1 - The Volcano Gods are furious at your insolence. The Volcano erupts and you are killed. Your character is dead and out of the game. All other characters on the Skeleton Coast board must lose 1 Life.

2 - Angry Gods. The Volcano erupts. You lose 2 Lives.

3 - The Volcano Gods are most displeased. The Volcano erupts. You lose 2 Lives or 2 Followers, or 1 Life and 1 Follower.

4 - The Volcano erupts. You lose 1 Life.

5 - The Volcano erupts. You are swept back to the Port.

6 - The Volcano erupts. You scramble to safety, but drop all of your Gold. 

7 - The Volcano erupts. You scramble to safety, but one of your Followers is killed (you decide who).

8 - The Volcano erupts. You scramble to safety, but drop an object (you choose which one to lose).

9 - You wait and wait and wait… but nothing happens. Your journey has been a waste of time and effort. Miss a turn before moving onward.

10 - Dormant - Nothing happens. This Volcano looks extinct.

11 - Pittance. You collect a meagre sum. Gain 1 Gold piece.

12 - Cure-all. You are healed back up to your starting quota of Lives, but nothing more.

13 - Golden boon. You gain 5 Gold pieces.

14 - Gifts from the Gods. You may take any one object from the Purchase deck and a Talisman.

15 - Gifts from the Gods. You may take any one object from the Purchase deck, 1 Gold piece and a Talisman.
16 - The Volcano Gods are content. You gain 1 Strength, 1 Life and a Talisman.

17 - The Volcano Gods are pleased. You gain 1 Craft, 1 Life, 1 Gold piece and a Talisman.

18 - The Volcano Gods are delighted. You gain 1 Strength, 1 Craft, 1 Life, 2 Gold pieces and a Talisman. 

19 - You may roll again… but this time the Volcano Gods will add 10 to your score. If you choose not to roll… see number 18.

20 or more - A Volcanic plume… carries you to the Dragon King’s Chamber. Move there immediately and draw an Endgame card.

RULES

At the far end of the Talisman coast sits a magic portal and a possible short cut to the Dragon King’s Chamber. The journey is fraught with dangers as undead warriors roam the shoreline looking for an adversary to slaughter… thus swelling their ranks.

Alternatively, you may sail away into the sunset from the Port and head for The Volcanic Island... to seek favour from the Volcano gods.

Reaching the coast

When landing on the Wharf space in the City, you may move straight onto the Skeleton Coast board.
Movement

The Realm Dice is used for movement.

You may only move forwards (unless otherwise instructed); follow the arrows.

Encounters happen as normal.
Sea Spaces
On landing on a Sea space… roll the Sea Exploration dice and consult the chart.

You do not roll the Sea Exploration dice on Sea spaces occupied by Fog Banks, Pirates, Mermaids or Sea Monsters.

Any objects, Gold or Followers lost or discarded on Sea spaces are washed away and lost forever. Remove them from play.

The Poltergeist will vanish when you move across a Sea space.

