











HOW 'FO READ ''HE BO'I'S NCTION BOARD

The fuel cost of the
flipped card's main effect
determines which row to
use.

use the leftmost column that still has

= The bot flips a card with a
cost of 4, and has not yet filled
any mineral slots this game.
That means that bot will take
the action in the top row, firs
column.

The bot uses according to

a list of priorities. Ignoring the . )
.. . Excavate matching corridor

position of their mech, the bot

will take the highest priority B cottect matching mineral

action that they have enough or
to afford on any open

floor.

Next barrier tile

After determining which action the bot will take, resolve each icon in
that action from left fo right.

1. ''HE BO'Y' USES EVERY Q THEY HAVE AVAILABLE,
Moving down the list of priorities, the bot will take the first action

that:

1.1s available for them to take.
For example, if there are no
take a

on open floors, the bot will not

2.They have enough drills to afford. .
For example, if the next barrier tile costs 4 to drill, but the bot

only has 3 available, they will keep moving down the list of

priorities.

The bot repeats this procedure as long as they still have drills
remaining. This may result in the bot drilling a mine tile and
collecting multfiple minerals on the same turn.

Note: If the bot ever has to take a silver mineral, but
there are none on the open floors, they take a
directly from the supply.

When determining the bot's action, always

empty mineral slots. (If the mineral track is
completely full, use the rightmost column,

Whenever the bot has an odd
quantity of total
the odd mineral in this buffer slot.
When the bot collects another

» Combine it with the mineral in
the buffer slot to fill the next slot in
the mineral track.

mineral, and will keep moving down the list of priorities.

As the bot collects minerals, place them in this
mineral track, filling it from left to right. Each slot on
the bot's mineral track fits either2 / ,orlof
any other mineral.

The bot has a
progress track,
just like you. They'll
place collected
mine tiles in this
track, and earn
milestones if they
progress faster
than you.

Stars indicate
the difficulty of
the bot you're
facing.

Once the bot fills their
mineral track, all future
minerals they collect are
placed in their overflow zone,

and ,place

t0 use this turn.

= The bot has 3
They cannot afford to remove the next
barrier, which would require 4

Thereis no or better available on
open floors, so they excavate a
corridor, spending 2 .They have

1 remaining, which they use o
collect the that was added to the
floor during the corridor excavation.



2, 'T'HE BOT GOLLECT'S 'I'HE MOST %
VALUABLE AVAILABLE MINERAL, \
After using all of their drills, the bot collects the most valuable

mineral from any open floor. This works exactly like collecting
minerals from the bot's priority list.

3: FINALLY, IF THE BO''"S ACTION HAS A ls-,
THE BOT MOVES.,

To resolve a u move the bot's mech to the best floor: the
open floor with the most & minerals. If multiple floors
are tied for the most (including 0), compare the tied floors
by checking which of them has the most ‘{7’"’ minerals. Keep
checking the mineral of the next highest victory point value
until you break the tie.

If floors remain tied across all mineral types, the mech moves
to the bottommost tied floor.

The bot aims to collect some of these minerals when it takes
a reset turn.

RESET TURN

If the bot starts their turn underground, they will take a reset
turn. Unlike an action turn, the bot doesn't flip a card from
their deck during a reset tfurn. Instead, follow these steps:

1. THE BOY' COLLECT'S THE 2 MOS'' VALUABLE
MINERALS ON 'THEIR FLOOR,

If there are fewer than 2 minerals on the bot's current floor,
they take a 9 from the supply for each mineral they could
not collect.

2, MOVE THE BO'I"S MEGH T0 'I'HE SURFACGE AND
REFRESH 'I'HEE SHOD,
Based on the minerals the bot collected this turn, refresh the

shop.

- Foreach ../ or «¥ collected, discard the card with the
lowest & cost.

- Foreach @ ‘f:m,or & collected, discard the card with
the highest & cost. Ignore @ costs.

If there is a tie for lowest or highest (fé cost, discard all
cards of that cost in the shop.

After discarding cards, refill the shop.
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= The bot collects the
?(;7‘ and 4! minerals on
their floor( 1 .Then, they
move to the surface( 2 |

discarding the highest cost

and the lowest cost card( 3 .

= There are no Q

minerals on open

floors. The bot looks

for the open floor
with the most X

minerals. There's also

no open floor with

e R
‘fc" minerals, so they

move to the floor with

the most ‘(?"‘ minerals

instead.




WMILESTONES

If the bot earns a milestone before you, they receive the token
and the @ You gain credits or draw cards as normal. If
you earn a milestone, the bot collectsa &g from the supply
instead of gaining credits or drawing cards.

FLOOR GARDS

The bot reveals floor cards in the same way that players do.
Howeuver, the bot is unaffected by all text on floor cards, and
ignores their effects during their turns.

Exception: When the JACKPOT floor card is revealed, add just
1 W mineral. Only the player can collect it.

END OF THE GAME AND SCGORING

The end of the solo game can be triggered in 2 different ways:

The player or the The bot draws the
bot completes their OR last card in their
progress track. deck.

Just like the multiplayer game, the player or bot who triggered
the end of the game finishes their turn. Then the other player
takes one final turn.

At the end of the game, the bot only scores points for their
collected minerals, mine tiles, and milestones. They do not
lose any points for being underground or for the cards in their
deck.

Score points for yourself in the same way you would in the
multiplayer game. If you score higher than the bot, you've
won! Humans forever!
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1. Do I shuffle my deck when my draw
pile is empty, or when | need to draw
another card?

As soon as your deck is empty, shuffle
your discard pile and place it face up in
your card stand, creating a new deck.

2. Canluse the ability of a permanent card in the same turn

I buy it with a drone?
Ves

. Can | use default functions while resolving a card’s main
effect?

No. Default functions can only be used before or after
playing a card.

. Can|discard minerals from my storage in order to collect
new ones?
No. Drillers never leave a valuable mineral behind!

. What happens if | run out of...

Corridor tiles: If there are no corridor tiles remaining on a
floor, you can no longer excavate corridors on that floor.

Damage cards: If you need to take damage and there are
none remaining, your mech becomes so damaged that you
lose a mineral. Take the top mineral from the rightmost
non-empty column in your market and return it to the

supply.
Shop cards: If a particular shop runs out of cards, it no

longer refills. There will now be fewer cards available to
buy from the shops for the rest of the game.

Credits or minerals: Credits and minerals are not meant to
be limited. If you run out, use a suitable replacement.

. Are LAVA CAVE and SULFUR CAVE effects mandatory?
Ves. All floor card effects are mandatory.

Can | use leftover @ or Q, or play cards for effects
after surfacing?

No, all extra movement and drills are lost, and you can
only play cards during Operations.

. Canluse the shop refresh tile when buying a card with
adrone?

No.You may only use the shop refresh tile during the
Surfacing phase.
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9.

Can | still excavate mine tiles even if my progress track is
completely full?
Ves. Place these mine tiles to the right of your dashboard.

10. what if my overflow zone is full? Can | still sell minerals?

11.

12.

Yes, you can continue fo sell minerals, but they no longer
shorten your progress track. You will still receive points
and credits for them as if you were adding them to your
overflow zone.

How do CLEANING BREAK, MINING DRONE, REFUELLING DRONE and
SUPERHOT FURNACE work?

Whenever you play one of these cards for its main effect,
upgrade your storage or fuel tank one step without
paying any € .\f the section has been fully upgraded
already, skip the effect.

How does CURRENT-¢C " MINER work?

Pick 1 non-empty column of your market. Take the
topmost mineral from that column and move it to the
overflow zone (without gaining any «© ).
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LIS'T' OF 1GONS

GENERAL

9 k,,{,,é‘ @ ‘(’1 6 Minerals
@Anv mineral

£ solid Fuel. Move any 1 mineral from your storage to your overflow
zone without gaining any credits.

ng‘/ Gain X credits.

@ X points

EXIJ Gain fuel. Move your fuel marker X steps right. You can never go
over your fuel cap.

:lf Refill your fuel tank to the maximum, moving the fuel marker to
your fuel cap.

m Spend fuel. Move your fuel marker X steps left. If you don't have
enough fuel, you can't do the effect.

’ Move. You may move your mech to an adjacent floor.

Q Drill. You may collect 1 mineral from your floor, or use multiple Q‘
to excavate mine tiles.

&,ﬂi Cost of excavating a corridor tile.

Z@ Cost of removing a barrier.

-,,, You may draw a card from your deck.

ﬁ Take 1 DAMAGE card and place it in your discard pile. If the damage
stack is empty, remove the most valuable mineral from your market table.

@ Repair. You may remove 1 card from your play area, discard pile,
hand, or top of your deck. (If it is a DAMAGE card, return it to the Damage
pile.) If you choose a card in your hand,

@ Battery. Use it fo buy Advanced cards (in addition to paying any
credits).

@This turn, you may evaluate this effect any number of times.

m\'ou may evaluate this effect once at any point during your
Operations.

ﬂ Shuffle your discard pile to form a new deck as soon as your deck
is empt\/

DASHBOARD

i“? Storage

@/ Market

0/a overflow zone

@ @ (@ @ Milestones are tokens you gain if you are the first

one to cross a milestone line on your progress track.
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| DRONES @)

@) Refresh a drone, turning it fo its active side (skip if all drones are
face up).

Q Exhaust a drone.

m@ﬁ/ Sell one mineral from your storage to your market (or overflow
zone).

w Buy one card and place it on top of your deck.

( SURFACING PHASE
EE‘/ Discard a card to gain 2 credits.
@ Buy cards from the shops.

‘ x & " ‘GCard types

‘é /»/x/ Refresh a shop. Place all cards from one shop at the bottom of
its deck and then fill the shop with new cards.

Q;// “':}y Upgrade your maximum fuel / maximum storage.

( THE MINE
& Starting floor card

@ Deep floor card

Floor number and Floor identifier mark
different floors, and show on which floors the corridors are placed.

g An advanced card

( FLOOR CARD TRIGGERS
@ On reveal
When excavating a corridor tile
@ When collecting a mineral from this floor

!>AT the end of the Operations phase

STARTING RESOURGES
MM
cm o oA B
Lo Bl S
ib: @;I e

i rd
Reminder: Before you draw the starting hand, shuffle a DAMAGE ca

info your deck and place a TORSO on top.



