Starting a game

Each  player’s Mad Scientist begins with

· 7 hit points of whichever type they wish

· $20

Each  player’s Bot begins with
· 1 Boiler, 1 Weapon:Damage, 1 Sensor:Accuracy or Range, 1 Armour:Protection or Resistance, 3 Mobility:Speed and 1 Accessory:Seat.

Each shop on the board begins with

· 6 random components

Each bank on the board begins with

· $6

Building your Mad Scientist


Constructing a Mad Scientist is similar to constructing a Bot. A Mad Scientist has 7 hit points and you may place one of two component types on the Mad Scientist status sheet.

Unlike Bots, you may choose which hit point locations are damaged when your Mad Scientist is hit. However, humans are easier to hurt than giant killer robots - every 1 damage from a bot weapon translates to 1D6 hit points of wounding for your Mad Scientist.

Hit Points

· Speed
For every speed hit point on your Mad Scientist's status sheet, your character has 1 move point. The number of hexes your character can move is determined by the type of terrain they are on. In general all terrain costs 1 point except for parks, rubble and forest which costs 2 points per hex. 

· Carry
For every carry hit point on your Mad Scientist's status sheet, your character may carry 1 component.

Building Mecha Bots

Glossary

· Connector 
A counter placed to connect two things to form one object. Weapon and Sensor connectors join 2 spaces in order to connect counters on the same chassis that cross locations. 

· Heavy Bot 
A bot that has more than half its chassis filled with components. 

· Light Bot 
A bot that has less than half its chassis filled with components. 

· Location
One of the 7 areas on a Bot chassis composed of 7 hexes. The areas are called- 

· Forward Left, Forward Right, Backward Left, Backward Right, Forward, Back and Central 

· The Central area consists of 6 hexes in which components could be placed and a central hex which contains the brains of the Bot and cannot be moved or changed. 

· If weapons or sensors are placed in the central location and are not connected to any other location, they have a 360 degree arc. 

· Outer 
Any location except the Central location

Components

Boiler

· May be placed in any location 

· Must be placed next to any other boiler counter 

· One boiler counter is required for every four weapon, sensor or mobility counters.

Weapons

· May be placed in any location 

· Damage and Range counters must be connect by a weapon connector counter for a weapon 

· Connected counters that are in more than one location have an increased firing arc - 60 degrees per location 

· Weapons placed solely in the central location (and not connected to any other location) have a 360 degree arc.

Sensors

· May be placed in any location 

· Accuracy and Range counters must be connect by a sensor connector counter for a sensor 

· Connected counters that are in more than one location have an increased sensing arc - 60 degrees per location 

· Sensors placed solely in the central location (and not connected to any other location) have a 360 degree arc.

Armour

· May be placed in any location 

· Protection and Resistance counters must be connect by an armour connector counter for a location's armour 

· Armour may not be placed to cover more than one location - each location has its own armour

Mobility

· May be placed in any location 

· Speed and Terrain counters do not need to be connected 

· Every location that contains counters increases the turning ability of the Bot

Speed = Number of speed counters divided by the number of connected chassis in a Bot, rounded down.
Terrain = Number of counters determines the mode of transport.

0 = Wheels, 1 = Halftrack, 2 = Tracks, 3 = Legs, 4 = Powerful legs, 5 = Jump jets, 6 = Jets, 7 = Hover Jets

  Jump Jets only operate for 1 hex during a Bots movement. The player determines when they occur. Otherwise they count as Powerful Legs. 

  Jets operate the entire move of a Bot, but it must land at the end of its move. When landed they count as Powerful Legs. 

  Hover Jets operate continuously. The Bot is always hovering, but may still be interacted with by the Mad Scientist.

Accessories

· Remote Control 

· Size 1-7 counter 

· Placed in any location 

· Each counter increases the range at which the player may directly control their Bot. 

· Seat 

· Size 1 counter 

· Placed in any outer location 

· The Mad Scientist may ride their Bot by sitting on this seat. If the component takes damage, the Mad Scientist is also hit. 

· The Mad Scientist may only enter or leave the seat if there is a path in the chassis to the seat that does not contain any components. 

· While seated inside the Bot the Mad Scientist may forgo their turn and directly control the Bot instead in the Bots Move phase

Resources

In the city every shop not currently being terrorised by a giant killer steam powered robot is busy constructing mechanical parts to sell. 

Strange as it may seem, there are theoretically "Non-Mad Scientists "who earn a living in something called a "gob" or somesuch nonsense. These pitiful creature eek out a non-infamous "career" through manual labour, with bosses and buy and sell and market prices!

Every bank attempts to conduct its normal business of investment and loans.

During the Shops restock phase of a turn-

· Any shop that has no Bots within 3 hexes of it builds a random component. 

· Any bank that has no Bots within 3 hexes of it earns 1D6 money. 

Getting resources

· Bots cannot get resources at resource locations, only Mad Scientists. 

· The availability of a resource is directly proportional to the nearness of a Bot to that resource. 

· Bots are threatening presences and reduce the prices of goods in urban resource locations.

Buying and Selling

During a Mad Scientist turn they may perform one buying action or one selling action, they may not do both in a turn. Even if they move to different shops within their turn.

· To buy a component, the Mad Scientist must be in the same hex as a shop with components left in stock. 

· Pay the appropriate money to the bank and take as many components paid for, that your scientist is able to carry (there is no point buying more components that your scientist can carry, they will stay in the shop for anyone else to buy). 

· To sell a component, the Mad Scientist must be in the same hex as a shop. 

· Take as many components you wish to sell that the Mad Scientist is carrying, and put them in the shop 

· Take the appropriate amount of money

· If there are more than one Mad Scientists in the shop, the characters are served in the following precedence (in the case of ties, go to the next category)- 

1. The Mad Scientist with the closest Bot to the one with the furthest Bot. 

2. The Mad Scientist that has been in the shop the longest, to the most recent. 

3. The Mad Scientist with the most money. 

4. Random

Money

In urban scenarios, money is a resource used to buy and sell other resources. 

· Money must be stolen from a bank to be used. 

· The closer a Bot is to a bank, the more money can be extorted by the Mad Scientist 

Is your miserable little life worth 4 ducats, you sniveling little bank manager? Or shall I have my Destructomatic level this building with its Quantum Steam Cannon (patent pending)?!?!. 

· Unlike other resources, money does not count towards the carry limit of a Mad Scientist.

	Bot Range
	Price to buy a component from a shop
	Price to sell a component to a shop
	Money extorted from a Bank

	4+
	6
	0
	1

	3
	4
	1
	2

	2
	2
	2
	4

	1
	1
	4
	6


Terrain Types

· Laneway, only wide enough for a Mad Scientist to go down. Bots capable of flight can move over it as usual. Bots may not land in this hex. 

· Cobbled street, the default terrain throughout the city, good for all transport. 

· Foot Bridge, only able to support the weight of Light Bots. 

· Bridge, able to carry any sized Bot over a river. 

· Park, difficult ground for any Bot that isn't at least a half-track. 

· Rubble, difficult ground for any Bot that isn't at least a half-track. 

· Forest, difficult ground for any Bot that doesn't have legs or better. 

· Rivers, uncrossable by Bots that don't have powerful legs or better. Bots capable of flight can move over it as usual. Bots may not land in this hex. 

· Small Buildings, don't block line of sight but cannot be crossed at ground level. Bots capable of flight can move over it as usual. Squashable 

· Medium Buildings, block line of sight and movement. Bots capable of flight can move over it as usual. Jumpable 

· Tall Buildings, block line of sight, movement and Bots that can't fly. Bots capable of flight can move over it as usual. Bots may not land in this hex. Climbable 

· Shops, tall buildings where components can be found. Bots capable of flight can move over it as usual. Bots may not land in this hex. Climbable 

· Banks, tall buildings where the lesser beings store their non-ill-gotten gains, so thay can be got. Bots capable of flight can move over it as usual. Bots may not land in this hex. Climbable 

· Labs, tall buildings where you first start out in your quest for TOTAL DOMINATION! Bots capable of flight can move over it as usual. Bots may not land in this hex unless it is their home base. Climbable
Squashable

Not quite so sturdy structures that can be destroyed by giant robots.

· If a Heavy Bot has Legs or better mobility, it can squash the structure. Place a rubble counter on it for the rest of the game.

Jumpable

Sturdy structures that can be leapt on by Bots.

· If a Bot has Powerful Legs or better mobility, it can move on top of the structure. All structures of the same height or smaller now no longer block line of sight to other Bots. However they still block line of sight to Mad Scientists.

Climbable

Very sturdy reinforced tall structures. Almost designed to have large things hanging off them. Possibly while clutching a struggling person in one hand.

· A Light Bot with Legs or better mobility may climb this structure. It costs 1 MP to climb up (or down). All structures of the same height or smaller now no longer block line of sight to other Bots. However they still block line of sight to Mad Scientists.

Chart

	Terrain
	Mad Scientist
	Bots

	
	
	Wheels
	Halftrack
	Tracks
	Legs
	Powerful legs
	Jump jets
	Jets
	Hover Jets

	Laneway (4)
	1
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1

	Cobbled street
	1
	1
	1
	1
	1
	1
	1
	1
	1

	Foot Bridge (5)
	1
	1
	1
	1
	1
	1
	1
	1
	1

	Bridge
	1
	1
	1
	1
	1
	1
	1
	1
	1

	Park
	2
	3
	2
	1
	1
	1
	1
	1
	1

	Rubble
	2
	3
	2
	1
	1
	1
	1
	1
	1

	Forest
	2
	3
	3
	2
	1
	1
	1
	1
	1

	Rivers (4)
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1

	Small Buildings (2)
	1
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1

	Medium Buildings (1)
	1
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1

	Tall Building (3) (4)
	1
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1

	Shops (3) (4)
	1
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1

	Banks (3) (4)
	1
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1

	Labs (3) (6)
	1
	N/A
	N/A
	N/A
	N/A
	N/A
	1
	1
	1




(1) Jumpable
(2) Squashable
(3) Climbable
(4) A non-hovering Bot may not end turn here
(5) Light Bots only (A bot that has less than half its chassis filled with components.)
(6) A non-hovering Bot may not end turn here unless it is their home base
