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Betrayals, mutinies, boardings - unfriendly human faces

Blackbeard was one of the most famous pirates ofthel7th and 18th centuries.

It was November in the year of our Lord, 1717 and something unexpected happened. Blackbeard’s
fleet arrived in Nassau without its Commanderia few days ago. Some said he was killed during
abattleatsea, othersthathesailed withitrusted:imen tothide his vast treasure.

No one knows the truth except Blackbeard himself. Perhaps-it's not worth to be looking for answers
but one should simply seize thei opportunity.¢How. about trying<to take over the fleet?
Blackbeard’s legendarytreasure,hidden'somewheremearby, is alsonot to bedespised.

Then again, thingsaren‘t.going welllin'Nassau ezther ‘The pirates of the Flying Gang ruling it need
their famousleader.

Add to this the Ye Banished Privateers hangmg out in the pubs and taverns with their eyes streaked
withrumand dreams of glory, goldandpower, and it all leads straightto amassive brawl.

Drag your captain out of the tavern, mend your cord, makesure your pistols are primed and, with
a cautious ifslightlywobblystep, heudfor thelharbour.

Yourgoalisvictory andyouronly.allies willbe Your recrulted companions.

Theroadto the top will be strewn with Mtgtm_z_es and takmg control oftheabandoned fleet.
Gaininginfluence among the Elying Gdn‘gis"é_u;‘e‘l‘ygoing tolhelp:

Maybe you'll be the one to find thelegendaryitreasure .5

Conspire, plot, take what's yours andgiveititonoone!™ :

The game does not reflecthistoryandall the e/emenz‘s mc/uded m’e on/y mz‘ended fo prowde

a certain level ofenz‘erz‘ammem‘ noz‘/yzsz‘omcal rea[zsm : N

Publisher: Taberna Vagantis Publishing = https 3/ www _faceboo__k. Bomm/ Tab ernaVagantisPublishing

Game www: blf-game.com !
Autors: Andrzej Kozakowski i Mirostaw Talik" == y
~Collaboration: Ye Banished Privateers

English Translation: MartaJoanna'Staficzyk
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30 Rumand Gold
tokens

4 Pirate Trasure Chests

4 sets of Player pieces (4 colours):

- 14 Fellow starter cards (backgroundin aPlayer's colour) Pfiirst
ayer
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2 Sloops 1 JollyBoat 7 Petty Officers 15 Pirates

LFellow Gards are later called sxmpiy E{ni:
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Setup

0P1ace the Nassau board in the centre of the table.
@Place the 9 Ship boards around the Nassau board.
9 Place the Resource Bank (Rum, Gold) in an area

accessible to all players.

@ At the bottom of the Nassau board, create the Card
Shop by shuffling its deck and revealing the first
5 Cards into the appropriate spaces on the board. The
last field of the Card Shop is the space for discarded
Cards.

Choose your colour and collect starter sets in your
colour (14 Fellow starter Cards, 15 Pirate markers,

7 Petty Officers markers, 2 Sloops and 1 Jolly Boat).

@ Each Player places a Sloop cone on the 5th field of the
Treasure Map Track on Nassau (Zelescope).

Place the Players' Petty Officers Markers on the
starting fields::

— 3 Victory Tracks (Controlled Fleet Track @,
Treasure Map Track 9, Flying Gang Support
Track @ N

— 4 Venues Tracks (Marketplace, Merchant, Friends

and Tavern - @)
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0The first player is the one who was the last to sail the
ship or you choose at random. This player receives

a First Player Marker and a Mutiny Marker.

@ Starting with the First Player, place two Pirate Pawns
from your resources on any Ship Mutiny fields (you
may place both Pirates on one Ship or different S/_)z'ps).
The last Player places an additional third Pirate

Pawn.
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oln reverse order (starting from the last Player to the first),each Player chooses a Gaptain;oard @ !

@The remaining Players discard the starting Card with that name from the game. Only the Player
who has chosen a given Captain's board has a Card with his name in his deck.

9 Each Player secretly removes any of their Starter Cards so that they start the game with
10 Starter Gards.

In a 4-player game, each Player removes an additional 1 card, in a 3-player game — 2 cards, in a 2-player
game—3 cards.
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6 Each Player shuffles their deck of Gards @

9 Each Player takes starting resources into their private and places it to the left of th.elr Captain board
resources Starting resources @ and then draws 5 cards from it

- 1st Player - 1 Rum, 1 Gold These 5 cards will be available for play during the first
i ; Round. ‘

0 Leave a space for your discard pile G on the
right side of the Gaptain board.

- 2nd Player - 2 Gold,
- 3rd Player (in a 3+ Player game) - 1 Rum, 2 Gold,
- 4th Player (in a game for 4 Players) - 1 Rum, 2 Gold,

6 Players store their Gold in their Pirate Treasure
Chests in such a way that the amount of Gold they
haveis hidden from other Players @




Goal of thegame

You are a captain who, with the help of your fellows, wants to take over the power among the pirates after the
disappearance of Blackbeard. You will conspire against other captains, search for legendary treasure, instigate
mutinies and ship takeovers,and in your quieter moments, seek the support of your pirate brethren.

Your successes will be reflected by the position of your Petty Officers on the 3 Victory Tracks:

Treasure Map Track
(treasure hunt progress)

Gontrolled leet Track Flying Gang Track

(number of ships you have captured) (support of your pirate brethren)
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Gaptains

The board of the Gaptain you have
chosen, shows which unique skills you
possess.

Each Captain is different and has their ways
towin.

Details of each Captain are described in the
Pirate Almanac.
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Sloops and Jolly Boats

Sloops and Jolly Boats are pawns that Players send
to fields of Nassau or Ships to gain resources or perform
Actions from the target field.

At the start of the game, each Player has in their resources
available 1 Sloop and 1 Jolly Boat. When a Player's
Petty Officer reaches the Sth field of the Treasure
Map Track, the Player gets an additional Sloop
located there, which they will be able to use from that
point until the end of the game.

1 > Petty Officers
y

Petty Officers are a Player’s markers that indicate
y; how strong a Player's position is on each of the Nassau

Tracks.
Petty Officer

Pirates
Pirates are Player’s pawns that represent members of the crew.

They can be used to resolve Mutinies and search for Treasure,
among other things.

——

Officers r

An Officer is a Player's Pirate who, as a result of
a successful Mutiny has taken control of one of the
Ships of Blackbeard’s Fleet.




Player's Hand

Player's Deck

Discard Pile

Player's Deck

As the game progresses the Players have the opportunity
to acquire new Gards which they will use in the game.
Gards have different actions and abilities, so as the
game progresses, each Player's deck will become
increasingly different.

Each time you should, but cannot, draw a Card (and
only then) because you have run out of the deck, shuffle
your Discard Pile to create a new deck and continue
drawing Gards from there.

Each time you acquire a new Gard for your deck, place it
inyour Discard Pile.

During the game, Players may also have the option fo
remove Cards from their deck to get rid of cards that are not
very strong and as the game progresses, increase their chances

of picking up the stronger Cards acquired.

' the Man ual theimportance ‘ofithe content
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Niels reminds us
of the Golden Rule
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The game lasts for a maximum of 9 Rounds. Each Round
consists of the following phases:

1. Start of the Round =
2. Player Turns aptain” o eRequlred number of S

3. Ship Mutiny - 2SRl g l:l‘ilvour(si to purchase
this car

Anatomy of a Fellow Gard:

1. Start of the Round ; ! ) ‘ gFreeAction Bonus
The Player holding the First Player Marker R R 9 Sailing Icons

selects a Ship by placing the Mutiny Marker. 9 F e
avours provided by

He may only selecta Ship on which there is notyet E— this card
an Officer of either Player. ‘

K ; Bonus or available ‘
In this round, a Mutiny will break out on that Ship. Mission of the card

|
-

@ Card name
@ Card number

2.Player Turns

Starting with the Player holding the First Player
Marker, Players take their Turns in a clockwise
direction.

In their Turn, a Player must choose one of three
Options:

. Sailing (Sending a Fellow to the Action Field)

« Fellow's Mission (Performing the Mission
[from the Fellow Card)

*  Fold and Purchase Gards

The Player may also perform any number of
Free Actions.

A Free Action consists of discarding a Card
in exchange for the resources shown on the field

with the red lightning bolt (see Fellow Card
Anatomyg)




Sailing (Sending a Fellow to an Action Field)
To Sail:

1. Select alocation to which youwant to Sail,

2. Play a Card from your hand with a Sailing icon that matches
theicon of the place you are Sailing to,

Place your Jolly Boat or Sloop pawn on an available Action Field,

4. Perform the Action of the field on which you have placed the Jolly
Boator Sloop,

5.Move the played Card to YOUR discard pile.

SAME Sailing icons

Sailing Rules:

- Jolly Boats and Sloops have their specific places on
each Action field (i Nassau and on each Ship, a pawn
outline);

Each of these spaces can hold only ONE pawn;

If the Ship Action field is empty, you can place both
a Jolly Boat and a Sloop on it (only on a space
corresponding to the shape of the pawn);

If the Ship Action field is occupied by any Player's
Jolly Boat (e¢ven yours), you may only place a Sloop on

i

You can only place a Sloop on the Nassau Action

field,
If the Action field (Ship and Nassau) is occupied by

any Player's Sloop, you cannot place any pawn there

this Round;

You cannot place a Jolly Boat or Sloop on the Action
field and not perform that Action.

Incorrect

Some Cards provide a Sailing Bonus.

=" You consider the bonus after you have performed the
= _ entire Ship Field Action.

V' On the Cards, the Sailing Bonus is indicated by an icon of an

exclamation mark on a blue background.

Example of a Gard's Sailing Bonus




Ship Actions

The Ship Action field may contain several
options separated by a diagonal line.

You can only perform one of them!

——

Adding Pirates

If an Action allows you to add
a Pirate, you place your Pirate
pawn to the Mutiny Field of any
Ship.

Anatomy of a Ship board:
oName of the Ship
eRequired Sailing icon
eMutiny Field
e Ship Action Field
6 Space for a Jolly Boat

GSpace for a Sloop
eOfﬁcer's Field

6 Flying Gang Track Award
0 Control Field

Nassau Actions

There are 4 Action Fields on the Nassau. Each of
them is located at one of the 4 Venue Tracks
(Marketplace, Merchant, Friends, Tavern).

o Place your Sloop pawn on one of the free fields of the
Venue Tracks.

9 Move your Petty Officer standing on that Venue
Track one field to the right.

9 Colect everything from the Field to which you
moved your Petty Officer.

——
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Moving Pirates

If an Action allows you to move
a Pirate, you may move the
Pirate of anyPlayer between
any Ship Mutiny fields.




Fellow's mission

Some Gards have a field allowing them to perform
a Mission.

Missions are performed without using Jolly Boats or
Sloop pawns.

o perform a Fellow’s Mission:

- Play a Fellow Card that has a Mission field (¢
white background of the bottom part of the Card),

Consider the effect of the Mission initsentirety, Example ofasGardis'Missiol Field

Discard the Card to your Discard Pile.

Bonus of a Gard that conforms to the Gaptain board
A Gard conforming to the board of the Gaptain

you have chosen gains special abilities.

You can play this Card in one of two ways:
0 Asaregular Card,
9 Using a special ability from the Captain board.

Each Gaptain provides unique abilities. A detailed
description of each Gaptain board can be found in
the Pirate Almanac.
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asxc rules of the game
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Folding and Purchasing Gards

When you can't or don't want to perform the Sailing
option anymore, or the Companion Mission, you must

Fold.

You still receive Benefits from the Ship Control Fields.
Whenyou fold, perform the following steps:

1. Transfer the First Player Marker,

2.Take advantage of Free Actions,
3. Buy new Gards,
4. Refresh your Hand.
1. Transferring h
theFirstPlayer Marker
A. If you Folded, take the First Player Marker. It will
stay with you until the end of the next Round.

B.Ifyou Folded and have the First Player Marker, put it
in the centre of the table.

C. If the First Player Marker has changed hands, the
other Players skip the First Player Marker Transfer.

N,PIJYER AY EVER

2.Taking Advantage

of Free Actions
When you Fold, you can also perform Free Actions by
discarding any number of Cards to acquire the resources

they provide (boxes withred lightning).

Before purchasing Gards,
perform the bellow ONGE:

- discard X Rum to discard X Cards from the Card
Shop,

or

you can

- discard 1 Gold to discard any number of Cards
trom the Card Shop.

Cards discarded in this way go to the Card Shop
Discard Pile.

If you have done so, fill the empty spaces in the
Shop with new Cards.

T e

3. Purchasing Gards

Uncover all the Cards remaining in your hand and add

up the number of Favors they provide (green values on the
bells).

The cost of purchasing a Card is located in the upper
right corner (red number on the bell).

You can buy as many Cards as you like, provided you
have enough Favors.

You can divide the Favors among several Cards you buy.
Unused Favors are forfeited.

Purchased Cards go to your Discard Pile.

— S

If the Card Shop Deck has run out, shuffle the Card
Shop Discard Pile to create anew Card Shop Deck.

If a Gard is taken from the Shop,
immediately refill the Gard Shop by adding
a new Gard to the empty field.

At all times during the game, 5 cards
should be visible face up in the Gard Shop.

Some Cards provide a Purchase Bonus, which adds

additional Favors when you purchase Cards (green
background at the bottom of the Card).

If you want to use it, declare it before purchasing Cards,
saying whatyour final amount of Favorss.




4. Refreshing your Hand
1.Discard all your unused Gards to your Discard Pile.

2.Draw 5 Gards from your Deck.
If your Drawing Pile is empty, shuffle your Discard Pile to create

anew one and draw untilyou have 5 Cards in your hand.

A player proceeds to Purchase Gards. They do not want to spend
Rum/Gold to refresh the Card Shop.

The player has 4 Favors (2 on the Jens card and 2 on the Nameless Peter card).

He can get additional Favors by using the Nan "Eye" Fortelle card ability,
which will provide the number of favours equal to the number of discarded

Gold.

A player wants to buy a Blackbeard card with a cost of 7 Favors. To do so, they
declare to discard 3 Gold to buy the 3 Favors they are missing with the help of
the Nan "Eye" Fortelle card.

Immediately after the purchase of the Blackbeard card, another card from the
Shop Card pile is added to the emptied space. This is the Woman with the
Letter card with a cost of 5 Favors. The Player has no more Favors, and there is
no Card with a cost of "0" in the Card Store, so the Player finishes buying
cards.

—

Gard Shop after purchase:
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3.Mutiny on the Ship
When all Players have folded in this Round, a Mutiny
breaks out on the Ship:

1. A Mutiny breaks out on the Ship with the
Mutiny Marker.

. ONLY Players who have Pirates on this Ship take
partin the Mutiny.

. Each player taking part in the Mutiny secretly
decides how much Gold they want to spend on
bribing the crew of this Ship, hiding it in their hand.

. Players simultaneously reveal the Gold hidden in
their hands.

. The Mutiny is won by the player who has the most
Piratesand Gold combined.

. All Players discard the Gold used in thisMutiny.

. Players who lost the Mutiny remove half of the
Pirates (rounding up) from that Ship (Pirates return
to the Player pool).

If several Players are tied for having the same highest
Pirates and Gold total, the Player who has more Pirates
on that Ship wins.

If there is still a tie, the Player with the First Player

Markerwins.

If the First Player did not participate in this Mutiny, the
tied Player closest to them on the left wins.

=" EXGEPTION 3|
l — ‘Mutmy withoutPirates | -
eIf ‘there are no pirates on the th[i‘durmg :
a Mutiny, the Player with t 3
b _.;st Elayer flarker wins the Mutmyfw |
fs 5 _,He places a Pirate.from-hisiPool =~ ' _
— ._onfthe Offxcer sfield— -
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Winning the Mutiny
Playerwhowon the Mutiny:

— Places one of their Pirates participating in the
Mutiny in the Officer's field on this Ship.

This Pirate pawn will remain in the Ship's Officer 1
Field until the end of the game, permanently reducing
the pool of available Pirates for this Player.

— Moves his Petty Officer one field forward on the
Controlled Fleet Track,

— Advances their Petty Officer on the Flying Gang
Track by 1 or 2 fields, depending on the reward on

the Ship,

— All remaining Pirates of the Player who won the
Mutiny are returned to their pool.

One Mutmy per. Ship

A Ship on which a Mutmy .

_has been performed w:ll never .
- qundergo another Mutiny =

— S

3 durmg\that gamgf\

Gontrol Field

A Player who has their Officer
on the Ship can use the benefit
of this Ship's Control

Field.

They can collect this Benefit
whenever any Player
(even them) uses this

Ship's Action.

Glean-up after the Mutiny
All unlocked Sloops and Jolly Boats are returned to their availability pool.
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Example of the Ship Mutiny on St. Kitts Smuggler

The Green Player has 4 Pirates, the Orange Player
has 3 Pirates.

Both Players secretly bid using their Gold.

The Green Player bids 0 Gold, and the Orange
J‘Prayer bids 3 Gold.

The power comparison is as follows: Green Player 4,

and Orange Player 6.
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The Mutiny on this Ship was won

LR

St. Kitts Smuggleg

Winner (Orange Player):

0 Advances their Petty Officer 1 field on the
Gontrolled Fleet Track,

@ Advances their Petty Officer by 2 fields on
the Flying Gang Track,

9 Promotes one of the Pirates who participated in
this Mutiny to Officer and places him in the
Officer Field ofthis Ship.

The winner is entitled to benefit from this Ship's
Control Field (every time anyone uses this Ship's
Action, they will receive 1 Rum),

6 They move the remaining 2 Pirates to their pool.
> 4
Loser (Green Player):

@ They move 2 Pirates to their pool (half of 4,
rounded up).
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End of the game
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A game of Blackbeard's Lost Fleet lasts 9 full Rounds (9 Mutinies) unless one of the Accelerated Game End

conditions is met oran EPIG GAME END occurs.

Accelerated Game End - Finding Blackbeard's Treasure

If any Player's Petty Officer reaches the 15th field on the Treasure Map Track
(16th for 3 Players or 17th for 2 Players), this is the last Round of the game. The Player's Petty
Officer always stops on the field that triggered the end of the game.

The game round is then played until theend, including the Ship Mutiny.

If any Player's Petty Officer reaches the 12th field on the Flying Gang Track, this is

the last Round of the game.

The game Round is then played until the end, including the Ship Mutiny

| o,f Players) and the addxtxonal-pomts are lost

—3 N

Scoring:
Summarize all your values indicated by the position of your
Petty Officers on:

—Gontrolled Fleet Track,
—Treasure Map Track,
—Flying Gang Track.

Addrthe remaining resources (Rum and Gold) to your score at
a 3-for-1"ratio, rounding down (each full 3 resources gives
" 1 additional point, fractional values are not added).

ThePlayer who scored thehighest sumofpointswins

In case of a tie, the Player with the highervalue on the Controlled
FleetTrack wins.

Ifthere is still a tie, Players share the winnings.

Scoring Example

2Points
TOTAL: 4+11+10+2 = 27 Points
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EPIC
GAME
END

The Player who,’after theend of the thp Mutmy,

has/gained control of S'Ships!
(6:Shipsin a game of 3Playersjor 7 Shipsina game of 2 Players),

xmmedxately EPICALLY wms the game

The game ends

| -_;__;_;;L_e-.here is only one winner.
There are no second or subsequent places |




resources: Rum and Gold

ships:
Jolly Boat and Sloop

summon
discard a Gard

place a Pirate to
A tiny field Ramp draw a Gard from Your
If discard pile

move any Player's Pirate

to any Mutiny field

remove THIS Gard
from the game

choice EITHER/OR

discard the crossed out
X times

replace

doesn't work on Nassau
amount of Favors

when purchasing Gards

immediately obtain any one Gard score 1 point
from the Gard Shop without PN\ on the Treasure Map Track
paying its cost i

score 1 point
any Player on the Flying Gang Track




