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  Introduction


  Prepare yourself for the race of your life as you seek out fame, fortune, and prosperity in the ocean depths. In the dark recesses of an underwater mountain range lie deposits of ancient gold, inaccessible to human exploration until now. In a futuristic gold rush of 2112, you will soon discover that things havent changed much in two and a half centuries of innovation. In fact, you could almost imagine yourself back in the American West of 1865.


  This is a story game scenario for use with the Sojourner Tales Board Game. The Sojourner Tales Board Game is required to play this game. (Sold separately at www.sojournertales.com)


  Start The Golden Death


  Read Instructions


  Main Menu


  Instructions


  Contents


  The following extra components are necessary to play this module:


  
    	The Golden Death location cards (Saloon, Assayer, Outfitter, Ocean Floor, and Claim)


    	Gold pieces, in denominations of 1s (30), 5s (12), 10s (12), and 25s (6)


    	Claim deed cards (6)


    	Bandit markers (4)


    	Claim roll bonuses: +1 (10), +2 (10), +3 (10)

  


  All of these components are included with the download of this module. They will need to be printed out before play.


  Setup


  Setup the game according to the instructions in the rules book. Place The Golden Death location cards at the following positions around the board:


  
    	Saloon  Location A


    	Assayer  Location B


    	Outfitter  Location C


    	Ocean Floor  Location D


    	Claim  Location X

  


  Stack the claim deed cards, bandit markers, and claim roll bonuses in an easily accessible area off the board. Designate one player as the banker to be responsible for collecting and distributing gold to players throughout the game.


  Extra Rules


  Different from the original rules of Sojourner Tales, the player who wins the game isnt necessarily the first one to complete the final chapter, but the player with the most gold at the end of the game. Completing the final chapter immediately triggers the game end, and players count the gold they have collected. The player with the most gold wins!


  Gold


  You will be collecting gold pieces throughout your play of this game. One of the primary ways you collect gold is by taking ownership of a claim and mining it. The opportunity to own a claim will be given to you after completing Chapter 1. But mining your claim isnt the only way to find gold; below are several other ways:


  
    	Whenever you uncover a chapter disk, you receive one gold piece to represent the benefit of your exploration.


    	Players that progress the epic story plot line will receive a gold bonus (which will be described in the story as you play).


    	Various Twisted Tales and Epic Story Events provide opportunities to gain or win gold.


    	You can steal gold by winning duels with other players. But you can also lose it too!


    	You can find gold at all of the town locations: Saloon, Assayer, Outfitter.


    	The player that completes the final chapter of the tale will receive a special gold bonus.

  


  Gold must not be hidden from your opponents and must be in clear view at all times. A player may ask for an accurate count at any time.


  Movement


  Movement happens as described in the standard rules, with one exception. When a player lands on a chapter token that is not yet uncovered, the player gains one gold when uncovering it. If, during the course of gameplay, a chapter disk gets flipped back to its covered side, another gold piece can be gained by uncovering it again.


  Duels


  Duels are initiated as described in the standard rules: a player lands on an event space that contains the token of one of their opponents. Duels do not take place in location spaces (unless otherwise directed by the game).


  In The Golden Death, duels are another way to earn gold. When you initiate a duel with another player, you must choose whether it will be a battle of strength or wits. If strength is chosen, both players may use Conflict Destiny Cards to increase their roll value. If wits are chosen, both players may use Lore Destiny Cards to increase their roll value. As in the standard rules, these destiny cards can be played after the roll itself, and even after your opponent has played one or more of their own cards.


  When you are the player initiating a duel, you carry the advantage in the results. If you win, you may steal up to two gold from the other player. If the player is out of gold, you cannot collect. If you lose the duel, you must give one gold to your opponent. If you are out of gold, you do not need to pay. Ties are broken according to the standard game rules.


  Your Claim


  As mentioned previously, mining your claim will be one of the easiest ways to get gold. In order to maximize your gold output, you will want to use bonuses:


  
    	Gold mining takes much effort and fortitude; use your conflict destiny cards as an added bonus to your roll.


    	The wise and clever are more likely to find the mother lode; use your lore destiny cards as an added bonus to your roll.


    	Finally, you will be able to collect special mining roll bonus cards as you play. These are only used when mining your claim.

  


  When rolling for your claim, you can use as many bonus cards as you want, but you must play them before you roll the die to mine your claim. Use these bonuses wisely!


  When mining your claim, follow the instructions on the roll table as described in the eBook. The roll table goes up to 10+, so use your bonuses to maximize your gold; the higher you roll, the more gold you receive.


  Teamwork and Trading


  You will find that you may be able to progress further with the help of other players. All gold, destiny cards (except fate cards), and mining bonus cards are tradable. Agreements between players are not binding, so beware of the double-cross!


  You may only trade physical goods with the player currently taking their turn. Verbal agreements may happen at any time. You do not need to be on the same space as the player you are trading with. You cannot trade in the middle of an event (e.g. asking someone for a conflict destiny bonus after a bad roll in a duel, or trading while in the middle of a Twisted Tale or Epic Plot Event).


  Some examples of possible interactions:


  
    	Giving a player at the mine some of your bonuses, in return for a percentage of profits.


    	Setting a bounty on the head of another player threatening your lead.


    	Trading or selling your destiny cards. (Fate cards cannot be traded.)


    	Mutual non-aggression pacts


    	Alliances between players against the player currently in the lead

  


  How to Use this Book


  This book is used when the player (1) declares that they are going to visit a location on which their figure has ended its movement, (2) encounters a twisted tale when their figures movement has caused them to collect twisted tale cards or (3) triggers an Epic Story Event. Generally, this book precedes the current player around the board; it is held and used by the player to the left of the current player.


  Remember the following about each entry in this book:


  Storyline text vs. Instructional Text: The text of the storyline is written in an unbolded, normal font. Story text will be shorter for Twisted Tales and longer for Epic Story Events. Instructional text will be bolded and italicized, and centered on the page. For experienced players familiar with the storyline, or players who wish to speed up the game, only the instructional text needs to be read.


  Making Selections: If your ebook reader has a touch screen, you should be able to make your selections direction by tapping on the screen. If not, then you will need to use cursor navigation to make your selections. When making longer number selections, there may be some lag between the appearance of screens, so input each number one at a time and wait for the next selection screen to come up before entering the next number in a sequence.


  But Wait... Theres More: Often, not all the text for a location, Twisted Tale or event will fit completely on one screen. All entries begin with the number of the location, Twisted Tale or event followed a set of graphics bracketing the top and bottom of the event entry. IF YOU DO NOT SEE THE BOTTOM GRAPHIC ON YOUR SCREEN THEN THERE IS MORE TO THE ENCOUNTER! Turn the page on your ebook and continue until you see the bottom graphic followed by the words Main Menu.


  Finishing up: If you are holding the book and have completed the location, Twisted Tale or event for the player on your right, be sure to end the event by selection Main Menu at the bottom of the event. This returns the book to the main menu, making it ready for the next turn.


  The Golden Death

  A Sojourner Tales Game Adventure Supplement

   Copyright 2013 by Ben Eastvold

  All Rights Reserved
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  The San Francisco Chronicle

  Eureka!

  December 5, 2114


  San Francisco is very familiar with the boom and bust of a gold rush, being the staging city for the California Gold Rush of 1849 and the Klondike Gold Rush of 1897. Now, over 250 years later, San Francisco is again finding itself full of Argonauts sailing after the golden fleece of fame and prosperity, but this time almost two miles below the ocean waves.


  Last April, a Japanese submarine sank 200 miles east off the coast of Okinawa during a training exercise. The vessel was difficult to recover as it finally hit bottom at 10,000 feet in an underwater realm of deep canyons and crevasses, an ancient mountain range completely submerged. In the process of extracting the submarine, ancient gold deposits were discovered, abundant veins of rich ore.


  Instead of mining the gold itself, the Japanese government decided that more money could be made by selling claims to individuals, and leased acreage on the ocean floor with temporary mineral rights. As history has shown, the big winners in any gold rush are the city vendors and businessmen. Knowing this, Japan has used the 20-year-old technology of the oxygen net to create a submerged international city full of saloons and shops, banks and 5-star hotels. And American gold seekers are beginning to flood in on ships from the port of San Francisco.


  The city of Di-ipu Shi (literally, Deep City) resides under a huge pressurized oxygen net, almost an entire square mile, allowing people to freely move and breathe as if they were walking on dry land above. A high tech system of airlocks allows for passage in and out, and diving bell shuttles run regularly to and from the surface. Because the terrain where gold was found is too rugged, the city was constructed several miles away on a relatively flat plateau. Miners use local shuttles and personal vehicles for transportation to and from their claims.


  And Di-ipu Shi is no stranger to peril. Working at such depths comes with medical risks such as nitrogen narcosis, decompression sickness (the bends), and high pressure nervous syndrome. Along with these internal dangers, there is also the risk of operating complicated and cumbersome equipment in areas devoid of human life. If something goes wrong while working a claim, no one will be around to help. And, then there are the rumors of bandits and claim jumpers. It is no wonder the Japanese are calling this gold rush Go-ruden Ensei  the Golden Death.


  But the lure of precious gold still calls. The question is, will you answer?


  ******


  You set down the newspaper, and decided that for you, the answer is yes.
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  Instructions
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  Locations


  When you end your movement on this space, you may (but are not required to) visit the location and roll one die on the following table. An epic plot event or twisted tale may require you to roll at a location; those instructions should take priority over these general instructions. You may only visit one location per turn.
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  A: Saloon


  B: Assayer


  C: Outfitter


  D: Ocean Floor


  X: Your Claim


  Back to the Main Menu
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  A: Saloon
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        Roll

      

      	
        Saloon Results

      
    


    
      	
        1

      

      	
        You came in telling yourself, Only a couple drinks, but the life, music, and laughter drew you in to a blur of activity. The next morning, holding your pounding head in your hands, you wonder, Was that me dancing on the table?

        Lose a turn.

      
    


    
      	
        2

      

      	
        The swinging double doors creak as you step into the dimly lit saloon. Tobacco smoke and the smell of stale alcohol permeate the air. Somber faces along the bar gaze listlessly into their mugs of beer. As you finger the gold pieces in your pocket, you decide that this dismal place needs some life. You call out  "Drinks on me!"  and immediately the atmosphere changes. Warm smiles greet you along with invitations to sit down. Much better!

        Everyone draws a destiny card, except for you.

      
    


    
      	
        3

      

      	
        After a quick mug of beer and a few jokes with the bartender, you head out to get back to work. However, you accidentally bump into one of the burly patrons drinking at the bar, and he turns to you with a wicked glare. Unfortunately, he is aching for a fight. Fortunately, he is more than a bit drunk.

        Attacking: Drunk Patron  D6 - 1


        Roll 1 die. Have the player to your left roll for the drunk man subtracting 1 from the number, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              You win!

            

            	
              You rifle through his pockets and take two gold for your trouble.


              Take 2 gold.

            
          


          
            	
              You lose!

            

            	
              While you lay on the floor, dazed and confused, he takes a gold piece from you. Watch where youre going next time!


              Lose 1 gold.

            
          

        

      
    


    
      	
        4

      

      	
        Sitting down at the card table, you discover they are playing Tensho, a Japanese gambling game youre not familiar with. No jacks or spades here! All the flowers and ribbons on the cards are confusing, but you cant beat beginners luck!

        You win 1 gold.

      
    


    
      	
        5

      

      	
        Gamblers cant be choosers. You find yourself betting what the owners dog will eat next. One patrons ribeye steak later, you pocket yourself some gold. You better get out of here, though, because the owner of that dinner doesnt look too happy at your success!

        You win 2 gold.

      
    


    
      	
        6

      

      	
        Ahh, yes: Texas Hold Em! Its not surprising this game is still being played 200 years after its invention. As strategic as chess, its less about the cards youre dealt and more about others patterns of play. You know that everyone has a tell; just give it a little time. With a gleam in your eye, you take a seat with the other players as they begin. Deal me in!

        You win 3 gold.
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  B: Assayer
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      	Roll

      	Assayer Results
    


    
      	
        1

      

      	
        The old man behind the counter flashes you a large toothy grin and a grasps your palm with a firm handshake. Welcome, friend. You hand him some gold-flecked ore, but he kicks back in his chair and begins to share a story about a dog, an overcooked ham, and his sisters brand new drapes. As his tale drags on and on, with every moment described in vivid detail, you nod your head and smile politely while casting furtive glances at the clock. How long can this story go on?

        Lose a turn.

      
    


    
      	
        2

      

      	
        You stride up to the assayers counter and eagerly pass him a chunk of raw ore, glittering with golden crystals. The old miner takes one look at the rock then hands it back to you dismissively. Seeing the surprised look on your face, he cackles with glee. That theres just pyrite, friend. Pretty rock, but not worth much more than a paperweight!

        Nothing happens.

      
    


    
      	
        3

      

      	
        You like to stop by the assayers office every so often to catch up on how the local mines are producing. Today you find another miner bringing in a large sack of gold ore. She looks tired and overworked, but her eyes are full of excitement. Who wouldnt be excited on payday? As the man behind the counter measures and weighs her findings, you comment, Wow! Looks like you found paydirt. With a smile, she turns to you and says, Let me tell you, I didnt find much until I heard this tip from an old veteran

        Take a +1 Mining Roll card.

      
    


    
      	
        4

      

      	
        The assayers office is full today. About a dozen different men and women are clustered near the front counter, and an excited buzz fills the air. You hear something about black gold and work your way into the crowd. Whats all this about? you ask the man standing next to you. He points at the counter, where you see small pile of black rocks. You wouldnt think it, but thats gold! It seems that theres high levels of sulfur in some of the mines down here, and its coloring the gold black. Nothing an autopolisher cant clean up. Boy, Ive probably been tossing out gold with all my waste. You better watch carefully what you think is trash, now!

        Take a +2 Mining Roll card.

      
    


    
      	
        5

      

      	
        You arent sure about the rock you pass over to the assayer. Its grey and not too pretty to look at, but its heavy! The old man takes the ore from you and is immediately interested. His eyes pore over the rock, then he grabs a chisel and breaks off a little bit of a corner. He looks over at you and asks, Where did you find this? This is loaded with gold! Now, if only you can remember where you picked it up

        Take 2 gold.

      
    


    
      	
        6

      

      	
        You swing by the assayer to see whats going on, but the shop is empty except for the grizzled old miner at his desk. Pretty slow day around here? you ask. Yup. Everyones out gettin rich or gettin broke. Me, Im just happy to have a steady job. Say, did I ever tell you about the claim I worked out in the South African Highveld? You shake your head, No. He continues, You know, even though were more than two miles underwater, the terrain here is pretty similar to where I worked my claim twenty years ago. And let me tell you, I took out a good haul! You settle up to the counter, knowing a story is about to come. Not much else is going on, so why not? Maybe youll learn something.

        Take a +3 Mining Roll card.
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  C: Outfitter
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      	Roll

      	Outfitter Results
    


    
      	
        1

      

      	
        As you step into the outfitter, a thick smell of grease and sweat overwhelms you. Stacks of machinery and mining equipment line the store, haphazardly sorted into a semblance of order. You scan the shop and see bins of machine parts, racks of biomodulated wet suits, and displays full of gold sifters, rock grinders, and all manner of submersible tools. A well-muscled man stands in the back of the store amidst showers of sparks, welding a piece equipment, preparing it for sale. With all of this available, what should you choose?

        Draw a destiny card.

      
    


    
      	
        2

      

      	
        While browsing through the aisles of the outfitter, you come across a man looking through the selection of pneumatic picks. He grabs a long drill rod and turns it back and forth while his eyes expertly assess the piece. Yes, this is the one! he says to himself with satisfaction. He turns to you and says, I know the guy that makes these parts, and theyre the best! They last twice as long as ones from other producers. Get one of these and youll never use anything else. He happily tucks the rod under his arm and heads over to the cashier. You figure, Why not? It looks like he knows what hes talking about. And you grab one yourself.

        Take a +1 Mining Roll card.

      
    


    
      	
        3

      

      	
        You step up to the register holding a brand new carbon steel rotohammer. The cashier cant help but notice you grinning like a kid in a candy shop. Yep. Thatll work out for you fine. That models been selling off the shelves faster than I can restock them. Youre lucky you found one. He packs up your purchase then adds, Say, you wouldnt be interested in selling me your old one, would you? I could use it for parts. As a matter of fact, youve got your old rotohammer right out front. How much better can this day get?

        Take 1 gold.

      
    


    
      	
        4

      

      	
        Youre at the outfitter again trying to decide between two of the latest hydrosluice models. Youve been in here several times over the last week, poring over every square inch of the machinery. Your friends think youre obsessing a bit, but this is not a decision to be taken lightly. The wrong machine could cost thousands of dollars in lost gold and time. But now, its time to make the purchase. What will it be?

        Draw 2 destiny cards. Choose one and discard the other.

      
    


    
      	
        5

      

      	
        What will they think of next? you wonder to yourself as you gaze rapturously at the new Daishun Rock Grinder 700: a two handled machine with twelve spinning blades of forge tempered alloy steel, each blade electroplated with embedded diamond grains. Using this will double your output in the mine, paying for itself, and then some!

        Take a +2 Mining Roll card.

      
    


    
      	
        6

      

      	
        You hand your receipt to the cashier. Three weeks ago I bought a new rebreather from you. Its been working great, but I just found out that you have it now on sale for half price. He nods thoughtfully. Well, normally sales here are final. But, its always good to keep the customer satisfied. Ill give you the difference. Deal? He spits in his hand and extends it out for a shake. Youre a little grossed out, but you could use the money.

        Take 2 gold.
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  D: Ocean Floor
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      	Roll

      	Ocean Floor Results
    


    
      	
        1

      

      	
        The murky ocean depths hide many dangers, one of which is attacking you now! On your way back from the mine, a giant squid shoots out from the darkness and grabs one of your legs. Its body is as big as you, and its writhing tentacles extend ten feet further. Not about to be its next meal, you pull out your knife and fight back.

        Attacking: Giant Squid  D6 + 1


        Roll 1 die. Have the player to your left roll for the giant squid adding 1 to the number, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              You win!

            

            	
              Your quick jabs with your knife penetrate the thick skin of the squid, and its blood pollutes the surrounding water. Then a thick cloud of ink envelops you and you feel the tentacles withdraw. When the waters clear, there is no sign of the squid.


              Draw a destiny card or choose any discarded destiny card.

            
          


          
            	
              You lose!

            

            	
              The squid pulls you towards its razor sharp beak and bites down hard into your shoulder. Apparently you dont taste as good as it hoped, as it quickly lets you go and vanishes into the darkness.


              Lose a turn while you recover from your injuries..

            
          

        

      
    


    
      	
        2

      

      	
        You decide to spend a day prospecting on some unclaimed areas of a nearby ridge. After many hours of grinding and sifting in near darkness you are no closer to striking it rich. Perhaps you should stick with your own claim.

        Nothing happens.

      
    


    
      	
        3

      

      	
        You are travelling from Di-ipu Shi to your claim when a strange feeling washes over you. You stop and look around. Theres not much here other than rocks and ocean floor. Things feel different here, but you cant quite put your finger on it.

        Draw a destiny card.

      
    


    
      	
        4

      

      	
        You leave the Di-ipu airlock and board your DPV, about to head out to your claim, when you feel someone grab you from behind. You spin around, ready for a fight, but its just a female miner youve seen in the saloon a few times. Whoa, partner! I didnt mean no harm! I just saw you dropped this.


        She holds out your equipment satchel. You take it and fasten it securely to your wetsuit. Thanks!


        She looks you over. Ive seen you around town now and again. You remind me of a friend back home. Let me give you a word of advice


        Draw 2 destiny cards.

      
    


    
      	
        5

      

      	
        A friend invites you over to his claim to check out his work. His outfit is impressive, with all the latest mining technology set up outside his mine. Piles of raw ore sit ready for sifting, and you catch a few shining golden gleams as your headlamp passes over the rock. Hes been extremely successful! As you tour his site, you take mental notes, knowing that you could make some of these same improvements. Just think of how this could help!

        Draw 3 destiny cards, choose the two you like, put the other one back on top of the draw pile, face down.

      
    


    
      	
        6

      

      	
        While others hurriedly travel back and forth between the city and their claim, you enjoy taking the time to stop and enjoy your surroundings. It isnt the scenery, but the feeling of absolute solitude, resting comfortably in complete darkness. You extinguish the lamp on your diving vehicle and step off onto the rocky ocean floor. Letting your body relax and the blackness of seemingly infinite depth overwhelm your senses, you find a sense of deep peace. You just know that good things are bound to happen.

        Draw 3 destiny cards.
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      	Roll

      	Claim Results
    


    
      	
        1

      

      	
        Its just one of those days. You work too hard for too little, finding such little gold that it doesnt even pay for the days expenses. Theres always tomorrow.

        Lose 1 gold.

      
    


    
      	
        2

      

      	
        After spending the morning working one of the tunnels on a hunch, you have nothing to show for your work. You leave your nagging feeling behind for another day and decide to work another more reliable tunnel.

        Nothing happens.

      
    


    
      	
        3

      

      	
        Its the beginning of a new day with infinite possibilities before you. You gather your equipment, take a deep breath, and step into your mine.

        Draw a destiny card.

      
    


    
      	
        4

      

      	
        You pour several cartloads of raw ore into your sifter. After a few hours of grinding and sifting, a small pile of gold dust collects underneath. Its not much, but its a start.

        Take 1 gold.

      
    


    
      	
        5

      

      	
        You hold up a marble-sized nugget of gold. Its funny that you can work an entire day for just this one small piece of rock and it would be worth it.

        Take 2 gold.

      
    


    
      	
        6-7

      

      	
        You push your rock grinder into the tunnel wall and it tears chunks of rock off with ease. You see many flecks of gold in the ore youre working. If you can keep this up, youll be set!

        Take 4 gold.

      
    


    
      	
        8-9

      

      	
        You follow your hunch and go back to the tunnel that hadnt been producing anything. Trusting your instincts, you strike your pneumatic pick into the ceiling and a bunch of rubble falls to the floor. Looking closely in the pile of fallen rocks, you see several large golden nuggets. Eureka!

        Take 6 gold.

      
    


    
      	
        10+

      

      	
        Incredible! The mother lode! As you pull off a large outcropping of rock in one of your tunnels, a huge vein of gold is exposed. It will take a week to get all of this out!

        Take 8 gold.
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  Twisted Tales


  [image: ]


  Enter the first digit of your Twisted Tales number:


  
    
      	
        1

      

      	
        2

      

      	
        3

      
    


    
      	
        4

      

      	
        5

      

      	
        6

      
    


    
      	
        7

      

      	
        8

      

      	
        9

      
    


    
      	
        -

      

      	
        0

      

      	
        -

      
    

  


  Return to the Main Menu
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  Twisted Tales
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  Enter the second digit of your Twisted Tales number:


  
    
      	
        1

      

      	
        2

      

      	
        3

      
    


    
      	
        4

      

      	
        5

      

      	
        6

      
    


    
      	
        7

      

      	
        8

      

      	
        9

      
    


    
      	
        -

      

      	
        0

      

      	
        -

      
    

  


  Return to the Main Menu
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  Twisted Tales
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  Enter the second digit of your Twisted Tales number:


  
    
      	
        1

      

      	
        2

      

      	
        3

      
    


    
      	
        4

      

      	
        5

      

      	
        6

      
    


    
      	
        7

      

      	
        8

      

      	
        9

      
    


    
      	
        -

      

      	
        0

      

      	
        -

      
    

  


  Return to the Main Menu
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  Twisted Tales
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  Enter the second digit of your Twisted Tales number:


  
    
      	
        1

      

      	
        2

      

      	
        3

      
    


    
      	
        4

      

      	
        5

      

      	
        6

      
    


    
      	
        7

      

      	
        8

      

      	
        9

      
    


    
      	
        -

      

      	
        0

      

      	
        -

      
    

  


  Return to the Main Menu


  [image: ]

  
  

  


  Twisted Tales
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  Enter the second digit of your Twisted Tales number:


  
    
      	
        1

      

      	
        2

      

      	
        3

      
    


    
      	
        4

      

      	
        5

      

      	
        6

      
    


    
      	
        7

      

      	
        8

      

      	
        9

      
    


    
      	
        -

      

      	
        0

      

      	
        -

      
    

  


  Return to the Main Menu
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  Twisted Tales
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  Enter the second digit of your Twisted Tales number:


  
    
      	
        1

      

      	
        2

      

      	
        3

      
    


    
      	
        4

      

      	
        5

      

      	
        6

      
    


    
      	
        7

      

      	
        8

      

      	
        9

      
    


    
      	
        -

      

      	
        0

      

      	
        -

      
    

  


  Return to the Main Menu
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  Enter the second digit of your Twisted Tales number:


  
    
      	
        1

      

      	
        2

      

      	
        3

      
    


    
      	
        4

      

      	
        5

      

      	
        6

      
    


    
      	
        7

      

      	
        8

      

      	
        9

      
    


    
      	
        -

      

      	
        0

      

      	
        -
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  00


  You sit down to play a few rounds of poker at the saloon, but your sharp eyes spot one player at your table pulling a card from his sleeve. You excuse yourself quietly without making a scene.


  Draw a good destiny card.
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  Return to the Main Menu


  


  01


  Last night you had a drink with a man who promised to show you the best mining equipment money could buy. He told you to meet him at the outfitter right when it opens in the morning. Well, youve been waiting now for a half hour. Looks like hell be a no-show. Might as well browse while youre here.


  Move your token to the outfitter (Location B). You may roll for the location if you would like.
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  Return to the Main Menu


  


  02


  Youve had a good day at the mine and you step into the saloon with a big smile on your face. Do you:


  [image: ]


  Celebrate with everyone, buying them all a drink, or
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  Keep your good fortune to yourself?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        Everyone draws one destiny card.

      
    


    
      	
        B

      

      	
        Draw a chaos destiny card.
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  Return to the Main Menu


  


  03


  You notice a crowd gathering in the town square and you walk over to investigate. A makeshift gallows has been erected and a heavyset bearded man is about to be hanged. The executioner reads from an official looking document: Here follows the hanging of Hendrik Muilenberg, better known as the German Jailer, one of the members of the notorious gang, Black Fathom. He is hereby sentenced to death for the vile acts of murder, theft, arson The list of crimes continues for some time. As the proceedings continue, a woman nearby shouts out, Hey, isnt that another one of his gang members? You look over at her and realize she is pointing at you! It would be more prudent to duck out quickly than risk a case of mistaken identity. You put your head down and walk quickly away.


  Move your token to any location on the board (A, B, C, D, or X). You may roll for the location if you would like.
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  Return to the Main Menu


  


  04


  Word has gotten out that the notorious gang Black Fathom is planning a raid on a local mine, but no one knows which one. Everyone decides to head out to their claim to make sure things are secure.


  All players move their token to their claim (Location X). Players may not work their claims until your next turn.
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  Return to the Main Menu


  05


  A clean cut man in a slick suit offers to sell you a mining tip for only one gold. Hes got an honest face, but so did that sea snake oil salesman last week. Do you accept his offer?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        Yes

      

      	
        The salesman shakes your hand. Thank you! You wont regret it!

        Give one of your gold to the bank. Take a +2 mining roll card.

      
    


    
      	
        No

      

      	
        You politely refuse and he shrugs and walks away. Your loss!

        Nothing happens.

      
    

  


  [image: ]


  Return to the Main Menu


  06


  Hey, let me give you a ride! a lanky miner offers as he sees you walking through town. You take him up on his offer and climb in the back of his electric wagon. A few minutes into the ride he exclaims, Oh, no! Im sorry, I forgot that Im supposed to meet someone across town. If where youre headed is on the way there, I can take you with me, or I can drop you off right here. What would you prefer?


  Choose another player to move your token to a different space on the board OR lose a turn. You may not take any further action after the move.
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  Return to the Main Menu


  07


  You pull out your new chisel and hammer, excited to try the tools you bought off a street vendor this morning. After a single blow with the hammer, the chisel bends and twists, now completely unusable. Hey, thats not steel; its aluminum!


  Put your chapter disk back on the current space.
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  Return to the Main Menu


  08


  A clean cut man in a slick suit offers to sell you a mining tip for only one gold. Hes got an honest face, but so did that sea snake oil salesman last week. Do you accept his offer?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        Yes

      

      	
        The salesman is full of rumors and misinformation. When you tell him so, he says, Sorry, no refunds!

        Give one of your gold to the bank.

      
    


    
      	
        No

      

      	
        You politely refuse and he shrugs and walks away. Your loss!


        A passerby sees the exchange and comments, He dont know nothin. If you want a good tip, Ill give you one for free!


        Take a +3 mining roll card.
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  Return to the Main Menu


  09


  Youre tinkering with your DPV in the repair yard, trying to make some modifications to your filtration system, when a gruff looking man saunters up next to you. Hey, let me give you a hand! Before you can respond, he steps right up next to you and you feel a gun in your side. All your money, now! Youve been faced with worse


  Attacking: Robber  D6 + 2


  Roll 1 die. Have the player to your left roll for the robber, adding a bonus of 2, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        Even big tough men go down quick with a hard jab to the kidney. Fortunately, he wasnt expecting a fight and you caught him off guard. You rifle through his money belt for your trouble, then wave down a passing security officer.

        Gain 2 gold AND draw 2 destiny cards.

      
    


    
      	
        You lose!

      

      	
        You tense up to make a move, but the robber presses his gun against you even harder. You think youre tough, huh? Next thing you know he hits you in the back of the head with his gun and you collapse to the ground, unconscious.

        Lose 1 gold AND lose a destiny card AND lose a turn.

      
    

  


  [image: ]


  Return to the Main Menu


  10


  You hear someone has been poking around your claim, so you head over to check things out. When you arrive, you find everything in place just as you left it. Oh well. You might as well work while youre here.


  Move to your claim (Location X). You may work your claim this turn if you have your deed.
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  Return to the Main Menu


  11


  Sometimes it gets lonely in a town like this. Fortunately, a friend set you up on a blind date, and you decide to meet at the downtown fine dining restaurant, La Comida. Sitting over a meal of Japanese-Mexican fusion food, the conversation starts to lag. Do you:
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  Tell a funny story from your childhood, or


  [image: ]


  Do you talk shop about some of your recent mining experiences?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        With just a few minutes of animated gestures and mimicked voices, you are both laughing uncontrollably.

        Draw a good destiny card.

      
    


    
      	
        B

      

      	
        While it may not be the best conversation for a date, it ended up being the most profitable. You both compare mining strategies youve discovered since you began to work your claims.

        Take a +3 mining roll card.
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  Return to the Main Menu


  


  12


  You are rushing to get to the community center, late for your weekly Holocall reservation, the only time you have to connect with your family back home. You dash into the building and just about knock over an old man leaving.


  Roll 1 die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1-3

      

      	
        The old man screams at you incoherently, and you quickly apologize. Sorry, old timer. Didnt see you coming. You excuse yourself, eager to hear from your family.

        Draw a chaos or bad destiny card.

      
    


    
      	
        4-6

      

      	
        The old man barely notices you, babbling almost incoherently. Though your time is short, you take a moment to make sure he isnt hurt. Here, old timer, have a seat. Let me buy you a cup of coffee. He barely even notices you until you return with a steaming hot cup. As you hand it over to him, his eyes light up and he grabs your wrist with a strength that is belied by his frail appearance. Look in the seams! Beneath the granite and within the quartz! As crazy as this old man looks, perhaps hes on to something.

        Take a +3 mining roll card.
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  Return to the Main Menu


  


  13


  A heavy storm on the surface causes costs to go up for basic supplies. Everything is temporarily marked up at the grocery.


  Lose 1 gold.
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  Return to the Main Menu


  


  14


  You are on your way to a friends claim to help out for the day, travelling through a deep canyon. Before you can even react, a huge boulder falls down right in front of you, crushing the front end of your DPV into the ocean floor. You try to pull your vehicle out.


  Perform this action as if it were a duel, with the boulder attacking.


  Attacking: Huge Boulder  D6 + 1.


  Roll 1 die. Have the player to your left roll for the boulder, adding a bonus of 1, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        Using sheer brute strength, you are able to lift the boulder off your DPV. Fortunately there is hardly any damage to it. Even more, in lifting off the rock, you notice a small seam of gold running through it!

        Gain 1 gold AND draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        You cant lift the boulder by yourself. Your only option left is to pull out your vehicle, which will damage it in the process, meaning costly repairs. And if you cant hitch a ride back you may have to wait for your friend to come looking for you.

        Lose 1 gold. Also, lose a destiny card OR lose a turn.
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  Return to the Main Menu


  


  15


  Youve gotten yourself into some trouble with another miner, and you share whats going on with a friend over a beer.


  Roll the die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1

      

      	
        He responds, Sorry, friend. I dont think theres anything I can do to help.

        Lose a turn.

      
    


    
      	
        2

      

      	
        He responds, If youre looking for a way to dodge him for a bit longer, I can take you anywhere you need to go.

        Move to any event space (not a location) on the board and perform any actions that result from this movement.

      
    


    
      	
        3

      

      	
        He responds, I think you two have to figure this out together. Ill take you to wherever you think he may be.

        Move to any location space on the board (A, B, C, D, or X) and perform any actions that result from this movement.

      
    


    
      	
        4

      

      	
        He responds, My friend can keep you safe for a bit. Let me take you there.

        Switch places with any player on the board and perform any actions that result from this movement.

      
    


    
      	
        5

      

      	
        He responds, I think you two have to deal with this now. I know where he is and I can take you to him.

        Move to a space with another player. and duel (even if it is on a location space). Perform any subsequent actions after the duel.

      
    


    
      	
        6

      

      	
        He responds, I can help you get where you need to go. Im on my way back to my claim after lunch. Ill drop you off wherever you want.

        Roll a die and move that number of spaces. Perform any actions that result from this movement.
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  Return to the Main Menu


  


  16


  The mayor has hired travelling entertainers to set up shows in town in order to improve citizen morale.


  Draw 3 destiny cards and (without looking) put them on any 3 separate spaces on the board. Each card may be taken when a player lands on that space.
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  Return to the Main Menu


  


  17


  Walking back to the bunkhouse after an evening at the Cineplex, you get mugged, knocked in the head from behind by an unknown assailant. All you remember as you slip out of consciousness is a tattoo with the letters B and F. Your limp body is dragged into a side alley to be looted.


  Lose 1 gold and allow another player to move your token to a different space on the board. OR, you can lose a turn instead.
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  Return to the Main Menu


  


  18


  You happen to be a witness to a robbery at the assayers office. While you are proud to do your civic duty, spending the afternoon at the sheriffs office wont get you much further towards your goals.


  Put your chapter disk back on the current space.
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  Return to the Main Menu


  


  19


  With a little bit of extra cash in your pocket, you decide to spend a night in the Hotel Fremont. You are relieved to get out of the noisy bunkhouse and the dirty bedroom you share with several other miners. A hot bath and linen sheets sound absolutely amazing. Unfortunately, as you open the door to your room, you find a dead Black Fathom bandit lying on the floor, shot once in the head. You have a feeling that you will be caught up for questioning for quite a while. Hey, at least you can probably get your room for free.


  The player to your left puts your highest chapter disk on an empty event space, face up. If there are no empty event spaces, the player may choose any available space.
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  Return to the Main Menu


  


  20


  You are heading over to the grocery, when you see someone you wish you hadnt. Before he can catch your eye, you duck into a side alley.


  Draw a chaos destiny card.
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  Return to the Main Menu


  


  21


  You are heading over to the grocery, when you see someone you wish you hadnt. When he catches your eye, he scowls deeply and starts walking towards you. In an effort to avoid conflict, you hop on the town shuttle just as it is leaving its stop. Youll have to deal with that problem some other time. Now where is this shuttle going?


  Roll the die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1

      

      	
        The shuttle breaks down on the way to the next stop.

        Lose a turn.

      
    


    
      	
        2

      

      	
        Next stop: Di-ipu Shi Saloon!

        Move to the Saloon (Location A). You may roll for the location, if you want.

      
    


    
      	
        3

      

      	
        Next stop: the outfitter!

        Move to the Outfitter (Location B). You may roll for the location, if you want.

      
    


    
      	
        4

      

      	
        Next stop: the assayers office!

        Move to the Assayer (Location C). You may roll for the location, if you want.

      
    


    
      	
        5

      

      	
        Next stop: Di-ipu Shi Airlock and DPV lot!

        Move to the Ocean Floor (Location D). You may roll for the location, if you want.

      
    


    
      	
        6

      

      	
        Next stop: shuttle connections to outlying claims!

        Move to your Claim (Location X). You may roll for the location, if you want.
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  Return to the Main Menu


  


  22


  You challenge a friend to a round of boxing at the rec center. She asks if youd like to put a wager on the outcome. Why not?


  Attacking: Friend  D6 + 0


  Roll 1 die. Have the player to your left roll for your friend, adding no bonus, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        In a few minutes of trading jabs, you evaluate each others strengths and weaknesses. The punches are coming stronger, but you now have a sense for your friends weak spots. You feint a right hook, then come in strong with your left in the gut, knocking the wind out of her. She falls to her knees and holds up a hand in surrender. I give! Nice fight.

        Gain 1 gold.

      
    


    
      	
        You lose!

      

      	
        In a few minutes of trading jabs, you evaluate each others strengths and weaknesses. The punches are coming stronger, but you now have a sense for your friends weak spots. Unfortunately, she also has a sense for yours. You feint a right hook, but she doesnt fall for it. As you come in with your left, you leave yourself exposed, and she rocks you with a torrent of quick jabs to your face. You fall down and hold up a hand in surrender. I give! Nice fight.

        Lose a destiny card OR lose a turn.

      
    

  


  [image: ]


  Return to the Main Menu


  


  23


  You challenge a friend to a game of Renju, a variation of the classic Chinese strategy game Go. She asks if youd like to put a wager on the outcome. Why not?


  Perform this action as if it were a duel, with your friend attacking.


  Attacking: Friend  D6 + 0


  Roll 1 die. Have the player to your left roll for your friend, adding no bonus, then read the result below. Lore destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        You open strong with the Avalanche Joseki, hoping to put your friend on her heels right from the start. She counters by sacrificing some of her stones in order to take the corner, a strong position. Back and forth, you test each others formations, capturing pieces, encircling territories. A close game, but finally there isnt much more she can do. She holds up her hands in surrender. You win! Nice game.

        Gain 1 gold.

      
    


    
      	
        You lose!

      

      	
        You open strong with the Avalanche Joseki, hoping to put your friend on her heels right from the start. She counters by sacrificing some of her stones in order to take the corner, a strong position. Unfortunately, it is a move that you cant recover from. With every group of stones you capture, she turns it around and captures even more of yours. It is a close game, but finally there isnt much more you can do. You hold up your hands in surrender. You win! Nice game.

        Lose a destiny card OR lose a turn.
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  Return to the Main Menu


  


  24


  You walk out of the outfitter to find one of your friends in a heated argument with a man you dont know. The mans fingers are twitching at his waist, where you see a revolver holstered. Afraid that your friend might bite off more than he can chew, you step in between them, and while both are surprised at your interference, you quickly grab the other mans gun and toss it aside into the dirt. The man glowers, and suddenly all his anger is directed at you. As he throws the first punch, you guess youll be fighting this one out the old fashioned way.


  Attacking: Angry Man  D6 + 1


  Roll 1 die. Have the player to your left roll for the angry man, adding one to the roll, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        How is it that you always get pulled into these things? You ponder the question as your natural reflexes take over, swinging punches, deflecting attacks, and wearing the man down. Eventually, you find an opening and land a powerful uppercut to his jaw. He goes down hard. You search through his belongings and take a gold piece for your trouble.

        Gain 1 gold AND draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        How is it that you always get pulled into these things? The man is fighting mad, swinging wildly but with lots of power. You deftly move in and out, landing quick jabs where you can, but it isnt wearing him down as quickly as you would like. Then, one of his punches actually lands and it completely rocks you. You totter around dazed until another punch hits you in the gut and you fall to the ground, breathless. Thatll teach you to meddle in other peoples business! Angrily, he takes your gold pouch and storms off. At least your friend is OK.

        Lose 1 gold. Also, lose a destiny card OR lose a turn.
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  Return to the Main Menu


  


  25


  You walk out of the outfitter to find one of your friends in a heated argument with a man you dont know. The mans fingers are twitching at his waist, where you see a revolver holstered. Afraid that your friend might bite off more than he can chew, you step in between them, and while both are surprised at your interference, you quickly grab the other mans gun and toss it aside into the dirt. The man glowers, and suddenly all his anger is directed at you. As he throws the first punch, a powerful left hook, you guess youll have to use your wits on this one.


  Attacking: Angry Man  D6 + 1


  Roll 1 die. Have the player to your left roll for the angry man, adding one to the roll, then read the result below. Lore destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        While the man is bigger than you, he is extremely angry and impulsive in his fighting style. You have the advantage of clear-headed thinking. Aware of your surroundings, as you trade punches you subtly shift the fight closer and closer to the outfitters shop. Then, after you both circle into the perfect position, you fake a strong lunge directly at him, causing him to flinch backwards and trip over a large piece of machinery in front of the shop and he hits his head hard on the concrete. While he lays out cold, you search through his belongings and take a gold piece for your trouble.

        Gain 1 gold AND draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        You dodge left to right, quickly evading punches powered by anger. You look for an opportunity to turn your surroundings to your advantage, and key in on a pile of rope in front of the outfitter. You lead the fight closer and closer to the rope, but then the man, frustrated with punching the air, lunges at you and grabs you in a bear hug. You fall to the ground, hitting your head hard on the ground. While you lay in semi-consciousness, he searches your belongings and takes your gold. That will teach you to meddle in other peoples affairs! And he storms off.

        Lose 1 gold. Also, lose a destiny card OR lose a turn.
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  Return to the Main Menu


  


  26


  You are scouting out some claims that will be up for auction this weekend, seeing if any of them are worth the investment. One of the claims is extremely rocky, with lots of steep canyons and dark crevasses. Something about this place creeps you out and you decide to move on to the next claim. Just as you turn your DPV around, you are knocked off your vehicle by something huge and heavy landing on top of you. Picking yourself up off the sea floor you turn to see a giant hostile isopod waving its hook like claws at you. You remember the little roly-polys you played with as a child that curled up into a ball when frightened. But never would you have thought that its deep sea cousin, almost 8 feet long, would have you wishing you could curl up into a protective ball!


  Attacking: Giant isopod: D6 + 2


  Roll 1 die. Have the player to your left roll for the giant isopod, adding two to the roll, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        Looking at the isopods sturdy outer shell, you realize that youll have to attack its unprotected underbelly. You look at your spear gun attached to your DPV and make a dive for it. The isopod lunges at you! You land extended on the ground, roll to your back with the gun pointed up at the creature. Just as it lands on top of you, you shoot the gun and the spear impales the isopod. After a few frightening convulsions, the creature becomes still. You decide to tow it back to town, hoping someone will pay good money for this freak of nature.

        Gain 2 gold AND draw 2 destiny cards.

      
    


    
      	
        You lose!

      

      	
        These creatures are usually benign, feeding off decaying matter and small crustaceans, so who would have thought it territorial? Looking at the isopods sturdy outer shell, you realize that youll have to attack its unprotected underbelly. You look at your spear gun attached to your DPV and make a dive for it. Unfortunately, the creature is quicker than you thought and barrels into you, knocking you into a boulder. You hit your head and lose consciousness Sometime later, you wake up groggily but thankful you are still alive. Good thing you werent the isopods next meal. You collect your stuff, all strewn about the ocean floor, certain that youve lost quite a bit of your equipment.

        Lose 1 gold. Also, lose a destiny card AND lose a turn.
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  Return to the Main Menu


  


  27


  You are scouting out some claims that will be up for auction this weekend, seeing if any of them are worth the investment. One of the claims is at the bottom of a ridge, in waters deeper than much of the surrounding area. As you propel yourself deeper, you fail to notice the blinking light on your wrist warning you of a suit malfunction. You start to feel giddy, then tipsy, then completely disoriented. Somewhere in the back of your mind, your consciousness screams, Get out of here! Unfortunately, you are beginning to suffer the dangerous effects of nitrogen narcosis!


  Attacking: Nitrogen narcosis  D6 + 2


  Roll 1 die. Have the player to your left roll for the nitrogen narcosis, adding two to the roll, then read the result below. Lore destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        Things start fading to black and it is hard to orient your mind enough to combat the darkness. With every bit of conscious strength you have left, you force your mind to assess the situation, and you manage to turn your DPV around. As you climb higher and higher, the effects of the excess nitrogen begin to subside. You are safe! You decide to head back to your claim to fix your suit and at least get a little bit of work done for the day.

        Gain 2 gold AND draw 2 destiny cards.

      
    


    
      	
        You lose!

      

      	
        Things start fading to black and it is hard to orient your mind enough to combat the darkness. You try to make one last attempt at forcing your mind back to reality, but it is to no avail. You slip into unconsciousness and then wake up in a hospital bed. The nurse by your bed notices you waking up and says, Consider yourself lucky, my friend! If it werent for some considerate miner who happened to find you laying out unconscious, your little nap would have been your last! You breathe a sigh of relief, but not only did you lose valuable time at your claim, but now youve also got some hospital bills to pay off.

        Lose 1 gold. Also, lose a destiny card AND lose a turn.
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  Return to the Main Menu


  


  28


  While almost everyone has come to Di-ipu Shi to work hard, make a profit, and perhaps make a lucky strike, the Black Fathom bandits are an enigma, more concerned about sabotage and local terrorism than mining gold. You step inside the bank, ready with your latest deposit, when a Black Fathom gang member pushes his way past you. You notice he has pistols holstered on each side and he is carrying a small package with wires sticking out every which way. A bomb! Knowing you are protecting your own large cash deposit as much as everyone elses you jump out and tackle the bandit from behind.


  Attacking: Black Fathom bandit  D6 + 3


  Roll 1 die. Have the player to your left roll for the Black Fathom bandit, adding three to the roll, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        It is a desperate struggle, not knowing what may trigger the bomb brought in by the bandit. You both land punches, and as he reaches for his guns, you pin both his arms to ground. Fortunately, some of the others who had been watching in astonished silence come to their senses and help you subdue the Black Fathom member. After tying his arms behind his back, you have someone dispose of the bomb while you march the bandit to the sheriffs office. Hopefully there will be some sort of reward!

        Gain 4 gold and draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        It is a desperate struggle, not knowing what may trigger the bomb brought in by the bandit. While you both exchange punches while rolling around on the ground, the others around you watch in astonished silence. You shout out, Come on! Someone help! The bandit reaches for his gun and uses it like a pair of brass knuckles, smashing it into your face. You see bright spots dance across your vision and you roll to your side completely dazed. Before the bandit can do anything else, the rest of the observers start to close in. He grabs your gold pouch and dashes out the front door.

        Lose 2 gold. Put your chapter disk back on the space.

      
    

  


  [image: ]


  Return to the Main Menu


  


  29


  While almost everyone has come to Di-ipu Shi to work hard, make a profit, and perhaps make a lucky strike, the Black Fathom bandits are an enigma, more concerned about sabotage and local terrorism than mining gold. You step inside the bank, ready with your latest deposit, when a Black Fathom gang member pushes his way past you, runs to the front counter and drops a package with wires sticking out every which way. A bomb! He then dashes back out the front door. You notice a countdown timer displayed on the side: 15 seconds left!


  Attacking: Black Fathom bomb  D6 + 3


  Roll 1 die. Have the player to your left roll for the bomb, adding three to the roll, then read the result below. Lore destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        With all the technology you work with at your claim, you are fairly comfortable with electronic devices. Fortunately, the bomb is rudimentary, and all it takes to diffuse the bomb is pulling out a few wires. The timer winds down and the bomb remains inert. Gushing effusive praise, the bank manager runs up and pumps your hand up and down. Thank you! Thank you! Wait just a moment; this deserves a reward!

        Gain 4 gold and draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        You take one look at all the wires and the timer counting down, and join everyone else running for the exit. Pushing, shoving, mass chaos. Just as the last person exits the building, a huge explosion rocks the bank and dust and debris come flying out the doors and windows. Looking down at your empty hands you sadly realize that your deposit is now somewhere underneath all the rubble.

        Lose 2 gold. Put your chapter disk back on the space.

      
    

  


  [image: ]


  Return to the Main Menu


  


  30


  You think you see the glint of gold in a pile of trash in a back alley, and start digging through the garbage hoping to find some accidentally discarded treasure. After 15 minutes of rummaging, all you have to show for your efforts are a pair of putrid smelling hands.


  Draw a bad destiny card.


  [image: ]


  Return to the Main Menu


  


  31


  You happen to notice a man suspiciously entering someones house through a back door. He jiggles the handle and looks warily back and forth before slipping inside. Thinking you just observed a break in, you have a decision to make. Do you:


  [image: ]


  Ignore what you just saw, or


  [image: ]


  Try to stop the robbery.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        A

      

      	
        It is none of your affair to get involved, but what goes around comes around.

        Draw bad destiny card.

      
    


    
      	
        B

      

      	
        You slip in through the back door moments after the man. As you step into the room, you interrupt a man kissing his wife, holding a bouquet of flowers. Apparently you just interrupted a homecoming surprise. The man and woman break apart, surprised and angry. Before they say anything, you put your hands up and back out the door. At least your heart was in the right place!

        Put a chapter disk back on the current space.

      
    

  


  [image: ]


  Return to the Main Menu


  


  32


  You are cruising the sea floor, investigating sites for other potential claims, when you come across a unique rock formation. Stepping off your DPV you look at the massive chimney-like formation. A small plume of hot water and sediment billows out from one side of the rock: a hydrothermal vent! Vents like these are often signs of mineral deposits. You break off a chunk of rock and tuck it in your bag. The assayer will check this out for you.


  Move to the assayer (Location C). You may roll for the location, if you want.


  [image: ]


  Return to the Main Menu


  


  33


  You hear rumors about an area of unclaimed land, filled with gold deposits just ready for the taking. A tall tale? Or are there some elements of truth?


  Roll the die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1

      

      	
        You spend the afternoon talking to people around town, trying to trace the roots of the rumor. No one knows anything.

        Lose a turn.

      
    


    
      	
        2

      

      	
        You decide to go out and explore on your own.

        Move to any event space on the board and perform any actions that result from this movement.

      
    


    
      	
        3

      

      	
        Perhaps you can trace down a lead in one of the shops in town.

        Move to any town location space on the board (Location A, B, or C) and perform any actions that result from this movement.

      
    


    
      	
        4

      

      	
        Perhaps another miner may have some information. You sneak out to another persons claim while they are out and about.

        Switch places with any player on the board and you may perform any actions that result from this movement.

      
    


    
      	
        5

      

      	
        In trying to get to the bottom of the rumor, you ask too many questions from the wrong person. Out of frustration, the miner takes a swing at you.

        Move to the location of another player and duel (even if it is on a location space). Perform any subsequent actions on the space where you end up after the duel.

      
    


    
      	
        6

      

      	
        Trusting to blind luck, you wander off in a random direction, hoping fate will lead you where you need to go.

        Roll a die and move that number of spaces. Perform any actions that result from this movement.

      
    

  


  [image: ]


  Return to the Main Menu


  


  34


  You are working your mine, chipping away at some gold-flecked quartz, when you dig right into a mass of corundum crystal. Though mostly transparent, it is four times harder than quartz. You can barely make out on the other side of the corundum what looks to be thick veins of gold. Wow! Could it be? Youve got your work cut out for you, but it may be worth the extra time!


  Move to any chapter disk (covered or uncovered) and lose a turn.


  [image: ]


  Return to the Main Menu


  


  35


  One morning, you wake up in your bunk to the feel of a harsh tapping on your shoulder. An old voice croaks, Hey, wake up! Groggily turning over to see what is going on, you see an old toothless woman with a wild look in her eyes. Come with me! I need a little help. Ill make it worth your while. Do you:
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  Go with her, or


  [image: ]


  Volunteer your bunkmate instead?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        You spend the rest of the morning unloading a wagon full of scrap metal. When everything is unloaded, the old woman gratefully thanks you for your time.

        Gain 3 gold and lose a turn.

      
    


    
      	
        B

      

      	
        Youve got more important things to do. Fortunately, you convince your friend to give her a hand. You settle back into bed to get a few more precious minutes of sleep.

        Draw a chaos destiny card.

      
    

  


  [image: ]


  Return to the Main Menu


  


  36


  A good friend of yours decides to call it quits and head back home. Before she leaves, she hands you a map. She says, I won this in a poker game a few weeks ago. I dont know what it leads to, but its supposed to be good!


  Uncover a chapter disk of your choice and take a gold piece for your discovery.


  [image: ]


  Return to the Main Menu


  


  37


  While checking out your groceries at the market, the man at the register tells you a story about his uncles claim and gold veins as thick as your thumb. He says, I doubt its true, but if you check things out for me and report back what you find, Ill make it worth your while.


  Uncover chapter disk of your choice and take a gold piece for your discovery.


  [image: ]


  Return to the Main Menu


  


  38


  While investigating an interesting rock formation near your claim, you are suddenly knocked down by what looks like a spiked tree trunk. You roll to the side and face your assailant, and you find yourself face to face with a giant Japanese spider crab. You are surprised to see one this deep, but new discoveries of strange deep water creatures are made all the time now. A true gargantuan monster, this spindly arthropod stretches almost 10 feet across. It stands between you and your DPV, so you better figure something out quick!


  Attacking: Giant crab  D6 + 2


  Roll 1 die. Have the player to your left roll for the giant crab, adding two to the roll, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        After defeating the giant crab, you truss it up and tie it to the back of your vehicle. You could sell this thing for some good money back in town!

        Gain 2 gold AND draw 2 destiny cards.

      
    


    
      	
        You lose!

      

      	
        You make a dash for your vehicle and one of the crabs claws reaches for you. It jabs into your deep water wetsuit, but thankfully doesnt break the seal. Your gold pouch, though, is cut away in the process. You start up your DPV and speed away, looking for a safe place to nurse your wounds.

        Lose 1 gold. Also, lose a destiny card AND lose a turn.

      
    

  


  [image: ]


  Return to the Main Menu


  


  39


  You never thought that mining would be so complicated. You assumed that you would just get in with your equipment and dig, but you quickly discovered that you have to know about mineral layers, undersea currents, rock formations, transcontinental ridges, and all sorts of science facts youve long forgotten since high school. You borrow a book from a friend, a self-bound doctoral dissertation on deep water mining. It is a dense read, but perhaps you can learn something.


  Roll 1 die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1-2

      

      	
        Its like reading a completely different language. You pick up a few tips, but everything else remains a mystery.

        Take a +1 mining roll card.

      
    


    
      	
        3-4

      

      	
        You work hard and read through the material several times. You are confident you can use this to your advantage.

        Take a +2 mining roll card.

      
    


    
      	
        5-6

      

      	
        You spend all your time at rest meticulously reading through the book, making sure you understand everything. This will help you greatly!

        Take a +3 mining roll card.

      
    

  


  [image: ]


  Return to the Main Menu


  


  40


  You step up to the saloon bar. The bartender looks over at you, What will it be today? You respond, Surprise me.


  Draw a chaos destiny card.


  [image: ]


  Return to the Main Menu


  


  41


  Wow, communication is getting expensive! You grudgingly pay an exorbitant price for just a few minutes at the email system. The first email from your family has the subject line, An unfortunate situation. You think to yourself, Great, now Im paying to hear bad news too.


  Draw a chaos or bad destiny card.


  [image: ]


  Return to the Main Menu


  


  42


  The community center is hosting a sake tasting party and you decide to go with a friend. While chatting about the latest news in town, you end up drinking a bit more than you intended. It seems as though you will need some help getting back to the bunkhouse.


  Choose another player who then draws a destiny card.


  [image: ]


  Return to the Main Menu


  


  43


  I swear its true! The mayor has an actual tail!


  Your friend laughs so hard he is left gasping for air. I dont believe it. Ill give you a gold piece if you can prove it. And it will be worth every penny.


  You walk up to the bartender and whisper in his ear. He smiles and reaches below the counter, pulls out a photograph, and says, You make sure no one knows I have this!


  You walk back to your friend, all smiles.


  Gain 1 gold.


  [image: ]


  Return to the Main Menu


  


  44


  You step outside the air bubble of Di-ipu Shi and head over to the deep water vehicle parking area. As you come to the lot entrance, you notice another diver wildly gesticulating towards you. You lift your hands up to show you dont understand. He points to his arm radio, and you tune to the open frequency. Get out of here, quick! Theres an aggressive sleeper shark prowling the area! The lights of the parking lot are dim and murky in such depths, and you try to peer through the gloom to see if danger lurks nearby. All of a sudden, a torpedo-like shape, over 20 feet long, breaks out from the darkness and heads right for you.


  Attacking: Sleeper shark  D6 + 1


  Roll 1 die. Have the player to your left roll for the shark, adding one to the roll, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        Normally slow moving, conserving their energy for such depths, these giant predators are still able to explode into violence when prey is around. Right now, you are that prey! The shark lunges at you, but fortunately you always carry around your spear gun. With a single shot, you pierce the creature right through the head. It thrashes for several minutes while its body still figures out that its brain is dead. Looks like the butcher will be preparing some shark steaks tonight!

        Gain 1 gold AND draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        Normally slow moving, conserving their energy for such depths, these giant predators are still able to explode into violence when prey is around. Right now, you are that prey! The shark lunges at you and before you can grab your spear gun, it grabs hold of your arm, its teeth cutting in to the hardened neoprene shell. Then, for unknown reasons, the shark suddenly breaks off and swims away. Perhaps you werent what it expected. Fortunately, the bite didnt break the pressurized seal or damage your arm, but it is going to take a little repair work to fix your suit.

        Lose 1 gold. Also, lose a destiny card OR lose a turn.

      
    

  


  [image: ]


  Return to the Main Menu


  


  45


  After feeling sick for a few days, you go visit the doctor, who prescribes a regimen of vitamins. While not giving instant relief, you feel much better the next day.


  Discard any bad destiny card affecting you.


  [image: ]


  Return to the Main Menu


  


  46


  Youve been feeling nauseous, and, worried you may be experiencing a precursor to nitrogen narcosis, you go visit the doctor. Good thing you came in. He offers you the choice: I can clear up your symptoms immediately, but they may return again in the future. Or, I can prescribe you some vitamins and herbal remedies that will take longer to heal you, but your symptoms should clear up permanently. Do you:
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  Take the medicine, or


  [image: ]


  Take the vitamins and herbal remedies?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        Discard any bad destiny card affecting you.

      
    


    
      	
        B

      

      	
        Draw a good or chaos destiny card.

      
    

  


  [image: ]


  Return to the Main Menu


  


  47


  You meet up with a young, wealthy miner who is willing to pay you for any tips or information you have about mining the area.


  Convert any or all of your destiny cards for +2 gold each.


  [image: ]


  Return to the Main Menu


  


  48


  Your friend is constantly giving you tips as you work a section of your mine. Exasperated, you say, I know what Im doing; Ive been at this for a while now.


  

  No, seriously, work it like this your friend angles your pneumatic drill more sharply, and it slices through the rock like a spear in water. The stone crumbles away exposing a huge vein of gold! You shrug your shoulders and smile, equal parts excitement and embarrassment.


  Gain 3 gold.


  [image: ]


  Return to the Main Menu


  


  49


  It is the first live performance since youve been here, and the town is brimming with excitement. In true international fashion, the band Manta is a blend of traditional Rajasthani folk music with Ethiopian modern rock. You have been standing in line at the concert hall waiting for tickets for over an hour now when a woman forcefully cuts in front of you. Before you can even think about the wisdom of your words, you poke her in the back and exclaim, Hey, miss, the back of the line is way back there.


  The woman turns to you with a grimace and hard stony eyes. Whats it to you?


  The buzz over the event must be clouding your mind because you automatically respond with vitriol, Dasai! Wait in line like everyone else, baka dabo!*


  Angrily, the woman pushes you out of line, and sets herself up in a defensive posture of kenpo martial arts. Everyone else around you clears some space; apparently this fight will be almost as enjoyable as the concert.


  Attacking: Angry Woman  D6 + 3


  Roll 1 die. Have the player to your left roll for the woman, adding a bonus of 3, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        You know nothing about martial arts, but that has never stopped you from fighting. Her moves are good, but so are your fists. One solid hit in the gut and the woman is on her knees, gasping for breath. The man who was standing behind you says, That was as good as any concert. Here, let me buy your ticket, friend!

        Gain 4 gold AND draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        As you lay outstretched on the ground, the woman rifles through your pockets and takes your money for the concert. Your head throbs, and you dont think music will make you feel any better.

        Lose 2 gold. Also, put the chapter disk back on your current space.

      
    

  


  * dasai = Not cool!


  * baka dabo = stupid idiot


  [image: ]


  Return to the Main Menu


  


  50


  You are working a leg of your mine, when you hear a deep rumbling resonate through the water. Without a moment of hesitation, you jet backwards just as a large section of the ceiling caves in where you were digging. You are enveloped in a lingering cloud of dust, but you are safe and unharmed.


  Nothing happens.


  [image: ]


  Return to the Main Menu


  


  51


  You are working a solid vein of gold, when you hear a deep rumbling resonate through the water. A small piece of rock falls from the ceiling, and the rumblings cease. What do you do?


  [image: ]


  Close off the tunnel, knowing that your life is worth more than the vein of gold you were mining? Or,
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  Do you continue working, trying to get the last bit of gold out?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        Better safe than sorry. You close off the mine without any regrets, and move off to dig in a different section.

        Nothing happens.

      
    


    
      	
        B

      

      	
        Fortunately, you are able to extract the rest of the gold without any mishap, but for future safety, you decide to close off this section of your mine.

        Take 1 gold.

      
    

  


  [image: ]


  Return to the Main Menu


  


  52


  You receive someone elses mail in your box, but when you bring it to the attention of the clerk behind the desk, he cant find the addressee registered anywhere. Since there is no return address, you open up the envelope only to find a thick stack of lottery tickets. Wow! You suppose somebody should make use of these; it might as well be you!


  Draw a good or chaos destiny card.
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  Return to the Main Menu


  


  53


  Youve had a few too many drinks at the saloon, and you tell your friend that Black Fathom doesnt scare you. Theyre just a bunch of good-for-nothing scoundrels that couldnt work a pneumatic drill if their life depended on it. And besides (waving your submersible pistol around with drunken gesticulations), youve been working on your aim of late. Apparently, youve spoken a little too loudly, and a scowling man at the bar gives you a hard look and walks out. The last thing you see as he leaves is the Black Fathom bandana tied to his upper arm. Oops! This may or may not turn out so well.


  Draw a good or bad destiny card.
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  Return to the Main Menu


  


  54


  Someone found out that youve been speaking poorly about the Black Fathom Bandits a little too publicly. You dont even remember what happened, but you wake up from unconsciousness bound and gagged, your money stolen. Pinned to your chest is a scrawled note that says, Shut your mouth!


  Lose 2 gold. Also, have the player to your right move your token to any location (A, B, C, D, or X) on the board. You may not perform the action on the space.
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  Return to the Main Menu


  


  55


  You arent paying attention, walking down the street reading through some figures in your notebook, and you accidentally step into the brothel instead of the assayers office. The hostess immediately steps up close to you, puts her hand on your arm, and asks, Wow, you look like youve been working hard! Let me get you someone who can help you relax. Red-faced, you stammer some incoherent syllables, and slowly back out the door. Completely embarrassed and humiliated, you forget what you were supposed to be doing.


  Lose a turn.


  [image: ]


  Return to the Main Menu


  


  56


  You are taking a different route to your claim today, when you notice that the path gets extremely narrow through a deep canyon. Youve heard about some incidents with bandits on the road of late, and you decide caution is the wise course of action. Do you:
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  Take an alternate route that crosses the canyon above? Or


  [image: ]


  Do you proceed cautiously through the canyon, hoping your awareness will keep you safe?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        You take a path to the top, and look down as you travel. You were right; a couple of rough men are sitting behind some boulders, waiting for unsuspecting travelers. Smart move.

        Nothing happens.

      
    


    
      	
        B

      

      	
        You travel through the canyon slowly, watching for anything suspicious. A good thing, too. Your slow speed allows you to see a thin net made of fishing line, spread across the narrow opening. Anyone travelling through would get caught, vulnerable to any sort of attack. Instead, you are the one that surprises the bandits. You speed over the net, then turn on the exhaust jet which kicks up a cloud of sediment. You briefly see two surprised men sitting behind a boulder before the cloud covers them. Your foresight pays off.

        Draw 3 destiny cards, choose one and put rest back on top of pile in any order.

      
    

  


  [image: ]


  Return to the Main Menu


  


  57


  You step into the assayers office and a well-dressed man rushes up to you and shakes your hand. Dr. Tommo, I presume? Thank you so much for meeting me! You quickly explain that he is mistaken, and his face falls. Oh, dear! Im sorry! I was supposed to meet Dr. Tommo, a deep-sea geologist, who was going to help with some tips get me started on my mine. You wouldnt by any chance be able to help, would you? I could pay you well, or even lend you some of my top-of-the-line equipment, in return! Well, as a matter of fact, you could give a struggling miner some pointers


  Convert one or more destiny cards to +2 gold each OR take a +2 mining roll card.
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  Return to the Main Menu


  


  58


  In honor of the 1000th pound of gold discovered by the miners of Di-ipu Shi, the mayor decides to hold an elegant party in the grand ballroom of the Hotel Fremont. You rent some dress clothes and spend the afternoon transforming yourself from a worn and weathered miner into a stylish socialite. Strutting down the street, you cant help but notice the looks youre getting as you make your way to the hotel. But then, to your complete embarrassment, you arrive only to discover that the party is tomorrow!


  Move to a chapter disk and lose a turn. If you uncover a new disk, you may still receive the gold piece for discovery.


  [image: ]


  Return to the Main Menu


  


  59


  On your way to your claim, riding your DPV, you start to feel a sense of foreboding, and slow down to a stop. Peering around into the inky depths, your running lights only give you a visibility of a few dozen feet. Suddenly, a giant seven-armed octopus shoots out of the darkness, waving its arms threateningly as it circles you. You are surprised; normally these creatures are shy and keep away from humans, but you must have done something unknowingly to provoke it. Whatever the reason, this giant 10-foot creature could easily create a serious problem for you. With each of its arms covered with sticky suction cups, you better make sure it doesnt grab your breathing equipment!


  Attacking: Octopus  D6 +3


  Roll 1 die. Have the player to your left roll for the octopus, adding a bonus of 3, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        It was a significant fight, and while you constantly felt overwhelmed and outnumbered, seven arms to two, the soft flesh of the octopus was no match for your diving knife. You take the giant beak, the size of a grapefruit, as a trophy. Perhaps you can get a few coins for it in town.

        Gain 4 gold AND draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        You are no match for the seven strong arms of the octopus. It pins your arms to your sides with four of them, and with the other three, it starts grabbing your face and equipment. Just when you think, this is the end, it suddenly releases you and swims away. Youre not sure why it left, but are thankful nonetheless. However, the octopus did some significant damage to your equipment, and it will require some costly repair. Better head back to town.

        Lose 2 gold AND put the chapter disk back on your current space.

      
    

  


  [image: ]


  Return to the Main Menu


  


  60


  You are eating lunch at Divers Diner when you see a man seated two tables over. He looks vaguely familiar, but you cant place his face. As if compelled, you find yourself getting out of your seat and walking over to his table. Im sorry, but I feel as though weve met before, but Im having trouble figuring out from where.


  Roll the die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1-2

      

      	
        Wow! What are the odds! George Washington High School you were in my graduating class. Small world, isnt it! You sit down to chat about old times and good memories.

        Draw a good destiny card.

      
    


    
      	
        3-4

      

      	
        George Washington High School. We didnt really know each other, but you cheated off my Biology test once and got me in trouble. Hows life been since? Still getting ahead at others expense? Feeling a bit foolish, you apologize and quickly excuse yourself.

        Draw a bad destiny card.

      
    


    
      	
        5-6

      

      	
        George Washington High School. We graduated together. You teased me relentlessly making my senior year miserable. Thanks for the memories. And the man abruptly gets out of his seat, leaving you feeling stunned and embarrassed. Lunch is on you, right? he says as he walks away.

        Lose 1 gold AND put the chapter disk back on your current space.
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  Return to the Main Menu


  


  61


  The whole town of Di-ipu Shi felt a significant tremor yesterday morning, and since then the entire town has been in a state of panic. Apparently, geothermic seismic activity, combined with the local deep water ocean currents has created a giant eddy, a spinning vortex of water 50 miles in diameter. The sea storm is due to arrive this evening, and everyone has been busy preparing themselves for the worst case scenario. As the last step, everyone is now heading out to their claim to protect their equipment.


  All players move to their claim (Location X). No one can perform mining actions until your next turn.
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  Return to the Main Menu


  


  62


  You wake up in your bunk this morning feeling strangely positive. Despite the constant snores from your bunkmates and the lumpy mattress you call home, you feel quite rested. You just know things will turn out well.


  Draw two destiny cards and choose the one you like, discard the other.
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  Return to the Main Menu


  


  63


  You wake up in your bunk this morning feeling strangely positive. Even though your bunkmates boots smell like rotting fish, and a meager portion of oatmeal will soon fill your growling belly, you just know things will turn out well.


  Draw 3 destiny cards, choose one and put rest back on top of pile in any order.
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  Return to the Main Menu


  


  64


  You cant shake the fact that youre missing something important. Youre working a new branch of your mine and the return has been pretty good, but you feel that there is more than meets the eye. Do you:
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  Take a moment to come up with a better plan, or


  [image: ]


  Keep persevering and hope that your hard work will make things clear?


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        A

      

      	
        Your planning pays off, and a new direction is set.

        Choose a discarded destiny card.

      
    


    
      	
        B

      

      	
        Your efforts pay off, and you uncover a new seam of gold!

        Take a +2 mining roll card.

      
    

  


  [image: ]


  Return to the Main Menu


  


  65


  You are standing in line at the Sutter Cineplex when you are bumped by a passing pedestrian. He calls out Sorry! and keeps walking. When you get to the ticket counter you realize your money pouch is missing. Immediately, you dash off in the direction the thief left. Perhaps if you are quick enough you can catch up.


  Move to a space with another player token and duel (even if they are at a location space).


  [image: ]


  Return to the Main Menu


  


  66


  The woman behind the outfitter counter in front of you carries herself as a confident and experienced miner. Normally, with your business here you are in and out, getting supplies and leaving. However, you sense that this woman could be of help with some issues youre having at the mine. You strike up a conversation as you pay for your goods, and you discover that, indeed, she is of great help!


  Take a +2 mining roll card.


  [image: ]


  Return to the Main Menu


  


  67


  You are deciding where to begin a new branch of your mine. There are many possibilities, and you have a few hunches of where gold may lie. In the end, though, it usually comes down to blind luck.


  Flip over any one chapter disk. If it is your color then lose a turn.


  [image: ]


  Return to the Main Menu


  


  68


  For some strange reason, though youve been having a productive day at your claim, you feel as though tomorrow will not be as good. In response, you decide to work through the night. If youre on a roll, why stop now?


  Take another turn immediately.


  [image: ]


  Return to the Main Menu


  


  69


  Youre playing a round of Texas Holdem in the saloon, and youve got the worst hand you could possible draw: an unsuited 2 and 7. But you have a strong feeling that this hand is yours for the taking. You stay in, and two 2s are revealed in the flop! What luck! With a bit of tricky betting, you draw in several other players, and nice sized pot sits in front of you. At the very end, you proudly reveal your three of a kind only to be outplayed by a rivals flush! So much for strong feelings.


  Lose 2 gold.


  [image: ]


  Return to the Main Menu


  


  70


  You step into line at the bank, about to deposit your gold check from the assayers office, when you notice that the man in front of you is sporting a Black Fathom bandana on his arm. Looking him over discreetly, you notice a pistol tucked into his belt. Flagrantly disregarding the no firearms policy of town, is he just making a statement, or is he up to something here at the bank? While you still have opportunity, do you:
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  Quietly slip out the door, or


  [image: ]


  Stay in line and handle whatever comes?


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        A

      

      	
        You wouldnt call it cowardice, just prudence. You can always deposit your money later, and you do feel a bit hungry. Lets get some food.

        Nothing happens.

      
    


    
      	
        B

      

      	
        As you decide to stay in line, the bandit starts slowly looking around the room. Casing the joint? As his eyes come to rest on you, he smirks and gives you a wink. You nod your head, trying to act casual, and he turns back around waiting for the next teller.

        Draw a chaos destiny card.

      
    

  


  [image: ]


  Return to the Main Menu


  


  71


  You discover a new vein in your mine, with thick seams of gold. Unfortunately, though, it is embedded within an extremely hard mineral, making it difficult to extract. Your normal mining equipment is wearing down fast, and at this rate your repair costs could be higher than the value of the gold you dig out! There needs to be another method here. Perhaps someone at the outfitter can help.


  Roll the die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1-2

      

      	
        The store is empty except for the sales clerk, young man with absolutely no experience with mining. You take a shot in the dark and ask him what he recommends. Ummm. Sorry, Im not sure. Maybe check Aisle 3?

        Draw a chaos destiny card.

      
    


    
      	
        3-4

      

      	
        The man behind the counter isnt much help, but he takes you to a bookshelf full of mining manuals and how to guides. Well, this is better than nothing.

        Take a +1 mining roll card.

      
    


    
      	
        5-6

      

      	
        Fortunately, you come across an old timer browsing through the store. When you strike up a conversation, he is eager to help and takes you on a guided tour of some of his favorite equipment.

        Take a +2 mining roll card.

      
    

  


  [image: ]


  Return to the Main Menu


  


  72


  You are sitting on a bench near the saloon, quietly reflecting on the day before heading home for the night. From down a side street you hear a loud scuffle, and two Black Fathom bandits emerge from the shadows, drunkenly throwing fists at each other. Not wanting to draw attention to yourself, you slowly shift over into the shadowed side of the bench.


  Roll the die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1-3

      

      	
        Despite your best attempts to remain unobserved, one bandit stumbles over after swinging at the air and sees you sitting by yourself. His words thickly slurred, he calls out, Heeeeey! You therrrrrre, and he stabs a finger in your direction. Not wanting a fight, perhaps you can reason your way through his foggy mind.

        Draw a chaos or bad destiny card.

      
    


    
      	
        4-6

      

      	
        You slide into the shadows and watch as the two men half-heartedly go at each other. Fists wildly swing into the air, but even when they actually connect, there is so little force behind them no real damage is taken. Unfortunately, this could go on for some time.

        Lose a turn.
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  Return to the Main Menu


  


  73


  While working on a productive vein in your mine, you come across a separate seam of silver heading a different direction. Silver isnt nearly as valuable as gold, but there seems to be a lot of it here! You take a change of pace and start working on the silver.


  Roll the die.


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1-2

      

      	
        It looked like there was a lot, but after a few hours of work the silver vein all but disappears. Guess you better get back to your gold.

        Lose a turn.

      
    


    
      	
        3-4

      

      	
        Not too bad for a few extra hours of work. The silver comes out easy, and is well worth your time. This will fetch a good price in town.

        Gain 1 gold.

      
    


    
      	
        5-6

      

      	
        Wow! Your decision paid off. You pull out an entire cart load of silver. The assayer will pay you well for this!

        Gain 2 gold.

      
    

  


  [image: ]


  Return to the Main Menu


  


  74


  On your way to your claim, you head over to the DPV yard where you keep your vehicle locked up. After loading all your gear on board, you hop on and try to start the engine. Nothing. Looking things over, you quickly realize that some baka dabo* stole your charging jack and your battery is completely drained.


  Lose a turn.


  * baka dabo = stupid idiot


  [image: ]


  Return to the Main Menu


  


  75


  On your way to your claim, you head over to the DPV yard where you keep your vehicle locked up. After loading all your gear, you see something in your peripheral vision and feel something knock into your back, shoving your forward. You turn around to a sight rarely seen: a giant oarfish, more than 30 feet long. According to Japanese folklore, these creatures are the Ryugu-No-Tsukai, messengers of Ryujin, dragon god of the sea. With its long undulating body, it certainly does resemble the dragons of myth. However, your philosophical musings are abruptly cut short as you realize it is heading back towards you, threatened by your presence.


  Attacking: Oarfish  D6 + 1


  Roll 1 die. Have the player to your left roll for the oarfish, adding a bonus of 1, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        You hate to kill such a stunning creature, and on top of that, you superstitiously decide that it is better to not anger the gods by killing their messenger. Not normally a violent creature, all it takes is a few pushes and dodges before the oarfish loses interest in you.

        Draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        You hate to kill such a stunning creature, and on top of that, you superstitiously decide that it is better to not anger the gods by killing their messenger. However, by avoiding lethal damage, you put yourself at more risk. On one pass, it whips its back end around and smashes you in the head, stunning you. Fortunately, as you float dazed and motionless, the oarfish decides you are no longer a threat and swims away.

        Lose a destiny card OR lose a turn.
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  Return to the Main Menu


  


  76


  Several weeks ago, a stash of gold you had secretly hidden under your bunk was stolen. You find out from a friend that someone had been bragging about the incident at the tavern last night and had bought everyone a round of drinks. Getting the description of the thief, you head off to seek revenge.


  Move to a space with another player token and duel (even if they are at a location space).


  [image: ]


  Return to the Main Menu


  


  77


  You are working at your claim, putting away all your equipment at the end of a long day, when an undersea sand storm suddenly and violently crosses your path. Sediment, sand, and debris are all picked up by a swift swirling current, reducing visibility to zero. You cant even see your hand in front of your helmet. Fortunately, you werent that far from the mine entrance and by memory you slowly crawl yourself to safety. You just hope your equipment isnt swept away or buried by the time this storm passes.


  Pick up any 3 chapter disks (face up or face down), mix them up without looking, and them back on the board face down. (Other than the space you are on.)
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  Return to the Main Menu


  


  78


  While working your mine, you come across a beautiful translucent red stone embedded in the surrounding rock. After carefully excavating it, you stop work for the day and head back into town to show the assayer. He takes it in his hand, almost reverently, and whispers, Shio Tama! Then he looks at you, In Japanese mythology, Ryujin, the sea god, controls the tides with a pair of precious jewels, Kanju and Manju. The stone you have here reminds me of the old times, long forgotten. Ill give you two gold for it.


  Gain 2 gold.
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  Return to the Main Menu


  


  79


  You are swimming at the base of a huge rock formation, called by the locals Ame-no-nuboko, or Heavenly Jeweled Spear. And it certainly does look like a spear, a long thin pole of rock jutting out from the middle of a flat sea bed, at least 50 feet tall. According to Japanese mythology, the weapon this rock is named after was used by the gods to stir the ocean and create the islands of Japan. Such a strange and beautiful site, well worth the gold you paid for the map directions.


  Give 2 gold (or whatever you have left) back to the bank.
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  Return to the Main Menu


  


  80


  Outside of the sheriffs station, a Black Fathom bandit is sitting, handcuffed to bench. He sits, his steely eyes glaring at the world, his mouth twisted into a frown. Youd heard that there was an attempted killing the night before near the DPV repair yard. Looking around, you see that you and the bandit are the only ones around. Do you:
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  Question him yourself about the Black Fathom gang activity you are aware of? Or
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  Leave him alone and go about your business?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        You step forward next to the bandit and ask him for information about his gang. He glowers at you. You take me for a fool to rat on my friends? He starts laughing manically, then suddenly lunges at you. Startled, you trip backwards on your feet and stumble. If it werent for his handcuffs he would have been right on top of you. He laughs again, his dark eyes looking you over with an equal mix of hatred and amusement. Prudently, you decide to let the sheriff handle this.

        Nothing happens.

      
    


    
      	
        B

      

      	
        You wisely realize that this bandit would rather die than divulge secrets about his gang. Better leave this one for the sheriff.

        Draw a good or chaos destiny card.
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  Return to the Main Menu


  


  81


  Youre sitting at a saloon table with some friends, enjoying the evening. For the last 10 minutes youve been trying not to listen to two men at the next table arguing over proper drilling techniques in basalt formations. Finally, one of them turn over to you and says, Hey, we need someone impartial to weigh in here. You hear each of us out, give us your opinion, and well buy you a drink. What do you say? You settle back in to your seat for a long drawn out dialogue. But who could pass up a free drink?


  Draw two destiny cards and choose the one you like, discard the other.
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  Return to the Main Menu


  


  82


  One of your friends has spent the day helping out at your claim. While you are sorting through your equipment, taking inventory, she swims over and points over at your growing pile of discarded ore. You hear through your radio, You know theres more gold in those rocks, right? You shake your head. Its not much, but I can show you a way to get the remnants and make it worth your while. You rub your hands together. Well lets get to work.


  Choose a discarded destiny card.
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  Return to the Main Menu


  


  83


  While waiting in line to leave Di-ipu Shi through the airlock, you realize that the man in front of you is handcuffed and being escorted by a deputy. Just then, the deputy receives a call on his radio and turns his back to you and the criminal. Pssst. Hey! the handcuffed man whispers to you. You look over at him. Im outta here. Never coming back. He shows you his cuffed hands. Ive got a stash, and if I cant have it, at least someone can enjoy it. You lean in closer as he whispers the location to his gold.


  Flip over any one chapter disk and take the gold for uncovering it.
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  Return to the Main Menu


  


  84


  You are picking up some equipment in the outfitter, when you run across an older man pacing the aisles up and down, his brow furrowed in agitation. Can I help you? you ask. Startled, he looks up at you. Yes. Yes! Please. A friend just told me of a new technique hes using for gold extraction, but I cant figure out the proper equipment Ill need. If you help me out, Ill give you the tip, too.


  Take a +1 mining roll card.


  [image: ]


  Return to the Main Menu


  


  85


  You have been subpoenaed by the sheriff and you find yourself sitting in his office. A viewing screen on the wall displays a Black Fathom bandit pacing a cell.


  The sheriff says, Weve been investigating an attempted murder that happened last night in the saloon, and Ive been bringing in witnesses to corroborate the story. I know you were there when it happened.


  He shares with you the events he has already pieced together and then asks for your own perspective. For the most part, everything seems accurate, but there is one vital piece of information missing that will significantly help the investigation. You think to yourself, perhaps there will be a reward


  Take another turn immediately.
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  Return to the Main Menu


  


  86


  You wake up to find your bunkmate hovering over you anxiously. His words are frantic. I need your help! He holds up three thick envelopes. Ive got to get these packages to some friends discreetly, but if I do it myself, it could create major problems for me if Im discovered. I know this a strange request, and I promise it is nothing illegal. But I cant say anything more. If you deliver them for me, Ill make it worth your while.


  Draw 3 destiny cards without looking and put them face down on three separate spaces on the board.
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  Return to the Main Menu


  


  87


  You are sitting on a bench outside your bunkhouse when you hear footsteps approach from around the corner and the sound of two men in heated discussion. Before they come into sight, they stop, and you can barely make out the angry whispers.


  You fool! If anyone finds that letter, well all be in jail the rest of our lives. Its evidence; you were supposed to destroy it! Go and get it now, and I will be by later. Well get rid of it when I get there; it seems I just cant trust you to do it on your own.


  The two men step out from behind the corner of the building and keep walking, not even noticing you sitting there. Then, one turns towards the restaurant across the street while the other hurries off the other direction. If you can just follow the second man back to his hiding spot, you can bring in the sheriff and figure out whats going on.


  Roll one die to see where the man goes, and follow him there:


  
    
      	
        Roll

      

      	
        Result

      
    


    
      	
        1

      

      	
        You lose him in some side alleys. It will take some time to find your way back to the assayers office.

        Lose a turn.

      
    


    
      	
        2

      

      	
        The man arrives at the saloon, and heads upstairs to a rented room. You put in a call to the sheriff and wait at the bar.

        Move to the saloon; you may roll for this location if you want.

      
    


    
      	
        3

      

      	
        The man arrives at the assayers office where he has rented a lockbox in the back. You put in a call to the sheriff and decide to do some business while you wait and watch.

        Move to the assayer; you may roll for this location if you want.

      
    


    
      	
        4

      

      	
        The man arrives at the outfitter, and heads to the public lockers in the back of the building. You put in a call to the sheriff and decide to do some business while you wait and watch.

        Move to the outfitter; you may roll for this location if you want.

      
    


    
      	
        5

      

      	
        The man arrives at the airlock changing station, gets his wetsuit from his locker, and puts it on. You do the same, still inconspicuous, just one of many miners in the changing room. Outside of the airlock, he heads out to the DPV parking area and starts rummaging through the storage are of one of the submersibles. You put in a call to the sheriff and wait at your own vehicle, pretending to make some repairs.

        Move to the ocean floor; you may roll for this location if you want.

      
    


    
      	
        6

      

      	
        You follow the man all the way to the claim right next to your own! Faintly, through the dark waters, you watch as he enters a mine shaft. You head over to your own claim, put in a call to the sheriff, and wait.

        Move to your claim; you may roll for this location if you want.
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  Return to the Main Menu


  


  88


  Somehow it gets out that in your previous life on the surface you worked for a beauty supply company. Although it was a warehouse job, moving inventory and running a forklift, your friends still find it hilarious. Every time you meet up with them now at the bar, they all pretend to put on makeup, patting their cheeks flamboyantly. You decide that ignoring their ribbing may help in the long run, but in the moment you have to swallow your pride and let them have their fun.


  The player to your right puts your highest chapter disk on an event space of their choice, and your turn immediately ends.
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  Return to the Main Menu


  


  89


  On the way to your claim you notice a new and large pile of rocks in one of the canyons. Jetting over to investigate, you find an old man trapped under some of the rubble. He waves feebly at you for help and you quickly clear out the rocks and free him. After tuning to your frequency he says, I cant thank you enough! I wouldnt have been able to get out on my own. My DPV is somewhere under all those rocks. If you give me a ride back to town, Ill give you some mining information that will make it worth your while!


  Take a +3 mining roll card.
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  Return to the Main Menu


  


  90


  You leave your bunkhouse and notice colorful banners and flags decorating the streets. Today marks the first day of Goruden Wiku, Golden Week, a traditional Japanese week-long festival. Considering all the gold that has been flowing in and out of this city, this celebration has taken on a special significance for the people here.


  Everyone draws one destiny card.
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  Return to the Main Menu


  


  91


  You are walking back to the bunkhouse when you realize that you left your days findings of gold in your DPV. Better head back quick; Black Fathom bandits are notorious for looting other miners vehicles.


  Move to the ocean floor (Location D). You may roll for this location if you want.
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  Return to the Main Menu


  


  92


  The Japanese national week-long celebration of Goruden Wiku, Golden Week, is in full swing. The mayor has generously opened up the saloon bar for the evening; free drinks for everyone!


  Move to the saloon (Location A). You may roll for this location if you want.
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  Return to the Main Menu


  


  93


  You find a chunk of gold ore on the ground outside the assayers office. Looking around, you dont see anyone in sight. Someone must have dropped it on their way in. Do you:
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  Take it for yourself, knowing you wont be seen? Or,
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  Go inside and see if you can discover whose it is?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        You take one more look up and down the street, then nonchalantly bend down and pick up the ore and place it in your pocket. What goes around comes around.

        Take 1 gold and choose another player who will draw a destiny card.

      
    


    
      	
        B

      

      	
        You pick up the gold and walk inside the assayers office. Another miner stands at the counter, and after interrupting the conversation, you discover that it is indeed the miners ore. The miner thanks you profusely and pumps your hand with vigor.

        Choose another player to take 1 gold and draw good or chaos destiny card for yourself.
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  Return to the Main Menu


  


  94


  You get back to your bunkhouse after spending an afternoon at the outfitter, only to realize you accidentally switched bags with another customer! You head back to the store, hoping you can switch things back.


  Switch places with any other player on the board. If there is an action that can be performed on the space, you may do so if you want.
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  Return to the Main Menu


  


  95


  While working your mine, you notice a thin golden seam near the floor, partially hidden by debris. Any little bit will help!


  Take a +1 mining roll card.
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  Return to the Main Menu


  


  96


  The streets are bustling with activity as people get ready for the parade to mark the celebration of Goruden Wiku, Golden Week, a Japanese national week-long festival. You are roughly bumped by a small man in dark clothes who doesnt even acknowledge you as he continues quickly down the street. Suspicious, you feel your pockets and realize your money pouch is gone!


  Lose 1 gold.


  [image: ]


  Return to the Main Menu


  


  97


  While turning in your raw ore to the assayer, he strikes up a conversation about the geography of the local area. He says, Nothing has been officially changed yet on the maps, but a friend of mine realized that some of the outlying canyons are not where the maps say they should be. Now, if you give me your GPS unit, I can update your map for you right now. Perhaps it will be of help to you!


  Pick up 3 face up or face down chapter disks, look at them, and secretly put them back on board face down in any empty location (other than the space you are currently on). Only one disk may be placed per space.


  [image: ]


  Return to the Main Menu


  


  98


  Heading back to your bunkhouse for the night, you suddenly feel an ominous sense that something is wrong.


  Perform this action as if it were a duel, rolling for your perception.


  Attacking: Ominous feeling  D6 + 1


  Roll 1 die. Have the player to your left roll against you, adding a bonus of 1, then read the result below. Lore destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        You come up on a dark alley, and sense the presence of someone lurking in the shadows. As you step closer, a Black Fathom bandit jumps out from the darkness! You are ready for him, though, and quickly dispatch him without problem. How ironic to rob the robber!

        Gain 1 gold AND draw a destiny card.

      
    


    
      	
        You lose!

      

      	
        You know that something is not quite right, but keep walking. Suddenly, a Black Fathom bandit jumps out from the darkness of a side alley! He clubs you on the head before you can react and robs you of your valuables while you lay dazed and helpless on the ground.

        Lose 1 gold. Also, lose a destiny card OR lose a turn.

      
    

  


  [image: ]


  Return to the Main Menu


  


  99


  You suddenly have an existential moment Looking around you, you take it all in: an underwater city, a gold rush, people from all over the world. Who would have thought this could be? Feeling a newfound sense of freedom and confidence, and happy to be a part of such a momentous time in history, you stride forward, ready for whatever comes.


  Take another turn immediately. Instead of rolling the die, move to any space on the board. You may perform the actions relevant for that space if you want.


  [image: ]


  Return to the Main Menu


  
  
  

  Epic Story Events


  Enter the CHAPTER MARKER number indicated on the Epic Track


  [image: ]


  
    
      	
        1

      

      	
        2

      
    


    
      	
        3

      

      	
        4

      
    


    
      	
        5

      
    

  


  Return to the Main Menu
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  Epic Story Events: 1.1.X


  Choose any number to decide your fate...
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        1

      

      	
        2

      

      	
        3

      
    

  


  Return to the Main Menu
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  Epic Story Events: 2.X


  Enter the SCENE MARKER number indicated on the Epic Track.
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        1

      

      	
        2

      
    

  


  Return to the Main Menu
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  Epic Story Events: 3.X


  Enter the SCENE MARKER number indicated on the Epic Track.
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        1

      

      	
        2

      
    


    
      	
        3

      

      	
        4

      
    

  


  Return to the Main Menu
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  Epic Story Events: 4.X


  Enter the SCENE MARKER number indicated on the Epic Track.
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        1

      

      	
        2

      
    


    
      	
        3

      

      	
        4

      
    

  


  Return to the Main Menu
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  Epic Story Events: 5.X


  Enter the SCENE MARKER number indicated on the Epic Track.
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        1

      

      	
        2

      
    


    
      	
        3

      
    

  


  Return to the Main Menu
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  1.1.1


  [image: ]


  (The player who initiates chapter reading takes 2 gold.)


  You step out of the air lock and into the streets of Di-ipu Shi. The air is a bit stale, but breathable, smelling faintly of salt and sweat. Stones and sand litter the ground; it feels strange knowing that this was once an ocean floor. You don’t even want to think about what would happen if the oxygen net somehow malfunctioned. You shake your head and start walking into town with the misfit group of gold-seekers you arrived with.


  As you come into the town proper, you hear loud, obnoxious laughter and shouting coming from the saloon. With nothing better to do, you step inside and take a look around. You feel like you’ve been transported back to the Old West: a weathered wooden bar runs the length of the room with shelves full of liquor behind the bartender who stands complete with an apron and handle-bar moustache. It is only the presence of various pieces of highly specialized robotic mining equipment that reminds you where and when you are.


  Several tables are set up for poker, and you see that it was the ruckus of the players that drew you in. On the table you see what players are betting: Japanese yen, small gold nuggets, and even claim deeds. Well, here’s one way you can get started. You always were better than most when it came to poker. You sit down to play a hand.


  Move your player token to the saloon, roll the die, and try to win a claim! (One roll per turn)


  (Bully the table: You may pay 1 gold for each +1 bonus you would like to add to your roll. Bonuses must be applied before the roll is completed.)


  
    
      	
        Roll (+bonuses)

      

      	
        Result

      
    


    
      	
        1-3

      

      	Better luck next time. Perhaps you should play another hand…
    


    
      	
        4+

      

      	Congratulations, you win a claim! Take a claim deed.
    

  


  The saloon is now permanently available for all players to win a claim. When a player lands on the saloon, they may choose to attempt to win a claim instead of using the normal location roll chart. Players roll using the instructions given above. Remember, the Claim location cannot be used by a player until they receive a claim deed.


  After playing a few rounds of poker, you step out of the saloon and notice a large group gathering in the town square. You see that a stage has been set up, with an impassioned man gesturing emphatically under a large banner that reads: “Mayor George Takahashi: Your Best in Mind.” You step closer to hear what’s going on.


  He says, “People of Di-ipu Shi, you have travelled far to seek your fortune, yet make no mistake, we are at war! The outlaw gang Black Fathom and their leader, Black Bart, pose a dire threat to our lives and prosperity. Their acts of thievery and murder are a threat to the very core of our founding principles. I am here as mayor to serve you, the people. As a city, we have a decision to make, and I am happy to take your direction. Do you prefer that our city focuses on maximizing the gold production from our claims, in the hopes that our economic growth will push out these violent elements? Or do you prefer that we spend our resources improving our city’s security and interpersonal relations, knowing that working together will provide added benefits and opportunities? What do you say? Let’s take a vote.”


  All players take a vote. In the case of a tie, the player who picked up the chapter disk for this epic plot event makes the final choice.


  Do you:
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  Choose to focus the city’s direction towards economic production? Or,
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  Choose to focus the city’s direction on security and interpersonal relations?


  If players choose A: Move the chapter and scene markers to Chapter 2, Scene 1.


  If players choose B: Move the chapter and scene markers to Chapter 2, Scene 2.
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  Return to the Main Menu


  


  1.1.2
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  (The player who initiates chapter reading takes 2 gold.)


  You step out of the air lock and into the streets of Di-ipu Shi. The air is a bit stale, but breathable, smelling faintly of salt and sweat. Stones and gravel litter the ground; it feels strange knowing that this was once an ocean floor. You don’t even want to think about what would happen if the oxygen net somehow malfunctioned. You shake your head and start walking into town with the misfit group of gold-seekers you arrived with.


  You decide to think things through over a drink, so you settle down for a moment at the bar of the local saloon. Right next to you are two men excitedly discussing the topic of mining claims. With a few drinks in them, they don’t seem to be concerned about anyone overhearing them, so you listen in curiously.


  “I heard the assayer has a bunch of unclaimed deeds leftover from miners who have died,” one man shared. “Legally, he has to keep them for a year to see if they are claimed by a living relative. And those that aren’t get sent over to the auction house.”


  The other man winks conspiratorially. “I don’t think it would take much digging into past obituaries to find out what claims are just sitting around. A sweet-talker could probably figure a way to convince that old coot that the claim is theirs. Think: who’s going to come all the way down here to the bottom of the ocean to find a forgotten claim? All those deeds end up at auction anyways.”


  You step away from the bar and walk towards the post office to round a few old copies of the local paper. You always thought yourself rather persuasive.


  Move your player token to the assayer, roll the die, and try to persuade him to give you a claim! (One roll per turn)


  (Put on the charm: You may use lore destiny cards to add a bonus to your roll. Bonuses must be applied before the roll is completed.)


  
    
      	
        Roll (+bonuses)

      

      	
        Result

      
    


    
      	
        1-3

      

      	The assayer kicks you out of his office. “Who do you think you are? Trying to take some poor dead soul’s belongings!”
    


    
      	
        4+

      

      	Congratulations, you talked yourself into a claim! Take a claim deed.
    

  


  The assayer is now permanently available for all players to win a claim. When a player lands on the assayer, they may choose to attempt to win a claim instead of using the normal location roll chart. Players roll using the instructions given above. Remember, the Claim location cannot be used by a player until they receive a claim deed.


  As you step out of the assayer’s office, you notice a large group gathering in the town square. You notice a stage has been set up, with an impassioned man gesturing emphatically under a large banner that reads: “Mayor George Takahashi: Your Best in Mind.” You step closer to hear what’s going on.


  He says, “People of Di-ipu Shi, you have travelled far to seek your fortune, yet make no mistake, we are at war! The outlaw gang Black Fathom and their leader, Black Bart, pose a dire threat to our lives and prosperity. Their acts of thievery and murder are a threat to the very foundations of our founding principles. I am here as mayor to serve you, the people. As a city, we have a decision to make, and I am happy to take your direction. Do you prefer that our city focuses on maximizing the gold production from our claims, in the hopes that our economic growth will push out these violent elements? Or do you prefer that we spend our resources improving our city’s security and interpersonal relations, knowing that working together will provide added benefits and opportunities? What do you say? Let’s take a vote.”


  All players take a vote. In the case of a tie, the player who picked up the chapter disk for this epic plot event makes the final choice.


  Do you:
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  Choose to focus the city’s direction towards economic production? Or,
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  Choose to focus the city’s direction on security and interpersonal relations?


  If players choose A: Move the chapter and scene markers to Chapter 2, Scene 1.


  If players choose B: Move the chapter and scene markers to Chapter 2, Scene 2.
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  Return to the Main Menu


  


  1.1.3
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  (The player who initiates chapter reading takes 2 gold.)


  You step out of the air lock and into the streets of Di-ipu Shi. The air is a bit stale, but breathable, smelling faintly of salt and sweat. Stones and gravel litter the ground; it feels strange knowing that this was once an ocean floor. You don’t even want to think about what would happen if the oxygen net somehow malfunctioned. You shake your head and start walking into town with the misfit group of gold-seekers you arrived with.


  As you walk by the sheriff’s office, you notice a large poster hanging near the door.


  It reads, “Anyone who brings in a wanted outlaw, dead or alive, may take the outlaw’s claim deed as reward.” Below that, a long list of bandits and claim jumpers fills up the rest of the poster.


  On the ride down from the surface, you had heard a few old miners talk of one outlaw that was working a claim not too far out of town. You always were handy with a gun, and having had some practice with your SPP-9 deep water pistol, you decide that your fortune is just a shot away. You hum to yourself some old-time Rolling Stones as you head back to the airlock.


  Move your player token to the claim, roll the die, and attack the outlaw! (One roll per turn)


  (Deft maneuvers: You may use conflict destiny cards to add a bonus to your roll. Bonuses must be applied before the roll is completed.)


  
    
      	
        Roll (+bonuses)

      

      	
        Result

      
    


    
      	
        1-3

      

      	You are spotted by a lookout, and a rifle bullet takes a chunk out of the rock next to you. You better try again later when you have the advantage of surprise.
    


    
      	
        4+

      

      	You sneak on to the outlaw’s claim while he sleeps, and put a gun to his head. It doesn’t take much convincing to get him to go with you back to town. Take a claim deed.
    

  


  The claim location is now permanently available for all players to win their own claim. When a player lands on the claim location, they may choose to attempt to win the claim from the outlaw. Players roll using the instructions given above. Remember, the primary Claim location roll chart cannot be used by a player until they receive a claim deed.


  As you come back to town, you notice a large group gathering in the square. You notice a stage has been set up, with an impassioned man gesturing emphatically under a large banner that reads: “Mayor George Takahashi: Your Best in Mind.” You step closer to hear what’s going on.


  He says, “People of Di-ipu Shi, you have travelled far to seek your fortune, yet make no mistake, we are at war! The outlaw gang Black Fathom and their leader, Black Bart, pose a dire threat to our lives and prosperity. Their acts of thievery and murder are a threat to the very foundations of our founding principles. I am here as mayor to serve you, the people. As a city, we have a decision to make, and I am happy to take your direction. Do you prefer that our city focuses on maximizing the gold production from our claims, in the hopes that our economic growth will push out these violent elements? Or do you prefer that we spend our resources improving our city’s security and interpersonal relations, knowing that working together will provide added benefits and opportunities? What do you say? Let’s take a vote.”


  All players take a vote. In the case of a tie, the player who picked up the chapter disk for this epic plot event makes the final choice.


  Do you:
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  Choose to focus the city’s direction towards economic production? Or,
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  Choose to focus the city’s direction on security and interpersonal relations?


  If players choose A: Move the chapter and scene markers to Chapter 2, Scene 1.


  If players choose B: Move the chapter and scene markers to Chapter 2, Scene 2.
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  Return to the Main Menu


  


  2.1.0
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  (The player who initiates chapter reading takes 2 gold.)


  The mayor’s votes have been counted, the people have spoken, and they want production! The city has put a renewed emphasis on research and training, and the results are already beginning to show. Production is up, spirits are high, and the gold is rolling in.


  With the increase in gold production bringing in more and more wealth, the word is quickly spreading across the world. The new gold boom has drawn in many more miners to town, all hoping to make their fortune. With the influx of people comes more opportunities for wealth, but also for disaster. Which will all these people bring?


  All players draw 2 destiny cards.


  As you are walking through town, you take a side alley as a shortcut. Instantly, you regret your decision. Standing casually against the wall of the building are two Black Fathom outlaws, rifling through what looks like a stolen wallet. Both are wearing the gang’s black bandana on their arms, displaying a skull with ‘B’ and ‘F’ in large script. The one with the wallet stops and looks at you with a wicked smile.


  At this point, turning to flee could make things worse, so you decide to try to pass by without incident. You broaden your shoulders and walk a little taller, hoping to look intimidating enough to be left alone. It doesn’t work.


  “Where do you think you’re going?” the other one asks. “This is Fathom territory. You can’t pass without paying the toll.” He holds out his hand, while the other places his hand on a large hunting knife strapped to his belt.


  You’ve got a sizeable bag of gold in your pocket, and decide that while fighting back may not be the smartest option, it would definitely be the most economical one. You feign fear as you cower back with a pathetic grimace. “Please! Don’t hurt me!”


  The men slightly relax as they smile at each other, thinking they’ve found an easy mark.


  “I’ll give you everything I have!” You reach into your pocket, but instead of grabbing your money, you slip your fingers into a pair of brass knuckles you keep for such occasions. Quick as lightning, you throw a punch at the man with the knife, knocking him out cold while the other stands stunned.


  “Now we’ve got a fair fight!” you say as you settle into your fighting stance.


  Attacking: Black Fathom Bandit – D6 + 0 (no bonus)


  Roll 1 die. Have the player to your left roll for the bandit, adding no bonus, then read the result below. Conflict destiny cards may be applied. Player wins on a tie.


  
    
      	
        Duel

      

      	
        Result

      
    


    
      	
        You win!

      

      	
        You still have the advantage as the remaining bandit recovers from the shock of your surprise attack. Instead of squaring himself for the fight, he reaches back for his knife tucked into his belt. A bad decision. You take advantage of his inaction and take a quick jab at his exposed belly. The brass knuckles sink deep and the bandit keels over, gasping for breath. A swift kick to the back of his head, and you leave the two unconscious men in the alley and continue on your way. With any luck, those two will only wake up with a severe headache instead of a set of handcuffs.

        Draw a destiny card. Move the chapter and scene markers to Chapter 3, Scene 1.

      
    


    
      	
        You lose!

      

      	
        The other man’s reflexes are quicker than you hoped. As you settle back from your first punch, he quickly pulls out the knife from his belt. You have to fight a bit more carefully now. His quick slashes show his speed, but his technique is sloppy. He drives the knife towards your gut, but you block the blade with your brass knuckles. Then, as he pulls back for another blow, you hear a shout from the entrance to the alley. A patrolling security officer reaches for his gun, and the bandit takes one look and dashes the other direction. With a sigh of relief, you walk over to the officer to explain what happened.

        Move the chapter and scene markers to Chapter 3, Scene 2.
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  Return to the Main Menu


  


  2.2.0
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  (The player who initiates chapter reading takes 2 gold.)


  The mayor’s votes have been counted, the people have spoken, and they want security! The city focuses its efforts on improvements to their law enforcement. Not only is the city security better equipped, but more personnel have been hired. While crime in the city is down – way down! – the atmosphere is stifling. You feel like you can’t walk down the street without being eyed suspiciously by the patrolling officers.


  Unfortunately, your good looks have gotten you into a bit of trouble. You bear a striking resemblance to the notorious Black Fathom bandit Jessie Jamison, and apparently Jessie recently sabotaged several outlying mines. Security forces have shut down all mining operations during the investigation, and you can’t help but feel that people are eyeing you a bit differently. You’ve got the papers to prove your identity but it doesn’t look like this will end well.


  All mining production for players is halted during the investigation. Unfortunately, the player who initiated this chapter has been mistakenly identified as Jessie Jamison. The mine will be closed for all players until someone defeats this player in a duel. Gold can still be stolen in the duel, as usual, but the current player is able to prove their actual identity and no other consequence will occur.


  With an unexpected bounty on your head, you figure that if you can catch Jessie Jamison before you get caught, perhaps this whole mess can be resolved. After a little investigation, you come up with two leads.


  There have been rumors about a secret Black Fathom meeting taking place in the basement of a pawn shop in town. Also, you’ve been hearing about a large gathering of Black Fathom bandits at the DPV maintenance facility out near the airlock. Which lead should you pursue?


  Do you:
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  Choose to investigate the secret meeting? Or,
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  Look into the gathering of bandits at the edge of town?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        With the onset of night, the city lights dim, creating a shadowed pseudo-twilight. The unnatural dusk makes you realize just how much you have taken the sun and moon for granted.

        You sneak up to the back side of the pawn shop, keeping to the shadows, and you notice a burly bandit lounging against the wall, keeping watch. Next to him is a hatch door that opens to a set of stairs. Pools of light and indistinct voices come up from the basement entrance. With all your strength you hurl a glass bottle high, to the other end of the alley. The loud crash attracts the attention of the guard, who suspiciously walks towards the sound. And, quickly, you slip down the stairs while his back is turned.


        You can hear the voices of bandits in one of the rooms below. Plenty of boxes and barrels make it easy to remain hidden in the basement, and you work your way to a position where you can see and hear what’s going on.


        A throaty voice exclaims, “Then, with the sheriff dead, the town will be ours for the taking!” The bandits show their approval with a smattering of claps, grunts, and foot stomps.


        Gasping, you realize that you’ve stumbled across a conspiracy to murder the sheriff!


        Move the chapter and scene markers to Chapter 3, Scene 3.

      
    


    
      	
        B

      

      	
        Under the pretense of a broken down propulsion vehicle, you enter the DPV maintenance yard. A handful of rough looking repair workers tinker with machines and vehicles of different sorts. You notice a couple of men sporting the Black Fathom bandana on their arms, and they look suspiciously around before they duck behind a large piece of machinery. The foreman sees you looking around and walks over.

        “Can I help you?” he asks, gruffly.


        “I’m trying to find a replacement hydrogen filter for my DPV. I hear that Dai-shun makes a good quality system. Got anything I can use?”


        The foreman grunts. “Just a minute.”


        When he walks out of sight, you casually walk over to the place the bandits disappeared. Behind the machinery, out of sight of the main yard, is the entrance to a warehouse hidden by piles of junk and machine parts. You peer inside and see about two dozen Black Fathom bandits milling around expectantly.


        One of the men calls out, “Not much longer guys! We’re almost ready for the attack. This town will never know what hit them!”


        That doesn’t sound good. In fact, with a group this size, a raid could practically start a war in town!


        Move the chapter and scene markers to Chapter 3, Scene 4.
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  Return to the Main Menu


  


  3.1.0
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  (The player who initiates chapter reading takes 2 gold.)


  Despite occasional conflict with the Black Fathom bandits, production continues and spirits are high. Creating even more of an excited stir, the city research and development team discovered a new method of extracting gold ore at these depths. Everyone’s output is up! Di-ipu Shi is booming!


  From now until the end of the game, for any roll at the mine that results in gold, increase the amount of gold collected by 2. (For example, if you roll a 5, you would collect a total of four gold – two from the roll itself and two from the bonus. However, the gold bonus is not added to low rolls that produce no gold.)


  One morning, as you leave the local diner for breakfast, you hear a deafening boom from down the street. A plume of dust flies out of the bank followed by two masked bandits carrying bulging duffel bags. While everyone stands, dazed and in shock, the two men dash down an alley, out of sight. Gradually, the dust settles, and people begin to congregate around the bank.


  A woman, with a bleeding cut on her forehead, her face smeared with tear-stained dust, comes out of the bank almost hysterical. “Won’t anyone do something? They almost killed me!” She collapses to ground and several gather around to check on her.


  As you stand near the back of the crowd, thoughtful and observant, Mayor Takahashi comes up from behind you.


  “Such a shame. Awful!” He wrings his hands anxiously. “This is too much!” He looks over at you. “I know I’ve seen you around. Remind me of your name again?” (You do.) “I know the town has set our direction towards production, but I can’t help but wonder if we should rethink things. I mean, look at this!” He gestures at the bank. “What do you think? Should we continue to pursue production, hoping that our law enforcement can settle things down on their own? Or do you think we should focus instead on our town’s security?”


  Do you:
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  Continue to focus on production? Or,
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  Change to a new focus on security?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        The mayor considers your response. “Yes, I suppose you’re right. I mean, that’s why we have a sheriff, right? And we are here to mine gold, knowing there are risks involved. Thanks for your input.”

        The mayor shakes your hand then moves towards the bank, looking for some way to help.


        Move the chapter and scene markers to Chapter 4, Scene 1.

      
    


    
      	
        B

      

      	
        The mayor looks relieved by your response. “I’m so glad you think so. I want to honor the wishes of our townspeople, but we can’t let this continue. I’ll start looking into some changes today. Thanks for your support!”

        The mayor shakes your hand then moves towards the bank, looking for some way to help.


        Move the chapter and scene markers to Chapter 4, Scene 3.
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  Return to the Main Menu


  


  3.2.0
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  (The player who initiates chapter reading takes 2 gold.)


  Despite occasional conflict with the Black Fathom bandits, production continues and spirits are high. With business booming, the outfitter is having a sale on new mining equipment.


  From now until the end of the game, anyone who lands on the outfitter can purchase one +3 mining roll bonus for one gold. The player may only purchase one per visit, but may also receive their normal roll outcome as well.


  After spending the afternoon over a couple pints at the saloon, you decide to return back to your claim for a few more hours of work. At the airlock, you find a crowd of people surrounding two men in an argument.


  One of the men is livid, red in the face as he pumps his fist in agitation. “I know it was you. My gold was attached to my belt. You bumped in to me. Now it’s gone!”


  The other man looks suspiciously innocent, but unruffled by the first man’s anger or by the gathering crowd. “Sorry, man. I don’t know what you’re talking about. You’ve made a mistake.”


  “I don’t think so. You’re one of the Black Fathom, a bunch of no-good, rotten, thieving, scoundrels.” He grabs the man’s arm where a black bandana is tied, a skull and the embroidered letters ‘B’ and ‘F’ visible. “I know your kind.”


  The bandit’s eyes take on a dark steely gaze. “Nobody touches me.” In an instant, his pistol whips out and a single shot is heard. The angry man looks shocked for a split second, then slumps down to the ground, dead. The bandit looks casually down at his lifeless body, “See, I told you. You’ve made a mistake.” Then he walks off to the airlock.


  As the crowd stands looking on, shocked, Mayor Takahashi pushes his way in and comes up beside you.


  “Oh, no! This is terrible!” He wrings his hands anxiously. “This is too much!” He looks over at you. “I know I’ve seen you around. Remind me of your name again?” (You do.) “I know the town has set our direction towards production, but I can’t help but wonder if we should rethink things. I mean, look at this!” He gestures at the man’s body in the street. “What do you think? Should we continue to pursue production, hoping that our law enforcement can settle things down on their own? Or do you think we should focus instead on our town’s security?”


  Do you:
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  Continue to focus on production? Or,
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  Change to a new focus on security?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        The mayor considers your response. “Yes, I suppose you’re right. I mean, that’s why we have a sheriff, right? And we are here to mine gold, knowing there are risks involved. Thanks for your input.”

        The mayor shakes your hand then moves off into the crowd, looking for some way to help.


        Move the chapter and scene markers to Chapter 4, Scene 2.

      
    


    
      	
        B

      

      	
        The mayor looks relieved by your response. “I’m so glad you think so. I want to honor the wishes of our townspeople, but we can’t let this continue. I’ll start looking into some changes today. Thanks for your support!”

        The mayor shakes your hand then moves off into the crowd, looking for some way to help.


        Move the chapter and scene markers to Chapter 4, Scene 4.
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  Return to the Main Menu


  


  3.3.0
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  (The player who initiates chapter reading takes 2 gold.)


  The dastardly deed was done before anyone could act. One night, while the sheriff slept in his bed, two Black Fathom gang members broke into his house and killed him in his sleep. This was no duel of honor, but a cold blooded assassination! The next morning, the town of Di-ipu Shi was in a frenzy. With the sheriff dead, what would happen next?


  Now that local law enforcement is out of the picture, until the end of the game, duels between players become more rewarding. Winners of duels (regardless of who started the duel) now can steal 4 gold from the loser. (If the loser of the duel does not have 4 gold, take only what they currently own.)


  You walk into the town square and notice several groups of townspeople whispering in nervous huddled groups, suspiciously eyeing anyone passing by. Suddenly, you feel a hand on your shoulder, and you spin around threateningly, only to find that it is Mayor Takahashi.


  “Oh, I’m sorry! I didn’t mean to surprise you.” He wrings his hands anxiously. “I know I’ve seen you around, but I’m forgetting your name. Remind me again?” (You do.) “I’m looking for a little advice – an honest word from one of my constituents. I know the town has set our direction towards security, but I can’t help but wonder if we should rethink things. I’ve made some calls to the Japanese government and they will be sending in a military security detail. I can’t believe it has come to this!” He throws his hands up in exasperation.


  “Maybe our town should back off from pursuing Black Fathom, so as not to further provoke their anger, and instead focus back on what we are all here for: gold production. But then again, with the combined efforts of our own law enforcement and the Japanese military, perhaps we can wipe out Black Fathom once and for all. What do you think?


  Do you:
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  Change to a new focus on production? Or,
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  Continue to focus on security?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        The mayor looks relieved by your response. “I’m so glad you think so. I want to honor the wishes of our townspeople, but I don’t feel we are capable of handling this kind of violence. Let’s leave Black Fathom to the Japanese military. Thanks for your support!”

        The mayor shakes your hand then walks off towards his office, visibly lighter.


        Move the chapter and scene markers to Chapter 4, Scene 1.

      
    


    
      	
        B

      

      	
        The mayor considers your response. “Yes, I suppose you’re right. I mean, if we can’t handle our own, what are we doing here, right? Black Fathom will be brought to justice for their crimes! Thanks for your input.”

        The mayor shakes your hand then walks off towards his office, his face sober but resolved.


        Move the chapter and scene markers to Chapter 4, Scene 3.
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  Return to the Main Menu


  


  3.4.0
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  (The player who initiates chapter reading takes 2 gold.)


  As you are shopping in the outfitter, you suddenly hear lots of shouting outside. You step out of the store and find flames billowing out of the grocery store windows across the street. You cough; the air hangs heavy with a dark smoky haze. A siren blares far down the street announcing the coming of the town’s fire patrol. You overhear frightened whispers between the onlookers: “Black Fathom…”


  Rumors of the gathering horde of Black Fathom members had been spreading throughout town for the last couple days, since a large group was discovered meeting at the DPV repair yard. Apparently, it was not enough time to prevent this tragedy.


  Later that evening, you find the sheriff speaking to a large crowd in the bar. “If we all join together, we can eradicate Black Fathom from our town. I need men and women volunteers who are willing to become honorary deputees, charged with seeking out the Black Fathom members and bringing them to justice, dead or alive! Who is with me?”


  Before you even realize what you’re doing, your hand is raised and you walk towards the sheriff.


  Black Fathom bandits roam the countryside. You and many others sign up as honorary deputies. A bounty of 3 gold is placed on each one’s head.


  Place 4 bandit markers around the board only on event spaces, not locations. (The current player chooses on which spaces to place the bandits.) Each bandit must be on its own space. When someone lands on the space, they are required to duel the bandit before anything else happens on the space (like flipping or taking a token, or dueling another player). Both conflict and lore bonuses may be applied. The player wins on a tie roll.


  
    
      	
        If you win

      

      	
        The 3 gold bounty is immediately awarded and the bandit token is removed. If any other gold has been placed on the bandit, take that too.

      
    


    
      	
        If you lose

      

      	
        Two gold are stolen by the bandit and placed on top of the bandit token, to be awarded to a later winner. Player must move one or two spaces forward (like a normal duel). The bandit remains on the space.

      
    

  


  The next day, you walk into the town square and notice several groups of townspeople whispering in nervous huddled groups, suspiciously eyeing anyone passing by. Suddenly, you feel a hand on your shoulder, and you spin around threateningly, only to find that it is Mayor Takahashi.


  “Oh, I’m sorry! I didn’t mean to surprise you.” He wrings his hands anxiously. “I know I’ve seen you around, but I’m forgetting your name. Remind me again?” (You do.) “I’m looking for a little advice – an honest word from one of my constituents. I know the town has set our direction towards security, but I can’t help but wonder if we should rethink things. I’ve made some calls to the Japanese government and they will be sending in a military security detail. I can’t believe it has come to this!” He throws his hands up in exasperation.


  “I know the sheriff has his own ideas, but maybe our town should back off from pursuing Black Fathom, so as not to further provoke their anger, and instead focus back on what we are all here for: gold production. But then again, with the combined efforts of our own law enforcement and the Japanese military, perhaps we can wipe out Black Fathom once and for all. What do you think?


  Do you:
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  Change to a new focus on production? Or,
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  Continue to focus on security?


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        The mayor looks relieved by your response. “I’m so glad you think so. I want to honor the wishes of our townspeople, but I don’t feel we are capable of handling this kind of violence. Let’s leave Black Fathom to the Japanese military. Thanks for your support!”

        The mayor shakes your hand then walks off towards his office, visibly lighter.


        Move the chapter and scene markers to Chapter 4, Scene 2.

      
    


    
      	
        B

      

      	
        The mayor considers your response. “Yes, I suppose you’re right. I mean, if we can’t handle our own, what are we doing here, right? Black Fathom will be brought to justice for their crimes! Thanks for your input.”

        The mayor shakes your hand then walks off towards his office, his face sober but resolved.


        Move the chapter and scene markers to Chapter 4, Scene 4.
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  Return to the Main Menu


  


  4.1.0
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  (The player who initiates chapter reading takes 2 gold.)


  You are on your way to the air lock, about to leave for your claim, when you see a long line of armed Japanese military soldiers marching in formation, on their way to the center of town. Though they look impressive in their uniforms, you wonder how they will do against the guerilla tactics of Black Fathom. The Japanese government has a lot at stake in this venture, so you suppose they know what they’re doing. Hopefully, the military won’t interfere with your own mining, as your profits are growing daily!


  While Black Fathom is still a problem, gold production is at the highest it’s ever been. New veins of ore were discovered in unclaimed territory just south of Di-ipu Shi. Without proper claims in place, it has essentially become “first come, first serve:” swarms of prospectors competing for just a limited amount of gold.


  The current player places 9 gold on the event space of their choice (not on a location). Every time a player lands on this space, they may take 3 gold until the supply runs out. If another player is on the space, a duel happens before any gold is taken to determine whether the current player can take the gold. (A lost duel means they must move 1 or 2 spaces forward without taking gold. All other duel rules apply.)


  Just as the soldiers are out of sight, you hear a shrill scream from the direction of the airlock. A young girl, no more than 16 years old, violently struggles as she is dragged away by a Black Fathom bandit. Two of the airlock security detail reach for their tasers, but another bandit following behind takes out his pistol and shoots them dead before they can even draw. You watch helplessly as they enter the airlock with the frightened girl.


  The bandit who shot the security personnel catches your eye before the airlock doors close. A jagged scar runs the length of his face, from his eye to his jawline. With a scar like that, it could be none other than the infamous Black Fathom leader, Black Bart himself! Black Bart smirks and the scar turns a deep purple. Winking, he puts his index finger to his lips, warning you to be silent, then mimes his finger as a gun and points it at you. The doors close.


  The airlock chamber takes a full fifteen minutes to pressurize, exit the passengers, then decompress again. More than enough time for them to exit without a trace. You turn the other direction and race to catch up to the marching soldiers. Time is of the essence! The mayor needs to be alerted immediately!


  Move the chapter and scene markers to Chapter 5, Scene 1.


  A word to the player: Completing Chapter 5 will end the game. In order to succeed, a wise player would come prepared with bonuses to use, bonuses of conflict, lore, or movement. The player who successfully completes Chapter 5 will also get a gold bonus at the conclusion, so don’t be afraid to come from behind for the win!
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  (The player who initiates chapter reading takes 2 gold.)


  You are on your way to the saloon, when you see a long line of armed Japanese military soldiers marching in formation, on their way to the sheriff’s office. Though they look impressive in their uniforms, you wonder how they will do against the guerilla tactics of Black Fathom. The Japanese government has a lot at stake in this venture, so you suppose they know what they’re doing. Hopefully, the military won’t interfere with your own mining, as your profits are growing daily!


  While Black Fathom is still a problem, gold production is at the highest it’s ever been. In fact, to capitalize on the current boom, the saloon opened up an official casino. Why settle for the meager amounts of gold in the ground, when you can win big with just a little luck?


  From now until the end of the game, when a player lands on the saloon, they may choose to gamble craps at the casino before the normal location event roll. A player may only play one time per turn. The following rules apply for gambling:


  
    	A player bets 4 gold pieces to play (they must have the full amount).


    	A coming out roll is performed, using 2 dice. The resulting totaled number is called the “point.”


    	If the point is a 7 or 11 – a “natural” – the player immediately triples their money (12 gold) and ends the gambling session.


    	If the point is a 2, 3, or 12 – called “craps” – the player immediately loses their bet and ends the session.


    	Otherwise, the player continues to roll until they either roll the point again or until they roll a 7.


    	If the player hits the point before rolling a 7, they double their bet (8 gold) and end the session.


    	If the player rolls a 7 before hitting their point, they lose their bet and end the session.

  


  The current player is moved to the saloon immediately, where they have the option to gamble (and perform the location event roll) if they choose before completing their turn.


  As you walk from the saloon to the airlock, on your way back to your claim, you hear a shrill scream from up ahead. A young girl, no more than 16 years old, violently struggles as she is dragged away by a Black Fathom bandit. Two of the airlock security detail reach for their tasers, but another bandit following behind takes out his pistol and shoots them dead before they can even draw. You watch helplessly as they enter the airlock with the frightened girl.


  The bandit who shot the security personnel catches your eye before the airlock doors close. A jagged scar runs the length of his face, from his eye to his jawline. With a scar like that, it could be none other than the infamous Black Fathom leader, Black Bart himself! Black Bart smirks and the scar turns a deep purple. Winking, he puts his index finger to his lips, warning you to be silent, then mimes his finger as a gun and points it at you. The doors close.


  The airlock chamber takes a full fifteen minutes to pressurize, exit the passengers, then decompress again. More than enough time for them to exit without a trace. You turn the other direction and race into town. Time is of the essence! The mayor needs to be alerted immediately!


  Move the chapter and scene markers to Chapter 5, Scene 1.


  A word to the player: Completing Chapter 5 will end the game. In order to succeed, a wise player would come prepared with bonuses to use, bonuses of conflict, lore, or movement. The player who successfully completes Chapter 5 will also get a gold bonus at the conclusion, so don’t be afraid to come from behind for the win!
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  (The player who initiates chapter reading takes 2 gold.)


  You are on your way to the air lock, about to leave for your claim, when you see a long line of armed Japanese military soldiers marching in formation, on their way to the town square. Though they look impressive in their uniforms, you wonder how they will do against the guerilla tactics of Black Fathom. The Japanese government has a lot at stake in this venture, so you suppose they know what they’re doing. Hopefully, the military won’t interfere with your own mining, as your profits are growing daily!


  Since Black Fathom is still a problem, the town has continued to focus on added security measures. Their latest development is the creation of faster, more secure transportation. No more robberies and hijacked vehicles along the ocean floor trade routes!


  From now until the end of the game, players may add 1to their movement die roll at the beginning of their turn. This added bonus is optional. Players may not subtract 1 from their movement roll. (For example, if a player rolls a “3,” they may move either 3 or 4 spaces.)


  Just as the soldiers are out of sight, you hear a shrill scream from up ahead. A young girl, no more than 16 years old, violently struggles as she is dragged away by a Black Fathom bandit. Two of the airlock security detail reach for their tasers, but another bandit following behind takes out his pistol and shoots them dead before they can even draw. You watch helplessly as they enter the airlock with the frightened girl.


  The bandit who shot the security personnel catches your eye before the airlock doors close. A jagged scar runs the length of his face, from his eye to his jawline. With a scar like that, it could be none other than the infamous Black Fathom leader, Black Bart himself! Black Bart smirks and the scar turns a deep purple. Winking, he puts his index finger to his lips, warning you to be silent, then mimes his finger as a gun and points it at you. The doors close.


  The airlock chamber takes a full fifteen minutes to pressurize, exit the passengers, then decompress again. More than enough time for them to exit without a trace. You turn the other direction and race into town. Time is of the essence! The mayor needs to be alerted immediately!


  Move the chapter and scene markers to Chapter 5, Scene 1.


  A word to the player: Completing Chapter 5 will end the game. In order to succeed, a wise player would come prepared with bonuses to use, bonuses of conflict, lore, or movement. The player who successfully completes Chapter 5 will also get a gold bonus at the conclusion, so don’t be afraid to come from behind for the win!
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  (The player who initiates chapter reading takes 2 gold.)


  You are sitting at the bar of the saloon, enjoying a pint at the end of a long day at the claim. As of late, the town has felt on edge, anxious and suspicious. The increased security, while helping keep Black Fathom under control, has increased the tension for everyone. Fortunately, the saloon is one of the few places where it is easy to relax.


  A harsh voice shouts out from a table behind you. Well, perhaps not everyone is as relaxed as you. Suddenly you are shoved forward as a man is knocked back into you. You spill beer everywhere. Turning around to see what’s going on, you see a man’s fist headed right for your face. Quickly, you duck your head and forcefully jab your fist into his gut, bringing him down to the floor, gasping for air.


  All the commotion brings in several others from outside, who quickly take sides and join in. What’s going on? Before you can figure out an answer, you see someone else rushing towards you, furious. You dodge to the side and let momentum do the rest. Everyone is so heated, no one knows who started the fight or why. Better defend yourself!


  Bar fight! All players move to saloon to duel. The final winner of the duel gets an extra turn (after the current turn is over) and steals two gold from all the losers (except from non-player patrons). Both conflict and lore cards can be played for bonuses. Ties result in a reroll.


  All players duel each other tournament style until there is a single winner. Once a player loses, they are out of the fight. Fight order is determined by each players total number of collected gold coins. (Ties are broken by a die roll.) The resulting order remains through all rounds of the fight. For each round, the highest ranked player fights against the next highest ranked player.


  If there are an odd number of players in any given round, a random bar patron (rolled by another player) fills in to even out the fight, fighting against the lowest ranked player. The patron plays with no bonuses, and continues to the next round if he wins. If a bar patron wins the fight overall, no one loses or gains gold.


  After the fight is over, all players remain at the saloon. Players who have not yet moved this turn will move from the saloon to their next location.


  An hour later, after you have cleaned yourself up, you are on your way to the air lock when you see a long line of armed Japanese military soldiers marching in formation, on their way to the town square. Though they look impressive in their uniforms, you wonder how they will do against the guerilla tactics of Black Fathom. The Japanese government has a lot at stake in this venture, so you suppose they know what they’re doing. Hopefully, the military won’t interfere with your own mining, as your profits are growing daily!


  Just as the soldiers are out of sight, you hear a shrill scream from up ahead. A young girl, no more than 16 years old, violently struggles as she is dragged away by a Black Fathom bandit. Two of the airlock security detail reach for their tasers, but another bandit following behind takes out his pistol and shoots them dead before they can even draw. You watch helplessly as they enter the airlock with the frightened girl.


  The bandit who shot the security personnel catches your eye before the airlock doors close. A jagged scar runs the length of his face, from his eye to his jawline. With a scar like that, it could be none other than the infamous Black Fathom leader, Black Bart himself! Black Bart smirks and the scar turns a deep purple. Winking, he puts his index finger to his lips, warning you to be silent, then mimes his finger as a gun and points it at you. The doors close.


  The airlock chamber takes a full fifteen minutes to pressurize, exit the passengers, then decompress again. More than enough time for them to exit without a trace. You turn the other direction and race into town. Time is of the essence! The mayor needs to be alerted immediately!


  Move the chapter and scene markers to Chapter 5, Scene 1.


  A word to the player: Completing Chapter 5 will end the game. In order to succeed, a wise player would come prepared with bonuses to use, bonuses of conflict, lore, or movement. The player who successfully completes Chapter 5 will also get a gold bonus at the conclusion, so don’t be afraid to come from behind for the win!


  [image: ]


  Return to the Main Menu


  


  5.1.0


  [image: ]


  It has been almost 24 hours since the girl’s abduction, and there have been no clues to her whereabouts. Search parties have been leaving the town regularly, investigating rumored Black Fathom hideouts, but nothing has been found so far.


  You decide to head back to your claim to round up some supplies that will aid the search parties. Riding your DPV, weaving through the last underwater canyon before your claim, you notice some distant moving lights up ahead, dim and faded through the murky ocean depths. You quickly shut down your running lights, leaving you in near darkness, but fortunately you know the route to your claim like the back of your hand.


  Pulling up at the claim entrance you see several divers unloading mining equipment, getting ready for work, with the tell tale insignia of Black Fathom patched onto their suits. Bandit claimjumpers! They must have just arrived because no one has been set yet as lookout.


  Scanning the scene you notice one of the members seemed to be sitting down close to the mine entrance. No, not sitting down… tied down. Looking closely at the face through the diving helmet, you realize it’s the girl!


  Something has to be done! But what?


  Do you:
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  Use your strength to overpower the men? (Using conflict bonuses) Or,
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  Use your wits to outsmart the men? (Using lore bonuses) Or,
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  Use your agility to outmaneuver the men? (Using movement bonuses)


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        Confident in your raw strength, you propel yourself in with the element of surprise and throw yourself at the first bandit.

        Roll the die, using your conflict bonuses before you roll.


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              1-5

            

            	
              While your strength may be more than a match for any one person, you didn’t think you would have to face all three of the bandits at the same time. Jumping at the first bandit, you catch him by surprise, but the other two are on top of you quicker than you expected. Wrestling underwater isn’t a skill many are proficient in, you included.


              Before things could turn from bad to worse, you are able break free from the bandits, kicking up some sediment from the ocean floor in the process, creating an opaque cloud of dirty mud. Using the lack of visibility to your advantage, you hastily retreat and rethink how best to approach the situation.


              Lose a turn.


              Move the chapter and scene markers to Chapter 5, Scene 2.

            
          


          
            	
              6+

            

            	
              While the other two bandits have their back turned, you jump out at the third bandit. Before he can react from the surprise attack, you smash his helmet forcefully into a pointed rock. The faceplate shatters and instantly depressurizes his suit, and the full force of the ocean depths rush in, the pressure killing him instantly.


              Not even taking the time to process the moment, you move right over to the other two bandits, reaching your arm around the throat of one and squeezing, cutting off his air flow. While he futilely struggles in your iron grip, you draw his underwater pistol from his side and point it at the last remaining bandit. Knowing he has been beaten, he raises his hands in surrender.


              You look into the disgusted eyes of Black Bart himself. The victory is yours!


              Immediately read Chapter 5, Scene 3.

            
          

        

      
    


    
      	
        B

      

      	
        Scanning the surrounding area, you see that you can use the canyon to your advantage. After making a few mental calculations, you climb up unseen to the top of one of the cliffs looking over the site. Let’s see if you can start an avalanche!

        Roll the die, using your lore bonuses before you roll.


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              1-5

            

            	
              While your calculations of force and velocity accounted for the pressures at this depth, you neglected to consider the flow of the surrounding current. The boulder that you rolled off the ledge didn’t land right, leaving all the rubble and scree on the cliff face intact. In fact, all the boulder did was stir up a cloud of murky sediment at the bottom, enveloping the bandits below.


              You best get out of here before the dust settles and you are seen!


              Lose a turn.


              Move the chapter and scene markers to Chapter 5, Scene 2.

            
          


          
            	
              6+

            

            	
              Your plan worked perfectly! Rolling a boulder off the top of the cliff, it bounced its way down the rocky face, loosening all the rubble and scree. By the time the boulder landed at the site of the mine, a pile of rocks were right behind it.


              Before the bandits could react, they were completely covered by the avalanche of rock. When the murky dust finally settled all that could be seen was the girl, still safely tied at the entrance, and one of the bandits halfway covered by rock, incapacitated but still alive.


              After climbing back down, you head over to the bandit and see the tell-tale scar running across his face. You look into the disgusted eyes of Black Bart himself. The victory is yours!


              Immediately read Chapter 5, Scene 3.

            
          

        

      
    


    
      	
        C

      

      	
        You recall that there is a hydrothermal vent close by, and a plan begins to form. It will take some dexterity, but perhaps you can use your knowledge to your advantage.

        Roll the die, and try to get a result of ‘4’. You may use any movement bonuses you have to add or subtract from your die roll. (Do not count the epic plot event bonus [from 4.3], if it is in effect.)


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              1-3


              or


              5+

            

            	
              Before the bandits can realize what is happening, you propel yourself right through the middle of camp and out the other side. In surprise, the bandits just watch as you swim by until one of them gestures at you wildly, instructing the others to catch you.


              You know that the vent is right around the corner, but you aren’t fast enough. One of the bandits grabs you from behind and pushes you to the ocean floor. Fortunately, all the movement kicked up a big cloud of sediment, and you are able to slip away unseen.


              Your plan has failed! You best get out of here before the dust settles.


              Lose a turn.


              Move the chapter and scene markers to Chapter 5, Scene 2.

            
          


          
            	
              4

            

            	
              Before the bandits can realize what is happening, you propel yourself right through the middle of camp and out the other side. In surprise, the bandits just watch as you swim by until one of them gestures at you wildly, instructing the others to catch you.


              Knowing that the vent is right around the corner, you look behind to see if your plan is working. All three of the bandits are giving chase. Perfect! Just as you round the next rocky outcropping, you stop yourself and move quickly upwards. The bandits come flying around the corner, only to find themselves in the middle of a boiling hot hydrothermal plume! The heat melts holes in two of the bandits’ suits and the deep sea pressure kills them instantly. The other bandit, trailing a little ways behind, is able to stop himself quickly enough to only get a faceful of soot, obscuring his view. While he thrashes around on the ground, attempting to wipe off his helmet, you grab his holstered weapon, aim it at him, and patiently wait until he finishes.


              Through the blackened bubble, you can see the tell-tale scar running across the bandit’s face. You look into the defeated eyes of Black Bart himself. The victory is yours!


              Immediately read Chapter 5, Scene 3.
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  Word has spread quickly. “The girl has been found! She’s being held captive at a nearby claim!” While everyone is getting groups together and gathering weapons and supplies, you trust enough in your own abilities to go after her alone.


  You drive your DPV to the claim, but before you get close you stash your vehicle behind some rocks and climb up one of the ridges overlooking the camp. Apparently, the bandits are waiting for an all out attack, all of them ready in strategic spots, in position to hold off an entire army funneling through the canyon.


  Scanning the rest of the scene below you notice another figure, cowering in fear and tied to a stake in the ground near the entrance to the mine. It must be the girl!


  Something has to be done! But what?


  Do you:
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  Use your strength to overpower the men? (Using conflict bonuses) Or,
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  Use your wits to outsmart the men? (Using lore bonuses) Or,
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  Use your agility to outmaneuver the men? (Using movement bonuses)


  
    
      	
        Choice

      

      	
        Result

      
    


    
      	
        A

      

      	
        Confident in your raw strength, you propel yourself in with the element of surprise and throw yourself at the first bandit.

        Roll the die, using your conflict bonuses before you roll.


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              1-5

            

            	
              While your strength may be more than a match for any one person, you didn’t think you would have to face all three of the bandits at the same time. Jumping at the first bandit, you catch him by surprise, but the other two are on top of you quicker than you expected. Wrestling underwater isn’t a skill many are proficient in, you included.


              Before things could turn from bad to worse, you are able break free from the bandits, kicking up some sediment from the ocean floor in the process, creating an opaque cloud of dirty mud. Using the lack of visibility to your advantage, you hastily retreat and rethink how best to approach the situation.


              Lose a turn.


              Move the chapter and scene markers to Chapter 5, Scene 2.

            
          


          
            	
              6+

            

            	
              While the other two bandits have their back turned, you jump out at the third bandit. Before he can react from the surprise attack, you smash his helmet forcefully into a pointed rock. The faceplate shatters and instantly depressurizes his suit, and the full force of the ocean depths rush in, the pressure killing him instantly.


              Not even taking the time to process the moment, you move right over to the other two bandits, reaching your arm around the throat of one and squeezing, cutting off his air flow. While he futilely struggles in your iron grip, you draw his underwater pistol from his side and point it at the last remaining bandit. Knowing he has been beaten, he raises his hands in surrender.


              You look into the disgusted eyes of Black Bart himself. The victory is yours!


              Immediately read Chapter 5, Scene 3.

            
          

        

      
    


    
      	
        B

      

      	
        Scanning the surrounding area, you see that you can use the canyon to your advantage. After making a few mental calculations, you climb up unseen to the top of one of the cliffs looking over the site. Let’s see if you can start an avalanche!

        Roll the die, using your lore bonuses before you roll.


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              1-5

            

            	
              While your calculations of force and velocity accounted for the pressures at this depth, you neglected to consider the flow of the surrounding current. The boulder that you rolled off the ledge didn’t land right, leaving all the rubble and scree on the cliff face intact. In fact, all the boulder did was stir up a cloud of murky sediment at the bottom, enveloping the bandits below.


              You best get out of here before the dust settles and you are seen!


              Lose a turn.


              Move the chapter and scene markers to Chapter 5, Scene 2.

            
          


          
            	
              6+

            

            	
              Your plan worked perfectly! Rolling a boulder off the top of the cliff, it bounced its way down the rocky face, loosening all the rubble and scree. By the time the boulder landed at the site of the mine, a pile of rocks were right behind it.


              Before the bandits could react, they were completely covered by the avalanche of rock. When the murky dust finally settled all that could be seen was the girl, still safely tied at the entrance, and one of the bandits halfway covered by rock, incapacitated but still alive.


              After climbing back down, you head over to the bandit and see the tell-tale scar running across his face. You look into the disgusted eyes of Black Bart himself. The victory is yours!


              Immediately read Chapter 5, Scene 3.

            
          

        

      
    


    
      	
        C

      

      	
        You recall that there is a hydrothermal vent close by, and a plan begins to form. It will take some dexterity, but perhaps you can use your knowledge to your advantage.

        Roll the die, and try to get a result of ‘4’. You may use any movement bonuses you have to add or subtract from your die roll. (Do not count the epic plot event bonus [from 4.3], if it is in effect.)


        
          
            	
              Roll

            

            	
              Result

            
          


          
            	
              1-3


              or


              5+

            

            	
              Before the bandits can realize what is happening, you propel yourself right through the middle of camp and out the other side. In surprise, the bandits just watch as you swim by until one of them gestures at you wildly, instructing the others to catch you.


              You know that the vent is right around the corner, but you aren’t fast enough. One of the bandits grabs you from behind and pushes you to the ocean floor. Fortunately, all the movement kicked up a big cloud of sediment, and you are able to slip away unseen.


              Your plan has failed! You best get out of here before the dust settles.


              Lose a turn.


              Move the chapter and scene markers to Chapter 5, Scene 2.

            
          


          
            	
              4

            

            	
              Before the bandits can realize what is happening, you propel yourself right through the middle of camp and out the other side. In surprise, the bandits just watch as you swim by until one of them gestures at you wildly, instructing the others to catch you.


              Knowing that the vent is right around the corner, you look behind to see if your plan is working. All three of the bandits are giving chase. Perfect! Just as you round the next rocky outcropping, you stop yourself and move quickly upwards. The bandits come flying around the corner, only to find themselves in the middle of a boiling hot hydrothermal plume! The heat melts holes in two of the bandits’ suits and the deep sea pressure kills them instantly. The other bandit, trailing a little ways behind, is able to stop himself quickly enough to only get a faceful of soot, obscuring his view. While he thrashes around on the ground, attempting to wipe off his helmet, you grab his holstered weapon, aim it at him, and patiently wait until he finishes.


              Through the blackened bubble, you can see the tell-tale scar running across the bandit’s face. You look into the defeated eyes of Black Bart himself. The victory is yours!


              Immediately read Chapter 5, Scene 3.
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  With Black Bart now in your custody, securely restrained, you head back to the girl, tied to a stake near the entrance to your mine. She watches you with grateful eyes as you release her from the ropes that held her captive, and when you finish she jumps to her feet and gives you a huge hug. You smile, knowing that this moment is going to change everything – for her, for you, and for all the city.


  Three days later…


  You are standing on a makeshift stage in the town square, next to a smiling Mayor Takahashi, with hundreds of people standing around you, applauding and cheering. With an official sheriff’s deputy star pinned to your lapel, things will be different now. Your luck has finally changed.


  The mayor finishes his speech: “And now, after not only rescuing one of our cities youth, but also striking a fatal blow into the outlaw gang Black Fathom, capturing their despicable leader, as a gesture of thanks from an indebted town, we award you this bounty of gold!”


  The mayor hands you a sack, heavy with gold pieces, and the crowd goes wild…


  Collect 3 + 1D6 gold.


  The game is over – congratulations! All players now count up their collected gold. The player with the most gold wins!
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