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You have 6 days (rounds) to take control of CYBERTRON. Do battle
to stop enpmy forces from invading your zones and sectors. Your
leadér san morph from robot to vehicle, using difféerent special powers
in each form. Use strategy and battle tactics to crush your enemies
and win the war!

‘? f:.. [

( /’-\ Wise leaders fight for control of the
To take control of the most zones

‘\./ Launch Pad - it could win them the
and sectors on CYBERTRON. ) war in the case of a draw!

if you’ve never played RISK before, read the rules all the way through
before playing. Once you know how to play, use the reference cards to
remind you of the key points.

LHAT'S MIFFERENT FREm

STEAMERARD

If you are a seasoned RISK player, use this section to see how RISK TRANSFORMERS
m:* ¢

is different from the standard game:

nds). Each day everyone takes a turn.



Q Open the gameboard onto a flat surface. Insert the spinning zones and sliding zones
as shown on page 9.

@ There are 4 leaders to choose from: 2 AUTOBOTS (OPTIMUS PRIME and T {,.l ,
BUMBLEBEE) and 2 DECEPTICONS (MEGATRON and BARRICADE). ¥ ~
RISK TRANSFORMERS is different depending on how many people are playing. - <

When you know how many people are playing, each choose a leader and take the

matching leader card.

2 PLAYERS: (HEAD-TO-HEAD) one player must choose an AUTOBOT leader
and the other a DECEPTICON. ’

3 PLAYERS: (FREE-FOR-ALL) one player must choose an AUTOBOT leader. ;”,
The others each take a DECEPTICON.

4 PLAYERS: (ALLIED FORCES) play in 2 teams - AUTOBOTS vs.
DECEPTICONS. At the start, sit opposite your teammate.

Some rules only apply to the 4-player game and are explained throughout this book. §}:3§
P

ey Take all robots and vehicles of your leader’s color. Count out 30 robots. These
are operational robots and can be placed at the start of the game.
The other robots and vehicles are out of action on your scrapheap.




Q Place your leader and one operational

; robot on the leader’s start zone (as
shown on his leader card). Stand your
leader up to show his robot form.

@J Starting with the youngest player,
take turns placing a robot on an
empty zone until all zones contain a

% robot. There are 42 zones. , ..,

You control any zone that contains
one of your robots.

Controlling all the zones in
a colored sector gives you
bonus robots later in the game!

When all zones contain a robot,
take tums placing the'rest of your

operational robots, one by one, on

zones you now control. Put as many
in the same zone as you wish.

@ Each take
a reference
card.

@J Shuffle the upgrade cards and put
them facedown in a pile.

f@J The youngest player
puts a vehicle from his
scrapheap on square |
of the day counter.

YOU ARE NOW READY
TO FIGHT THE CYBERTRON BATTLE!

SPINNING
ZONE

PURPLE PLAYER'S
SCRAPHEAT



PLAYING THE GAITIE

O You win upgrade cards by capturing other players’ zones during the game
(maximum | per turn).

Q If a robot is destroyed In an attack, return it to your scrapheap.

@ A zone must never be empty during the game. It must always contain at least one
robot or a leader.

Q' You can exchange 3 robots for | vehicle, :
_oF Vice versa, at any time. == ‘

P
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TECOmE] TROFm
The youngest player takes the first turn
and play continues clockwise.

Each turn consists of 5 phases, played in
the following order:

DRAW A CARD

R T, T e

Read on to see each phase
explained in detail...



g Count Your Zones

Count up all the zones you control (i.e.
have at least one robot in). Now look at the
ZONES P ROBOTS panel at the bottom
of the gameboard. Find the number of
zones you control in the black nhumbers.
Take the number of robots shown in the
corresponding red number and place them
in your operational robot pile.
You can place these in step E
of this phase.

ZONES » ROBOTS PANEL

Q@ Fiay Cards:

... [f you have any upgrade cards that give
“you bonus robots, you can play them now.
Put them faceup on a separate discard
pile next to the draw pile. See page 17

for details of upgrade cards.

YELLOW
GREEN

BLUE
PURPLE
ORANGE

(e.g. if you control the green zone, take 7
extra robots). See below. ot

A ad

Note: if a secret war factory is open,
it counts as one of the sector’s zones.

@ Secret Liar
Factories

The two sliding zones have secret war
factories under them. These are always
closed at the start of the game but can
be opened in Phase 2.

@ For each robot (or leader) you have
in an open secret war factory, put one Wi
extra robot in your operational robots
pile {maximum 3 per factory).

@ You recdive nothing if the war factory
Is closed.



Bring Back
Your Leader

If your laader is onyour scrapheap because
he has been dga%:my@d in battle, you can
pay 3 operatisnal robots to bring him back.
Putthe 3 rQb’ﬁi'S‘(:ﬁ the scrapheap and
place your leader: ifvany zone you control in
ither robot ar vehlcle form (your choice).

When you have placed all your
operational robots on the board,

manwe o bas Plhaca 2

Red controls 23 zones, including all zones
in the purple sector and 2 robots on the
Decagon’s secret war factory. On this turn,
Red performs Phase | as follows:

@; Count Your Zones

Controlling 23 zones gives Red 7
operational robots.

Red plays the fo%wmg upgrade cards. 7, %

PO SRSt U ¥ O S
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MASS-PRODUCTION

Mass Production gives Red 3 extra
operational robots. Interlock Initiators
doubles the sector bonus.

@ Sector Bonus
Controlling the purple sector gives Red

a bonus of 5 robots. This is doubled by
Interlock Initiators, so he gets 10 robots.

L
Secret War
Factories

Having 2 robots on the secret war factory
gives Red 2 extra operational robots,
which can be placed in step E.
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PHASE & vorrH:

OPTIONAL

In this phase you can morph your leader and change special spinning or sliding zones|

Morph
Your Leader

Flip your leader
over to change P
him from robot
form to vehicle
form or vice
versa. Your leader has different bonus
powers depending on which form he is in
(see your leader card).

Change a
Special Zone

To changeasptnning or sliding zone you
mustbothy

ongrol the special zone itself or
another zone in the same sector
AND

@ Play an upgrade card with
a changae icon 6n it.

Spinning Zones

Use the spinning zones (Praxus and Pion
Tower) to open g
or &lase routes
betwean o
,nqum»ormg 4

zones.

rej Rotate the spinning zone to open
or close a route.

Shiding Zones

The sliding zones (Decagon and Moon
Alpha) have secret war factories
beneath the T4 '

Sliding zones should be closed at the start
of the game.

To epen a dliding zone:

@ P-iay a change card.

@ Open the zone to reveal a secret

war factory. .

./ Place a robot from your scrapheap
in the war factory.

r factory counts as a normal zone
is closed.

close a sliding zone:

7 Play a change card.~ . .
P Play ge card.

Q Close the zone. Any robots on it
" are crushed and returned to their
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EXAIMPLE 1

OPTIMUS PRIME (in vehicle form) is in
The Arena, surrounded by enemy robots!

EXAIMPLE &

Yellow wants to attack Praxus, which
is defended by just one black robot.
However, the path is blocked because
the spinning zone is closed.

EXAMPLE 3

In Phase 2, Red morphs OFTIMUS PRIME into
robot form, giving him a bohus of Honany ~
one die when rolling for defense. See page 14.

In order to attack, Yellow plays a change
card and spins Praxus to open the channel
between Prakus and the two zones on
either side of it.

,




PHASE 3 Arrack

OPTIONAL

In this phase you can make one or more attacks to try and capture zones

from other players!

NMeighboring Zones
@ Youcan only attack an-anemy zone
- tht neighbors one of your
@ Zones neighbor each other if they
- ‘giare a border or are connected by a
hypertink.. . . g,
@. Spinhing %%ﬂds orily ‘alghbor the
* zones next to them when their arrows
line up

Example: Uraya neighbors Mlus and
Protihex (because they share a border)
and The Praetorus Wharf (because they
are joined by a hyperlink). Uraya only
neighbors Pion Tower when their arrows
line up.

Nota. two of the hyperllnks go off the board

Lilhen Can | Attack?

@ You must have 2 or more robots
in the zone you are attacking from,
because at least one must be left
behind to defend that zone.

@ The maximum number of robots that
- you can attack with is 3.

@ In the 4-player game you cannot .
attack your teammate.

5

tithich Dice Do 1 Use?

As a rule, robots and vehicles use the
6-sided dice and leaders use the 8-sided
dice in battle. However, some upgrade
cards allow exceptions to the rulel

L

Play Cards

The attacker and defender can play
upgrade cards during the attack.

Each card tells you when to play it and
how it affects the attack.

@ If a card reads *for this attack,” the
bonus lasts until you end your
i |en from l zone to another



HOW T ATTALK

On your turn you are the attacker and the
player being attacked is the defender.

O Say which zone you are attacking .

B
HET

@ The defender must say how many ° ‘3@:

and where you are attacking from. ™~

Say how many robots you are
attacking with (I, 2 or 3). Remember
that one piece must stay behind to
defend the zone you are attacking
from, and cannot be used in battle.

robots he is defending with (1 or 2).

(The defender does not have to leave
a robet behind. If there are 2 robots
in the Zonayboth can be used to
defend it.)

®

VoLt et

®

G

Both the attacker and the defender
can choose to use their leader in battle,
as long as he is in the right zone.

IMPORTANT: If you use your
leader, check his leader card for
any bonuses that will help you.
If you use a leader in battle,
read page 14 for details.

The attacker uses black dice and
the defender uses white. Make sure
you use the right dice (6-sided for
robots/vehicles or 8-sided for your
teader).

At the same time: you both roll one
die for each of the robots you are
using (including leaders).

Compare your highest die roll with
the defender’s highest die roll. The
higher roll wins. If the rolls are equal,
the defender ‘wins. = -

The loser takes a robot from his zone
and puts it on his scrapheap.

Only put your leader on
the scrapheap if he is
the last robot left.
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I at least one behind.

RESULTS

An attack has three possible outcomes...
Outcomes 1
If the defender has no robots left in
his zone, you capture it!

® This ENDS the attack.

® Moveallthe attacking robots into
the captured zone.

® You can also move other robots
\ from the attacking zone into the

captured zone, as long as you leave

You can now launch a NEW attack .
from any zone that has more e
than one robot.

| Illltl:llll'l. a :
If the defender has any robots toft '
in the battle zone AND you have 2 or
~ more robots i

Dut of Robots!

. If you have no robots on the
gameboard, your army is destroyed
~and you are out of the game! Return
~ your cards (if you have any) to the
draw pile and reshuffle it. -



LEADERS 1IN BATTLE

Leaders always use an 8-sided die when attacking and defending. Read the leader cards
to see each leader’s special powers in robot form and vehicle form. When attacking
with a leader, count ilm as | of your 3 robots.

Robot Form

@ OPTIMUS PRIME and BARRICADE add +1 to
any die when defending.

@ BUMBLEBEE and MEGATRON add +| to any
die when attacking.

This bonus can be added to
any die, not necessarily
the leader’s.

The bonus only applies if the
leader is involved in the battle.

Vehicle Form

Each leader has a bonus power that he can only use in yehicle form.

OPTIMUS PRIME BARRICADE

(Truck) (SALEEN police car)

During Phase 4, you When BARRICADE

can move OPTIMUS attacks in vehicle form,

PRIME in vehicle form to any zone you the defender can only use one robot to

control to defend or attack there on defend even if there are two or more
future turns. ~ robots in his zone.

e ey 2O , B\ T e - A
if BUMBLEBEE loses in '

battle, move him to a
neighboring zone instead of your




EEEN

wins. Black exchanges a vehicle for
3 robots-and puts ong of them
on'his scrapheap,

Black declares an attack on the

;'a““c" flad (°_°"t:_|°“°'_" B Fad) Result: Red still has a single robot left
et g on the Launch Pad while Black has 5 in
; ;.J Black attacks with 3 robots. Hexima State.
[
‘ Red defends with 2 robots - _
4 one normal robot and the leader M decides to continue the
attack and declares battle on Red.

(OPTIMUS PRIME).

@ . )
@ Black rolls three 6-sided dice for the P Plack akcanks again with 3 robots.
3 robots. Red rolls a 6-sided die for Q Red defends with the last robot in

the robot and an 8-sided die for the the zone (OPTIMUS PRIME).
leader. a &
'J They roll...

- 909




CALL FOR

PHASE L3 BACK-UP
OPTIONAL

- Calling for back-up lets you move robots from one zone to another, to improve
ts defense.

Take as many robots as you want from one zone (remembering to leave at least one
robot in every zone) and move them to a connected zone.

Zones are connected if you control all the neighboring zones between them.
See page Il

OPTIMUS PRITIE EXAIMPLE

In vehicle form OPTIMUS

PRIME can jump to any of

your zones in Phase 4, even i
_ if they are not connected.

- @ Youcanmove Optimus Prime as
well as calling for back-up.

[ Remembar: you cannot leave a
zone empty.

Calling for back—up (Phase 2)

‘There are upgrade cards which allow you

to call for back-up in Phase 2 before an

attack. The rules for back-up are exactly

the same as for this phase but you cannot
i moves@BTIMUSRRRME in vehicle form.

In Phase 4, Red calls for back-up and
tFlsyer Sy moves 5 robots from Autobase to

You can call for back-up through ‘youf ~ Plasma Energy Chamber.




| 'eE R F=" L5 DRAW A CARD |

IF YOU CAn

f vou captured another player’s zone on this turn, draw an upg

Some upgrade cards have both Upgrade
and Change sections. You can use ene
or the other on your turn, not both.

You can only draw one card per turn, even if you captured more than one zone.

Keep the card hidden from other players until you are ready to play it.

Whenever you play an upgrade card, place it faceup on the discard pile.

-

——

- Play before you attack.

Upgrads

“This is a special bonus that you can play
during the game. The card tells you when
to play it and what bonus you get.

Zone o

This tells you which zone the AllSpark
affects at the end of each day.

If you are the last player, follow
he steps in Rounds on page 18.

Otherwise, the next player
now takes his turn.,



At the ér?e?o? eaﬁh;‘Ouhéi, the last player must:
Q Take the top card from the draw pile.

Plage. it faceup on the discard pile. The zone shown on the
card is whare the AllSpark brings new life. The player who
controls this zone immediately puts 3 robots from his
s¢rapheap on it

Q Move the vehicle marker to the next square of the day counter.
@ A new day begins and each player takes another turn.
@ 1f thére are no days left, the zame is over. See WINNING.

@ Al players count their zones. If you control the most zones at the end
of day 6, you win!

® f thereis a tie for the most zones controlled, the player who controls
the Launch Pad automatically wins the game (no matter how many
zones he has). _ My :



@ Carefully detach the 2 Spinning
zones and 2 Sliding zones from the
cardboard parts sheet. Discard the
cardboard waste.

SILIoINE Zoin=Es

@ Insert two pegs up through the
gameboard.

Q Press the Sliding zone down onto
the pegs to attach. The pegs will
come up through the tracks in
the Sliding zone.

@ Repeat for the 2™ Sliding zone.

f.J Insert a peg up through the
gameboard.

Q Press the Spinning zone down
onto the peg to attach.

@v Repeat for the 2™ Spinning zone.

i 5 e e =g g = 340 5

6o —>
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We will be happy to hear your questions or comments about this game. US consumers please write to: Hasbro Games,
Consumer Affairs Dept., PO. Box 200, Pawtucket, Rl 02862. Tel: 888-836-7025 (toll free). Canadian consumers please write
to: Hasbro Canada Corporation, 2350 de la Province, Longueuil, QC Canada, J4G IG2. European consumers please write to:
Hasbro UK Ltd., Hasbro Consumer Affairs, PO. BOX 43, Caswell Way, Newport, Wales, NPI94YD, or telephone our Helpline
on 00 800 2242 7276.

© 2007 DreamWorks LLC and Paramount Pictures Corporation. Camaro and all related Emblems and vehicle body designs are
General Motors Trademarks used under licence to Hasbro, Inc. Saleen® and S281 are registered trademarks of Saleen Inc. used
under licence.

The HASBRO and PARKER BROTHERS names and logos as well as RISK and TRANSFORMERS and all related characters are trade-
marks of Hasbro and are used with permission. © 2007 Hasbro. All Rights Reserved. TM & ® denote US. Trademarks. 7675553601
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