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Time Travel to Atlantis . Embark on a thrilling and unforgettable journey through time! Set out from
modern-day London aboard the extraordinary Obsidian Sphere, an impressive five-story vessel
powered by cutting-edge negative energy and Einstein-Rosen Bridge wormhole technology. Your
destination: Atlantis, a breathtaking floating city of legend, gracefully suspended above an endless

ocean, encircled by mesmerizing waterfalls cascading serenely into the waters below.

Traveling back 12,000 years, you will find Atlantis at its peak—an awe-inspiring utopia powered
entirely by the infinite energy of the crystal known as Metromite. At the heart of this spectacular
metropolis stands a radiant dome temple, the sacred sanctuary housing this extraordinary crystal,

sustaining the city’s unmatched technological advancements and peaceful prosperity.

But Atlantis is doomed to imminent destruction. An unstoppable cataclysm, triggered by a devastating
earthquake and colossal tsunami, looms on the horizon, threatening to erase this magnificent

civilization forever.

Your mission is daring, strategic, and filled with excitement. Carefully navigate Atlantis’s intricate
network of concentric rings, each connected by luminous floating airbridges and elegant walkways.
Along the way, strategically acquire futuristic properties, discover powerful artifacts, advanced

Atlantean weapons, and incredible technological inventions unlike anything seen in the modern world.

Yet, peril awaits. Beneath Atlantis’s serene exterior lurk treacherous challenges: unexpected storms,
g
powerful ocean currents, giant octopuses hidden beneath the waves, sudden malfunctions of your

Obsidian Sphere, and unpredictable anomalies caused by your time-travel journey itself.

But you won't face these trials alone! Meet Helena, the delightful and charming guardian of Atlantis,
who holds the honor of being the sole and only Atlantean remaining in this remarkable city. Helena’s



wisdom, guidance, and heartwarming humor will provide you with priceless advice and memorable
laughs. Her delightful personality ensures you're always smiling, and she'll reward your progress

generously with plenty of coins along the way.

Joining her is Miles Shaw, a dedicated archaeologist and seasoned expert in time-travel expeditions.
Miles will guide you to strategically valuable properties, rare artifacts, cutting-edge Atlantean weapons,
and extraordinary technologies available for purchase, greatly enhancing your journey and chance of

Success.

Together, Helena and Miles Shaw form a warm, loving, and playful romantic couple whose mutual
affection brightens every step of your adventure. They’re here not just to guide you, but to make your

experience joyful, immersive, and full of laughter and companionship.

The clock is ticking relentlessly—the catastrophic tsunami is approaching. Your ultimate goal is clear:
reach the majestic dome temple at Atlantis’s core, retrieve the Metromite crystal, and return safely
aboard the Obsidian Sphere to modern-day London exactly one hour before disaster strikes, resetting

history and safeguarding humanity’s future.

Your courage, wit, teamwork, and strategic thinking will determine the fate of Atlantis—and your

own.
Are you ready to journey into history, laughter, friendship, and adventure?

Good luck, explorers—your epic voyage through time starts now!
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One of Metromite’s greatest advantages is how little it demands in the way of setup and memorized
rules. In fact, you can go from sealed box to active play in less than half a minute, making it far
simpler than many other well-known board games. If you've ever spent upwards of ten minutes sorting
tiny tokens in a complex Euro title, or carefully reading lengthy scenario instructions in a sprawling

co-op adventure, you'll appreciate how Metromite allows you to dive right in without a hitch.

The essentials are straightforward:

Unfold the ring-based board on a table.

Shuffle the Helena and Miles card decks (and Event or Crystal Energy decks, if you plan to use them).
Give each player 1,000 coins and a token.

That’s it—start rolling dice and drawing cards.

Compare this with many other popular games. A typical session of certain city-building or resource
management titles can require extensive sorting, modular board assembly, or reading through multi-
page rulebooks, just so each player knows how to begin. Even beloved classics like Catan often involve
placing hex tiles, randomizing number tokens, and explaining resource trading thoroughly before you
roll the first die. Meanwhile, Monopoly’s initial setup might be familiar, but it still means laying out
loads of money, property cards, and deciding who’s banker—plus everyone is already bracing for a

potentially lengthy session.

In Metromite, you simply say, “Here’s 1,000 coins, here’s your token,” place each deck near the board,
and start playing. You don't have to memorize heavy game mechanics; the basics are right there:

Roll the dice.

If it’s even, draw a Helena card; if odd, a Miles card.

Move your token accordingly.

Buy or land on properties as you go, handle events if they pop up, and you're good.
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Any expansions or custom boards remain entirely optional. If you decide to introduce an advanced
ring layout or the Crystal Energy deck for added excitement, it’s a simple matter of shuffling another
stack of cards or laying out a visually dramatic board. There’s no need for additional reference sheets or
complicated new phases to memorize. Thanks to this pick-up-and-play nature, families love Metromite
for casual gatherings, and experienced gamers can readily incorporate expansions to suit their taste, all

without bogging down the core rules.

So while many games earn praise for their depth, some can’t help but bury new players beneath a
mound of tokens, modules, and thick manuals just to begin. Metromite stands apart by delivering a
cinematic world and strong narrative flair, yet never forcing you to jump through hoops before you roll
your first die. That’s a testament to its design: a game bursting with futuristic marvels, comedic
touches, and monstrous challenges, yet always ready to launch in under half a minute, guaranteeing

you and your family maximum fun for minimal fuss.
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