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COMPONENTS

THE STORY CONTINUES...
“It is absolutely necessary, for the peace and safety of mankind, that some of earth’s dark, dead corners and 

 unplumbed depths be let alone; lest sleeping abnormalities wake to resurgent life…” —H. P. Lovecraft

The creatures that first boarded the Atlantica were only the beginning. The horrors of the deep have stirred, and it will take all the humans’ 
strength to banish them whence they came. But passengers of the ship have awoken to the danger, and new allies have arrived to aid in the 
struggle for survival. The fate of the Atlantica hangs in the balance.

2 Overlay Tiles

8 Character Sheets

Kokoj understood history through objects—artifacts from the past 

contained an essence of their time and place. If you really listened, Kokoj 

was fond of saying, you could hear them whisper their stories. She was 

particularly fond of the pieces that taught her of her Kaingang identity 

and her home.

One day, some foreigners who called themselves explorers came to her home 

in Brazil. They, too, were interested in the artifacts of her people. But as 

she heard the strangers speak of “treasure,” she grew certain they had no 

interest in hearing the items’ real stories. As crates were loaded with history, 

Kokoj resolved not to let them disappear entirely. She pursued, tracking the 

shipment to a gilded museum in Europe.

As she searched for her people’s artifacts in the rows of glass cases, she halted 

despite herself: in the case before her lay a wooden mask of apparently 

unknown origin depicting some manner of aquatic creature. This time, the 

whispers were audible, although none of the nearby visitors seemed to notice. 

She shut her eyes tight and tried to close out the sound. When she reopened 

them, the mask rested in her hands. In a panic, she fled.

In the days that followed, Kokoj began to feel a shadow at her back. 

Something was pursuing her, no doubt after the mask. Yet when she tried 

to dispose of it, she found herself utterly unable to do so. With mounting 

desperation, she fled to the sea. She hurled the mask from the ship’s 

deck, only to once again find it waiting in her cabin. Resigned to her 

circumstances, her fear finally turned to curiosity. What could she learn  

from the mask? What stories might it tell her about identity and home?
Starting Space:

Cargo Hold

Starting Item:

Cursed Mask 2 3 Wil 
Lore

Heed the Mask
When you reveal as a traitor, if you are not in the Brig, resolve the following activation icons:

     

Eldritch Influence
When a die would be rolled during your action, if you are not in the Brig, you may discard 1 skill card from your hand to set the die to 4.  If you discarded a treachery card, set the die to 6 instead.

The anTiquarian

3 Traitor Reference Sheets

While you are a revealed traitor:

• You cannot add more than 1 skill card to each 

skill check.

• You cannot use abilities on your character sheet or on 

ship spaces.

• You can draw treachery cards and use their abilities.

• You can attack and be attacked by humans.

• Humans cannot use the action ability of your space.

Turn Structure

1. Receive Skills: Draw the number and type of skill 

cards indicated on your character sheet. You may 

choose not to draw any number of those cards. Then, 

for each card you did not draw, draw 1 treachery card.

2. Action: Perform 2 actions from the following options:

• Move to any ship space. If you are in the Brig, you 

must discard skill cards that have a total value of 12 

or more before you move.

• Attack a human in your space.

• Defeat a passenger in your space or an adjacent 

water space (if there are no humans in your space).

• Use an “Action:” on one of your cards.

3. Discard: All players discard down to the hand limit 

of 10 skill cards.

Advancing Tracks

Travel 
Track 

Each time the travel track advances, 

move each monster and passenger in 

each water space 1 space toward the 

back of the ship. For those already at 

the back of the ship:

• Move monarchs and Deep Ones 

to the Deep.

• Defeat horrors and passengers.

When the travel track advances to 

the Arrive space, the Captain looks at 

the top 2 cards of the waypoint deck, 

places 1 on the bottom of the deck, 

and then resolves the other. Then 

move the travel track token back to 

the Start space.

Ritual Track 

When the ritual track advances to the 

Cast space, perform the following:

• Move monarchs to the Deep.

• Defeat each Deep One, horror, 

passenger, ally, and character in 

each deck and water space.

Then move the ritual track token back 

to the Start space.

 Revealed Traitor Rules

Father Dagon
Spawn 2 Deep Ones in the deck space adjacent to Father Dagon.Then move Father Dagon 1 space toward the front of the ship.If Father Dagon is in the Deep, spawn 2 Deep Ones in the Deep. Then, if there are 4 or more Deep Ones in the Deep, roll a die and move Father Dagon 

and all Deep Ones from the Deep to the water space 
that matches the result.

Mother Hydra
Damage the interior space closest to Mother Hydra. (If that space is already damaged, damage the closest undamaged interior space with the highest number.)

Then move Mother Hydra 1 space toward the front of the ship.
If Mother Hydra is in the Deep, spawn 2 Deep Ones 
in the Deep. Then, if there are 4 or more Deep Ones 
in the Deep, roll a die and move Mother Hydra and 
all Deep Ones from the Deep to the water space that 
matches the result.

Activating Monarchs & Deep Ones
Deep Ones

The current player activates each Deep One in each space in the order of their choice.
Each Deep One resolves 1 effect, prioritized as follows:
1. Attack a human in the Deep One’s space.2. Defeat a passenger in the Deep One’s space.3. Damage the Deep One’s space (if space is an undamaged interior space).4. Move to an adjacent space based on the Deep One’s 

current location:
• If in a water or deck space, follow the movement arrow.• If in an interior space, move toward the closest undamaged interior space with the highest number.

If there are no Deep Ones on the board (except  
for in the Deep), spawn 2 Deep Ones in the Deep.  
Then, if there are 4 or more Deep Ones in the Deep, 
roll a die and move all monsters from the Deep to the 
water space that matches the result.

3 Expansion Reference Sheets

Horrors

Repel

When a horror is defeated by any means other than 

a track advancing, that horror is not removed from 

the board. Instead, it is repelled: move the horror 

1 space; then you may discard skill cards from your 

hand with a total value of 4 or more to move the 

horror an additional space.

Defeat

When a horror is defeated by the ritual track or travel 

track advancing, return that horror to the supply. 

Then, if there are no horrors on the board, place the 

horror marker on the Start space of the horror track.

Horror 
Icon

When resolving this icon:

• If there are no horrors on the board, advance the 

horror track. When the horror marker reaches the 

Spawn space, draw the top card of the horror deck 

and resolve its ability.

• If there is exactly 1 horror on the board, activate it.

• If there is more than 1 horror on the board, flip 

cards from the top of the horror deck until you 

flip a card with a title that matches a horror on 

the board. Activate that horror. Shuffle all flipped 

cards back into the horror deck.

Allies & 
Horrors

Ally Cards

When you rescue 1 or more passengers, spawn 1 ally 

in your space.
Abilities

Before or after you could perform an action, you can 

use an ally in your space. To use an ally, discard skill 

cards from your hand with a total value equal to or 

higher than the number shown on the card. Then 

resolve the ally’s ability.

Only humans can use allies. Each human can use 

only 1 ally per turn. If an ability allows you to use an 

ally, it does not count toward this limit.

Wander

When an ally wanders, roll a die. Move that ally to 

a different ship space that matches the result (you 

choose deck space or interior space).

Allies cannot spawn in or move to the Brig, Sick Bay, 

or water spaces.
Flee

If an ally is ever in a ship space with a monster 

or revealed traitor, or if an ally’s space becomes 

damaged, the ally flees: shuffle the ally card into the 

ally deck. Allies do not flee while there is a human 

in their space.
Defeat

When an ally is defeated, remove it from the game.

Activating HorrorsShoggoth

If the Shoggoth is not on the board, roll a die. Spawn it in the deck space that matches the result.
Then the Shoggoth resolves 1 effect, prioritized as follows:
1. Attack each human in the Shoggoth’s space. Add 1 to each die result.2. Defeat each passenger in the Shoggoth’s space.

3. Damage the Shoggoth’s space (if space is an undamaged interior space).
4. Remove the top 4 cards of the item deck from the game without revealing them. Then move to an adjacent space based on the Shoggoth’s current location:• If in a water or deck space, follow the movement arrow.• If in an interior space, move toward the closest undamaged interior space with the highest number.

Drowned Spirit
If the Spirit is not on the board, roll a die. Spawn it in 
the interior space that matches the result.Then the Spirit resolves 1 effect, prioritized as follows:1. Damage the Spirit’s space (if space is an undamaged interior space).2. Remove the top 4 cards of the spell deck from the game without 

revealing them. Then move to an adjacent space based on the 
Spirit’s current location:• If in a water or deck space, follow the movement arrow.

• If in an interior space, move toward the closest undamaged 
interior space with the highest number.
Grasping Tendril

(This horror occupies both a water space and a deck space.)If the Tendril is not on the board, roll a die. Spawn it in the water space that matches the result.
Then the Tendril resolves 1 effect, prioritized as follows:
1. Attack a human in the Tendril’s space. Add 1 to the die result. 

Then move the Tendril 1 space toward the front of the ship.
2. Move each passenger from the Tendril’s deck space to its water 

space. Then move the Tendril 1 space toward the front of the ship.
3. Spawn 1 passenger in the Tendril’s water space, if able. Then 

move the Tendril 1 space toward the front of the ship.

6 Player Reference Sheets

Human/Unrevea
led Traitor

 

Turn Structure

1. Receive Skills: Draw the number and 

type of skill cards indicated on your 

character sheet.

2. Action: Perform 2 actions:

• Move to any ship space (unless you 

are in the Brig).

• Attack an enemy in your space.

• Rescue each passenger in your space 

or 1 passenger in an adjacent water 

space. Spawn 1 ally in your space.

• Enable the trading of items between 

players in your space.

• Use an “Action:” on your character 

sheet or one of your cards.

• Use the “Action:” of your space 

(unless an enemy is in your space). 

Limit once per space per turn.

• Reveal as a traitor (if you have a 

traitor loyalty card).

3. Mythos: Resolve a mythos card.

4. Discard: All players discard down to the 

hand limit of 10 skill cards.

Attack
ing

• Deep One is defeated on a roll of 4+.

• Character is defeated on a roll of 6+.

• Horror is repelled on a roll of 6+.

Brig Rules

While you are in the Brig:

• You cannot add more than 1 skill card to each skill check.

• You cannot use abilities on item cards.

• You cannot move out of the Brig unless an effect 

specifically allows it (effect must include the word “Brig”).

• Humans can leave the Brig by performing the action on 

the Brig space (even if a revealed traitor is in that space) 

and passing the skill check.

• Revealed traitors can leave the Brig by performing a move 

action and discarding skill cards that have a total value of 

12 or more from their hand.

• If you are a human, during your mythos step, you resolve 

only the activation and track icons on your mythos card. 

If it has , the Captain chooses which track to advance.

Reveal
ing as a 

Traitor

When you reveal as a traitor:

1. Reveal 1 Hybrid or Cultist loyalty card.

2. Resolve the reveal ability on your character sheet.

3. If distance is less than 12, give your unrevealed loyalty 

cards to 1 other player. Otherwise, keep them facedown.

4. Lose each title.

5. Discard any mythos cards from your play area and remove 

your feat card from the game.

6. If you are not in the Brig, you may discard any number 

of skill cards to draw an equal number of treachery cards.

7. Add a traitor ring to your standee.
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33

33

44
44

55

55

66
66
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88

88

Action: Risk a passenger to look at the top 2 cards of the mythos or waypoint deck. Place 1 card on the top of that deck and 1 on the bottom.

You draw only 1 skill card during your Receive Skills step.

Action: Choose 1:
• Retreat the ritual track 1 space.• Discard 1 lore () card from your hand to roll a die. If the result plus the card’s value is  6 or less, lose 1 sanity. After resolving the die roll, advance the ritual track 1 space.

Action: Choose a human and resolve this skill check. If the check passes, move the chosen human to the Brig.

Characters in this space follow Brig rules.Action: Resolve this skill check. If the check passes, 
move to any ship space.

Action: Look at the top 2 cards of the item deck. Place 1 on the bottom of the deck. Place the other in your play area.

Action: Discard 1 strength () card from your hand to roll a die. If the result plus the card’s value is 6 or less, lose 1 fuel. After resolving the die roll, advance the travel track 1 space.

Action: Draw up to 5 skill cards. These cards can be drawn from any non-treachery skill deck(s). Then roll a die. If the result is less than the number of cards drawn, lose 1 food.

Bridge

Sick Bay

Sick 
Bay

Chapel

Captain’s Cabin

Brig

Brig

Cargo Hold

Boiler Room
Galley

Interior Space Action Abilities

11 Item Cards

Y TomeZ

After you perform the action 
ability of a non-treachery skill 

card of value 1–4, you may 
return that card to your hand. 

Limit once per turn.

Notebook
Notebook

35 Skill Cards  
(23 boon cards + 2 each of 6 types)

11
Boon

Companion

Action: Look at the top 
2 cards of the ally deck. 

Spawn 1 in your space 
and place the other on the 

bottom of the ally deck.

10 Waypoint Cards

44

Lose 2 fuel. Each  human discards 2 skill  
cards from their hand.

Bone Chil 

10 Spell Cards

Defeat 1 enemy in any 
space. Then roll a die. If 

the result is 5 or less, lose 
1 sanity; otherwise, you  

may resolve this spell again.

Cast Out

2 Ship Damage 
Cards
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8 Feat Cards

After skill cards are revealed during a skill 
check, if you are not in 

the Brig, you may add any 
number of skill cards from 
your hand to the check. If 
you do, remove this feat from the game.

Antar Al-Fakahany

Revelation

72 Mythos Cards

99 The tome feels cold to the touch and 
heavy in your hands. As you scan 

its pages, a weight of dread settles in 
your stomach. Something is coming, 

and it may take all of your resolve to 
see it through.

Pass: The Keeper of the Tome draws 
2 boon cards.

Fail:
Lose 1 sanity. Retreat the ritual 

track 1 space. If it cannot retreat, 
lose 1 additional sanity.

Sense of Foreboding

8 Character-specific 
Mythos Cards

1313

Let it go: Discard your hand. Remove 

the Notebook item from the game, if able. 

Antar Al-Fakahany Chooses:
Pass: Gain 1 sanity.

Fail: Lose 1 sanity. Shuffle 4 treachery 
cards into the chaos deck.OR

In the quiet moments, memories of 
that unsolved case consume Antar’s 

mind. His brain is exhausted of 
connections, and his thoughts are 

tinged with desperation. Is there 
anything left to find, or can he  

live without an answer?

Unsolved Case

1 Keeper of the Tome 
Title Card

You are tasked with keeping the ancient 
tome of spells found with the murdered 
passenger in the chapel. Reading from 
the book allows you to cast spells, but the 
results can be unpredictable.
Action: Look at the top 3 cards of 
the spell deck. Place 2 on the bottom 
of the spell deck in any order. Then 
resolve the remaining card. Limit 
once per turn.

Keeper of the Tome

15 Prelude Cards

The sun beams across the sky and 
glitters off the passing waves. Gentle 

winds and favorable tides make the 
start of the journey fast and pleasant. 

The Atlantica makes good time on the 

water, and crew and passengers alike 

cheer their good fortune. It is no doubt 

an auspicious beginning to the voyage.
Advance the travel track 2 spaces; this 

does not cause components in water 

spaces to move.

Favorable Conditions

1 Captain Title Card

You are the person in charge of the ship 
and its operations.
When the travel track advances to the 
Arrive space, look at the top 2 cards 
of the waypoint deck, place 1 on the 
bottom of the deck, and then resolve 
the other.
When a human player in the Brig draws 
a mythos card with , you choose 
which track to advance.

Captain

4 Horror Cards

Start

Spawn

Ominous Visions

You are struck with images of 
hope and despair that have  

not yet come to pass.The current player draws 1 boon 

card and 1 treachery card.
Then place this card on the  

bottom of the horror deck  
and draw another horror card.

3 Horror Figures
(1 Shoggoth, 1 Drowned Spirit, 1 Grasping Tendril)

1 Horror Token

8 Character Standees12 Ally Cards

00

66
Security Of  cerChoose a human and resolve this  skill check. If the check passes, move them to the Brig.Security Officer  wanders.
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OVERVIEW
From the Abyss expands the Unfathomable experience,  
adding horrors that threaten the ship in new ways and allies that aid 
in its defense. This expansion provides new characters, items, spells, 
waypoints, skills, and mythos cards. New boon skill cards always aid 
in skill checks, and preludes modify setup, changing the state of the 
game at its start.

EXPANSION COMPONENTS
All cards and sheets in this expansion have the 
From the Abyss icon to distinguish them from 
components in the Unfathomable base game.

Before setting up a game using this expansion, make the following 
changes to the Unfathomable base game components:

ADD
Add the following cards to the existing decks:

	J 12 Skill Cards (2 Influence, 2 Lore, 2 Observation, 2 Strength, 
2 Will, 2 Treachery)

	J 10 Item Cards

	J 2 Ship Damage Cards

	J 10 Waypoint Cards

	J 10 Spell Cards

	J 72 Mythos Cards

REMOVE
Remove all character-specific mythos cards from the mythos deck 
and set them aside. (They are still used in the game; see “10. Create 
Play Areas” in the next column.)

REPLACE
Replace the following components with their updated versions:

	J 1 Captain Title Card

	J 1 Keeper of the Tome Title Card

	J 1 Jam Tin Grenade Item Card

	J 6 Player Reference Sheets

	J 3 Traitor Reference Sheets

Expansion Icon

SETUP
When using this expansion, add the following instructions to the 
setup steps on pages 20–23 of the Rules Reference:

CREATE HORROR DECK (NEW STEP)
After step 4. CREATE SUPPLY, place the 
three horror figures in the supply. 
Shuffle the four horror cards and place 
them facedown on the top-left corner 
of the board to create the horror deck. 
Place the horror token on the Start 
space of the horror track (printed on 
the back of the horror deck).

5. CREATE SKILL DECKS
Place the boon overlay tile on the edge of the board to the left of the 
treachery card label. Shuffle the boon cards and place them 
facedown beside the board next to the boon overlay tile.

8. CREATE CHAOS DECK
Take two cards each from the boon and treachery decks and, 
without looking at them, shuffle them into the chaos deck.

10. CREATE PLAY AREAS
Each player takes the character-specific mythos card that matches 
their chosen character and places it facedown in their play area. 
Return the remaining character-specific mythos cards to the box.

CREATE ALLY DECK (NEW STEP)
After step 15. CREATE SPELL DECK, place the ally overlay tile on the 
edge of the board to the left of the item card label. Shuffle the ally 
cards and place them facedown beside the board next to the ally 
overlay tile.

Roll a die twice, rerolling until the results are different. Then spawn 
one ally in the interior space that matches each result (see “Spawn” 
on page 4).

3 5 77–81

3

The Deep

51–4

4 6 81–22

4 65–8

Bridge
Risk a passenger to look at  
waypoint or mythos cards.

Pass a skill check to send a  
human to the Brig.

Retreat the ritual track 
or risk sanity to advance  it. Draw items. Risk fuel to advance  

the travel track.

Risk food to draw  
skill cards.

Draw only 1 card during  
 Receive Skills step.

Brig rules apply here. Pass a 
skill check to escape.
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the travel track.
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skill cards.
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skill check to escape.
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Prelude Cards
This expansion includes optional prelude cards 
that modify setup. For the rules for using prelude 
cards, see page 9.



RULES
The following sections describe rules from the base game that 
are modified by this expansion and new rules introduced by this 
expansion.

SPAWN
Passengers, allies, and horrors can now be “spawned” on the board 
(in addition to Deep Ones). When a player is instructed to “Spawn 
X” components, they take X components of the indicated type from 
the supply or top of the corresponding deck and place them in the 
indicated spaces.

SPAWN CLARIFICATIONS
	J If a player must spawn more components than there are in the 

deck or supply (other than Deep Ones), they spawn as many as 
possible.

	J Ally cards are spawned faceup.

	J If a player is instructed to spawn a specific horror but that horror 
is already on the board, they move that horror to the indicated 
space. (See “Horrors” on page 6).

	J When a game effect instructs a player to “risk a passenger,” that 
player rolls a die and spawns a passenger token in the deck space 
that matches the die result. (This is identical to the functionality 
in the base game, but the passenger counts as having been 
“spawned.”)

PASSENGERS
Abilities in this expansion can cause passengers to spawn in or move 
into water spaces. When the travel track advances, passengers in 
water spaces move one space toward the back of the ship for each 
space the track advanced. If a passenger was already in a water space 
at the back of the ship, that passenger is defeated.

RESCUE
The action to rescue passengers is modified in this expansion, 
making it easier to rescue passengers on the ship than in the water.

Players can perform an action to rescue each passenger in their 
space or one passenger in an adjacent water space.

When a player rescues a passenger, spawn an ally in that player’s 
space. If multiple passengers are rescued at once, spawn only one 
ally for the rescue.

Rescue Example

Wong Mui Choo performs an action to rescue 
each passenger in her space. Both passengers are 
returned to the supply, and she spawns one ally 
in her space.

Then Wong Mui Choo performs an action to 
rescue a passenger in the adjacent water space. 
One passenger is returned to the supply, but the 
other remains in the water. She again spawns 
one ally in her space.

44

Choose any human. They  
may move to any ship space 
(except the Brig or Sick Bay).
Host wanders.

Host

44

Choose any human. They  
may move to any ship space 
(except the Brig or Sick Bay).
Host wanders.

Host

44

Draw 3 skill cards from any 
1 non-treachery skill deck.
Professor wanders.

Professor
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ALLIES
Allies represent other travelers aboard the 
ship who can provide aid to the humans.

Before or after a player could perform an 
action, they can use an ally in their space, 
resolving the ability on the ally card.

To use an ally, a player discards skill cards 
from their hand that have a total value equal 
to or greater than the number shown in the 
top-left of the ally card.

Only humans can use allies. Each human can use only one ally  
per turn. If an ability allows a player to use one or more allies,  
those do not count toward the player’s one-ally-per-turn limit.

WANDER
Ally abilities will cause the ally to wander. When an ally wanders, 
the player who used the ally rolls a die, then moves that ally card to a 
different ship space that matches the result. The player who used the 
ally chooses whether the ally moves to a deck or interior space. If the 
result of the roll matches the ally’s current space, it must move to the 
other space that matches the result.

FLEE
Allies will flee from the board when they are endangered. When 
an ally flees, shuffle the card into the ally deck. Allies flee in two 
situations:

	J When an ally’s space contains a monster or revealed traitor.

	J When an ally’s space becomes damaged.

Allies do not flee while there is a human in their space.

DEFEAT
Allies can be defeated by the ritual track, as well as by other abilities 
in the game. When an ally is defeated, remove its card from the game.

ALLY CLARIFICATIONS
	J Allies cannot spawn in or move to the Brig, Sick Bay, or water 

spaces.

	J If a player is granted an action outside of their turn, they can use 
an ally before or after that action.

	J If a player grants an action to another player, the granting player 
cannot use an ally before or after the granted action.

	J Multiple players can use the same ally in the same turn.

	J When a space becoming damaged causes all humans in that 
space to be defeated, each ally in that space flees.

	J If part of an ally ability cannot be resolved, a player can still use 
the ally to cause it to wander.

	J RUFFIAN: The attack follows the same steps as a human’s attack. 
The player using Ruffian chooses the defender. The attack is 
affected by any abilities that can normally affect an attack.

33

Defeat 1 Deep One in 
any space.
Soldier wanders.

Soldier

Ally Example

After performing an action, Mui Choo can use 
an ally in her space. She discards 4 value worth 
of skill cards from her hand to use the Professor, 
allowing her to draw 3 new cards.

Then the Professor wanders. Mui Choo rolls a 
die—a 5. Since the Professor is already in deck 
space 5, she must move to interior space 5.

After the Professor moves, she is in a space with 
a Deep One and no humans. She immediately 
flees and is shuffled into the ally deck.

44

Choose any human. They  
may move to any ship space 
(except the Brig or Sick Bay).
Host wanders.

Host

44

Draw 3 skill cards from any 
1 non-treachery skill deck.
Professor wanders.

Professor

44

Draw 3 skill cards from any 
1 non-treachery skill deck.
Professor wanders.

Professor

44

Choose any human. They  
may move to any ship space 
(except the Brig or Sick Bay).
Host wanders.

Host

44

Draw 3 skill cards from any 
1 non-treachery skill deck.
Professor wanders.

Professor

44

Choose any human. They  
may move to any ship space 
(except the Brig or Sick Bay).
Host wanders.

Host

44

Draw 3 skill cards from any 
1 non-treachery skill deck.
Professor wanders.

Professor

11
Observation

Action: Draw 2 skill cards. 

Th ese cards can be drawn 

from any non-treachery 

skill deck(s).

Watch and 
Learn

22
Strength

Play during any attack to 
reroll a die.

Combat Training1
Treachery

Action: Spawn 1 Deep 
One in the Deep.
� en, if there are 4 
or more Deep Ones 
in the Deep, move all 
monsters in the Deep to a single water space of 
your choice.

Reinforcements
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HORRORS
This expansion introduces three new monsters known as horrors: 
the Shoggoth, the Drowned Spirit, and the Grasping Tendril. While 
not as invincible as the monarchs, horrors are more dangerous than 
Deep Ones, and more difficult to defeat.

Each horror has a corresponding activation icon. When a horror’s 
activation icon is resolved, that horror activates; if the horror is not 
already on the board, this activation will spawn the horror. Each 
horror resolves its activation differently.

SHOGGOTH ()
When the Shoggoth activates, if it is not 
already on the board, roll a die. Spawn 
the Shoggoth in the deck space that 
matches the result.

Then, whether or not it was on the board, 
the Shoggoth performs the first of the 
following options that it is able to:

1.	 Attack each human in the Shoggoth’s space. Add 1 to each  
die result.

2.	 Defeat each passenger in the Shoggoth’s space.

3.	 Damage the Shoggoth’s space. The Shoggoth can only damage 
its space if that space is an interior space and is not already 
damaged.

4.	 Remove the top four cards of the item deck from the game 
without revealing them. Then move to an adjacent space. 
Where the Shoggoth moves depends on the type of space it 
currently occupies:

	• If the Shoggoth is in a water space, it moves to the adjacent 
deck space.

	• If the Shoggoth is in a deck space, it moves to the adjacent 
interior space. 

	• If the Shoggoth is in an interior space, it moves one space 
toward the closest undamaged interior space. If two or 
more undamaged interior spaces are equidistant from the 
Shoggoth’s space, it moves toward the space with the highest 
printed number.

DROWNED SPIRIT ()
When the Drowned Spirit activates, if it is not 
already on the board, roll a die. Spawn the Drowned 
Spirit in the interior space that matches the result.

Then, whether or not it was on the board, the 
Drowned Spirit performs the first of the following 
options that it is able to:

1.	 Damage the Drowned Spirit’s space. The 
Drowned Spirit can only damage its space if that space is an 
interior space and is not already damaged.

2.	 Remove the top four cards of the spell deck from the game 
without revealing them. Then move to an adjacent space. 
Where the Drowned Spirit moves depends on the type of space 
it currently occupies:

	• If the Drowned Spirit is in a water space, it moves to the 
adjacent deck space.

	• If the Drowned Spirit is in a deck space, it moves to the 
adjacent interior space. 

	• If the Drowned Spirit is in an interior space, it moves one 
space toward the closest undamaged interior space. If two 
or more undamaged interior spaces are equidistant from the 
Drowned Spirit’s space, it moves toward the space with the 
highest printed number.

GRASPING TENDRIL ()

When the Grasping Tendril activates, if it is 
not already on the board, roll a die. Spawn the 
Grasping Tendril in the water space 
that matches the result.

Then, whether or not it was on the 
board, the Grasping Tendril performs 
the first of the following options that 
it is able to:

1.	 Attack a human in the Grasping Tendril’s deck space. Add 1 
to the die result. Then move the Grasping Tendril one space 
toward the front of the ship.

2.	 Move each passenger token from the Grasping Tendril’s deck 
space to its water space. Then move the Grasping Tendril one 
space toward the front of the ship.

3.	 Spawn a passenger in the Grasping Tendril’s water space.  
Then move the Grasping Tendril one space toward the front  
of the ship.

While on the board, the Grasping 
Tendril occupies a water space and 
the adjacent deck space. Any ability 
that causes the Tendril to move will 
cause it to occupy both a new water 
space and adjacent deck space. The 
Grasping Tendril cannot move to  
an interior space.
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HORROR ICON ()
This icon does not correspond to a specific horror. The icon resolves 
either as a track icon (if there are no horrors on the board) or as an 
activation icon (if there are one or more horrors on the board).

TRACK ICON
When the horror icon is resolved,  
if there are no horrors on the board, 
advance the horror track one space.

When the horror token reaches the 
Spawn space of the horror track, set 
the token aside, then draw the top 
card of the horror deck and resolve it. 
Usually, the horror card will instruct 
a player to resolve a specific horror 
activation icon, spawning that horror 
on the board.

ACTIVATION ICON
When the horror icon resolves, if there is exactly one horror on the 
board, that horror activates.

If there is more than one horror on the board, any player flips cards 
from the top of the horror deck until they flip a card with a title that 
matches a horror on the board. That horror activates, then the player 
shuffles all flipped cards back into the horror deck.

REPELLING HORRORS
Horrors are particularly tough monsters. When a horror would be 
defeated, the horror is not removed from the board. Instead, it 
is repelled. (Horrors can be removed only by the effects of a track 
advancing; see next column.)

When a player repels a horror, they move it to an adjacent space. 
Then that player may discard skill cards from their hand that have a 
total value of 4 or more to move the horror an additional space.

Which player repels a horror and chooses where it moves depends 
on the circumstances:

	J When a horror would be defeated by a player’s attack, the 
attacker repels the horror.

	J When a horror would be defeated by the ability of a skill card, 
spell card, ally card, or feat card, the player who used the ability 
repels the horror.

	J When a horror would be defeated by a mythos card, if it is the 
result of  a choice, the player who made the choice repels the 
horror. Otherwise, the current player repels the horror.

ATTACKING HORRORS
Humans can attack horrors to repel them. The target number to 
repel a horror is 6.

Horror track
(back of the horror deck)

Start

Spawn

REMOVING HORRORS
The effects of the travel track and ritual track are the only ways to 
defeat a horror and remove it from the board:

	J When the travel track advances, horrors in water spaces move 
one space toward the back of the ship. If a horror was already in a 
water space at the back of the ship, it is defeated (not repelled).

	J When the ritual track reaches the Cast space, each horror in a 
deck or water space is defeated (not repelled).

When a horror is defeated this way, return it to the supply. Then, if 
there are no other horrors on the board, place the horror token on 
the Start space of the horror track.

HORROR CLARIFICATIONS
	J A player cannot perform a space’s action ability if there is a 

horror in that space.

	J When a horror is spawned by its specific activation icon, any 
player removes the token from the horror track and sets it aside.

	J Horrors cannot spawn in or move to the Brig or Sick Bay.

	J During the Shoggoth’s or Drowned Spirit’s activation, if there 
are fewer than four cards left to remove from the game, remove 
as many as possible. Then the horror moves as normal.

	J During the Grasping Tendril’s activation, if there are no 
passengers left to spawn, the Tendril still moves as normal.

	J Horrors are monsters, but are not considered monarchs or  
Deep Ones.

Repel Example
Ida Lawrence attacks the Shoggoth, rolling a 6. 
The Shoggoth is repelled.

Ida moves the Shoggoth to the adjacent deck 
space. Then she chooses to discard skill cards 
from her hand that have a total value of 4 to 
move the Shoggoth to the adjacent water space.

22
Strength

Play during any attack to 

reroll a die.

Combat Training22
Treachery

Action: Choose 1:
• Activate each Deep 

One in your space.
• Activate 1 Deep One 

in any space.

Call to Action
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SKILL CARDS
This expansion adds a new type of skill card, adjusts how players can 
use treachery cards, and adds new cards to existing decks.

BOON CARDS
Boons are always a supporting skill, 
so they always count positively 
during a skill check. Boons cannot 
be drawn unless an ability 
specifically uses the word “boon.” 
Both humans and traitors can draw 
boon cards and use their abilities.

TREACHERY CARDS
When using this expansion, abilities can cause humans to draw 
treachery cards. Humans can add treachery cards to skill checks 
and discard treachery cards for other abilities.

NOTE: While any player can now draw treachery cards, only 
revealed traitors can use abilities on treachery cards.

CHAOS DECK
When creating a new chaos deck, shuffle in two boon cards and 
two treachery cards in addition to the other skill cards.

11
Boon

Companion

Action: Look at the top 
2 cards of the ally deck. 
Spawn 1 in your space 
and place the other on the 
bottom of the ally deck.

NEW SKILL CARDS
This expansion adds one 6-value card and one 0-value card to each 
skill deck. Each 6-value card has the same ability as the 5-value 
cards in that deck (except the treachery deck). 

Each 0-value card has an ability that applies when it is revealed in a 
skill check. 

SKILL CARD CLARIFICATIONS
	J The 0-value skill cards from the influence, lore, observation, 

strength, and will decks have abilities that resolve after the 
check is completely resolved.

	J The 0-value cards from the boon and treachery decks have 
abilities that apply while they are in a check.

	J If multiple 0-value cards are in the same check, the current 
player decides the order in which they resolve.

	J When adding 0-value cards to a skill check, a player cannot 
communicate that they are adding a 0-value card or that they are 
not helping with the check.

66
Lore

Play before any cards are 
added to a skill check. 
Choose a non-treachery 
skill type. It becomes 
a supporting skill. 
(Supporting skills count 
positively toward the skill 
check total.)

Forced Learning 55
Lore

Play before any cards are 
added to a skill check. 
Choose a non-treachery 
skill type. It becomes 
a supporting skill. 
(Supporting skills count 
positively toward the skill 
check total.)

Forced Learning

00
Lore

Oust

After resolving the 
effects of a skill check 
that contains this card, 
the current player moves 
1 Deep One in any space 
to another space.

00
Boon

During a skill check 
that contains this card, 
treachery cards become 
a supporting skill. 
(Supporting skills count 
positively toward the skill 
check total.)

Revelation



PERSONAL CRISIS CARDS
With the increased size of the mythos deck, the procedure for 
resolving character-specific mythos cards is adjusted.

When using this expansion, the 18 character-specific mythos 
cards are removed from the mythos deck and set aside. Instead, 
12 Personal Crisis cards are added to the mythos deck.

When drawn, Personal Crisis cards cause a player to resolve their 
character-specific mythos card.

PERSONAL CRISIS CLARIFICATIONS
	J If a Personal Crisis card is drawn while the current player is in 

the Brig, that card is discarded and a replacement card is drawn.

	J If an ability causes a player to look at the top cards of the mythos 
deck and the player sees a Personal Crisis card, they discard that 
card and look at the next card in the deck.

Personal Crisis

The current player resolves 1 effect, 
prioritized as follows:
1. Resolve your character-specific 

mythos card.
2. If your character-specific mythos 

card was already discarded, the next 
human in clockwise order with 
a character-specific mythos card 
resolves it.

3. If no human can resolve a character-
specific mythos card, draw another 

mythos card and resolve it.

If an effect causes you to look 
at this card from the top of the 

mythos deck, discard it and 
look at the next card instead.

PRELUDES
Preludes are optional cards that can be used to vary setup and the 
starting state of the board. They represent events that occurred on 
the Atlantica’s journey before the start of the game. There are three 
types of prelude cards: day, twilight, and night. Day cards favor 
humans, twilight cards affect everyone, and night cards favor 
hybrids.

RESOLVE PRELUDES
During setup, before step 16. CREATE LOYALTY DECK, shuffle the day, 
twilight, and night cards separately. Then do the following:

1.	 Draw 1 day card. Read it aloud, then resolve its ability.

2.	 Draw 1 twilight card. Read it aloud, then resolve its ability.

3.	 Draw 1 night card. Read it aloud, then resolve its ability.

Then remove all prelude cards from the game.

MODIFYING BALANCE
If everyone agrees, players can vary the types and number of prelude 
cards to adjust the balance of the game toward the humans or 
hybrids. Players can do any of the following:

	J Replace night cards with twilight cards and/or twilight cards 
with day cards to favor the humans.

	J Replace day cards with twilight cards and/or twilight cards with 
night cards to favor the hybrids.

	J Draw and resolve additional prelude cards of any type to further 
modify setup.

The sun beams across the sky and 
glitters off the passing waves. Gentle 
winds and favorable tides make the 
start of the journey fast and pleasant. 
The Atlantica makes good time on the 
water, and crew and passengers alike 
cheer their good fortune. It is no doubt 
an auspicious beginning to the voyage.

Advance the travel track 2 spaces; this 
does not cause components in water 
spaces to move.

Favorable Conditions

Day

You spend your time on the Atlantica 
conversing with other passengers and 
crewmembers. They share their stories 
and life experience, and you develop a 
kinship with your fellow travelers. In the 
course of your discussions, they impart 
some wisdom that may prove helpful in 
the days to come.

Each player takes 1 random unused 
feat card from the box and places it in 
their play area.

Valuable Lessons

Twilight

Over the rumble of the ship's engine, 
the lapping of the waves against the 
hull, and the dull murmur of late 
night conversation, only a pair of 
muffled yelps and splashes herald 
the arrival of terrible creatures 
aboard the Atlantica.

Spawn 1 Deep One in deck space 3  
and 1 Deep One in deck space 4.  
Move each passenger in those 
spaces to its closest water space.

Boarding Party

Night
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MISCELLANEOUS CLARIFICATIONS
BOONS

	J PROVIDENCE: If Providence prevents the loss of a resource that 
was paid as a cost, the ability resolves as if the cost had been 
paid. For example, if Providence prevents the loss of one food 
from the Alchemical Transmutation spell (“Lose 1 food to gain 
2 fuel”), the players still gain two fuel.

CHARACTERS
	J IDA LAWRENCE:

	• The cards are drawn from Seasoned after the action ability 
has fully resolved. If the ability grants an action to another 
player, the cards are drawn before that player performs the 
granted action.

	• Ida can use the action ability of a skill card to trigger 
Seasoned even if the card’s ability cannot be completely 
resolved.

	J GUILLAUME DELACROIX:

	• The ally used with Lost Souls does not count toward 
Guillaume’s one-ally-per-turn limit.

	• If Guillaume is granted an action during another player’s 
turn, he can use an ally with Lost Souls in addition to an ally 
in his space.

	J KOKOJ FERNANDES: A die set to a number by Eldritch Influence 
can have its result modified (using Keen Insight, for example).  
It cannot be rerolled.

FEATS
	J INSTINCT (WONG MUI CHOO): If the skill check results in a partial 

pass (neither “Pass” nor “Fail”), this feat is not removed from the 
game.

	J UNFINISHED BUSINESS (GUILLAUME DELACROIX):

	• Guillaume can have more than 3 allies in his play area while 
this ability resolves. After the feat is resolved, remove all but 
three of the remaining allies from the game.

	• Used allies do not wander; they are removed from the game.

	• If another character uses this feat (from the Valuable Lessons 
prelude card), any unused ally cards remain in their play area 
but cannot be used.

ITEMS
	J CURSED MASK: This item is not an Improvement, so it does not 

count toward a player’s limit of one active Improvement.

	J FLARE GUN: You can choose another character to move even if 
you do not perform an attack.

	J SPIRIT BOARD: The ally defeated by this effect is revealed before 
being removed from the game.

MONARCHS
	J Monarchs cannot be defeated.

MYTHOS CARDS
	J PRECOGNITION: If there are fewer than four cards in the chaos 

deck, the player draws as many as possible, creates a new chaos 
deck, then draws the remaining cards.

	J PRICE OF POWER: Cast the greater banishment spell as if the token 
had reached the Cast space of the ritual track. Do not move the 
token.

SPELLS
	J BLESSING: This spell is not an Improvement, so it does not count 

toward a player’s limit of one active Improvement.

	J CAST OUT: The player can repeatedly resolve the spell, rolling 
each time, until the die result is 5 or less or they choose to stop.

WAYPOINTS
	J STORM WINDS: When you advance the travel track, first move 

the token on the travel track to the Start space. It does not move 
back to the Start space after this ability resolves.
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Drowned 
Spirit

ACTIVATING HORRORS
 SHOGGOTH

If the Shoggoth is not on the board, roll a die. Spawn the Shoggoth 
in the deck space that matches the result.

Then the Shoggoth resolves one effect, prioritized as follows:

1.	 Attack each human in the Shoggoth’s space. Add 1 to each die 
result.

2.	 Defeat each passenger in the Shoggoth’s space.

3.	 Damage the Shoggoth’s space (if space is an undamaged 
interior space).

4.	 Remove the top four cards of the item deck from the game 
without revealing them. Then move to an adjacent space based 
on the Shoggoth’s current location:

	• If in a water or deck space, follow the movement arrow.

	• If in an interior space, move toward the closest undamaged 
interior space with the highest number.

 DROWNED SPIRIT

If the Spirit is not on the board, roll a die. Spawn the Spirit in the 
interior space that matches the result.

Then the Spirit resolves one effect, prioritized as follows:

1.	 Damage the Spirit’s space (if space is an undamaged interior 
space).

2.	 Remove the top four cards of the spell deck from the game 
without revealing them. Then move to an adjacent space based 
on the Spirit’s current location:

	• If in a water or deck space, follow the movement arrow.

	• If in an interior space, move toward the closest undamaged 
interior space with the highest number.

 GRASPING TENDRIL

(This horror occupies both a water space and a deck space.)

If the Tendril is not on the board, roll a die. Spawn the Tendril in the 
water space that matches the result.

Then the Tendril resolves one effect, prioritized as follows:

1.	 Attack one human in the Tendril’s deck space. Add 1 to the  
die result. Then move the Tendril one space toward the front 
of the ship.

2.	 Move each passenger from the Tendril’s deck space to its  
water space. Then move the Tendril one space toward the  
front of the ship.

3.	 Spawn one passenger in the Tendril’s water space. Then move 
the Tendril one space toward the front of the ship.

QUICK REFERENCE

MONSTERS

Deep Ones

ICONS
SKILL ICONS

 Influence  Lore  Observation

 Strength  Will

 Boon  Treachery

ACTIVATION ICONS


Mother 
Hydra 

Father 
Dagon  Deep One

 Shoggoth 
Drowned 
Spirit 

Grasping 
Tendril

  Horror (if there are horrors on the board)

TRACK ICONS

 Travel Track  Ritual Track  Choice of Track

  Horror (if there are no horrors on the board)

RESOURCE ICONS

 Fuel  Food

 Sanity  Souls

LOYALTY CARD DISTRIBUTIONS

PLAYER COUNT 3 4 5 6

HYBRID LOYALTY CARDS 1 1 2 2

CULTIST LOYALTY CARDS 0 1 0 1

HUMAN LOYALTY CARDS 5 6 8 9

MONARCHS

Mother Hydra

Father Dagon

HORRORS

Grasping 
Tendril

Shoggoth


