Powers are, cuit the reference sheet in half along the dotted lines. Each player
takes their apprapriate side and refers to the sheet during gameplay.

HOW TO WIN

The first player to capture his/her oppanent's Flag wins the game. If all of your
movable pieces have been captured and you cannot move or attack on your
turn. you must surrender and declare your opponent the winner.

STORING YOUR GAME

Dane playing for now? For easy storage,

fold the gameboard and place it (and

these rules) under the cardboard platform. Then fit each piece into a notch in

the platform, as shown in Figure 4.

We will be happy to hear your questions or
comments about this game. US consumers please
write to: Hasbro Games, Consumer Affairs Dept.,
Uo m2 200, ngacnxmn Ri 02862, Tel: mmm

write to: Hasbro n%uuu rogoﬂmgo: muug de la
Province, Longueuil, GC Canads, J4G 1G2

Stralego® is a Jumbo game under license of Hausemann &
Hotte B.V., Zaandam, The Netherlands, www.jumbo.gu

© 2007 Dream Works LLC and Paramount Pictures Corp.

Pave Low™, Sikorsky® and the Pave Low helicopter design
is used under license trom Sikorsky Aircraft Corporation

Camaro and all related Emblems and vehicie body designs
are General Motors Trademarks used under license to
Hasbro, inc

Pontiac Solstice and all related Emblems and vehicle body
designs are General Motors Trademarks used under license
to Hasbre, Inc.

Hummer H2 and all refated Embiems and vehicie body
designs are General Motors Trademarks used under license
1o Hasbro. inc.

Topkick and all related Emblems and

vehicle body designs are General

Motars Trademarks used under

license to Hasbro, Ing.

FIGURE 4

Saleen® and S281 are registered trademarks of Saleen Inc,
used urider license.
LOCKHEED MARTIN, F-22 Raptor, assaclated embiems and
lagos, and body designs of vehicies are either registered

or t of Lockheed Martin Corporation
in the USA and/or other countries, used under licanse by
DreamWorks, LLC.
Buffalo™ MPCV™ s 58:32 licenss fram 128
Protection Industries.
The HASBRO , 55oz§rm<!az_m=na8§§ .
as well as TRANSFORMERS and ail refated characiers are

tradeimatks of Hasbro. © 2007 Hasb, Pawlucke, A 02862 ,

USA. E.m.g.mxica amsgmb.

For 2 Players / AGES 8+

CONTENTS
® Gameboard ¢ 30 Red Pieces ® 30 Gray Pieces e Display Tray ® Label Sheet
* Special Powers Reference Sheet

OBJECT
Capture your opponent's Flag before he/she captures yours.

A battle of galactic proportions is brewing as the DECEPTICONS and
AUTOBOTS prepare to ga head ta head in a fight for control of the universe.
Pick your side and plan your strategy. In the end, anly one army will be left
standing. Will you be on the winning side?

-

THE FIRST TIME YOU PLAY
Remove the game um_am from %mﬁ E.muusmm and
gmoma Sm Eaun?mm

Apply & .maﬂ E each piece as a_asa apply the
>5Dmbﬂ Eu&m {OPTIMUS PRIME, ete.) to the red-

pieces: apply. %dmom.énmz labels MEGATRON,

ete) Egmgﬁanmm mmmmms.m ﬂ




& sETUP

The red pieces represent the AUTOBOTS, and the gray pieces
represent the DECEPTICONS. Hide a red piece in one hand and a gray
piece in the other. Your opponent chooses a hand and takes the colar
army of the piece in that hand. The other army is yaurs.

Place the gameboard on a level
surface between you and your
opponent, with the STRATEGO
TRBANSFORMERS logo facing each
of you. Make sure the pictures an
the end of the gameboard match the
pieces in your army. Note: You only
use the Special Power references if
you are playing Game 2.

Place each of your pieces on a
gameboard square in the first three
rows in front of you (see Figure

2). Make sure the labeled side
faces you, and is hidden from your
opponent. Your appanent sets

up his/her pieces the same way.

FIGURE 2

After you've played a few times, you'll start to develop your own strategy.
For now, take a look at the rules for moving and attacking, and read the
STRATEGY HINTS on page 6. They'll help guide your decisians.

THE TWO GAMES

Stratego® TRANSFORMERS Edition features many of the characters

from the TRANSFORMERS Mation Picture in a ammmﬁ battle cmgmmg
good and evil. There are two ways to play:

g D: mmn:bw EE. EBm you must do one of the following:

-

_<_o<m one of your pieces; or

Eu.mnx ane of your opponent's pieces.

In & case when you cannot move or attack, the game is aver and your
opponent wins.

RULES FOR MOVEMENT
The only pieces that cannot move are your Flag and your Liquid Nitrogen
Traps. Move your other pieces accarding to the rules below.

Move only one piece on a turn.

Move your pieces one square at a time to an open adjacent square
(a square next ta it). Pieces can move forward, backward or sideways,
but nat diagonally. Exception: See Scout Movement, below.

You cannot jump over other pieces, or move a piece onto an occupied
square [unless attacking: see Rules wo_. bnnmnr on page £.

You cannat jump over ar move 88 the vo_.g&m: Nn:m mummmm
(see mm:wm 2).

mﬁmsﬁm in u:m. %maas
- 3 tar. v._.. v




& over or move anto the Forbidden Zone squares. Before

- - moving & Scout more than ane square, you must first

» b revesl it to your opponent. (You may wish to move

B Scuﬁt only ane square at a time, to deceive your
3 bppcnerrt )

] HULES FOR ATTACK

- The only pieces that cannot attack are your Flag and your Liquid Nitrogen Traps.

Attack rules are as follows:

1. Attack Paosition: When a red and gray piece occupy adjacent squares
(back-to-back, side-to-side, or face-to-face), they are in Attack Position
(see Figure 3).

How to Attack: Take your attacking \\\
piece and lightly tap your opponent’s piece. AN

Revesl your attacking piece; your opponent

then reveals his/her defending piece. The ><

piece with the lower rank is captured
and removed from the gameboard. If the

pieces are of equal rank, both are captured \\
and removed from the gameboard. (See \

Captured Pieces, below). Naote: Pieces not

ranked by number have special rules; see

Spies and Liquid Nitrogen Traps, on |:] Inrange
page 3. FIGURE 3

If the attacking piece wins; it moves onto the square Eurmerly occupledby
the defending piece. -

If the defending piece wins, it stays on its square.. ‘ ;’ :

Attacking is always optional.

CAPTURED PIECES !

- Any piece that is captured is immediately r'emoved'Tm

' can either place the captured pieces near the gamebos
inta the nm:ches provrded in the car‘ctbnam {hsplay T

" Open Play Naw players may want to place all captured pieces where both
ieyers can see them This will help you keep track of which pieces are still in play. ,:

_ from the other player.

] Q‘ecret Play: The player whose piece was captured takes it and keeps it secret
- from the capturing player.

- Stealth Plsy: ALL captured pieces are kept facedown, hidden from BOTH

players. This forces both players to keep track of all captured pieces.

SPECIAL ATTACK/DEFENSE RULES
Some pieces have special attack or defense rules. Using these pieces strategically §
can mean the difference between victory and defeat! ‘

3 Spies: The pieces ranked S are the spies (AllSpark and

FRENZY). A Spy has no defensive power, so it is captured
by any piece that attacks it. Likewise, it is captured by
any piece that it attacks, with a few exceptions:

1. A Spy may capture a 10-ranked piece! For example,
if AllSpark attacks MEGATRON, AllSpark captures
him (a huge loss for the gray army).

A Spy may capture a Flag.

A Spy may capture another Spy. Keep in mind that if
you attack your opponent's Spy with your Spy, both
pieces are removed from play.

Liquid Nitrogen Traps: If a Liquid Nitrogen Trap is attacked, the
attackmg piece is captured. Exception: see Sector Seven Agenta Attack

Prmlege below.

Sector Seven Agents Attack Privilege: Sector

© Seven Agents [pieces ranked 3) are the only pieces that.
can d:sahle a L;qutd Nmigen Trap When a Sect;nr Seven




Scout Attack Privilege:

. This privilege applies only to Scouts (pieces ranked
L 2). They can move any number of open squares

- forward, backward, or sideways. A Scout using this

" gpecial movement may end its move on a square
oocupied by an opponent's piece, thereby attacking it.

- STRATEGY HINTS

Flag/Liquid Nitrogen Trap placement: When setting up your pieces,
place your Flag somewhere in the back row, and place Liquid Nitrogen Traps
around it for protection. Another strategy is to place Liguid Nitrogen Traps in
the back corners as decoys, and hide your Flag in the middle of the back row
with a high-ranking piece near it, for protection. Important: It is not usually 8
good idea to place Liquid Nitrogen Traps in the front row, or in any other place
where they can block your pieces.

Protect your Sector Seven Agents: If your opponent’s Flag is
surrounded by Liguid Nitrogen Traps, you'll need a Sector Seven Agent to open
up a pathway.

Scouts: Place some of your Scouts (pieces ranked 2] in the first two
rows, and use them to reveal enemy pieces that are moving towards you.
Keep some Scouts safe, then use them later in the game to capture your
opponent's Flag.

High-ranking Pieces: Place some high-ranking pieces in the front row, to
capture Scouts and other low-ranking pieces.

mave during the game, and be wary of ﬂrcmm that don': w.aww
probably Liquid Nitrogen #mum and the _“_ma

T HOW TO WIN
The first player to capture his/her opponent's Flag wins the game. If all of your

1S ‘wiﬁm&ma and declare your opponent the winner.

.E_m game ,u_.mem similar to Classic STRATEGO with a few added twists, Some :
n_mnmm now have Special Powers, and in some cases, two Special Powers, which
add a whole new level of strategy to the game. i

The characters with their Special Powers are shown on each end of the
gameboard near the logo. If a piece has two powers listed, the first is its ability
in Vehicle Mode; the second is its ability in Robot Mode.

88 Guidelines for Using Special Powers :

8 * Pieces with Special Powers may either make a standard move/attack, or it
: use their Special Powers. 8

e Always reveal a piece to your opponent before using its Special Power. !

; Changing Modes
8 The AUTOBOT and DECEPTICON pieces, in the upright position, are “under cover”

T in Vehicle Mode. During the game you may choose to change your piece to its

& Robat Mode. To do this, lay the piece down, faceup, on the board revealing its
identity. You can't hide when you are a giant robot! IMPORTANT. Only pieces with &

two Special Powers have the ahility to change modes. E

Guidelines for Changing Modes
The game begins with all of the pieces in the upright position (Vehicle Maode),
@ with the labels hidden from your opponent.

@ You can change a ummn.m.m. mode at the cmgzama of your turn. You CANNOT
change back at the end of your turn.

After o:mzn.mm@ S&mm. the ummom can make a normal move/attack OR use its
current mode's Special Power. REMEMBER: If a piece has two powers listed, the
first is its mz_ﬁ in Vehicle Mode; the second is its ability in Robot Made.

§

For a complete description of the Special Powers, refer to the separate Special
. Powers Reference Sheet. To help you remember what your pieces’ Special




AUTOBOTS" Special Powers Reference Sheet

| Detect Enemy

_ Identify an Opposing Piece

* A player may use Datect
Enemy to identify other

3 DIBCGS To use Detect Enemy you

must first reve,al the piece with this
power. You may then command an
0pposing piece Up to two squares away
(horizontally, vertically, diaganally. or

any combinatian) to reveal its identity.

(causing an attack), it forfeits its second
mave. It may nat jump over pieces or
pass over Forbidden Zone squares. It may
end its move on a square occupied by an
opponent's piece, thereby attacking it.

Robot Rumble
Attack Up to Three Pieces at Once
Using advanced robotic weapons and
technology, some AUTOBOTS and
DECEPTICONS can engage in an attack
with up to three adjacent opposing pieces
simultaneously. To use Robat Rumble, move
your piece one square onto an unaccupied
. square and reveal its identity. The attacking

player then selects up to three adjacent

' 0pposing pieces to attack simultaneously.

_This can include pieces that are
- diagonally adjacent! To resolve a Robot

~ Rumble, the ranks of the three adjacent

De'l:ect Enemy
s —{dentify an Opposing Piece
A player may use Detect

» Enemy to identify other
pieces. To use Detect Enemy, you
musﬁrst reveal the piece with this

_‘ puwer Ycu may then command an

0pposing plece up to twa squares away
(hormon;alty. vertically, diagonally, or

any combination] to reveal its identity.

Speed

Move Two Squares Instead of One
While driving in “vehicle mode” or running
in “robat mode,” many AUTOBOTS and
DECEPTICONS can move at impressive
speeds. Quickness allows these pieces to
move twao squares vertically, horizantally,
ar any combination (except diagonallyl.

If the first square on which the piece
lands i1s occupied by an opponent’s piece

“ﬁ‘_‘pieces are revealed. Any attacked pieces

(causing an attack, it forfeits its second
mave. It may not jump over pieces or
pass aver Forbidden Zone squares. It may
end its move on a square accupied by an
opponent's piece, thereby attacking it.

Robot Rumble

Attack Up to Three Pieces at Once
Using advanced robotic weapans and
technology, some AUTOBOTS and
DECEPTICONS can engage in an attack
with up to three adjacent opposing pieces
simultaneously. To use Rohot Rumble, move
your piece one square onto an unoccupied
square and reveal its identity. The attacking
player then selects up to three adjacent
opposing pieces to attack simultaneously.
This can include pieces that are
diagonally adjacent! To resolve a Robot

Rumble, the ranks of the three adjacent
pieces are revealed. Any attacked pieces
that are ranked lower than the attacking

piece are defeated and removed fmm .
the gameboard. If an attacked piece

is of equal rank, both the a&écker and
the attacked piece are destroyed and
removed from the gameboard. If any of
the attacked pieces are ranked higher
than the attacking piece, the attacking
piece loses and is remaved frem play.
NOTE: The Flag is nat vulnerable

to a Robot Rumble attack.

Distance Strike

Attack a Piece Up to Twa Spaces Away
Using advanced robatic technology, some
of the AUTOBOTS and DECEPTICONS can
attack an enemy piece without moving anto
the piece's square. Distance Strike pieces
may command any one oppasing piece up
to two squares away (in a straight line
vertically, horizontally or diagonally) to reveal
itself. If the revealed piece is of a lower
rank, it is destroyed and removed from

piece are defeated and removed from-
the gameboard. If an attacked piet_:_;

is of equal rank, hath the attacker and
the attacked piece are destroyed and
removed from the gameboard. If any of
the attacked pieces are ranked higher
than the attacking piece, the attacking
piece loses and is removed fram play.
NOTE: The Flag is nat vulnerable

to a Rohot Rumble attack.

Distance Strike

Attack a Piece Up to Two Spaces Away
Using advanced robatic technology, some

of the AUTOBQOTS and DECEPTICONS can
attack an enemy piece without maving onta
the piece’s square. Distance Strike pieces
may command any one opposing piece up

to two squares away (in a straight line
vertically, horizontally or diagonally) to reveal
itself

If the revealed piece is of a lawer

rank, it is destroyed and remaved from

e

ey o




AUTOBOTS" Special Powers Reference Sheet

gameboard. If it is of equal or greater
- rank, nathing happens. NGTE: Pieces with

 Distanee Strike CANNOT shoot THROUGH
~ or ARQUND the Farbidden Zoe or other

“pieces. The attack must be made without

& any(;bscacles [:] D D

between the

attacker and D D D

the. carget: as x %t x

shawn here, D D"."D D
- You cannot
 Usg Dlstarm
f . Striketo =
e at:tack amund

@DDDI

rank, nothing happens. NOTE: Pieces with

Distance Strike CANNOT shoot, THROUGH

P’ ’H\B Eﬂor"'bidden Zane or other
{ precéﬂ“'fh& attack must be made without

. arwabstacles. D D
"'mﬂ“"‘&"““* @BDD

t:he r.avget as

shownhere. [ ] EHXH___] []
o ST S
OSONO

Strike to
attack around - ki

e N range
obstacles: [ wa

- Magnet
Move a Piece to You
A piece with Magnet can use this power
ta pull an enemy pxece up ta two sguares
away !varUcaw or homzontally but not

" dnagonallyl,m its square, theraby attacking

it. If the oppasing piece is of a lower rank,
it is destroyed. If the opposing piece is

of an equal rank, then both pieces are
destroyed. If the opposing piece is of a
higher rank (ar if it is a Liquid Nitrogen
Trap), then the attacking piece is destroyed
and the piece that was drawn over,

maves onto its square on the gameboard.
NOTE: The flag is immune to Magnet.

Sneak Attack

Move Over/Under Multiple Other Pieces
By tunneling, flying, or leaping, some pieces
have the ability ta move over or under
other forces, and suddenly appear in the
middle of a hectic battlefield. To use this
special power, first reveal the identity of
your piece, then move the piece over any
number of adjacent pieces or the Forbidden
Zones, landing on the first empty square.
This must be done in a straight line

 horizontally or vertically (not diaganally).

it. If the opposing piece is of a lower rank,
it is destrayed. If the opposing piece is

of an equal rank, then both pieces are
destroyed. If the opposing piece is of a
higher rank (or if it is a Liquid Nitrogen
Trap), then the attacking piece is destroyed
and the piece that was drawn over, moves
onto its square on the gameboard.

NQOTE: The flag is immune to Magnet.

Sneak Attack

Move Over/Under Multiple Other Pieces
By tunneling, flying, or leaping, some pieces
have the ability to move aver or under
other forces, and suddenly appear in the
middle of a hectic battlefield. To use this
special power, first reveal the identity of
your piece, then mave the piece over any
number of adjacent pieces or the Forbidden
Zaones, landing on the first empty square.
This must be done in a straight line
herizontally or vertically (nat diagonally).

Onge the piece has landed on an Hmpty
square, it may then lmmedlately qo on
to attack an ad1acem; opposmg piace.

Call BUMBLEBEE
Move Bumblebee to Sam !
Due ta their close friendship, Sam can
call for BUMBLEBEE and (if there is
an unoccupied square adjacent to Sam
— horizantally, vertically ar diaganally
BUMBLEBEE will immediately come

to his side. If Sam calls BUMBLEBEE,
first reveal the BUMBLEBEE piece, then
move it to a square adjacent to Sam.
BUMBLEBEE will nat be able ta attack
until your next turn, if you choose.
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