long | .
as they chocse A first to add 2 L
circle-bots to their active supply,

they may take this Terminal %

Junction action.

MNete - Power cards can only
be played before or after your Terminal beoard actien,
so Green can't play one in between activating Aand B




Power cards are a way to move bots and take actions in
addition to taking a Terminal board action. Most of the actions
on Power cards are the same as actions you can take on
Terminal cards. There is one different action that is only on
Power cards, which is Ignere stacks this turn (next column).

* You can only play one power card per turn.

* You can play your Power card before or after taking your
Terminal board action.

* You cannot play a Play power card in the middle of
multiple actions being resolved for a Terminal board
action.

* There is no limit to hew many Power cards you can have in
your hand.

# All Power cards played go to a shared face up discard pile
next to the board.

* When the Power card deck runs out of cards, shuffle the
discard pile into a new face down dech.

* You may play a Power card you have drawn that turn, as
long os you haven't played one yet.

There are five different Pawer cards in the Power cards deck.

Move 1 bot 2 spaces.

* See Tl on page 12 for complete rules and
examples.

* %7 - There are 7 copies of this card in the
deck.

Catch up OR Ignore stacks this turn.

* You cannot take both actions on this card,
choose one of the following:

* Catch up - See 55 on page 17 for complete
rules and examples.

* |gnore stacks this turn;

* If you choose this action, you must play this card before
you take a Terminal card action.

* This allows you to place 1 single bot of the correct level
or higher on any Terminal card action, ignoring all the
previously placed stacks of bots on that card as part of
your normal Terminal action for your turn.

* This dees not give you an extra Terminal action for the
turn, it only enhances your existing Terminal action to
take a Terminal card action while ignoring stacks.

* There is no benefit to playing this card before a Terminal
Junction action, as they do not follow the stacks rule,

* You cannot place more than 1 bot on the Terminal card
action, when using Ignore Stacks.

* x3 - There are 3 copies of this card in the deck.

IGNDRE STACKS EXAMPLE

The Ignore Stacks
action is used by the
Red player, and they
want to take the
Mowve 2 bots 1 space
each action. Even
though there are 3
other stacks of bots
on the Terminal card
action, they only need
1triangle-bot to take
it:




Move 2 bots 1 space each.

* See T2 on page 13 for complete rules and
examples.

* y7 - There are 7 copies of this card in the
deck.

Hep 1 bot to the 3rd spot.

* See 54 on page 16 for complete rules and
examples.

# x7 - There are 7 copies of this card in the
deck.

Place 1 circle-bot inte the Machine at silver OR
Upgrade 1 circle-bot.

* You cannot take both actions on this card,
choose one of the following:

* Place 1 circle-bot into the Machine at silver

- See C2 on page 10 for complete rules
and examples.

* Upgrade 1 circle-bot - See C3 on page 11 for complete rules
and examples

* %3 -There are 3 copies of this card in the deck.

GAME END

The game ends when one player has won the race, of which
there are two ways to win:

2 HEX-BOT WIN

If a player gets two of their hex-bots onto the Leader Podium
before anyone else, they will win the race. In this Example,

Red was the first and snly player to get twe hax-bots onta the
Leader Padiurn, winning the race:

3 HEX-BOT WIN

If any other players have hex-bots on the Leader Podium
before you can get two in for the 2 hex-bot win, then you will
need to get 3 hex-bots on the Leader Podium to win. In this
example, All players had hex-kots on the Leader Podium, so
Green could only win with 3 hex-bots:




DOPTIONAL PLACE TIE BREAKERS

Usually, only the winner matters, but if you ever want te know
how the ather players finished, you can use these tie-breakers
for 2nd, 3rd, &th, and 5th:

1. Most Hexes on the Leader Podium.

2. Most Hexes in the Machine and Hex Box.
3. Hexclosest to the finish line.

4. Circle closest to the Hex Box.

BREAKERS EXAMPLE

L1 I et
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1st - Green * 2nd - Blue = 35rd - Red
&4th - Purple - 5th - Yellow

Reasoning:
* Green has wan the race.
* Purple, Blue, and Red all havea 1 hex-bot on
the Leader Podium, so they cll finished before
Yellow.
* Blue has 1 hex-bot in the Hex Box, so takes
2nd place.
Red and Purple have no hex-bots in the
Machine and move on to the next tie-
breaker.
Red has a circle-bot closer to the Hex Box
and takes 3rd place.
* That leaves Purple to take &th,
* Yellow is left in 5th place.
* Even though they had two hex-bots in the
Machine [mere than Purple and Red), they
didn't have one on the Leader Padium.
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This Quick Teach guide is not a replacement for one player
reading or being familiar with the rules, instead it's an outline
for them to quickly teach new players how to play in about 10-
15 minutes after Game Setup (shown on pages 4 & 5). Point out
areas on the board as you refer to them and feel free to setup
examples with pieces as you gol

* [ntroduction: Into the Machine is an after hours race run
by robots in a factory. Players will race circle-bots in
the Machine to the right off the edge where they tag in
hex-bots who will race towards to the left right off the
edge and claim spots on the Leader Podium. Players
miove those bots in the Machine by placing Pit Crew bots
on Terminal actions on the game board and by playing
Power cards.

* 2 Ways to Win (p. 22): Use the gold Player Reference Card
(PRC) to show the two ways to win, and the Power card
draw icon on the bottom of the Columns.

* Pit Crew bots: Explain the inactive and active supply of
bots.
* The more sides their shape has, the more powerful
they are.
+ Terminal actions all have indicators that show what

level of bots are required. (p. 6 & 8)

* Show where Square, Triangle, and Circle bots may
go on the koard.

* On Your Turn: Use the gold PRC to explain a turn, Terminal
Actions and when you can play a Power card (p. 6).

* Stacks: Explain how Stacks work for Terminal card
actions (p. 6).

* Terminal Junction actions: Explain how to unlock
them, how you only need 1 bot, you aren't blocked
by other players’ bots, but you can’t put a second
of your bots there (p. 19).

= Moving bots in the Machine: Throw some extra circle and
hex-bots in the Machine and give examples of movement
(examples on ps. 12,13, 14.):
* How circle-bots move right and hex-bots move left.
* How mest actions move a bot one or more spaces,
and that movement includes leaping over occupied
spots.

The Hex Box (p. 10);

* When a circle bot races off the right side of the
Machine, they can tag in a hex-bot or draw 3 cards
(the circle-bot always goes to the inactive supply).

* Mo limit to how many hex-bots can be in the Hex
Box.

Inte the Machine (p. 10-11):
* Show the two different colored entry spots.

* Show a bot going into the Machine while the entry
is occupied and going to the back of the line to the
next open space.

* Briefly explain the Conveyor Belt Queue (p. 14).

Upgrading Bots (p. 8, 9, 11): Explain all the icons for
upgrading bots above the Machine.
* Upgraded circle-bots always go to the inactive
supply.
Terminal card actions (p.10-18): Start at the top row, and
go left to right, top to bottom and briefly explain each

card, letting players follow along with their silver Player
Reference Card.

* Set up any examples if needed.

* They must be able to do all parts of an action to
take it.

* Explain the different-bot loophole.
Terminal Junction actions (p. 19-20):;
* How to unlock them.

* You only need 1 bot to use them, even when other
player's bots are there.

* You can‘t ever have 2 bots on one.
Power Cards (p. 21-22): Pick up the deck and show
different examples.

* Most are the same actions as terminal actions.

* Show the “OR" actions separated by red / and how
you can only choose one.

* Explain the Ignore stacks action.

* Can only play 1 per turn, before or after your
terminal action.

Ask for any questions, reset the game board, and power
card deck as needed and start play!






