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OBJECT : a'
Aye matey... Take a pirate’s journey into fhé' w‘ori& of Captain Jack Sparrow and join him
in a life and death adventure against the one and only Davy Jones. Choose a character to
be the captain of your ship as you sail the high seas. Aye! You'll need a mascot too. Sail

along visiting ports, raiding ships, fighting off cannibals and collecting loot while avoiding
Davy Jones and his Kraken. When you reach Isla Cruces, kick back and enjoy some grog

while you wait for the others to join you. The pirate with the most treasure at the end of
the game wins!

CONTENTS
e Gameboard * 9 Ship Cards * 3 Islands
e 25 LIFE Tiles * 8 Mascot Cards * Label Sheet
* 35 LIFE Cards * 6 Plastic Seafarin’ Ships ~ * Stack of Treasure (Money) ¥
* 8 Captain Cards * 3 Rocky Channels * Spinner Base, Spinner Ring, Spinner Dial




=~ — DETTING UP - -
#8semble Spinner,
P m’y Labels
Punch out the spinner ring from the cardboard sheet.
Match the double-notched section of the spinner ring
0 the double-tabbed section on the underside of the
Bplastic spinner dial (under the number 1), then snap
 the ring into the dial by sliding the ring under each of
the plastic tabs. Next, place the assembled dial onto
fher in the center of the spinner base.

h the letters next to each of the 3 labels to the
cled letters on the plastic channels. Apply the labels
0 the matching plastic pieces as shown at right.

Attach the Channels,

Islands and Spinner

BPunch out the small cardboard slots in the game-
Board and discard the waste. Insert the channels,
fislands and spinner by matching the letters on the
lastic pieces to the letters on the gameboard. Slide
rach@ec‘e into place as shown.

Note: You'll need to detach the channels, islands and
spinner from the gameboard before storing all of the
components back in the box after gameplay.




LIFE TILES
tile carries cash value.
Brreasures you collect
gt journey. Some tiles
88 mascot on them as well.
86 may be worth double
he end of the game (see

NNING, on page 6).
ch out the LIFE tiles from the cardboard sheet and

ard the cardboard waste. Place the tiles facedown near
edge of the gameboard and mix them up. Randomly,
w 3 LIFE tiles and, without looking at their values,

k them on Isla Cruces. The remaining tiles form the

v pile.

CARDS

Bparate the cards into 4 decks: LIFE cards, Captain cards,
hip cards and Mascot cards. Shuffle each deck separately
ind place them facedown near the edge of
ga;meboard.

TREASURY

se one player to ... the treasurer. This player is in
arge of all treasure paid to and from the treasury.

treasurer separates the money into piles by denomina-
n and gives each player $2,000, divided as follows: one
0, one $500, four $100s and two $50s. He/she then
the remaining amount of each denomination in piles
the gameboard.

SEAFARIN’ SHIPS

F emove the ships from the plastic bag. Discard the plastic
bag. Choose a ship and place it in front of you. All players
do the same. Place any extra ships back in the box.

- - GAMEPLAY - -

All players spin the spinner. The pirate with the highes§
spin takes the first turn. Play then continues clockwise.?
If the spinner arm stops between numbers, spin again.

What You Do on a Turn

On your turn, spin the spinner. Then move your ship
the number of spaces spun.

Always move your ship forward. (You can’t sail against
the winds!) If you land on an occupied space, move
ahead to the next open space. (EXCEPTION: More than

one ship can be on the Shipyard space at the same time.)

Follow the space directions. This ends your turn. Your
first turn is an exception. See LEAVING PORT.

LEAVING PORT
Spread out the Captain’s cards facedown on the table; '8
The youngest player chooses two cards randomly. He/she
then looks at the cards, decides which to keep as his/ her
captain, and returns the 3
other facedown to the 5
table. Repeat this with :
each player moving clock
wise from the youngest.
Now check whether your
captain will start from the
Landlubber’s Start or the
Pirate’s Start. Place your
ship on the appropriate
Start space.

Your Captain and Your Loot

Your Captain determines how much treasure you
collect. Look at the bottom of the Captain cards.
The dollar amount shown is the amount this captain
collects each time he/she passes over a Share the Loot
space. Try to choose a Captain with a higher dollar
amount so you can collect more loot on your journey.




HE SPACES
y [ |
Enenal Spaces
St spaces are TR
al ones that
you some kind
nstructions.
enever you land
i peneral space,
mus immediatelv
W ifs instructions.
£
g the

Sell your
pieces of eight.
Collect $200

enever you land on
ass a SHARE THE
LOOT space, collect,
from the treasury, the
‘amount shown on
' the bottom of your
- Captain’s card before
following any other

tspace directions. On some turns, you may be able to
bpass over 2 or more SHARE THE LOOT spaces!

IStop Spaces
There are 2 stop
' spaces: SHIPYARD
and CHOOSE A
IMASCOT. Whenever
‘you reach one of these
spaces, STOP! — even
if you have moves left.
Immediately follow
ithe directions, then spin and move again. Stop
'spaces have special directions, which are explained
‘at the right and on page 5.

STOP!
(‘I.ljoosu a
f&_lnﬂ‘nt

V 'I:i.f'e‘S“p’a»ce{é

Whenever you land
on a LIFE space, take
1 LIFE card from the
draw pile and read it
aloud. Now do as the
card says. When you
are done, place the
card in a discard pile.

NOTE: If the card says to collect LIFE tiles, take them
from the pile near the gameboard. If there are no more tiles
in the pile near the gameboard, you may take them from
the other players. You may take more than one tile from a
player. EXCEPTION: You can only take one tile per turn
from a player who has retired to Isla Cruces. See ISLA
CRUCES, on page 6.

Shipyard

When you reach this
space, STOP! — even
if you have moves

left. Have another
player fan out the Ship
card deck facedown,
and draw 2 cards at
random. Look at the
cards, choose the one you want, pay the treasury the
amount listed on the card and return the other card

to the deck.

Place the card faceup in front of you.
Now spin and move again.

SHIP YARD
RSN
S\

If you draw two ships that you
cannot afford, you must teturn them
to the card deck. Then wait until
your next turn and draw 2 more
cards. You must stay on the Shipyard
space until you have purchased a
ship. Once you have purchased a
ship, place the card faceup in front
of you. Now spin and move again.

pay the treasurer $3

3
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nire Vessel

can either 1.) draw
ip from the Ship

other player:

1 1) Draw 2 new ship
cards from the Ship card deck.

that you did not use to the deck.

the two.

If you already have the highest ship available, you do
ot need to do anything, Players may only have 1 ship
@t a time and you cannot trade for a weaker ship.

Pass through
Davy Jones’ territory
| If you land on this
space, you must pay
'the treasury. Spin the
spinner and multiply 5

- If either card is an upgrade to your existing

" ship, you may trade in your ship for face value
" and pay the treasury the amount shown on the
* upgraded Ship card. Return the 2 Ship cards

) If another player has a higher valued ship that
. you want, take it from them and place it in
front of you. In return, give the other player
your ship and pay them the difference between

Pass

Davy Jones’
' that number by $100. &5 territory.

- This is the amount you
have to pay.

If you land on a RAID
space you must choose
another player to
attack.
* You cannot attack
a player without
a ship.
* You cannot attack a
player who has retired
to Isla Cruces.

Both players (beginning with the player you chose to
attack) spin the spinner and add the combat value
listed on the bottom of their Ship card. The higher
number wins!

s If the attacker won, he/shie spins the spinner
again to determine the amount of treasure won.
The attacked player must pay the attacker $100
times the spin. If the attacked player owned the
Black Pearl, the attacker switches his/her ship
for the Black Pearl.

If the attacked player won the battle,
nothing happens.

If the spins tie, respin until there is a winner.

Mascots

When you reach this

space, STOP! — even ‘,

if you have moves left. Xy STOP!
Draw 2 Mascot cards - chaa

at random from the
deck. Decide which
one you want, pay the
treasury the amount
listed on the card and
return the other card to
the deck. Place the card
faceup in front of you.
Now spin and

move again.

. Fee $zoo 3 4
o s g sl
and will giadty carry
o o

f Bunkzg

If you draw this card,

pay the treasurer $200. .



oose Another Mascot
land here, draw
er Mascot card. Pay
gasury the amount
on the card you've
nf The more mascots §
Pl have, the better your
hances are of increasing
i€ value of certain LIFE
iles upon your retirement (see WINNING).

L

If no Mascots are available, do nothing.

RUNNING LOW
ON TREASURE

Bt anytime a pirate runs low on (or out of) treasure

E:,d Brnot pay off a debt, he/she may, trade in

Choose anothe,.
Mascot!

LIFE tile for the amount shown on it. Return the
ile t§ the draw pile and the treasurer will give you the
pponding cash. Players, however, cannot cash

iles to buy ships or mascots.

If you have no tiles to trade in and you must borrow
money to stay in the game, you may borrow $2,000 from
the ﬁmy‘, but it must be repaid before you retire and

1st pay the $2,000 loan plus $500 for interest.

ISA CRUCES
BWhen you reach ISLA
CRUCES, STOP!

'— even if you have

" moves left. Then do

the following:

The first player to
reach Isla Cruces may
secretly look at all

jes one to keep and
| & the others facedown
4o the space. The second player to reach Isla Cruces
llooks at the two remaining LIFE tiles, chooses one and

retuhs the other to the space. The third player to reach

ets to take the third and only remaini
LIFE tlle Any players arriving after that get no tile
reaching Isla Cruces. (NOTE. If there are only two
players, the third tile will be left unclaimed.)

Once you have retired to Isla Cruces, all of your treasure
is safe and no other player may raid you. However, your «
LIFE tiles are not safe. Other players may take your LIFE
tiles but they may only take one tile per turn.

Even though you are no longer moving on the board,
on your turn, you still spin the spinner. If you spin a
10 you get to take a LIFE tile.

~ ADINNING - -

When all players have reached Isla Cruces, the

game ends. Now it’s time to add up your treasure.

All players turn over their LIFE tiles and add up the
dollar amounts shown. If you have the Mascot card |
matching that shown on a LIFE tile, double that LIFE |
tile’s value. Once you have all of your LIFE tiles added |
up, add to it your treasure on hand, the value of your
ship and the value of all of your mascots. The player

with the highest total value wins! AARRGGHH!
ot
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We will be happy to hear your questions or comments about thi§
game. US consumers please write to: Hasbro Games, Consumer
Affairs Department, P.O. Box 200, Pawtucket, RI 02862 or call
1-888836-7025 (tolLfree). Canadian consumers please write to
Hasbro Canada Corporation, 2350 de la Province, Longueuil, @
Canada J4G 1G2. European consumers please write to: Hasbro
UK Ltd., Hasbro Consumer Affairs, P.O. BOX 43, Caswell Way;
Newport, Wales, NPI9 4YD or telephone our Helpline on 00800
22427276. 3
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