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WAt Tris GaMe IS ABout

In this exciting game of high seas hijinks, each player is a Pirate Captain, setting out to build a crew, plunder gold
and treasure from passing ships, and bury their haul in the sand, building both a legacy and a retirement plan!
Beware, there are other pirates on these seas who would gladly get their hands on your full, heaving chests!
Recruit your crewmen, man your cannons, guard your booty and let the old Jolly Roger fly! Weigh anchor,

it’s time to set sail!

How To USE Tms PRINT-AND-PIAY GAME FILE

* First, you will need a printer, 15 sheets of cardstock paper (I recommend 671b. or higher Vellum), 3 sheets of
regular printer paper (for the Rules), a pair of scissors, and one six-sided die (d6).

* Print Pages #3 through #5 of this .PDF on the regular printer paper. Remove them from the printer.

* Using cardstock in the printer, proceed to print up each pair of Card Back and Card Front sheets (pairs listed
below). To print both sides, first print one side, then the printed copy out of the printer, rotate it 180 degrees
leaving the printed side face-up, and slide it back into the receiving tray for paper to print the other side of the

sheet. (Note: Some printers may require you to turn the Card Backs sheets a different way)

* Card Front & Card Back Sheet Match-up List

- Page 7 (back) and Page 8 (front)

- Page 7 (back) and Page 9 (front)

- Page 7 (back) and Page 10 (front)
- Page 11 (back) and Page 13 (front)
- Page 11 (back) and Page 14 (front)
- Page 12 (back) and Page 15 (front)
- Page 16 (back) and Page 18 (front)
- Page 16 (back) and Page 19 (front)
- Page 16 (back) and Page 20 (front)
- Page 17 (back) and Page 21 (front)
- Page 22 (back) and Page 24 (front)
- Page 22 (back) and Page 25 (front)
- Page 22 (back) and Page 26 (front)
- Page 23 (back) and Page 27 (front)



* Once you have printed out both front and back sides of all Card sheets, cut out the cards for the decks using the
border on the Card Back sides as a cutting guide.

* Print Page #28 on the cardstock paper (Infamy Tokens - Page 1). Remove the printed page from the printer.

* Cut out the tokens and place them near the game area.

* Read the rules, get some friends over, and have a great time!

~ Dann
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A Game of Piracy and Plunder in Three Acts
For 2 to 6 Scurvy Sea Dogs

ow |1 O DEGIN
1. Shuffle the Ship deck and Treasure deck. Set them aside face down, along with the Crew deck and Map deck.

2. Starting with the player who was most recently on a ship or at a beach then continuing clockwise around the table,

3.

each player chooses a color of Infamy token to use for this game.

Play begins with the First Act: “Pressganging”

"FAIR WINDS ROLLS"

® Fair Winds Rolls are used to determine who the Starting Player is for any given round or Act.

& To make a Fair Winds Roll, each player roll s a six-sided die (d6) and adds in any “Fair Winds”
bonuses they may have.

& The player with the highest total is the Starting Player.

® In the case of a tie, any tied players repeat the roll until one remaining player has the highest total.

oW O WIN

At the end of the Third Act (“Skullduggery”), the player with the highest total Treasure value wins!

THE FIRST ACT - "PRESSGANGING”

1.

2.

Set the Crew deck in the center of the main play area.

Each player makes a Fair Winds Roll to determine who is the Starting Player for this Act.

. Beginning with the Starting Player, then proceeding clockwise around the table, each player selects one Crew

card from the crew deck and places it into their play area face-down. This continues until each player has five
face-down Crew cards in their play area.

. Each player reveals the Crew cards in their play areas by turning them face-up, which are now referred to as the

player’s “Crew”.

. Remove the Crew deck from the play area, and bring out the Ship deck and the Treasure deck

. Play continues on to the Second Act: “Swashbuckling”
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THE SECOND ACT - “SWASHBUCKLING"

The Second Act is played in a series of five rounds.

Each Round:

1.

Draw a number of Ship cards equal to the number of players and place them face-down in the main play area
without anyone looking at the card faces.

. Each player makes a Fair Winds Roll to determine who is the Starting Player for the round.

. Beginning with the Starting Player, then proceeding clockwise around the table, each player selects one Ship

card to “Attack” in the main play area. Some card abilities may allow the player to look at one or more cards
before choosing which Ship to Attack.

. When Attacking, a player makes an Attack Roll by rolling the six-sided die (d6) and adding in any Attack bonuses

which they may be granted from cards in their Crew. Compare the Attack total to the list on the Ship card and
follow any instructions which apply to that total, then discard the Ship card to the Ship discard pile. If Treasure
cards are drawn, they are revealed to all players.

. Once a player resolves an Attack, that player takes one Infamy token of their chosen color, then play continues

clockwise.

. Once all players have resolved an Attack against a Ship, the round is over and a new round begins until all players

have five Infamy tokens each.

. When all players have five Infamy tokens of their chosen color, remove the Ship and Treasure decks and discards

from the main play area, and bring out the Map deck.

. Play continues on to the Third Act: “Skullduggery”

THE THIRD ACT - "SKULLDUGGERY"

1.

2.

Each player makes a Fair Winds Roll to determine who is the Starting Player for the Act.

Beginning with the Starting Player, then proceeding clockwise around the table, each player selects one Map
card to place in the main play area face-up, and distributes one copy of that Map card to each player.

. After each player has selected and played a Map card and distributed copies to the players, the Starting Player

selects one final Map card from the Map deck to play in the man play area, and distributes one copy to each
player.

. Each player lays out the Map cards they have received face-down in their play area in a random pattern of their

choosing. Players then secretly place Treasure cards which they hold under one or more of the face-down Map
cards in their play area, representing which Map location(s) in the main play area they are burying their treasure at.

. Once all players have “buried” their Treasure, each player in turn bids on a Map location by placing one Infamy

token of their color on one of the Map cards in the main play area, beginning with the Starting Player then
proceeding clockwise around the table. This continues until all players have bid all five of their Infamy tokens on
one or more Map locations.

. Each Map location is dealt with individually by any players who have one or more Infamy tokens on the location

make a Challenge Roll by rolling the six-sided die (d6), adding in +1 for each Infamy token they placed on the
location, plus any Challenge bonuses they hold. The player with the highest Challenge total wins control of the
location and takes any Treasure cards buried by players on that Map location. If there is a tie, any tied players
roll again, adding in all the same bonuses, until one player has the highest total.

. Once all Map locations have been dealt with, players add up the total value of any Treasure they still hold. The

player with the highest Treasure value is the winner. In the case of a tie, the player with more Treasure cards
wins. If there are still players tied for winner, those players make a Challenge Roll to determine who wins.
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Please keep in mind this is a Beta-version of this game, so it will surely have room for improvement.
Please feel free to send any thoughts, comments or ideas you have regarding this game to

dannkrissgames@gmail.com

Any ideas submitted regarding this game will be considered property of Dann Kriss Games, L.L.C.

Thanks for playing!

Happy International Tabletop Day 2015!

These rules and game components are free to download, share, print or use for any non-commercial purpose.

Copyright 2015 - Dann Kriss Games, L.L.C. - Kountze, TX - All Rights Reserved
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Liookout

Look at any one
Sbhip before
Attacking
&

+] Fair Winds
Bonus

Liookout

Look at any one
Ship before
Attacking
&

+] Fair Winds
Bonus

Pirate

+] Attack
Bonus

&

+] Challenge
Bonus

Boatswain

+2 Fair Winds
Bonus

Liookout

Look at any one
Sbhip before
Attacking
&

+] Fair Winds
Bonus

Lioockout

Look at any one
Sbhip before
Attacking
&

+] Fair Winds
Bonus

Pirate

+] Attack
Bonus

&

+] Challenge
Bonus

Boatswain

+2 Fair Winds
Bonus

Liookout

Look at any one
Sbip before
Attacking
&

+] Fair Winds
Bonus

Pirate

+] Attack
Bonus

&

+] Challenge
Bonus

Pirate

+] Attack
Bonus

&

+] Challenge
Bonus

Boatswain

+2 Fair Winds
Bonus
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Liookout

Look at any one

Ship before
Attacking
&

+] Fair Winds

Bonus

Pirate

+] Attack
Bonus

&

+] Challenge
Bonus

Pirate

+] Attack
Bonus

&

+] Challenge
Bonus

Boatswain

+2 Fair Winds

Bonus



Boatswain

+2 Fair Winds
Bonus

Swab

+] Attack
Bonus

&

+] Fair Winds
Bonus

Buccaneer

+] Challenge
Bonus

&

+] Fair Winds
Bonus

Buccaneer

+] Challenge
Bonus

&

+] Fair Winds
Bonus

Boatswain

+2 Fair Winds
Bonus

Swab

+] Attack
Bonus

&

+] Fair Winds
Bonus

Buccaneer

+] Challenge
Bonus

&

+] Fair Winds
Bonus

Buccaneer

+] Challenge
Bonus

&

+] Fair Winds
Bonus

Swab

+] Attack
Bonus

&

+] Fair Winds
Bonus

Swab

+] Attack
Bonus

&

+] Fair Winds
Bonus

Buccaneer

+] Challenge
Bonus

&

+] Fair Winds
Bonus

Bilge Rat

+] Attack

Bonus
&

TRemove
1 Creasure at

random from a

Lost Challenge
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Swab

+] Attack
Bonus

&

+] Fair Winds
Bonus

Swab

+] Attack
Bonus

&

+] Fair Winds
Bonus

Buccaneer

+] Challenge
Bonus

&

+] Fair Winds
Bonus

Bilge Rat

+] Attack

Bonus
&

TRemove
1 Creasure at

random from a
Lost Challenge



Bilge Rat

+] Attack

Bonus
&

TRemove
1 Treasure at
random from a
Lost Challenge

Master At Arms

Bilge Rat

+] Attack

Bonus
&

TRemove
1 Treasure at
random from «a
Lost Challenge

Master At Arms

Bilge Rat

+] Attack

Bonus
&

TRemove
1 Creasure at

random from a
Lost Challenge

Master At Arms

Bilge Rat

+] Attack

Bonus
&

TRemove
] Creasure at
random from a

Lost Challenge

Master At Arms

+2 Attack
Bonus

Master At Arms

+2 Attack
Bonus

Master At Arms

+2 Attack
Bonus

Grenadier

+2 Challenge
Bonus

+2 Attack
Bonus

Grenadier

+2 Challenge
Bonus

+2 Attack
Bonus

Grenadier

+2 Challenge
Bonus

Grenadier

+2 Challenge
Bonus
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+2 Attack
Bonus

Grenadier

+2 Challenge
Bonus

Grenadier

+2 Challenge
Bonus
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Schooner

A—

Attack Reward

2+ =1Treasure

T+ =2 Creasures

Caravel

A—

Attack Reward

3+ =1Treasure
7+ =2 Treasures

12+ = 3 Treasures

Brigantine

A—

Attack Reward

3+ =1Treasure
8+ =2 Treasures

1. =3 Treasures

Brigantine

A—

Attack Reward

3+ =1Treasure
8: =2 Creasures

11: =3 Treasures

Schooner

A—

Attack Reward

2: =1Treasure

T+ =2 Creasures

Caravel

A—

Attack Reward

3+ =1Treasure
T+ =2 Creasures

12+ = 3 Treasures

Brigantine

A—

Attack Reward

3+ =1Treasure
8: =2 Creasures

13 = 3 Creasures

Carrack

A—

Attack Reward

4, =1Treasure
7+ =2 CTreasures

11+ = 3 Creasures

Schooner

A—

Attack Reward

2: =1Treasure

7+ =2 Treasures

Caravel

A—

Attack Reward

3+ =1Treasure
T+ =2 Creasures

12+ = 3 Treasures

Brigantine

A—

Attack Reward

3+ =1Treasure
8: =2 CTreasures

11: =3 Treasures

Carrack

A—

Attack Reward

4, =1Treasure
7+ =2 CTreasures

11+ = 3 Creasures
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Caravel

A—

Attack Reward

3+ =1Treasure
T+ =2 Creasures

12+ = 3 Creasures

Caravel

A—

Attack Reward

3+ =1Treasure
7+ =2 Treasures

12+ = 3 Treasures

Brigantine

A—

Attack Reward

3+ =1Treasure
8+ =2 Treasures

1. =3 Treasures

Carrack

A—

Attack Reward

4, =1Treasure
7+ =2 Creasures

11: =3 CTreasures



Carrack

A—

Attack Reward

4, =1Treasure
7+ =2 CTreasures

1. = 3 Creasures

Merchantman

A—

Attack Reward

4, =1Treasure
@+ =2 Treasures

12+ = 3 Treasures

Frigate

Attack Reward

5+ =1Treasure
@+ =2 Treasures

1. =3 Treasures

Warsbip
Attack -

5+ =1Treasure

Reward

7+ =2 Creasures
O: =3 Creasures
12+ =4 Creasures

If less than 5,
lose 1 Crew at random

Carrack

A—

Attack Reward

4, =1Treasure
T+ =2 Creasures

11: =3 Treasures

Merchantman

A—

Attack Reward

4, =1 Treasure
©+ =2 Creasures

12+ = 3 Treasures

Frigate

Attack Reward

5+ =1Treasure
©+ =2 Creasures

13 = 3 Creasures

Warsbip

A—

Attack Reward

5+ =1Treasure

7+ =2 Treasures
9: =3 Creasures
12+ =4 Treasures

If less than 5,
lose 1 Crew at random

Merchantman

A—

Attack Reward

4, =1Treasure
@+ =2 Treasures

12+ = 3 Creasures

Merchantman

A—

Attack Reward

4, =1Treasure
©+ =2 Creasures

12+ = 3 Treasures

Frigate

Attack Reward

5+ =1Treasure
©+ =2 Creasures

11: =3 Treasures

Warsbip
Attack -

5+ =1Treasure

Reward

7+ =2 Creasures
O+ =3 Creasures
12+ = 4 Treasures

If less than 5,
lose 1 Crew at random
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Merchantman

A—

Attack Reward

4, =1Treasure
©+ =2 Creasures

12+ = 3 Creasures

Frigate

A—

Attack Reward

35+ =1Treasure
G+ =2 Creasures

1. =3 Treasures

Frigate

Attack Reward

5+ =1Treasure
G+ =2 Creasures

1. =3 Treasures

Roval Galley

A—
Attack

5+ =1Treasure

Reward

7+ =2 Creasures
10+
12+

= 3 Creasures

= 4 Treasures



Roval Galley

A—

Attack Reward

5+ =1 Treasure
T+ =2 Creasures
10+ = 3 Treasures

12+ =4 Creasures

Galleon

A—

Attack Reward

4, =1TCreasure
7+ =2 Treasures
10+ = 3 Creasures

12+ =4 Treasures

Slave Barge

A—

Attack Reward

4, - Draw ]l Crew
7+ = Oraw 2 Crew
13+ - DOraw 3 Crew

Roval Galley

Attack
3+ =1TCreasure

Reward

7+ =2 Treasures
10+ = 3 Creasures

12+ =4 Treasures

Galleon

A—

Attack Reward

4, =1 Treasure
7+ =2 Creasures
10+ = 3 Treasures

12+ = 4 Treasures

Slave Barge

A—

Attack Reward

4, - Draw 1 Crew
7+ =DOraw 2 Crew
11+ = Oraw 3 Crew

Corsair

A—

Attack Reward

4, -1 Treasure
7+ =2 Creasures
O: =3 Creasures
12+ = 4 Treasures
If less than 4, lose

1 Treasure at random

Galleon

A—

Attack Reward

4, =1TCreasure
7+ =2 Treasures
10+ = 3 Treasures

12+ =4 Treasures

Man O War

d—
Attack Reward
5+ =1Treasure

T+ =2 Creasures
& 1 Infamy

10+ = 3 Treasures

12+ = 4 Creasures
& 2 Infamy
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Corsair

A—
Attack

4, =1Treasure

Reward

7+ =2 Creasures

O+ =3 Creasures

12+ =4 Treasures
If less than 4, lose

1 Treasure at random

Galleon

A—
Attack

4, =1 Treasure

Reward

T+ =2 Creasures
10+ = 3 Treasures

12+ = 4 Treasures

Man O War
Attack - Reward

5+ =1Treasure

7+ =2 Treasures
& 1 Infamy

10+ = 3 Creasures

12+ = 4 Treasures
& 2 Infamy
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Tt’edﬂﬂ'&

Tt’adﬂﬂ'&

Deck

Tf&dﬂﬂ'&

Tt’edﬂﬂ’e

Tt’adﬂﬂ'&

Deck
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Qz:?wefec[

Worth

Look at any
two Ships
before Attacking

GZ;)Wefetf

Gomb

Worth

ﬂjz'ecegf
Offéﬂ/;t

Worth

ﬂj;'ecea‘
offz:y/;t

Worth

Golden
tomf ass

Worth

~or-

+2 Fair Winds
Bonus

5Zeu/efecf

Comb

Worth

gj;'ecea‘
off{yﬁt

Worth

ﬂ%’ece&
offziy/;t

Worth

@rn ate
Dword

Worth

~or~

+2 Challenge
Bonus

GZ(‘;)u/efec[

Comb

Worth

ﬂ%’ece&
offzq’y/;t

Worth

gsz'ecea‘
offz:yﬁt

Worth
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Gz‘ew'efetf

Comb

Worth

ﬂfiecea
off{yﬁt

Worth

ﬂj;'eceef
offzq’gﬁdt

Worth

gj;'eceef
off{yﬁt

Worth



cfz’eceo“
offziy/;t

Worth

Gold
cﬁuﬁfoona‘

Worth

Gold
cﬁu[ffoons

Worth

Gold
ﬂuﬁfoon&

Worth

cfz’eceo“
off{yﬁt

Worth

Gold
eﬁuﬁfoona

Worth

Gold
cﬁuﬁfoona

Worth

c?;‘eao“ury

césﬁz:]oment

Worth

ﬂfz'eceo“
offziyﬁt

Worth

Gold
ﬁuﬁfoon&

Worth

Gold
eﬁulffoons

Worth

7;‘9616‘&7‘!}/

Cgffz;]ament

Worth
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Worth

Gold
ﬁulffoon&

Worth

Gold
gﬁuﬁfoona‘

Worth

meaaury
3/72;7971191115

Worth



jceaJu{y
i§ﬁ%pment

Worth

jgeaau{y
i§ﬁ%pment

Worth

j@ea&uty
i§ﬁ%pment

Worth

(C/feat of

§§ea5ucy
i§ﬁ%pM@nt

Worth

jgeawu{y
?Sﬁ%pmwnt

Worth

(GF est of
Geems

Worth

(Cﬁecft of
Gems

Worth

y;eao‘ury
Cgftdz:]oment

Worth

§§eaauiy
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Worth

‘CE%thf
Z%am&

Worth

(G/; est of
Gems

Worth
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QZe-wefos

Worth
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Jpwefa

Worth
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Coconut
Island

Coconut
Island

Coconut
Island

Coconut

Island

Shipwreck  Shipwreck, Galuex
Island Island Bay

Coconur  Shipwreck, Galvex
Island Island Bay

Coconut  § hipwreck  Shipwreck
Island Is/and Is/and

Coconut  § hipwreck  Shipwreck,
Is/and Is/and Is/and
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m&\dmN
Bay

Galvex
Lay

Galvex
Bay

m&\dmN
Bay

Dead Man's Dead Man's

L oue L oue
Dead Man's Dead Mar's
L oue L oue
Dead Man's Dead Mar's
L oue L ove
m&\dNN Bﬂ\\ &\Vﬂuﬁ
Bay Coue



Deuil’s
C ape
Devil’s
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Devil’s
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Devil’s
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Skull
Is/and

Skull
Island

Skull
Is/and

Mest
Keyes

Skull
Is/and

Skull
Island

Skull
Island

Skull
Is/and

[ reasure

Island

[ reasure

Island
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