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G A M E P L AY  B A S I C S

T H E  S T O R Y

Super Motherload is a deck-building game.  This means that you have 
your own deck of cards that you draw from each turn.  Your deck 
initially consists of very basic cards, but over the course of the game 
you will add new and more powerful cards to it.

You will use these cards to Bomb and Drill minerals, and other 
bonuses, from the game board.  You then use the minerals you’ve 
collected as money to purchase better cards for your deck. Some 
cards give you an immediate bonus when purchased, while others give 
you bonuses when you use them to Drill.  

Every card you purchase is worth Victory Points (VPs).   
You can also gain VPs from Achievement Cards that 
become available throughout the game.  The player with 
the most VPs at the end of the game wins.

Mars. The very near future.
The Solarus Corporation discovered an infinite source of rare and 
precious minerals deep in the red crust. Resources that will end the 
energy crisis on Earth and fuel the deep space expeditions planned as 
population swells beyond capacity.

You have been chosen to lead an elite crew of Pod pilots who will 
delve below the surface of Mars in Solarus Corporation’s first major 
drilling expedition.   As a part of this maiden voyage, the corporation 
has agreed to let you reinvest any profit you earn back into training 
your Pod pilots, increasing their skills and efficiencies.  Will you be 
remembered as the greatest Solarus Corporation employee in the 
galaxy?

Are you more of a visual learner?  We’ve got you covered.  Open your 
web browser and head over to roxley.com/super-motherload to watch 
a video tutorial on how to play!

C O M P O N E N T S  I N C L U D E D

V I D E O  T U T O R I A L

20 X Minor 
Achievement 

Cards

10 X Major 
Achievement 

Cards

4 X Player 
Decks (23 

Cards each)

16 X Bomb 
Tokens

16 X Artifact 
Tiles

76 X Tunnel Tiles 
(3 different lengths)

80 X Double Sided 
Mineral Tiles  

(6 denominations)

4 X Double Sided 
Game Boards

Copyright Roxley Game Laboratory.   Super Motherload brand used under 
official license and is copyright XGen Studios.

Credits: Game design by Gavan Brown and Matt Tolman.  Artwork by Gavan Brown, Scott Carmichael, 
Lisa Cossette & David Forest (mrcuddington.com). Game development and refinement by Gavan 
Brown, Paul Saxberg, Joseph McDaid, Orin Bishop and Tom Sarsons. Special thanks to all our blind 
playtesters and Game Artisans of Canada (gameartisans.ca).

R U L E B O O K
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Using your chosen Player Deck, set up your Player Area:

Remove and shuffle your 7 Starting Pilot Cards (The cards 
from your Player Deck that don’t have a cost in the top right 
corner) and place them face down in a stack in front of you 
to off the side.  This stack represents your starting Draw 
Deck.

When positioning your Draw Deck, it is a good idea to leave 
space on the left or right for what will soon become your 
Discard Area.

Take a Bomb Token from the supply and place it in your 
Player Area.

Divide your remaining 16 Pilot Cards into four stacks 
according to the color of the Drill Icons on the cards (order 
shown below: red, blue, yellow, and wild).  Order the cards 
within each stack in ascending order according to the green 
cost located in the top right corner of the card ($10 on top, 
$25 on the bottom).   Place these stacks in a row along the 
top of your Player Area.

Draw 4 cards from your Draw Deck into your hand.
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D I S C A R D  A R E A

Before you set up, determine the starting player.  The starting player 
is the person who most recently dug a hole.  You may now set up the 
game:

Place the “Depth 1” Game Board in the center of the table.  
The player to the right of the starting player chooses which 
side will be face up.

Place the Mineral Tiles close to the board.

Mix up the Artifact Tiles and place them face down close to 
the board.

Shuffle the deck of 10 Major Achievement cards and deal 3 of 
them face up close to the board.  Place the remaining 7 Major 
Achievement cards back in the game box.

Shuffle the deck of 20 Minor Achievement cards and place 
them face down in a pile near the board.  Deal 3 of them face 
up below the row of Major Achievement cards. 

Place the Tunnel Tiles close to the board.

Place the Bomb Tokens in a pile close to the board.

Place the rest of the Game Boards in a pile somewhere 
accessible from the game area (not shown in diagram).  

Each player selects one of the 4 available Player Decks and 
sets up their Player Area.
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When you perform a Draw Action, draw 2 cards 
from your Draw Deck and add them to your hand.  
If at any time during the game you need to draw a 
card and there are no cards left in your Draw Deck, 
gather the cards in your your Discard Area and 
shuffle them to create a new Draw Deck.  

Important: Only shuffle the cards in your Discard 
Area when you need to draw and your Draw Deck is 
empty.  For example: if you need to draw 2 cards, 
and there are 2 cards left in your deck, do not 
shuffle.

2 .  D R I L L  A C T I O N 3 .  B O M B  A C T I O N

x2

Super Motherload is played with players continuously taking turns in 
clockwise order until the end of the game is triggered. Each turn, you 
may perform a total of 2 actions. For each action, you may choose to 
perform one of the following:

1 Draw 
Draw 2 cards from your Draw Deck into your hand.

2 Drill 
Use matching Drill Icons to Collect Mineral Tiles and bonuses 
from the board.

3 Bomb
Use a Bomb Pattern and Bomb Token to Collect Mineral Tiles 
and bonuses from the board.

Important: You may choose to perform the same action more than once 
in a turn.  If you have more than 5 cards in hand at the end of your 
turn, you must place cards from your hand into your Discard Area until 
you have only 5 remaining in your hand.

The Drill Action is used to Collect minerals and bonuses from the 
Game Boards.  To perform a Drill Action follow these steps:

1 Discard
Place any number of cards 
featuring Drill Icons (  ) 
of a matching color from your 
hand into your Discard Area.  
Multicolored Drill Icons are 
considered “Wild” and may be 
combined with Red, Yellow or 
Blue Drill Icons to represent that 
color.  If only multicolored Drill Icons are played, they must 
all represent a single color of your choosing.

2 Place Tunnel Tiles
Take Tunnel Tiles from the supply with total length equal 
to the number of Drill Icons you played. Place them in a 
straight line on the Game Board (see “Placing Tunnel Tiles” 
section for more details).

3 Collect 
Collect minerals and 
bonuses from all spaces 
you cover with Tunnel 
Tiles (see “Collecting” section for more details).

Like the Drill Action, the Bomb Action is used to Collect minerals and 
bonuses from the Game Boards. To perform a Bomb Action follow 
these steps:

1 Discard
Spend a Bomb Token (  ), returning 
it to the supply. You cannot perform 
this action if you have no Bomb 
Tokens.  Place a Red Pilot Card 
featuring a Bomb Pattern on the left 
side ( ) from your hand 
into your Discard Area.  

2 Place Tunnel Tiles
Take Tunnel Tiles from the supply and place them in the 
exact shape depicted on the Bomb Pattern shown on the 
discarded card.  You may flip and rotate the Bomb Pattern 
as you wish (see “Placing Tunnel Tiles” section for more 
details).

3 Collect
Collect minerals and 
bonuses from all spaces 
you cover with Tunnel Tiles (see “Collecting” section for 
more details).

P L AY I N G  T H E  G A M E

1 .  D R AW  A C T I O N

before after
before after
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T Y P E S  O F  T E R R A I NP L A C I N G  T U N N E L  T I L E S

Whenever you place Tunnel Tiles on the board using a Drill Action or 
Bomb Action, you must adhere to the following rules:

1
Tunnel Tiles must connect to Tunnel Tiles already on the 
Game Board or the “surface” line of the “Depth 1” board. 

2
Tunnel Tiles are connected edge-to-edge, and not  
corner-to-corner.  

3 Tunnel Tiles can be connected along multiple edges to Tunnel 
Tiles already on the Game Board.

4
The connection can be made along any edge of any space of 
the Tunnel Tiles you are placing (eg: you can always connect 
a new three-length Tunnel Tile along the edge of its middle 
space). 

5 Tunnel Tiles can “progress” in any direction (i.e. you can 
Drill / Bomb up towards the surface).

6
Tunnel Tiles may not be played so that they hang off the 
edge of a Game Board, but they may be played across the 
“seam” of two connected Game Boards (more on adding 
Game Boards later).

7 You may combine multiple Tunnel Tiles to create any shape 
needed (e.g. a two-length and a three-length Tunnel Tile 
can be used as a five-length one). 

P L A C I N G  T U N N E L  T I L E S

8 Tunnel Tiles may not overlap each other.  

9 No player retains “ownership” of a Tunnel Tile after it is 
placed. You may connect a new Tunnel Tile to any one 
already placed on the Game Board.

10 Tunnel Tiles may not be moved or removed from the Game 
Board after they are placed.  

11  When Drilling: Tunnel Tiles must be placed in a 
continuous straight line.  This line cannot change direction.  

12  When Drilling: You cannot omit spaces from a Drilled 
Tunnel.  The total length of all Tunnel Tiles placed must be 
equal to the number of Drill Icons on the cards played.

13  When Bombing: You cannot omit spaces from a Bomb 
Pattern.  

14  When Bombing: The shape of the placed Tunnel Tiles 
must match the Bomb Pattern depicted on the card played.  
You can flip and rotate the bomb pattern as you wish.

All spaces on the game board feature one of three types of terrain.  
Each terrain type has its own set of restrictions on the placement of 
Tunnel Tiles.  

Dirt
No special rules: Dirt spaces can be Bombed or 
Drilled without restriction. All 4 colors of dirt are 
regarded as the same terrain type. Multiple colors 
of dirt can be Drilled or Bombed in a single action 
without restriction.

Steel Plate
Cannot be Bombed. To Drill a Steel Plate, the 
color of the Drill Icons played must match the 
color bordering the Steel Plate.

Rock
Can be Bombed. Cannot be Drilled.
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A C H I E V E M E N T S

Achievements instantly reward you with VPs for doing awesome stuff.   
There are 2 types of Achievement cards: Major and Minor.  If at any 
point during your turn, you fulfill the goal shown on an Achievement 
card that is in play, you may immediately take the Achievement card 
and place it face down in your Player Area.  

Major Achievements 
Major Achievements reward you for having 
purchased the set of Pilot Cards shown 
from their corresponding Pilot Stacks 
(each Pilot Stack contains 4 cards).  If you 
purchase more Pilot Cards of a specific 
color than the Major Achievement requires, 
you may still claim it.  Major Achievements 
are not replenished after they are claimed.

Minor Achievements
Minor Achievements all have specific 
goals written on the cards. Whenever a 
player claims a Minor Achievement card, 
immediately draw a new one from the 
Minor Achievement deck to replace it. (If 
the last Minor Achievement is taken by 
a player, no further Minor Achievements 
will be available for the remainder of the 
game).   

Notes: 
• You may claim a maximum of 1 Major and 1 Minor Achievement card 

in a turn.   
• Some Minor Achievements require you Collect a specific Mineral Tile 

“across all cards”.  If the Mineral Tiles Collected during your current 
action allow you to fulfill this Achievement and also triggers a Pilot 
Card Buy, you may still claim the Achievement.

C O L L E C T I N G

When you cover spaces on the Game Board with a Tunnel Tile using a 
Drill Action or a Bomb Action, you may immediately Collect from those 
spaces.  

Collecting Minerals 
Take all the corresponding Mineral Tiles 
from the supply and place them all onto 
the topmost Pilot Card of one of your 
four Pilot Stacks.  Mineral Tiles are worth 
money equal to the number in the top 
right corner and are used to buy new Pilot 
Cards.  

Important: All Mineral Tiles Collected with 
a single Drill or Bomb Action must be 
placed on the same Pilot Card (you may not 
split them up).

Collecting Bomb Tokens
Take a Bomb Token from the supply and place it in your 
Player Area.

Collecting Artifacts
Take any face down Artifact Tile from the supply and 
place it in your Player Area.  Unlike Mineral Tiles, 
Artifacts Tiles are not placed on a Pilot Stack.  They 
may be stored face down and kept secret from other players.  

Collecting Draw Cards Bonuses
Immediately draw the number of cards dictated by the 
icon from your Draw Deck.

If at any point, the total money value of 
the Mineral Tiles on the topmost card on 
one of your four Pilot Stacks either meets 
or exceeds the card’s cost (shown in the 
top right corner of the card), you Buy 
that card by returning all of the Mineral 
Tiles on it to the supply and placing the 
card into your Discard Area.  This happens 
immediately after your current action.  
You do not receive “change” when you 
spend more than the cost of the card (any 
excess is lost). 

When you purchase a card that features a 
Buy Bonus Icon along the bottom edge, you 
also receive a Buy Bonus.  These bonuses 
do not require an action to receive, and 
happen immediately after you take the 
card.  You only receive this bonus when the 
card is purchased.

For a full list of Buy Bonuses, consult the 
back cover of this rulebook.

B U Y I N G  N E W  C A R D S

B U Y  B O N U S E S

D R I L L  B O N U S E S

A R T I F A C T S

Some cards feature Drill Bonus Icons.  
These icons give you an instant bonus 
whenever the card featuring it is used 
as part of a Drill Action. You receive 
these bonuses in addition to adding the 
card’s Drill Icons to the Drill Action. If 
you discard multiple Drill Bonus Icons in 
a single Drill Action, you receive all the 
Drill Bonuses.  

For a full list of Drill Bonuses, consult 
the back cover of this rulebook.

Artifact Tiles are special tiles collected from the 
board that can be discarded at any time during your 
turn (using them is not considered an Action) to gain 
the Artifact Bonus shown on the back of the Artifact 
Tile. There is no limit to how many Artifact Tiles you 
can store in your play area.  There is no limit to how 
many Artifact Tiles you can spend in a single turn. 

Important: When discarding an Artifact Tile, return it 
to the central supply face up.  Discarded Artifact Tiles are considered 
to be removed from the game and may not be taken again.

For a full list of Artifact Bonuses, consult the back cover of this 
rulebook.

DiamondRuby

Iron

Platinum Emerald

Gold
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A D D I N G  A  G A M E  B O A R D

You start a game of Super Motherload with the “Depth 1” Game Board 
on the table (see Setup section).  As the game progresses, you will 
add new Game Boards and eventually remove old ones from play.  

Attaching a new Game Board:

1  All Game Boards are marked with a number in the upper 
corners indicating the board’s Depth.

2 When you cover the last Artifact space on the current Game 
Board with a Tunnel Tile, take a new Game Board from the 
supply with a Depth value that is 1 greater than the Depth 
value on the current board.

3
If there are already two Game Boards on the table, remove 
the top-most board (the one with the lowest Depth value).  
Dump all the Tunnel Tiles from the removed board back into 
the supply.  

4 Removing a board may result in Tunnel Tiles ‘hanging’ off 
the edge of the remaining board; these remain in play.

5
If you are the player who covered the last Artifact space, 
choose what side of the new board you would like to play 
with and attach it below the current Game Board.  The new 
Game Board must be oriented in the same direction as the 
previous boards.  

Notes: 
• Adding a board does not end a player’s turn. 
• In a 2 player game, only use depths 1,2, and 4. Depth 3 is not used.
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E N D I N G  T H E  G A M E

E X A M P L E  T U R N

When a player Drills or Bombs the last Artifact on the  
“Depth 4” Game Board, the game ends immediately after that 
player’s turn.  Count up all the Victory Points (the numbers 
inside the white hexagons) shown on all of the Pilot Cards 
in your Draw Deck and Discard Area, any Achievement cards you have 
claimed, and any Artifacts you have collected featuring VPs.  The 
player with the most VPs is declared the winner.  In case of a tie, the 
player who lied about digging a hole to become the start player loses.

First Action 
• You decide your first action this turn will be to Draw cards.
• Your Draw Deck only contains one card, so you draw the last card, 

gather up all the cards from your Discard Area and shuffle them to 
create a new Draw Deck.  

• You then place the newly-shuffled Draw Deck face down beside your 
Discard Area and draw your second card.

Second Action 
• You decide your second action will be to Drill.  You play three Pilot 

Cards to your discard area: one shows 1 Wild Drill Icon, another 
shows 2 Red Drill Icons and the last one shows 1 Red Drill Icon.  
These 4 Drill icons will allow you to Drill a tunnel with a length of 
four spaces. 

• You take 2 two-length Tunnel Tiles and place them on the board in a 
straight line, connecting to a Tunnel Tile already on the board.  

• Your new Tunnel Tile covers 1 Iron and 2 Gold spaces, allowing you 
to collect 1 Iron and 2 Gold Mineral Tiles.  You must place these all 
on the same Pilot Stack, so you decide to place them all on the $10 
Pilot Card on top of your yellow Pilot Stack.

• The total value of all Mineral Tiles on your $10 yellow is now $12.  
Because the total value of all Minerals is greater than the Card’s 
cost, a Card Buy will be triggered after this action.  

E X A M P L E  T U R N  C O N T I N U E D . . .

Card Buy (Triggered by Action 2): 
• You take your $10 Pilot Card from your Yellow Pilot Stack and 

return all the Mineral Tiles on it back into the supply.
• You place the Yellow Pilot Card into your Discard Area.
• You notice that there is an “Additional Action” Buy Bonus Icon along 

the bottom edge of the card.  This bonus allows you to take an 
additional action before the end of your turn.

Additional Action (Triggered from buying card)
• With your additional action, you decide to perform a Bomb Action.
• You spend a Bomb Token, returning it to the supply. 
• You also discard a Red Pilot Card, featuring a square Bomb Pattern.
• You take 2 two-length Tunnel Tiles and place them on the Game 

Board forming a square shape, connecting it to a Tunnel Tile already 
on the board.

• Your new Tunnel Tiles cover 1 Artifact and 1 Platinum space, which 
allows you to take one of the face down Artifacts from the supply 
and place it face down in your Player Area.  You also take a Platinum 
Mineral Tile and place it on the top-most card of your Blue Pilot 
Stack.  

• Two of the spaces you covered with Tunnel Tiles with this 
Bomb Action were rock spaces.  You see that one of the 3 Minor 
Achievements currently available reads “Bomb at least 2 Rock 
spaces in one action”. Because you just accomplished this goal 
during your turn, you take the Minor Achievement card and place it 
face down in your Player Area.

• You immediately draw a new card from the deck of Minor 
Achievements beside the board, place it face up in place of the one 
you just claimed. 

Your turn is now over.



You may attach the Drilled 
Tunnel Tiles corner-to-corner 
instead of edge-to-edge.

Draw 1 card from your Draw 
Deck.

Draw 2 cards from your Draw 
Deck.

Take a Bomb Token from the 
supply.

You may drill Rock Spaces 
during this Drill Action.

Mineral Tiles collected during 
this Drill Action do not have to 
be placed on the same Pilot 
Stack.

Select any face up Minor 
Achievement card in play, and 
place it face down on the 
bottom of the Minor 
Achievement deck. Draw a new 
Minor Achievement card to 
replace it immediately.

This card goes directly into 
your hand, instead of your 
Discard Area.

Perform an Additional Action 
during your turn.

Draw 1 card from your Draw 
Deck.

Draw 2 cards from your Draw 
Deck.

Take a Bomb Token from the 
supply and place it in your play 
area.

Take a Mineral Tile from the 
supply that matches one 
already on any of your Pilot 

Stacks and add it to a Pilot Stack of your 
choice.  You cannot duplicate a Mineral Tile 
that was used to purchase this card, nor can 
you place the duplicated Mineral Tile on the 
card beneath the card showing this Buy 
Bonus.  If you have no minerals to duplicate, 
this bonus is wasted.

B U Y  B O N U S  L I S T

T E R R A I N  R E F E R E N C E

A R T I F A C T  L I S T

Perform an Additional Action 
during your turn.

Draw 2 cards from your 
Draw Deck. 

Take a Bomb Token from the 
supply and draw 1 card from 
your Draw Deck. 

Take a Platinum Mineral Tile 
from the supply and place it 
on any of your Pilot Stacks.

Take a Gold Mineral Tile from 
the supply, place it on any of 
your Pilot Stacks and draw 1 
card from your Draw Deck.

When you purchase a card 
from one of your Pilot 
Stacks, you may discard this 
to place the card directly 
into your hand instead of 
placing it in your Discard 
Area.

Has no function, but is worth 
3 Victory Points at the end 
of the game. 

Take a Mineral Tile from the 
supply that matches one 
already on any of your Pilot 
Stacks and add it to a Pilot 
Stack of your choice.  

D R I L L  B O N U S  L I S T

A C T I O N  R E F E R E N C E

Draw 2 Cards Drill Bomb

Drill Icons color must 
match Steel Plate 

border color.
2 actions per turn

Dirt Steel Plate Rock
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