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Gbiect of the Game

An underwater volcano has erupted and the mythical island of Atlantis is sinking! Every turn, another piece of the island sinks into
the sea! Each player is in a race against time to move their Atlantean “people” to the safety of the nearby islands.

But the path to safety is dangerous. Sea serpents and sharks attack your people! Whales surface and capsize your boats!

Rescue as many people as you can before the volcano tile is revealed and the game ends. The winner is the player that rescued the
most points worth of people tokens.

Compoenents

1 Game Board

40 Land Tiles (16 Beach, 16 Forest, and 8 Mountain)
40 People Tokens (10 each in four colors)
5 Sea Serpent Tokens

6 Shark Tokens

5 Whale Tokens

12 Boat Tokens

1 “Creature” Die (red)

1 Component Bag

1 Rulebook

The following components are for use with Challenge Rule 5 and should be set aside for now:
4 Dolphin Tokens
2 “Dive” Dice (blue)

Setting Up
1. Place the 5 Sea Serpent tokens onto the 5 spaces on the game board marked with a Sea Serpent icon.

2. Shuffie the Land tiles face up (i.e., the Beach, Forest, and Mountain side up), and then randomly place them into the sea spaces
outlined in black on the game board. You may use the Component Bag to draw Land tiles randomly.
This creates the island of Beach, Forest, and Mountain tiles with a Sea Serpent on a sea space in the middle.

3. Each player chooses a set of 10 People tokens of the same color. I
4. Each player is given 2 Boat tokens.
5. Set aside the Shark, Whale, and remaining Boat tokens for now.

6. Select or randomly determine a player to be the first player.
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Important note regarding People tokens:
Once the game has begun, you may not look at or reveal the point values of your People tokens, even if they have reached a safe
island or have been removed from the game.

Game Play

Starting with the first player, and continuing around to that player’s left, players take turns.
On your turn, do the following steps in order:

1. Play a Land tile from your “hand”. You may play one (and only one per turn) Land tile that you acquired during a previous
turn of the game. Naturally, you will skip this step on your first turn and on any turn when you have no Land tiles in your “hand”.

2. Move your People and/or Boat tokens. You may move any combination of your People and/or Boats up to a total of three land
or sea spaces. For example, move two of your People one space each into a Boat and then move that Boat one space. The goal
should be to get your People into Boats and move them toward the nearby islands. See the “Moving Your People and Boats” section
below for details.

3. Remove a Land tile. You must carefully remove one Land tile from the island. Any People on the tile are placed onto the sea
space where the tile had been. Carefully look at the bottom of the tile without showing it to the other players and then see the “Us-
ing the Information on a Land Tile” section below for details.

There are two priorities when choosing which Land tile to remove. First, choose a Land tile that is adjacent to at least one sea
space (which includes a space where another Land tile had been). The second priority is that all Beach tiles must be removed first,
then all Forest tiles, and finally the Mountain tiles (because the lower lying Land tiles are sinking into the sea faster). In the event
that a Beach tile is surrounded by Forest and/or Mountain tiles, remove it as the last Beach tile (since it is not adjacent to a sea
space). The same applies if a Forest tile is surrounded by Mountain tiles.

4. Roll the die and move a creature. You must roll the Creature die.
Then you may move one Creature (Sea Serpent, Shark, or Whale) matching the result of the die roll (if it is already on the game
board) in order to attack another player or to protect your own People. See the “Using the Roll of the Die” section below for details.

NMowiig Yeur People and Boats

People

* You may move a People token from any Land tile to an adjacent Land tile even if it is occupied by one or more other People
tokens.

* You may move a People token from a Land tile onto a Boat if the Boat is in an adjacent sea space.
* You may move a People token from one Boat to another Boat in an adjacent sea space.

* You may move a People token into a Boat that is already occupied by People of another color.

* You may not move another player’s People token.

* Once a People token leaves the island (by moving to a Boat or by becoming a Swimmer), it cannot return to a Land tile.

Swimmers

* People tokens become Swimmers by moving into a sea space from an adjacent Land tile, by jumping overboard from a Boat into
the same sea space, by falling into a sea space when a Land tile is removed, or by falling into a sea space when the Boat that they
occupy is capsized by a Whale.

* You may move a Swimmer only one sea space on your turn. Moving from a Land tile or Boat into a sea space counts as one move
by a Swimmer.

* You may move a Swimmer onto a Boat only if they occupy the same sea space.
» More than one Swimmer may occupy the same sea space.

* If you move a Swimmer into a sea space containing a Sea Serpent or Shark, the Swimmer is immediately removed from the game
(i.e., you can’t attempt to move through such a sea space).



Boats

* Any player may move any unoccupied Boat from sea space to sea space as desired.
* No more than one Boat may occupy a sea space at a time.
» Each Boat can only carry a maximum of three People tokens at a time (regardless of which players control the People tokens).

« If People from multiple players are aboard a Boat, the player with the majority of People on board controls the Boat. When you
control a Boat, only you can move it.

» Whenever players control an equal number of People aboard a Boat, each player controls the Boat.

* If you move an occupied Boat into a sea space containing a Sea Serpent, the Boat and the People aboard are immediately removed
from the game (i.e., you can’t attempt to move through such a sea space).

* If you move an occupied Boat into a sea space containing a Whale, the Boat is immediately removed from the game and People
aboard become Swimmers (i.e., you can’t attempt to move through such a sea space). If the sea space also contains a Shark, the
Swimmers are removed from the game.

Reaching a Safe Island

* People can disembark from a Boat that is in one of the two sea spaces adjacent to one of the safe islands. Each People token
moved from the Boat to a safe island counts as one move. The Boat remains in the same sea space until moved again.

* Moving a Swimmer onto a safe island from an adjacent sea space counts as one move.

Usiitg the Information on a Land Tile
When you remove a Land tile in step 3 under “Game Play” above, carefully look at the underside of the tile without showing it to
the other players. There are three types of tiles that you will find, and each is played differently:

1. Play immediately
2. Play at the start of your turn
3. Play out-of-turn/defensively

“Play immediately” tiles
If you see one of these symbols, immediately reveal the tile to the other players, perform the indicated actions below, and then
remove that Land tile from the game:

Take a Shark token that was set aside and place it in the sea space where the Land tile had been. Any
Swimmers in that sea space are removed from the game.
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Remove all Swimmers, Sea Serpents, Sharks, Whales, Boats, and People in the sea space where the
Land tile had been and in any adjacent sea spaces from the game.

See the “Ending the Game” section below for details.

“Play at the start of your turn” tiles

If you see one of these symbols, place the tile face down in front of you (into your “hand” of tiles). Then, once per your turn in step
1 under “Game Play” above, you may play one (and only one) of these tiles from your hand of tiles.

Once played, remove that Land tile from the game:

A dolphin aids one of your Swimmers! Move one of your Swimmers up to 3 sea spaces.

You get favorable winds! Move one of the Boats you control up to 3 sea spaces.

Move any one Sea Serpent on the game board to any unoccupied sea space.

Move any one Shark on the game board to any unoccupied sea space.

Move any one Whale on the game board to any unoccupied sea space.

S —

“Play out-of-turn/defensively” tiles e —
Finally, if you see one of these symbols, place the tile face down in front of you (into your “hand” of tiles). These tiles are played

outside of your i on another player’s turn). These tiles are considered “defensive” tiles, as they are played in response
to the movement of a i ayer. Once played, remove that Land tile from the
may play these tiles: - -




Note regarding the small symbols on the underside of the Land tiles:
There are 4 small symbols on the underside of the Land tiles.
These are simply reminders of how and when the Land tiles are played:

Play immediately. Play at the start of your turn.

@ Place into your hand of tiles. Play out-of-turn/defensively.

Using the Rell of the Die

Sea Serpent.

If you roll a Sea Serpent, move any one of them one sea space. If there is an occupied Boat in the sea space, remove
it and the People aboard from the game. Also remove all Swimmers from the sea space. An unoccupied Boat is not
removed from the sea space.

A Shark does not affect a Boat in the same sea space.

Whale.

If you roll a Whale, move any one of them no more than three sea spaces. If the Whale enters a sea space that con-
tains an occupied Boat, the Whale’s move ends. If there is an occupied Boat in the sea space where the Whale ends
its move, remove the Boat from the game and the People aboard become Swimmers. If the sea space also contains a
Shark, the Swimmers are then removed from the game. A Whale does not affect Swimmers or an unoccupied Boat in
the same sea space.

Shark.
If you roll a Shark, move any one of them one or two sea spaces. If the first sea space entered is occupied by one or
more Swimmers, the Shark’s move ends. Remove all Swimmers from the sea space where the Shark ends its move.

Sea Serpents, Sharks, and Whales do not affect each other. They can occupy the same sea space.

Ending the Gams

One of the Mountain tiles has a picture of a volcano on the underside. As soon as a player reveals this tile, an erupting volcano
destroys what is left of Atlantis as well as the People still moving toward the safe islands. The game is now over.

It is possible th t have any Pe ft ove prior_to the game ending. If this happens, continue playing except do
y \ e a Boat tokens) during your turns.



Challenge Rule 2: Leave No One Behind!

The game ends when the last People token is removed from the game board (by either being saved or removed by a creature or
whirlpool). If the Volcano tile is revealed, play it as a Whirlpool tile instead and then continue the game if there are any remaining
People tokens on the game board.

Challenge Rule 3: Everyone is Equal!
The winner of the game is the player with the most People tokens on safe islands when the game ends. The number on the bottom
of each People token is ignored.

Challenge Rule 4: Atlantis is Gone!
The game ends immediately when the last Land tile is removed from the game board. When the Volcano tile is revealed, play it as a
Whirlpool tile instead and then continue the game if there are any remaining Land tiles on the game board.

Challenge Rule 5: Dolphins and Diving Creatures!
This Challenge Rule makes use of the four Dolphin tokens and the two blue Dive dice.
Do not use the red Creature die when using this rule.
When a Land tile is revealed with this symbol:
.. Do the following instead of the standard rule for this tile:

* Reveal the tile to all players.
* Place a Dolphin token in the sea space where the Land tile had been.

* Remove the Land tile from the game (instead of placing it into your “hand”).

All Creatures, including the Dolphins, are moved using the Dive dice.

In step 4 of your turns under “Game Play” above, roll both Dive dice (instead of the Creature die).

* One of the Dive dice has symbols that indicate whether you may move a Sea Serpent, Shark, Whale, Dolphin, or unoccupied Boat.
The Starfish symbol is “wild” which means that you can move one Sea Serpent, Shark, Whale, Dolphin, or unoccupied Boat of your
choice.

* The other one of the Dive dice has numbers (1, 1, 2, 2, 3) which indicate the maximum number of sea spaces that you can move
the Creature or unoccupied Boat that you rolled with the other die. The die also has a D on one side.

« If a D is rolled, move the Creature or unoccupied Boat that you rolled with the other die to any vacant sea space on the game
board. This indicates that the Creature has “Dived” to this space or that the unoccupied Boat has “Drifted” to this space due to the
wind and turbulent water surrounding Atlantis!

* Note that you cannot move an occupied Boat using the Dive dice, even if you control the Boat.

——

« If a Sea Serpent, Shark, or Whale enters a sea space occupied by something it could attack (as per the “Using the Roll of the Die”
section above), the Creature’s move ends.

. The Dolphins are the good guys' When a Dolphin moves onto a sea space occupied by a Swimmer (or vice versa), the Swimmer

—




Stronghold Games is proud to be publishing “Survive: Escape From Atlantis!”.

Designed by Julian Courtland-Smith in 1982, this game has been out of print worldwide for over 10 years.
It was originally released as “Survive!”, and then with some modifications and additions as “Escape From Atlantis!” and “Atlantis”
by various publishers over the years.

Stronghold Games recognizes the lineage of this great game, and brings to you “Survive: Escape From Atlantis!”.
It will play exactly as the original “Survive!”, but it also contains additional components for use with optional rules.
These additions to the game not only provide players with more options, but they also evoke the spirit of the changes made in the
games “Escape From Atlantis!” and “Atlantis”.

We would like to thank Julian Courtland-Smith for giving us the opportunity to publish his great game. We would also like to thank
the community of gamers at Board Game Geek (www.boardgamegeek.com) who have asked to have this game reprinted.

We hope you enjoy playing this game as much as we enjoyed publishing it!
For more information about our games, please visit our webpage at:

www.Stronghold-Games.com

Credits

Game Design: Julian Courtland-Smith
Game Development: Kevin Nesbitt and Stephen M. Buonocore
Art and Layout: David Ausloos (www.ausloosdesign.be)
Production Managers: Stephen M. Buonocore and Kevin Nesbitt
Special thanks to Chad Mekash for rewriting the rulebook.
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