KOMPONENDID

- 20 varanduse kaarti

- 10 tdringut

- 6 kuldmunti, vadrtusega 5
- 21 hdbemunti, vadrtusega 1
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ULESANNE
Stigaval ookeanipbhjas lebavad Atlantise

iidsed aarded. Sinu Ulesanne on sukelduda

pimedusse ja leida need Ules. Kahjuks
kubisevad need veed ndljastest haidest.
Hoia kilma ndrvi ja too hindamatu

varandus pinnale.
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ETTEVALMISTUSED

- Sega kaardid, ava 3 kaarti pildiga Ulespool lauale ja pange ulejdénud
kaardid lauale tdmbepakiks.

- Pane téringud ja mundid laua keskele.

- Valige alustav maéngija; méng kulgeb kellaosuti suunas. (Ndide 1)

KUIDAS MANGIDA

Oma kaigu ajal SUKELDU ehk vota laua keskelt Gks vGi rohkem tdringut ja
veereta neid.

Pdrast igat veeretust vota tdringud enda ette ja vaata, kui palju haisid su
Umber ujub. Kui neid on 3 v&i rohkem, I6peb su kdik koheselt. V6ta
tombepakist pealmine kaart enda ette pildiga allapoole ja pane kdik
téringud tagasi laua keskele. (Ndide 4)

muul juhul:

a) SUKELDU SUGAVAMALE, védttes laua keskelt (iks v3i rohkem tdringut (kui
veel on) ja veereta neid.

b) TOUSED PINNALE ja I8petad kdigu, arvestades kokku punktid.

Punktide arvestus

Kui 3 veeretatud varanduse-siimbolit tdringutel klapivad méne laual oleva
avatud kaardi varanduse-siimbolitega, vota see VARANDUS enda ette
pildiga Ulespoole ja pane téringud tagasi laua keskele. Kdigu jooksul on
voimalik saada rohkem kui the VARANDUSE, kuid sa ei saa kasutada samu
tdéringuid.

K&ik Glejadnud tdringud, millel on varanduse-simbol, on vaart Ghe mindi.
V6ta nii mitu miinti ja pane téringud tagasi laua keskele. (Ndide 3)

Asenda voetud kaardid tdmbepakist uute kaartidega.

Nb! Minte vGib vajadusel vahetada!

MANGU LOPP JA PUNKTID

Mang Iopeb koheselt, kui:

a) Kaardid saavad tdmbepakist otsa voi
b) Mundid saavad laua keskelt otsa

Iga mdngus olev madngija teenib 5p iga VARANDUSE eest ja 1p iga mindi
eest. (Naide 2)
Viigi korral véidab mdngija, kellel on véhem pildiga allapoole kaarte.



COMPONENTS

- 20 treasure cards

- 10 dice

- 6 golden coins with value 5
- 21 silver coins with value 1

THE MISSION

Deep on the ocean floor lie the ancient
treasures of Atlantis. Your mission is to
dive into the dark and hunt them down.
Unfortunatelyt these waters are full of
hungry sharks. Keep yourself cool and
bring the loot to the surface,
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SETUP

- Shuffle the Treasure Cards, reveal 3 cards face-up in the center of the table
and place the remaining cards face-down as a draw pile.

- Place all dice and coins in the center of the table.

- Choose a starting player; play proceeds clockwise. (Example 1)

HOW TO PLAY

On your turn, you DIVE: take one or more dice from the center and roll them.
After each roll, place the dice in front of you and check how many sharks are
swimming around you.

1. If you have 3 or more sharks: Your turn ends immediately. You fail to collect
any treasure this turn. Take the top card from the draw pile and place it face-
down in front of you as a penalty. Return all dice to the center. (Example 4)

2. If you have fewer than 3 sharks, choose one:

- a) DIVE DEEPER: Take one or more additional dice from the center (if any
remain) and roll them.

- b) RISE TO THE SURFACE: End your turn and calculate your points.

Scoring (After Surfacing)

« Treasure Cards: If 3 of your rolled treasure symbols match the symbols on
any face-up card on the table, take that TREASURE card and place it face-up
in front of you. Return the 3 used dice to the center.

- Note: You can claim multiple treasures in one turn if you have enough
matching dice, but you cannot use the same die for more than one card.

- Coins: Every remaining die showing a treasure symbol (that was not used for
a card) is worth 1 coin. You may exchange coins any time if needed.

(Example 3)

- Replenish: Replace any taken cards on the table with new ones from the

GAME END AND SCORING

The game ends immediately when:

- The draw pile runs out of cards or

- The center runs out of coins.

Final Score:

Each player earns 5 points per face-up Treasure Card and 1 point per coin.
(Example 4)

Tie-breaker: In the event of a tie, the player with the fewest face-down cards
wins.



