Hijacking Trade

When you play a trade card, if there is another Viking ship in the region he or she can attempt to
hijack the trade by doing a Viking-to-Viking Challenge. There is no +1 bonus for the challenger. The
winner of the Viking challenge is the one who scores the points for the trade!

For the Viking challenge. if the original trader wins, he scores for the trade plus gets the points
for winning the Viking Challenge. If the original trader loses the Viking challenge he does not lose
points, as the winner of the Viking challenge is trading instead.

If the player hijacking the trade wins the Viking challenge he does not get the points for the Viking
challenge but does for the trade. Hence it might be wise not to trade when other Vikings are
around.

End of Game
At the end of the game, points are calculated in the same manner. Then additional land points are
scored equal to the region value for each existing settlement meeple in that region per player.

For example, Viking A has two settlement meeples in Scotland, He
would score 4 extra land points for those two settlement meeples

totaled (2 + 2). For this version, land is worth considerably more
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Introduction

"Land, wealth, and fame". These are what motivated the Vikings to travel far from their native lands.

Tribal leaders of the Viking clans all wanted to be king of their homeland. They went out to discover
new lands, and then raided, traded and settled them to expand their influence. Attracting followers
with their exploits, these Vikings became known as Sea Kings.

Sea Kings is a game for 2-6 players. Whichever player accumulates the most “land, wealth, and
fame" will be the winner, the one most likely to become a king in Scandinavia.

Components :
The game includes a map of the Viking World, Viking ships ¢ \ ! settlement meeples .

scoring markers for famel, land (use settlement meeple), wealth @, and two dice. The cards
have three differently-colored backs to separate Main cards from Special Events cards and
Character cards.

& 8

Game Board

The game board depicts the
regions where Vikings were
active. Regions, represented
by circles, are connected by
blue lines. Each region contains
a box with numbers, showing

the values for that region.
Regions are red or green
circles. Red circle regions may
not be settled.

For example, Scotland (a region value of 2) and Scandinavia
(a region value of 4) are connected by the blue line between
them. Scotland may be settled. Scandinavia may not




How to Win

The game ends when the last card of the play deck is drawn, and the final round is completed
(so that everyone has had an equal number of plays). At the end of the game., the player who
has scored the most points wins. Points are scored for successful discovery, trading. raiding, and
settlement. Points are tracked using the fame, wealth and land markers placed on the number
track around the edge of the board.

Setup

Each player selects a color group consisting of: Viking ship, settlement meeples, and scoring
markers. Place scoring markers on the Scoring Track as players earn points. Place your Viking ship
in Scandinavia.

Separate the cards into three decks; General cards, Red Raven cards, and Character cards. From
the Special Event deck, set aside the "Frankish Castle" card.

Using the Character cards, shuffle them and deal three cards to each player in a two to four player
game or two cards to each player in a five or six player game. Players select one of the dealt
Character cards to be their Sea King and place it face up, and the others face down to use the quick
reference chart side of the card.

Character (ards \

These are not shuffled into the play deck. The Sea King character
special abilities can be used throughout the entire game. Special
abilities only apply to the owning player. On the back side of
every character card there is a helpful chart of the game turn
sequence and scoring for your quick reference during gameplay.
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Shuffle the General cards ONLY and deal six (6) cards to each player (each player may look at only
his cards). Then shuffle all the remaining General cards with the Red Raven cards and count out 15
cards. Mix the "Frankish Castles” card into these 15, and place these at the bottom of the deck. This is
now the play deck,
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Red Raven (ard Backs )
Shuffled with the General

cards to create the play deck.
These are red backed and
played immediately when
drawn. They affect all players
but don't count as an action.

General Card Backs

Shuffled with the Red Raven
cards to create the play deck.
General cards are for basic
actions in game play. Players
choose when to play.
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Sequence of Play

Determine playing order, youngest player first, then proceed clockwise.

There are two actions per player with 5 or 6 players. There are three actions per player if there are 2
to 4 players.

During your turn you may do two or three (depending on the number of players) of the following
actions. You may do the same action twice, if you wish, but never more than twice:

Challenge another Viking if you begin the turn in the same region
Move yourself (your Viking ship) to an adjacent connected region
Draw a card from the play deck

Play a card from your hand

You may choose not to do some of these; you may even choose to do nothing at all, if you wish.

\
( Examples of Sequence of Play With Three Actions:
First example: You could move from Scandinavia to The Isles, play a Raid

The Isles card and resolve it, and then move from The Isles to the Icelandic
Seas. (You could not draw a card because it would be a fourth action.)

Second example: You could move from Scandinavia to East Frankia, then draw two cards.

Third example: You could move from Scandinavia to East Frankia, play Raid
East Frankia and resolve it, then play Settle East Frankia and resolve it.

Fourth example: While in Iberia you could play a Trade Iberia card, then
move to Mediterranean, then play Discover Mediterranean card.

Fifth example: Move from Scandinavia to Northeast England to Southwest England, then
draw a card. Then in your next turn, play Raid Southwest England and draw two cards.
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(hallenging another Viking

When you begin your turn in a region with another Viking. you may challenge that Viking (No
challenges are allowed in the first turn of the game). This counts as one of your actions. Each player
rolls a die, and as challenger you add one to your roll. Also add one to whichever player has more
Fame points, and whichever player has more Wealth.

Fame and Wealth help a Sea King recruit more Vikings to help him. This is cumulative. If the
comparison results in a tie, nothing happens. If one player wins the comparison, he has a choice of
taking one Fame or one Wealth from the other player. Adjust the scoring markers accordingly. down
one for the loser, up one for the winner. If the loser has no Fame or no Wealth, it cannot be taken
from him. You cannot challenge the same opponent more than once in a turn.

Movement
Your Viking ship shows your location on the map of the Viking Age. For one action, move your ship to
show that you've traveled from one place to another via the connecting lines between adjacent regions.

Draw a card from the play deck

For one action, the player may draw a card from the play deck to add to his hand. If a Red Raven
card is next in the deck, it is played immediately. It affects all players where applicable, and does not
count as an action by the active player drawing/playing it. When the play deck is exhausted, drawing a
card is no longer an option. (This may happen occasionally as the final round of the game is played.)



Play a card from your hand

Most cards in your hand will be for specific functions to be used during your turn and cost an action
to use. In all cases. when any play deck card is played it goes into the discard pile. You do NOT
automatically draw a card to replace each card you use. The number of cards in a player's hand can vary
quite a bit as the game progresses. There is no minimum or maximum hand size.
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¥ rirase §  SPecified on the card when ' specified on the card when

you play it. You have made
a discovery that makes you
famous. Score fame points
equal to the value of the When you trade you score
region you're in. half the value of the region

you play it. Like Discovery,
Trade is peaceful so there
is no dice roll to resolve it.

\ in wealth (round up). /

- | Play Deck: Raid (ard )
| e You must be in the region
: & specified on the card when
ﬁ_%ﬂ_ *  youplayit Adice rollis used
{  toresolve the Raid. Add
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or Wealth (his choice) equal to the value of the
region (it cannot be divided). If the rollis a tie, both
roll again. If the Viking loses, the raid fails and
that's the end of it (no harm done to Viking).

N ~/ Rolling Dice

Raids and Settlements involve a dice roll

by the active Viking player and by the

"defense”. Some player other than the active

Viking player must roll for the defense. It

doesn't matter who rolls, but the attacker
Play Deck: Settle (ard \ may designate one player who cannot roll

You must be in the region against him.
specified on the card
when you play it. A dice
rollis used to resolve the
attempt to Settle. Add four
to the active Viking's roll.
Add the value of the region
to the defense roll. If the Viking is higher, he
scores Land equal to the value of the region.
If the rollis a tie, both roll again. If the Viking
loses. the attempt to settle fails and that's the
end of it (ho harm done to Viking).
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For example, a Viking plays a Raid
Miklagard card. Defense strength
is 6. The active Viking player is the
attacker and rolls a 4. and as always
adds 4, for a total of 8. Someone
else rolls for Miklagard, gets a 3
for a total of 9. The raid fails

For example. an active Viking plays a
Settle Rus card. He rolls a 3, another
player rolls a 2 for the defense. The
active Viking playerwins 7 (3*4) to 5
(3+2). He scores three land points.

Play Deck: Blue Raven (ards
These cards can be played out of your turn sequence in response to other players (not costing an
action) or during your turn as an action.

They have a blue raven flag in the upper left corner of the card face. These cards aren't tied to a
particular region. They may be played anytime during your own or another player's turn.

For example, the Danegeld card could be played by player A
during player B's turn when player B announces a Raid.
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For example, when a player declares a Raid or Settlement attempt. any player
(including the one taking the action) may play "Weak Territory Defense’

Note: the Blue Raven cards may be played for yourself
or for another Viking, for example Danegeld.

Play Deck: Red Raven (ards

When a Red Raven card comes to the top of the Play Deck (after someone has drawn the card that
was on top on it), it is revealed immediately and applies to everyone. Then the player who drew to
reveal the Red Raven continues his turn, or if he's done, the next player plays.
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Keeping Score
Each player has three scoring markers, one each for land . wealth @, and fame [l to use on
the scoring track. From your adventures you earn points in each of these categories, Track your totals

with the markers along the edge of the board. All three scores combined equal your total score.

Adventure | Marker | Point Category

Discover - Fame = region value

Wealth = half region value’
or Fame = region value

End of Game, and Winning

The game ends when someone wants to draw a card and none is available; finish the round (so that
everyone has played the same number of turns). Each player should add all three point categories
for their total score. Then, the following items are the end of game calculations for final scores.

- The player(s) with the most land scores two extra points.
*The player(s) with the most wealth scores two extra points.
The player(s) with the most fame scores two extra points.
The player(s) with the least land loses one point.

*The player(s) with the least wealth loses one point.

The player(s) with the least fame loses one point.

If there's a tie, all tied players gain the bonus or penalty. No individual score (say, a player's score for
land) can go below zero.

Once these have been accounted for, the winner is declared. Highest final score wins. If there is a
tie, the tying player with the highest score in any individual category score wins. If that is still a tie
then the game ends in a draw amongst the tied players.

Rogue Sea Kings!

Players may choose to use these supplemental rules. They
contribute to the Viking experience by adding the ability to take over
other Viking's settlements and hijack other Viking's trade. Sometimes
Vikings were not the nicest warriors to their fellow clans and took
what they wanted when they wanted it. These enhancements
bring that aspect to life. All of the game rules apply. with the
following additions.

Dice Roll Modifications

When you attempt to settle, or challenge another Viking, you can
spend wealth or fame points to increase your dice roll. All modifications
are purchased before the dice are rolled. Spend one wealth to gain +1 on
die roll. or one fame to gain +1 on die roll, or spend one of each to gain +3
on a die roll. You cannot spend more than one of either per turn. This can
be done when you settle without a card, as well.

When two Vikings are involved, the attacker must state first what dice
roll modifier he is buying, then the defender must state also, before
dice are rolled. ;

Viking-to-Viking Challenge

The attacker still gets the +1 die modifer bonus for attacking if he did not move beforehand.
However at the cost of two actions a player may move to an adjacent region, then challenge a
Viking there. In this case he does not get the +1 challenger bonus.

The challenge dice rolls can be modified as indicated under Dice Modlifications. However, unlike the
standard game, there is no bonus modification for having more Fame or Wealth. Furthermore, the
winner of the challenge can move the loser one region away (whether vacant or not).

If a player's Viking ship is in a region with at least one of his settlements, he cannot be challenged,
though his settlement can be attacked.

Settling

When you successfully settle, place a settlement meeple of your color in the region. A maximum of
two settlements (they can both be yours) can be in a region. There are just four settlement meeples
per player, you are limited to four settlements. You can voluntarily remove a settlement meeple in
one place when you successfully settle another.

You can, only once in your turn, attempt to settle as an action without using a settle card. You
add o (zero) rather than 4 to your dice roll in such circumstances, however. Scandinavia. Iberia,
Mediterranean, Miklagard, and Middle East can never be settled (hotice they have red circles
denoting their region.)

A player's settlement defends with the bonus of the region, not the usual Viking +4. If someone
attacks a settlement when the owner is present, add two (+2) to the dice roll of the defense because
of the morale benefit of their Sea King.

If you have two settlements in a region, when one is attacked, add one (+1) to the defense roll.

When you attempt to settle in a region where there is already a single Viking settlement, you can
choose either to attack that settlement, or settle the region (as settle rules allow). If you attempt to
settle the region and succeed. then yours is the second Viking settlement in the region.

If there are two settlements, you must attack one of them. When you successfully attack a Viking
settlement, the settlement meeple is removed and replaced with your own! The player losing the
settlement does NOT suffer any point loss, and the attacker gains the regions value.



Sea Kings Quich Reference Rogue Sea Kings Quick Reference

Turn Sequence ‘ Dice Roll Modifications
+ During your turn you may do two or three (depending - Spend one wealth to gain +1 on die roll, or one fame to
on the number of players) of the following actions. You gain +1 on die roll,

may do the same action twice, if you wish, but never

+ Spend one of each to gain +3 on a di L
more than twice: P gain +3onadiero

<Y & t d t [ .
+ Challenge another Viking if you begin the turn in the Il i R

same region + Can be done when you settle without a card.

- Draw a card from the play deck

* Vlhlng -to-Viking Challenge
* Play a card from your hand Attacker still gets the +1 die modifer bonus for attacking

if he did not move beforehand.

Smnng - For two actions, a player may move to an adjacent

region, then challenge a Viking without +1 bonus.

Adventure Marker | Point Category

+ Challenge rolls can be modified as indicated under
Dice Modifications

Fame = region value

+ No bonus madification for more Fame or Wealth.

- The winner of the challenge can move the loser one
region away (whether vacant or not).

- If a player's Viking ship is if a region with at least one of
his settlements. he cannot be challenged, though his
settlement can be attacked.

Se’ftllng

- Only once in per turn can you attempt to settle as an
action without using a settle card, add o (zero) rather
than 4 to the die roll.

"Raund up Region Value if needed - A player's settlement defends with the bonus of the
region, not the usual Viking +4.

Wealth = half region value’
or Fame = region value

Raiding and Settling dice rolls
- Attacker adds 4 to roll Another player rolls for defense.
adds area value. Re-rollties.

- Attacks on a settlement with owner present, add two
(+2) to the defense dice roll

. NoTalls farTiade or tlsstuar. + Two settlements in a region add one (+1) to the defense roll

+ When settling in a region with another single Viking
Challengmg another meg settlement, you can choose either to attack that

« For one action challenge another Viking in your starting settlement, or settle the region (as settle rules allow).

region, add one to your roll.

Huachlng Trade
+ Happens when you play a trade card and another
Viking ship is in the region.

+ Add one to die roll for whichever player has more Fame
points, and whichever player has more \Wealth.

~ Miinpes akesons Fame onone Weain o iaser. + There is no +1 bonus for the challenger. Winner scores

-+ You cannot challenge the same opponent more than the points for the trade.

once ina tum, + If the original trader wins, he scores for the trade plus

the points for winning, if loses he does not lose points.
Blue Raven Cards . @ .

+ They may be played anytime during your own or
another player's turn.

- If the hijacking player wins, he gets no points for the
Viking challenge but does for the trade.

- Can be played out of turn sequence, not costing an End of Game

action;orduring your turas amaction. + At the end of the game, points are calculated in the

Red Card same manner. Then additional land points are scored
e RHVEQ ras ) equal to the region value for each existing settlement
» Played immediately. meeple in that region per player.

+ Affect everyone.



