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[bookmark: _dl72yje8hkls]Land and Sea
The divide between the sea and the land is marked by a long piece of string on the floor, spread
across the center of the room. Merfolk can move freely in the sea, but cannot go on land;
pirates can move freely on the land, but cannot go into the sea. Selkies can go between both
freely, but take a little time (a quick three-count) to transform when crossing the line. Anyone
else can move freely.

Though tempers may flare, there is no mechanical representation for combat. Your gunpowder
is wet, your blades are dulled, and frankly, you’ve seen enough death. If you want to narrate a
scuffle with another character, you can, but both players must opt in, and no one should end up
dead or disabled as a result.

When the Land Spirit’s egg begins to crack, the world board will be revealed. Place your post-it with your name on the board, based on what you currently are: pirate, merfolk, or selkie. If you are none of these things, you may place your name where you wish, or leave it off. When the egg finally hatches, the state of the board will be locked, and the new world will be born. If you want to change where your name is placed, you must gamble.
[bookmark: _8snmekz038ey]Gambling
On the line between the sea and sand is a table, and seated at the table is the Sea Spirit. Anyone
can sit at the table to gamble. A gambler may invite up to two others to come with them, but they
must be specifically chosen by the gambler and present before the dice are thrown.

To gamble, the gambler places a single Soul Die on the table. This does not have to be their own,
but it must be placed by the gambler’s hand. The Sea Spirit places two Spirit Dice on the table.
The gambler then rolls all three dice.

The Soul Die shows your starting number. As the sea gives and the sea takes away, so too do its
dice. Add the number showing on one Spirit Die, and subtract the number showing on the other.
You can choose to use no Spirit Dice, or to use both.

Other people at the table may have powers they can use, to either change these rules or give
you more options. You cannot use your own power on yourself, and may use your power only
once. Once you’ve spent it, it’s gone. If you willingly give your Soul Die to someone else, you can
use your power up to three times total. Powers may be used multiple times on a single gamble.

Once the total is determined, the Sea Spirit may transform the gambler. To become a human,
the total must be 0​. To become a selkie, the total must be 3​. To become a merfolk, the total
must be 7​. Getting -6 or below​, or 13 or above​, should be impossible. Expect something
similarly impossible from the Sea Spirit should you achieve it.

Once a total is reached, the Sea Spirit will take the Soul Die used in the game. To gamble again,
you must bring a new Soul Die. You may only hold one Soul Die at a time; you must gamble with one before you may receive another.

Gambling serves two purposes. It allows characters to transform, which affects the general state
of the new world. To have your philosophy influence the next world, your form (or the form of
the majority of participants) must reflect that philosophy. Humanity represents adventure,
freedom, future thinking, and change. Merfolk represent tradition, civilization, stability,
memory, and the past. Selkiedom represents home and the family, comfort, living for the
present, and contentment. The physical forms of the participants have to reflect the final
Outcome.

Gambling also gives a Soul Die to the Sea Spirit to use in the creation of the world. If the Sea
Spirit has your Soul Die, you will, in a small way, be able to shape the new world when it is
hatched. It might not happen immediately, but your little wishes will come true.
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1. Sit at the table, with up to two others.
2. Roll your Soul Die and two Spirit Dice.
3. Your Soul Die is your starting number.
4. Add one Spirit Die and subtract one Spirit Die; or keep your starting number.
5. Others at the table may contribute powers, if they choose.
6. If your total is:
· 0: You are transformed into a human.
· 3: You are transformed into a selkie.
· 7: You are transformed into a merfolk.
· -6 or less, 13 or more: ???
· Anything else: You remain unchanged.
7. The Sea Spirit takes your Soul Die.

