Sea Monsters, Pirates and Mermaids
Combats with Sea Monsters are decided by using a D6.

Experience points may be taken if a player defeats the Shark, Promethean, Kraken or Gargantuan in combat. Remove the defeated monster from the board. In the event of a draw… you may pass unharmed but the creature remains on that space.

Once The Mermaids are encountered, they will remain on the board. The Mermaids will move to the new space if they are encountered during another Sea Exploration dice roll.

Once The Pirates are encountered, they will remain on the board unless a 6 is rolled on the Pirates chart. The Pirates will move to the new space if they are encountered during another Sea Exploration dice roll.

Once the Shark, Promethean, Kraken or Gargantuan are encountered, they will remain on the board unless defeated. The Shark, Promethean, Kraken and Gargantuan will move to the new space if they are encountered during another Sea Exploration dice roll.

Having been washed up at the nearest piece of Land… players sail with another ship on their next turn… and continue their journey.

The Staff of Mastery has no effect on any of the sea monsters.

SKELETON WARBANDS
Combat occurs as normal with experience points taken in victory.

Treat Warbands as an Enemy Monster.

They may be evaded if Special Abilities allow it.

Warbands will always regenerate for the next traveller to encounter.
TREASURE ISLAND

You must stop here before continuing your journey… where you dig for treasure.

Roll a D6 and take that may Gold pieces.
VOLCANO
You seek fortune and favour from the Volcano Gods.

To increase your chances of success you may make offerings to the seething Volcano.

You may throw Gold, Objects, Spells, Compasses, Lives and Followers into the Volcano as offerings (place them on their respective discard piles).

For each offering you make you may add one to your dice roll.

Roll a D20 and add the number of offerings you have made (if any).

See the chart overleaf.

Having visited the Volcano, on your next turn you must exit this region by boarding a ship bound for another location.

Roll a D12 to reveal your destination.

1 - The Bone Collector.

2 or 3 - The Port.

4, 5, 6 or 7 - The Wharf.

8 or 9 - Canal Street.

10 or 11 - The Sea Maidens.

12 - The Magic Portal.

