Tatorial lnstractions:

F|c,|H|||J||<|L|M|N|O|P|Q|R|s

Game Start: Each player chooses
where to start their sﬁip, adjacent
to the home port. Skip the
Adventure Phase until Turn 6.
Turn 1: Use Direction Dice values 4,
9,12. Goal: Sail through at least
one Adventure.

Turn 2: Goal: Sail to 3 space
adjacent to land, not at port.

Turn 3: Goal: Explore the land you
are adjacent to.

Turn 4: Goal: Sail to a port.

Turn 5: Goal: Visit port.

Turn 6+: Play as usual. Add in the
Adventure Phase, drawing a new
Adventure card each turn.

Tips to Remember: You may cross
your path and backtrack, however
visited Adventures don‘t count
aqain. New Adventures cannot be

placed over other Adventures, your _

previous pa’ch, or land. Try to use
up your resources and head into
port low so you can get the full
value from Resupply. Remempber

to time your movements in the last
_ ¢rounds to reach a port before the

end of the game!

More Info: http://geotgejaros.com/rolling-seas
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