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by Cap Diebel 

 

You are a cluck operator competing in the Cluckbot Fight League International, a brutal realm of mechanical 

combat as popular as it is illegal. Pick one of 10 cluck models, gather your arsenal, and take them into the 

arena! 

 

Deploy Your Mechanized Battle Poultry 

Choose from 10 unique Cluckbots, each with their own 

martial prowess, ballistics, and brutal surprises.  Utilize their 

abilities to the fullest and turn your opponentôs tactics 

against them! 

 

No Strategy Left to Chance 

No dice rolls here.  Read your opponent and hit where it 

hurts.  Predict and counter, bait out and exploit mistakes, 

setup devastating combos and grapples. 

 

Victory on Your Terms 

Will you win over the judges with your martial mastery, or let 

your arsenal of weapons send your foe to the scrap heap?  

Carve your path to victory with steel beak and claw! 

 

 

 
 

Players 2 

Setup Time ~2 min. 

Game Time ~30 min. 

Age 10+ 

Random Chance None 

Skills Required Intuition 
Strategy 
Resource 

Management 
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Primer ï A reminder of the fundamentals of each turn 

Movement - Movement symbols and rules that apply when a cluck tangles into another cluckôs space 

Symbols - The meaning of all the symbols, including hit effects and callout requirements 

Cluckbot is a board game for 2-player combat dueling.  Each player controls a robotic cluck, one of 10 models, 

each with its own ñcluck sheetò defining their attacks, gadgets, grapples and rush combos. You have 8 turns in 

the pit to eliminate your opponent either through raw damage or forcing them off the stage. 

 

Each turn, players set their cluckôs movement (direction and facing) and action (step, flight, dash) while the 

opponent does the same, double-blind.  After revealing the commands, players choose attacks, spend charge 

to activate weapons and gadgets, etc. as they go.  The right commands can foil your foeôs assault.  Will you 

lure them under your claws?  Outflank? Surprise attack?  Strategic planning, anticipating your foe, and a bit of 

bold improvisation are key to victory! 

 

You have 8 turns on the stage.  Your goal is to either: 

  

Win by Elimination ï Damage all your opponentôs armor or force 

them off the stage before all turns are played 

 

Win by Decision ï Finish all turns with less damage and hurt than your opponent 
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The Board 

 

Cluck Figures 

 

 

 

Tokens 

 

Time Tracker (glass beads) ï 

This tracks the turns remaining in 

a match 

  

Command Move and Action 

Tokens ï Each player uses 

these on their respective 

command panel each turn. 

 

Armor/Damage - These 

represent how much damage 

your cluck can take before 

shutting down.    

Gadgets - These represent the 

spike traps, smoke bombs and 

other nasty surprises you can 

bring into play.  Your gadget 

descriptions on the cluck 

sheets will tell you how they 

work.  

 

Charge ï Fuels many of your 
clucks special attacks, utilities, 
and other surprises.  Each 
token has a battery on one 
side and a secret charge type 
on the other. 

 

Hurt and Edges ï These 
represent the advantages and 
disadvantages that can affect 
how well a cluck moves and 
fights.  The reference sheet will 
tell you how each hurt or edge 
works. 

 

Cluck Sheets ï 1 for each cluck, 10 total.  Details all your clucks attacks, utilities, gadgets, armor, rushes, and 

grapples.  Also provides a reference on ñhurtò conditions you or your opponent can suffer. 
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Cluckbot features 10 distinct models to fight with.  There is only one core ñstatisticò with a number attached, 

armor.  A cluckôs unique arsenal comes from everything else: attacks, utilities, gadgets, rushes, and grapples.  

This arsenal fits on a two-sided Cluck Sheet. 

Players will use the front of the cluck sheet when setting up the game. 

 
 

 
Name, flag, 

picture, 
description 

 

The descriptions have no mechanical impact in-play 

Armor 
The number of armor tokens the cluck starts with during Setup.  Note that these 
tokens represent hits the cluck can withstand BEFORE elimination.  A cluck is only 
eliminated if they take damage AND have no more armor tokens to lose. 
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The back of the sheet contains the cluckôs arsenal: 

 

 
 

 

Available attacks are sorted by action (step, far-
step, leap, far-leap).  The clash effects apply when 

both clucks hit each-other simultaneously.  The 
strike effects apply when the attack hits by-itself. 
 
Refer to the Action section for information on 
resolving attacks. 

  

 

Exploits are powerful callouts grouped by type: 
 
Rush ï Devastating combos used whenever you inflict 
ñstressò on your opponent more than once 
 
Grapple ï Brutal finishers used whenever a strike or other 

effect initiates a grapple 
 
Sneak Attack ï Nasty surprises used whenever your 
opponent is facing away or standing in hot slag 
 
Refer to the Exploits section for information on setting up 
and using exploits. 
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Utilities simply allow you to spend some charge to use a callout whenever the conditions are met.  If a utility 

provides multiple callouts like the one above, you can only use one each time you pay the cost.  In this 

example, the cluck can pay one purple ñcunningò charge during the response phase to slip out of a dangerous 

close range. 

 

Some utility callouts, usually embedded firearms 
like the submachine gun described on the right, 
allow the intended victim an ñescape optionò.  The 
escape option is a yellow box attached to the 
callout.  Whenever a cluck uses such a callout, the 
victim may choose to suffer the escape option 
instead.  In this example, the victim can dodge the 
gunfire, but doing so allows the shooter to repel 
and take initiative next turn. 
 
If you donôt want your opponent always choosing 
the escape option, put them in a situation where 
the escape is worse than taking the hit! 

 

 

The gadget box represents the various bombs, minions, or other helpers a cluck 

can bring into battle. 

 

Gadget boxes specify how they deploy and what they can do in-play.  Each 

gadget can only be deployed with the top deployment callout once in a match. 

After deployment, the player may use one active gadget callout per gadget token.  

Some effects will destroy the gadget after use.   

 

Refer to the Gadgets and Compound Effects section for more information on 

using gadgets. 

 

 
Utilities and exploits have charge costs associated with them, indicated by a battery icon or an icon for one of 

the three charge types.  To accumulate the charge needed to pay these costs, players retrieve one charge 

token of their choosing at the end of each turn and when callouts explicitly grant them.  Charge tokens have a 

battery ( ) icon on one side and an indication of charge type on the other: 

 
Weapon 

 
Fury 

 
Cunning 

 

Whenever you draw charge, be mindful of the type and keep it secret from your opponent until you use it.  

Remember, when you choose a charge type, you choose what utilities and exploits are at your disposal.  Donôt 

let your opponent know until you are ready to spring it on them!   

 

When paying charge, reveal the charge type and place the token atop the utility or exploit you are using.  You 

may return these tokens to the playerôs charge tray during the next turnôs ñprepare and commitò phase. 
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The Language of Cluckbot 

 

Before getting into the cluck sheets, it is important to note the language the sheets use: symbols, callouts, and 

range indicators. 

 

Cluckbot describes the movement and impact of combat through symbols, describing everything from moving 

around to delivering damage and impressing the judges. 

 

 

Cluck sheets contain ñcalloutsò that describe things your cluck can do and when they can do them. 

 

 

1. Requirements - Timing, range, and any other requirements 

to use the callout, including: 
Timing ï During the reveal phase, response phase, or in 
response to some other occurrence 
Range - Your opponent must be in the specified range 

2. Effects - What happens when you use the callout.   
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Callouts are primarily used in a cluckôs utilities and gadgets. 
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Actions and callouts specify ranges, or distances between clucks required to deliver a hit or use the callout: 

 
Adjacent - Spaces next to each other 

 
Spaces Apart - This refers to the 
number of spaces between. 

 
Tangled - A cluck can attempt to move into anotherôs space.  
The invading cluck moves onto the line between spaces and 
they become ñtangledò.  The movement reference describes 
the details of tangling, but it essentially means two things.   

1) The opponent is at tangled range.   
2) If the cluck that occupies the tangled space leaves for any 
reason, the cluck that tangled into the space becomes the 
new occupant immediately. 
 
 

 
 
Melee - Adjacent or tangled.  Most cluck 

attacks have melee range. 

Attack info shows the 
effective range visually, 
with your cluck on the 
left.  The picture shows 
what spaces relative to 
your clucks are 
considered in-range.  
Spaces with dotted 
outlines are not in-range. 
 

 

 

 

Attacks that reach farther than adjacent spaces like the one on the right can hit any space generally in-front of 

them.  The target space doesnôt have to line up in the exact direction they are facing.  If a shortest path from 

your target to you must go through a space behind your cluck, your cluck is facing the wrong way and cannot 

hit. 
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Remember, all this clashing and striking serves to ultimately win the match. 

 

 

 

Most attacks and exploits forcibly move the victim: 
 

 

These effects can force the victim off the stage and end the match.  Your opponent will work to keep 
themselves away from the stage edge.  Forcing them off will often require inflicting multiple pushes or repels in 
a single turn.  Even when you cannot force them off the stage, your attacks may still move the opponent into 
slag, gadgets or other perilous positions. 
  


