For 2 to 6 players, 10 years and up

Would you have known how long the Golden Gate Bridge is? Or when Nelson
Mandela was the president of South Africa? How high does the tallest church steeple
rise into the sky, and just how deep is the deepest lake?

Players of TERRA will come across these and many more questions revolving around
the broad diversity of our planet. And when you set out to discover, you'll experience
surprises. After all, you can‘t know everything about natural wonders, lost empires,
record-setting in fauna and flora, masterworks of architecture, and many more things;
therefore, you score points even if your answer is slightly off the mark. But if you use
your guessing pieces too riskily, you can also easily lose them.
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Wind rose
CONTENTS
1 Gameboard
150 Terra cards in 4 difficulty levels
1 Card box Yardstick
36 Guessing pieces in 6 player colors

There are Terra cards in 4 levels of difficulty
- recognizable by the color of the yardstick:

gelbs for beginners

griin: for enthusiastic travelers

blau: for globetrotters

rot: for explorers

The wind rose on the card with a green or blue
" yardstick indicates a particular quarter of the world

map (see explanation on p. 5).

Card box with Players’ guessing World map with
Terra cards land and sea areas

Wind rose
at all four
corners

Gameboard

Scoring information
box

Scoring track  Bars for year, “ " Players’ guessing
length/distance and number pieces

SET-UP OF THE GAME

Put the gameboard in the middle of the table. Each player gets 6 guessing pieces of one
color and places one of them next to space 1 on the scoring track.

Fill the card box with the Terra cards. It is advisable to fill the box completely, even
though you need only a limited number of cards for a game of TERRA.

Note: Before the first game, you don’‘t need to shuffle the cards = just insert them into
the card box, with the yellow yardstick side showing to the front.
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DIE TERRA CARDS

The upper half of the card shows the information players get
before they place their guessing pieces:

© Topic - There are 3 questions for each topic; the
active player decides which and how many questions
he will try to solve.

@) Photo - always refers to the item asked about; can give
more or less concrete clues.
Watch out: The photo doesn’t show exactly the item
asked about in all cases.

€) Question 1 - Number of areas in which the topic asked
about on the card can be found.

@ Questions 2 and 3 - Measurements to be estimated;
each refers to 2 of the 3 bars on the gameboard. They
are color-marked as follows:

Green writing: refers to the year bar
Blue writing:  refers to the length/distance bar
Orange writing: refers to the number bar

This information is visible when the card is in the card box.

The lower half of the card shows the solutions, plus some
brief additional information on the respective item.

Pyramiden von Gizeh

9 Solution to question 1 - the area(s) in which the item
asked about can be found.

@ Clue for the solution to question 1 - a world map to
quickly find the applicable areas.

@ Solutions to questions 2 and 3 - the estimated kel Hihe e Chaop amide
measurements asked for. conconns @)

@ Information box - additional information on the topic : = !
on the card 2620-2500
Hohe: 0 i
i4 c.138m

During the placement of the guessing pieces, the lower

half of the card is concealed by the card box. The solutions (&)
are shown only when the card is taken out of the card box

for evaluation.
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OBJECT OF THE GAME

Each round, players estimate or guess the areas and measurements regarding the topic
on the current Terra card. In turn, they place their guessing pieces on the world map and
the corresponding bars. At the end of a round, players score points for correct and close
estimates, whereas they have to put away wrongly placed guessing pieces. The player
who has accumulated the most points by the end of the game wins.

HOW TO PLAY

For the first few games, we recommend that you play the cards of the lowest difficulty
level (card frame: yellow yardstick). The higher difficulty levels (green, blue and red
yardsticks) can be used - unshuffled — in later games as separate stacks. But it is also
possible to combine all four difficulty levels in any way as a mixture.

In a game of TERRA, each player should be the starting player an equal number of
times. Before the game begins, players determine how many cards they want to_use.

Suggestion: with 2 players, 4 cards each - the game ends after 8 rounds
with 3 players, 3 cards each - the game ends after 9 rounds
with 4 players, 2 cards each - the game ends after 8 rounds
with 5 or 6 players, 1 card each — the game ends after 5 or, respectively, 6
rounds

The game proceeds over several rounds. Each round consists of:

1. Placing the guessing pieces
2. Evaluation
3. Changing the starting player

1. Placing the guessing pieces

The starting player gets the card box and reads aloud the topic and the questions on
the first card in the card box. The other players may also look at the card in the box indi-
vidually, but without pulling it out of the box. All players consider where to place their
guessing pieces. Beginning with the starting player and then in clockwise order, each
player places one of his guessing pieces on the board, either in an unoccupied area
or on an empty space on one of the bars.

Placing a piecein an area

You can place one of your guessing pieces in a land or sea area on the world map in
which there is no other piece yet (neither yours nor another player’s).

are marked with a frame around their name.

Attention: Besides the water section, the sea areas also include the islands contained wi-
thin them (e.g., Newfoundland in the North Atlantic, or Sri Lanka in the Northern Indian
Ocean), unless these are specifically marked as land areas (e.g., Japan or New Zealand)!
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Examples: West Coast, Rocky R MITTLERER
Mountains, Midwest, East Coast, WESTEN
Southern States, and Central America :
are land areas.

The Caribbean is a sea area that also
includes the islands within it.

= Example of the placement of a guessing piece:
i e The red player wants to place another one of his pieces
WESTEY ,;“'54 4 in an area. The Southern States, Central America and the
o Rocky Mountains are already occupied by other pieces.
Therefore, the red player has to choose a different
area to place his guessing piece in.

Attention: The areas refer to different regions in the world and are only roughly
based on actually existing country borders. So it can happen that large countries
extend over several areas, e.g., the USA (including Hawaii) or Russia (including the
larger islands in the Arctic Ocean and in the northwestern Pacific); on the other

hand, one area can also comprise several countries (partly or completely), e.g.,
Central America or the Sahel.

The wind rose

Two lines divide the world map into 4 quarters, each of which is marked
W|th a wind rose. This wind rose is also shown on the cards with a green or blue
yardstick and gives you an approximate clue as to where to find the area(s) asked

+1 Gebiet - Inbetriebnahme (Jahr)
- Spiegeldurchmesser

‘ Gebiet: Mittelatlantik

r————————( : Example: upper left quarter of the world map
L.

The wind rose on the card indicates that the telescope is located in the northwest sec-
tion of the world map, i.e., in the upper left quarter.
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If one or more areas in question extend over more than one quarter, the
wind rose highlights the quarter in which the item asked about is (if it
can be located exactly); otherwise, it indicates the quarter with the
largest applicable portion of the area. In the case of Britannia or Iberia, for
example, sometimes the northwestern quarter can be indicated, and other
times, it can be the northeastern quarter, depending on the question.

-

Placing a guessing piece on a bar

You can place one of your guessing pieces on a space of one of the bars (i.e., the space
between two marks) on which there is no other piece (your own or another player’s).
Note: There are three bars, each referring to different measurements.

Each card asks for measurements on two bars.

Year bar — questions about a point in time or period of time (year or century)
Length/distance bar — questions about length, height or distance (in centimeters,
meters or kilometers)

Number bar - all other measurements, e.g., questions about area (m?/km?),
volume (m*/km?), degrees (°C), percent (%), hours (h), liters (I), tons (t), etc., or the
number or age of different things

With questions about number and year, the
unit of measurement asked for is often indica-
ted (in parentheses).

After each player has placed one

piece, everybody — again, beginning with

the starting player — may place another L N M.

piece, in turn, or pass. QQQ@ i

Placing another piece

On your turn, you may place another one of your guessing pieces in a vacant area or
on a vacant space of a bar. During a round, you can place several pieces on the same
bar; and you can place several pieces in different areas as well, as long as you have
guessing pieces left.

Passing

If you pass because you are no longer willing or able to place pieces, your placement
in this round ends. It is not possible to re-enter this round any more.

When all players have passed, the evaluation of this round takes place.
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2. Evaluation

Pull the Terra card completely out of the card box. First, the areas are evaluated; then,
the bars. Each placed piece is scored only once: either 7 points (exact) or 3 points
(adjacent). If, for instance, a piece has been placed correctly (7 points) and, at the same
time, is adjacent to another correct space, you can‘t score another 3 points for this.

Evaluation of the areas

You score 7 points for each guessing piece you have placed in a correct area. You
score 3 points for each guessing piece you have placed in an area that is adjacent to a
correct area. Immediately advance your piece on the scoring track around the edge of
the gameboard.

Example of an area evaluation: The Terra
card ,Pyramids of Giza” has one correct area:

.| East Sahara. The East Sahara area has 5 adja-
< ATLAS| g cent areas (4 land areas and 1 sea area). The
e : = 3 white player scores 7 points; the blue player, 6

v points (2x adjacent). The yellow player doesn’t
) get any points (the Middle East is not adjacent
Sl ; to the East Sahara area).

SAHELZONE

Adjacent areas: Two areas are adjacent if they either have a common border or touch
each other as a land area or sea area.

The evaluation of the areas is followed by the evaluation of the bars.

Evaluation of the bars

As in the area evaluation, you score points both for exact hits and for answers that are
slightly off the mark. You score 7 points for each guessing piece you have placed on a
correct space of a bar. You score 3 points for each guessing piece that is adjacent to a

correct space.

. 5 hauer_be‘\ einem
Die mei Fu&ba“_wm.we\

sten ZUsC

X 1930 1940 1970 1980
%
Example of a bar evaluation: Since the exact answer s, 1950,"
the two spaces left and right of , 1950” are considered hits. If
Yalis . ,1950s" or, 1952 were answers, only the space to the right of
ot | , 1950” would count as a hit; the space left of the year would
Tuschauer only be adjacent. In this example, White and Blue each score 7
agg;*;;ﬂ:‘i&ﬂw3"‘”“W points; Red scores 3 points. The players immediately advance
their pieces on the scoring track.

; 1 Gebiet " Jahr* Anzah! Tuschauer

Brasilien gegen’
(Brasiien); 167
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Wrongly placed guessing pieces

Put the guessing pieces you have received a score for back into your personal supply.
Guessing pieces that were not scored are collected next to the gameboard. Some of
them will be available to the players again only after the starting player has changed.

3. Changing the starting player

At the end of the round, the card box is passed to the next player (in a clockwise direc-
tion). He becomes the starting player for the new round. Each player gets back one of
his guessing pieces from the stock next to the gameboard, provided he has any pieces
in there.

But if you now have fewer than 3 guessing pieces in front of you, you may refill your
personal supply to 3 guessing pieces, so that you have at least 3 pieces you can place
in the new round.

END OF THE GAME

The game ends when the players have played the number of rounds agreed upon at
the beginning of the game. The player who has the most points after this final round
wins the game. In case of a tie, there is more than one winner.

Note: The information on the Terra cards comes from various Internet sources and from reference books-on
the subjects. Depending on the source, the specifics diverge more or less significantly. In some cases, the
locations or the dates of the records differ in the different sources. Therefore, the information on the cards is
often based on average values from the different sources. In addition, some of the content asked for in the
game is subject to annual fluctuations; and records can be broken over time. As far as possible, we tried to
take up-to-date values from 2013 and 2014 as a basis. On cards that ask for the year of discovery, answers
are based on the European perspective. If a superlative is given (the tallest, highest, longest, etc.), this
always refers to the entire world, unless a restriction is given (e.g.,,the largest XY in Asia“).
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