

















[Note: If the hand reaches the last space after this
carry on with the round until the end of the step “2 -V

the Areas”.]
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Roll the die you have just
chosen. If you get a 5 or 6,
take one resource from any
other District.

Move one resource of any
kind from the Library to the
Black Market.

If the die you have just taken is
the second die you take during
this round, take one extra
resource on the Library.

Roll the die you have just
chosen. If you get 1, 2, 3 or 4,
move the Clock hand forward

_one space.

Do not apply the effect of
the possible event (Survey or
Donation) of the new space.

Move one resource from the

Black Market to any other
Quarter (not the Inn).

Change the value of any die and
place it next to the related Area.

B Engmeermg Works
Move the Submarine pawn
&ﬁ from the Area where it is to any
other Area.
If you move it to the Area you
are visiting, you do not get an
extra resource.

Example: Eric takes a “4” die next to the Engineering Work
He takes a Tool on this tile and then moves the Submati
pawn from the Library to the Black Market.

There are three different Engineering Works with
1, 2 or 3 Clock hand symbols, but they all have the

same effect.
O Blacksmith
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Roll the die you've just
chosen. If you get a 2, 4 or 6,
take one extra resource from
the Blacksmith.

Move one resource of any kind
from the Blacksmith to any
other District.

Roll the die you've just chosen.
If you get a 6, take one resource
from the Black Market.

There is no special effect here.
You j just have a bigger selection
of resources to choose from.




2-player game

In a 2-player game, the players will
control a third, neutral player. The neutral
player will collect resources and win Victory
Points. This neutral player is represented
with the back side of the First player token.

Since 7 dice are displayed at the beginning of each round,
cach player picks three of them, alternatively. One of
the three dice must be given to the neutral player by
each player.

When a player gives a die to the neutral player, they pick
one resource o§ their choice from the related Area and
place it on the neutral player token. Then they apply the

effect of the Area as normal in favor of the neutral player..

If the Submarine pawn is present on the visited Area, the
neutral player gets one additional resource from the Area.

When you give a die to the neutral player, place it next
to the neutral player token, on your side, as a reminder
you have done it for the round.

The die you give to the neutral Player can be the first one,
the second one or the third one you choose this round.

During step 3, step 4 and at the end of the game, the

neutral player competes for majorities in scoring. You can
choose to give them Victory points if you wish, although
you don't have to.

The human player with the most victory points is
the winner.
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Any District other than the one you
are visiting.

The Black Market.

Take one resource of any kind on the
District you are visiting.

Take one resource of any kind
on a different District than the one
you are visiting.

Take one resource of any kind on the

Black Market.

Move from an Area to another Area.

Re-roll the die and try to get the
indicated value.

The Submarine pawn.

Swap two resources of any kind.

Ludonaute
20 Boulevard Dethez
13800 Istres France

. contact@ludonaute.fr

© 2018 Ludonaute, All Rights Reserved
© 2018 Atlandice, All Rights Reserved



