S h I p Of FO O I S G am es);f;?sgeigarﬁ;e the face-up treasure ships, which compri

P t the current sailing. They select three cards to load on the
rese n S ships. All players who are not the lookout or immediately tc

© 2006 Ship of Fools Games LLC allrights reserved. her left or right, at the start of a sailing, are permitted to loa
www.shipoffoolsgames.com an extra card. For a three-player game, no players load

Object extra card. These cards are the only cards that can be play
The object of the game is to have captured the most treasuttaring the three volleys of the current sailing. The player
after the treasure fleet sails and the governor has beenth four cards will only be permitted to use three during

ransomed. the sailing. The unused card will be
returned to their hand. If a player
The Cards would be permitted to load an extra

There are five player decks with 18 cards each. Each of t card, but fails to do so before the first
five player decks consists of: four-cannon (3), three-cannag | volley begins, the landlubber is stuck
(5), two-cannon (5), one-cannon (2), pirate captain (1 % — i | with the cards he loaded. Each player
boarding party (1) and storm (1). In addition to the playe ‘ﬁz 12 & should place their selected cards, face
decksthereisalookout (1). - " down on their captain, without
covering the colored flag; this
There is one treasure fleet deck with 30 cards total. Thieadicates that they are ready. The remainder of the play
treasure fleet deck consists of: six-point (3), nine-point (4)deck is set aside for use in later sailings.
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 agovernor (1). Attack Phase

F
Players pick up the cards the L]
The Game loaded and the first volley — -
Two to five players may play. The rules differ slightly begins. The lookout begin§ = R ==
depending on the number of players. These differences dog placing one card next tq - s s
noted throughout. Rules for the two-player game can bany of the face up treasur === -
foundin a separate section. ships. Place cards so that thf - .. LW £
cannons are towards thf & | Bad
Setup targeted treasure shiphs 3 = I
Unless you are playing with five players, remove all card$lacing the cannons towarc S 1 I
with a “five-spot”e symbol in the lower-left corner from the treasure ship allow: 3 2 =2 | e
the treasure fleet deck. Remove the governor and setptayers to stack their card w2 W s ﬂ
aside. Shuffle the treasure fleet deck and place it face dowwthout obscuring their flag. = -
near the center of the table. Place the governor next to tiiday then passes clockwise e} 17 s
treasure fleet deck. the next player, who does th Ea
same. e

Select a player deck for each player. Remove the pirate

captains, select one at random and place it face down in théoving The Lookout

center of the table. Add the lookout to the remaining piratd he volley is over once all players have played one care
captains and shuffle them. Each player draws one card anidie lookout is then passed clockwise to the next player wk
places it face up in front of them. The player that selectetlecomes the lookout for the next volley and the attack pha:
the lookout should take the pirate captain from the center ¢¢ repeated. This continues until three volleys have bee
the table and place it face up in front of them along with theompleted. All players who started with an extra carc
lookout. should now returnitto their deck.

(Sure, players could just choose their own colors and you could use another method@apture Phase

det ine the lookout. H , history tell this is th that | pirat | . .
Lo game s lookout However, fistory tells us tis is the way that real prates Paef e | aver that placed the most total cannon fire on a give

treasure ship captures it. Keep in mind that the boardir
Unless you are playing with five players, remove all card®arty is worth an infinite amount of cannon fire. Any ship
with the “five-spot’s symbol in the lower-left corner from Where there is a tie for most cannon fire between two c
each player deck. Unless you are playing with the optiondlore players escapes. That ship is ng
storms, remove them as well. Distribute to each player higaptured. This also includes any ship whe
matching-colored player deck. two or more players have played a boardi

party. Any ship not fired upon also escapé
Draw the top four cards (five cards, if playing with five All treasure ships thatwere not captured a

players) and place them face up next to the treasure fle@ll player cards played during the sailing a
deck. You are now ready to play. discarded. Captured treasure ships sho

be placed face up in front of their winner,
that all treasure ship points are visible.

The Next Sailing
Unless you are playing with three players, the lookout nov
passes clockwise to the next player. Draw the top four carc
(five cards, if playing with five players) and place them face
up next to the treasure fleet deck. Play continues as in tf
first sailing (Loading Phase, Attack Phase, Moving The
okout and Capture Phase) for the remaining sailings
here are a total of four sailings for a three-player or four
ﬁayer game and five sailings for a five-player game. Thi
will leave a number of cards unused and still in the treasul
fleetdeck.

The Player Deck

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



Ransoming the Governor Two-Player Loading Phase

Each player will be left with one card in his player deck.Follow the loading phase instructions for a three to five
This card is played to capture the governor. The player witplayer game. For atwo-player game, neither player loads :
the highest cannon fire or a boarding party wins thextracard.

governor. Just like capturing treasure ships, if there is a tie,

the governor escapes. Two-PlayerAttack Phase
Players pick up the cards they loaded and the first volle
The Winner begins. The lookout begins by taking the top card from th

Each player should calculate the total treasure points for alleutral pirate deck and playing it next to a treasure ship ¢

their captured ships and the governor if applicable. Thehe would her own card. She then plays one of her ow

winner is the player with the most total treasure ship pointscards in the normal fashion. Play passes to the other play:
who plays one of his own cards in the normal fashion.

Optional Cards

Moving The Lookout
Cursed Ships At this point, the volley is over. The lookout is then passet

You may play with cursed ships by shuffling them in theto the other player who becpmes the Iook.out for_ the ne»
treasure fleet deck. During the capture phase, any play¥éelley and the attack phase is repeated. This continues ur

that did not fire on the cursed ship (to ward it three volleys have been completed.

away) has one of their captured ships, froma

prior sailing, cursed and it must be Two-Player Example of Play _ _

discarded. Any ships captured during the We will assume that player 1 (P1) is the starting lookout s:
current sailing are immune. It is possible this would be the play order:

that a player may not have any ships from a

. e P1 playsthetop card fromthe neutral pirate deck.
prior sailing, therefore they are not affected P1 plays his own card.
bythe curse. P2 plays his own card.
Thelookoutmovesto P2.
Storms P2 playsthetop card fromthe neutral pirate deck.

P2 plays his own card.

You may play with storms by removing a two-cannon card
P1 plays hisown card.

from each player deck and replace it V\_/ith a storm c_aro!. Tho loRout moves to P1

Whenastormis playe_d ona tre_asure-s_hlp all cannon fire is . Plplaysthetopcard frorﬁthe neutral pirate deck.

removed from the ship. Boarding parties are unaffected. 15 p1 pjayshis own card.
The storm and all cannon fire are 11. P2 plays his own card.
immediately discarded; however, the 12. The volleyends, proceedto capture phase.
“stormed” treasure ship remains in play and
can once again be fired upon by anyone. Foifwo-Player Capture Phase
purposes of capturing the governor, theFollow the capture phase instructions for a three to fiv
storm is worth zero. Therefore, don't keep aplayer game. Treasure ships captured by the neutral pire
storm for the governor unless you have noare discarded. Optionally, you may keep score for th
other choice. neutral pirate. This would allow for the possibility of the

neutral pirate winning the game.
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Using Storms and Cursed Ships Together
Astorm plays a bit differently when played on a cursed shipTwo-Player Next Sailing
When a cursed ship is “stormed” all cannon fire, on thaFollow the next sailing instructions for a three to five playet
cursed ship, is removed and discarded. However, the stomame. There are a total of four sailings for a two-playe
remains on top of the cursed ship, which is completelgame.
ignored until the next sailing.

Two-Player Ransoming The Governor
At the start of the next sailing, remove the storm but retaifrollow the ransoming the governor instructions for a thre:
the cursed ship. This brings the cursed ship back into plato five player game. It is possible for the neutral pirate tc
Deal out treasure ships to replace the other ships, that werapture the governor.
previously captured or escaped, and continue play as
normal. Keep in mind that it is possible for both cursedlwo-Player Winner

shipsto be inthe same sailing, so watch out. Follow the winner instructions for a three to five player
game. If keeping score for the neutral pirate, total thos
Rules for Two Players points now. The winner is the player with the most tota

treasure points.

The two-player game is played similar to a three to five

player game, with the addition of a neutral pirate deck. ThdWO-Player Cursed Ships and Storms .
neutral pirate is not “owned” by either player; therefore,The cursed sh!ps and storms may also be played in a tw
yer game, simply apply the standard rules.

treasure ships captured by the neutral pirate are not awarddd

toeither pIayer. Treasure Fleet is © copyright 2006-2007 Ship of Fools Games LLC, all right

reserved. Arrr Matey is © copyright Nate Piekos and used under license. Gar

Two-PIayer Setup designed by John Morgan. lllustrations created by Terrence John (T.J.) Wylie.
Follow the setup instructions for a three to five player game.

In addition select one player deck to act as a neutral pirate Ship of Fools Games

deck. Remove and set aside the captain. Shuffle and place 8110 S. Houghton Rd. Ste. 158-171

the neutral pirate deck next to the treasure fleet deck. You Tucson, AZ 85747

are now setto play the two-player game. (520) 495-3122
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