
FORTRESS
encounters are the worst! The 
army sends your ship back 
home to Pirate’s Cove! 
Note: this island can extend the 
game length. Remove one or both 
of these tiles during setup if you 
want to shorten the length of play. 

CROCODILE,  GHOST SHIP and  OCTOPUS
are scary islands that force you to retreat.

HIDDEN TREASURE
reveals the treasure 
needed to win Game 
Two (1 tile).

THE MYSTERY ISLANDS
(All these islands have 2 tiles each,  

except where indicated.) 

Some islands are home to 
scary monsters and enemies 
who force you backwards on 

your journey. Other islands are 
friendly, sending you forward. 

But don't be fooled – being 
helped isn't always a good thing, 
and falling back can sometimes 

bring the best of luck!

All content under license to Outset Media Corp. ©2018 Red Glove di Dumas Federico. Author: Federico Dumas. Illustrator: Guido Favaro.  
Cover scroll: 123rf.com/profile_bomg.  •  Outset Media Corp. 106-4226 Commerce Circle, Victoria BC, V8Z 6N6  •  Made in China. Fabriqué en Chine.

TURTLE
island is a sea of 
calm. Lie your ship 
down. On your next 
turn, stand it back up 
instead of rolling.

LUCKY PARROTS
flap you forward 
to the player in the 
lead. If you already 
are the lead player, 
move forward 1 tile.

TROPICAL, VOLCANO, TROPHY and ROCKY
are islands where nothing much ever happens (4 tiles each, 3 tiles for Rocky Island).

RAINBOW PONY, BEACON and MYSTERY MAP 
happily move you forward.

PIRATE ALLEY
where the winds 
are with you. Take 
another turn.
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SEA DRAKE
blows you back to 
the player in last 
place. If you already 
are the last player, 
move back 1 tile.

THE PIRATE ISLANDS
These 2 tiles are placed at the start and finish 

positions when setting up each game.  

PIRATE'S COVE
always starts off the 
route through the 
Mystery Islands.

TREASURE ISLAND
is the winning tile 

placed at the end of 
each sea route.

Avast, ye plundering pirates! 
It’s a race through the Mystery Islands to claim the Treasure Chest. Watch for 

menacing monsters that will set ye back, hope for friendly critters that will help 
ye forward, all the while keeping a wary eye on yer rival sea dogs. May the wind 

fill ye sails, and gold fill ye cargo hold. Heave ho and away!

CONTENTS
6 Wooden Ships, 1 Treasure Chest, 1 Die,

40 Tiles (38 Mystery Islands + 2 Pirate Islands)

+
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This Mystery Island is only 
used in Game Two

These Mystery 
Islands are only 

used in Game One

This Pirate Island  
is the starting tile This Pirate Island 

is the winning tile
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GAME LEVEL ONE            BUCCANEER BOUNCE

How to Play
The player who does the best pirate impression goes first. 
Play then proceeds clockwise.

On your turn, roll the die and move your ship forward 
the indicated number of tiles. If you land on a new tile 
(face-down tile), flip it over. You can also land on a tile 
already flipped over. Either way, do what is indicated on 
the tile.

If the tile requires no action (i.e. Nothing Happens) your 
turn is done.

If the tile indicates an action, move your ship as 
indicated. Repeat the process again for your new tile. 
Continue until you land on a tile requiring no action 
(i.e. Nothing Happens) or you return to a tile you have 
already landed on this turn (this is important, because it 
prevents you from being caught in a continual loop). 

Example 1

The first player to reach Treasure 
Island wins the game and the 
loot! A player doesn’t need 
to roll the exact number 
to land on the Treasure 
Island tile.
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Objective
Be the first pirate to navigate the winding sea route and 
reach the Treasure Island tile.

Set Up
Place the Hidden Treasure Island tile (the island with the 
golden sunset) back into the box – it will not be used in 
this game. Pirate’s Cove is the starting tile – place it where 
you would like to begin your sea route. Treasure Island is 
the ending tile – place it where you would like to end. 

Shuffle the remaining tiles and then lay them face down, 
creating a winding sea route connecting Pirate’s Cove to 
Treasure Island (making sure the route is clearly defined). 
Place the Treasure Chest game piece on the Treasure 
Island tile. Each player chooses a ship and places it on 
the Pirate’s Cove tile.

Yellow Pirate is on Trophy Island. Red Pirate is 
3 tiles ahead on Rocky Island. Yellow rolls a 2 
advancing to Crocodile Island. She must now move 
back 1 tile to Lucky Parrot Island. This moves her 
forward to join Red Pirate (the lead player) on 
Rocky Island, ending her turn.

Red Pirate rolls and moves forward 1. He lands 
on Beacon Island. This sends him forward 1 tile 
to land on another Crocodile Island. Red must 
now go back 1 tile, returning to Beacon Island 
where he stops. Red has already been to Beacon 
Island on this turn, so his turn ends.

4

Winning the Game

GAME LEVEL TWO            TREASURE CHASE

How to Play
The player who does the best pirate impression goes first. 
Play then proceeds clockwise.

On your turn, roll the die and move your ship the 
indicated number of tiles. For the most part, this game 
plays similarly to the first game. But unlike Game 
One, players can choose to move FORWARDS or 
BACKWARDS. Tile “actions” still apply regardless of the 
direction the player is moving. 

The first player to land on the Hidden Treasure Island 
tile collects the Treasure Chest game piece. But being in 
possession of the Treasure Chest does not necessarily 
mean you win! You must now escort the Treasure Chest 
to Treasure Island located at the end of the route (keep it 
beside your ship as you move). Until a player reaches the 
end, the Treasure Chest can be stolen by other players.

Battling to Steal the Treasure Chest
If a player lands on (or passes over) a tile occupied by 
the pirate with the Treasure Chest, they can attempt to 
steal the chest. The challenger must first complete all the 
actions on their turn BEFORE starting a battle (i.e. there 
is only ever one battle in a turn). Each player battling 
over the Treasure Chest rolls the die. The highest roll 
wins the Treasure Chest (in the case of a tie, the defender 
wins the battle and keeps the Treasure Chest). 

Play now moves clockwise. If the next player just LOST 
the Treasure Chest, they CANNOT immediately start 
another battle, because they must move first. Also, if the 
pirate in possession of the Treasure Chest lands on (or 
passes over) an occupied tile, there is no battle.  

Objective
Be the first pirate to navigate the winding sea route and 
reach the Treasure Island tile, while in possession of the 
Treasure Chest game piece.

Set Up
Place both Fortress Island tiles (the islands with the 
pink sunset) back into the box – they will not be used 
in this game. Set aside the Hidden Treasure Island tile 
(the island with the golden sunset). Pirate’s Cove is the 
starting tile – place it where you would like to begin your 
sea route. Treasure Island is the ending tile – place it 
where you would like to end. 

Shuffle all the remaining tiles and then randomly remove 
5 tiles from the game. Separate the remaining island tiles 
into 3 roughly even stacks. Shuffle the Hidden Treasure 
Island tile into the second stack. Starting with the first 
stack (and continuing with the second and third stacks) 
lay the tiles face down, creating a winding sea route 
connecting Pirate’s Cove to Treasure Island (making sure 
the route is clearly defined). Each player chooses a ship 
and places it on the Pirate’s Cove tile.

Example 2

Winning the Game
The first player to reach Treasure Island in possession of the Treasure Chest wins the game! 
A player doesn’t need to roll the exact number to land on the Treasure Island tile.

Yellow Pirate has possession of the Treasure 
Chest. On Blue Pirate’s turn, he rolls a 3 and 
chooses to move forward, passing Yellow Pirate 
to end up on Turtle Island. Even though he will 

miss a turn, he still gets to battle Yellow for 
the Treasure Chest because he passed her 

on his turn. Battle then commences! 
Yellow puts up a good defense with a 
roll of 4, but Blue rolls a 6 and claims 
the treasure for himself!

Later in the game, Red Pirate who has the 
Treasure Chest finishes his movement on a 
tile with Blue Pirate. No battle ensues because 
Blue has to move BEFORE he can battle. 
Blue rolls a 2 and chooses to move forward, 
revealing Octopus Island, which sends him 
back two tiles, returning to the tile that Red 
is on! He can now battle for the 
Treasure Chest because he 
has finished his move. 

Example 3
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