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The object of the game is to have captured the most treasure
after the treasure fleet sails and the governor has been
ransomed.

There are five player decks with 18 cards each. Each of the
five player decks consists of: four-cannon (3), three-cannon
(5), two-cannon (5), one-cannon (2), pirate captain (1),
boarding party (1) and storm (1). In addition to the player
decks there is a lookout (1).

There is one treasure fleet deck with 30 cards total. The
treasure fleet deck consists of: six-point (3), nine-point (4),
twelve-point (4), fourteen-point (4), sixteen-point (5),
seventeen-point (4), eighteen-point (3), twenty-point (2),
twenty-two-point (1), cursed ships (2) and a governor (1).

Two to five players may play. The rules differ slightly
depending on the number of players. These differences are
noted throughout. Rules for the two-player game can be
found in a separate section.

Unless you are playing with five players, remove all cards
with a “five-spot” symbol in the lower-left corner from
the treasure fleet deck. Remove the governor and set it
aside. Shuffle the treasure fleet deck and place it face down
near the center of the table. Place the governor next to the
treasure fleet deck.

Select a player deck for each player. Remove the pirate
captains, select one at random and place it face down in the
center of the table. Add the lookout to the remaining pirate
captains and shuffle them. Each player draws one card and
places it face up in front of them. The player that selected
the lookout should take the pirate captain from the center of
the table and place it face up in front of them along with the
lookout.

Unless you are playing with five players, remove all cards
with the “five-spot” symbol in the lower-left corner from
each player deck. Unless you are playing with the optional
storms, remove them as well. Distribute to each player his
matching-colored player deck.

Draw the top four cards (five cards, if playing with five
players) and place them face up next to the treasure fleet
deck.You are now ready to play.

At the beginning of the game, each player has the same
compliment of cards. The cannons are used to fire an
amount of shot at a treasure ship. The boarding party card is
a kind of trump; it is worth an infinite amount of cannon
fire.

Players examine the face-up treasure ships, which comprise
the current sailing. They select three cards to load on their
ships.All players who are not the lookout or immediately to
her left or right, at the start of a sailing, are permitted to load
an extra card. For a three-player game, no players load an
extra card. These cards are the only cards that can be played
during the three volleys of the current sailing. The players
with four cards will only be permitted to use three during

the sailing. The unused card will be
returned to their hand. If a player
would be permitted to load an extra
card, but fails to do so before the first
volley begins, the landlubber is stuck
with the cards he loaded. Each player
should place their selected cards, face
down on their captain, without
covering the colored flag; this

indicates that they are ready. The remainder of the player
deck is set aside for use in later sailings.

Players pick up the cards they
loaded and the first volley
begins. The lookout begins
by placing one card next to
any of the face up treasure
ships. Place cards so that the
cannons are towards the
targeted treasure ship.
Placing the cannons towards
the treasure ship allows
players to stack their cards
without obscuring their flag.
Play then passes clockwise to
the next player, who does the
same.

The volley is over once all players have played one card.
The lookout is then passed clockwise to the next player who
becomes the lookout for the next volley and the attack phase
is repeated. This continues until three volleys have been
completed. All players who started with an extra card
should now return it to their deck.

The player that placed the most total cannon fire on a given
treasure ship captures it. Keep in mind that the boarding
party is worth an infinite amount of cannon fire. Any ship
where there is a tie for most cannon fire between two or
more players escapes. That ship is not
captured. This also includes any ship where
two or more players have played a boarding
party. Any ship not fired upon also escapes.
All treasure ships that were not captured and
all player cards played during the sailing are
discarded. Captured treasure ships should
be placed face up in front of their winner, so
that all treasure ship points are visible.

Unless you are playing with three players, the lookout now
passes clockwise to the next player. Draw the top four cards
(five cards, if playing with five players) and place them face
up next to the treasure fleet deck. Play continues as in the
first sailing (Loading Phase, Attack Phase, Moving The
Lookout and Capture Phase) for the remaining sailings.
There are a total of four sailings for a three-player or four-
player game and five sailings for a five-player game. This
will leave a number of cards unused and still in the treasure
fleet deck.

•

•

(Sure, players could just choose their own colors and you could use another method to
determine the lookout. However, history tells us this is the way that real pirates played
card games.)
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Each player will be left with one card in his player deck.
This card is played to capture the governor. The player with
the highest cannon fire or a boarding party wins the
governor. Just like capturing treasure ships, if there is a tie,
the governor escapes.

Each player should calculate the total treasure points for all
their captured ships and the governor if applicable. The
winner is the player with the most total treasure ship points.

You may play with cursed ships by shuffling them in the
treasure fleet deck. During the capture phase, any player
that did not fire on the cursed ship (to ward it
away) has one of their captured ships, from a
prior sailing, cursed and it must be
discarded. Any ships captured during the
current sailing are immune. It is possible
that a player may not have any ships from a
prior sailing, therefore they are not affected
by the curse.

You may play with storms by removing a two-cannon card
from each player deck and replace it with a storm card.
When a storm is played on a treasure-ship all cannon fire is
removed from the ship. Boarding parties are unaffected.

The storm and all cannon fire are
immediately discarded; however, the
“stormed” treasure ship remains in play and
can once again be fired upon by anyone. For
purposes of capturing the governor, the
storm is worth zero. Therefore, don't keep a
storm for the governor unless you have no
other choice.

Astorm plays a bit differently when played on a cursed ship.
When a cursed ship is “stormed” all cannon fire, on that
cursed ship, is removed and discarded. However, the storm
remains on top of the cursed ship, which is completely
ignored until the next sailing.

At the start of the next sailing, remove the storm but retain
the cursed ship. This brings the cursed ship back into play.
Deal out treasure ships to replace the other ships, that were
previously captured or escaped, and continue play as
normal. Keep in mind that it is possible for both cursed
ships to be in the same sailing, so watch out.

The two-player game is played similar to a three to five
player game, with the addition of a neutral pirate deck. The
neutral pirate is not “owned” by either player; therefore,
treasure ships captured by the neutral pirate are not awarded
to either player.

Follow the setup instructions for a three to five player game.
In addition select one player deck to act as a neutral pirate
deck. Remove and set aside the captain. Shuffle and place
the neutral pirate deck next to the treasure fleet deck. You
are now set to play the two-player game.

Follow the loading phase instructions for a three to five
player game. For a two-player game, neither player loads an
extra card.

Players pick up the cards they loaded and the first volley
begins. The lookout begins by taking the top card from the
neutral pirate deck and playing it next to a treasure ship as
she would her own card. She then plays one of her own
cards in the normal fashion. Play passes to the other player,
who plays one of his own cards in the normal fashion.

At this point, the volley is over. The lookout is then passed
to the other player who becomes the lookout for the next
volley and the attack phase is repeated. This continues until
three volleys have been completed.

We will assume that player 1 (P1) is the starting lookout so
this would be the play order:

Follow the capture phase instructions for a three to five
player game. Treasure ships captured by the neutral pirate
are discarded. Optionally, you may keep score for the
neutral pirate. This would allow for the possibility of the
neutral pirate winning the game.

Follow the next sailing instructions for a three to five player
game. There are a total of four sailings for a two-player
game.

Follow the ransoming the governor instructions for a three
to five player game. It is possible for the neutral pirate to
capture the governor.

Follow the winner instructions for a three to five player
game. If keeping score for the neutral pirate, total those
points now. The winner is the player with the most total
treasure points.

The cursed ships and storms may also be played in a two-
player game, simply apply the standard rules.

Optional Cards

Rules forTwo Players

1. P1plays the topcard fromtheneutral piratedeck.
2. P1playshisowncard.
3. P2playshisowncard.
4. The lookoutmoves toP2.
5. P2plays the topcard fromtheneutral piratedeck.
6. P2playshisowncard.
7. P1playshisowncard.
8. The lookoutmoves toP1.
9. P1plays the topcard fromtheneutral piratedeck.
10. P1playshisowncard.
11. P2playshisowncard.
12. The volleyends,proceed tocapturephase.
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