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Game play 

Introduction  
In a world run by four major corporations, the global warming is at the stage where all the 
remaining ice is about to melt. So they decided to bore down into the earth and create 
bunkers. However, for a prolonged stay underground, they need supplies. That is why the 
corporations have sent their best people to scavenge for whatever is left and use any means 
of resources to get it. It doesn't matter if it hurts the environment any more, they just need 
the supplies to survive in the bunker and hope that the situation clears itself out. 

Contents 

Road cards 

Start Cards 
Start by placing out the start tiles, If you want to start with an even square 
of players, use the start slice. We recommend using the slice to place the 
start until you know the game. When you know the game you can start 
experimenting on where to place the start tiles.  

 

 

 

Normal road 
The road card are placed out to walk on, when the ice 
is melting and the water starts to rise the road cards 
will be turned. On the backside there will be blue water. 
 
 
 
 
 
 

 
 

 



 
The cards will have different colors depending on their height above sea level. 

 
Low-land: 0 - 100 Meters Low-land: 100 - 200  
 
 
 
High-land: 200 - 300 High-land: 300 - 400  
 
 

 
 
The water is the backside of all road cards. When the players complete 3 
events the water start rising. The cards will be flipped to make the water 
apare. 
 

 

Event cards 
 
The event card arrives randomly from the card road deck. you walk onto the 
event and pay the cost to open the event. When you payed for the event the 
event will be open for you untill somone complete the event. More than one 
person can open the same event, but it can only be completed one time by 
the person who throw the dice and get the number on the event card. 

Plot cards 
A plot is a normal road card until a player complete 3 events, then you will 
roll the the dice until you get a number of one of the plots on the table (If 
no plat card available you need to wait until someone place one). There is 
6 plot cards available in the deck with the numbers 1-6. When you get a 
number to you need to hurry to the plat to get to safety. Every player that 
complete 3 event can throw the dice to get a plot number. When you have 
a number you can not change the number 

Bunker 
When you have completed 3 events, the bunker will arrive on the plot: Get 
to the bunker to be safe from the water and you will win the game.  
 

 



Resource cards 
You can use resource cards to buy offensive, defensive card or open events. 
Defensive cards cost 3 x resources  
Offensive cards cost 3 x resources  
First event per player cost 3 x resources  
Second event per player cost 4 x resources  
Third event per player cost 5 x resources  

Event coins 
 
You receive one coin for every event you complete  
 
 
 

Player pieces & a six-sided dice. 
 

 

 

 

  

 



Offensive card’s 
 

 
 

 

 
 

 



Defensive card’s 
 

 
 

 
 

 
 

 



Setup 
 

● Shuffle each deck. The roads, offensive, defensive and resource cards should be in 
separate decks. 

● Each player will start with three cards. One of them has to be a resource, and the two 
others can be chosen freely between the defensive, offensive and resource decks. 

● Then each player places their start tile which will act as their starting point.  
● Place your character piece on your start tile. 

 

Rules 

Who goes first 
All players throw one dice, the person with the highest number starts the game. The players 
change turn clockwise from here. 

Round/turn structure 
All players take turns drawing and playing new cards, both road-cards and any offensive or 
defensive, moves their player pieces, spends available resource and make attempts at 
conquering events. Each round consists of several phases, player 1 and player 2 take turns 
to draw and play cards, rolls a D6 to determine chances.  
When three events in total is won, the players will have to roll a dice to see if the rising tide 
will take effect. If it does not, they will roll again at the end of the next round round, but if it 
does take effect. The rising tide will start at the end of every round flooding the lowest level 
of road cards and increase to a higher elevation once the lowest level is flooded. 
 
Under the picture you will see the cards that will be flipped first by counting the numbers. 

 
 
 
 
 

1 3           4          2 
 

1. Draw the top card of the road cards, play out road card, if you chose to move one 
step you get 2 resources, if you stand still you get 3 resources.  

a. If you step on an event you can throw the dice one time and try to get the 
number on the event, if you get the number on the event you complete the 
event. When you complete an event you turn the event tile 45 degrees to 

 



show it is completed, and you get a token to show how man you have 
completed. 

b. The players can also buy defensive or offensive cards by using resources 
during their turn. They can also buy another road card to place. The offensive 
and defensive cards can be played at any time except during the rising tide 
phase. The max hand size is five cards. 

2. After three events are completed, the Rising tide will be enacted at the end of each 
round. low land cards (light green tiles) will be flipped to reveal the blue backside. 
Each player must flip cards closest to their start-card. 

 
a. At the end of the next round, when the second Rising tide is enacted again 

players will have to flip one available and open road card, in addition to the 
player's tiles. And this process repeats until all cards of this height is 
swallowed by water. 

 



b. When all tiles of one height is removed from play, the water continues to rise. 
Move up to the next height of the cards, The players repeats the process from 
point 2.  

c. If a player occupies a card, this card is exempt from the flipping to water.  
d. Only standard road-card’s will be flipped to water.  

Game ends 
The game ends when one of the player wins the game. The winner is the person who 
finishes 3 events, and first arrives safe at the plot where you will survive inside the bunker. 
 
 
 
 

 


