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A game ‘5}/
Prolo Mori & Remo Conzadord

Lllustrated ‘5}/‘
/mal%an Awcomte

Ahoy, Captain!

Hoist your flag, recruit a crew,
and fill your coffers with shiny, gold coins.

GOAL orHE GAME

Play as Pirate Captains, recruit a crew, and
collect coins.

The Captain with the most coins at the end
of the game wins.

COMPONENTS

« 72 Character tiles (double-sided)
- Each tile features a different
Character on either side.
- There are 9 unique Characters,
each appearing 16 times
across the tiles.

<58 Coins

N 3
lGX@ 15x e 14x

« 1large Treasure Map token
«1lclothbag

« 3 player aids

+1rulebook

« 10 Adventure boards (double-sided)

KUBiGO

OpurvuHan — Setup

SETUP

« Place all the Character tiles in the bag.

« Place the Coins and Treasure Map in the center of the table.
« Randomly give an Adventure board A to each player.

Make sure to include the board with a Pirate Flag (upper-left corner). It will be used to
identify the player who starts the game.

a in future games, agree on which Adventure board (A, B, C, or D) all players will use.

« Place a Player Aid between each player.
The 9 Characters are explained on one side, and the effects of each board on the other.

— OpuruHasibHasi CTpaHuLa npaBua —

LEJIb UT'Pbl

Nrpokn — KanuTaHbl MMPATCKMX KOMaHA. Habupai akunax u
cobvpait MoHeTbl. KannTaH C HAMGONbLUUM KOIMYECTBOM
MOHET B KOHLe Urpbl nobexxnaet.

COCTAB UT'PbI

* 72 NANTKM NepcoHaXxeu (ABYyCTOPOHHME). Ha Kakaon
NJNTKE ABa pa3HbiX NepcoHa>ka — ¢ 06enx cTopoH. Bcero 9
YHUKaJIbHbIX NepCoHa)ken, KaxkAbl BCTpevaeTcs 16 pas BO
BCEM Habope.

e 58 MOHeT: 16X HOMUHaNOM 1, 15X HOMUHanNom 3, 14x
HOMUHanoMm 5, 13X HoMmmHanom 10

* 1 6onbLIOK XXeTOH «KapTa COKpOBULLL»
* 1 TKaHeBbl# MeLUoK
* 3 NaMATKM Urpoka - 1 ceop npaBun

* 10 BOCOK NPUKIIOYEHUN (ABYCTOPOHHME)

NOAINOTOBKA K UIPE

* CnoXxmute BCE MJNTKN FlepCOHa)KEI7I B MeLlUOoK.
* BblJIOXKMTE MOHETBI U KapTy COKPOBMLL B LIEHTP CTONa.

* PaspanTe KaXxAoMy UrPOKY CJIy4anHyo B,O0CKY
npukoYeHun A. Ba>kHo: cpean po3gaHHbIX OCOK
obs3aTenbHO Ao/KHa BbITh Ta, HA KOTOPOW B BEPXHEM JIEBOM
yrny n3obpa>xéH nupaTckum pnar — Urpok C Takown JOCKON
XOAWUT MepBbIM.

* B nocneayrowmx napTrsax AOroBopuTech, Kakme gocku (A, B,
C nnn D) 6yayT ncnosib3oBaTb BCE UFPOKMU.

* NloNoOXXNTE MEXAY UTPOKaM/ NaMATKU. Ha oaHOM CTOpOHe
onncaHbl 9 nepcoHakemn, Ha Apyron — 3ppeKTbl JOCOK.
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OpurvHan — Xoa vrpsbl

GAMEPLAY OVERVIEW

Take turns clockwise, starting with the player holding the board
with the pirate flag.

On your turn, follow these 4 steps in order:

Randomly draw 1 Character tile from the bag, making sure
you can only see one side.

e Keep this Character or choose to flip it (i.e. turn the tile over).

Note: If you decide to flip the tile, you must keep this new
Character!

Then place this Character on the lowest empty space of any
column on your board.

(3]

o Apply the Character’s immediate effect, if any.

Then, if your Character is on the highest space of any column,
apply theirimmediate bonus, if any.

Example: Lily places the Parrot on her board. She immedia-
tely draws and plays a new tile (which she may or may not flip,
depending on the rule).

Tile Anatomy

The 9 Characters have either an immediate effect, an Endgame
effect, or both.

If the box is yellow, apply the effectimmediately after

lacing the tile.
P g Immediate effect

If the box is gray, apply the effect at the end of the
game.

The Cartographer and the Gunner both have a symbol (sextant &5
orbomb @) to remind you that they interact with the effects of the
Navigator and Carpenter, respectively.

— OpuruHasibHasi CTpaHuLa npaBua —

KUBiGO

End of the game effect

S @D

Xon urpebl

XoAuTe Mo 4acoBoOW CTpesiKe, HauymHas C UrpoKa, Ybs AOCKa
oTMeyeHa NMpaTcKuM dnarom. B cBoi xoa BbINOJHM 4 wWara
Mo MopsiAKYy:

1. Bo3bMm Hayrag 1 nanTKy nepcoHa>ka M3 MellKa Tak,
4TOObLI BUAETb TOJILKO OAHY €€ CTOPOHY.

2. OcTaBb 3TOr0 NepcoHa)ka Nin NnepeBepHU MNJnNTKY.
Ba>xHo: ecnn pewnn nepeBepHyTh — 0653aH 0OCTaBUTb HOBOIO
nepcoHaxa!

3. Mono>km NIMTKY Ha CaMylo HUXKHIOIO CBODOAHYIO
KJ1eTKy /110601 KOJIOHKN Ha CBOEN O0CKe.

4. NMpuMeHn MrHOBeHHbIN 3ppeKT nepcoHaka, ecaim oH
ecTb. MNocne — ecnu nepcoHaxk nonaja Ha caMyio BEPXHIOIO
KJIeTKY KOJIOHKW, NpuMeHn eé 6oHYC, eC/IN OH eCTb.

lpumep: Jinnn knagét Monyras Ha CBOK AOCKY. 3aTeM cpa3y
6EepéT n MrpaeT HOBYH MJINTKY — KOTOPYH OHa MOXKET
rnepeBepHyTb UM OCTaBUTb, Kak 0ObIYHO.

AHATOMUA TJINTKHA

Y Ka)k[aoro 13 9 nepcoHa>ken ecTb MTHOBEHHbIW 3 deKT,
3¢ peKT KoHua urpbl — nau oba.

XKénTtaa paMKa — 3hHeKT NpUMEeHSEeTCSA cpaly nocne
pasMeLlleHns NANTKN.

Cepas paMKa — S(peKT NpUMeHSAeTCs B KOHLE Urpbl.

Y WtypmaHa n KaHOHMpA eCTb 3Ha4YKN CEKCTaHT 1 bomba
— OHMW HaNOMWHAIT, YTO 3TN NEPCOHAXKN B3aUMOLENCTBYIOT C
a¢phekTamn KapTorpada 1 NMnoTHMKa COOTBETCTBEHHO.
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OpurvHan — KoHeu urpbl

END OF THE GAME

Board Anatomy When someone completes four columns on their board, finish the round.
« Spaces A & B are adjacent - The first player has the Pirate Flag on their Adventure board. The last player is therefore
» ) seated to their right.
’ :r:;?: ::):‘all) are not adjacent SiTEeRHE - If the last player is the one who completed their fourth column, the game ends
g ' immediately.

+Spaces E & F are not adjacent because
thereis aspace between them.

+ You can have an empty space in a row.

Apply the endgame effects of each of your Characters, if any.
- If you are playing board C, also apply the endgame bonuses of covered spaces.
« Columns are not required to begin on the - To avoid making mistakes, score one column at a time, from left to right.
bottom row. The player with the most coins wins the game.

« X are immediate bonuses. In case of tie, if one of the tied players has the Treasure Map, they win. Otherwise, tied
players share the victory.

1 column

Example: During the
game, Lily has collec-
ted 13 coins.

She gains 15 additio-
nal coins at the end of
the game by scoring her
crew:

« Swabbies: 3 columns
contain at least one
Swabby. 9 coins.

- Carpenters: Only one
ofthe three Carpenters
is worth 3 coins. The

other two have a

Gunner in their row or

column.

«Lookouts: Only one
of the two Lookouts
is worth 4 coins. The

other has a Character

above them.

« Parrot: -1 coin

— OpuruHasibHasi CTpaHuLa npaBua —

KUBiGO

AHATOMUA Noinsd

e Knetkm A n B — cocegHue.
e Knetkn C n D He coceaHuUe — OHW MO gunaroHasnau.

e Knetku E n F He cocegHue — Mexxay HUMU eCTb nycTas
KJieTKa.

* B psfy MoxeT ObITb NycTasa KneTka.
* KoNoHKN He 065A3aHbl HAYMHATBLCA C HUXKHEro psapa.

® X — 3TO MFTHOBEHHbIe GOHYCI:I.

KOHEL, UI'Pbl

Koraa nto6oi nrpok 3anosiHAeT YeTBEPTYIO KOJIOHKY Ha
CBOEW [0CKe — payH[ A0UrpPbiBAeTCA 00 KOHLUA.

* [lepBbI UTPOK — TOT, Y KOF0O Ha A0CKe NMupaTCKui gnar.
MocnepHUM UrPoOK CUAUT CripaBa OT Hero.

* Ecnm l-IeTBépTyIO KOJIOHKY 3anoJIHN1 UMEHHO nocnegHuin
NFPOK — UIrpa 3aKaH4YuMBaeTCd cpa3y.

3aTeM Kaxabli UFpoK nprmeHsaeT 3t eKTbl KOHUA Urpbl
CBOUX NEepPCOHaxKen.

e Ecnn nrpaeTte Ha gocke C («MnoT»), LONONHUTENIbHO
npuMeHnTe BOHYCbl KOHLLA UTPbl CO 3aKPbIThIX KNETOK.

e YT0bbl He 3anyTaTbCs, MOACYUTLIBANTE MO OA4HON KOJIOHKE
3a pas — CJieBa Hanpaeo.

MobexxnaeT UFPOK C HAMDOJILLUMM KOJIN4ECTBOM MOHET. B
crlyyae HUYbM: eC/IN Y OJIHOrO 13 MPeTeHOEeHTOB eCcTh KapTa
cokpoBuiy — nobexaaeT oH. Haye — nobeny nenst Bce
YYaCTHUKUN HNYBMN.

lpumep (cm. nanocTpauymio cnesa): Jinav cobpasia 13 MOHET 3a
urpy. B koHuUe rnoJsiy4aeT AOoMnoJIHUTE/IbHO: KOHIru B 3 KOJIOHKax
— 9 MoHeT; MNoTHUK 6e3 KaHoHupa B psiay/KosioHKe — 3
MoHeTbl; [lo30pHbIA 6e3 nepcoHa)ka Has cobovi - 4 MOHEThI;
Monyran —» —1 MmoHeTa. iToro: 13 + 15 = 28 MOHeT.
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OpurvuHan — F.A.Q. v kKpeauTbl

F.A.Q

« Do | have to place my Monkey adjacent to another tile?

No. If you do not place the Monkey adjacent to another tile,
simply do not apply its Flip effect.

«Can I place a Cartographer on my board if I already have the
Treasure Map?

Yes. This is still a good strategic move, since you gain 2 coins
per Cartographer with the Navigator effect.

CREDITS AND THANKS

i
J
is a game published by
PlayPunk
Rue Saint-Leonard, 511
4000 Liege, Belgium
Designers: Paolo Mori and Remo Conzadori
Developer & Publisher: Antoine Bauza and Thomas Provoost
Project Manager: Gabriel Durnerin
Illustrator: Jonathan Aucomte
Graphics Design: Alexis Vanmeerbeeck
Proofreader: Danni Loe
Acknowledgements: Albertine Ralenti, Frédérick
Brelot, Bruno Goube, Harry, Lily, Esteban, Moon,
and Kitara.
At PlayPunk, we write the rules using gender neutral
pronouns to make sure every player is included.

— OpuruHasibHasi CTpaHuLa npaBua —

KUBiGO

YACTbIE BOINPOCHI

B: O653aH 1 9 cTaBUTb OBe3bAHY PSOO0M C APYron NANTKON?
O: HeT. Ecsin Tl He cTaBub O6e3bsHy pAaoM C Apyromn
NJANTKOW — MPOCTO HE rNpuMeHsaV €€ 3(phekT «nepeBepPHu>.
B: Mory nun s noctasuTb KapTorpada, ecnin y MeHs yXe eCTb
KapTa cokpoBuL?

O: [la. 370 BCE paBHO CUJIbHbIN CTPaTern4yecknim xon — Thbl
noJly4nilb Mo 2 MOHeThl 3a Ka)xaoro Kaptorpadga 6naronaps
3¢ppexkTy WLTYypMaHa.

ABTOPbI U BJIATOOAPHOCTHU

UspaTensb: PlayPunk, Rue Saint-Léonard 511, 4000 Liege,
Belgium

ABTOpBbI: Paoclo Mori, Remo Conzadori

Pa3spaboTka u uspaHue: Antoine Bauza, Thomas Provoost
MeHep xep npoekTa: Gabriel Durnerin

UnnoctpaTop: Jonathan Aucomte

Fpacdmyeckumn pusamH: Alexis Vanmeerbeeck

KoppekTtypa: Danni Loe

BnarogapHoctu: Albertine Ralenti, Frédérick Brelot, Bruno
Goube, Harry, Lily, Esteban, Moon, Kitara.
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Immediate effect

OpuirviHan — lNamMsATKa nepcoHa)xeu

? %1/6” ./fZ«’:l’

Endgame effect

CARTOGRAPHER

Take the Treasure Map and ' =

place it near your board.

“Oops, I was holding it
upside down!”

TREASURE MAP
If you have the Treasure Map at the end of your
turn, take 1 coin.

“X marks the spot...”

NAVIGATOR
Take 2 coins per Cartographer & on
your board.

“These maps are really confusing!”

PARROT
Draw and play a new tile.
End of the game: Lose 1 coin.
“Polly want a cracker?”

J

~

COOK

Take 1 coin per Character in their

row, including the Cook themself.
“Save me some dessert!”

SWABBY
Endgame: Take [1/4/9/16/25] coins
if you have at least 1 Swabby in
[1/2/3/4/5] columns.
“Strength in numbers!”

GUNNER

Take 5 coins.

Endgame: If you have 3 or more
Gunners @ on your board, you lose
the game.

“Get ready for the BOOM!”
/

CARPENTER

Endgame: Take 3 coins if there is no

Gunner @ in their row or column.
“What a bunch of blockheads.”

N
MONKEY

Take 1 coin then flip one adjacent
tile. Apply the effects of the
revealed Character.

“Anyone wanna play with me?”

J

LOOKOUT

Endgame: Take 4 coins if there is
no Character above this tile, in this
column.

“Get down! | can’t see anything!”

KUBiGO

— OpuruHasibHasi CTpaHuLa npaBua —

NAMATKA: MEPCOHAXUA

Cpa3y — MrHOBeHHbIN 3(hekT (KéNTasa paMka). B KoHue
urpbl — 3ppekT NnoacyéTa (cepasa pamka).

KapTtorpad
(Cartographer)

Cpasy: Bo3bMmn KapTty
COKPOBMULL, 1 MOJIOXN €€
pPsSiAOM CO CBOEN OOCKOMN.

«Ou, 51 gepxas e€ BBepx
Horamu!»

LUTypMaH (Navigator)

Cpasy: lNony4n 2 MOHeTbI 3a
kaxxgoro Kaprorpada Ha
TBOEW LOCKe.

«39TU KapTbl COBEPLUEHHO
HEeroHsTHble! »

KoK (Cook)

Cpasy: lony4n 1 MOHeTYy 3a
Ka>k[0oro nepcoHa>ka B CBOEM
pany — BKJlOMas caMoro
Koka.

«OcTaBbTe MHe fecept!»

KaHOHMP (Gunner)
Cpasy: lony4n 5 MmoHeT.
B KOHUe urpbl: ECav Ha
nocke 3 unu bonee
KaHOHMpPOB — Thbi
npourpbiBaellb Urpy.
«[oToBbTECH K BYM!»

Obe3bsAHa (Monkey)

Cpasy: Bo3bMmu 1 MOHeTy,
3aTeM nNepeBepHU OOoHY
COCeaHIoI0 MNJINTKY.
[MpnmeHun appekT
OTKpbIBLUErocqa nepcoHax>ka.
«KTO-HNbYAb XO4eT nourpathb?»

KapTa cokpoBuLy
(Treasure Map)

Cpasy: Ecnin y Tebs ecTb
KapTa cokpoBuLL, B KOHLLe
TBOEro xo4a — nojayym 1
MOHeTYy.

«KpecTuk oTMe4yaeT MecTo...»

Monyraw (Parrot)
Cpasy: Bo3bMu 1 cbirpam
eLwé oaHy NJINTKY.

B KoHue urpsbi: MNoTepsan 1
MOHETY.

«llosin xo4eT Kpekep?»

KOHra (swabby)

B kKoHuUe urpbi: MNMony4n
[1/4/9/16/25] MoHeT, ecin y
Tebs ecTb HOHra B [1/2/3/4/5]
KOJIOHKaX COOTBETCTBEHHO.
«Cunna B Konm4dectse!»

MNOTHMUK (Carpenter)

B KoHue urpbl: Monyyu 3
MOHETbI, eC/IN B ero psagy u
KOJIOHKe HeT KaHoHupa.
«Hy n Tynnubi!»

JO30pPHbIN (Lookout)

B koHue urpbl: Monyyn 4
MOHEeTbIl, eC/11 Ha4, 3TOU
MNJIMTKOW HEeT NepcoHa>ka B
TOW »Ke KOJIOHKeE.

«[lpurHuce! 5 HU4ero He BUXy!»
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Immediate effect

OpurvHan — lNamMsATKa AOCOK

End of the game?
4 columns completed > last turn!

Endgame effect

Take 3 coins.

S

Take 5 coins.

KUBiGO

Take the Treasure Map.

The first player
who places a Character on
this space does not take
any coins.
All subsequent players
who place a Character
on this space take 2 coins.

The first player
who places a Character on
this space takes X coins.
All subsequent players
who place a Character
on this space take Y coins.

The raft

Take the Treasure Map.

16
At the end of the game,
take 6 coins if all

Characters in this column
are IDENTICAL.

14
At the end of the game,
take 4 coins if all

Characters in this column
are DIFFERENT.

— OpuruHasibHasi CTpaHuLa npaBua —

e N
The desert island

Take 3 coins.

@]

Take 2 coins for each
completed column on your
Board, including this one.

@-

Take 1 coin for each
different Character in this
column.

9)

To place a Character on
this space, you must pay
1 coin. If you have no
coins, you cannot place a
Character here.

NAMATKA: LOCKM
NMPUKJNIIOYEHUN

Kaxxgas n3 4 gocok (A, B, C, D) naéTt pa3Hbie GOHYCbl 32 CBOU
KNeTKn. B nepBoi NnapTum ncnonb3lynte BOCKY A, 3aTeM —
nobyro Mo AoroBOpEHHOCTMN.

A — NMupaTtckum Kopabnb (The Pirate Ship)

BOHyCbI NpuU pasMeLL,eHun:
* Mony4n 3 MOHETbI

e [Mony4n 5 moHeT

* Bo3bMu KapTy cokpoBuLL,

B — KpakeH (The Kraken)

BoOHyCbI NpuU pasMeLLeHuu:

* 0/ 2: NepBblt UTPOK, MOCTABMBLUWIA CloAa MEPCOHaXKa, MOHET
He noslyyvaeT. Bce cnepgyowme — noay4vatoT Mo 2 MOHETbI.

e X/ Y: MNepBbii nosly4aeT X MOHET, nocnepytowine — Y MOHeT.

C — MNnoT (The Raft)

BoOHyCbI NpuU pasMeLLeHuu:

* Bo3bMu KapTy cokpoBuLL,

B KOHUe urpbl:

e = 6: [loNly4n 6 MOHET, ec/in BCe NEePCOHaXKN B KOJIOHKe
OAUMUHAKOBDIE.

e # 4: [loNy4n 4 MOHETbI, eC/11 BCE MepCcoHa>Xu B KOJIOHKe
PA3HbIE.

D — HeobuTaeMbin OCTPOB (The Desert Island)

BoHycCbl Npu pasMeLLeHuu:

e Mony4yn 3 MOHETbI

* 2X (KOJZIOHKA): M0 2 MOHEeTbI 332 Ka)XAYyl0 3an0J/IHEHHYIO
KOJIOHKY, BKJIlOYas 3Ty.

e 1x (#): no 1 MOHeTe 3a Ka)KA0ro pa3Horo rnepcoHa>ka B
3TOW KOJIOHKeE.

e —1: 4yT06bI NOCTABNTb MEPCOHaXa Ha 3Ty KJeTKy, 3anaatu 1
MOHeTy. Ec/im MOHeT HeT — NMOCTaBUTb HeJsb34.
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