


nble Spinner, 
I l v  Labels 

sheet. 
:r ring 1 double-tabbed section on the underside of the- 

spinner dial (under the number I), then snap 

in the center of the spinner base. 

the letters next to each of the 3 labels to the 
letters on the plastic channels. Apply the labels 
matching plastic pieces as s h m  at right, 

tach the Cbonnels, 

:h out the small cardboard slots in the game 
d and discard the waste. Insert the channels, 
ds and spinner by matching the letters on the 
ic piedes to the letters on the gameboard. Slide 
$? into place as shown. A 

Note: You'll need to detach the channels, islands and 
spinner from the gameboard before storing all of the 
component. back in the box after gameplay. 
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All players spin the spinner. The pirate with the l14 
spin takes the first turn. Play then continues c l o h  

I If the spinner arm stops between numbers, spin agai 

What You Do on a Turn 

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

CARDS 
tn 4 Aprbr. 1 cards, Captain cards, LEAVING PORT 

!ach deck se~aratelv Spread out the Captain's cards facedown on the table, 

I captain, and returns the 

A XEASURY other facedown to the F- - L 

table, Repeat this with 
di 

nlavpr tn thp f~easurer. This player is in 
- -  --- ,--- -- m d  from the treasury. each player moving clock- 

wise from the youngest. 
) piles by denominas Now check whether your 
ded as follows: one captain will start from the 

one $500, four $100~ and two $50~. He/slg then Landlubber's Start or the 
: remaining amount of each denomination in piles Pirate's Start. Place your 
e gameboard. ship on the appropriate 

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 Loo 
space. Try to choose a Captain with a higher dollar 
amount so you can collect more loot on your journey . 
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rl Spaces Whenever you land 
on a LIFE space, take 

draw pile and read it 
aloud. Now do as the 

I card says. When you 
are done, place the 
card in a discard pile. 

L Scll your 
pieccs of eigl 
Collect $ - - 

~eral  space, 
immediatelv 

from the pile near the gameboard. If there are no more tik 
in the pile near the gamebo$d, you may take them from 

g instructions. - 
a - t h e  . , the other players. You may take more than one tile from a 

phyer. EXCEPTION: You can only take one tile per tun 
from a player who has retired to lsla Cruces. See lSLA 
CRUCES, on page 6. 

I Spaces J ~ ~ ,  , !S - - .A~  

Shipyard 
When you reach this 
space, STOP! - even 
if you have moves 
left. Have another 
player fan out the Ship I directions. On some turns, you may be able to 

rver 2 or more SHARE THE LOOT spaces! 

p Spaces and draw 2 cards at 
random. Look at the I 
cards, choose the one you want, pay the treasury ihe 
amount listed on the card and return the other card 
to the deck. A 
Place the card faceup in front of you. 
Now spin and move again. 

If you draw two ships that you 
cannot afford, you must return them 

lnd move again. Stop to the card deck. Then wait until 
~s have special directions, which are explained your next turn and draw 2 more ' ht and on page 5 ,  cards. You must stay on the Shipyard 

space until you have purchased a 
ship. Once you have purchased a 

ina ' 

ship, place the card faceup in front 
of you. Now spin and move again. 
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p h - y e m d l o b d  
to Isla Cruces. 

Both players (begmniw with the p l a v  you chose 
attack) spin the spinner and add the combat value 
listed on the bottom of their Ship card. The high 
number w i d  

* If the attack ma1 w& spins the spinner 

haw tk-e h q b t  ship mhble ,  you do 
o aqthhgi Players may only have 1 ship If the attacked player won the battle, 
you mmt d e  for a weaker ship. nothing happens. 

If the spins tie, re-spin until there is a winner. 

return the other card to 
rhe deck. Place the card 
faceup in front of you 

& L 

Davy Jones' , .L pass 
territory. 

I 

- .  
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I . n a n n w - -  
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Isla Cmus he third and only remaiminc 
LIFE tile. Any players arriving after that get no ti 
reaching Isla Cruces. (NOTE: If there are only two 
players, the third tile will be left unclaimed.) WSCD~ cara. ray 

ily the amount 
I the card you've 

. l e  more mascots 
E. the better vour 

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 tnay take your LIFE 
tiles but they may only take one tile per turn. 

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

- WINNING - - 
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 

~e'of certain LIFE 
rnlent (see WJNNING). 

able, do nothing. 
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1-\3ud 

uns low on (or out a@ treasure 
and k n o t  paioff a debt, he/she may trade in 

1 - - - - - - - ---- - - - - - - -- - . . - - - -- - -. 
e draw nile and t h ~  tresa~rer w 

tile for the amount shown on it. Retllrn the 
- --- ---.. ,-- ---- --- ------- ..illgkyouthe 

I z r k n d i n g  cash Players, howwer, cannot cash 
dolLr 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 highest total value wins! AARRGGHH! v 

. * I 
--.- 
in tiE+n hll: 

tiles to trade in and 

. . - YYi ships or mascot., r" 
must bomw 

may borrow $2,000 frd;' 
Lllc l, uuL Ir uluuL vL lryaid before you retire and ' 
you F pay the $2,000 loan plus $500 for interest. 

We will be happy to hear your questions or mm 
game. US consumers please write to: Hasbro G 
Affairs Depamnent, P.O. Box 200, Pawtucket, 
1-888-836-7025 (toldfree). Canadian consume 
Hasbro Canada Corporation, 2350 de la P 
Canada J4G 1G2. European consumers pl 
UK Ltd., Hasbro Consumer Affairs, P.O. 
Newport, Wales, NPI9 4YD or telephone 
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When you reach Ed.A 

thre cues. nvww 
cho L one to b e p  a d  The HASBRO, MILTON BRADLEY and MB names and logos as well as THE 

LIFE are @ and 8 UX)6 Hasbro, Paw~cket, RI 02862. AU R&ts Reserved. 
...a. - '  I 

r e t u b  the der8 facedown i 
. The s a n d  p+ 
4 % ~  remaining LIFb tiles, chooses one and 

r e t u b  the other to the space. The third player to reach , 

@denote U.S. Trademarks. 
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k r- reach lsla Cruces 
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