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Set aside eight black O
il dice; put

the rem
ainder, and the four blue

W
eather dice, in the bag.

C
hoose four Specialists, sharing

them
 betw

een players as needed (③
one specialist is held in com

m
on

and all players m
ust agree on their

actions).

G
ive each Specialist a set of W

eather
Effect tokens, placed face dow

n on
their m

at.

Each Specialist chooses a different
quadrant. For each, roll a die and
place their ship in that Sector.

Shuffl
e Resource cards and deal tw

o
per Specialist; each one chooses one

to add to the Situation board and
one to discard.

D
rop the eight black O

il dice into
the tow

er. W
henever you do this,

place each die in the quadrant it
lands in, in the Sector corresponding
to its num

ber, in the closest space
w

ithout a die in it. If any of them
overflow

s its Sector or ends up in a
space w

ith an anim
al, drop it again.

Take player turns in rotation.

Tu
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D
raw

 dice from
 the bag equal to the

num
ber show

n by the Spill O
ut

token and diffi
culty level. If there

are not enough, add dice from
 the

Rem
oved O

il area, and end the
gam

e after this turn. If there are any
dice in the Extra Action pool, add
them

.

D
rop dice into the tow

er. As each oil
die lands, place it in that quadrant
on the Sector corresponding to its
face, innerm

ost space w
ithout a die

in it first.

If the third space in a Sector is filled,
place a Spill O

ut m
arker and

advance the Spill O
ut token by one

colum
n.

If a Sector w
ith a Spill O

ut gains
another die, it O

verflow
s: add it to

the next Sector clockw
ise.

If any anim
al now

 shares a space
w

ith a die, flip it to its
C

ontam
inated side; if it w

as already
C

ontam
inated, send it to Sickbay.

W
eather dice are instead checked

against the W
eather table on the

Situation Board. If appropriate, flip
m

atching tokens on all Specialist
boards.
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e active player spends their four

Action Points.
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