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IS A PIRATE THEMED SANDBOX-STYLE ROLL & PLAY WAR
CARD ADVENTURE GAME FOR 1-12 PLAYERS! .. AN OPEN
WORLD OF GLORIOUS ADVENTURE AND ISLANDS RIPE FOR

PLUNDER AWAIT YE..
.. ALONG WITH AN ASSORTMENT OF BLOOD THIRSTY
“S ON A MUTINOUS SEA OF TREACHERY!

PICK YOUR CREW, PICK YOUR PIRATES AND SET SAIL INTO THE
WORLD OF TREASURE N MUTINY!

YOUR TALE - IS YEARNING TO BE TOLD!
MAY IT BE BOTH GLORIOUS AND BOLD!

IEQ RVAYSI81 G HINGSAUCTERIGAM ERIPAVAEX(REERTEN CE™N(213)

GATHER A BOTTLE OF YOUR FAVORITE RUM AND PLAY THE
SHOTS FIRED DRINKING GAME WHILE YOU Plﬂ('

WILL YE SURVIVE TO THE END ... ?! ! S
YO HO HO! , . \\

A BgARﬁGAMlIE BY,
N N T2 0 B ML NN STARGAPTAIN'DREAD



STEIYMINGAWBFIVENEIVIA,

TKWURENWWAIAMEWFORPI@ATE@TDEXPIM ASW‘L“
MANY VARIED GAME COMPONENTS ... INCLUDING CARDS
PIRATES, PIRATE CARDS & DICE!

@® GOVERNOR TOKEN WHEN SETTING UP
i1 GOVERNOR RAID CARD DECK THE GAME - USE THIS
= PIRATE RAID CARD DECK BRAGRAN YO B
23 %%m CARD DECK R
§ MAIN CREW DECK

MAIN WEAPON DECK
g MAIN GOLD ST BAG

MAIN TREASURE STASH BAG
© LEGENDARY TREASURE CARDS (1/ISLAND)
ISLAND PRICING CHART &0
T LEGENDARY TREASURE CLUE 0N
122 RUM TOKEN (1/ISLAND) »
& STARTING LOCATIONS
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IF YOU LAND ON A :320x01:45%% ICON - PREPARE TO FIGHT A PIRATE - TO EARN THEIR
COMMAND! PULL THE TOP (0224 A%/ (e A% .90\ CARD FROM THE 1\ BV I\ (8124 3% Y $DECK‘&

WEAPON CARD. IF YOU LOSE, DISCARD ONE WEAPON, CREW, TREASURE OR GOLD.
BIRATEIRATINICON]

IF YOU LAND ON A 39D QR0 L 2001 0N o) AT SEA ... PREPARE TO FIGHT AGAINST
PIRATES! PULL THE TOP 12 1294 § 0. :N0 )X ®:4:4)) FROM {V:1PIRATE RAID DECK!

IF YOU LAND ON A (e{0)\ 22 (0) 0 #RI (0)Y .... PREPARE TO FIGHT A GOVERNOR!
PULL THE MATCHING (€/)\4003(0):0 N 1X0):V:10) FROM THE (€[04 91203010 -V 1000 301 <

CREWIICON]
IF YOU LAND ON A (e300 3\ 2\ e10, TAKE A (0 AW 10) FROM THE W -V
CREW,DECK!

©®E%ﬂ@

WEARONIICON |
IF YOU LAND ON A\ NZON#0)Y, TAKE A \L N ZONN1) FROM THE WAL
APC DE(
GOIDICON
IF YOU LAND ON A (e[} di{®0)\, TAKE ONE(€{0) #)4¥0) 455 FROM THE (€[0) DT VI £

ICON]

fLREASURE]
IF YOU LAND ON A {93\ 030 {00)Y, TAKE ONE 1N\ 9210 ¥0) €5 FROM THE
TREASURE STASH BAG!

LEGENDAR}(’TREASURE ICON]
GATHER 7 yp 1 423 07,11 8 13 X [01010) %5 AND LAND HERE, TO TAKE THE ISLANDS

EORGE
IF YOU LAND ON A JX0NEIN0), YOU CAN 1N 5¥€0)5) TO UPGRADE ONE W2 .00
(9::10) FROM YOUR 134 LN 20\ 001 0 < (SEE FORGE RULES ON PAGE 18)

IPAVERNIICON]
IF YOU LAND ON A VA1 (000)\, TAKE A X100 T150) 0\, TF AJdiiv.¥y o DIES, THEY

CAN BE 3% A\%90) ON AN ISL‘AND GOVERNED BY,CREW,MATESY¥CREW;MATES[¢/.\\
187 53(e00)00) & GIVE THEM A (R0 TO 23R %UAYY THEM AT THEIR ISLANDS
TAVERN

R
tJ

BORJICON]
BOATS CAN DI AND 1212%:Y8 5 CAN MOVE ON THIS SPACE.

AN D)ROUTEI CON]
'JI¥NVES CAN MOVE ON THIS SPACE.

BOATYROUTENCON
1 RGN CAN AL OR USE A 1H0LVYTO TRAVEL UPON THIS SPACE.
(SEE PLAYER MOVEMENT RULES ON PAGE 14) \'BOAF

0\0@&
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CONMTPONIBNTITS

MAKE ANY PIRATE DROP A
'WEAPON OR CREW CARD

1 2) BIFANVGERS
BIECES

PICK UP.FOUR GARDS OF CHOIGE!
[ WEAPO! )

1 9 B ST IS,

150JGO D : SE PAEG ENDNRY
T@KENS ;
IRIRAWGE]

WEAPON OR CREW
4

IEREAS WRE{CARDS

PIRATE 5% 2
HARBOR,. 5K -

PIRATE HARB

on st
STORE 25 CARDS/TOKENS

® BROW S)BIRALE!
GATEEONS BOWTS BIARGEOIR GRS

£ S 5
2|\ 2|15 15| 12
jz|2 17|
AL
'9 10

GOVERNOR
ILOKENS
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GAVIEFS EHINW)E
SO L0) AN D\YI NI N0N I D @ JALANI IR
EVEN IF YOUR BOARD GAME CREW MAROONED YA, YOU CAN STILL PLAY
TREASURE 'N MUTINY BY YERSELF!
PICK A GAME MODE ( ODYSSEY / CAMPAIGN / QUICK QUEST)

PICK ANY CREW. START WITH 1-4 PIRATES & A ROWBOAT OR GALLEON
(PLAYER CHOICE)

WIOILTNTPILAYIBIR GAVTES (@12 IPILAYINRS)

THERE ARE A TOTAL OF 3 CREWS OF 4 PIRATES IN TREASURE 'N MUTINY.
WHEN PLAYING WITH 2 OR MORE PLAYERS; A PLAYER CAN CONTROL A
SINGLE PIRATE, A PAIR OF PIRATES, A TRIO OF PIRATES OR A WHOLE
CREW ()!

3 PLAYER GAMES; ARE THE MOST FAST PACED AND COMPETITIVE IF
EACH PLAYER STARTS WITH CONTROL OF A GALLEON AND 4 PIRATES
EACH! FOR MORE THAN 3 PLAYERS; SPLIT THE PIRATES AS EQUALLY
AMONGST THE NUMBER OF PLAYERS AS YOU CAN! IF THERE ARE AN ODD
#, TRY ROLLING A DICE TO DETERMII)\TE WHO GETS THE EXTRA (HIGH
ROLL)!

IT IS SUGGESTED FOR MULTIPLAYER GAMES TO START USING CAMPAIGN
OR QUICK QUEST SETUP MODES AS DETAILED ABOVE!

D EBERVIINEJCARIVAIN SYRURNIO RD ERENISIVARBINGBEO RIS
CREW MEMBERS ROLL A DICE TO DETERMINE THE CAPTAIN (HIGH ROLL)
CAPTAINS ROLL A DICE TO DETERMINE TEAM TURN ORDER: 1ST, 2ND, 3RD
CAPTAINS THEN SELECT A STARTING PORT FOR THEIR SHIP:

MAROON ISLE, REEFER KEY, POE KEY

GAWVIENVIOIDIEIER'S

CAPTAINS CAN PLANT o0-2 HEMP TOKENS ON ANY LAND ROUTES ON
STARTING ISLE / KEYS! (513515 [2A\ETS 20 = IT10IP Y 1 IROIS THRATS)
CERIPIRIONA L @A I3 10101031198 PLACE 0-6 AT STARTSS)

IBRIEA'S WREINPVIWBINNSEXPAN STONPKIES!

THERE ARE SEVERAL EXPANSION KITS AVAILABLE FOR EXPANDED
GAMEPLAY OPTIONS! YOU CAN USE THEM INDEPENDENTLY - OR USE
ANY OF THEM IN ANY COMBINATION!

IF YOU ARE USING ONE OR MORE MODIFIERS, MAKE IT
CLEAR TO ALL PLAYERS AT THE GAME START!

A BgARGAMIIE BY
N N T2 0 B ML NN 5 STARGAPTAIN'DREAD




TREASURE 'N MUTINY CAN BE PLAYED BY 1 - 12 PLAYERS!
IN GAME JP; YOU'LL NEED TO PICK A GAME MODE WHICH WILL
.Y DETERMINE A GAME'S PLAY TIME!

OUIEK =

EVERWE REWIMATE
SHATISRECELVE

YE CAN START WITH A WHOLE CREW & A GALLEON FOR A QUICK QUEST,
AS WELL AS 7 ITEMS OF EACH TYPE PER PIRATE!
o1V R HOURS

EV.ERYYCREWIMATE :
SHATMRECELVE S{LREASUREMSIWEARONMSCREW,

YE CAN ALSO START WITH A WHOLE CREW & A GALLEON FOR A
CAMPAIGN START, AS WELL AS 5 ITEMS OF EACH TYPE PER PIRATE & +2
EXTRA ITEMS OF EACH TYPE FOR YOUR CAPTAIN!

IPEANEELVIES

ODY(SSEN
CAWDD

EVERY{CREWJMATE
SHATIARECELVEIRLG5,GOLEDECH TR EASURESCHWEAPONE5 CREW

START WITH 1 PIRATE, 1-5 TOKENS & 1-5 CARDS OF EACH TYPE & A ROW
BOAT... HIRE YOUR CREW MATES AT A TAVERN FOR 5 GOLD EACH... BUY
A GALLEON FOR 25 GOLD AND SET SAIL ON A LONG HAUL ADVENTURE!
S HHOUR

EVERY CREW MATE MUST ALSO ROLL AT THE START
DETERMINE WHO WILL START AS CAPTAIN OF THE C

»

CAPTAINS START WITH o~y
+2 EXTRA TOKENS & CARDS £

OF EACH TYPE

STARFORT4AZ20_-CGNLINE
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THERE ARE 12 DIFFERENT PIRATE CHARACTERS IN TREASURE 'N MUTINY AND EACH
HAS A SPECIAL SKILL THAT CAN HELP THEM IN THEIR CAMPAIGN!

YARIUUOW IR

ORANGEIVIFANOND L (K

BLOOD BEARD IS A
- ' , NOTORIOUSLY VILE,

e Y
X PER:TURN ANGRY SEA LORD

YELLOW EYE IS A SKILLED m%mk

BLACKSMITH WHO LEFTHIs Y ENGEANCE

HOME PORT AFTER ITWAS ~ AGATNAT THE

BURNED TO THE GROUND.  gas g4

HE ESCAPED ABOARD THE e ik I e &

PIRATES VESSEL AND KILLED :

THEM WHILE THEY SLEPT!  HIS TWIN BROTHER!

SKILL:ZCANIRECUSE'ASWEAPON,CARD

IXWHILE FIGHTING'AT,SEA!

PINK FINGER IS A SAVAGE
SEA LADY WHO IS SAID TO
HAVE REMOVED SEVERAL

ORANGE MANONDECK
IS A HIGHLY SKILLED
MERCHANT WITH AN
EXCEPTIONAL SKILL
IN PACKING CARGO.

=y ﬁ!{‘% HE'S LIVED ON THE

FINGERS OF HER FORMER
SLAVE SHIP CAPTAIN AS |
SHE CUT HERSELF FREE! ¥ O SEAS HIS WHOLE
AFTER FREEING ALL LIFE.. HE WAS BORN
THOSE ABOARD, AND TO SAIL, AND IS AS
SCUTTLING THE SHIP FEARSOME AND AS
TO ENSURE ITS DAYS TOUGH AS THEY
BERED - SHE COME. HE'S GOT A @
GI LOVE FOR TREASURE,

ADVENTURE 'N RUM!

STARFORT4AZ20_-CGNLINE



THERE ARE 12 DIFFERENT PIRATE CHARACTERS IN TREASURE 'N MUTINY AND EACH
HAS A SPECIAL SKILL THAT CAN HELP THEM IN THEIR CAMPAIGN!

, @RJ_@UM SEA WQILVES

ACAN RUN FROM'ASFIGHT!

GRASS BEARD IS A SKILLED BAR KEEP
WITH A DRINKING HORN PEG LEG. A
LOVER OF SEA SHANTIES, RUM, AND

ALL THINGS EXPLOSIVE! - HE CAN ESCAPE
FROM A FIGHT WITHOUT LOSING AN ITEM
IF HE RUNS BEFORE THE BATTLE STARTS.

GREENBIYOOD

SKILL:RCAN CARRYTEXTRA!
' ('REASUREsTOKEN

GREEN BLOOD IS A
TOWERING AND
DREADFUL TERROR
ON THE HIGH SEAS.

HIS FATHER WAS THE
FORMER CAPTAIN OF
THE GREEN SEA WOLVES.
GREEN BLOOD ASPIRES
TO SLAY ALL GOVERNORS
OF THE MYHIC ISLANDS
WHERE HIS FATHER
LAST SAILED...

IVIWSHIVARID
CAN CARRYAT'EXTRA'"GOLD, SKILL:§GAIN1 CREW‘CARD
(F1GOLD;TOKEN) AT{THE STARROETHE GAME

A MAD MAN, WHOSE ONLY
DESIRE IS TO DRINK, FIGHT,

AN EXCEPTIONAL GAMBLER
WHO ONCE BEAT A CAPTAIN

1
AND GAMBLE HIS DAYS AWAY AT /! IN A GAME OF POK'ARRGH
TAVERNS ROUND THE WORLD! FOR ENOUGH GOLD TO BUY
A ROW BOAT. SHE THEN
P ROWED THE BOAT OUT TO
]Hmlsmv%EAL mTHsTs _LMEMDUI“SE(? ATI‘,(I)&I,SIII}EE HIS SHIP IN THE MIDDLE OF
OF CARRYING AN EXTRA GOLD WEES EUSY - AU N
N TOKEN. HER LIFE OF RA
’ STEALING
HE HOLDS A GRUDGE WITH SAILING A A
SKY BEARD FOR A DRINKING SKILL F(
FIGHT THAT OCCURRED ON

RAVENS ATOLL.

STARFORT4AZ20_-CGNLINE
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THERE ARE 12 DIFFERENT PIRATE CHARACTERS IN TREASURE 'N MUTINY AND EACH
HAS A SPECIAL SKILL THAT CAN HELP THEM IN THEIR CAMPAIGN!

DEEP BILUE ARMADA

AETERAYCONG)VOYAGEQUIRUPON
THEDEEPNTHE ARMADTA"

FOUND BY SKY BEARD AT
AYOUNG AGE ON A ROW BOAT LOST AT
SKY BEARD HAS A LONG HISTORY OF SEA, BLUE BUCCANEER IS A LOYAL AND
EXCESSIVE GAMBLING, DRINKING N FEARSOME PIRATE WITH A MYSTERIOUS
HAS THE QUICKEST RELOAD'N TIME PAST. HIS LOVE FOR TREASURE IS

IN THE LAND! UNMATCHED AND UNQUENCHABLE!

HE CAN RELOAD N REUSE
ANY WEAPON CARD 1X IN PURPLE
BATTLE IF FIGHTIN

UPON LAND!

WITH AN EYE FOR THE
FINEST OF TREASURE,
PEARL PURPLE HAS
LONG HEARD RUMOR
OF THE GREATEST
CRYSTAL TREASURE

A FORMER SAILOR IN THE
KINGS NAVY - HIS SHIP
WAS SURRENDERED BY A

COW CAPTAIN IN THE WORLD LYING
AND ‘ﬁ%‘%ﬁm WQ;’;@LD DEEP DENEATH THE

BACK TO ITS OWN PORT. MYTHIC ISLANDS! ~
NAVY JONES JOINED THE SHE SET SAILATA
DEEP BLUE ARMADA AND YOUNG AGE TO 1

NOW SEEKS REVENGE ON s

THE KINGS GOVERNORS! AEOARDGAMELBY,

l '
STARFORT4AZ20_-CGNLINE s‘Tnn | \ j



EACH PIRATE CREW HAS 4 PIRATE CHARACTERS
WHO EACH HAVE THEIR OWN PIRATE CHARACTER
CARD TO STORE THEIR CARDS + TOKENS!

STRONGEST;

| /SKILL
N

Py’ | 1%l PIRATE SKILL
WERPONS jis: A oA coip @ TREASURE

3

= iz s TOKENS
| ’ Y (SRECIALTY P /

ATOKENS '
CAPTAINNGOVERNOR RREASURE

RUMYHEMP)ECT+ \
CREW
fck \SPECIAL
g ' 2 \

-

S
TOKENS —b" \
{
N

T - — ¥

JUNSYIYLASVANION

gﬁ%nggfgg /moy CREW CARGO HOLD J ' .
T LEGENDARY]
WEAPONEEBCREW, 4 R

CARDS CARDS CARGO HOLD. CARDS
(CARDS/TOKENS)

EACH PLAYER CAN COMMAND A SINGLE PIRATE
OR UP TO AN ENTIRE CREW (4 PIRATES)
IDIFTPENIDIING O WOUIR GARIS STETIUIRS- \

STARFORT4AZ20_-CGNLINE
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INDIVIDUAL PIRATE CHARACTERS HAVE OBJECTIVES TO PURSUE
ALONGSIDE THE MAIN END GAME SCENARIO SHOULD THEY WISH TO
BE A SUCCESSFUL BUCCANEER IN THE WORLD...

EIRAMGE{O BYEGHIVES
- BUILD YOUR REPUTATION AS HIGH AS POSSIBLE BEFORE THE END OF
THE GAME

- GATHER 10 CREW CARDS (@
- GATHER 10 WEAPON CARDS (@

- GATHER 10 TREASURE TOKENS (@ IVIZASXS)
- GATHER 10 GOLD TOKENS (TOYLOKEN IVI7ASXS)

- FIGHT OTHER PIRATES TO STEAL TREASURE, GOLD,
CREW!

- LOCATE LEGENDARY TREASURE CLUES TO UNLOCK LEGENDARY
TREASURE

- STORE UP TO 5 CARGO ITEMS ON YOUR GALLEON (5 PER GALLEON)

- COMMANDEER THE CAPTAINS ROLE OF YOUR SHIP, BY VOTE, ACCORD,
OR MUTINY!

{APONS AND

PIRATES CREWS CAN ALSO WORK TOGETHER
TO ACHIEVE A MYRIAD OF ACCOMPLISHMENTS
ON THEIR QUEST, SUCH AS...

OBYEGRIVIES

- DEFEAT MERCHANTS & PIRATES AT SEA!

- EXPLORE ISLANDS AND RAID PORTS!

- DEFEAT GOVERNORS TO CAPTURE ISLANDS!

- BUY A SECOND GALLEON (En03o o3z ian i iS 10siinwy Y22 CAW CARRY)
- BUILD A PIRATE HARBOR (SH0ORID W01 100 YIS TUE AW YA 0, CAW CARRY)

THERE ARE SEVERAL OPTIONAL CARD GAMES AND MINIGAMES
THAT YOU CAN ALSO PLAY WHILE AT THE TAVERNS!

IVAVERNIO BYEGHVESI(ORBIONAS)
- PLAY A CARD GAME OF POK'ARRGH

- PLAY A CARD GAME OF BAD CAT

- PLAY A CARD GAME OF MIN'ARRGH

- COMPETE IN THE WHEEL BARROW GAME

- COMPETE IN THE PEG LEGGED RACE

- COMPLETE IN THE WAGER GAME

- PLAY THE SHOTS FIRED DRINKING GAME! (21+)

STARFORT4AZ20_-CGNLINE
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WHEN STARTING YOUR GAME, SELECT ANY OF THE FOLLOWING END
GAME SCENARIOS - OR FEEL FREE TO MAKE UP YOUR OWN END GAME
SCENARIO WITH YARR CREW MATES!

AFTER THE GAME'S SCENARIO HAS BEEN COMPLETED... TALLY UP THE REPUTATION OF ALL
PIRATES TO DETERMINE THE PIRATE KING & OTHER NOTABLE AWARDS OF REPUTATION!

#d)

DEFEAT THE GOVERNOR
OF KINGS ISLAND!
RACE TO DEFEAT THE
STRONGEST GOVERNOR
IN THE LAND!

#1

COMPLETE 20 ROUNDS OF
GAMEPLAY!
(*ALTERNATIVE =

PLAY 20* ROUNDS OF
TREASURE 'N MUTINY
m THEN TALLY UP ALL
THE SCORES TO
DETERMINE THE
WINNER!

&;?7 ROPE TRAPS & LOSING A
FIGHT ELIMINATES PIRATES.
LAST PLAYER/CREW
STANDING WINS.
ELIMINATE ALL OTHER
PIRATE CREWS (OR ALL
OTHER PIRATES) IN CARD
BATTLES OR BY USING TRAPS.
ANY LOSS = ELIMINATION

\

BE THE FIRST CREW TO
GATHER THE ITEM LIST 'N
PLACE THEM IN A PIRATE
HARBOR YE CONTROL.
EACH CREW PLACES A
PIRATE HARBOR AT GAME
START AT THEIR STARTING
ISLAND.

_1X LEGENDARY TREASURE
"\ 2X HEMP TOKENS
~~ \ 2X RUM TOKENS
~~5X CREW CARDS (LVL 5)

50/80/100)

CAPTURE 3
GOVERNOR TOKENS!
BE THE FIRST CREW
TO CAPTURE & HOLD
3 GOVERNOR
MANSIONS!

74

COLLECT 200 GOLD
AMONG YOUR CREW!
(*ALTERNATIVE = 100/150)

GATHER 200 GOLD*
AMONGST YOUR CREW,
GALLEONS, ISLAND BANKS

& PIRATE HARBORS TO

ALL PIRATES START AT THE
SAME ISLAND, DOCKED; IN
THEIR OWN BOAT!

SELECT A SEA ROUTE THAT
ENDS AT ANY DOCK. FIRST
PIRATE OR CREW TO
COMPLETE THE ROUTE
WINS THE GAME!

=

ROWYARR BOAT, = Mllﬂﬂ

IF YE BATTLE WITH
ANOTHER PIRATE CREW
WHILST AT SEA - 'N LOSE;

YERR BOAT SINKS!

CAN TRY TO SWIM (ROLL)
O REACH A PORT - OR DIE!
IGHT TO THE DEATH AT SEA!

THE LAST CREW ALIVE
‘WINS THE GAME!

HZZEMZBZZZE

STARFORT4AZ20_-CGNLINE

WIN 10 PIRATE RAIDS
OR MERCHANT RAIDS!
BE THE FIRST CREW
TO WIN 10 MERCHANT

OR4PIRATE RAIDS!

1ST PIRATE TO PLANT 3
HEMP ON ALL 4 GOVERNED
ISLANDS, WINS!

BE THE FIRST PIRATE (OR
CREW) TO PLANT 3 HEMP
TOKENS ON EACH
GOVERNED ISLAND TO WIN!

EARARGH MER RUN|

HEAD TO THE TAVERN 'N
FIGHT TO THE DEATH - OR
PLAY THE TAVERN MINI
GAMES UNTIL ONE PIRATE
HAS WON ALL THE OTHERS
GOLD & TREASURE
TOKENS!

OVERTHROW YOUR CREW
CAPTAIN IN A MUTINY
- OR DEFEND YOURSELF

FROM 3 MUTINY ATTEMPTS
AS THE CAPTAIN TO WIN!




—_

U AL

A BHCANEERS @UIDB T
IRIBIPUT LA IO

AT DA IO = POWER + WEALTH
ROWINR = HIGHEST CREW # x HIGHEST WEAPON #
WIRAILITE = TREASURE + GOLD (TOTAL VALUE)
TIS' EVERY PIRATES GOAL TO GAIN AS HIGH OF A REPUTATION
AS POSSIBLE BY THEIR ACTIONS IN GAME!

TALLY UP YOUR REPUTATION AFTER THE GAME SCENARIO IS COMPLETE TO
DETERMINE THE WINNER (THE PIRATE KING) & OTHER NOTABLE TITLES!

il o & T =
44

IF YOUR CREW OWNS A PIRATE HARBOR DIVVY UP THE STORED GOLD &
TREASURE AT THE END OF THE GAME, EQUALLY AMONGST YOUR CREW &
ADD THEM AS BONUS POINTS TO YOUR REPUTATION!

BOINIS
LEREW S ARAPOR - 2 POWER

P ERLAN 50TREASURE + 50GOLD = 100 WEALTH
REPUTATION = 125

TMINURS T LAY IZID
(AWARDS GIVEN AT THE GAMES END)
@? CHOICE)
- HIGHEST REPUTATION OVERALL
IBPIRATGE{O HIEGEND)
- HOLDER OF 3+ LEGENDARY ITEMS
fFERRORIOK JEHILG H{S EAN

- MOST POWERFUL CREW & WEAPONS

- COMBINE ALL CREW + WEAPON VALUES
fHEJEIFEHYSRICHIBI RATE!

- HOLDER OF THE MOST GOLD
SEREASUREICONNOISSEUR!

- HOLDER OF THE MOST TREASURE

- HOLDER OF THE MOST TREASURE CLUES
IVIY;EHI GO RDIO E)FHE]S EAY HIREQUIRED))
- HOLDER OF A MYTHICAL ITEM

STARFORT4AZ20_-CGNLINE
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ROLL AND PLAY: TO MOVE YOU MUST ROLL THE DICE. EACH PIRATE
HAS THEIR OWN DICE. USE THIS CHART TO DETERMINE HOW MANY
SPACES YOU CAN MOVE, BASED ON YOUR ROLL!

MIOWIINE OnY

PIRATES CAN MOVE IN ANY DIRECTION WHERE THERE
IS A SPACE THAT CAN BE WALKED ON!
PIRATES CANNOT REVERSE DIRECTION WITHIN 1 ROLL;
BUT CAN SWITCH TO A DIFFERENT PATH!

PORTS ARE BOTH LAND 'N WATER; ALLOWING BOTH
PIRATES & BOATS TO MOVE UPON 'EM!

NOTE : PIRATES "CAN" LET YOU
PASS BY OR CHOOSE TO FIGHT
YOU IF YOU PASS BY OR LAND

I ONVALOISVVIIVI ON THE SAME SPACE

PIRATES CAN SWIM ON BOAT ROUTES IF THEIR ROLL IS HIGH ENOUGH
TO REACH ANOTHER PORT IN A SINGLE ROLL OR TURN. PIRATES CAN
ALSO SWIM TO BOATS OWNED BY THEIR CREW ORTO UNOCCUPIED
ROW BOATS IF THEIR ROLL IS HIGH ENOUGH TO REACH IT!

BXANMIPIUD, : ROLL 5+ TO SWIM ACROSS

uc:c:c:czq

ROLL 4+ 1 4+ TO BOARD Q Q

THIS SHIP AT SEA

STARFORT4AZ20_-CGNLINE
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IROISANIASHIES
- AROWBOAT OR GALLEON REQUIRES AT LEAST 1 PIRATE ONBOARD
TO MOVE! - PIRATES ON SHIPS (GALLEON OR ROW BOAT) CAN ROLL
ALONE OR TOGETHER TO MOVE THE SHIP (1-4 DICE)! IF TOGETHER,
MOVE UP TO AS MANY SPACES AS YOUR CREW ROLLS TOGETHER!

‘

-A ROWBOAT WITH NO ONE ABOARD CAN BE STOLEN AND USED BY
ANYONE! - GALLEONS CANNOT BE ST OLEN EXCEPT BY TEAM MATES
IN A MUTINY! (SEE PAGE 16 - RAIDIN' 'N MUTINEERIN")

IRAWIMIIN GIB OAVIES

- ROWBOATS OR GALLEONS THAT BLOCK A BOAT ROUTE/PORT, CAN
BE RAMMED BY AN EQUAL OR LARGER SHIP AND MOVED UPTO 1
SPACE WITH EVERY DICE ROLL (UP TO 4 SPACES, WITH 4 CREW)

- oD e

BURECHASEISSS EIRIRSEINESYAVIYBO RIS

- CAN BUY A ROW BOAT for 5 GOLD (NO LIMIT)

- CAN BUY A GALLEON for 25 GOLD (MAX TWO PER CREW)

- CAN SELL SHIPS BACK TO PORTS FOR 1/ 5TH THEIR VALUE
(ROWBOAT 1 GOLD / GALLEON 5 GOLD)

CARGOITOIEDS

- EACH GALLEON HAS A CARGO HOLD (UPTO 2 PERT

- PLAYERS CAN STORE ANY 5 EXTRA ITEMS EACH, IN T
GALLEONS CARGO HOLD(S)!

- ENEMIES CANNOT STEAL ITEMS FROM CARGO HOLDS!




n@m S N PORTS

ISLANDS - LIKE BOATS, ARE ESSENTIAL TO A PIRATES ADVENTURE!
ISLANDS ARE W"ﬂERE A PIRATE CAN FIND GOLD, TREASURE, CREW &
WEAPONS SCATTERED ABOUT! PORTS OF GOVERNED IM..ANDS WILL
COST YE A FEE TO DOCK, OR CAN BE RAIDED TO SAVE YER GOLD!
FIGHT, & LEGENDARY TREASURE TO FIND!

& 9 ®

EEGENDAR QUIBSTS

FOUR TREASURE CLUE
ICONS THAT LEAD YOU TO A
LEGENDARY nEA@URE
COLLECT A
CLUET  TO UNLOCK
ACCESS TO THE LEGENDARY
TREASURE LOCATION.

DO CKINGAWIBHIBO RIS

ONE PIRATE MUST PAY THE PORT FEE, TO DOCK ANY SHIP - IF THE
ISLAND IS GOVERNED. (SEE ISLAND PRICE CHART)

PIRATES CAN ALSO RAID A PORT, BY PULLING A MERCHANT CARD
FROM THE MERCHANT RAID DECK' IF YOU CAN BEAT THE
MERCHANT RAID CARD, GAIN RESOURCES AND DOCK FOR FREE.

IDOCIK IFIEES Qe ISILANID PIICE CEART e

PORT:NAME DockiFee'-='Buy/Island=Gold'Paid (Weapon} Crew, Treasure

YOU CAN ALSO PAY THE PORT FEE, USING ITEMS OF EQ
VALUE TO THE PORT FEE IN ACCORDANCE WITH THE PO}

ﬁBGAMIIE BY.
PTRIN'DREAD

STARFORT4AZ20_-CGNLINE



S

COVIERNORS N COVERNANCE

GONMERNORIVIANSTON'S
IF YOU LAND ON A GOVERNORS
MANSION - PREPARE TO FIGHT
AGAINST THE GOVERNOR OR BRIBE
THEM TO BUY THE ISLAND!

TO FIGHT, PULL THE MATCHING
GOVERNOR RAID CARD FROM
THE GOVERNOR RAID DECK &
FOLLOW THE INSTRUCTIONS!

THE GOVERNOR CARD STILL
REMAINS IN PLACE IF DEFEATED,
BUT ISLAND IS OWNED BY THE
PIRATE CREW (REPLACE
GOVERNORS TOKEN WITH CAPTAIN
TOKEN) AND OTHER PIRATES CAN
STILL CHALLENGE THE GOVERNOR.
IF IT IS CAPTURED, SURRENDER
THE GOVERNOR TOKEN TO THE
NEW ISLAND OWNER.

| 653 L/ANID) (ONAYINI 4RSI G0 0¥
IF YOU DEFEAT A GOVERNOR, OR PURCHASE AN ISLAND..
(MUST PURCHASE IT FROM THE GOVERNOR MANSION)

YOU CAN REVIVE ELIMINATED PIRATE CHARACTERS,
FOR 5 GOLD AT THAT ISLAND'S TAVERN.

THE GOVERNORS MANSION, BECOMES YOUR ISLAND BANK

IF AN ISLAND HAS A GARRISONED PIRATE HARBOR, IT MUST
BE DEFEATED BEFORE CHALLENGING THE GOVERNOR'!

PORTS HAVE NO COST TO DOCK, IF YOU OWN THE ISLAND!

ISTEANID

YOU CAN STORE UP TO 10 EXTRA TOKENS OR CARDS,
PER ISLAND AT YOUR CREWS ISLAND BANK.

IF YOU BUY THE ISLAND, THE GOLD
BECOMES THE BANKS GOLD STOCKPILE.

PLAYERS CAN ALSO MAKE CHANGE, EXCHANGING GOLD
TOKENS WITH THE "ISLAND BANK" AT A GOVERNOR
MANSION.

THE ISLAND BANK CAN ALSO BE LOOTED BY ENEMY PI

IF THEY DEFEAT THE GOVERNOR.

STARFORT4AZ20_-CGNLINE



USINGIYAREORGE

IF YOU LAND ON A FORGE SPACE, YOU CAN PAY 5 GOLD TO — \
UPGRADE A WEAPON IN YOUR HAND BY PULLING A WEAPON m“
RATED +1 HIGHER FROM THE MAIN WEAPON DECK, AND

SWAPPING IT WITH ONE IN YOUR HAND!

USING EXPANSION KIT #1: THE FORGE OF IRONHAND...
THE FORGE CAN BE USED TO CRAFT NEW ITEMS AND WEAPONS!
(SEE PAGE 40 - EXPANSION KIT #1)

ENGINEERN ENGINEERN ENGINEERN
MARVEWY MARVEW MARVEW

ENGINEERN EMQIMQQ RIN
MARVEWS MARVES

- ~
e\:’°“

g\

GUILNOTINERTRAR] SATCHEW BO
DROP A CREW CARD CAN CARRY 5 EXTRA ENEMY | SPACE AWAY
IF YE LAND HERE GOLD TOKENS DROPS 2 CREW
CARDS

ISNIRERIRIEUE] ISHIRWREGKER)
ENEMY I3 SPACES PLACE THIS ON AN
AWAY DROPS 2 ENEMY GALLEON
CREW CARD TO SINK IT

3 IXOIRIT / GAIRED SIROIRA(ETR)

YOU OWN AN ISLAND OR IT IS NGOVERNED
YOU MAY BUILD ONE PIRATE HARBOR ON THAT ISLAND.

YOU CAN BUILD A PIRATE HARBOR ON ANY SPACE, AS LONG AS1OF 2
OF ITS LAND ROUTES IS ONTOP OF LAND ROUTE ICON AND 1 OF 2 SEA
ROUTES IS CONNECTABLE TO AN EXISTING SEA ROUTE.

(MUSTHE EISTANDIN GIONJNS PAC EFLO}B VIS DS R ERE)

PIRATE HARBORS CAN BE GARRISONED BY LEAVING UP TO 5 WEAPON
AND 5 CREW CARDS ONTOP OF THEM!

STARFORT4AZ20_-CGNLINE



AR AL R
?'i \i' ‘E’t‘;’vﬁ":gg'%?jii .o

. (%4’%—%- -
RIGE f’JI] [NO
'W‘E@ IMCIEHT (PILAYI IR VS 1P
WX ISR YOU CAN FIGHT UP TO 10 ROUNDS

(WITH 10 CREW AND 10 WEAPON CARDS)
YOU REQUIRE 1 CREW CARD AND 1
WEAPON CARD TO FIGHT. TO FIGHT, |
EACH PLAYER/ENEMY PULLS ONE e
WEAPON AND ONE CREW CARD AT A TIME! A
_ TREASURE

PLACE YOUR CARDS ON THE CANNON 5
TO THE LEFT OF YOUR PLAYER IN 1vs1 _— specmrnoioe’;in T

S
CAPTAIN, GOVERNOR, RUM, HEMP, ECT+

FIGHTS! cuo) g e o

OB & WIBARONS SIS Iy CARED | G omoron
HOTDSYCANIBFAUS EDFLOINANKGHE]
CANNONSIASEAY

$HE{CREWLAMUIEL EIETEDIBYSFHEAWEARO NEA SNVO URIDAMAG E{S €O R EX
(CRBVED=WINE) = @)
IF YOUR SCORE IS HIGHER THAN YOUR OPPONENTS...YOU WIN!!

YOU MUST WIN >60% OF THE ROUNDS TO WIN THE FIGHT
(1/1,2/3, 3/5, 4/6, 5/7, 5/8, 6/9 or 6/10)

IF THE ATTACKER RUNS OUT OF CARDS AND DEFENDER HAS MORE,
COUNT EACH EXTRA SET AS +1 ROUNDS WON!

IF YOU LOSE A 1 OR 3 ROUND FIGHT, MUST GIVE THE WINNER 1 CARD OR
TOKEN & MOVE AWAY 1 SPACE

IF YOU LOSE A 5 - 9 ROUND FIGHT, MUST GIVE THE WINNER 2 CARDS OR
TOKENS & MOVE AWAY 1 SPACE

IF YOU LOSE A 10 ROUND FIGHT, MUST GIVE THE WINNER 3 CARDS OR
TOKENS & MOVE AWAY 1 SPACE

IF YOU LOSE YOUR FINAL CREW CARD, YOUR PIRATE IS DEAD!

PIRATES CAN DROP ITEMS & RUN/ FORFEIT FIGHTS, OR AGRE‘m‘SALL A
DRAW. (BETWEEN ROUNDS)

IERHERE SYAND RAVWAN EFLH ERIBFAVERIVOS ESYANNCARDS ;TOKENS!
INGIACKERIVIOVNES ﬁvm h |
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THERE ARE 3 DIFFERENT TYPES OF RAID CARDS IN TREASURE 'N
MUTINY THAT ARE SPECIAL TYPES OF COMBAT SCENARIOS WITH
LARGER REWARDS!

IF A SHIP LANDS ON A WHITE SKULL AT SEA. Aﬂu | i
DRAW A MERCHANT RAID CARD. ALL PLAYERS Ll L
ABOARD THE SHIP ROLL THEIR DICE 1x FOR EACH S —o
ROUND. (UNLESS THEY USE A SPECIAL SKILL OR oy
FORTUNE). ONE PLAYER MUST OUTROLL THE o | E E @E
MERCHANT SHIP TO WIN A ROUND IF YOU WIN, COLLECT THE FOLLOWING
WIN 3/5 ROUNDS TO WIN THE FIGHT! it

COLLECT LISTED CARDS & TOKENS IF YOU WIN! s . o W
DISCARD LISTED CARDS & TOKENS IF YOU LOSE!

TPIIRANTIIR, IRAID (CGATRIDE

PIRATE

IF A SHIP LANDS ON A RED SKULL AT SEA. ufe
DRAW A PIRATE RAID CARD. ALL PLAYERS i o
ABOARD THE SHIP ROLL THEIR DICE 1x FOR s e arrie e S hsmens
EACH ROUND. (UNLESS THEY USE A SPECIAL SKILL ROLL 1

OR FORTUNE) ONE PLAYER MUST OUTROLL THE EEEEE
MEMHANT SHIP TO WIN A ROUND' IEYOUWINCOLLECT\THEFOLLOWING
WIN 3/5 ROUNDS TO WIN THE FIGHT. i )
COLLECT LISTED CARDS & TOKENS IF YOU WIN! LA

DISCARD LISTED CARDS & TOKENS IF YOU LOSE!

COVRRINOR RRAITD CAIRIDS Kt

IF A PLAYER LANDS ON A GOVERNOR
MANSION DRAW THE ISLANDS GOVERNOR
RAID CARD. FIGHT THE GOVERNOR LIKE
YOU WOULD ANOTHER PLAYERIN A 10
ROUND CREW & WEAPON CARD BATTLE.

DRAW 1 WEAPON & CREW CARD PER ROUND AND

DO MORE DAMAGE THAN THE GOVERNOR TO

WIN THE ROUND.

WIN 6 OR MORE ROUNDS TO WIN THE FIGHT! Q

COLLECT LISTED CARDS & TOKENS IF YOU WIN! - )

DISCARD LISTED CARDS & TOKENS IF YOU LOSE! s \ ¢
1 W

AIBOARDGA

OARD WEBY
N N T2 0 B ML NN STARGAPTAIN'DREAD




MERCHANT

RATDINSBRORMS

TO FIGHT A PORT, PULL A MERCHANT CARD 'N l s ey
FIGHT AS INSTRUCTED INSTEAD OF PAYING A e
DOCKING FEE! ﬁlllllllll IIII:EIA'I'I'I.E WIII3I§ ROUNDS

ROLL#1

IF YOU LOSE A FIGHT AGAINST A PORT, MOVE B Emmn
ONCE SPACE AWAY - OR TRIPLE DOCKING FEES
TO STAY!

RAMD INSEIRAVGEIEIARB O R'S

BATTLE AGAINST A PIRATE HARBOR AS YOU WOULD

W‘ITH ANOTHER SHIP/PLAYER

AM R(DUNDS
GARRIS C 'ARDS. 25G0LD

IFYOU WIN, COLLECT THE FDllUWING

j—
. HARBOR|. 5x &>

IF YOU DEFEAT A PIRATE HARBOR, SEIZE 2
CARDS OR TOKENS FROM THE HARBOR

& MOVE AWAY 1 SPACE. o Bz
IF YOU LOSE, SURRENDER 2 CARDS OR TOKENS
TO THE HARBOR & MOVE AWAY 1 SPACE...

‘ mmsuuwnuacnm SWERPONS
STORE 25 GAHIJSII OKENS |

IF NO GARRISON IS PRESENT, HARBOR CAN BE
CAPTURED OR DESTROYED (CAN REMOVE CARD)

SLOIVIWIDNIN EERSBEE{CARVAIN]

IF YOUR - IS GREATER THAN YOUR CAPTAINS...

O UIEANIEI GHIREO RICO MIVANDEIO RIVAR O © N§FHE{CARFIATN Y
IF YOU DEFEAT THEM, TAKE THE CAPTAIN TOKENS
AND COMMAND OF YOUR CREW!

YOU CAN FIGHT YOUR CAPTAIN IF YOU ARE ON THE SPAGE]0):3
BOATN (VU STRHAVEIOFLOHSIRERUIVATI O NPV © REFFEANSFH EICAPRATN));

YOU CAN MAROON THE CAPTAIN OF YOUR CREW IF YOU ARE
ON THE BOAT, & THE CAPTAIN IS NOT UPON IT.

(MUSHHAVERSIRERUTATION)VIO REJGHANEGH EICARFAIN)!

TO MAROON, IS TO LEAVE THE OLD CAPTAIN BEHIND " | “>
+ TAKE ANY SHIP WITHOUT OLD CAPTAINS CONSENT );’C" N
+ CLAIM CAPTAIN STATUS OF THE SHIP 'N CREW

STARFORT4AZ20_-CGNLINE
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HEMP PLAYED AN IMPORTANT ROLE IN THE LIFE OF A SAILOR - USED FOR
SAILS, RIGGING, ROPE, AND SOMETIMES - PIRATES WOULD BE LEFT HANGING
'FOR DEAD ON A HEMP NOOSE!

AT THE GAME START, PLACE o - 6 HEMP TOKENS WITH LEAFS UPWARDS ON ANY
UNMARKED LAND ROUTE ON POE KEY, REEFER KEY & MAROON ISLE!

TR TBAN CAN PLACE 0-21)
P OIAL GANTS CHOTATsed @

EHOMWSIOMS EJHENIE

IF YOU LAND ON A HEMP TOKEN - YOU CAN PICK IT UP!

USE IT AS A PEACE OFFERING - PASS THE PEACE PIPE!

YOU CAN USE HEMP TOKEN TO STOP A FIGHT - BY GIVING IT TO AN ATTACKER.
THE ATTACKER THEN GETS TO REPLANT THE HEMP TOKEN.

REPLANT THE HEMP TOKEN AT LEAST 10 SPACES AWAY! (ON ANY LAND ROUTE)

SELL IT FOR GOLD- SELL IT TO A PORT OR TO ANOTHER PIRATE!
HEMP HAS MANY DIFFERENT TYPES, QUALITIES AND USES!

IF SELLING A HEMP TOKEN TO A PORT; PULL THE TOP GOLD TOKEN FROM THE
MAIN GOLD STASH! (RANDOMIZED SELL PRICE OF 1-5 GOLD)
REPLANT THE HEMP TOKEN AT LEAST 10 SPACES AWAY!

(ON ANY LAND ROUTE)

LOJUSEYASROBE:

IF YOU HAVE A HEMP TOKEN, YOU CAN FLIP IT OVER
AND LEAVE IT ON A SPACE!

LEAVE IT WHERE YOUR PIRATE CHARACTER STANDS,
PRIOR TO ROLLING & MOVING.

IF A PIRATE LANDS ON OR TRIES TO PASS THE TRAP - THEIR MOVEMENT STOPS!
THE TRAPPED PLAYER MUST PICK ONE OF THE FOLLOWING ACTIONS:

A) YOU CAN MISS A TURN TO UNTIE THE TRAP...

B) YOU CAN SACRIFICE A CREW CARD (LEAVE EM HANGIN') TO ROLL/MOVE OR

C) YOU CAN SACRIFICE A WEAPON CARD (DESTROY THE TRAP) TO ROLL/MOVE

THE VICTIM THEN GETS TO REPLANT THE HEMP TOKEN!
(HEMP TOKEN MUST BE REPLANTED ON A LAND ROUTE
AT LEAST 10 SPACES AWAY!)

AIBOARDGA

STAR CAPTRIN DREAD
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YOU CAN USE A CURSE OR FORTUNE AT ANY TIME.
(ix PER PIRATE PER ROUND)
AFTER ONE TURN, CURSE EFFECTS ARE AUTOMATICALLY LIFTED.

SACTRITRICIR, @@m

IF YOU SACRIFICE A GOLD TOKEN, YOU CAN ASK OF THE GODS A FAVOR
GOEDIEYFMOKENBHIGHISEAXCURSE:

SACRIFICE A (1) GOLD TOKEN TO ... STOP A PIRATE FROM COLLECTING
TOKENS!

GOIEDIE)ILO KENBEIIGHISEAXCURSE

SA(C:R'IHCE A (2) GOLD TOKEN TO ... STOP A PIRATE FROM ROLLING A
DICE!

COIUD () TROIKIN - IEIIETE! SIRA CUIRSI®

SACRIFICE A (3) GOLD TOKEN TO ... STOP 2 PIRATES FROM COLLECTING
TOKENS!

GOIDIGYLMOKENBHIGEIS FASEQ RAGUNIE

SACRIFICE A (4) GOLD TOKEN TO ... GIVE 2 PIRATES 1 TOKEN EACH
(CHOICE)

GOEDI(G)FIOKENBIEI GEISENCURSE

SACRIFICE A (5) GOLD TOKEN TO ... STOP 3 PIRATES FROM COLLECTING
TOKENS FOR 1 TURN.

GOED]'0)FLO KENBEIGHIS EAXCURSE

SACRIFICE THE LEGENDARY 10 GOLD TOKEN TO ...
MAKE 2 PLAYERS DROP 4 TOKENS!

STARFORT4AZ20_-CGNLINE
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YOU CAN USE A CURSE OR FORTUNE AT ANY TIME.
(1x PER PIRATE PER ROUND)
AFTER ONE TURN, CURSE EFFECTS ARE AUTOMATICALLY LIFTED.

NREASURE!

§El

[HIGHISEAYCURSE!
STOP ANY 2 PLAYERS
FROM COLLECTING
A

SACRITRICIE TRIBASUIRIB

IF YOU SACRIFICE A TREASURE TOKEN, YOU CAN ASK OF THE GODS A
FAVOR

IBREA'S YREJ@GYYMOKENBEI GE{S EAXCURSE!

SACRIFICE A (1) TREASURE TOKEN TO ... STOP A PIRATE FROM
COLLECTING CARDS!

IBREA'S UREJ(2)FLO KENBHIGH{SEASEO RIBUNIE
SACRIFICE A (2) TREASURE TOKEN TO ... GIVE 2 PIRATES 1 CARD!

REASURH (GO KENSHIGEHIS EAXCURSE:

SACRIFICE A (3) TREASURE TOKEN TO ... STOP 2 PIRATES FROM
COLLECTING CARDS!

TRISASORIB, (41) TORIN = IF1IEIE] STHA\ ORI TONIR

SACRIFICE A (4) TREASURE TOKEN TO ... GAIN AN EXTRA DICE ROLL!

TRBASOIS, (&) TS - BN S5 CURTS

SACRIFICE A (5) TREASURE TOKEN TO ... STOP 3 PIRATES FROM
COLLECTING CARDS!

IBREASWREI(O)FIO KENBHI GHIS EAYEO RIRUNE

SACRIFICE THE LEGENDARY 10 TREASURE TOKEN TO ... TAKE 4MDS'

STARFORT4AZ20_-CGNLINE
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YOU CAN USE A CURSE OR FORTUNE AT ANY TIME.
(ix PER PIRATI PIR ROUND)

", =,
HIGH SEA CURSE
WAYWARD BOOTS

FORCE ANY PIRATE T0 6O T0
THEIR CLOSEST TAVERN, OR PORT,

SACIRIIRICIR

IF YOU SACRIFICE A CREW CARD, YOU CAN ASK OF THE GODS A FAVOR

CRIBW (@) EIIGE{SENXCURSE:

SACRIFICE A (1) CREW CARD TO ... LRSE DIRECTION OF A PIRATES
MOVE!

CRBW (@ HIGH{SEAXCURSE

SACRIFICE A (2) CREW CARD TO ... SEND A PIRATE TO A PORT OR TAVERN!
CRIBW (@ JHIGHIS EAVEO RBUNE

SACRIFICE A (3) CREW CARD TO ... DOUBLE YOUR ROW DISTANCE AT SEA!

CRIBW (@) SHIGHIS EASEQ RAUNIE

SACRIFICE A (4) CREW CARD TO ... DOUBLE YOUR ROLL DISTANCE ON
LAND!

CREBW (&) CARID - IR STBA CURSE

SACRIFICE A (5) CREW CARD TO ... ROLL & MOVE ANY PIRATE!

CRIBW (@) SQHIGHISEAXCURSE

SACRIFICE THE LEGENDARY 6 CREW CARD TO ... MAKE A PIRATE DROP 4
CARDS!

STARFORT4AZ20_-CGNLINE



TIGE STBA CURSIES & ROIRTUNES

YOU CAN USE A CURSE OR FORTUNE AT ANY TIME.
(1x PER PIRATE PER ROUND)
* RSE EFFECTS ARE AUTOMATICALLY LIFTED.

HIGH SER I’llll'l'llll!
CURSE BELIFTED
REMOVE ANY.1 CURSE
FROM ANY;1 PRATE S

SACIRITRIICIR, WIBAIXOIN

IF YOU SA(m A WEAPON CARD, YOU CAN ASK OF THE GODS A FAVOR

WIBAPORY () CATRD - [ETIEIE! T34 CURSE,

SACRIFICE A (1) WEAPON CARD TO ... MAKE A PIRATE DROP 1 TOKEN!

WIBAFORY (=) JQHIGE{SEAXCURSE
SACRIFICE A (2) WEAPON CARD TO ... MAKE A PIRATE DROP 1 CARD!
WIRATOR () CARID = JETIETE! STRA\ IRORITNONG 2

smm A (3) WEAPON CARD TO ... PROTECT A PIRATE FR
FOR 1 TURN.

@ SHIGEHIS EASEO RINWNIE

SACRIFICE A (4) WEAPON CARD TO ... GAIN 1 GOLD & 1 TREA
WIBAPOR (&) QHIGHISEASEO RBUNE

SACRIFICE A (5) WEAPON CARD TO ... LIFT ANY CURSE!

@@DGA- FG)RTUNIE

PON CARD TO ... REMOVE ALL CURSES

M CURSES

SURE TOKEN!

STARFORT4AZ20_-CGNLINE
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PIRATES IN THE WORLD OF TREASURE N MUTINY DON'T HAVE TO FACE OFF
WITH A SWORD THEY CAN ALSO FACE OFF WITH GAMBLING, PEG LEGGED

RACES & TAVERN GAMES! TAKE A BREAK FROM SAILIN' 'N BATTLE TO ENJOY
A MINI-GAME AT THE TAVERN!

@ TR0 WACTAR CAW TS @
HOW TO PLAY
THE WAGER GAME CAN

BE PLAYED BY 2 PLAYERS
EACH PLAYER PLACES A
CARD OR TOKEN FACE DOWN

TREASURE

o
nnnnn

AFTER A VALUE
IS CHOSEN BY EACH

FLIP BOTH PLAYERS
CARDS 'N TOKENS

THE PIRATE WHO
GUESSED CLOSEST
TO THE BET ITEM
VALUE - KEEPS
BOTH BET ITEMS!

IF THERE
ISATIE..
PLAY AGAIN!
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PIRATES IN THE WORLD OF TREASURE N MUTINY DON'T HAVE TO FACE OFF
WITH A SWORD THEY CAN ALSO FACE OFF WITH GAMBLING, PEG LEGGED
RACES & TAVERN GAMES! TAKE A BREAK FROM SAILIN' 'N BATTLE TO ENJOY

A MINI-GAME AT THE TAVERN! .

REGIFEGCGEDIRACE
HOW TO PLAY

RACES MUST START AND FINISH AT A TAVERN
(DOESN'T NEED TO FINISH AT THE SAME ONE)

20 oooBEe

THE PEG LEGGED RACE CAN BE PLAYED BY 2-12 PIRATES
PLAYERS MUST AGREE TO AN EQUAL BET (CARDS/TOKENS MUST HAVE SAME #
VALUE) & PLAYERS MUST AGREE ON A ROUTE TO RACE
(ONCE AROUND THE ISLAND, PORT & BACK, ECT)

SPECTATORS MUST AGREE TO AN EQUAL BET

(CARDS/TOKENS MUST HAVE SAME # VALUE)

DURING A RACE, NO ITEMS ARE COLLECTED,
NOR ARE ANY BATTLES FOUGHT.

ALL NON-RACERS MUST WAIT TIL RACE ENDS.
ALL RACERS ROLL AT THE SAME TIME. AND CONTINUE TO
ROLL UNTIL THE FIRST PIRATE REACHES THE FINISH LINE.

ALL PIRATES RETURN TO THE START, AT THE END OF THE RACE

EACH PLAYER PLACES THEIR BET
CARD INTO A PLAYER PRIZE POOL
&/OR SPECTATOR PRIZE POOL

SPECTATORS MUST ALSO s

EACH RACER CAN PICK 1
CARD OR TOKEN AS BE AT A TAVERN TO
THEIR "PEG" CARD PLACE BETS (ANY)
RACERS CAN INTERFERE EACH SPECTATOR CAN
WITH OTHER RACERS PICK 1 CARD/TOKEN AS
WITH THEIR "PEG" CARD |- 4 THEIR "LEG" CARD
(1 CURSE TO USE) ; HIGH SEA CURSE ¢ g
(IN THE RACE) ... .| SPECTATORS CAN ASSIST [
< INTHE OPPOSITE IIIIIEI!'I'IIIll > RACERS WITH THEIR &
RACE WINNERS TAKE ALL "LEG" CARD
PRIZES BET BY RACERS (1 FORTUNE TO (USE IN THE RACE)
(WINNER TAKE ALL) SPECTATORS WHO BET ON THE
WINNER, SPLIT THE SPECTATOR
BETS TO PLAYERS & SPECTATORS ...
OR HOLD A SECOND RACE WITH THE CURSES AND F ORTUN LS
SAME PRIZE POOL! THE RACE ARE DISCAR! USE
(RESHUFFLE CARDS

YE CAN ADJUST THE RACE RULES
AS YE SEE FIT, IF AGREED AT THE START.
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TAVERN MINT-GANIES

PIRATES IN THE WORLD OF TREASURE N MUTINY DON'T HAVE TO FACE OFF
WITH A SWORD THEY CAN ALSO FACE OFF WITH GAMBLING, PEG LEGGED

A MINI-GAME AT THE TAVERN!

ISHEAWHEEIABARROWARACE

HOW TO PLAY

GAME CAN BE PLAYED BY 2-12
PIRATES.

SELECT 1-3 CREW S
FOR EACH PLAYER
& ROLL YOUR DICE

MULTIBIYaYOUR!
CREWJCARDNVATUE
XIDICEAROLPIAVATUE

I THEREISIMORESTHAN, THE PIRATE WHOSE
ONEROUNDYADD,UPB,THE WHEEL BARROW(S
DISTANCES'ROLLEED;TOGETHER _ ROLLED THE
FORMASTOTATADISTANCE'SCORE FURTHEST DISTANCE,
WINS ALL OF THE

IF PIRATES AGREE TO IT, YE CAN

OR

ALSO USE GOLD, TREASURE OF
WEAPONS IN THE WHEEL BARROW

INSTEAD OF CREW!

STARFORT4AZ20_-CGNLINE
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THE CREW CARDS ARE DIVIDED INTO SIX DIFFERENT PRECIOUS STONE
SUITS! YOU CAN USE THESE CARDS SEPERATELY FROM THE MAIN
GAME,TO PLAY CARDS! YOU CAN ALSO PLAY CARD GAMES AT TAVERNS
WITH OTHER PLAYERS! THERE ARE 3 CREW CARD GAMES THAT HAVE
BEEN INCLUDED WITH THE GAME! THE RULES FOR THE CREW CARD
GAMES ARE ON THE FOLLOWING PAGES!

o o‘
‘. msnsucunss mmsucnns& mn mnruu: &y msﬂsmmmuz umnsmunsl :
WRTNARD BOOTS

I WIGH SEACURSE " |5 WIGHSERCURSE lansmm mmnruu LT r
WITWARD BOUTS
|mmu“vnn;nuu.mmn FORCLANTPIRATETO 60T .Emm.m F‘““."“" mmnnuum 3 Imw%m m’lmmln rlll.lllml Illlilllllllmli ‘unmrmmlmu

INTHEOPPOSTEIBECTION - | T CLSLST TAVER 08 POAT ARLSHTSA mmmmnmn :

S Wassaeers
, (i : st (5 s
RSt MY PRITETO 6OT0 ""“ "““""""""" S vt art AT Wovine | pones Y HATEYOROTO -

HIGH SENCURSE 3§ i sumnruni msn ummunr , msnsucunst i - i e —
THE CLSESTTATEN 00 POIT. umn |3 AL W TG N TREOPPSITEIREETIEN | {TRERCLS(ST RV 0 PONT

HIGH SEACURSE
st

nmummmnmm F-Gllmlm uul'l bt
INTHEOPPOSITE DIRECTION THEIR CLOSEST TAVER, 08 POAT, Iulﬂ"ﬁlmt‘?llltl‘lu

1‘ RIS
o w1 11 o l‘ll\

oo |
AW A0 """""'mm'm mu‘u'r‘l'umsmumu TR CASSTTVRA 8 ORT |

THESE BE TIIE 6 GARD SUITS USED FOR
POK’ARRGH ‘N OTHER CARD GAMES!

i\ sl '/ ! . ue 7
HIGH SEA CURSE mmmuuusr : 'G SW‘““"" mnsmmuu { I3 HORSEACE  HIB SELCURSE s uwusmmnmni | SRS
ussm WTNLLDBAITS r : WITHLLDBOITS num ST e
Mlll umu N | 3
DOURILTHE ‘ mm nmmmmnun uuummgnm | Emmmm.
(1]
4 m
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JASEIRAGEIEO KERIGAME]
USE YOUR CREW C RDS TO PLAY A SIDE-QUEST CARD GAME!

THIS GAME CAN BE PLAYED DURING A ROUND OF TREASURE N MUTINY
OR ON ITS OWN USING THE CREW DECK & GOLD TOKENS!

FLOJISTARY

- PIRATES MUST MEET AT A TAVERN

-YOU CAN EXCHANGE GOLD/TOKENS WITH THE TAVERN

- DURING POK'ARRGH GAMES YOU CAN HOLD MORE THAN 10 GOLD TOKENS,
BUT AT THE END - YOU MUST EXCHANGE THEM. (USE MAIN GOLD STASH)
(CAN ONLY CARRY 10 TOTAL TOKENS, UNLESS USING A SATCHEL,
OR GIVING IT TO ANOTHER PIRATE - AFTER THE END OF THE GAME)

HOMWFLOIEIPAYINROUND
GAMES CAN LAST 1 - 100+ HANDS (NO LIMIT)

ALL PLAYERS PLACE BETS.
DEAL EACH PLAYER 2 CREW CARDS (THEIR HAND /NOT SHOWN)

]é; COMMUNITY CARDS FACE UP ON THE TABLE.
PLAC BETS. OTHERS MUST MEET BET, OR FOLD (DISCARD).

DEAL 1 COMMUNITY CARD FACE UP ON THE TABLE.
PLACE BETS, OR CHECK.

OTHERS MUST MEET BET, OR FOLD (DISCARD).

\RD FACE UP ON THE TABLE.
PLACE BETS, OR PASS.
OTHER PLAYERS MUST MEET BET OR FOLD (DISCARD).

AFTER ALL BETS ARE PLACED & 5 COMMUNITY CARDS PLACED... SHOW CARDS.
HIGHEST RANKING HAND (+ COMMUNITY CARDS) WINS!

WINNER(S) TAKE ALL. . SPLIT IF THERE IS A TIE.

BIPAYERS [CANJBEISCARDS;LOKENS
(O FJANMKIND =)1‘a‘ BIAYERS
HAVEIANJACCO RDI(AGREEM EN{Iy)*

STARFORT4AZ20_-CGNLINE
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MTREASURESN/MUTINY{S

IKAL

VASBIRASGEIRO KERIGAMIE]

=]

b'/,SAME CARI
[(WITH LEGENDARY]

6"/, STRAIGHT,FLUSK
(WITH LEGENDARY)

FOSCE AN NEMY PLATIR T8 BR0P
BP T8 & CARDS (CRIW 88 WIAMD)

6"/ FLUSH
4"/, SAME CARD
nwu:rur::iia[ml'cr ‘ffS
3'/,SAME CARD
3"/, SAME CREW POWER
2//,SAME CARD

{THE LEGENDARY,6 CREW CARD)|
\JOKER'CARD 8. CAN BE ADDED

IN'ANI RY,SUBSTITUTED
FOR'ANY.OTHER CARD,TO;
COMPLETE'N CARD SETORUSED S|
A6 FOR,THE HIGHEST,POSSIBLE!
I"l
SAPPHIRE EMERALD | f AMYTHEST v
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| [] GAMEVARIANTS
) 3 CARD BAD CAT (1ROUND)
N 6 CARD BAD CAT (2 ROUNDS)
VASEIRAGE{CARDIGAME! 9 CARD BAD CAT (3 ROUNDS)
USE YOUR CREW CARDS TO PLAY 12 CARD BAD CAT (4 ROUNDS)
A SIDE-QUEST CARD GAME!
CANPLAYUPTO

THIS GAME CAN BE PLAYED DURING 75 CARD BAD CAT
A ROUND OF TREASURE N MUTINY OR
ON ITS OWN USING THE TREASURE N (25 HOUNDS. 15 CRRDS EAGH)
MUTINY CREW DECK & GOLD TOKENS!
TNO SIDARAT 13AND CAIT
- PIRATES MUST MEET AT A TAVERN SCORING
-YOU CAN EXCHANGE GOLD/TOKENS WITH THE TAVERN ;
- DURING BAD CAT GAMES YOU CAN HOLD MORE 1 BEATS 2

THAN 10 GOLD TOKENS, BUT AT THE END OF THEGAME =~ R 13I¥ANIIS B o 41 o 53

YOU MUST EXCHANGE THEM. (USE MAIN GOLD STASH) 3 BEATS 1

(CAN ONLY CARRY 10 TOKENS, UNLESS USING A BEATS

SATCHEL, OR GIVING IT TO ANOTHER PIRATE) 4 1,3

5 BEATS1,3,4

TR0 IPILANY A\ IRONOINID
HOW TO PLAY A ROUND
SHUFFLE THE CRE DECK. 2 PLAYERS PLACE BETS.

DEAL EACH PLAYER 3 CREW CARDS (THEIR HAND/NOT SHOWN)
PLACE CARDS; 1 ON THE LEFT, 1 RIGHT, & 1 CENTER FACE DOWN
PLACE YOUR CARDS IN YOUR PREFERRED ORDER.

SHOW CARDS. HIGHEST RANKING BAD CAT CARD W

WIN 2/3 HANDS TO WIN THE ROUND.

WINNER(S) TAKE ALL. .
- RIYACEEIPAYERS
SPLIT IF THERE IS A TIE. CARDSIFAGE
DOWNELOISTARY
{LH EIGAME

BIFANER SICANIB FIJOARDSIO RGO KENS
O IANNGIIN D) YA IR TR SYHAVEVAN
ACCOIND (ACTIH IR,

STARFORT4AZ20_-CGNLINE



D ‘ u] ROWUNDS

VASEIRAGE

CHEULCARD |

.%‘

57/3 A 4 - R A
Hlﬁmﬁgp‘sf | IHEHSEACUHS ] Hlﬂl‘i“flfj;gﬂsi | . HIEH S!Aal'lr‘sl
RS | ' o e e i ) R |

RYWALD TOMBIE CURSE
- Ll ROLL AN BPPENENTS DICE

ROLL AN SPPONENTS DIGE I
THEIR PICE AT WLL m:mvmmmnm XD BUTE TRER PECE KT WAL mnmmmmmo
) : e THER CLOSEST TAVEAN, 08 PORT: | — ) OSEST TAVEAX, 08 PORT

HIGH SEACURSE
bt | il S| WIGH SEA CORSE & HIGH SER CURSE HIGH smaunsr

kP iz oo
- 'ﬂlll:l-u
ooty 3

_)AA

HIGH SEA CURSE
WAYWLR0 BOITS

mﬂll"lln'"llil"
CLOSEST TAVERN, 08 POAT,

HIGH SEA CURSE
SLO0Y EERANeE

FRICH AN CXENY PLIYER YO D002
SPTH 4 CARSS (CREW 04 WUSD)




TR

YELL “E\'AIW TO TAKE

| k )
\ () 0 ) 1 | |  THEREVEALED CARD
I n COLLECT 5 CARDS OF

=
&
&
=
=
=
=]
E

THE SAME SUIT IN

YOUR HAND & YELL
1" R EIL
JASRIRAGE MINTARRG HELOMWIN!
USE YOUR CREW CARDS TO P cagin ’;_- °5 R CARD 57 4 eamca.wa
PLAY A SIDE-QUEST CARD GAME! i N !, 2% @
THIS GAME CAN BE PLAYED o g3 & &

DURING A ROUND OF TREASURE
N MUTINY OR ON ITS OWN USING
THE TREASURE N MUTINY CREW
DECK & GOLD TOKENS!

FLOJSTARIY
- PIRATES MUST MEET AT A TAVERN
-YOU CAN EXCHANGE GOLD/TOKENS WITH THE TAVERN
- DURING MIN'ARRGH GAMES YOU CAN HOLD MORE
THAN 10 GOLD TOKENS, BUT AT THE END OF THE GAME
YOU MUST EXCHANGE THEM IMATN(C
(CAN ONLY CARRY 10 TOKENS, LESS USING A SATCHEL,
OR GIVING IT TO ANOTHER PIRATE)

IHOWFLOIPFFAYFASR O UN D
SHUFFLE. 2-12 PLAYERS PLACE BETS

TIISTS ; TIIE cnzw IIE(:I(»

‘ﬁ@WE&’T mumw@mm
Y(DUR

FLIP THE 5 FACE DOWN CREW CARDS OVER, 1ATA TIME...

WHEN EACH CARD IS REVEALED, THE FIRST PLAYER TO SAY MINE

CAN TAKE THAT CARD & REPLACE IT WITH 1 FROM THEIR HAND.

IF SOMEONE WANTS THE NEW CARD DROPPED, THEY CAN SAY MINE & TAKE IT.
%-qF NO ONE TAKES THE REVEALED CARD OR CARD LEFT REPLACING IT, FLIP THE

CONTINUE THIS FOR ALL 5 CARDS. ONCE ALL CARDS ARE COMPLETELY REVEALED,
IF NOONE HAS YELLED MIN-ARRGH, PLAYERS CAN BET AGAIN (OR NOT); AND DRAW
MORE CARDS. PLACE THE PREVIOUS 5 CREW CARDS AT THE BOTTOM OF T.HE
W DECK.

\
WINNER(S) TAKE ALL. . SPLIT IF THERE IS A TIE. /y/t‘ d

IBIPAYERS[CANIB EI{EARDS]O R§LO KEN SO EANYSKIND,
IEAEIABIPAYER SIHAVEANVA'CCO RDIAG REEM ENIY)

STARFORT4AZ20_-CGNLINE




IMTREASURESNIMUTINYISIDEQUEST] LX) ARD GAN
YELL W10 %P TO TAKE
| () 0 ) p | THE REVEALED CARD
A COLLECT 5 CARDS OF
u THE SAME SUIT IN
YOUR HAND & YELL
VASEIRAGE{CARDIGAME! UVIINTARR G HYELOMWINY
DEAL EACH PLAYER 5 CARDS PLACE 5 CARDS FACE
PLAYERS THEN PLACE BETS DOWN ON THE TABLE
/ - . [ v’
FR

THE FIRST PLAYER TO SAY "MINE" IF ANY PLAYER WANTS A DROPPED
CAN TAKE THE CARD & REPLACE IT

CARD, SAY MINE 1ST AND TAKE I

ol ] S
2Ry , 1 iz
..
(S L
5 >

IF NOONE TAKES THE REVEALED OR
DROPPED CARD, FLIP THE NEXT CARD

CONTINUE TO FLIP ALL 5 CARDS. IF ALL COLLECT 5 CARDS OF THE
CARDS ARE REVEALED WITH NO WINNER, SAME SUIT IN YOUR HAND & YELL
BET AGAIN (OR NOT) AND DRAW 5 MORE! RV IN"ARRGHTOMWIN!

PLACE PREVIOUS 5 CARDS IN THE DECK.

2 98 y
:ﬁ LN @
SE




MOKENS

COLLECT A RUM TOKEN FROM A TAVERN!

(1 TOKEN PER TAVERN)

GIVE THE RUM TOKEN TO A FRIEND OR FOE,
TO STOP A FIGHT! YOUR OPPONENT WILL
MISS THEIR NEXT TURN!

SEIO/RSIE (OBRBIONAEIN RINKIN GIGAVIELEI %)
THERE BE THREE WAYS TO PLAY THE GAME CALLED SHOTS FIRE]
IF DRINKING RULES BE APPLIED, ANY PLAYER CAN INITIATE PLAY, BY

A) IF YOU LAND ON A TAVERN, ALL PIRATES ROLL.
THE LOW ROLLER TAKES 2 SHOTS, ALL OTHERS

e ®
8 £l e
B) IF YOU LAND ON A TAVERN, SING A SEA SHANTY!

ALL OTHER PIRATES TAKE 2 SHOTS!
(SEE A LIST OF *SEA SHANTIES* ON PAGE 21)

J77) 9999990

C) IF YOU ARE GIVEN A RUM TOKEN AND FORCED TO MISS A TURN - TAKE A SHOT!

* PLEASE DRINK RESPONSIBLY! KNOW YOUR LIMITS - PLAY WITHIN IT!
THERE ALSO BE HONOR IN TAKING A BREAK TO HELP DOWNED CREW, OR TO
PREVENT CREW MATES FROM LOSING THEIR LUNCH, A LEG, OR AN EYE!

UNSBARMBER!

YOU CAN SELL YOUR EXTRA GOODS TO PORTS FOR GOLD TOKENS!
YOU CAN TRADE WITH ANY PLAYER; IF YOUR ON THE SAME SHIP OR SPACE
AND AGREE TO IT! (FRIEND OR FOE)

; "
HIGH SER
LSTS!

REVERSEANY PIRE ™




@lA @

SING A SEA SHANTY WITH YOUR CREW AT SEA AND EARN 1 GOLD
TOKEN EACH! ((Ox\YCQ1%133 3 0\ W10 Y 1HORY ) ((Q1 1N KONIAN L)

SING A SEA SHANTY IN A TAVERN WHILE PLAYING THE SHOTS FIRED
DRINKING GAME AND ALL OTHER PLAYERS TAKE A SHOT! ((O1*10(0N[AN L))

LS CAPTIAIINGS IRAVORINNS STBA STEANTIIS

IF YA DON'T KNOW ANY.... HERE BE A FEW!

THERE ONCE WAS A CAPTAIN ONCE UPON AN ISLAND ONCE WAS A SAILOR
SAILING OUT AT SEA FOUND ME SELF SOME TREASURE DRINKIN AT A TAVERN
THEN HIS OWN CREW MATES CAPTAIN ASKED IF | WOULD SHARE THEN A CAPTAIN SHARED A TALE
SAID OFF THE PLANK WITH HE AND | TOLD EM NEVER OF TREASURE IN A CAVERN
IT WAS A TALE OF SAID ITS MINE, GET YOUR OWN HE SAID FOR A PIECE OF GOLD
TREASURE N MUTINY THIS HERE DOG, AINT SHARNMEBONE ~ HED SELL THE MAP TO RICHES UNTOLD
THE GREATEST ADVENTURE THE TREASURE | FOUND 50 THAT DAY, A QUEST BEGAN
UPON THE HIGH SEA WELL IT BE MINE A PIRATES LIFE FOR ME!
THERE ONCE WAS A CAPTAIN —— YO HO - A PIRATES LIFE FOR WE
SAILING PON THE OCEAN YO HO - TOGETHER WE SAIL THE SEA
WHEN SUDDENLY HIS CREW MATES  14py | FFT ME THERE UPON THE DOCK  DRINKIN RUM N FIGHTIN, TIS THE LIFE FOR WE
SPURRED A GREAT COMMOTION BECAUSE | FOUND NO LOOT ONWARD WE SAIL - TOWARD OUR DESTINY
HE WAS SOON RIGHT OFF THEPLANK \AROONED ME THERE, UIPON THEROCK  EVEN IF WE MEET THE MEET THE GRAVE
ALL THE CREW, WELL THEY PULLED RANK " y4E CAPTAIN GAVE ME THE BOOT UPON THIS GREAT JOURNEY
HE WENT DOWN, THE SHIP TURND ROUND gy 1MMA ROW, AND FIND HIS ARSE WE WILL SAIL ACROSS THE DEEP
TWAS MUTINY AT SEA! UPON EM, ILL SOON PLACE A CURSE AS FEARLESS AS CAN BE
ONCE UPON AN ISLAND AND THEN WELLL SEE WHICH PIRATE FIRE YE GUNS, N DOWN YARR RUM
FOUND ME SELF SOME GOLD FAIRS THE WORST - ARRRGH! TIME FOR THE CREW TO HAVE SOME FUN
CAPTAIN ASKED IF | WOULD SHARE THE CAPTAIN | DO CURSE! DRINK UNTIL THE DRINK IS DONE
A PIRATES LIFE FOR WE

NOPE - OFF THE PLANK HE ROLLED
TO THE SHARKS, HE'S THE CHUM IFISH IN.THE SEA!

(ool Lo TR T VI COME ALEYOU,YOUNG SAILOR MENSL : ME N ME CREW
OTHERWISE, I'LL SHOOT CHA ILIFSING YOU'A'SONG ORTHE FiSH INJHE SEAY BE PLOTTIN DOOM
WITH ME GUN! [CHORUS] HURAH HURRAH
AND ITS, WINDY,WEATHER BOVS‘STORMV WEATHER BOYS IT MIGHT BE QUIET
WHEN [THE WIND BLOWS; WERE ALL‘TOGETHER BOYS IT MIGHT GO BOOM
FISH IN THE SEATE BLOW,YE WINDS WESTERNLY, BLOW,YE WINDS BLOW HURRAH HURRAH
ROLL AND GO JOLLV SOU'WESTER BOVS'STEADV SHE GOES ME AND ME CREW
LOWLANDS AWAY UR, lUMPS THE EEL'WITH HIS SLIPPERVJ All BE PLOTTING SHIT
DRUNKEN SAILOR CLIMBS UP ALOFT JAND REEFS;THE TOR.SAI SOMEONES GONNA DIE
BOLD RILEY OH (CHORUS) MIGHT BLOW UP A SHIP
001l ig 0o =R RTHEN UR JUMPS,THE SHARK WITH HIS NINE'ROWS (0)M1331:/  MIGHT FIRE FROM THE HIP

SOEARLYINTHEMORNING SN\ alIZ\AH DOUGH BOYS ﬁw
ROLL, BOYS, ROLL! (CHORUS) API E
ROLLER BOWLER UR,JUMPS;THE WHALEZTHE CARGEST,OF RALL!
JOLLY ROVING TAR WEI?I L1FSOON BLOWA" SQUALL!
LEAVE HER, JOHNNY

RANDY DANDY-O
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PIRATES & PIRATE C

OTHER TITLES!
(SERJRAGE{oBYANBIRATESIGUID EFLO)R ERUFATION)

_SCENARIO

GAME TIME / DATE

PIRATE CREW
PIRATE NAME
TOTAL [ToTAL _[PIRATE
[ |cow TREASURE *| WEALTH
STRONGEST STRONGEST|_[PIRATE
| WEAPON x| CREW =| POWER
BONUS REPUTATION / TITLES & NOTES
TOTAL
PIRATE NAME
TOTAL [ToTAL _[PIRATE
' | cowd TREASURE *| WEALTH
STRONGEST STRONGEST|_[PIRATE
WEAPON X|CREW  {~|POWER
BONUS REPUTATION / TITLES & NOTES
TOTAL
PIRATE NAME
TOTAL [ ToTAL _[PIRATE
GOLD TREASURE *| WEALTH
| [smRoncesT STRONGEST|_[PIRATE
WEAPON x{CREW  {~|POWER
[' BONUS REPUTATION / TITLES & NOTES
|
TOTAL

PIRATE NAME
TOTAL .| TOTAL PIRATE
GOLD TREASURE *| WEALTH
STRONGEST STRONGEST | _| PIRATE
WEAPON X|cREW 47| POWER
BONUS REPUTATION / TITLES & NOTES
TOTAL

CREW REPUTATION = STORED ITEMS (SHIP CARGO, PIRATE HARBOR CARGO, ECT), CREW PIRATE HARBORS, GALLEONS, ROWBOATS +
ADD UP POINTS & SPLIT EQUALLY, OR ACCORDING TO CAPTAIN'S DECISION. (CAPTAIN CAN OVERRULE & CHOOSE SPLIT)

STARFORT4A20_-CGNLINE




THERE ARE SEVERAL DIFFERENT ADD ON KITS FOR TREASURE 'N MUTINY !
YOU CAN USE THEM IN COMBINATION WITH THE MAIN GAME !
USE ONE KIT, TWO, THREE OR USE ALL FOUR TOGETHER !

EACH EXPANSION HAS A DIFFERENT EFFECT ON OVERALL GAMEPLAY !

IEXERANSTON| ZICNREIEIEO RGE IRONEFAND

THE FORGE OF IRONHAND INTRODUCES CRAFTABLE ITEMS INTO THE
WORLD OF TREASURE 'N MUTINY! COMBINE WEAPON CARDS & RUM/HEMP
TOKENS TO CREATE POWERFUL WEAPONS, TRAPS & USEFUL GEAR!

MUTIN)Y GAME EXPANSION

CAPTAIN IRONHAND'S
ENGINEER'N MARVELS

>A OF THE FORGE LEFT BEHIND
EER'N MARVELS! USING THIS
KNOWLEDGE & WISDOM WE'VE FOUND THE RECIPES TO
ENGINEER EPIC NEW TOOLS OF DESTRUCTION ‘N DOOM!
PIRATES CAN ONLY CARRY 1 ENGINEER'N MARVEL AT A TIME!

FORGE... AT A FORGE... AT A FORGE...
INE COMBINE COMBINE
1x RUM 2x RUM
2x L Y WPN 2x LVL3 WPN 3x LVL5 WPN

CRAFTS: H %AFTS: C TS: CRAFTS:
GUILLOTINE TRAP SATCHEL FIRE BOMB SHIPWRECKER

S

wA
poo™
GUINOTINERTRAR SATCHEW [EIREIBOMB ISNIRERIRIEUE] ISHIRWREGKER]
DROP A CREW CARD CAN CARRY 5 EXTRA ENEMY | SPACE AWAY ENEMY I-3 SPACES PLACE THIS ON AN

IF YE LAND HERE GOLD TOKENS DROPS 2 CREW AWAY DROPS 2 ENEMY GALLEON
CARDS CREW CARD. TO SINK IT

SELL VALUE.SC S SELL VALUE 5( SELL VALUE.7ZC SELL VALUE 10C

AFTER USE, RETURN SATCHEL CAN BE GIVEN AFTER USE, RETURN AFTER USE, RETURN AFTER USE, RETURN
MARVEL TO FORGE AWAY INSTEAD OF A CARD MARVEL TO FORGE MARVEL TO FORGE MARVEL TO FORGE
EXPANSION CARD. OR TOKEN IN A LOST FIGHT! EXPANSION CARD. EXPANSION CARD. EXPANSION CARD.

TO USE THIS TOKEN TO USE THIS TOKEN TO USE THIS TOKEN TO USE THIS TOKEN TO USE THIS TOKEN
PLACE IT ON ANY N YOUR AN ENEMY MUST BE AN ENEMY MUST BE PLACE IT ON ANY
LAND ROUTE ON AN ADJACENT 1-3 SPACES AWAY DOCKED ENEMY SHIP
IF ANY PIRATE ROUTE (NEXT TO YOU) ON A CONNECTED PATH TO DESTROY IT.
LANDS ON IT, ENEMY IF USED, ENEMY MUST IF USED, ENEMY MUST ANY CARGO, IS LEFT
DROPS 1 CREW CARD TOKENS DROP 2 CREW CARDS DROP 2 CREW CARDS ON THE PORT

1x USE UNLIMITED USE 1x USE 1x USE 1x USE

ANY CARDS USED IN RECIPES SHOULD BE RETURNED TO THE BOTTOM OF THEIR MAIN DECK AFTER USE! ...AFTER USING A RUM TOKEN, PLACE IT ON ANY EMPTY TAVERN.
AFTER USING A HEMP TOKEN, REPLANT IT AT LEAST 10 SPACES AWAY FROM WHERE YE STAND!
YE CAN ALSO SELL THESE TOKENS TO PORTS FOR THE SELL VALUE LISTED BELOW THE ITEM! (PLACE ITEMS BACK ON THIS CARD AFTER DOING SO!)

BONUS END GAMTE SCENARIOSkg)

! SHIPWRECKED - End the Game by Destroying an Enemy Galleon! | ‘
! MURDERBALL - Fire Bombs cause 2x Damage (Drop 4 Crew). Last Pirate/Crew Standing ¥
! SNIPER WAR - Sniper Rifles cause 2x Damage (Drop 4 Crew). Last Pirate/Crew Standin V

AIBOA

¢ ,GAM B
STARGAPTRINDREAD

STARFORT4AZ20_-CGNLINE



THERE ARE SEVERAL DIFFERENT ADD ON KITS FOR TREASURE 'N MUTINY !
YOU CAN USE THEM IN COMBINATION WITH THE MAIN GAME !
USE ONE KIT, TWO, THREE OR USE ALL FOUR TOGETHER !

EACH EXPANSION HAS A DIFFERENT EFFECT ON OVERALL GAMEPLAY !

IEXARANSTONIKIE2EICUR'S E1O ERLETE! WARILOTCIK

CURSE OF THE UNDEAD WARLOCK IS THE 2ND TREASURE 'N MUTINY GAME
EXPANSION KIT, WHICH INTRODUCES LONG LASTING CURSES & WARLOCK
TOTEMS INTO THE GAME! WARLOCK TOTEMS CAN ALSO BE GIVEN AWAY,
ALLOWING YOU TO ROLL FOR ANOTHER PLAYER; OR COLLECTED AND
SACRIFICED TO PLACE A LONG LASTING CURSE ON AN ENEMY!

=re CURSE OF THE
Gilwmc DEAD WARLG

IQNU@ @MD @@MTUT“Q

! TOTEM COLLECTOR - Collect One Of Each Warloch Totem Type To Win! -
! ENTOMBED - Kings Island Warlock Curse (Do Not Roll) is Permanent. Last Pirate Standing Wi
! CURSED TO DEATH - Warlock Curses cause enemy to lose 4 crew cards. Last Pirate Sta '

STARFORT4AZ20_-CGNLINE



v ERENT ADD ON KITS FOR TREASURE 'N MUTINY !
YOU CAN USE THEM IN COMBINATION WITH THE MAIN GAME !
SE ONE KIT, TWO, THREE OR USE ALL FOUR TOGETHER !

EACH EXPANSION HAS A DIFFERENT EFFE

T ON OVERALL GAMEPLAY !

S'IG)N r-'l"N UlDERS

NT & PIRATE

ARDS WHICH ARE SIMILIAR TO m ARBORS
RAID STYLE DICE C(MBAT&CME :QUIPPEL

TREASURE ‘N MUTINY GAME EXPANSION
FORTS ‘N
MARAUDERS

SOME MARAUDERS HIRED BY THE KING & HIS

MERCHANT FLEET HAVE TAKEN TO ROAMING THE SEAS!
YOU'LL FIND EM ROAMING ABOUT N WORD BE THAT

THE GOVERNORS ARE FORTIFYING THEIR ISLAND'S PORTS!

FORTS 'N MARAUDERS PLACE ISLAND FORTRESS CARD ONTOP OF ANY PORT ON GOVERNED ISLES

STARFORT4AZ20_-CGNLINE



THERE ARE SEVERAL DIFFERENT ADD ON KITS FOR TREASURE 'N MUTINY !
YOU CAN USE THEM IN COMBINATION WITH THE MAIN GAME !
USE ONE KIT, TWO, THREE OR USE ALL FOUR TOGETHER !

EACH EXPANSION HAS A DIFFERENT EFFECT ON OVERALL GAMEPLAY !

IBXPANSIIORY IRIAT 34} - MIVINETIC ILORIDS QIF THEIE SIBA\

WHEN USING EXPANSION KIT #4; COMPLETING CERTAIN TASKS WILL NOW
SPAWN MYTHIC LORD WORLD BOSSES THAT WILL ROAM THE MAP
LOOKING FOR PLAYERS TO FIGHT & ELIMINATE!
ENCOUNTERING THEM, WILL FORCE YOU TO FIGHT A
RAID BATTLE. IF YOU WIN, YOU CAN OBTAIN POWERFUL MYTHICAL
TREASURES. IF YOU LOSE, YOU'LL FACE A SEVERE LOSS.

TREASURE ‘N MUTINY
YT o5

. ~ it 1nie
@ J!_l:wmm:ac % LORDS OF THE SEA

N Pl T

STAR CRUISER CAPTAIN THE WITCH CAPTAIN ALE GIANT KNIGHT
) IRONHAND

TERRITORY RITORY TERRITORY TERRITORY TERRITORY
ROAMS BOTH %S UPON ROAMS UPON ROAMS UPON ROAMS UPON
THE LAND & SEA ISLAND MYTHIC ISLAND RAVENS ATOLL KINGS ISLE

BONUS CANMIB SCRINARIOSH

! BOUNTY HUNT - End the Game by Eliminating A Specific Mythic Lord! (Player Choice)
! MYTHICAL HORDE - Collect 2 Mythical Treasures to Win!
! MYTHIC HUNT - End the Game by Eliminating ALL 5 Mythic Lords! (Most Kills Wins)

STARFORT4AZ20_-CGNLINE



| G
XY/ O COMIPONIBNITTS

SURE 'N MUTINY HAS 4 EXPANSION KITS, WHICH CONTAIN NEW

GUICLOTINERTRARS
DROP A CREW CARD
IF YE LAND HERE

ISNIBERIRIFUE]
€ENEMY I-3 SPACES
AWAY DROPS 2
CREW CARD.

ISATCHELY
CAN CARRY 5 EXTRA

GOLD TOKENS

3{GUILI/OTINE
TOKENS

3IRIFIE
TOKENS

SR

»
e‘;"“

WARLOCKCURSE

[SHIBWREGKER]
PLACE THIS ON AN SHIFTING SANDS
ROLIS -1

ENEMY GALLEON
TO SINK IT

I3ISHIBWRECKER! 12\ WARLQCKS
TOKENS CURSEICARDS

‘.

G

NRATD,
SHIPJDIGE

HIGH SEA CURSE
CURSE OF THE LAST GIANT

REDUCE ANY ENEMIES ROLLTO 1
FOR THREE TURNS

G

SIMY;CHICIIORDS SIMY;THIC
RAIDIBOSSES FORDSIDICE

EXPPANSION X EXIPAN
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LOOT BN TRBASURIE
TAKE A BREAK FROM THE SEAS..
‘N TRY ONE OF THESE!

GH§ e

- 1

s

KEY CRUSADE

AT

/(. =4 '\ d 4
", tl", ".:W\q \o 'o" ’ "v"' ' X
L \\ix L
c\ R
4 |
» o L}

Sy
A7
ot 20 V
i, /
YC. "‘1 ‘v\\:l
AR COPTIA DREAD)

N

\
K‘(""

P " DON'T STEAL MY COW, MANY
DON'T STEAL MY GOW, MAN!

DIGITAL | PRINTABLE | I'IlBlIS[IEIl \
»ﬂ

Visit Starport420.online
A BOARDGAME.BY
45 STARGAPTAIN'DREAD
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YOUR AD HERE

ADVERTISEMENT
OPPORTUNITY

DO YOU SELL PIRATE THEMED MERCH?
GOLD? TREASURE?
GAMES? RUM?! BOATS?!
OR SOMETHING
THAT A PIRATE
MIGHT NEED?!
GOT A PIRATE OR GAME SHOP
YOU'D LIKE TO SHARE WITH THE CREW?

CONTACT US FOR INFO
starcaptaindread @gmail.com

YOUR AD HERE \

'
ﬂ

A BOARDGAME BY

46

STARCAPTRIN'DREAD
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L(D(DT "N '

YOUR AD HERE

ADVERTISEMENT
OPPORTUNITY

DO YOU SELL PIRATE THEMED MERCH?
GOLD? TREASURE?
GAMES? RUM?! BOATS?!
OR SOMETHING
THAT A PIRATE
MIGHT NEED?!
GOT A PIRATE OR GAME SHOP
YOU'D LIKE TO SHARE WITH THE CREW?

CONTACT US FOR INFO
starcaptaindread @gmail.com

YOUR AD HERE \

'
ﬂ

A BOARDGAME BY

47

STARCAPTRIN'DREAD
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L(D(DT "N '

YOUR AD HERE

ADVERTISEMENT
OPPORTUNITY

DO YOU SELL PIRATE THEMED MERCH?
GOLD? TREASURE?
GAMES? RUM?! BOATS?!
OR SOMETHING
THAT A PIRATE
MIGHT NEED?!
GOT A PIRATE OR GAME SHOP
YOU'D LIKE TO SHARE WITH THE CREW?

CONTACT US FOR INFO
starcaptaindread @gmail.com

YOUR AD HERE \

'
ﬂ

A BOARDGAME BY

48

STARCAPTRIN'DREAD
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THANK YOU FOR SUPPORTING

VISIT OUR SOCIAL MEDIA PORTS
TO MEET UP WITH OTHER PIRATES,
CONTACT THE GAME DESIGNER
OR TO LEAVE US A REVIEW!

STARPORT420
Starport420.online/TreasureNMutiny

FACEBOOK
Facebook.com/TreasureNMutiny

ITCH.IO
starcaptaindread.itch.io/treasure-n-mutiny

DISCORD
Discord.gg/R8sw5Ets

AF L2 STAIIll%'AI’TAIN EAD



