SCAVENGERS Elllli“‘ INSTRUCTIONS

FOR 2 PLAYERS: COWTENTS:

One player chogsss 1o be (e ® 1 Flipsater Game Und
Seavenger ship. The giher pl2yet 15 ® 4 Magnen Playing Pieces
e Haval ship

SCAVENGER SHIP; Cofiect 7 okt coins bebore DEING sunk by the Haval sic
WAVAL SHIP: Score T cannon hits and sink Ihe Scawenger ship pedore it collecis

7 gowd coans
SEF-UP

—\ n 1. REMOVING THE WAGHETIC

[ o

PIECES:
Fort  |Jsing your thuma, shide N8 COVEr
| hack, 35 shown. Snake e peCEs
ol Slige the cover forwart 10 close

E 7. DPEMING THE GAMEBCARD:
Flip the gameboard gl with a lew
Fgrt  Quick SNkes, 35 Shown & Figure ¥

4. SETTING UP PLAYING PIECES: The Scavenger siup playe! contigls e
red pieces: the Nzl ship player conrois e bhue [IeCes

SHIP BARKERS: fou and your apoponent each place oae of your pieces on iz
maiching colos circke {Start circle) on 1he game map These Matkers (BQEsEnt
the movements of yout ships around e map

SCORE MARKERS: Place [he recnaining marksrs on nes malchang color “5
plocks of he sconng blocks (located on the SI0eS of the map) These markers
track how mach gold -.uu\emlhdeﬁnwumemescam ship of how
many cannda hits you've made i you're (e Naval ship

To spin Spenner A @nd Spnned B

o shide the spinnet gwich over 25 far
25 wil go and release il See
Figure 3

artow [Pinis 10 @ e Spin 3gan

GAME PLAY.
The Seaenier Shp always Qoes first

E m Spin fhe SpHNNEC bl yous STup marker as mary
dols on e game mag 35 Spinner A indicaies

SHP'S TURN: oect s fo land on  gold 00t Io callct gald 203
1 avoid miwing within lifing range of the Naval ship (nce you SN and mMOve. yot
(UM 5 WL, UnlesS you Mo ol @ Qokd dol. Here are youl movement rules
» Mowe fram miap dol 1o map dod harizonially and vertically tong e wihile e
and diaganialty along fhe red lines

® Abways mie ful count of Spinner A EXCEFTION. you o Mt have 10 tar
00 3 ook dot Dy gxact count

o can mive Dack and forth onlo he S3mEe dols m the same fufh
EXCEFTION: you CANNT refum 0 2 gold ool you ust yrsiled unhl you nE
mowed ol another goid ot

w Yoy cannol ump over of tard on the same gol your appanent OCCURIES

= The colpred Start circles are considered reguiar map dals 1o the STEEnG
ship

GEHLD DHOTS: when you mive youl ghip marker 07kd @ gok dol_ spin Ihe 5PN
anel dio eithes of ke Toliowing:

® {f Spinner B poinls 10 @ qoid space, you've loend goic? Kive youe SC0ME
marker o the med gokd cain block, Your Wrn is

w 1 Spinner B points 10 @ while Space, you tail to find gaid! Your sCleE
marker remains where % and your [ 15 v

ﬂ 4, SPINMING THE DUAL SPIHHER:

NOTE: theoughia the game il 3 Spane:

#4827

mm Sﬂ:mr{ﬂ;:t Move your ship markes (he
L nu on the game map that Spinmer & in
: :I‘Hlﬂ dicates. Your object i by Dunt down MSNMnge:
5n|nwm:..ewmunlanpemlremit.!)tmmusp&laMMWmenm
wunmmmmianﬂmemme:

-Mu.ewmnmpﬁauamwhwmﬂrmjmwwwnm 1 ;
fines, You CANMOT move along the red lings! : ek

® fiways move the full count of Sinnes A
® oy can move back and farth to the same dots on the same lurm.

& Goid dols and colgred stan circles e consiered requiar mep J01s 1 i
Haval ship. :

FIRING — HITS AND MISSES: when there are rd more than & squares {Ing:
3 dots) in 3 straight ne Detween your ship markes ang the SCaenger STIp. you
iry firing rangesSee ilustrations Deiow for delzis

WITHIN FIRING QUT OF Ut OF
RANGE FIRING RANGE FIRING RANGE
REEEEE | o
¥ 1 S
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—1 h'?—"—f"_ ! [ i

4 squares aay in @
siraight ling.

3 squares away, bul
nol = 2 straghi line

I a straight Line. Dul
5 squares away’

HW THE BL SHIP FIRES: oy CAM onty fire ONCE pef . You CANNOT fee o
3 diagonal red ne Ta fire, sp the spnner and do peaer of 1he fpliownneg

= 1 Spinner B points Lo 3 number of cannonbatts tnal s egqual 10 o greale:
thar the ramber of Souates Detwesn you ant 1he Seaenger shi youSCOIE2 T
[cannonballs are the tlack dofs in Spanes B spaces) Mowe your sCore mathi
tg the next “cannon Rt block. :

& f Spinnet B points 10 & numboes of cannonbalts Iat 15 less 1han (e rumis
of squares Detween you and the Gravenger shel, ylu miss yous target
Your Sc0rE markes iemaing whers il 1

See Figuee 4 lor examples of 2 14 3nd a miss

A HITI Eprtin

The Maval Shup & 7 SOUAre aagy o7

._._& Wl ‘ Pt ne Crgvenger shyp ang as sout
e L l carnonhall for 3 hl!
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{igm the Scaenger sftup 3ng nas

spun 2 eanngnails i 2 mis§'

WIRNING THE GAME:

SC_.I.‘-"EHGEH SHIP: H your score markes s movd 10 {fve severth gald con Big
pefore (e Waval ship Snks you. you win Ihe game

WAVAL SHIP: ff your score marker 15 mined 0 INE seventh “cannea Dt OiD
etore Ihe Scaenger shil collects 7 Qo COs, yau cink yQur ooponent and @
Tne game



