The Sea Realms
(Reference Sheet, Description of the new Sea Realm Board)

All other original rules from Marijn van der Gaag take place.
 If there any conflicts with the Sea Realm Adventure Cards, 

you should use your common sense or make “House Rules”
Shell Gate:

· At the cost of 1 Gold/Pearl you can buy an air (water) bottle here. The Shell Gate connects to the Castle in the Middle Region on the mainboard. You can buy airbags and waterbottles here at the price of 1 Gold or 1 Pearl each
· No Airbag is needed at the Shell Gate. 

· If you don’t buy anything, you can draw a Sea adventure card instead

The West Beach:
· Draw one Sea adventure card

· No Airbag is needed at the Secret Beach

The Great Riff:
· Draw one Sea adventure card
· You need an Airbag at the Great Riff
The Deep Water:
· Draw one Sea adventure card
· You need an Airbag in Deep Water

The Water Vortex:
· Roll 1 dice: 

· 1-2: Lost for 1 turn

· 3: Attacked by a Giant Octopus with Strength of 2D6

· 4: Gain 1 Strength

· 5: Gain 1 Craft

· 6: Safe.

· You need an Airbag at the Vortex.

The Ship Wreck:
· A drowned sailor dwells here: He gives neutral players 1 Pearl. Good or Evil ones he attacks with Strength or Craft of 2D6.

· You need an Airbag at the Ship Wreck. 

The Abyss:
· Draw two Sea and 2 Poseidon adventure cards (if the extension is in play)
· You need an Airbag at the Abyss. 

· From here you can enter the “The Forgotten Realms” in your next turn (no dice roll)
Neptune's City:
· You may visit the Trade Market or the Merdoc. At the Trade Market you can change Pearls for Gold and vice versa. The Merdoc heals lives at the cost of one Pearl per life.

You can not visit both the Trade Market and the Merdoc. Only one of them.

· You need an Airbag in Neptune's City.
The Great White Shark:
· Draw 3 Sea adventure cards.
· If you lose 1 or more life due to the Sea adventure cards, the Great White Shark think you are an easy prey and attacks you with 4+2D6 Strength. If you lose, then you lose 2 Lives and you must travel immediately to the Giant’s Island to cure your wounds. This takes 3 turns.
· You need an Airbag in at The Great White Shark field. 

The Giant`s Island:
· Draw one Sea adventure and one Island card (if the extension is in play)

· No Airbag is needed at Giant's Island, except when the Giant is awake.

The Ghost Ship:
· On this haunted place all is possible. Draw a card of any extension are in play. If you lose 1 or more life due to the card, you will be cursed and no other followers you meet in future will go with you. You must visit the chapel on the main board to get rid of the curse. So long you are cursed, all Spirits have +2 to there dice roll.

· You don’t need an Airbag in the Ghost Ship.

East Beach (The Under Underwater Hole):
· Draw one Sea adventure card.
· If you survive the adventure due to the card, you can test your talent. Roll with 3D6 under your current craft (only the current craft counters). If you are successful you have found the Underwater Hole. Now you can draw a Catacomb, Dungeon, Grotto (if the extensions in play) or a further Sea adventure card. If you don’t lose any life, you have found a secret pathway to the following places (you may enter to them if you wish, if the extensions are in play) ( roll 1D12:
1) Catacombs
2) The World of Cthulu
3) Vampires Keep
4) Citadel 
5) Mountain Pass
6) Isle of Poseidon
7) Atlantida
8) Island

9) Cursed Swamp
10) Land of Dragons
11) Black Tower

12) Underworld

· No Airbag is needed at the East Beach

Forgotten Realm:

· Draw two Sea and 2 Poseidon adventure cards (if extension is in play)

· In the next round you can enter the “Sunken Ruins” (no dice roll)
· You need an Airbag in the Forgotten Realm

The Sunken Ruins:

· Draw two Sea or 2 Dungeon or two Catacomb adventure cards (if extension is in play)

· If you survive the adventure due to the cards, you can enter “God of Poseidon” in the next round (no dice roll)
· Evil players must lose 1D6 lives

· Good Players must sacrifice two magic objects

· Neutral players can enter for free

· You need an Airbag in the Sunken Ruins

The God Poseidon:
· Roll 1D12 an look what  happens to you:
1) Poseidon is angry because of your actions in the past. You lose the half of your lives and you wake up in the ruins on the main board (an ruins space of your choice)

2) You gain a magic object from the thrown cards. If there are no magic object, take a random one from your opponent
3) You gain 1D6 Gold

4) From now on, you can change your alignment if you want (before you make your turn, you must announce your change)

5) You gain 1D6 Strength

6) You gain 1D6 Craft

7) You gain 1D6 Spells (regardless of your current craft value)

8) You gain 2 “Abilities” (if the extension is in play) or 3 Spells instead
9) From now on you have +2 on your dice roll against Spirits

10) From now on you have +2 on your dice roll against Monsters

11) From now on you have the spiritual power to have up to 5 Spells regardless of your craft value

12) If you are at the “Portal of Power” place on the main board you have the ability to go to any board which are in play

· You need an Airbag if you visit God Poseidon
· After that, Poseidon can teleport you to any place on the Main board (not the Inner region)
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