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IDEA AND AIM 
‘Descend into the crater of Sneffels Yocul, audacious traveller, and you will reach the 
centre of the earth’. The players recreate the journey of the three courageous explorers: 
Professor of mineralogy, Otto Lidenbrock, his nephew Axel, and the Icelandic mountain 
guide, Hans - accompanied by his goose, Gertrud. They explore the insides of the earth 
in three stages, first they make their descent, then they cross a subterranean sea and 
finally they are propelled upwards by a volcanic eruption, coming back to the surface on 
the Italian island of Stromboli. Using the equipment they carry with them, such as the 
famous induction lamp of the German inventor, Ruhmkorff, they make important 
discoveries which bring them great renown amongst the scientific world. The winner will 
be the player who gains the most prestige. 
 
CONTENTS 
1 board  

The illustration shows the: 
Starting space for the explorers – just inside the crater on the left of the board. 
Spaces for the event cards, the fossil cards, the explorer cards and the 
    equipment cards – across the central section of the top of the board. 
Spaces for the face-up display of 3 equipment cards – below the other cards. 
Starting space for the raft – at the left-hand edge of the subterranean sea. 
Finish space for the 1st stage – at the bottom of the board to the left of the 
    subterranean sea 
Finish space for the 2nd stage – at the right-hand edge of the subterranean sea. 

3 explorers 
1 raft 
20 water drops 
10 sea-adventure cards 
2 bonus cards: ‘Forest of mushrooms’ and ‘Ruined city’ 
63 explorer cards (21 blue, 21 red, 21 yellow) 
45 equipment cards (9 of each type: rope, pickaxe, compass, hardtack, Ruhmkorff 
      lamp) 
64 fossil cards 
16 event cards 
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PREPARATION 
• Lay out the board in the middle of the table. 
• Put the three explorers on the starting space, below the snow-capped crater. Each of 
  the explorers can be moved by all the players. The players do not have their own 
  playing pieces. 
• Put the raft on the starting space of the subterranean sea. It is not used until the 
  second stage of the journey. 
• Sort the cards according to their different backs and shuffle each deck. 
• Deal 6 explorer cards and 3 equipment cards to each player for their starting hands. 
  Turn over a further 3 equipment cards and put them on the board, forming the face-up 
  display. The rest of them are placed in a face-down deck on the board. The fossil 
  cards and event cards are also placed in face-down decks on the board. 
• Each player takes 1 water drop and puts it in front of him. The rest of the water drops 
  go next to the board. 
• The ‘Forest of mushrooms’ bonus card is placed beside the board near the finish 
  space of the first stage, and the ‘Ruined city’ bonus card is placed near the finish space 
  of the second stage. 
• Shuffle the sea-adventure cards and place them face-down next to the board. They are 
  used in the second stage of the journey. 
 
The Fossil cards 
During the game, the players collect fossil cards, which come in different types: 
 
Various fossil finds: These are worth 2 points each. 
Skull: A single part of a dinosaur skull is not worth anything. A front half and a back half 
together are worth a total of 5 points. 
Skeleton: One part of a skeleton is worth 1 point, two different parts are worth a total of 
3 points, and a complete skeleton made up of all three parts is worth 12 points. 
Gold and quartz: The more you have of each of these, the more they are worth. 
1 gold is worth 1 point, 2 gold are worth 3 points, 3 gold are worth 6 points, and so on. 
After 6 gold (=20 points), each further gold card is worth 5 points. 
Quartz scores in the same way as gold. 
 
 
 
PLAYING THE GAME 
There are three stages to the journey. Each stage has somewhat different rules. It is not 
necessary to read all the rules before starting to play. It is sufficient to read the rules for 
the first stage, and play that (duration about 45 minutes); then read the differences for 
the second stage, and play that (about 20 minutes). Finally, you can read the rules for 
the short, third stage, and play that (duration c. 5 minutes). 
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1st Stage: Descent into the earth 
They carefully feel their way forwards. It is dark, stuffy and hot. They would have died of 
thirst if Hans had not finally discovered an underground river which Professor 
Lidenbrock at once named the ‘Hansbach’ (Hans Brook). An unbelievable discovery 
awaits them at the end of their descent. 
 
The bravest player starts the game and carries out one of two possible actions: 
 
a) draw 3 cards 
    or 
b) move 1 explorer 
 
The next player in clockwise direction then has their turn, again choosing between the 
two possible actions, and so on. 
 
a) Draw 3 cards 
• You draw a total of three explorer and/or equipment cards in any combination. 
 

  Example: 1 face-up equipment card from the display, 1 card from the face-down 
  equipment deck and 1 card from the face-down explorer deck. 
 

  Note: There is a card limit! You may hold a maximum of 10 explorer cards and a 
  maximum of 5 equipment cards. If you have reached the limit and draw a further 
  card, you must immediately discard one (which can be the one you have just drawn) 
  and put it unused on to the discard pile. 
• If you take an equipment card from the display, the display is not refilled until the end 
  of your turn. 
• If the face-down deck of equipment cards or explorer cards is used up, the appropriate 
  discard pile is shuffled and becomes the new face-down draw-pile. 
 
b) Move 1 explorer 
• You move one of the three explorers, by using explorer cards of the same colour as 
  the explorer – at most 5 explorer cards of one colour. 
• Moving an explorer from one space to a neighbouring space has a base cost of 1 card. 
• Explorers are moved horizontally or vertically (not diagonally) but they can change 
  direction during a move. They must descend at least one space. They cannot move 
  upwards or only sideways. 
• Only one explorer can stand on a space. They can, however, move through a space 
  occupied by another explorer. 
• You may play any number of equipment cards during your turn. 
• After moving, you discard the explorer and equipment cards you have used, face-up 
  next to their respective face-down draw-piles, so that each type of card has its own 
  discard pile. 
• Rules for the different types of spaces on the board must be observed when moving. 
 
See also the two movement examples on pages 4 to 5. 
 
The spaces on the board 
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Granite: Cannot be entered. 
Ravine: Can only be crossed using a ‘Rope’ equipment card. An explorer cannot stop 
on a ravine. 
Rocks: The cost for a rock space is one card for each rock shown on the space (so 2 or 
3 cards). You can alternatively use a ‘Pickaxe’ equipment card. 
Hansbach: If an explorer moves over or stops on one of these spaces, the player takes 
a water drop from the supply, placing it in front of himself. Water drops are important 
because they ensure that the fossil cards you discover are not lost at the end of the 
stage. 
Discovery: If an explorer ends his move on a fossil space, the player can make a 
discovery. In order to make the discovery, the player must discard equipment cards 
matching the objects pictured on the space (same number, same symbols). 
For a star pictured on a space you give up an equipment card of your choice. 
Having discarded the required equipment cards, you then draw the same number of 
fossil cards (so 1 to 3 according to the space) from the deck. Sort the cards you pick up 
according to their different types and lay them out face-up in front of you. The prestige 
points on the fossil cards depend upon the type of fossil (as described on page 2). 
Event: If a player ends an explorer’s movement on an event space or moves an 
explorer over one of these spaces, at the end of his turn he draws the top card from the 
event card deck. There are only positive events. Cards that have a lightning bolt on 
them are read out aloud and carried out immediately. Other cards are kept by the player 
and can later be used a single time by the player. 
 
The Equipment cards 
These are the different equipment cards: 
Rope: Enables ravine spaces to be crossed over. An explorer cannot stop on a ravine. 
An explorer card must also be used as usual to enter the ravine space. 
Compass: You can move an explorer 1 space diagonally. You must also use an 
explorer card as usual. 
Hardtack: A hardtack (crispbread) card counts as 2 additional cards of the chosen 
colour. You cannot move just using hardtack, so must also play at least one explorer 
card. By using one or more hardtack cards it is possible to move more than five spaces. 
Pickaxe: All spaces with rocks cost only 1 card each for the whole of the turn. 
Ruhmkorff lamp: You may draw two fossil cards more, than the number of equipment 
cards you discarded. Having looked at the cards, you must return two of them to the 
bottom of the deck. 
 
Two examples of moving: 
Example 1: The player wishes to move the red explorer to a discovery space which is 3 
spaces away. He plays 3 red explorer cards which will allow him to move 3 spaces. The 
first space is a ravine so he must also play a rope to cross that space. The second 
space is a discovery space with a star pictured on it. Playing a compass card allows the 
player to move diagonally from here, avoiding a difficult space with 3 rocks, and 
reaching the desired discovery space. Here he plays a further rope and a pickaxe, and 
he can then draw 2 fossil cards. 
Example 2: The player wishes to end the first stage, which will mean moving the blue 
explorer 5 spaces [across an event space, a Hansbach space, a discovery space, a rock 
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space and ending on the finish space], but he only has 1 blue explorer card. He plays 
this along with 2 hardtack cards. He can now move 5 normal spaces. He also plays a 
pickaxe so rock spaces only require 1 card. He plays a compass so that he can make 
one diagonal move. He receives a water drop and the ‘Forest of mushrooms’ bonus 
card. At the end of his turn he draws an event card. 
 
End of the first stage 
• As soon as a player moves an explorer to the finish space of the first stage, that player 
  receives the ‘Forest of mushrooms’ bonus card. He then puts the three explorers on to 
  the raft, which is on the start space of the Lidenbrock Sea. 
• At the end of the first stage, each player checks whether he has enough water drops to 
  allow him to maintain his collected fossil cards. Each water drop is sufficient to 
  maintain 3 fossil cards. 
• If a player does not have enough water drops, he must discard any fossil cards that he 
  cannot maintain. Example: A player has 11 fossil cards and 3 water drops. These will 
  maintain 9 fossil cards. He must discard 2 fossil cards. 
• Water drops that were needed to maintain fossil cards are then put back into the box. 
• If a player still has water drops remaining, these will be worth 1 point each at the end of 
  the game. 
 
2nd Stage: Voyage across the Lidenbrock Sea 
Professor Lidenbrock names the subterranean sea after its discoverer. They quickly 
construct a raft out of the giant mushroom stems and continue their journey. There is 
much to be discovered: Axel Island, a geyser and – it’s beyond belief but – can that be 
two prehistoric sea monsters fighting over there? 
 
The rules are basically the same as for the first stage but you must take note of the 
following changes: 
• Since the sea is freshwater and drinkable, you do not need to use water drops to 
  maintain your fossil cards at the end of this stage. 
• A ‘Rope’ equipment card is needed to cross a whirlpool (like with a ravine). 
• Instead of moving individual explorers, the players move the raft, with all three 
  explorers on board. This is done by playing up to five cards of any, one colour. 
• In moving the raft, it must be moved at least one space towards the opposite edge of 
  the sea, where the finish space is situated. The raft can neither be moved backwards 
  nor only moved sideways. 
• When a player moves the raft to a discovery space, following on from him in clockwise 
  order, the other players may likewise discard the required equipment cards (same 
  number, same symbols) and draw the same number of fossil cards (so 1 or 2). The 
  other players can still make a discovery if the player who moved the raft cannot or 
  chooses not to make one. However, only the player who moved the raft may make use 
  of a ‘Ruhmkorff lamp’. 
 
 
Sea adventures 
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At the end of a player’s turn in which he moved the raft (and after any possible 
discoveries have been made), he turns over the top sea-adventure card. The sea 
adventures can be good or bad. Finding fossils and making sightings of a geyser, of 
Axel Island or of sea monsters fighting each other are good adventures, whereas 
experiencing ball lightning is bad. 
 
To successfully experience a good adventure, the player who turned over the card must 
discard the explorer card(s) shown on the left-hand side of the adventure card. For this 
he receives the reward shown on the right-hand side of the card. In the case of a fossil 
find, he draws a fossil card and then puts the adventure card back in the box. In the 
case of a sighting he takes the adventure card, which, at the end of the game, will be 
worth the prestige points indicated on it. 
If the player who turned over the card cannot or does not want to discard the required 
explorer cards, the next player in clockwise order has the opportunity to discard the 
explorer cards and gain the reward. If he declines the opportunity, the next player has a 
chance, and so on. Once one of the players has discarded the necessary cards, the 
adventure is over. The other players no longer have a chance to experience this 
adventure. 
If each player in turn has had one chance to experience the adventure but no-one was 
able to or did not want to give up the necessary cards, the unused adventure card is put 
back in the box. 
 
Example: There are three players. The raft has been moved and the player has turned 
over a fossil find. To make this find, he must give up a yellow explorer card. He does not 
have one and so the player to his left has the chance. He is also unable to give up a 
yellow explorer card. The third and final player is also without the necessary card and so 
the adventure card is discarded from the game. 
 
Ball lightning: Ball lightning travels once to each player in turn, until it either strikes one 
of the players or all the players protect themselves against it. To protect himself, the 
player who turned over the card must give up the explorer cards shown on the left-hand 
side of the ball lightning card (according to the card this is either two cards of one colour 
or any two cards). If the player cannot, or chooses not to protect himself, the ball 
lightning strikes him and he loses a fossil card of his choice. His turn has then ended 
and the ball lightning is discarded from the game. 
If, however, he gives up the explorer cards, the ball lightning wanders clockwise to the 
next player, who must now likewise protect himself, and so on. 
If every player in turn protects himself from the ball lightning, the card is discarded from 
the game without taking a casualty. 
 
End of the second stage 
If a player moves the raft to the finish space, he receives the ‘Ruined city’ bonus card. 
The raft is placed on to the start of the lava flow (on to the picture of the brown raft), 
concluding the second stage. 
 
3rd Stage: The lava flow 
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The journey will be over all too soon. The adventurers are carried out of the volcano on 
a flow of glowing lava. But now what? This isn’t Iceland. When they return to the surface 
they are in Italy. Soon they will present their discoveries to the scientific world and 
recount their adventures. 
 
• One of the players turns over the top card from the deck of explorer cards and moves 
  the raft to the next space that shows a raft of that colour. 
• If the raft lands on a space that has one or two crossed through fossil cards, each of 
  the players must lose that number of fossil cards; though you choose which ones to 
  discard. 
• It is possible to prevent this loss. Before anyone loses cards, the top card from the 
  face-down deck of equipment cards is turned over. Any of the players who have the 
  same equipment card can give that up instead of the fossils. 
• The next explorer card is then turned over and the raft is moved again, and so on. 
• The game ends once the raft reaches the last space of the lava flow, or passes beyond 
  it due to there being no further spaces of the revealed colour ahead of the raft. 
 
Example of the lava-flow stage: 
1. A yellow explorer card is turned over. The raft is moved forward to the next space that 
has a picture of a yellow raft. The top equipment card is then turned over, and it is a 
‘Rope’. Each of the players that can discard a ‘Rope’ will be protected. All the other 
players lose a fossil card of their choice. 
2. The next player also turns over a yellow explorer card and moves the raft accordingly. 
No cards are lost on this space, so no equipment card is turned over. 
3. The next player draws a red explorer card. He moves the raft forward and again 
nothing happens. 
4. The next player draws a blue explorer card. Bad luck – each of the players will lose 2 
fossil cards unless they can discard the correct piece of equipment. A ‘Pickaxe’ is turned 
over. Whoever still has one in his hand will be protected. All others must part with two of 
their fossil cards. 
Since there are no more spaces in the lava flow, the stage, and so the game, is over. If 
the last explorer card had been red instead of blue, the game would have ended at that 
point, since there were no further red spaces on the lava flow. 
 
END OF THE GAME and SCORING 
• Each player adds together the prestige points of his collected fossil cards and adds the 
  points for any bonus cards for the finish spaces and for sea adventure sightings. 
 
• 1 point is also gained for each water drop a player still has leftover from the first stage. 
 
• There are no points for explorer and equipment cards left in a player’s hand. 
 
• The winner is the player with the highest sum of points. If there is a tie, the winner is 
  the tied player with more fossil cards. If there is still a tie, they share the victory. 
 
Scoring example: 
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The player has collected the following: 
 
4 individual fossils:      8 points 
1 complete skull:      5 points 
2 different parts of a skeleton:    3 points 
A single part of a skull:     0 points 
4 pieces of gold:    10 points 
1 piece of quartz:      1 point  
‘Forest of mushrooms’ bonus card:   4 points 
Geyser sighting:      3 points 
1 water drop:       1 point 
 
The player has scored a total of 35 prestige points. 
 
 
 
Event card texts 
 

 

FLÜSSIG BLEIBEN 

STAY SOLVENT 

This card counts as 

2 water drops 

 at the end of the 

first stage. 

If you do not use it, 

it is worth 2 

prestige points at 

the end of the 

game. 

 

BUNTE 

MISCHUNG 

COLOURFUL 

MIXTURE 

When you move 

an explorer or the 

raft, the 1 to 5 

explorer cards can 

be made up  

of any colours. 

 

GÜNSTIGE 

GELEGENHEIT 

TAKE A CHANCE 

 

Return 0 to 3 fossil 

cards to the bottom 

of the deck and 

draw the same 

number of fossil 

cards from the top. 

 

KRAFTVOLL 

WEITER 

POWER SURGE 

 

You take another 

turn. 

 

GANS GERTRUD 

WIRD FÜNDIG 

GERTRUDE 

THE GOOSE 

STRIKES LUCKY 

 

Draw 1 fossil card 

from the deck. 

You cannot use a 

Ruhmkorff lamp! 

 

GLÜCK GEHABT 

STROKE OF 

GOOD LUCK 

 

If you are about to 

lose 1 or 2 fossil 

cards, you can give 

up this card 

instead. 

 

FLEXIBLER EINSATZ 

FLEXIBLE USE 

 

You may use this 

card as any single 

equipment card. 

 
WILLKOMMENER 

NACHSCHUB 

WELCOME 

SUPPLIES 

Draw 3 cards 
(Explorer and/ 

or equipment) 

and add them to 

your hand. 

Remember card 

limits! 


