2 Cannon dice 7 pedsure Chest enw/a]ze
21 Action cards 1 Scoring lmd
6 [reasure Map card s 2 marking tools

Setup

The game begins by shuffling the six map cards and blindly placing ong into the
treasure chest gnveglope. This is where the treasure is buried and counts as a bonus at
the end of the gamg. The remaining five map cards arg placed facg down ngarby.

The action cards arg shuffled and also placed face down ngarby.

The player to recitg the gntirg alphabet in pirate-speak plays as the pirates. Be sureg to
gmphasizg M, C, | and gspecially R. The first plager who squawks likg a parrot and
proclaims, Polly wants a cracker, gogs first.

Quickplay
[f you want to jump right in after setup:

e Players faceg gach other. €ach round, flip ong action card and roll both dicg

Hlternate picking ong of the three till gone

Cross out cannonballs as used. Cross out items on the grid to add to your
treasurg chest, 6 blows up oppongnt’s cannon, follow instructions on cards.
Repeat, repeat, rgpeat

Run into anything you don’t know... read on.



Gameplay

Players compete on the same sheet facing ¢ach other. The first plager turns the first
action card facg up and rolls both cannon dicg. They then choosg betwegegn ong of the
two cannon dicg or the action card and completes their action. The other player gets
to choosg betwgen the remaining two actions and the initial player gets the last
unchosgn action to gnd their turn. This completes the first plagers round. Play repeats
with the sgcond player.

Hetion cards arg played after the dicg actions of the round unlgss otherwise specified.

Filling your treasureg chest

The cannon dicg scores hits -5,
- . n m m % left to right on the scorg pad.

If a player choosgs ong of the two cannon dicg, they
can claim a matching
spacg on the s¢a grid as
long as it has not alrgady
been claimed. That plager
then crosses out a
cannonball from that row
and thgn crosses out the
treasurg on the sea grid.
Ongcg all thrgeg cannonballs have begn
crossegd out for a cannon, that cannon
can no longgr firg on that row.
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Remember, always echeek your cannon
first before crossing a freasure off at
the sea grid. You might not be ableg to
usg that cannon if you havg no
cannonballs or thg cannon is dgcommissioned.

When crossing the treasurg out on the sea grid, collget that treasure and cirele it, on

the freasure chegst. ®o not X out unlgss a card instructs you to do so. X’s gqual no
points.

The (E1) explosion on these dicg represents a dirget hit that decommissions your
oppongnt’s cannon which is “X’d” out.

1 cannonbeall is used on gvery dig roll. If there is no availablg choicg on the sea grid
during a roll, it constitutgs a miss and nothing is scored for that dig. Tlowever, a player
dogs not havg to take a card gven if a dicg roll dogs not scorg for them. It is counted
as a miss and the other player is lgft with the card action.



€nd Game
The game gnds when ong of these conditions is met.

When all cannons on ong sideg are destroyed

On ong sidg, all the cannon balls have begen used
Al spaces in the sga grid are claimed

Ong playgr can no longer scorg

Both players determing the ¢nd of the game

Play stops after that round and all points arg scored.
Seoring

1t the gnd of the game, players add up how many cannonballs they have Igft + the
numbgr of cannons that have not been destroyed. They then add that to their treasure
chgst totals and theg bonus scored if they have found the burigd treasurg on the
treasurg map. tigh scorg wins. Tigs arg decided by a dugl.

The scoring section

Cach unused cannonball is worth 1 pt.

Sill funcnomng cannons arg worth 2 pts.

10 pts

Pgarls arg worth 1 gach
Rubigs arg worth 2 pis ¢ach
@old doubloons arg worth 3 pts ¢ach

Combing both totals to win the gamg — Pricglgss



Specialty treasure

p
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L Touehed for luck aboard any ship, scoring this ong legts you choosg any
unclaimegd spacg on the sga grid. Player crossegs out both the horsgshog and the
chosgn treasurg.

Sceoring ong of thg two treasureg chests at sga adds ong of gach treasure
to your treasug chest.

X

Hitting an on thg sga grid will garn you ong map from the draw pilg.

Treasure maps

: ™ When a map card turns up on the action dgek, or ong of theg two “X’s”

is struck on theg sea grid, a player can takg ong of the cards from the map deck. €ach
map has 1 of 6 spots on it wherg the treasureg could be burigd. Through a procgss of
¢limination at the gnd of the gamg, playgrs cirelg the “X’” on the map in their scoring
section that they beligve matehgs the map placed in the treasureg chest gnvelope.
Players can mark their maps any way they want to Regp track. Pecgption is always a

good poliecy when scavenging, but only the circled “X” is counted for the bonus.
If a player losgs a map, that map is placed on thg bottom of the map deck, facg down.

[t is possiblg for both players {0 choosg the same location on their maps and win the
bonus. Therg arg a limited number of maps available. If there arg no maps Igft in the

map dgck, a player gets nothing. Such is a pirate’s life.

“When a piratg grows rich gnough, they make him a prince.”

- @egorgeg R R Martin
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Cut white space between cards
Fold cards in half

Tape or glue to create card backs
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Board in 2 Tarty Crows Nest Dyel

Cross off one treasure A fier yound, roll 1 die A fter round, both players roll
ﬁ”m opponents chest pick top to bottom a die. Loser Xs out 1 treasure
ﬂ/{l/{b{ to own Cllfé’t ﬁﬂm Cﬂ/l(mn iﬂé’l’ﬂd!z{ -ﬂ}('/vrﬂ)dl on treidsure chest. ]/j-gcy rerol/
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Duel Extra shot Kyaken

y{ﬁer round , both f//_‘)’”ﬁ roll y{ﬁer yound, Roll one die

a die. Loser Xs out 1 treasure
on treasure chest. Fe,y reroll

Cross off one treasure
ﬁr one imomediate extra shot _from treasure chest
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ﬁkzﬁam the map deck ﬁkzﬁom the map deck, ﬁkzﬁam the map deck

Ma 'y Ma 'y Dauey Jnnes

A frer yound, collect nothing.

ﬁkzﬁom the map deck pkeﬁom the map deck Roll 1 die
to cross space off sea grid
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Miss Mutiny Furlay

No treasure. Hold card for //,{tgr For /mmep{ jate or later use
You get nothin’ ANlows Player 1o go f irst again Return a map card to deck
Cross off X Cannonball Ewven after yound has started for another roll
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Reload

L"ff ¢ one ‘{ re Lose any treasure maps L‘a//ectep{ oA fiey round,
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Ship

Hold_for later Look_at all maps_from Cannonballs roll off ship

grue one m;: in Fﬂé’é’Eé’é’lﬂn
in exc ;tn g ﬁr both rolls opponents hand
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Cross off 2 cannonballs
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