SEA EXPLORATION
Roll a D20.

1 - SCURVY - Lose a Life.

2 - GARGANTUAN - Attacked by a Gargantuan (Strength 9). Place the Gargantuan on this space. If you lose the combat you must lose a Life and your ship capsizes. If you survive you are washed-up at the nearest Land space (backwards). 

3 - SEA SICKNESS - Return to the nearest Land space (backwards).

4 - KRAKEN - Attacked by a Kraken (Strength 7). Place the Kraken on this space.
5 - PIRATES - Place the Pirates on this space. Roll a D6 and consult the Pirate chart.

6 - BECALMED - Miss a turn.

7 - PROMETHEAN - Attacked by a Promethean (Strength 5). Place the Promethean on this space.
8 - SHARK - Attacked by a Shark (Strength 4). Place the Shark on this space.

9 - WHIRLPOOL - Go back one space.
10 - FOG BANK - Place a Fog Bank in this space. Roll a D6 and consult the Fog Bank chart.
11 - CROW’S NEST - Land ahoy!!! Gain 1 Experience point.
12 - TREASURE TROVE - Gain 1 Gold piece.

13 - DEAD MAN’S CHEST - If you choose to open the chest roll a D6.

1 or 2 - Empty.

3 or 4 - Gain 1 Gold piece.

5 or 6 - Gain 3 Gold pieces.

14 - SHIP’S COOK - You are made Ship’s Cook. Gain 2 Experience points.

15 - FAIR WINDS - Take another turn.

16 - CAPTAIN’S MATE - You are made Captain’s 1st Mate. Gain 4 Experience points.

17 - MERMAIDS - Heal 1 Life. Place the Mermaids on this space.
18 - EXPERT NAVIGATION - Move to the nearest land space (forwards).

19 - BOOTY - Cut the Purchase deck and take that card.
20 - CAPTAIN - You are made Captain of the ship. Gain 1 Craft.
THE PORT
When passing through the Port you must choose a route to travel.

Either set sail for the Volcano or head along the shoreline to the Magic Portal.

Use up your full dice roll as normal when you move through and past the Port.

If you land on the Port - you may visit the Physician. He will heal up to 2 Lives at a cost of 1 Gold piece per Life.
FOG BANKS
Roll a D6.

1 or 2 - Hopelessly Lost. Move backwards on your next turn.

3 or 4 - Slow Progress. Miss a turn.

5 - Safe Passage. No effect.

6 - Fog Clears. No effect. Remove the Fog Bank from the board.

There are three Fog Banks. If all three are already on the board… the Fog Bank Sea Exploration roll has no effect.

PIRATES
Roll a D6.

1 - The Plank - You are forced to walk the plank. Lose a life. If you survive you are washed-up at the nearest Land space (backwards).

2 - Plunder - You are plundered. The Pirates take all of your Gold.

3 - Slavery - The Pirates take from you one Follower (you choose which). If you have no followers they take an object (you choose which).

4 - Booty - The Pirates take from you one Gold piece.
5 - Hideaway - You hide in the wheelhouse until the danger passes.

6 - Swashbuckling - You teach these vagabonds a lesson and see them off. Remove the Pirates from the board. You gain one Gold piece and a Talisman.
