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1. Click any part, it will be added to robot
automatically, except attack skill and weapon.
2. Save before exit, otherwise your robo:t will
not be modified. a

3. You can save/load your design to de;faulf°4))
location by "S File" and "L File"
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1. Click on the part you want to
edit.
2. Click here to get the part

hightlight, remove it by
\ pressing "Delete Button”, or -
P adjust the position, scale,

rotation.
3. when the part is highlighted,
subpart window will pop.
4. Each subpart have color

Isetting, click the color you want

to edit.
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Zoom S File Save jg Exit

1. Click "weapon" to turn on weapon
window.

2. Each slot only store one weapon.

3. click on the slot you want to add

4. after the slot is highlight, click
weapon or attack skill you want to add.
5. Remove the highlight weapon by
"delete” button.
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1. Create basic Map

3. Click on map to place the selected tile.

Hold down mouse left button and move mouse to
fast placing tile.

Mouse right button to delete tile on map.

Hold down button "X" and move mouse to fast
delete tile.




Default Files folder:
(Folders should be created when you play the game 1st time)

Map file:
\Documents\My Games\Robot Tactics\Map

Logo 100x100 png file
Logo file (battle and prepare scene search logo here)
\Documents\My Games\Robot Tactics\Logo

Logo file (robot editor import 20 logo here)
\Documents\My Games\Robot Tactics\Robot Editor\Logo

Team file:
\Documents\My Games\Robot Tactics\Team



1. Max move step is 3.

2. Line of sight is required to attack.

3. Weapon range is from 1 to 5 tile. Melee attack is 1 tile.

4. Some melee attack may knock back target by 1 tile.

5. Weapon have 4 turn cool down, for example, if a weapon is used at turn 1, then it need to
wait until turn 5 to be used again.

6. Robot counterattack if it has weapon available (range, attack angle, and cool down OK)
7. No delay on counterattack. Attack and counterattack happen same time. So, it is possible
that a weapon cancel another weapon.

8. Attack angle is caculcated from the target front direction, if angle >90, enemy cannot
counter attack. So attack from back is the basic.

9. Robot die whenever it is out of the board, so knock back melee attack is useful for some
case.

10. The small window at the bottom show how many weapon with that range is available to
use.

11. The "T" button only show up if the robot have the speical transformation part installed,
and the robot will transform only if it meet the requirement.

12. Transform can only be used once, and robot cannot transform backward.

13. By default, all weapon do max 50 damage on single target attack. So you can design
your robot not based on max weapon damage.

14. Weapon that not built-in body parts, such as gun, sword, shield can be used 3 times.
After 3 times usaged, cool down will be caculated as the same as other body part built-in
weapon.



