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Game contents
 1 First Player token
(compass)
 65 Sea Exploration tiles
 44 double-sided
Expedition tiles

There is a host of terrible tales surrounding
the mysterious uncharted depths of the Lost Seas.
Rumours of giant krakens, infernal maelstroms, huge sea serpents
and hostile deserted islands abound, and only skeletal shipwrecks
remain as testament to tentative past expeditions. It is time to arm
yourselves with the latest instruments of navigation and prepare to
set sail on your most daring expedition yet, knowing that if you
succeed, the glory will be beyond your wildest dreams
and your map will become the stuff of legends.

Object of
the Game

Win the most victory points
by strategically positioning
Sea Exploration tiles.

Setup
 Shuffle the Expedition tiles together and give 4 to each player.
For every one of their 4 Expedition tiles, each player chooses which
side they want to play for the game and places them in line in the
order of their choice. Each player then receives 4 new Expedition
tiles. They choose the faces they want to play for these tiles and place
them in a column so that their 8 Expedition tiles are placed around
their virtual sea map which is 4 x 4 tiles large.
The rest of the Expedition tiles are placed back in the box.
 Shuffle the Sea Exploration tiles together and place
them in a pile in the centre of the table, face down.
 Turn over the first 5 Sea Exploration tiles and place
them next to the pile, face up.

IMPORTANT: Each Expedition shows
a specific requirement for the 4 Sea
Exploration tiles set out in the line in front
of them. If you follow these requirements,
you win the victory points corresponding
to this Expedition at the end of the round.
Each Expedition tile is double sided
and gives players the choice to meet a
requirement that is quite simple for a few
points or a more difficult requirement for
more points.

Example of 3 player setup.

How to Play
Turns:

The last player to have gone out to sea will play first. They take the First Player token.
The game is then played in clockwise turns. The way a round is played depends on the number of players:
 In a 4 player game each player chooses one tile.
 In a 3 player game, the first player chooses one tile for themself and then chooses a second tile to place
back in the box. The second player then chooses their tile and then the third player chooses their tile.
 In a 2 player game, the first player chooses one tile for themself and one tile to be put back in the box.
The second player does the same.
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A Sea Exploration tile chosen by a player must be placed on their map in
the intersection of the row of an Expedition tile with the column of another
Expedition tile. This new Sea Exploration tile must be placed on an
empty space. Once it has been placed on the map, it cannot be moved.
The 5th Sea Exploration tile remains in the centre of the table for the
next round.
Turn over 4 new tiles from the pile and place these next to the last
Sea Exploration tile from the previous round. A new round can start.
The last player to have their turn becomes the first player to have
their turn in the next round.

End of the Game
When all the players have placed their 16th Sea Exploration tile on their
map, it is time for the scoring.
Each player notes down the victory points they have won for each
row and column of their maritime map that follows the
requirement given by the Expedition tile.
If the requirement on the Expedition tile has not been
followed, remove this tile. You do not win any victory
points for this tile.
Example of scoring for a player at the end of the game:
Row 1: 7 identical Marine Elements = 0 Victory points
Row 2: total of 5 Marine Elements = 11 Victory points
Row 3: 1 Victory point per Maelstrom = 5 Victory points
Row 4: 6 different Marine Elements = 5 Victory points
Column 1: Shipwrecks in the majority = 4 Victory points
Column 2: 2 Sandbanks and 1 Shipwreck = 6 Victory points
Column 3: no Sandbank, Kraken or Rock = 			
8 Victory points
Column 4: no Kraken = 4 Victory points
Total = 43 Victory points
The player with the most victory points is declared the winner.
In the event of a tie, the winner is the player who has
followed the requirements of the most Expedition tiles. If a tie persists, the winner is the player who has met 		
the requirements of the Expedition tile worth the most points. If there is still a tie, the players share the victory.
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Young Mapmaker Game mode
To play with younger children, it is recommended to play without
Expedition tiles.
 Place 3 Sea Exploration tiles face up on the table and after each
player’s turn, replace the tile that has been taken with a new tile. This
way players always have 3 tiles to choose from.
 At the end of the game, look at each column and each row
individually and give 1 point for each example of the Marine Element
that is in the majority. If there is a tie between several types of Marine
Elements, choose one type of Marine Element to count.
The player with the most victory points is the winner.
Example: a row with 3 Leviathans, 2 Rocks and 2 Shipwrecks is worth
3 victory points because there are 3 Leviathans in the majority.

Expeditions
Each of the Marine Elements shown
must appear in the row or column of
this Expedition exactly as many times
as the number shown. Other Marine
Elements can also be present but will
not be counted.

The Marine Element of your choice must
appear in the row or column of this
Expedition exactly as many times as the
number shown. Other Marine elements
may also be present but will not be
counted.

The total number of Marine Elements,
of any variety, in the row or column of
this Expedition must be exactly the
same as the number shown.

The player wins the victory points
indicated for every corresponding set
of Marine Elements found in the row or
column of this Expedition. Sets do not
necessarily have to be on the same tile.

Each Marine
Element must
appear at least
once in the row
or column of this
Expedition.

The Marine
Element that is
crossed out must
not be present in
the row or column
of this Expedition.

The authors would like to thank the kind team at Blue Orange and the brilliant
Pauline for her illustrations and for all the great work, as well as all our friends at
La Compagnie des z’Auteurs Lyonnais, alias «la CAL».
This game is dedicated to Martin Tronchon.
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The Marine Element
shown must be the
majority in the row
or column of this
Expedition.
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