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On a steamy night in the Singing Whale Tavern of a popular Divate pore, a drunken old pirate told stories for rum, as
deunken old pirates often do. The tum Flows as long as the stories do, and this pitate bad pleney of tales to amuse the

pounger brashet pirate captains clustered avound bim. They cachled and jeered at bis fantastic tales of ferocious monsters, foul
clirses, savage teibesmen, and of course, great glittering beaps of treasure. As the night grew late and most of the tavern |
patrons Fell asleep or stumbled away, it began to become clear to the few who remained that bis many stories were acenally all” : 3
part of-a single conmected tale—even if be did deunhenly share the details out of order, balf-mumbled, and bardly believable. r

L

The patchbwork tale was of ‘a lost island in a sea of fog, bome to a single gigantic trove of treasure, 5o vast that it was
buried under an entire acre of land. It was protected noe only by bloodtbitsty natives and buge fiecce reptilian beasts, but it 1>
was cursed as well, guarded' by the ghosts of the pirate dead that buried it. Every pirate in the room leaned forward with ' ;'
, rapt attention as the old deunk Finally slutred out a rough location for the island. As the words passed bis lips, the tum / ﬂ
b

! finallp overtook bis willpower, bis epes rolled back in bis bead, and be slumped forward into a puddle of drool. As bis jaw 5
bit the table, three items spilled from bis shabby coat. o
The First was a large goloen coin, stamped with strange symbols and glineing in the firelight as it spun and rateled on @ P
wooden table. The second was a wickedly sharp tooth Fastened to a ratey leatber thong. .an impossibly large fang, bigger than
the biggest sharhs tooth any of them bad ever seen. The thitd was a voll of ceinkled parchbment that Flopped open as it
landed, revealing darh scribbly coastlines and mountains, shaky ink jungles and landmacks. Al epes widened as the coin finally .

| sertled and lap flae. There was a moment of beavy silence as the captains glanced back and Fortb ar each other. Greed s

y oveccame them suddenly and thep lunged For the map at the same instant, tearing it to sbreds in their baste. Believing this to Ze
be the map to the fabulous treasure and knowing that thep bad to beat the otbers to the booty, each rushed bach to their

'ﬁ ships with a few sbreds of the map, beating a couple of key landmarks they felt would guide them to the treasure.
After several daps at sea, near the location related by the old deunk, theit ships sailed into thick and umnatural fog that
spooked the bravest of their men. More than a day passed in the thick mist and the tensions grew. Just when crew morale on
every deck was about to give way to fear, the fog lifted and an ominous island loomed into view, craggy and lush. Strange P
leathery birds circled the ships overbead, and as thep dropped anchor as close as thep dared to the coast, lookouts on every ° &
ship began to shout of monstrous creatitees roaming the landscape bepond the beach. Growls and roars and distant drumbeats &
soon became audible over the crashing sucf. Dirates are suspicious sorts, but every detail of the old deunhs tale was proving P
teue—if the Fog, and the island, and the beasts were real, then the treasure must be real too! The lust for gold made every lf
captains decision a simple one, and the sight of the otber ships prepating their crews made the stakes painfully clear. Each of o P
them knew that this would be a deadly race For the treasure. Bristling with weapons and laden with supplies, they lowered 3‘ =
their staunchest sailors in the longboats and stcuch of f For the beach... vy

L | — e - .
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© 2-6 PLAYERS | AGES 10+ | 60-90 MINUTES
OBJECTIVE |

Each player is the Captain of a pirate crew, holding a few shreds of the map that will lead to the buried treasure on the
mysterious island. To prepare, players will outfit their own exploration parties with crewmen, a First Mate, weaponry,
items, and a powerful pirate relic; all of these things will help to overcome the island’s many hazards and difficulties. In
addition to risking conflict with the other players, the island is swarming with terrifying dinosaurs, crawling with
savage natives, and rife with other dangers of all sorts from lava to quicksand. |

Through all these dangers, players must relentlessly search the different zones of the island to locate the landmarks

| that match their map fragments. Once players locate and start digging at the Dig Site, a terrible curse will be triggered
that causes the island to quickly disappear into the sea after a series of deadly volcanic eruptions. Players must hope to
avoid the lurking ghosts that guard the treasure, and haul as much booty as they can back to their own ships before the
island disappears beneath the waves.- The surviving player with the greatest value of treasure is the winner!



COMPONENTS
1 GAME BOARD

LOST OR MUTINIED SPACE ENVOY TOKEN STACK

This space is where unfortunate pirates Envoy Tokens go here; they let you
gather more crew from your ship.

end up (unless they've been eaten).

DIG SITE

This is what you are searching for; when you
find it you'll start digging up treasures. The Dig
Site displays the effects of ghostly curses and
has a spot to stack Curse Tokens.

VOLCANO TRACK

Sometimes when you are digging for treasure at
the Dig Site, you’ll cause the volcano to erupt.
This track shows you the ever-more-horrible
effects of volcanic eruptions.

THE ZONES
For most of the game you will be exploring the five
Zones of the island, looking for the Dig Site.

eevon

SWAMP MOUNTAIN  BEACH GRASSLAND  JUNGLE

Each of the Zones has a number of slots for Landmark
Tiles, and a clock symbol which tells you the Search
Time for that Zone.

THE ANCHORAGE

This is where your ship is anchored. With any luck you'll end up
here at the end of the game... hopefully with the most treasure!

6 PIRATE MATS

Use these to keep track of your various assets, map fragments,
remaining Search Time, and Upcoming Encounters

G __ o\ 2 ISEARCH TIME
3 CREW & | ‘TRACK
E : ‘ CREW \
2 /[ WEAPONS : +
8 FRAGMENT
" Isiors

A OTHER ENCOUNTER 4

UPCOMING ENCOUNTER SLOTS

12 LANDMARK TILES

These will be randomly placed in the board Zones; you are
trying to find the ones that match your own Map Fragments.

BACK SIDE SOME SAMPLE FRONTS

60 TREA’"RE TOKEN’ (Plus a drawstring bag to hold them.)

Including many treasures of varying value, and lots of
nasty hazards. (Volcanos, Ghosts, and Dino Attacks.)

SOME SAMPLE
TREASURE FRONTS

BACK SIDE
OF TREASURE

12 MAP FRAGMENTS

Each player will get a few Map Fragments at the start of the
game and must search for the matching Landmarks.

BACK SIDE SOME SAMPLE FRONTS

16 CLIRSE TILES

You get one of these when
you run into a Ghost.

16 ENVOY TOKENS

You get one of
+6 '

these when you go
back to your ship
for more Crew.




76 SLAND CARDS

These cards allow you to determine what sorts of challenges the other players (and you yourself) will encounter as you all explore the island.
The two categories of Island cards in the deck are Encounter cards and Pirate Fate cards.

SAMPLE ENCOUNTER CARD

ZONE ICONS

one of these Zones.
CARD NAME

Any card with some combination of Zone
icons (or the Shared Location tag) at the
top is an Encounter card. You may only
play this card on a pirate that is exploring

SAMPLE PIRATE FATE CARD

PIRATE FATE
TITLE

This lets you know
that this card is a
Pirate Fale card and
can not be played as

PIRATE FATE

an Encounter.

ACTION TEXT

INSTANT ACTION TEXT

Discard after any roll to re-roll (.nce]
one die of your choice from that roll.
o described effect.

This text tells a player how to resolve
this card once it has been played.

Many of the cards have a bomb symbol
and an Instant Action described at the
bottom. Such cards may be discarded
when described to take advantage of the

ISLAND CARD
BACK SIDE

e
Uiscard before any roll, Each success
in the roll will count as 2 successes.

AT

6 FIRST MATE CARDS

Each First Mate grants a special ability. When you use the ability, flip
the card to the “Exhausted” side; the ability cannot be used again until
the card refreshes. Each card tells you if and when it refreshes.

SAMPLE FIRST MATE CARD EXHAUSTED SIDE

-

PII.FER

Steal | random Island card
from a player exploring
the same Zone as you.
Refresh when
starting a new
Exploration.

from a player exploring. 1 A ;
the same Zone as you,

12 CREW WEAPON CARDS

There are six identical sets of 2 Crew Weapon cards. Each set has its
player color on the back side. Crew weapons determine how effective
your Crew will be in combat during the game.

PISTOLS
PIKES — V/

8 RELIC CARDS

Each Relic provides a powerful
ability to the player that holds it.

SAMPLE RELIC CARD

85 CREW PAWNS

These represent your loyal
Crew members.

THE MASK o~ 4 [ ]
OF I.EROU)( ~ | |

\._/

Encounters

42 ITEM CARDS

There are six identical sets of 7 Item cards. Each set has its player
color on the back side. Each item grants a useful ability to its owner;
you will select only a few items to outfit your Crew.

SOME SAMPLE ITEM CARDS

SU‘P‘PI.IES

Add 3 dice to your Native
Village Encounters.

ROPE

Add | die to your Ex IoramrrF‘ r|
the Mountaii af, P Al

6 LOCATION
MARKERS

1 in each player color.
For marking which Zone
you are exploring.

6 TIME
MARKERS

1 in each player color.
For use on your
Search Time track.

1 GIANT

T-REX PAWN

For showing which Zone the
Giant T-Rex is terrorizing!

5 SPECIAL DICE

For resolving many
game events. Each die
has two Skull faces,
two Swords faces, and
two blank faces




GENERAL SETUP

Follow these steps to get ready for your adventure! In our example setup
on the opposite page, we have set up a game for four players.

0 Place the game board in the center of the playing area. Place the § dice and e
Giant T-Rex near the board. Make a supply of Crew pawns near the board.

e Place two Crew from the supply for each player in the game into the
Lost & Mutinied space of the board. (e.g. six for 3 players)

(@ Shuffle the Island cards and create a facedown draw deck near the board.

Place all Treasure tokens (including all Treasures, Ghosts, Dino Attacks,
and Volcano tiles) in the draw bag and mix it up thoroughly. Leave the bag
near the board by the Dig Site.

G Stack the Envoy tokens in their spot on the board (by the Anchorage),
and stack the Curse tokens in their spot on the board (in the Dig Site).

O Shuffle the Relics deck and lay out 1 random Relic face up for each
player, plus 1 face down. Return the remainder to the box.

G Shuffle the First Mates deck and lay out 1 random First Mate 2L
face up for each player. Return the remainder to the box.

0 Each player chooses a Pirate mat, then each player picks
a player color and takes the Loeation marker, Time
marker, Item deck, and Crew Weapons deck of that color.

o The number of Landmarks and Map Fragments you use will depend on the number
of players. Regardless of the number of players, Landmark tiles once shuffled are
to be kept facedown and unknown during setup, and players should keep their Map
Fragments secret from each other (in the slots on their pirate mats).

e Six players: Shuffle all 12 Landmark Tiles and place one in each Landmark space on the board.
Shuffle all 12 Map Fragments and deal 2 to each player.

* Five players: Remove any 2 matching Landmark/Map Fragment pairs from the game. Shuffle
the remaining 10 Landmark Tiles and place one in each Landmark space on the board, skipping
the spaces marked SPX. Shuffle the 10 remaining Map Fragments and deal 2 to each player.

* Four players: Remove any 4 matching Landmark/Map Fragment pairs from the game. Shuffle
the remaining 8 Landmark Tiles and place one in each Landmark space on the board, skipping
the spaces marked 4PX. Shuffle the 8 remaining Map Fragments and deal 2 to each player.

* Three players: Remove any 3 matching Landmark/Map Fragment pairs from the game. Shuffle
the remaining 9 Landmark Tiles and place one in each Landmark space on the board, skipping
the spaces marked 3PX. Shuffle the 9 remaining Map Fragments and deal 3 to each player.

* Two players: Remove any 4 matching Landmark/Map Fragment pairs from the game. Shuffle the
remaining 8 Landmark Tiles and place one in each Landmark space on the board, skipping the
spaces marked 2PX. Shuffle the 8 remaining Map Fragments and deal 3 to each player. Return
the 2 leftover Map Fragments unseen to the box.

Want a longer two-player game? Deal 4 Map Fragments to each player instead of 3.
There will be no leftover Map Fragments this way.
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STAGE T OUTFITTING YOUR PARTY

This stage is where each player will establish the makeup of their own exploration party for the game.
During this stage, players will choose their own Relics, First Mates, Crew size, Crew Weapons, Items,
Starting Zones, and each player will get a starting hand of Island cards. The effects of the choices made in
this Stage will be felt for the entire game, so choose wisely!

o Determine the first player. We suggest that the player who looks most like a pirate be the first player
(players can make faces and growl “arrrr matey”, etc. if they think this will help). If players cannot
agree upon who makes the most convincing pirate, then the oldest player is the first player. Play moves
clockwise from the first player.

9 Choose Relics. The first player chooses a relic from the face-up
options, then the next player to the left, and so on. When only one
face up Relic card remains, flip over the face down one, and the final
player chooses their Relic from those two; the leftover Relic is
returned to the box. Relics are placed face up on the Relic spot of the
player’s Pirate Mat.

e Choose First Mates. The player who chose their Relic last picks a First Mate
from the face-up options, then the next player to the right and so on until all
players have a First Mate. (The final player—which will actually be the “first
player”—will not have a choice and must take the only remaining First Mate.)
First Mates are placed face up on the First Mate spot of the player’s Pirate Mat.

Note: All players perform Step 4 simultaneously. When everyone is done, proceed to Step S.

(4) Crew, Crew Weapons, and Items. Each player has 20 points to spend on Crew and
Items. Each Crew costs 1 point, the Crew Weapons are free (the player must choose
one of the two Crew Weapon cards) and the Items (of which the player can buy at most
three but fewer if desired) display their cost on the Item card itself. (For example a
player might buy a Cannon (6), a Rope (2), and Shovels (2), plus ten Crew (1 each) and
the Pistols n’ Pikes Crew Weapon (free) for a total of 20 points spent.) When you are
done shopping, place your selected Items and Crew Weapon face up in their spots on ITEM COST
your Pirate Mat; Crew are placed into their box on the Pirate Mat as well.

What’s up with Crew? Crew are important. They are needed to absorb casualties from combat and
other hazards during exploration, and to carry treasure once you find it. It takes 2 Crew to carry 1
treasure, so you'll want to be sure to have a lot of Crew with you when you arrive at the Dig Site.

So how do Crew Weapons work? Combat is described in detail later in the rules.
Simply put, your Crew Weapons (combined with the number of Crew you have) SWORDSS" /
will determine how many dice you get to roll when it's time to fight. With Swords
N’ Muskets you'll get 1 die for every 2 Crew. With Pistols N’ Pikes you'll only get 1
die for every 3 Crew, but it comes with other advantages described on the card.

What are Items all about? An item grants you whatever useful ability is
described on its card. It is up to you to remember to apply your Item abilities
when appropriate during the game. Generally the pricier items are the more
useful ones, but buying all the good stuff will leave you short on points to spend
on Crew... so'try to strike a balance that you think will work! Remember that
you may buy at most 3 items, but fewer if you wish.




e Island Cards. In turn order, each player draws a hand of 7
cards from the Island card draw deck. Players keep their
hand hidden from each other during the game.

@ Note: A player with the Alison’s
il “Codex Relic should draw 8 cards
instead of 7.

e Starting Zones. In turn order starting with the first player, each player Starts a New Exploration (see
below... Starting a New Exploration happens many times for each player during the game and always
follows the same process.)

STARTING A NEW EXPLORATION ‘

To Start a New Exploration, place your Location marker in the Zone of the game board you wish to explore.
(Beach, Grassland, Jungle, Mountains, or Swamp.) You may place it in the same Zone as other players. Each
Zone has a clock symbol which shows how many hours it will take to explore that Zone. Place your Time
marker on the appropriate spot of the Search Time track of your Pirate Mat. (For example the Jungle takes
3 Hours to explore, so if you chose the Jungle you'd place your Time marker on 3.)

Note: The Cannon item adds 1 hour to exploration (as noted on its card), so if you have a
Cannon you must add 1 to your Search Time track. (For example if you have a Cannon and you
choose the Jungle, you should place your Time marker on 4 instead of 3.) Players with a Cannon
} must remember to add the 1 hour every time they start a new exploration during the game.

Outfitting Example: =
€© Red ends up last in turn order.

€) He picks his Relic last, and ends up with the Sextant;
that should help Explorations go quicker!

€© He picks his First Mate first, and chooses Blackjack
Branham, for his great Crew-replenishing ability.

@ For his Crew Weapon, Red picks the Swords N’
Muskets for general versatility.

For his Items, Red buys the Machete (3) and Rope (2)
for even quicker Exploration of certain Zones, and the
Cannon (6) for combat power (sure it'll slow him
down but he’s got a lot of speed-enhancing gear
already). Those Items cost 11 points in total.

That leaves 9 points for 9 Crew.
© Red draws his hand of 7 Island cards.

@ For his Starting Zone, Red decides to go for the Swamp
and pursue the single Landmark there (Green also chose
that Zone earlier). Red places his Location marker in the
Swamp. The clock symbol in the Swamp shows “3”, but
Red’s Cannon slows him down; he therefore places his
Time marker on the “4” spot of his Search Time track.

A DINO ATTACKI'A

A OTHER ENCOUNTER A

Once everyone has finished their outfitting by picking their Starting Zones,
proceed to the heart of the game... Stage 2: Explore The Island!



STAGE 2: EXPLORE THE ISLAND

This stage is the heart of the game. During this stage, players will explore the island seeking the two
Landmarks (three in a 2 or 3-player game) that match their Map Fragments. Once you find all of the
Landmarks you’re looking for, you proceed to Stage 3: Dig For the Cursed Treasure. Since the players
will find their own Landmarks at different times, Stage 2 does not end for everyone at the same time.
This stage is played in rounds, with each player getting their own turn in the round. Play starts at the
first player and moves clockwise. '

On your turn, perform the following steps in this order:
1 DRAW 2 ISLAND CARDS$
2) RESOLVE ENCOLINTERS
3) EXPLORE, BATTLE, OR ENVOY
4) PLAY ENCOLINTERS
5) DISCARD DOWN TO HAND LIMIT

1) DRAW 2 ISLAND CARDS

Draw two Island cards from the draw deck into your hand, even if
this brings you over your hand limit of 7. If the draw pile runs out of
cards, shuffle the discard pile to create a new draw pile.

Note: A player with the
Somebody’s Codex Relic
should draw 3 cards here
(instead of 2), every round.

2) RESOLVE ENCOLINTERS

You may have (at most) two Upcoming Encounters
played on you from earlier turns in the game, one
per slot next to your Pirate Mat. Of your Upcoming
Encounters, at most one may be a Dinosaur Attack,
and at most one may be any other sort of Encounter.
You may resolve your Upcoming Encounters in
whatever order you wish, but each must be resolved
fully before moving on to the other, or to Step 3 of
your turn.

| Example: Here we see that
Yellow has two Encounters
played into her Upcoming
Encounter slots from
earlier turns; A Pterosaur
in her Dinosaur Attack slot,
and Cliffs in her Other
Encounter slot. She can
resolve them in whichever
order she likes.

b
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There are many types of Encounters. Generally to
resolve an Encounter you simply need to read the
action text on the Encounter card itself and follow
the instructions there. (Dinosaur Attacks and

Native Attacks have special rules and are discussed She decides to resolve the
in the Combat section below.) Cliffs first, so follows the

. k instructions found in its
Once the Encounter is resolved, discard the card action text.

Placard before any roll ta counf
M wymbal in that roll as puccesses.

into a face up discard pile next to the draw deck.




LINDERSTANDING THE DICE

Many events in the game will involve a dice
roll. Every die has 2 Skull symbols, 2 Swords
symbols, and 2 blank faces. Sometimes
cards will refer to Skulls or Swords or blank
faces specifically, and sometimes they will
refer to successes and failures.

A success is a Skull result. A Swords result
can sometimes be treated as a success if
you are specifically instructed to do so; for
example if you are fighting a Dinosaur
Attack armed with Pistols n’ Pikes, or if you
play the proper Instant Action; see below.)

A failure is any result that is not a success.

L=zl ] [

Example: Yellow is resolving her Cliffs
encounter. The card instructs her to roll 3
dice and lose 1 Crew for each failure. (It also
says that if she had a Rope she would only
have to roll 1 die, but she doesn’t have one.)

She rolls: . . a

The Skull is a success, and the other two count
as failures. Yellow loses two Crew to the
treacherous Cliffs! (They go back to the supgly.)

Note: You might find that you occasionally need to roll more dice than you actually have.
In that case split your big roll into multiple smaller rolls and add the results together.

COMBAT

A special—and common—type of Encounter that you
need to know more about is the Combat Encounter.
There are two types of Combat—Dinosaur Attacks
and Native Attacks—and they both function in the

SAMPLE NATIVE ATTACK

SAMPLE DINOSAUR ATTACK

NATIVE ATTACK!

- ; T . WAR PARTY
same way. (Native Attacks do not count as Dinosaur DINOSAUR ATTACK! STRENGTH 4
Attacks, so it is possible to have both a Native Attack TE!{%EE{?JHUSPS

and a Dinosaur Attack in your Upcoming Encounters;

you would resolve them separately.)

Note: Some of the Dinosaur Attacks have additional
encounter text that will affect the combat; don’t forget
to obey those instructions. (For example the Triceratops

Discard after any roll to re-roll (once)
two dice of your choice from that roll

any dice of your cholze from that roll

card says that you lose 1 Crew prior to the combat.) L i S A (;"‘;Jj

To resolve a Combat, you make a special roll of the dice

called the Combat Roll. The number of dice you use in
your Combat Roll depends on your Crew Weapon and the NGl USKETS

number of Crew you have.

With Pistols N’ Pikes, you get one die for every 3 Crew
you have, ignoring remainders. With Swords N’ Muskets

SWORDS N !§ 7

P |

T
;

@@@@@ﬁ

With 10 Crew and Swords N’
Muskets, you'd get S dice in

you get one die for every 2 Crew you have, ignoring your Combat Roll.
remainders. (Remember that Pistols N' Pikes have other

advantages listed on the card.)

your Crew Box split up into little groups of 3 or 2

Note: It’s not a bad idea to always keep the Crew in T R PISTOLS vy
2 R pikzs = M &\

(depending on your Crew Weapon) so that you can
easily count the groups and determine how many dice Pikes, you'd get 3 dice in your

you'll get in your Combat Rolls.

With 10 Crew and Pistols N’

Combat Roll.

COMBAT CcONTINUED ON NEXT PAGE
9



COMBAT conTinuED

When you have determined the number of dice to use, roll them to make your DINOSAUR ATTACK!
Combat Roll, then count the successes. Compare this number to the Strength of the PTEROSAUR
opponent. (Your opponent’s Strength is displayed on the card beneath the name.) STRENGTH 3

If you have as many or more successes than the Strength of the opponent, you have defeated the opponent
with no casualties and the Encounter is over; discard the card.

o If you have fewer successes than the Strength of the opponent, lose Crew equal to the difference between
your successes and the opponent Strength. (Crew lost in combat return to the supply.) The Encounter is
then over and the card is discarded.

NATIVE ATTACK!

WAR PARTY
STRENGTH 4

DINOSAUR ATTACK!
PTEROSAUR
STRENGTH 3

PISTOLS N7p/ N, 3 SWORDS N
PIKES /| A Q¥ 1 - SKETS
"': 5 v, mu
et "1;'%;2’?' e
Dinosaur Attack Example: Remember Yellow's Ptero- Native Attack Example: Blue is facing a War Party
saur (Strength 3)? Yellow has 10 Crew and wields Native Attack (Strength 4). Blue has 8 Crew and wields

Pistols N' Pikes, so she gets 3 dice for her Combat Roll. Swords N’ Muskets, so he gets 4 dice for his Combat Roll.

o [=) e (1) 3 0 3

Since she is wielding the Pistols N’ Pikes, Swords Since only the Skulls count as successes,

count as successes in a Dinosaur Attack; Yellow's Blue’s total is 2. This is 2 fewer than the ) X )
total is 3 successes. This is equal to the opponent’s opponent’s Strength, so Blue loses 2 Crew >< X
Strength, so Yellow ends the Encounter with no and the Encounter is over. B

casualties. Well done!

INSTANT ACTIONS
Many of the Island cards (Both Encounter

cards and Pirate Fate cards) display Instant ~ oiacardaﬁeran:u to;o;;il M= chon samples, g
Actions; on the bottom portiz)n 01P thsé card @“”’””’5 et o T 3?;;2?1: ?f;éff,}ee;ﬁg i
beside a bomb symbol. The Instant Actions - that the timing is explained
have a variety of effects and may be played PG e m;:a*d_d;;bo clearly. In this group we
whenever the card’s Instant Action text @:o that rol. have one that is used after a
permits. Some of the more common Instant " | dieroll, one that is used
Actions affect dice rolls (including Combat ~ —————= i’;ﬁ;”_e @ dzg roll, t‘l}”d ‘;ne
Rolls and Exploration Rolls), so make sure @gigﬁﬁ e aing onaotfeﬁfm;;?; ! t’{?:;lse)”e"
that you play the card at the appropriate ooss ;

moment according to its text.

You may play more than one Instant Action at a time and benefit
from all of them, as long as the timing is permitted by the cards’
text. Many of the Instant Actions will benefit you during Combats havelavery ivtceebls tHect onar
or other Encounters, but they are not limited to being used during Encounters, Combats, Exploration,
Encounters; the only limitations on the timing of their usage are and general success in the game.
spelled out on the individual cards thémselves.

'

Note: Don’t ignore your Instant
Actions! Played properly they can



3) EXPLORE, BATTLE, OR ENVOY

In this Step you must choose only one of the foilowing actions to take:

- EXPLORE - BATTLE - ENVOY

- EXPLORE

Explore will likely be the most common action you
take during this step; this is how you search for the
Landmarks that will lead you to the Dig Site!

To Explore, roll 2 dice and
add 1 success. The total is @ & -|-
your Exploration Roll.

Example: Green decides to Explore,

Note: If the Giant T-Rex is currently and his Location marker is in the

in the Zone you are exploring, Swamp. Green has a Machete which
subtract 1 success from your total, lets him add 2 dice to his Exploration
to a minimum of 1 success. Roll in certain Zones, including the

Swamp. So Green rolls 4 dice.
For every success in your total, move your Time marker x
1 hour closer to the 0 space on your Search Time track. He rolls: . - -
(So, an unmodified Exploration Roll will move you 1-3
hours closer to completing your exploration of the Zone. Yikes... not so great: only 1 success. Adding 1
Some Relics, Items, First Mates, and Pirate Fate cards success as always, Green’s total Exploration

might directly affect your Exploration Roll; Instant RIOH 15 t2 He mou}fi.s hsis ﬁ";eﬁmaﬂ;er 2kspaces
Actions that affect dice rolls may be applied.) S e e el iy

COMPLETING AN EXPLORATION --

When your Exploration Roll moves your Time marker to (or past) the 0 space of
your Search Time track, you have completed your exploration of the Zone. You may
choose and peek at one of the facedown Landmark tiles in the zone (if any remain).

e If the Landmark does not match any of your Map
Fragments, put it back facedown on the board in the
slot it came from. Then Start a New Exploration...
(Better luck next time!) Proceed to Step 4 of your turn.

+79 The Geyser Landmark does
| not match the Skull Cave or

e If the Landmark does match one of your Map Fragments, take

the tile, reveal it to the other players, and reveal your matching Zﬁi;ﬁfﬁ:ﬁﬁﬁf
Map Fragment as well to confirm that you have a pair. match one of
Now what? Green's Map

Fragments! Green still has an unmatched
— If you still have an unmatched Map Fragment (or Fragments) Map Fragment (the Skull Cave), so he hasn't
remaining, you are one step closer to the Dig Site! Start a found the Dig Site just yet; his turn continues.
New Exploration, then proceed to Step 4 of your turn.

— If that was your last unmatched Map Fragment, then you
have discovered the Dig Site! Immediately move your
Location marker to the Dig Site, discard all of your Island
cards, and skip the rest of your turn. When you begin your
next turn, you will be in Stage 3: Dig For the Cursed Trea- When he eventually does find the Skf‘” Cave
sure. Turn order continues normally clockwise even when Landmark on a later exploration, he'll move

some players are in Stage 2 and others are in Stage 3 b TR Bl
piay 8 L proceed to Dig For the Cursed Treasure!

L1



CUTTING AN EXPLORATION SHORT

You might find that you want to cut your Exploration short before
completing it. (Perhaps because you gained some information
through one of several card types that permit peeks at Landmark
tiles, or maybe because someone took the last Landmark before
you got there... but you don’t need a specific reason.)

To cut your Exploration short, roll 2 dice; for each blank

result, lose 1 Crew to the Lost or Mutinied space on the

board. (Your crew grumbles at your poor leadership.)

Then Start a New Exploration using the normal rules.

This counts as your Explore action for the turn.

Note: Sometimes it might be worth it to just finish up a
pointless Exploration to avoid the risk of Crew mutiny!

Example: Red has learned
via a Scout Ahead card
that the only Landmark in
the Zone he’s. exploring is
not one he’s looking for.
He decides to cut short
his exploration, and rolls
two dice.

He rolls: . -

He loses 1 Crew to the Lost or Mutinied
space and Starts a New Exploration in a
different Zone with better prospects.

- BATTLE

If you are at a “Shared Location” with another
player (that is, if your Location markers are in
the same Zone), you may Battle with that
player. (Only one other player; if you are in a
Shared Location with multiple players you
must choose which of them to Battle.)

To Battle, make a Combat Roll the same way
you would during a normal Combat Encounter
(meaning all powers from Relics, First Mates,
and Items are active, and Instant Actions may
be used to affect your Combat Roll.) When the
total number of successes from your Combat
Roll is finalized, the other player makes his or
her own Combat Roll in the same fashion.
Compare the number of successes.

* The player with more successes is
the winner and loses 1 Crew.

* The player with fewer successes is the
loser and loses a number of Crew equal to
the difference between your Combat Rolls.

e In the event of a tie, there is no winner and
both players lose 1 Crew.

Crew lost by both players during a Battle are
returned to the supply.

: j iends?
Can’t we just be frien
Sometimes it might feel too mean t0 80

ahead and attack the other players’ Crew,

i ... there’s no
but remember, you 're pirates

such thing as too mearn, and fewer Cr?w
means less treasure for the other guy‘.

12

Battle Example: It's Blue's
turn. He and Yellow are both in
the Beach Zone, so Blue could
Battle with Yellow.

Blue is feeling pretty strong...
he has a Cannon, a lot of Crew,
and some other tricks up his
sleeve. He decides to go for it.

Blue has 10 crew and is wielding Swords N’ Muskets, so he
gets S dice; he also has a Cannon so adds 3 dice; he also
uses the Instant Action of a Trained Monkey card, which lets
him count each success in his roll as 2 successes.

He rolls: . a- a . -

Thanks to his Trained Monkey, those 4 Skulls are counted as
8 successes... a pretty strong combat roll!

Now it’s Yellow’s turn. Yellow has 9 Crew and is wielding
Pistols N’ Pikes, so she gets 3 dice; she also uses the Instant
Action of a Tyrannosaurus Rex card which lets her add 2
dice to her roll. *

v B30 I3

Yellow'’s total is 3 successes... Blue is the winner so he loses
1 Crew, as the winner always does.

Yellow is the loser and loses a whopping S Crew, cursing
Blue’s treachery as she returns them to the supply.




- ENVOY

If you feel like you are running out of Crew, you may choose

to take the Envoy action. Take six Crew from the supply and 4
add them to your Crew box. Also take an Envoy token from

the stack on the board.

This Crew boost comes with a price.

At the end of the game, you will need to
discard 1 treasure of a unique value for
each Envoy token you hold. Because of
this, the cost of taking Envoy tokens Envoy Example: Red holds three Envoy tokens at the end
starts to add up quite quickly. of the game. She has 7 treasures, but she must discard
one treasure of a unique value per Envoy token. She
discards a $1000, a $2000, and a $6000 (the cheapest
possible combination for her)... a total loss of $9000!

After you take your Crew and
Envoy token, proceed to Step 4.

In this Step you may play Encounter cards on other players (presumably ones that will cause them diffi-
culty) and/or on yourself (presumably ones that will be beneficial or easily handled). Encounters are
played into the Upcoming Encounter slots beside the target player’s Pirate Mat. The Encounters you play
now are not resolved immediately; they are resolved in Step 2: Resolve Encounters of the target player’s
next turn. (For this reason, any Encounters you play on yourself will not be resolved this turn, since Step 2
of your turn has already passed.) There are a few limitations to how you may play Encounters:

» You may only play an Encounter upon a player that is still
also exploring the island; any player that has moved on to
the Dig Site may not have Encounters played on them.

» The Zone that the target player is currently exploring must
match one of the Zone icons on the Encounter card itself.
(For example if the target player is exploring the Beach, the

Encounter must display a Beach icon.) Zones Example: Blue is exploring the Mountain

Zone. You could not play this Scouts card on
him because it does not have a Mountain icon
at the top. You could play this Cliffs card
though, since it does have one.

Some of the cards say “Shared
Location” instead of displaying
Zone icons. For these cards the
specific Zone does not matter as long as the target player is
currently exploring the same Zone as you. (You are always
considered to be in a “Shared Location” with yourself.)

» The target player must have an empty Upcoming Slots Example: This
Encounter slot into which you may play the Encounter. player already has an
The Encounter must be of the correct type to go in the Encounter played to her

slot. Each player’s Pirate mat has two slots. One slot will Other Encounter slot. If
accept Dinosaur Attacks only. The other slot will accept you want to play an

& DIND ATTACK! &

any other type of Encounter (including Native Attacks). Encounter on this player, N
it will have to be a 3
» You may play several Encounters on your turn, but at Dinosaur Attack. L

most one Encounter (regardless of the Encounter type)
upon each different player, including yourself.

Playing Encounters is optional; you are never compelled to play Encounters on other players or yourself,

and can proceed through this Step without doing so. When you have played as many Encounters as you want

to, proceed to Step S.

B



5) DISCARD DOWN TO HAND LIMIT

The end-of-turn hand limit for Island cards is 7 cards. If you have more than 7 Island cards in your hand,
discard as many as you need to (your choice which cards) until you hold only 7.

After this step, your turn is
over and play passes to the
next player to your left.

Note: A player with the
Alison’s Codex Relic has a
hand limit of 8 cards
instead of 7.

PIRATE FATE CARDS SAMPLE PIRATE FATE CARDS
In addition to Encounter cards, the Island cards deck contains many s
Pirate Fate cards. Pirate Fate cards are not Encounters, so they may A EIRATEFATE

STAMPEDE! TROPICAL STORM

not be played to Upcoming Encounter slots during Step 4.

Each Pirate Fate card explains in its text when it may be played.
(For example the Stampede card says “Play on a player that is
resolving a Dinosaur Attack [before they roll].”)

Pirate Fate cards that say simply “Play on your turn” may be played at
any point during your own turn, but never in the middle of resolving
an Encounter, or a Combat, or another Pirate Fate card.

To play a Pirate Fate card, reveal it, follow its action text, and place it in the discard pile.

Note: Pirate Fate cards that affect other players will only affect players that are still also in
Stage 2: Exploring the Island. Players that have moved on to the Dig Site are not affected.

RLINNING OUT OF CREW

One way or another, you are likely to receive casualties during the game that will + |

deplete your Crew. A pirate captain such as yourself can never go unattended by k% %%
loyal crew; if you ever find yourself in a situation where losses of Crew (such as RRAE LY vy
instructions from an Encounter card or losses from Combat) would cause you to
reach zero or fewer Crew, you must first perform an Emergency Envoy—take
four Crew from the supply (note that a normal Envoy action gets you six Crew)
and add them to your Crew box, then take an Envoy token from the stack on the
board—before taking the losses.

Example: Green has just performed his Combat Roll
during a Tyrannosaurus Rex Dinosaur Attack encounter
(Strength 6). He only scored 1 success, so he would have to
lose S Crew as a result. Unfortunately, he only has 3 Crew.

This would take him below zero Crew, so he immediately
performs an Emergency Envoy, collecting 4 Crew from the supply
and taking an Envoy token. Now he has 7 Crew; he is able to
subtract the S Crew lost in the fight, leaving himself with 2 Crew.

It is possible that even after the Emergency Envoy you would still end up with zero or fewer crew after
taking the losses. In that case, perform another Emergency Envoy, taking another 4 Crew and Envoy token.

Note: These Running Out of Crew instructions apply in both Stage 2 and Stage 3.

14



THE LOST OR MUTINIED SPACE

Usually when you lose Crew during the game (through Combat, Battles, or
other Encounters) they will be returned to the supply. Sometimes, however,
you will be specifically instructed to lose Crew “to the Lost or Mutinied
space”. In these cases just place the indicated Crew there as instructed.

Some of the Encounters, Pirate Fate cards, and Instant Actions in the game allow you to collect Crew
from the Lost or Mutinied space. This is a nice way to replenish without paying heavy Envoy costs.

THE GIANT T-REX

The Giant T-Rex is a terrifying creature (as if normal dinosaurs are not terrifying
enough), too big and dreadful to be fought by even the fiercest pirates with the
mightiest cannons. The Giant T-Rex pawn starts the game off the board; it can be
added to a Zone (or moved to another Zone) by a player playing the Giant T-Rex
Pirate Fate card, or removed from the board by a player playing the Native
Shaman Pirate Fate card.

THE GIANT T-REX CARD

Play it on your turn. Move the Giant T-Rex pawn to a new Zone of your choice (whether
from off-board or from another Zone.) Any player whose Location marker is in that
Zone immediately loses 1 Crew to the Lost & Mutinied space of the board. As well, any
such player must immediately cut their exploration of the Zone short and Start a New
Exploration (those players may pick the Giant T-Rex’s current Zone, if desired).

Remember, when you perform the Explore action on your turn in the Giant T-Rex’s current
Zone, you must'subtract 1 success from your Exploration Roll (to a minimum of 1 success).

Example: Blue plays the Giant T-Rex card, so he moves the T-Rex pawn from the Mountains to the Jungle. (There are
three pirates there, so Blue will cause maximum disruption. All three players there lose 1 Crew each to the Lost or

Mutinied space, and they each must start a new exploration. Green goes to the Beach, Yellow goes to the Mountains,
and Red decides to start over in the Jungle, even thought the Giant T-Rex will slow down the exploration speed there.

THE NATIVE SHAMAN CARD

Play it on your turn. Immediately remove the
Giant T-Rex pawn from the board and set it
nearby. The Giant T-Rex will have no further
effect until another Giant T-Rex card is played to
return it to the board.

5



STAGE 3 DIGGING FOR THE CLRSED TREASI.IRE

Once you have found the Landmarks that match all of your Map Fragments
(2 or 3 matches depending on the number of players), you have discovered the
Dig Site... congratulations! You will take your turn as normal in the turn
order, but you are now in Stage 3 even if some or all of the other players
remain in Stage 2. Players still in Stage 2 must still continue exploring the
island as normal trying to find their Landmarks while you get started digging
for treasure; they may not play Encounters on you and you are not affected
by any Pirate Fate cards they might play.

e When you begin Stage 3, you should have no hand of Island cards. (You do not use Island cards any
more for any reason, and you are unaffected by the cardplay of other players not yet at the Dig Site.)

o If you are the first player to take a turn in Stage 3, you get a special reward: Draw a single free
treasure from the draw bag. You should draw the token concealed in your palm at first so that D
you can peek at it and conceal its value from the other players. (If you get a Hazard instead of a
treasure, show it to the other players, return it to the bag, and draw again until you draw an
actual treasure.) Keep your treasures face down so other players cannot see their value.

e In Stage 3, Skulls and Swords always count as successes when rolling dice for any reason. - :

When it is your turn, choose and perform one of the following four actions:

* DIG FOR TREASURE - BATTLE - ENVOY - RETURN TO YOLUR SHIP

DIG FOR TREASURE

Finally, the good part! To dig for treasure, roll 2 Dice, and draw 1 token from the draw bag for each success.
(Remember that Swords count as successes.) Draw the tokens one at a time when you are drawing multiple
tokens, since each token could potentially be a Hazard that you would need to resolve fully before continu-
ing. Also, draw each token secretly into your palm at first, so that you can peek at it and hide its value if it
does turn out to be a treasure. When you draw a token, perform the following depending on what you draw:

Treasure: Excellent! Keep the treasure face down on your Pirate Mat so that other
players can’t see its value. (You may peek at your own treasures of course.)

Ghost: Take a Curse token from the stack on the board; CURSE
immediately suffer the effects of how many Curse tokens G TOKEN
you’ve accumulated. (Curse effects are noted on the game

board in the Dig Site, they get very bad very fast.) Return Ei:’;‘_fs

the Ghost token to the bag and mix the bag well.

Dino Attack: Draw and discard Island cards from the draw deck
(reshuffling the discard pile if needed) until you get a Dinosaur
Attack card. Resolve it as if it were a typical Combat— remember
that Swords results count as successes! Then return the Dino
Attack token to the bag and mix the bag well.

j Special rules
for Cannon use.
See below.

Volcano: Place the token on the lowest-numbered empty space
of the Volcano Track on the game board, and immediately
suffer the effects indicated. (Some effects will affect multiple
players as noted.) If you fill the sixth and final space on the
Volcano Track, the Island sinks! All players still on the island
lose the game, and only players who have already returned to
16" their ship take part in Stage 4: Game End.




- BATTLE

If there is at least one other pirate at the Dig Site, you can choose one
pirate to Battle. A Battle at the Dig Site is conducted just like a Battle
during Stage 2 (see page 12), with the following exceptions:

Special rules
for Cannon use.
See below.

¢ In addition to normal combat losses, the winner of the Combat gets to
steal 1 random treasure from the loser (if the loser has any). In the event
of a tie, losses are taken as normal but nobody gets to steal a treasure.

- ENVOY

You may perform an Envoy action to get more crew. This is conducted just like an Envoy action during
Stage 2 (take 6 Crew and an Envoy token). This is particularly important if you need Crew to carry your
treasures back to your ship... remember that each treasure requires 2 Crew to carry it!

RETURN TO YOUR SHIP

When you decide that you have enough treasure—either because
you have too much for your Crew to carry or because you don’t
want to risk any more hazards—you can return to your ship. To
Return to Your Ship, move your Location marker from the Dig Site
to the Anchorage. Calculate how many of your treasures you can
carry... it takes 2 Crew to carry 1 treasure. (For example, if you
have 9 Crew you can carry 4 Treasures.) Any treasures that you are
forced to leave behind are returned to the draw bag; mix it well.

Once you have returned to your ship, the game is pretty much Return to Ship example: Red decides to
over for you; you are no longer affected by anything the other return-to his ship. He has 6 treasures, but
players do, nor can you affect them (unless you are playing with only 9 Crew... which means he can only
the Ship Activity optional rule, see below). Your turn is skipped carry 4 treasures! Red returns two

every round until the game ends—either because all players have  treasures of his choice to the bag and
returned to their ships or because someone triggers the Island moves his Location marker from the Dig

Sinks space on the Volcano track. Sifetoithe Anchordge.

SPECIAL RLILES FOR CANNON USE AT THE DIG SITE

Using a Cannon in combat against dinosaurs or other pirates while at the Dig Site is
risky due to the loud noise and vibrations it creates. If you have a Cannon you may
choose to not use it during these combats. If you have a Cannon and you do choose to use
it, you must draw 1 token from the bag (after the fight is over) and do the following
depending on what you draw:

' Treasure or Dinosaur Attack:
\ ' No effect. Return it to the bag and mix the bag well.
Ghost or Volcano:
Treat this the same as if you’d drawn it with a normal Dig For Treasure action.

Note: In the case of a Battle where both players used a Cannon, both must draw
and resolve accordingly; first the active player, then the other player.




GAME END

The game ends when all players
have returned to their ships, or when
someone triggers the Island Sinks
space of the Volcano track.

All players at Anchorage. Island Sinks.space filled.

e If no players have returned to their ships and they all perished
on the Island due to the Island Sinking, there is no winner.

o If only one player returned to his or her ship and the rest perished on the
Island due to the Island Sinking, that player wins the game by default;
sometimes just getting out alive is all that matters!.

o If more than one player managed to return to their ship, then the winner will
be determined from among those players by the value of the treasures each
brought with them. (As it should be in a deadly pirate race for loot and glory!)

Each eligible player must reveal their treasures, then discard one treasure of

unique value for every Envoy token they hold. Each player then adds up the total

value of their own remaining treasures. The player with the greatest value in B :
treasure wins the game! (In the event of a tie for winner, the tied player with the $1,000
most Crew remaining wins... if it’s still a tie, the tied players share the victory.)

Scoring Example: Yellow has five treasures: two $1000, one
$3000, one $7000 and one $10,000. She also has 2 Envoy tokens,
so she must discard two unique treasures... she discards one
$1000 and the $3000. That leaves her with a total value of
$18,000 in treasure. Will it be enough to win the game? That
depends on what treasures the other players hold!

SHIP ACTIVITY OPTIONAL RULE

This optional rule allows players who have Returned to Their Ship the opportunity to continue affecting the
game. Players should agree before the game starts whether they will be using this optional rule.

If the Ship Activity rule is in effect, when you are at the Anchorage and your turn arrives, you may pass or
you may draw 1 treasure token from the bag and perform the following depending on what you draw:

Treasure: Discard it from the game.
Hey, at least the other pirates don’t get it.

Ghost: Oh no... the ghosts have followed you back to your ship! Resolve it as if you had drawn
the tile via a normal Dig for Treasure action, even though you’re at the Anchorage!
Remember to mix the token back into the bag after you've resolved it.

Dino Attack: Choose a player still at the Dig Site. That player must resolve this token
as if he or she had drawn it while digging for treasure on their own turn. Remember to
mix the token back into the bag after the attack is resolved. (If there are no players
currently at the Dig Site, just mix the token back into the bag with no effect.)

Volcano: Resolve it as if you'd drawn it via a normal Dig for Treasure action. Since you're at the
Anchorage, you yourself won’t be affected by any Volcano Track penalties, but the penalties of
spaces 4, 5, or 6 will still affect other pirates on the island as noted, or even end the game!




