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Self-control and speed will allow you to recruit the most
efficient crew and assemble the fastest, most extraordinary and

beautiful ship.




oLy ents §{ set up

(Gom(]oonent&

=7 double-sided boardé : one bottom of'thé chest side (wit]
and one chest lid. '

=48 Equipment tiles:
* 12 Sail tiles .

ot

* 36 tiles of 4 different kinds::
9 Deck tiles 9 Gun port tiles

Ll

= 24 Boat tiles: -_ L . =24 ,pr.eW—pieéé_s \:'5‘:__ -
‘,’.4_1_-storey tiles 6 2-storey tiles . of 4 different colours ,
)" 73-storey tiles 7 4-storey tiles ‘ i} Z} ’

= 40 Doubloons

el .

= 32 score tokens, depicting
bombs including 12 tokens worth g
+5and 20 tokens worth +2/-2 £v*=

=1 15 seconds sand timer
22 player aids

=1 rule book
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1. Each player chooses a pirate and 6 crew-pieces of one colour, which he

B places in front of him, in his stock.

2. Each pirate connects the bow and stern tiles corresponding to his crew
in front of him.

3. Each pirate gets 3 doubloons. Each player chooses whether his personal
doubloons stock is left visible or hidden.
4.'The remaining Doubloons are placed next to the chest.

5. Shuffle the Boat tiles and place them in a face down stack next to the
chest.

6. Shuffle the Equipment tiles and place them face down next to the chest
in 8 6-tile stacks (you will use one stack per round).

7.'The chest is placed in the middle of the players.
Put the bombs aside, you will use them for the final count.

'The player who has most recently been on a boat will be the first player, he
is named captain for the first round. Turn clockwise for the next captain.
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I One game comprises 8 rounds represented by
the 8 Equipment tiles stacks.

Each round is divided into 6 phases:

1. Treasure supply

2. Treasure plundering

3. Unemployed sailor pay

4. Loot distribution

5. Auction

6. Tiles connection and placement
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1. Place the bottom of chest board in the middle of the players.

2. Place 6 Equipment tiles (1 stack) and 3 Boat tiles face
down on the corresponding spaces. Close the chest with

the “chest lid” board.

3. Close the chest with the “chest 1id” board.

4. Turn over the chest. The tiles are now face up but

“hidden by the chest lid.

You're ready to plunder the treasure !
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1.The captain turns over the 3. Once the sand timer runs
sand timer and lifts the treasure out, any player can shout “stop’,
- lid, disposing of it as quickly as . immediately putting an end to the

& possible. By putting it on your lap for plundering phase. At this point,
example. Ob yes, _op_ening a chest can be a players must stop adding crew-

difficul task!” _ pieces. As long as no one shouts
=ai ; o S « » . .
7 2. Assoon as the treasure is opened,  StOP the plundering carries on.
b all players can simultaneously The sand timer therefore indicates
place their crew-pieces on the a minimum, and not a maximum,

desired Equipment and/or Boat tiles duration of the plundering phase.
" appearing in the treasure. : : ;




€ Once a crew-piece is placed, it can’t be moved any
more. Therefore, it is forbidden to :

« take it back into one’s stock

& If a tile contains one or more
opponent’s crew-pieces, a player

may try to (re)gain majority (or to

. _ - force a tie) on this tile by placing
* move it to another tile ~ his own crew-pieces on it. The

- cputitbackonatilewhenitfelloff. =~ playerscan outMopponcnts

€ Pirates can only use one hand to place his crew-pieces several't1rnes
(most of you only have one hand anyway, the other being a

€ Any clumsy or malevolent
hook). ~ pirate, who would knock an

& The crew-pieces can be stacked on top of one another. oGnent’s crew-piece off a tile is
- automatically excluded from the

current round and immediately
~ stops placing crew-pieces during
ing. He will benefit

neither from the unemployed sailor
pay, nor from the loot distribution.
No one ever said that a pirate’
kindness was infinite !
I

& Taking several crew-pieces in one’s hand and
distributing them on various tiles — is prohibited (you
might incur the wrath of the other pirates for blocking t 7
inside the chest for too long).

& It is forbidden to leave one’s hands above the chest.
It would prevent the other pirates from seeing the
treasure. You have a shred of honour, blistering barnacles !
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AT Each pirate r¢ receives one doubloon per chW‘PlCC‘s.r_lot (*) . QZQ

épla}’ed in the plundering phase
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R Note1: P1eces in a player’s s,hand Avnen the plundermg
' phase ended—aﬁé considered to be in his stock. :
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1. Any crew-piece overla;ppmg two tiles (on contact with e3 Each player takes the tile(s) on
~ thetop of 2 tiles), or in contact with the chest, is invalid
i and is not taken into account during the loot distribution

count (nor during the unemployed sailor pay).

o 2. Ties cancel eaclu)dier out. When different

et ;p}ayers placed | the same number of crew- ;

~ pieces on a tile, they cancel each other out.. o

' optlona]ly, another playerrwho placed less crew-

p1eces on the tlle ,mgy-f)ecome the winner.
piEe)

majority. ¥
~ 4. The tiles that were not

% plundered are left in the bottom. of

the chest for the auction pha_s_p (‘d see
phase 5) -

- EXEMPLE: RED wznsZEguzpment
tiles, 1 Flag and 1 Barrel

- Phiase 4 - Lot istribution.

GREEN wins the 1 ~storey Boat tile, z;b‘e.
which he is present and has a atrtcf Cannon tile, and the el Equipment tile

* His opponent’s knocked out
crew-pieces are replaced on their
tiles.

* All the clumsy pirate’s crew-
pieces previously played are not
~_taken into account during the
“Loot distribution” phase (see
Phase 4).

The clumsy pirate is aware that he has
narrowly avoided banishment, and
therefore he neither protests, nor grumbles,
but rather thanks the other pirates for
their mercy.

*A clu?n?y?)irate who knocks out™
his own crew-pieces can continue
to play. His fallen crew-pieces
remain where they fell, but are not
taken into account during the Loot
distribution.

Note 2 : When there are not.en.ough doubloons for everyone to collect
unemployement each player | must put back half of his fortune, rounded -
'1n his favour Next the players can collect the1r unemployment

(because of the tie between Red and Blue).

BLUE wins the 3-storey Boat tzle and z‘l)& i

quarter Equipment file.
YELLO W wins the pzmz‘e pon‘bole
Equipment tile.

y YELLOW wins 1 doubloon  for the crew-
' piece that did not engage in the plundering.

.Example RED wins the tile thanks to the o
draw between YELLOW and GREEN.

208 ".“:l-:.- =




: f frase 5’ c;%uction

‘ '§ Add all tiles that were thrown number of doubloons in his hana. doubloons back.

o overboard in prey10_us rounds to .thc A]l the Rlayers stretch their arms T he playcr B he most douploseaErT 1o
- bottom of the chest (see below). with their hands closed above the
e o take a tile of his choice. He then pays all the doubloons
chest and reveal their contents

=1t is possible that no tiles were wagered.
thrown overboard during the ? :
~previous round and no tileswere = A player with no doubloons in
left in the treasure chest at the end  his hand cannot win tiles. He was
_ of the loot distribution. In this case, ~ probably bluffing! -

the players ski_p Ihis-*phas'é" 3

simultaneously.
' < Next, the player who bet the 2nd highest amount of
doubloons chooses a tile among the remaining tile(s),
pays the doubloons he bet, and so on.

Ry |

£ When a player has won an auction, he must take a
tile provided that at least one tile remains and pay for
it - even if the tile he wanted is no longer there. il

= Ties cancel each other out. In
< There is only one auction turn, other words, the players who bet
~during which the players will try to  the same number of doubloons as
get one tlle remalnmg in the chest. . one or several opponents will not < If no tiles are left the player j Just takes back h1s
A Chmese BT T play in the auction. In this case, doubloons.

i e e in player h1 des . each tlied player takes hﬁis: .wal‘gefed i Bl P FJ".T"'-

-r =

Any tiles remaining in the bottom of the chest are thrown
e

overboard.
The Boat tiles imme&i;@are permanently removed
from the game. i

L - = sy

e
The Equipment tiles are ng on the edge of the chest
and will be added to the at the beginning of the

following auction phase.
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< Placing an Equipment tile is submitted to the following rules :
* One Sail or Deck tile * One Dect tile

on a mast. on a deck space

S Up to 3 Sail tiles can be placed on
top of each other on a 1-storey Boar

tile. Up to 2 Sail tiles can be placed on

top of each other on a 2-storey Boat

tile. Only 1 Sai/ tile can be placed on a

3-storey Boat tile.

< It is forbidden:
* to place a Sai/ tile on a 4-storey Boat
tile. There is no mast anyway.

* to place a Deck tile on a deck space
if a Sail tile has already been put on
the mast.

* to place a Sai/ tile on a mast if a Deck
tile is already present on the deck space.

= A player can switch an Equipment
tiles anytime (especially to optimise a
space by making it available for a Sail
or Deck Equipment).

< Boat tiles connection : players must link their Boat
tiles as wisely as possible, that is, they try to properly
connect the symbols on each storey: anchor on the 1st
storey / compass rose on the 2nd storey / coat of arms
on the 3rd storey / buoy on the 4th storey).

* One Porthole tile on '+ One Gun porttile on  * One Quarter tile on
a porthole space. a gun port space. a quarter space.

S An Equipment tile that can’t be placed on the boat (because no
corresponding space is free) is thrown overboard. It will float there
until the following auction.

= Once a player has acquired a = Any connection or placement
Boat tile, he must connect it to his  modification is always allowed
boat, even when no proper connec-  anytime until the end of the game.
tion is possible. But dont panic yet,

you may be able to move them later

and hopefilly find a better connection.




fnc[ o7 the game

The game ends after the 8th round (at the end of the last auction). After
everyone has taken enough time to optimize their boat (last changes in
the connection and/or placement of tiles), the players count their points
with the bomb tokens. The pirate with the most points after. the final

3. The empty spaces
For each one of the 5 following elements, count the
number of empty spaces. The player(s) with the most
empty spaces get -2 points.
count wins the game and becomes part of great pirate legend. T ggg; Z-E)n =% togbuild aljgf/;zst ship!

* Deck spaces. * Gun port spaces.

A Sail on a mast counts as

: oo
C5 CQXtIt j ' an equipped deck.

1. The majority

For the following titles, the player with the majority wins 5 points and —
takes the corresponding bomb token. The second wins 2 points, the rest

2 points. = The richest

water) gets 5 points, the

of the players don't score. In case of a tie between several players, they all
pirate (with most
second gets 2 points.

receive their warranted points. {
* Quarter spaces. S
ekt
w (@ 4@ * Largest total of empty
' = @ spaces added together.
doubloons) gets 5 points, 7 3

S The fastest boat
_ v o7,
the second gets 2 points. : oS @ :@

(with most Sai/ tiles) wins
= The biggest boat

5 points, the second gets
(with most barrels in the

4, Sets of tiles

= The players win 5 points
for each set of 3 matching
Equipment tiles.

- =The players win 4
points for each set of

sk : 3 different Equipment;
2.'The connections -~ il tiles placed on a same
Each correct storey connection
is worth 2 points. '
Each incorrect storey connection
is worth -2points. - f 3

kind of space.

< The players win 2 points
for each pair of identical
Equipment tiles.

To easily verﬂj/ that a connection

is okay, you can use the shells on

the Boat tiles, located just above

the water, to see if the colours
-_-correspond Or not.

Note 1: The Sai/tiles do not count as sets, they are only
taken into account for the fastest boat.
Note 2: Each tile can be used in only one set. -
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