
~e D.w1Au'5 Hll>TM 
HA-PE 

h 's A Si.uGGLBl\.'S Bou1uy1 

Time to Play: 20-40 minulc,i 

In ti,., lat,· l 7 t\, c·c11lu r y, 11,igl,ty ~l,i 1M ~.iilcJ tl,c ~e.u and broug\,t all manner of 
good~ b.1ck lo 110rl. As a Mvvy captai n, you Illus! skillfully use your crew to fill your 

~J1i 1,•~ l,o]J wit\, tl,e bc~t combi n.i liu n of treasure, l·ar1110ns, ar,J - a\wm-utl,cr 

items lo earn il'<-']J. 111 the , ... J, t\,e pl..yer wl,o ;111 ,;1ss,·~ t\,e big~eil bou nt y will be 
JcclarcJ t\,., greal.-~l~ of all ti11ie! 

... t/c-'ll"/,:.,~ 

OBJECT OF TH E GAME --' 

Di rect your C rew lo fill you r i1\1ip'~ I lolJ wi tl , ti,., nJOi! I lucrative Crate~, e~1,.-dl y 

~t:ockir,g t \m,e C ral.-~ on you r I !old and ;,cor ing tJ,., bounty for GulJ, Ca11110 11 s, and 

Contraband vi~ible al ti,., ,. ,.J of cac\, voyage (round) aero~~ t\,., l,;g\1 seu. T\,., 

play,;, r wit\, tl,c \,ig l,col lo tal valu,· in coi11s at ti,., enJ of tlirct: voyagc~ wi ns! 

ABOUT TIIE COMPONENTS 

54 Crab,a 

C rates cad, \1avt: tlirct: type• of c .1rgo wit\, a~ociale(l v.1luc~ fur tl,cm: 

• Gold ~ellow) 

• Cannon~(gray) 

• Con h aban,I (purplc) 

18 llolJ, 

T/,etot,,/rnrgo,·,1/ucof 
each Cu!,• ,.JJ, up!<> S 

T/,cfroula11Jb..,l,0(1/,e 
(",.,1.-.,m,iJenli,,a/ 

llolJs contain l"'•ky rah a11J - i11 l.itcr voyagc~- GulJ, Ca nnons, or Conlrabaml 

Tl,ey arc also mm,bercJ from I lo 6. 

c, .. 1 .. , .. ,.,.,.,A..,J 
ou /·lo /Js. 

60 C rew Card, 

::;ix idcnl ical ~chof ten card~, mun\>CrcJ 1-10. 

11 2 Coin T okc na 

Dou\,loono valued 1 (x40), 5 (x30). and 10 (x4 2). 

Stack the C rate, 

Randomly choo~c a num\,cr of C ra\c~ e<jual to th ree timea tl,c numl>er o f player1. 

Shuffle (and ro t.ate any wl,ich ••r.1y) the C rate~ and ,ta-, l, them in t l,c cenlcr of tbc 

tal,le. 

Ready the H old , 

S-,paratc the H old , into tlucc fa-,c-dm,m !!Ch: Voyage I. Voya ~s, 2 , and Voyage 3. 
Randomi7.e each .-;,t ~e paratcly and deal cad, player a Hold fr om the Voyaile I 1ct 

tost.1rl. Playcr1 pL1ce t\,.,,., face up in front of th-,m. Return any rcmai ning Hold. 

from tl,c fi r;;t voy.1 ~c to tl,c \,ox: $cl aoide Hold~ from tl,e ~cs,ond and thi rd 

voy,1i:c~u ntil1h.,-yarc nccdcd. 

P repare the Bo unty 

Put the Coin tok-,noto tl,c aide. 

Di 1tributcC rcwCard1 

Gi,·c each player a $Cl of (r._-w card! ( 1-10). Com1,rising cad, 1,layer'1 hand, C rew 

card~ arc 11,ed for l,idding du ring tlw game and $hould b., kept 1ecrct. f!a-, I, player 

will need room for thei r own di ..,ard pile near th-,i r Hold. 



GAME PLAY Crates placed on a Hold cannot l,c moved or reposi t ioned during a la ter turn 

Onccallplo1ycrshaveplacedaCro1teon tbcirHold, tl1c turnend,. 
S hipSho1peTM take~ plau· o,·er tluce wumls, co1lled ,·oyagb, will, cad, c:onsisb ng 

or 1!,rce lurn~ of l,i,l,li11g. Ouce eo1d, plo1ycr \,as plo1ccd t!lCee Crates 0 11 1!,cir llold, /Jown to One Card.I 

tl,e cune nl voy,1ge <•ndi o1nd plo1ycr~ H:on, tl,eic ! !old~ (see Scoring a Voyage). I{, at any point, a player is dow11 to a ~;,,~/c Crew card in t/,cir /rnnd, t/,cy pict up 

a/I t/,eir Ji~cardcd Crew card~ lo re11/eni~/, t/,cir /,a11d. 

Surveying the Cr.ile St.ick 

You may look ,[own tliroug!, the C rill<· t lilck, lml you CilrJnot loud, ii. Playec~ '""Y SCO RI NG A VOYAGE 

~Ian,[ to ~u<V<j" t\,e slack; \,o,.,·c,·er, tl ,ey may uot leilv<· thci, table posi tion~ 

After all playerslrnveto1kenthrccCro1tes,thcc"ncntvoyo1geends. and t!1cirsl1ip• 

Pl.iy .ind Resolve Crew C .irda o1rrivc in the l,arl,or toc,irn a l,ounty for the item~ in t!,eir Holds. 

I.All plilyers ~i multaueou~ly , l,oose "'"! play a Crew ca,d face down. W l,en "I] 

playe, s ilTe ,ca,ly, tlw Ciln!i Mc ,e,·eale,l Plo1ycrs add up tbe individ11al vo1lucs of tbe visi\,le Gold. Cannons, and Contra­

!,,.nd in tl,cir Holds; tl,cse arc tl,e values seen when look ing lop-down at tbc Hold. 

2.Any cards i\wwi ng '""Ld,in g- values a rc imme<liatcly ,[iicil , dcd lo 1!,ci, Any vo1l11c o n one Cratc covercd by another C ro1lc is notcrn,nted. 

cbpectj,•e playcc/ discanl piles. {Resolving tic~ i~ "ddccs~cd i11 Step 4.) 

3 .T\,c,,, i,, order r,oru l,ig l,e~t lo lowbt vil!ue of tl,c C rewc,m!s still in p[ily, 

eacl, player takb" Crate from tl ,e lop of t\,c slack (i.e., ti,., l,ig!, bi'1 lakes 1\w lop 

C rillc, tl,c 5<:u,n,l l,iglwsl takes 1!,c 11cxl C rab,, elc.) a11d immediiltcly placb ii on 

tl,cic ! !old i" any ocieut,,tion. (Ccilles can b<· mlate,I a,.d/or (lipped o,·c , .) Thbc 

C rew canls "'e tl,en neat ly disciln!ed filcc up inlo tl ,eir owner/ ,li;;ca,d pile 

Pl"yers may NOT look tl,rougl, cild, od ,cr·~ discanl piles. 

Ridding and C rate llint~: Bid for llw CrJI" ym, wan!, but a/,;., PJY atlenfi,m lo Cu!<•• 

tlrnt otl,ers ""'Y ~-,,,,t/ Be preparcc/ by pce/,;,,i a/,cad iOI wlwt Ccafril rcmai11 ;,. 1/,e ,tad, 
l?emembertb.,iC,a1",arerever"3b/",""d(/;ppintaCrJleanJ/o,rolJlini;'ilbefo«•yo,a 

p/ac.- jf 011 your Hole/ may offer uucxpedcJ wlulions. Tb;.,_,.J,..;,,, 

-1-.Aftcr 11011 - li <·,I playcri !,ave laker, a nd placed C ralcs, 1;ed pl"Y'" " <·ad, d,oose 

a new Crew card (,om tl,ci, J,an'1 an,[ ~imul la11eou~ly re,·eal t\ ,em; all tied Cil T<[ ~ 

"'e ag"i" ,[i~carded. Remaining no r, - l icd playNi (ir any) d,"w an,[ pla~e a C ral<· in 

ocder r,oru J,;g\, lo low Crew ,•"luc. I{ tl,ecc aw plilyers w!,o !,ave lied lwice aml 

110l ycld,osen"Crale1 uo 

ru, tl,c r c"rdsa,eplayed, 

in~lead, tl ,c~., playcc~ tak<• 

an,lplaceilCrate (rornli,e 

~lilckiuonl<•cfwm l,igl,esl 

lo lowes! m11uhc,e,l llol,[ 

Plo1ycr• now gain Coin tokens from tbc voyo1gc per tl,c following cargo ri,lcs: 

I .Gold: All players collect coi ns cq,,al to t l1cir tota l Gold valuc minus tl,c 

val11eof any ra t s sl1owing in tl,eir Hold 

2.Cannon~: All player• collcct coi ns cq11al to tbeir to to1I Cannons val11c min11s 

1),c lowest Co1nnon va l11e o1t tl,e to1\1lc (i .e .. tl,e player wi tb tl,c lowest vo1luc in 

Cannon• score• notl,i ng). For cxo1mple. if /1.·lichcle !rn s 13 Cannons, Ro\, lrns 12. 

o1 nd Cliris ho1s 3 (the lowest) . thcn Micl,clccollcct. !O coins, Rob 9 coins. and 

ChrisOcoins for Cannons 

1(c/,,.;,/,asll,clo..-esl 
, . .,/,,.,fo,Cannon•(3), 

l-fob~HoUcollcct.s9 
,;o 'r, 1 ·Cmm,, 

3.Contrahand: All player• gain coinsc<1ual totl1cir Contro1l,and vo1l11cexcept 

for t!,e player witl, tl,e higl,cst Contro1bo1nd vo1luc; t l1is player has their Contro1!,and 

sei7.ed !,y the Royo1l No1vy o1nd gains no coins for Contro1band. If two or morc 

playcrsarc t icdfor tl,c highcstContra\1andval11c. nonc of tl,oscplaycrs ;,corc• 

Contral,and 

/(CJ,,.;,/,..,tl,cl,;i,cst 

, . .,/,,.,fo,Con!rab,rnJ(/0), 

/,;,Ho"1col/cd,noco ins 

fmCont,.,l,.,.,d 

Ch,ii. ! lulJ 

4. Full Ship Bonu~: If a player l,as completely filled all t l1cir Hold spo1ccs wi t h 

cargo (no empty Hold spo1ccs sl,owi ng), t lwy get 8 bonus coins. Gold, Cannons, 

and Contra!rnnd prcprintcd on Holds arc considered filled spaces and providc tbc 

associatcd vo1lucs, \mt s1Mce• conto1i 11ing ro1h DO NOT co11nt for the pnrpose• of 

f11lfilling t l1c Full Sl,ip Ron11s. 




