They emit a faint, pink glow and a strange You were recently approached by a government agency
buzzing sound. “Your mission is simple: to take part in"a “top secret” mission of the utmost
travel to the new continent and bring back importance. Now, finding yourself on a dingh 3
as many of the crystals as you can carry. - preparing to make landfall, gou think back to your last
However, time is of the essence. We have lost briefing and Captain Nedland’s instructions:
radio communication with every agent that “Many dqears ago, a number of vessels in our fleet were
has attempted this mission within 48 hours attacked by a strange, submersible craft commanded b
; of going ashore and haven't heard from a a dangerous individual by the name of Nemo. Many o
- single one of them since...” 4  our allies were also hit, but fortunately, we managed to
TN el e RS S track him and capture several of his crew. Under

. interrogation, the prisoners revealed that their vessel
Begin the adventure by putting one of the following cards into was 'Zueied xfy mg;tew’ous crys{t@{s and th?;\ theyhaz{tﬁ)
! ; rovided extraordinary propulsive power throu e
play : i @or @ !Each playe_r places fhelg ' Pwm‘:er. This energy so%v’::e ;,95 of grfat interest g) us,
figure onto it. When you put a Terrain card and its attached > which is where you come in. Several months ago, ’
Exploration cards into play, you must choose one of these  one of our agents took part in an expedition to that
Exploration cards to be replaced by a %Explﬂratinﬂ card. If you 5 new continent all the papers are talking about.
are to take a &} Exploration card and there is none available in While there, he found crystals that matched the
: ¢ y cwp?&n of tl';ose we are looking for.

(
\

@ Crystal fragment M

you finally spot one! Unfortunately, it sits nestled
-. in the midst of thousands of swarming red ants!

(3 While searching the area for the precious stones, '~‘
-

You carefully pluck the Your picking
crystal out and place it YUY RT
safely in your bag. anthill sends s
@ Store this under the the ants into
“Satchel & Journal” card. a frenzy. |

You go on your way.
Banish this.




- but tl«e only sound you can hear is the mcessam‘:‘ :
rumb{mg a{" yaw emptg stowmcla

Each involved character that is tired takes a @card.
If no involved character is tired, the active player may
choose 1 card with the keyword glerifiia) in the Action Deck
or the Discard Pile and add it to their hand.

Take another Exploration card matching the area shown on
your Terrain card and put it into play - foggy side up -
the space where this was.

Banish this.

find along your way, painfully aware that the
influential men impatiently awaiting your
return to the U.S.S. Texas a few miles away
E- w:l{ not be satisfied with anything but success.
" ,.lnaw; htt{e hap& of that, T

<Gy “For every problem, there is a
solution!”’

The active player may choose 1 ‘“' card

in the Action Deck or the Discard Pile and add
it to their hand. Banish this.

“It really is like looking for a

needle in a haystack...”

The active player takes a [ (101" | card.
this.

escendmg upon you. This creepmg Fee{mg a{" dre A
 has you constantly glancing over your shoulder.
- You stop dead in your tracks, as if pam{yzed

Each character getting involved in the following action may discard
any number of cards with the keyword Wll or GEIiYy from their hand
and/or inventory. For each card discarded this way, you get ﬁ
during the Result step of the following action:

4>, Your heartbeat slowly returns to
normal. It is high time you continued

along your way.

Banish this.

[l of a sudden, your resolve snaps and you

sprint, full tilt, towards the coast. (559




CoU
fragment is solidly
lodged in the rock.

d astone
involved character g
is tired. i

You manage to pry the Like the sword,
crystal from the rock and Excalibur, the crystal
hurriedly stow it in your bag. BNEAMIARULENT

‘ Store this under the buried in the rock.
“Satchel & Journal” card. , this.

the air avwl prick up your ears in an
attempt to rdentrfy rts source.

During the Result step of the following action, for eachcard
you reveal, the number of required successes increases by 2.

‘ 45 You follow the noise up to a
= rocky crevice where you discover
a swall crystal fragment and
place it in your bag.
‘ Store this under the
“Satchel & Journal” card.

Your tired mind seems to
be playing tricks on you.
this.

size o(" that crystal ﬁmgment"’ 3
| You hear a bellowing roar, as if
[ esonse ta your exclamt' n,

You strike the beast The beast tears
down and seize the through your flesh.

crystal. The active player takes a

Take chards. L o
@ Store this under the I3 on a Gy At

. “Satchel & Journal” card. L

You walk around the lm's;.
Banish this.
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7' Each character getting involved in the following
action may discard any number of cards with the
keyword VfIEmED from their hand and/or inventory.
For each card discarded this way, you get ﬁ
during the Result step of the following action:

Damned crystals! Whevre
can they be?

There it is!
@ Store this under the
“Satchel & Journal” card.

A meters al«ead oF yau 'mere isa gaad chance that
~ some cvystal ﬁmgments are hidden at the botto

You lose your footing and
slide down to the bottom,
scraping yourself badly as
you fall.

You carefully make
your way down to
the bottom of the

crevice.

& banish this.  (RRIR-AL-TL ) this.

You go on your way.
Banish this.

‘cautiously to avoid startling
any potential prey, you stumble
| across a large crystal Fmgmm

You pick up the crystal

and. slip it into your
bag.

‘ Store this under the
“Satchel & Journal” card.

You decide to not touch

this strange rock, and

return to your search.

Banish this and take another
card.




You have completed this introductory mission!
Count how many “Crystal Fragment” cards there are under
your “Satchel & Journal” card.

0 “Crystal fragment” card:

“My bag must have ripped open on the way back!”’

“You're joking, | hope?”’

Captain Nedland does not appreciate your pathetic excuses!

From 1 to 3 cards:
Captain Nedland’s face darkens with bitter disappointment.

From 4 to 6 cards:

Everyone in the mess congratulates you. Feeling overwhelmed

by fatigue, you excuse yourself and retire to your cabin, where
you collapse onto your bunk. You wake in the middle of the ;
night, drenched in sweat, haunted by a nightmare involving a
sinister statue...

Tcards!
| Captain Nedland is speechless before such spoils, unable to hide -
ks admnmtlan’ When you find a wunute to talk privately, l«e

k'is on your srde' You finally
ou have been looking For’ Stashing the crystal in

You are out of breath when you reach
the top of the crevice.

Each involved character takes a ‘I:E!card.

@ Store this under the “Satchel & Journal” card.
Losing your footing, you tumble back to the
bottom of the crevice. You strengthen your
resolve — there is no way you are spending

one hundred twenty-seven hours down here...
All involved characters must immediately take this action again.

" eéu have paced along the bottom o!’
the rift for an hour without seeing
‘even the faintest pink glow or hearing
any buzzing sounds aside from the
'occasrona{ insect. Frustrated, you steel %
ourself for an ascent to the surface.

You are out of breath when you
reach the top of the crevice.
Each involved character takes a @card.

Losing your footing, you tumble back to the
bottom of the crevice. You strengthen your
resolve — there is no way you are spending

one hundred twenty-seven hours down here...
Allinvolved characters must immediately take this action again.

e dmghy and its skipper are wmtmg b
C{utchmg your bag tightly, you glance
back one last time at the exotic land

before taking a seat in the boat. Despite

- your adventure, you feel you have only

had a tiny glimpse of the mysterious
continent.
Less than an hour later, you are back
at the ship and met by Captain y
Nedland. He accompanies you to the '

officers’ mess hall, where a gathering of

;o{d:ers and scientists wait :mpat:ently 4
i to see your discoveries.

You inch gour way along the rocky ledge'

‘ and you strain your eyes attempting to

catch a glimpse of anything in the dark
depths of the crevice.

You inch gour way along the rocky ledge'
‘ and you strain your eyes attempting to
catch a glimpse of anything in the dark

depths of the crevice.




