
INSTRUCTIONS 
1. Make sure the deck of cards is thoroughly shuffled, then give each 

player 5 cards each. Place the rest of the cards on the board.

2. Sort the green board markers so that 6 cover each continent’s health 

bar (red squares.) These board markers represent lives.

3. Players must decide who is player numbers 1, 2, 3, and 4. (Game 

requires a minimum of 2 players in order to play.)

4. Each player must choose a single continent to have as their own. 

There are several continents, each of which has 6 lives each. Once a 
player’s continent loses all their lives, they are out of the game.


5. The player’s goal is to use their cards to destroy other continents, and 
take their lives. After taking a live from a continent, each player can 
store the lives they stole on their number box (seen on the board.) If a 
life has been taken from a player’s continent, they can not use the lives 
they stole to replace it. All stolen lives must remain inside their box. 
However, every 12 stolen lives can be converted into a single continent 
life, adding +1 life to a continent of a player’s choice.


6. Each turn, a player can either: play a card, pick up a card, or skip their 
turn. However, the maximum amount of cards a player can hold at a 
time is 5, unless a player uses the convergent card. A player can not 
place down a card without playing it. If at any point during the game 
the deck runs out of cards, reshuffle the used cards.


7. The last player with a surviving continent wins the game.


GUIDE 
Things needed to play the game: 



- a deck of Tectonic Conquer cards (18 in total)

- a 6 side die

- a board

- circular board markers


Included within the deck of cards are two of each of the following: 

There are 3 types of FAULT cards: reverse, normal, and strike-slip.

- When a REVERSE card is drawn: the player must roll a die to use the 

card. If they score 2 or higher, they can take away 1 life from a 
continent. If they score a 1, the card backfired and they now have head 
damage.


- When a NORMAL card is drawn: the player must roll a die to use the 
card. If they score a 3 or higher, they can take away 2 lives from a 
continent. If they score a 2 or lower, they now have head damage.


- When a STRIKE-SLIP card is drawn: the player must roll a die to use the 
card. If they score a 4 or lower, they now have head damage. If they 
score a 5 or higher, they now can take 4 lives from a continent. Note: If a 
player has HEAD DAMAGE they must skip their next 2 turns.


When a HOT SPOT card is drawn: 

a player can activate a hot spot underneath a continent of their choice, 
and cause a volcano eruption. If choosing to do so, the player must roll a 
die. The amount of lives taken from a country depends on the number 
rolled on the die. However, if the player rolls a 6, they now have suffered 
from smoke inhalation. Note: You risk suffering from SMOKE INHALATION 
which will cause you to carry -1 card at all times. 


When a MANTLE CONVECTION card is drawn: 

a player has the choice to roll a die. If the number rolled on the die is 3 or 
higher, then congratulations! That means the cards in the hands of the 
player to your right are denser than your own. You have the choice to 
randomly take a single card from their hands, making the card “sink” into 
your hands. If the number rolled on the die is 2 or less, your cards are 
denser than the cards of the person seated at your right! They get to take 
a card at random from you. 




When a RIDGE PUSH card is drawn: 

The player must roll a die if choosing to use the card. If they score 2 or 
higher, the player must switch cards with the person at their right. If they 
score 1, they must place down all their cards on hand, and pick up 5 new 
cards.


There are 3 TYPES of PLATE BOUNDARY cards:


When a CONVERGENT card is drawn: the player has a choice between 
making a deep ocean trench to trap other players, making a mountain in 
order to store +2 cards, OR causing a volcano or earthquake. If choosing 
to make a deep ocean trench, the player who last had a turn must now 
skip their next turn. If choosing to cause a volcano, refer to the HOT SPOT 
card instructions. If choosing to cause an earthquake, refer to the 
NORMAL FAULT card instructions. Note: Volcanoes will risk SMOKE 
INHALATION and earthquakes risk HEAD DAMAGE.


When a TRANSVERSE card is drawn: the player is able to use the card to 
cause an earthquake strong enough to take away 3 lives from a continent. 
However, the player doesn’t get to choose which continent, risking 
damaging their own. The player must roll a die, which then decides the 
continent that will be attacked.

1 = North America

2 = South America

3 = Europe 

4 = Africa

5 = Antarctica

6 = Asia

7 = Australia


When a DIVERGENT card is drawn: the player must roll a die if they 
choose to use it. If they roll numbers 2 or higher, they have the option to 
trap another player in the sea floor for 1 turn, preventing them from 
drawing cards for two turns. Note: If the player rolls a 1, they have trapped 
themselves in the sea floor for 2 turns.




PROBABILITY 
CALCULATIONS 

The probability of drawing a fault normal card is 1/9. There are 2 
plate boundary cards out of a total of 18 cards, which would 
equal 1/9 simplified. 


2 is a common factor of both 2 and 18. 2 ÷ 2 = 1 and 18 ÷ 2 = 9


The probability of drawing a fault reverse card and rolling 3 or 
higher on a die is 1/18


1/9 x 1/2 = 1/18


The probability of drawing a mantle convection card and rolling a 
1 on a die is 1/54


1/9 x 1/6 = 1/54


The probability of drawing a plate boundary card and rolling 6 on 
a die is 1/9


1/3 x 1/6 =  1/9


The probability of drawing a hot spot card and a ridge push card 
is 2/9


1/9 + 1/9 = 2/9




The probability of drawing a strike-slip card and then suffering 
from head damage is 4/9


1/9 + 2/6 = 4/9


1/9  = 2/18


2/6 = 6/18


2/18 + 6/18 = 8/18 = 4/9


The probability of drawing a transverse plate boundary card and 
then attacking Asia is 5/18


1/9 x 1/6 = 5/18


2/18 x 3/18 = 5/18



