The Adventure Begins

an advenfurous expansion for 1-4 players
aged 8 and up by Alexander Pfister

INTRODUCTION

The adventure begins and you are in the thick of it! Five chapters full of surprising twists and turns take you
deep into an adventurous story. Do your appointed tasks on time to avoid making new tasks more difficult.
You will only learn how to proceed once you have successfully completed the current chapter. What are you
waiting for? The adventure begins!

COMPONENTS

(Nute; Do not shuffle the cards until you are told to do so! Follow the instructions in the game setup. I

120 Cards, comprised of

5 double-sided Character Cards with different characters on the front 4 Crown Cards 1 Overview Card Cooperative Victory
and back - each with its own special ability and the number of coins (double-sided, card number 9)
received to begin the game.
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Special Ability
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39 Playing Cards that will be shuffled into the Playing Cards from the base game over the course of the 20 Woaoden Cubes
5 Chapters. These consist of Ships, Persons, Expeditions, and Tax Increases. 20 Markers, 5 in each color

Card
Number

Front Side Back Side

16 Event Cards that form a separate deck.

There are 13 Event Cards with the number 0 constituting
the base deck.

Event Icon

Card
Number

Event Text
The card with the The card with the The card with the number 3
" number 1 is added for number 2 will be used replaces the number 2 card
Front Side Bicksids solo and 2-player games.  in (almost) every game. in the variable competitive

game (see page 3).

55 Story Cards (including book cover & 4 Chapter Cards)

Front Side: The story is told here. There are also instructions for which Back Side: Tasks to be fulfilled are shown here as well as information on
new Playing Cards must be shuffled into the deck. the requirements for the next Story Card.
Tas.k icon for variable

campetitive game with

5to Icon for
@ = Card Cooperative Play |§u i i
o0 New Playing Cards Number t..; Information for the
§ to shuffle in il next Story Card
.8 Icon for THE B Card
o Competitive Play L : 5 Nt
Front Side: Story Back Side: Task

Each chapter consists of card numbers assigned by a series (cards 10 - 17 for Chapter 1, cards 20-28b for Chapter 2, etc.). The End-of-Chapter Cards are all'in
the 60 series (card 61 for Chapter 1, card 62 for Chapter 2, etc.). Between the chapters you will find unnumbered chapter title cards that show the chapter
number and title on the front side and a summary of the story so far on the backside (to make it easier to pick up the story between game breaks).
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Note: You will need the Playing Cards from the Port Royal base
game to play Port Royal — The Adventure Begins. This expansion
allows you to play with a maximum of 4 players. (The Expedition
Card used only for a 5-player game is not needed.)

Shuffle all Playing Cards from the base game and form a face down
draw pile. Leave room for a faceup discard pile.

Place the new Playing Cards from this expansion on the edge of the
playing area without shuffling them. The Story Cards will tell you
when you need to shuffle these cards into the draw deck.

Randomly deal each player 1 Character Card. Players freely choose
which side of the card they want to play and place it with that side
faceup in front of them.

Alternative selection of Character Cards: Determine a start player and let
the player to his right choose 1 of the 5 Character Cards te play. In counter-
clockwise order, the remaining players each choose a Character Card with
the start player choosing last: Players freely choose which side of the card
they want to play with and place it with that side faceup in front of them.

Return remaining Character Cards back to the box.

Now take the number of coins indicated on your Character Card
from the draw pile. In addition, each player takes 1 Crown Card
and 5 wooden makers in the color of their choice. Place 4 markers
on your Character Card (1 on the door and the other 3 on the 3
windows) and place the remaining marker next to your Crown Card.

Next, create the Event Deck. First, shuffle the 13 Event Cards with
the number 0. Depending on the number of players and the chosen
game variant (competitive, i.e. against each other, or cooperative,
i.e. together against the game), draw the following number of Event
Cards facedown:

_1-Player 2-Player . 3-Player = 4-Player

Cooperative ' 1 2 3

Competitive 3 4 4

For 2-player and solo games, shuffle in the Event Card with the
number 1.

These 2-4 cards now form the facedown Event Deck.

Now put card number 2 Month’s End under the facedown Event
Deck. Place the Event Deck next to the draw deck leaving room for a
face up discard pile. Return the card with the number 3 back to the
box. Place any remaining Event Cards with the number 0 facedown
on the edge of the playing area, as you will need them later.

Return the overview card “Cooperative Victory” back to the box if
you are playing competitively. If you are playing cooperatively, you
will need it very soon.

Now there should only be a deck of Story Cards with a book cover
card on top remaining. Never shuffle this deck!

In subsequent games, you may leave Story Cards for completed
chapters in the box. In this case, the Chapter Card for the next
chapter should be on top of the stack. Now the adventure begins!
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t Port Royal — The Adventure Begins 1s comprised of 5 consecutive chapters. Each game session consists of exactly one chapter. J

Basics for a good start in the adventure

Start by reading the Chapter Card (or, for the first chapter, the card
with the book cover.) This card contains the title of the chapter and,
beginning with the second chapter, you will find a summary of what
has happened so far on the back of the card.

Immediately afterwards, read the first Story Card (card 10 for Chapter
1). The start player should read these aloud and then shuffle
the indicated Playing Cards into the draw deck. The icon on
the right always tells you which cards and how many must be
shuffled in. (It is best to add the new cards into the deck at
different points and then shuffle them thoroughly).

Then, turn the Story Card over and place it in your playing area to
reveal your first task. (After you read the story, you must always turn
the card over. This icon [ will remind you.)

If you are playing cooperatively, take card number 9 now, which
summarizes the victory conditions for each player count (indicated
by the number of hats) en the left and right hand sides of the front
and back of the card. Take the edge corresponding to your number
of players and tuck Card 9 under the left (-
side of the first task of the chapter so that | o
you have the relevant information to the |*
left of the task card. (Details on the victory |=
conditions can be found in the section |3
Game End on page 3)
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In order to successfully complete chapters you must, among other
things, complete tasks.

Tasks

You may always complete tasks as an active or inactive player
whenever it is your turn to act. Each player is allowed to complete
each task only once. In order to complete a task, you must

¢ return the indicated number of items to the discard
pile, if there is a minus in front of the number on the
card (Ares Pirates, Coins, Books of Ritual, etc.)

+ otherwise simply have the items in your personal
display (Persons, Swords, etc.).

If you complete a task, place 1 marker from your Character
Card on the square box below the window on the right side
of the task.

You must always take the leftmost marker from your Character
Card. The first marker is the one on the door. If you fulfill your first
task, you will enable your character’s special ability (a) ({see the
appendix on page 4). Fulfilling your second task reveals the trophy
(b) that is of critical impartance for victory in
the competitive game (see page 3). Fulfilling
the third and fourth tasks gains 1 and 3
crowns respectively (¢, d). (See the next page
for details on crowns). No one can fulfill more
than 4 tasks.

If you are the first to fulfill a task, you sometimes
receive a small reward in the form of 1 or 2 coins (e)
(and in one case, 1 crown). In addition, with some tasks
you can receive 1, 2, or 3 crowns (f) that are displayed
below the wooden board.

All other players that fulfill this task later can only

receive the last reward, the crowns displayed below the wooden
board.




" Crown Cards

\When you receive or return crowns, move your marker on the Crown
Card to reflect the gain or loss. The track starts at the bottom lef
(at the foot of the throne). When you gain crowns, advance your
marker to the hext adjacent field(s) accordingly. In order to return
crowns, you must have at least as many crowns as you want to
return. Move your marker backwards down the crown track by the
number returned. Crowns provide a new alternative for gaining
victory points (up to a total of 6). Throughout the game, always add
the victory points from the last shield whose (corresponding) field
you have reached or surpassed to your total victory points. (As soon
as your marker reaches the first shield’s field, you add 1 victory point
to your total score. Once your marker reaches the field with 2 victory
points, add 2 points to your total score, instead, and so on. If you
return crowns, your victory peints can also be reduced)

Turn Seguence

As in the base game, a turn in this expansion consists of the 2
unaltered phases: Phase 1: Discover and Phase 2: Trade & Hire.

However, these 2 phases are now preceded by the following step:

Reveal 1 Event Card

The active player's turn now begins by revealing the top Event Card
from the Event Deck and reading it to all players. The event must
either be executed immediately or in the phase specified. Discard it
to the Event Deck discard pile after execution.

The last card in the Event Deck is a special event - Month’s End.
It triggers the Month's end effect for the most recent task. This
will continue the story and brings a new task into play, sometimes
depending on your success.

What needs to be done is specified in the lower half of

the last assigned task card as shown next to the hourglass
icon.

If a brown card with number and question mark is shown,
check if at least 1 player has completed the indicated
task. If so, read the Story Card with the number next to
the green check mark.

If none of you have completed the required task, you
must read the Story Card with the number next to the
red X. This new task will be more difficult.

will always kno-.\ W h!cn 'ask is Lhe most recent.

If a fist or handshake is shown next to the hourglass, follow the
instructions for the fist % if you are playing competitively or for the
handshake 55 if playing cooperatively.

Finally, discard the Month's end card to the Event Card discard pile.
Then, flip the discard pile over without shuffling it to create a new
Event Deck. Randomly draw a new Event Card with number 0 and
place it on top of the new deck. The next active player will start by
revealing this event.

New Ships: A 6" Color and Items

The Ares Pirates represent a new, sixth ship color. If there are 6 ships
of different color in the harbor display, the active player may take
4 cards from the harbor.

In addition, all ships in this expansion carry items: the Ares Pirates
carry either the Book of Rituals or Medicinal Herbs. The other 5 ship
types carry either Bread or Rum.

If you take any of these ships in Phase 2, you always have 2 options:

= Take the coin or, in some cases, the crown, and then place the ship
in the appropriate discard pile. (For the coin, take 1 card from
the draw deck as usual, and-for the crown, move your marker
forward on your Crown Card).
OR

s Put the ship card in your personal display. You now have this item
that you can use later for a task, an expedition, or the innkeeper,
or an Ares Pirat to discard as required by many tasks.

Important: In both cases you receive 1 additional coin if you have
a trader of the ship's color (or a captain, priest, or settler frem this
expansion) in your display.

For further information on cards from this expansion consult the
Appendix.

In the cooperative game, the game ends immediately during the
Month’s End as soon as the hourglass icon directs you to Card 9. To
be successful, you must have fulfilled the conditions stated on card 9:

- Each task must have been fulfilled by at least 1 player.

- Altogether, you must have placed at least as many markers on the
tasks as indicated on the conditions list.

- Altogether, you must have collected at least as many victory points
as indicated on the conditions list.

If you have completed all of these conditions successfully, take the
Story Card with the number next to the green check mark and read
the end of the chapter aloud. You can start your next game with the
next chapter. (At the beginning of the next game, leave all of the
completed Chapter Cards in the box).

If you did not succeed, you will need to play the chapter again. In
this next game, you can begin with 3 additional coins in total. Decide
together how to best divide the coins among the players. For each
additional failure within this chapter, you will receive 3 additional
coins for the next game. After 3 failures, you will have 9 coins to
distribute to the players according to your group decision. Once you
have successfully finished the chapter, start the next chapter without
any additional coins!

The crowning achievement for a successful cooperative adventure is
to play through all 5 chapters one after the other without a single
defeat.

tmpﬁ y : . - can
win unless they have the trophy available. For this reason there is
a checific Month's Fod "‘f‘urg'afs ef‘fectﬂtba’f 'Ic,.;v ,("u

and
the Crown Card. In case of a tie, the tied player with fewer markers
left on their Character Card wins. If still tied, the tied player with the
most coins wins.

wins. Victory points mc!ude pomts from persons expeditlens.

You may then begin a new game with the next chapter.

Important: Prior to the next game, prepare the game as described in
the Game Preparation section. Any Playing Cards that were shuffled
in with the base game Playing Cards remain in the draw deck; do not
sort them out after a defeat or win (unless you want to play the base
game without this expansion). These Playing Cards may still play a
role in later chapters.

Variant: The Variable Competltwe Game

Have you already completed
continue to play as fol haws (!ea
deck):

coins, There are no other { ha ge



Character Cards

As soon as you complete your first task, remove the leftmost marker from your
Character Card. This unlocks your character's special ability. You can use it just as
you would use a person's skill or in addition to it

Grace “Kid” May: If you end your turn due to 2 ships of the same color in the
harbor display and there are 4 or less cards in the harber display, gain 2 coins.
{You must end your turn).

lacques Grandeur: Whenever you fulfill an Expedition, receive 2 crowns.

Jean Blackbeard: 5ame as Sailor

Lady Anne: Same as Mademoiselle

Master Ferdinando: Same as Trader (however, you get 1 crown instead of 1 coin)
Officer Scott: Same as Admiral (however, you get only 1 instead of 2 coins)
Peter “Snug” Landman: Same as Trader

Cutthroat Mary: Whenever it is your time to take a card/cards during Phase 2:
Trade & Hire and there are currently 3 or more ships in the harbor display, you
immediately gain 1 cein.

Samuel Blackguard: You receive 2 coins as a one-time bonus.
Thomas Fishborn: Same as Lookout (see below)

Event Cards

As the first action in their turn, the active player always reveals the top card of
the Event Deck. The card’s effect takes place either immediately, in Phase 1, or in
Phase 2 - depending on the card’s instructions. After resolving the event, discard
the Event Card.

The last card of the Event Deck is always a Manth’s End card. When drawn, you
must complete the Monith’s End effect that is depicted next to the hourglass on
the most recent task. This continues the story for this chapter and adds a new task
to the display that is always placed to the right of the last task. Finally, place the
Month's End card in the Event Card discard pile. Then, flip the discard pile over
without shuffling it to create a new Event Deck. Randomly draw a new Event Card
with number 0 and place it on top of the new deck. The next active player will start
by revealing this event.

P

English Translation: Ralph H. Anderson, Martin Zeeb

laying Cards

Designer: Alexander Pfister
lllustrations: Klemens Franz
Graphic Design: Jens Wiese, Hans-Georg Schneider

Ares Pirates (x8): If you trade with the Ares Pirates (a very
tough situation), place the card on the discard pile. You only
receive 1 coin for this. Alternalively, you may place the card in
your display, which represents your acguisition of an item from
the pirates, either a Book of Rituals or Medicinal Herbs. You
can use these later in the game for a task or an expedition. In
addition, many tasks require that you discard Ares Pirates in
order to fulfill them.

Tybuk Brothers (x3): Their swords count towards repelling ships
the same as for the sailors and pirates in the base game.

Lookout (x5): As an active player, you may look at the top 3
cards of the draw deck once per turn. Then place 2 cards into the
discard pile without effect. Place the 3rd card back on top of the
draw deck. Then you may decide whether to reveal more cards
(you know the next card) or to proceed to Phase 2,

Captain, Priest, Settler (1 of each): In addition to the icon that
is used for expeditions, these persons enable you to take 1
additional cein when you trade with the Ares Pirates — either
when you place the ship in the discard pile or when you place
the ship in your personal display for the item.

Expeditions (x3): The new expeditions are used in the same way
as those in the base game. If an expedition is revealed, place it
ahbove the harbor display in its own place. It remains there until
an active player completes it during their turn. To do sg, that
active player has to discard the listed cards. He then places the
expedition in his display and takes the indicated coins from the
draw deck. This can be done at any time during his turn, The
victory points indicated are now part of his score. Players may
complete multiple expeditions even in a single turn,

“nnkeeper (x5): If it is your turn as either the active or inactive
player and there are 4 or more cards in the harbor display,
you receive 1 crown and you may also sell 1 bread or 1 rum
at the price listed on the innkeeper card.

Tax Increase (x2): The new Tax Increases are used the same
way as those in the base game. However, the tax only
affects players with 16 or more coins. These players must
immediately discard half of their coins (rounded down) to
the discard pile. Then the player(s) with the fewest victory
points gain(s) 2 coins from the draw pile (even if they have
no victory points).

Each task shiows what is required to complete it. If there is a minus sign in front of
the number, the corresponding cards must be discarded. Otherwise, you only need
to have the cards in your personal display. The stated number is the minimum
required, for example, you can have more swords than needed in your display.

Usually, you are not required to complete a task as soon as you meet its
requirements - you can do so later, if you wish,

Task 13: To fulfill this task, the player must discard 4 coins and
have at least 1 priest in their display.

[ | Task 30: To fulfill this task, the player must have at least 1
§ expedition in their display.

in their display that cost 3 coins (or maybe less in the future).

.| Task 40: To fulfill this task, the player must have at least 3 persons
ﬁ (Passible discounts from the Mademoiselle do not apply).

T
i'.{' L card with Medicinal Herbs and 1 ship with bread.

= E Task 41: To fulfill this task, the player must discard 1 Ares Pirates

Regarding the following 5 tasks vou have to decide immediately, if you want to

Task 33 & 34: These 2 tasks may only be fulfilled by the active
player.

If there are at least 4 ships of different color in the harbor display,
the active player may immediately place 1 of their markers on
this task. For task number 34, they must also discard 5 coins to
fulfill the task.

Task 50: For this task, everyone must immediately decide if they
want to place one of their markers on this task, in case they have
to pay taxes.

Task 51: This task may only be fulfilled by the active player.

To fulfill this task, the active player must immediately stop after
placing the 4th card in the harbor display. They must also pay
5 cains and take 1 card less than allowed, which almost always
means they take no card.

To fulfill this task, the active player must stop after placing only
1 card in the harbor display. Then they may place 1 of their
markers in the top field. Any markers in this field do not count
as being placed on a task (important for the victory condition in
the cooperative game). On any future turn, the player can stop
again after anly placing 1 card in the harbor display as the active
player. They may then move their marker from the first field to
the second field on the card. Markers on this second field count
as being placed on a task.

g ' Task 52: This task may only be fulfilled by the active player.

~ Realization: Klaus Ottmaier Pegasus Spiele

© 2018 Pegasus Spiele GmbH, Reproduction or publication of the rules,
Am StraBbach 3, 61169 components, or illustrations and graphic
Friedberg, Germany design is only permitted with prior

All rights reserved. permission of Pegasus Spiele.
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Thanks, Ferdinand!
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Port Royal

Youurgently need a captain,
as you are unfamiliar with 3%
these waters. Go to Port
Royal, where a friend of
your father, Mark Tybuk,
will help you.

R

o

Tuck under left
side of this card as
victory condition |

T

You meet Mark Tybuk. You tell him that you have not been
able to get in touch with the Ares Pirates. Horrified, he
shouts, "Do you not take this seriously? Your mother is
abducted and you are playing sailor? I will help you against

the occult Ares Pirates, but first we need a priest. It sure

Your Jfather comes in shattered p
- R R
occult group of Ares Pirates. We .
Pirates are now a sixth ship color. Anyone who reveals 6 ships in the
usual and discard them
10
will help you against the occult
By the way, it is very likely a
looks like there will be a fight.”

T Chapter 1
and stammers, “Your mother
has been kidnapped by an
must make contact with them.” @” -
Shuffie all of the Playing Cards with number 80 into the draw deck. Ares
harbor display can take 4 cards. They carry items. You have 2 choices:
- Either take the coins as shown for the ships as
- Or, put the Ship Card in your display. You now have
this item and an Ares Pirate. i S= |
LA
e e~ e A 7ﬁ\ P e i . \
Mark Tybuk e Mark Tybuk -
You meet Mark Tybuk. He says, “I -
Ares Pirates, but we should hire a
priest.
ransom demand will be made in
the next few days.”
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Ransom

Mark Tybuk says, “We must
have weapons to fight the Ares
Pirates. Hire swordsmen!”

You have received

a ransom note. You
should give 7 coins to
the Ares Pirates.

Yews nathes i e i o
I you yanlTy see hes afine agaiy,
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Mark Tybuk says, “We must
' have weapons to fight the Ares
Pirates. Hire swordsmen!”

You have received

a ransom note. You
 should give 10 coins

to the Ares Pirates.

T S e e vy o i
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Chapfer 2

5

Scott’s Family =

On the note is written: “Stop looking for me.
I am not coming back. Ask your father about
your sister. That will explain everything.”
It is your mother’s handwriting. But that’s
impossible, because ... you have no sister.
Or do you? Back on the ship you give the
order to sail home. Your first officer Scoit
asks you to stop at Puerto Plata on the
way to bring food to his family. There is a
Jfamine there.

You arrive at Puerto Plata. First Officer Scott’s family
is home. Scott tells you that his familys ancestors
founded Puerto Plata around a mysterious stone
circle. The town grew fast, but now many families are
leaving due to the plundering of the Ares Pirates. A
lookout reports that the artacks are coming from a
nearby island. The lookout can take you to the island
for a little money. Perhaps you can then end the
attacks and discover clues about your mother . . .

e T
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Scolt’s Family
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You arrive at Puerto Plata. First Officer Scotts family

is home. Scott tells you that his family’s ancestors
founded Puerto Plata around a mysterious stone
circle. The town grew fast, but now many families are
leaving due to the plundering of the Ares Pirates. A
lookout reports that the attacks are coming from a
nearby island. The lookout can take you to the island
for a little money. Perhaps you can then end the
attacks . . .

[N
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You have  successfully
delivered food to Puerto
Plata. As  thanks, the

inhabitants have organized
a feast for you and your
crew. It lacks only some rum
and a jester to make it a
rousing party.
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Unfortunately you couldnt
deliver enough food to
Puerto Plata. More people
have starved. A priest is
sorely needed to bury the
dead.

6 S g e w9 8 |

Famine

Unfortunately you couldn't
deliver enough food to
Puerto Plata. More people
have starved. A priest is
sorely needed to bury the
dead.
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You have  successfully
delivered food to Puerto
Plata. As  thanks, the
inhabitants have organized
a feast for you and your
crew. It lacks only some rum
and a jester to make it a
rousing party.

A

The lookout has brought you
to the pirates’ den. You say
to Scott and Mark Tybuk,
“So, the attacks on Puerto
Plata are being conducted
from here. I think there is
only one solution: fight!”




Y 8% r[':—"'i%
L

L
= 40 0

- Ares Pirafes

Rt




{ o 060 @b e ew

Chapfer 3

The Governor

foﬁ are only a few days away from home.
 You read your mothers note again. “Do
I have a sister?” you ask yourself. Your

thoughts are interrupted by a loud knock
on the door. You open the door and
Scott, your first officer, reports, “The
governor’s ship will escort us into Port
Royal harbor. The governor wants us to
 help with an expedition.”

%,,,f, el S B

This is your first time meeting the governor.
He is very old and can hardly walk without
his cane. But in a clear voice, he says, “Your
first officer has already told me that the
Ares Pirates have kidnapped your mother. I
too have lost officers to this occult group. 1
want to find out more about them. Let’s work
together. Bring me a book of rituals as well
as a priest who is familiar with such things.”

S n ~

The Governor

This is your first time to meet the governor.
He is very old and can hardly walk without
his cane. But in a clear voice, he says, “Your
first officer has already told me that the Ares
Pirates have kidnapped your mother. I too
have lost officers to this occult group. I want to
find out more about them. Let'’s work together.
Bring me some coins, a book of rituals, as well
as a priest who is familiar with such things.”

Bravery

The governor says
to you, “The fight
against the Ares
Pirates requires

a lot of courage.
Prove your
bravery.”

33

Bravery

The governor says
to you, “The fight
against the Ares
Pirates requires

a lot of courage.
Prove your
bravery.”

s Successful Expedition e

After a few days, you meet again. In the meantime, the governor
has acquired a book of rituals. He says, “This book is extremely
interesting. The Ares Pirates believe that in the course of a
ritual, a voluntary human sacrifice can prolong life, or even
resurrect it. If that were only true! I cannot stop reading; it'’s all
so interesting. But now you can continue your journey. Oh, by
the way, you owe the crown a little money!”
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New Information o

=mer  Successful Expedifion s

The governor says, “You couldn't complete an expedition?
Then at least pay your debt to the crown. Immediately! In any
case, I was brought a book of rituals. This book is extremely
interesting. The Ares Pirates believe that in the course of a
“ritual, @ voluntary human sacrifice can prolong life, or even
resurrect it. If that were only true! I cannot stop reading; it's
all so interesting. But now you can continue your journey.

eI

After a few days, you meet again. In the meantime, the governor
has acquired a book of rituals. He says, “This book is extremely
interesting. The Ares Pirates believe that in the course of a
ritual, a voluntary human sacrifice can prolong life, or even
resurrect it. If that were only true! I cannot stop reading; it’s all
so interesting. But now you can continue your journey. Oh, by
the way, you owe the crown a little money!”
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Phase 2: The cost of hiring
Persons is reduced by 1 Coin.

Immediately: Whoever
returns 1 Crown gains 4
Coins (maximum | time).

Immediately: Whoever has at
most | Sword in their display
gains 1 Crown per Trader.

Phase 1: For each Pinnace (yellow i

ship) that you repel, gain 1 Crown.
All other players who could have
repelled this Pinnace, also
gain 1 Crown.

Phase 1: If you are forced to
forfeit the rest of your turn
and there are at most 4 cards
in the harbor display, gain
2 colns.

Immediately: Whoever
pays 2 Coins gains 1 Crown
(maximum 1 time).

Phase 1: If you stop drawing
cards and at least 3 ships of
different colours are in the

harbor display, gain 1 Crown.

Phase 1: 1 player of your choice &

gains 1 coin from the draw deck. For § |
this turn, you may add that player’s

Swords to your total.

Solo Play: Exchange this event for a
randomly drawn event.

. -

g S

Phase 1: If you stop drawing
cards and exactly 3 cards are
in the harbor display, gain

1 Coin.




1 will take every sheep’s
corifession.”

“For the right donarion,

84

One of the settlements was attacked and

plundered by Ares Pirates. The settlers lack

Jood. Many are wounded! We need to
provide help as soon as possible. 84

The index adjustment of sales tax on
goods and wares of any and all kinds
is for the benefit of everyone!

86

JImmediately: All players
receive 2 coins per Jester
and - as much as they can
— must pay 2 coins for each
Governor and Admiral.

= —-

Immediately:
Complete the Month's
End effect on the last
task card.

Discard this card to the Event Card
discard pile. Take the discard pile |
and turn it over to create a new Event |
Deck. Then place 1 random Event |
Card with the number O on top.

The next active player will

reveal this new Event Card
to begin their turn.

Monchs End

Immediately:

Discard this card to the Event Card
discard pile. Take the discard pile
and turn it over to create a new event |
deck and place 1 random Event
Card with the number 0 on top.
The next active player will

reveal this new Event Card .

to begin their turn.
e . e

Immediately: All players
with at least 1 Captain
gain 1 Coin.

Phase 2: Whoever trades with
a Flute (blue ship) gains an
additional 1 Crown.




- . 1aRK TyBUR  The oldest of the Tybuks.
An oceult group of really foul o An aceult group of really foul BN i T He feels responsible for
pirates with a book of rituals. \ i th a book of rituals. = his brothers.

— . A 81




