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UNLOCK PASSENGERS
& BUILD STATIONS

Place the
remaining steel,
gold, and
copper robots
in the cloth bag.

Draw starting robots from the bag \
and place them on the empty
station spaces.

Each station must have robots of
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Mech Hubs

« Use Build Station to place your Mech Hub on an empty half hex
where your track ends.

« After placing your Mech Hub, take your 2nd Mech and place it
on any empty triple-wide action space. You may not build a
Mech Hub if you don’t have an empty triple-wide action space.

« Each player may only build 1 Mech Hub.

« Mech Hubs behave exactly like the Hub, except they can only
hold 4 passengers (instead of 8).

« Any player may use any Mech Hub to which they are
connected.

Nechs

« Mechs may only be placed on empty triple-wide action spaces.
« Each Mech maximizes units for that action.
« Use the fidjust Robots action to adjust Mechs for 1 unit.

o Adjusted Mechs may only be placed on already empty
triple-wide action spaces.

Game End

« Game end is triggered when at least 1 station of each of the 4
commuter colors is built and the bag contains no passengers at the
end of any player’s turn.

o After game end is triggered, finish the current round and play 1
more round.
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Mech Ability Clarifications

« Each Mech provides a special ability for that action (see the Mechs
Guide for more details).

« The [apacity Mech ability allows you to carry 4 passengers on your
train and 2 more placd on the Mech on your Player board.

« Passengers may be moved between the train and the Mech at any
time when the (apacity Mech ability is active.
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CAPACITY

« The [Irop Dff Mech ability allows you to Orop 0ff multiple
passengers to different stations to which you are directly
connected in a single action.
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