Rules of the game: 20.000 miles under the sea
For: 2-4 players as of 10 years old.

Introduction:

A mysterious deep-sea monster prowls around the ocean and no ship dares to leave the port. The deep-sea scientist professor Arronax and his helper Conseil go and investigate the situation. They get help from the sturdy old salt  Ned Land with his harpoon. When they set sail from San Francisco their ship is also sunk by the monster.
The three brave men are then picked up from sea by the sea monster. However, this turns out to be the submarine ‘the Nautilus’ of captain Nemo. Nemo takes them on a voyage to the depths of the ocean and shows them his inventions with which he wants to conquer the world. He has a magic helmet allowing him to see everything that happens on earth and he has the Nautilus driven by a mysterious power source the ‘Nuclear thermostat’. 

They sail to his secret laboratory at the isle of Vulcania, which is their final destination. During the exciting voyage through the ocean they many times escape from a big danger, such as sharp rock cliffs, sharks, cannibals and giant squids with which they enter into battle. It is thanks to the actions of the sailors and courageous Ned Land that they manage to escape. They are constantly breathed down by war ships that fire at the submarine.
Meanwhile Ned Land secretly disclosed the location of Vulcania by a letter in a bottle.

When they arrive there an enormous war fleet waits for them. Captain Nemo decides to destroy his laboratory and the Nautilus. But our three heroes have a narrow escape in a sloop. 
Game material:


1 play board




1 ocean swivel plate
1 fathometer

4 pawns




84 deep see chips
4 scoreboards
4 number chips



48 player cards 
7 special action cards

1 submarine

How to play the game:

You try to score points by collecting chips on your scoreboard. This is done by steering the submarine and sailing through the ocean. You steer the submarine with your own hand cards. The ocean is divided up into different depths: 0, -1 and -2. You can navigate the submarine in different depths and courses but you can also let the ocean stream in a certain direction. When you navigate the submarine to a certain point in the ocean, you take up the chip which is there and place it on your scoreboard. 
Winner of the game:

During the voyage of the Nautilus each player tries to collect as many chips as possible. In doing so, you score points in every play round. When the game is over a final count is made. You score points per column with the number of (identical) symbols showing on the chips you have collected. The player with the highest score wins the game.

How to prepare the game FIG. 1:
· Place the ocean swivel plate in the middle of the play board.  
· Place the white chips on the white dots and the blue chips on the blue dots of the ocean swivel plate. 
· Turn around the white chips. 
· Pile up the remaining chips (per number and with the back facing up) on the appropriate squares on the play board. 
· Put the fathometer of the submarine together and adjust the Nautilus at depth 0. 
· Place it on the steering wheel in the middle of the play board and direct it towards the North. Each player takes a scoreboard and places it in front of him. 
· Each player chooses a colour and places 1 pawn on the score counter (protractor) on the 0. Each player chooses a character from the story of 20.000 miles under the sea and takes the play cards of his colour in his hand. 
· Make a pile of the special action cards with the back face up next to the play board.
· Turn  around the upper action card. 

· The number of number chips playing depends of the number of players. 
· When you play with 4 players you use them all but when you are with 3 players you use 1 to 3 inclusive. 
· Put the number chips with the back face up and  shuffle them. 
· Each player takes 1 number chip and places it open in front of him. The player with number 1 is the start player. The play starts  with play round 1 of the scoreboard. 
· The players now choose whether they play the short version of three rounds or the full play of five rounds.
Play a turn:

To play a turn consists of three successive stages: 
1. Determine the order of turns to play
2. Sail with the submarine

When stage 2 is completed you start again at stage 1. See also the legend on the play board.

1. To determine the order of turns to play: The player with number chip 1, being the first, chooses one of his hand cards and places it open in front of him. Then it is the turn of player with number chip  2 and he does the same thing. Then it is the turn of player with number chip  3 and 4 respectively. After all players having played a card a check is made who played the card with the highest figure. This player now receives number chip 1. The one with the one but highest played card receives number chip 2. Divide number chips 3 and 4 equally. When two or more players have played a card with equal value, the player who was the first to play the card counts, followed by the second or third player. 
Attention! The card you play determines how you steer the submarine.

2. Sailing with the submarine

At the start of the game the submarine points to the North and its depth is 0. The position of the submarine is at the chip in the outer ring of the ocean swivel plate, straight in front of the submarine FIG 3. By playing a course card, current card or depth card you change this. The player with number chip 1 is now the first to carry out the action shown on his card. When the submarine ends up at a place in the ocean carrying a chip, you can take the chip. 

Then the other players follow in order of their number chip. After steering the submarine, the cards played will go to one’s own put aside pile. After all players having carried out their action, the player with number chip 1 will be the first to play a card in order to determine the new order of turns to play. It is only after you have played your hand cards that you can take them in your hands again. 

Taking the chips: You can take the chip at the position where the submarine sails to. Put this chip in the furthest possible left free square of the current play round on your scoreboard. When you take a next chip, you put it to the right of a chip placed before. Then it is the turn of the next player on the left-hand side.
The first chip you put down in round 1 is at position -15. The next chip you take in round 1 is at position -10. The green and red squares are bonus squares. No chips will be placed in them.
The white chips are open and only have 1 symbol. The contents of the blue chips are a secret but they have 2 symbols.

The play cards:

Depth card: you are allowed to change the depth of the submarine by 1 step. Change the depth of the Nautilus with the fathometer. You can go from 0  to -1, from -1 to 0 or -2 and from -2 to -1.

Course card: You are allowed to change the course of the submarine by 1 wind direction (90 degrees). The wind directions are North, East, South and West. You can go from North to East or West but not to South.
Current card: You are allowed to turn the ocean swivel plate  by 1 blue arm of the sea (45 degrees) you can turn the swivel plate to the left or to the right. 

Nuclear thermostat  You may choose yourself whether you wish to change the depth, course or current by 1 step.
Sailor: You can swap two chips on your scoreboard with each other. You do so in order to improve your score in a column or running round. 
Magic helmet: You swap 1 chip with an other player. Choose a chip from your own chips and from the chips of an other player and swap them. Now swap the chips and each player puts them in the square from where you had removed the chip. 
The different kinds of chips:

Wild chip: 

When a chip bears a seal it means that it counts for every image or symbol. You determine yourself which image or symbol it will be. 

Red Star chip:

This chip remains at its position in the ocean. After this you are not allowed to end up at a red star with the submarine. You now have to go in the opposite direction. Should the submarine be surrounded by the star chips, the last turned star chip has to be removed from the game. 
Green arrow chips:

This chip remains at its position in the ocean. When you end up at this chip with the submarine, you have to steer the submarine one extra time but you may choose whether you change the depth, course or current. 

Anchor chip:

When you take a chip bearing an anchor, you can choose whether you put it on your scoreboard or whether you take the upper special action card. If you choose to take the special action card you put the anchor chip in the appropriate square on the play board. This anchor chip is no longer part of the game. Turn again the upper card of the pile action cards. 

End play round:
The play round ends when one of the players puts a chip in the last square of the running round of his scoreboard. The other players are still allowed to finish their turn and place chips.

Counting round scores: 

The horizontal score of the round played will now be counted per player. Move the pawn across the score counter the number of points scored. Only the chips with images depicted in the play round will produce points. When you have all the images depicted you will get the highest score regardless the order. Check also what a double chip and a single chip produce.
Paying out bonus points:

Each player gets bonus points for the number chip he has at the end of the play round.
Check this on the schedule on the play board. The player with number chip number gets 25 points. 

New play round:
The player with number 1 places new chips at the empty positions on the ocean swivel plate. Put the chips on the dots of the same colour and number. Then turn the white chips again. It may happen that certain chips have finished. The new play round starts because the player with card number 1 will be the first to play a card.

7. Special action cards:

You can play not more than one special action card at the same time as one normal hand card. That is how you do a double turn. You can determine which one of your two cards played you do first. After having used the action card it goes at the bottom of the pile special action cards. The action cards have the following effect:
Sailor

You may move 1 chip on  your own scoreboard. You can place it in the free square most to the left. 

Magic helmet

Choose one of your chips and swap it with one of the open chips lying in the ocean. You are not allowed to choose a blue chip in the ocean.

Nuclear thermostat

You may change your card played into an action at your choice.

Reverse

You put the submarine into reverse. When determining the order of turns to play the opposite order counts, so from low to high. The player of the card with the lowest value will now get number chip 1 and the player with the highest value will get the lowest number chip.
Ship’s bell

Choose a player and point out a chip. This player gives the chip to you. You may place this chip on your own scoreboard in a row of your choice in the free square most to the left.

Globe

With the globe you may change the course, depth or current by 1 position. You can do so before you play your hand card or immediately after.

Number chips

You may swap the number chips of all players. You determine who gets which number chip. Then the submarine immediately sails again: to be started at number chip 1. The one who played his card already will not get a turn.

Intermediate count
When players have opted for the short game of three rounds, this is also the final count. When players have opted for the full game, you continue playing after this intermediate count. After having counted the score for round 3, we determine the vertical score. Look per column 1, 2, 3 and 4 on your scoreboard how many identical symbols are there one below the other. The symbols in the green and red bonus squares count as well. The score is mentioned underneath each column. Put the score into the score meter. Continue counting when you have passed the 360 points. In case of wild chips bearing a seal at the symbol position, you determine yourself which symbol is the seal. For each seal you can choose not more than 1 symbol.
The anchor on an anchor chip counts as 1 symbol. In case you have several anchor symbols the score increases just like with ordinary symbols.

The bonus fields are: the green square of round 1 and the last red square of round 3 and 5. You will also get points for loose symbols in a number of columns.

Final count:

First determine the score for round 5. We then determine the vertical score in the columns. The same rules apply as for the intermediate count.

Winner of the game:
The player who scored most points after 3 or 5 play rounds is the winner.
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