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SEXTANT (orientation)

You‘re a pirate! ... A gentleman or lady of  “the sweet trade“!

Actually... A good-for-nothing of  the worst kind! 

So naturally you are keen on fat prey... Aye? 

How about a legendary emerald, as clear and pure as a mountain 

stream and as big and heavy as the thick skull of  an old drun-

kard? The enchanted gem stone „ALLWATYAWANT“. 

Legend has it that this gem is supposed to fulfil every wish. 

Tempting - isn´t? Of  course it is!

The aim of  the game is to rip this treasure under your dirty nails 

before someone else does. There‘s only the one or the other catch. 

On the one hand you still are on the wrong island and unfortuna-

tely you have to find a treasure map here first, on the other hand 

you have to collect 5 different building materials for a  proper raft 

in order to travel to the treasure island. However, the island won´t 

reveal neither the treasure map nor resources voluntarily. You will 

have to explore the island and find what you need or “acquire“ it 

otherwise. You will, good or bad, find much more than you like. 

The island holds innumerable dangers and adventures for you, 

which have to be conquered in order to leave the island. It goes 

without saying that also the deeps of  the sea are pretty deman-

ding too. Basically you could bathe in adventures. 

Apart from that... You are not the only scoundrel who is after the 

treasure and you will have to deal with your opponents in many 

different ways. You better leave moral considerations to the land-

lubbers.... Aye!!!????

May you always be in Fortuna‘s favor, sailor.!!!

CLEAR THE SHIP (game preparations)

First each player chooses a game figure and gets a 

PLAYER‘S TABLEAU on which the ITEM TOKEN and 

FORTUNA´S FAVOUR cards are collected. 

The (black) PENALTY MARKERS are also placed there to indi-

cate how many rounds a player has to pause. 

The (black) PENALTY MARKERS can remain in the packaging 

and are placed on the respective player‘s tableau if  required.

Then the GAMEBOARD is positioned in a place with enough 

space - tables or floors should be suitable for this... Savvy?

Now grab the 42 SILVER PIECES OF EIGHT. These are placed, 

face down on the game board, mixed and then randomly distri-

buted on the designated DISCOVERING FIELDS with the eye 

embossing on the MAIN ISLAND. 

You‘re dealing with pirates - so make sure none of  them will che-

at. This is also applies to yourself. 

Do the same with the 9 GOLD DOUBLOONS, not on the main 

island but on the TREASURE ISLAND. 

Spread the GOLD DOUBLOONS equally randomly on the desig-

nated fields, which together form a cross.
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CLEAR THE SHIP (game preparations)

The QUEST CARDS are always mixed within their 

4 CATEGORIES  and then put back in their cases. 

The 4 stacks are placed next to each other. 

The cards are left unseen by all players until they are 

pulled out of  their cases accordingly during the game.

The blue SEA EVENT CARDS do not have to be shuffled and can 

be placed next to each other at the beginning of  the game for all 

players to see.

Finally you build the PLANK (see instructions) and equip it with 

the 3 GAME STONES and place it within easy reach.
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CLEAR THE SHIP (game preparations)

BUILDING THE PLANK

RUM FAUNA VOODOO ISLAND



CLEAR THE SHIP (game preparations)

FORTUNA´S FAVOUR cards ( FFC )

All FFCs are shuffled together and placed as a stack on or next to 

the field. 

ITEM TOKEN 

You don‘t have to mix these. Well... You can...

But it makes no sense.

Now position the DUEL BOARD within easy reach and cut the 

12 DUEL CARDS into 2 stacks (yellow/grey). Each stack should 

contain 3 cards with horizontal sabres and 3 cards with vertical 

sabres. The 2 stacks are placed next to each other on or next to 

the DUEL BOARD, the yellow SCORE DISCS are removed from 

the pack when necessary.

SET COURSE (how to play)

START OF THE GAME / WHO STARTS? 
The youngest good-for-nothing or the one who is most likely to 

be seen as an orderly - or alternatively disorderly - pirate begins. 

The game is played clockwise or counterclockwise, depending on 

whether you are playing in the southern or northern hemisphere. 

(Meaning... The ship´s goblin doesn´t care)

GOING ASHORE
The first phase of  the game is the landing of  all players on the 

main island. To land on the Main Island, all players throw two 

dice in turn. The player with the highest number of  dice may then 

draw a FORTUNA´S FAVOUR CARD first and choose one of  the 

6 LANDING SITES which seems strategically most advantageous 

to him/her. 

(Only 1 player per landing place!). After that, the same applies to 

the player with the second highest number of  points, and so on. 

If  the same number of  eyes was thrown, the player who threw it 

first gets the preference. 

When all players have landed and are equipped with 1 Fortuna‘s 

Favor Card, the regular rounds will begin and you will search for 

the treasure map and materials for your raft. You will need to 

find a total of  6 items to leave the MAIN ISLAND. These can be 

found hidden under the 42 PIECES OF EIGHT, which you now 

have to navigate to one after the other. 

J. C. Friedrich´s
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QUICK START: Follow the steps
COURSE OF TURNS ON LAND

2. MOVE ! To each field within the number.
You can freely choose the direction in each turn.

( NUMBER OF EYES = RANGE OF MOTION )

Follow the instructions on the card. 
The Card remains active and in your 
possession until you have completed 

the Adventure.

5. END OF TURN5. END OF TURN

4. END OF TURN

A 
EMPTY FIELD

3. YOU END UP ON...

NOTHING HAPPENS !

A 
PIECE OF EIGHT

3. YOU END UP ON...

FLIP IT !

4. YOU´LL FIND EITHER...

< OR >

A 
CATEGORY ICON

Draw the corresponding 
Quest Card. 

and read them aloud !

AA A 
ITEM ICON
Receive the

corresponding
material token ! 
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4. DUEL

A 
FIELD WITH OPPONENT

3. YOU END UP ON...

YOU ATTACK !

A

look at (page 13)

VICTORY !
You may steal items 
from your opponent 
according to your 
score (max.3). You 
may freely choose 

what you want to rob. 
For 1 material

your opponent can 
let you draw 2 FFC 

alternatively.
 You may move your 
opponent by 6 fields.

DEFEAT !
Your opponent 
may rob you of  

items according to 
the score. 

For 1 item you 
can give your 

opponent 2 FFC 
alternatively.  

Your opponent 
moves you by 
6 fields of  his 

choice. 

The DUEL 
took place 

on a 
Quest Field 

or 
Item Field  

TIE 
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1. THROW DICE !
(regular with 2 dice)

QUICK START: Follow the steps 
COURSE OF TURNS AT SEA

2. MOVE ! It MUST be moved for the exact number.
You can freely choose the direction in each turn (forwards or backwards).

( NUMBER OF EYES = FIELDS TO BE DRAWN )

4. END OF TURN5. END OF TURN

4. END OF TURN

A 
EMPTY FIELD

3. YOU END UP ON...

NOTHING HAPPENS !

4. SEA BATTLE

A 
FIELD WITH OPPONENT

3. YOU END UP ON...

YOU ATTACK !

A

3. YOU END UP ON...

look at (page 14)

You take your opponent under fire with the 
on-board cannon. (The plank)

1 hit: Your opponent must pause 1 turn. 

2 Hits: Your opponent must pause 2 turns. 

3 hits: You have sunk your opponents raft and 
moved him back to the raft bay.

No hit: Now your opponent has the chance to 
defend himself  at the same conditions.  

You got three shots:

Certain FFCs can be used in sea battles also. 
I‘m sure you‘ll find it helpful.

1. THROW DIE !
(only one die)

Draw the
corresponding card 
and read it aloud !

3. YOU END UP ON...

A 
QUEST FIELD

Follow the instructions on 
the card. The Card remains 

active and in your possession 
until you have completed the 

Adventure.

8.7.

The SEA BATTLE 
took place on an 
QUEST FIELD...  



SET COURSE (how to play)

CATEGORY ICONS / QUEST CARDS

If  you encounter one of  4 CATEGORY ICONS 

( Rum, Fauna, Voodoo, Island ) you will have to draw the top card 

from the stack with the corresponding icon and conquer the re-

spective adventure. All information, tasks and their conditions can 

be found on the respective cards. This way you can also obtain 

items and bonuses or even influence the fate of  your opponents. 

The cards must be read audibly so that all players understand. 

The Quest Card will remain in your possession until you complete 

the adventure, indicating when you may continue your journey. 

Once you have finished the quest, the card will return to the bot-

tom of  its stack.

Discovered Category Icons  remain active. This means that 

they remain uncovered and can and must be entered again by 

each player, with the corresponding consequences. FFCs can 

be helpful in surviving the adventures.

SEA EVENTS

Even at sea you will encounter Quests Fields. 

If  you end up on one of  these, you will have to draw one of  the 5 

SEA EVENT CARDS according to the icon and endure the corre-

sponding adventure. 

Even at sea, FFCs can help you to master adventures.

SET COURSE (how to play)

MOVEMENT ON LAND

To move about, throw 2 dice (regularly) and then move along the 

paths within your range (number of  eyes = range). The direction 

can be freely chosen each turn. You have to move. (Unless you are 

still in an adventure from the previous round.)

If  you decide to land on an Quest Field/PIECE OF EIGHT, the 

movement phase is over, even if  there  are movement points (eyes)  

still left.

MOVEMENT AT SEA (RAFT) 

At sea, ONLY ONE DIE may be thrown, and it must be drawn for 

the exact number. The direction is freely choosable in every move. 

You may also sail backwards, but not backwards and forwards 

during a move. 

PIECES OF EIGHT/QUESTS/ITEMS

You will have to head for those, one at a time, in order to find what 

you need. If  you end up on a PIECE OF EIGHT, you may flip it 

over and you will discover one of  10 ICONS. 

There are 4 CATEGORY ICONS and 6 ITEM ICONS.

9. 10.



SET COURSE (how to play)

ITEMS & TREASURE MAP

If  you arrive at a ITEM ICON, you will receive the corresponding 

building material or treasure map and the corresponding ITEM 

TOKEN with which you equip your player´s tableau. If  you are 

the first to discover the yellow Item fields, you will also receive a 

Fortuna‘s Favor Card. (see Fortuna‘s Favor Cards)

Each player can only carry one item token at a time. Items 

that have been captured twice are returned to their stack.

ATTENTION: You may loose your acquired materials and the 

treasure map at any point in the game at any time. On the one 

hand by QUESTS / ADVENTURES or by your opponents them-

selves (see Duel) and then you have to retrieve them again. 

However, you can protect your belongings with FORTUNA´S FA-

VOUR CARDS and hand them in instead of  the material tokens.

Discovered Items remain active. This means that they remain 

uncovered and can and must be entered again by each player, 

with the corresponding consequences. You will receive the 

respective Item again.

11. 12.

LUMBER SAILCLOTH BAMBOO

ROPE FLAG TREASURE MAP

FIND THOSE:

FORTUNA´S FAVOUR CARDS (FFC)

You will encounter two types of  FFC in the game. On the one 

hand the STANDARD FFC (silver), which „only“ offer the stan-

dard features and which you can only play within your turn, on 

the other hand there are 8 different SPECIAL FFC (gold), which 

offer special features in addition to the standard features. You 

should always know which cards are available to you in order to 

use them tactically wisely and to your advantage. 

You can find the different features on the cards themselves. All 

cards can be very useful.

As mentioned earlier, you can lose your materials at any time. But 

if  you are in possession of  FORTUNA´S FAVOUR CARDS (FFC), 

you can alternatively exchange them instead of  your materials and 

or treasure map. 

On QUEST FIELDS, materials, the treasure map and FGK have 

the same value (are items). 

At DUELS a material/treasure map is worth 2 FFC. 

So if  you want to keep a material/treasure map, you must alterna-

tively let your opponent draw 2 FFC. 

You will receive FORTUNA´S FAVOUR CARDS if  you are the 

first to discover ITEM ICONS or through conquered QUESTS / 

ADVENTURES. Fortuna‘s favor cards will also help you to find 

the treasure at the end of  the game - if  you manage to keep them 

that long. The more the better. 

Attention: You can carry a maximum of  3 FORTUNA´S FA-

VOUR CARDS on land. You may briefly pick up additional 

FFC and choose which you want to keep. At sea you can raise 

to a maximum of  6 cards. Flotsam is very helpful here.

SPECIAL CARDS

STANDARD CARDS



DUELS

If  there is a tie at the end of  the first round (Fig. 5), the second 
round begins and both players pick up their cards again. Since 
player B was not blocked on his last move (fig. 5), it is his turn 
again in round 2. The player with the most points wins.  
The difference in points is the amount of  items the winner has 
captured or is allowed to steal.
The winner gets to pick his booty.
The loser can, however, let the winner draw 2 FORTUNA´S FA-
VOUR CARDS instead of  one item. (2x FORTUNA´S FAVOUR 
CARD = 1x ITEM TOKEN)
The loser is moved by the winner by 6 fields of  his choice.

Double captured materials and treasure maps must be re-
turned to their stacks and may not be kept. If  there is a tie 
after the second round, of  course both pirates are left empty 
handed. Special FFCs will help you to win duels also.

SEA BATTLES

Enemies can also be attacked at sea. If  you land on a field 
with an opponent you can attack him and have the possibility 
to slow him down or even sink his raft. The plank is used for 
this purpose.  (see p.15) 
You have three shots with the onboard cannon at your dispo-
sal:
1 hit:     The opponent must pause 1 turn.
2 hits:   The opponent must pause 2 turns.
3 hits:   You have sunk your opponent and moved him back to
            the raft bay.
No hit: Now your opponent has the chance to defend himself
            to the same conditions. (3 shot) If  the opponent doesn‘t
            hit either, the encounter has no consequences for both.

DUELS

As a pirate, you don‘t have a problem taking something from un-
der other people‘s butts. Especially not with other pirates. 
And this is how it works: You always have the possibility to move 
to an opponent‘s field to attack him or her and try to take up to 3 
of  his Items (alt. Fortuna‘s favour cards). You can do this even if  
you already own the items. This can offer strategic advantages. If  
your opponent doesn‘t have any items, you can‘t steal any... Lo-
gical, isn‘t it? Since you can‘t have any items twice, they go back 
to their stacks and your opponent has to see where he gets them 
again. 
However, your opponent can defend himself  and there is a risk 
that you may lose items yourself. 

Each of  the duelists now takes a position on one side of  the 
duel field and gets one of  the duel card stacks. A maximum of  
2 rounds are played. In each round, 3 attack cards are played per 
player. For each attack card, you must decide whether you want 
to attack horizontally or vertically. The attacker (player A) starts 
round 1 and places 1 card face down (fig. 1). The defender (play-
er B) now discards 1 card (not face down) (fig. 2). The attacker 
now reveals his card and it is evaluated. If  the attacker (player A) 
scores a hit, he receives a point (yellow disc) and may attack again 
as before. (Fig. 3) 

If  the defender (player B) manages to parry (block) an attack, 
the defender becomes the attacker (fig.4) and has the chance to 
turn the rudder around or at least to tie (fig.5). To parry (block), a 
horizontal attack must be countered with a vertical attack and vice 
versa (Fig. 4). 

As a pirate, you don‘t have a problem taking something from un-

And this is how it works: You always have the possibility to move 
to an opponent‘s field to attack him or her and try to take up to 3 
of  his Items (alt. Fortuna‘s favour cards). You can do this even if  
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TREASURE ISLAND / FIND THE TREASURE

After a journey full of  dangers and efforts you have finally reached 

theTreasure Island. But you don‘t have the treasure in your pocket 

yet. To flip over one of  the 9 doubloons and see what‘s under-

neath, you‘ll need to throw at least one 6. One doubloon may be 

flipped per each 6 thrown. You have one roll of  2 dice per round.

You will have your first attempt immediately after landing on the 

target field. 

However, if  you still have FORTUNA´S FAVOUR CARDS in your 

possession, you may immediately flip a doubloon, in exchange 

(back on the stack) for a Fortunas Favor Card, without having to 

throw a 6. However, only one card may be exchanged or one dou-

bloon flipped per turn. (except special card doublette)

Whoever finds the treasure wins the game. For the rest, there only 

will be nasty bones remaining.

You may no longer duel on the finish field. 

There you are safe from attacks of  the opponents.

WHAT ARE YOU WAITING FOR?? GET GOING...AYEE?

THE PLANK / SHOOTING 
Various Quests  send you onto the plank.

Depending on your task, you will have to hit the targets with the 

game pieces to win.

The game piece is positioned within FIELD 1 and pushed towards 

the desired target hole with an even movement and well-dosed 

force. (The plank is not a scratch ticket)

The piece must be released within FIELD 2, otherwise the shot 

will not be counted. Stones that have been shot remain lying, but 

may be played at to sink them.

Wish you a calm hand comrade! It may and in some cases must 

even be played over the boards.

Various FFCs can help you meet the goals.

RAFT BAY / SET SAIL

If  you arrive in the raft bay, you may immediately roll 2 dice again 

and try to reach a 6. If  you throw a 6, you may move the number 

of  eyes of  the second die. You must choose  one of  two courses. 

COURSE 1 is shorter but more dangerous, but also has more 

possible advantages. COURSE 2 is longer, less dangerous and has 

fewer possible advantages. If  you fail, you will have to try again in 

the next round. You now have 2 attempts with 2 dice per round.

On the raft bay field you are safe from enemy attacks. No 

duels are possible here.
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