








Seiklejad, ahoi!

Aare ootab omanikku! Kogu enim kuldrahasid. Selleks heida 6igeid tiringukombinatsioone ja vali mingulaualt
kuldrahasid taktikaliselt 6igesti. Mingija, kellel on 16puks kéige rohkem kuldmiinte, kroonitakse voitjaks!

Ettevalmistus minguks

Aseta lauale mingulaud ja sellel olevatele ringidele
oiges viirtuses kuldmiindid, nagu niidatud pildil.
Anna tiringud noorimale mingijale, tema alustab
neid heites mingu. Mingukord siirdub piripieva.

Mingulaual on saar ja kiimme paadisilda, millest
igaiihe korval on mingi tiringukombinatsioon.
Onne korral v6id nendelt paadisildadelt noppida
kuldrahasid.

Miingus on:
mingulaud, 30 kuldraha,
6 pealuud, 5 tiringut.

Spéles komplekts:

1 spéles galdins, 30 dublonu
nozimites, 6 mirongalvu nozimites,
5 metamie kaulini.

Spéles mérkis

Urita tiringuid heites saada paadisildade kérval
olevaid kombinatsioone. @9 Kui see 6nnestub, saad
votta sillalt kéige maapoolsema kuldraha.

Niiteks: et saada esimene miint sellelt paadisillaly, pead
tiringuid heites saama kaks tinni.

Kui saad iiles votta kuldraha, paljastad paadisilla
korval oleva uue siimboli. Niiiid on jirgmise, juba
vairtuslikuma miindi saamiseks vaja visata dige
kombinatsioon enamate tiringutega.

Mingulaual on ka erikombinatsioone: 6

Alul saad kuldraha vétta, heites paadisilla korval niha
olevaid kombinatsioone. Hiljem pead juba arvesse
votma ka miintide alt paljastunud siimboleid.
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< NOTEIKUMI

Seit ir pieejami panemsanai gatavi dargumi. legustiet lielako dublonu daudzumu, uzmetot istas kaulinu
kombinacijas un taktiski izvéloties uz spéles galdina izvietotos dublonus. Spélétajs, kuram spéles beigas ir

visvairak dublonu, tiek kronéts par uzvarétaju!

Sagatavosanas

Uz galda saliek spéles galdinu. Uz spéles galdina
atbilstosi attéla [Basic set-up] redzamajam izkarto
dublonus, parliecinoties, ka katra laukuma ir
novietots dublons ar pareizo vértibu. Metamos
kaulinus iedod jaunakajam spélétajam, kurs izspélés
pirmo Kartu.

Ka spélet

Uz spéles galdina ir atveidota sala ar desmit
piestatném, un katra piestatne atbilst vienai metamo
kaulinu kombinacijai. Katras kartas sakuma uz spéles
galdina ir redzamas kombinacijas, kuras iegiistot

veiksmigas kaulina mesanas rezultata, spélétajs
nopelna dublonu.

Ja kaulini tiek mesti, lai iegtitu kadu no pamata
kombinacijam @ ko veido noteikts skaits

vienadu simbolu, tas nozimé, ka tikai uz piestatnes
redzamajam simbolam ir jasakrit ar uzmesto
simbolu. Ja attiecigas kartas beigas uz piestatnes
redzamie simboli sakrit ar simbolu, kas ir redzams uz
kauliniem, spélétajs no piestatnes var panemt pirmo
dublonu (to, kas atrodas vistuvak salai)..

Piemeérs: lai iegiitu pirmo dublonu Saja kombindcija,
spéletajam jauzmet divi mucas simboli.



o .teks

Et saada kuldmiint, pead /mtma neli sama siimbolit,

fas o, neli x

Tiringu heitmine

Oma mingukorral v6id heita tiringuid kolm korda.
Iga heite jirel saad valida, milliseid tiringuid heidad
uuesti, millised jitad kérvale. Kolmanda heite

jérel selgub, kas saad votta kuldmiindi voi ei. Igale
miindile on triikitud selle vdirtus, mida suurem see
on, seda suurem on saak mingu lopus.

v6i neli x

Taiskasi T
(kaks tiringut nditavad b e s
tihte siimbolit + kolm o
tiringut niitavad teist
siimbolit)
.
Kolm sama siimbolit -

Neli sama siimbolit

Viis sama siimbolit

Panemot pirmo dublonu, spélétajs uz piestatnes
atklaj vél vienu simbolu. Tagad nakama dublona
iegifanai nepiecieSama kombinacija ir gratak
uzmetama, jo jasakrit lielakam simbolu skaitam.
Tomeér vienlaikus pieaug ari atlidziba! Nakamais
dublons ir vértigaks par ieprieksgjo

Uz spéles galdina ir ari ipasas kombinacijas: e

Spélétajs var iegut dublonu par §im kombinacijam,
tikai uzmetot mesanas laika atlautos simbolus.

Pirms pirma dublona papemsanas ir pielaujami

visi simboli, savukart péc tam laukums, kas atrodas
vistuvak nakamajam dublonam, rada, kadi simboli ir
pielaujami, lai $o dublonu iegurtu.

Piemers :
Izlemjot uzmest Cetru vienadu simbolu kombinaciju,
lai iegitu pédéjo dublonu, e ir jauzmet Cetri

@

Pealuu

Kui tiringud sind ei soosi ja heitevooru jirel ei saa
sa votta kuldraha, pead votma pealuu! Iga selline
vihendab méngu lopus saaki ithe punkti vorra

Miingu lopp

Ming l6peb, kui kéik pealuud v6i kuldmiindid on
méngulaualt tiles voetud. Mingijad arvestavad kokku
miintide viirtuse ja vihendavad summast saadud
pealuude arvu vérra punkte. Mingija, kellel on
suurim saak, on kogu mingu voitja

pilna maja
(divi kaulini rada vienu
simbolu un tris kaulini
rada citu simbolu);

tris vienadi simboli;

wyuay Cetri vienadi simboli;
|

1 ieci vienadi simboli.
g

Kaulinu mesana

Viena spéles karta spélétajs drikst mest visus spéles
kaulinus tris reizes. Péc katras mesanas reizes
spélétajs var izvéléties, kurus kaulinus mest vélreiz
un kurus nolikt atstatus. Péc tresas mesanas reizes
var redzét, vai spélétajs ir ieguvis dublonu vai né. Uz
katra dublona ir paradita ta vértiba, un jo lielaka ir
dublona vértiba, jo lielaks ir spélétaja guvums spéles
beigas.

Nozimites ar mirongalvas attélu

Ja kaulinu mesana ir bijusi neveiksmiga un spélétajs
kartas beigas neiegist dublonu, vinam ir japanem
nozimite ar mirongalvas attélu. Aprekinot rezultatu
spéles beigas, katra spélétaja iegtita mirongalvas
nozimite mazina spélétaja dublonu skaitu par vienu
vienibu.

Spéles beigas

Spéle beidzas, kad spélétaji ir panémusi visas
mirongalvas nozimites vai visus dublonus. Spélétaji
aprékina savu dublonu vértibu un atnem vienu
vienibu par katru savu iegiito mirongalvas nozimiti.
Uzvar spélétajs, kura riciba ir lielakais guvums.




Zaidimo tikslas

Pagrobk lobj kuo grei¢iau! Isridendamas tinkamus kamuoliuko derinius ir taktiskai rinkdamas monetas
zaidimo lentoje, sukaupk didelius auksiniy monety turtus. Zaidéjas, surinkes daugiausia auksiniy monety, yra

nugalétojas!

Pasiruosimas

Surinkite Zaidimo lenta ant stalo. Sudékite auksines
monetas, kaip parodyta paveikslélyje, uztikrindami,
kad kiekvienoje dalyje yra atitinkamos vertés monety
skai¢ius. Jauniausias Zaidéjas i$mesdamas kauliuka
pradeda Zaidima.

Kaip zaisti
Zaidimo lentoje yra sala su dedimt prieplauky ir
kiekvieno prieplauka atitinka tam tikra kauliuko

derinj. Kiekvieno ¢jimo pradzioje lentoje yra rodomi
deriniai, uz kuriuos Zaidéjas sékmingo Zaidimo atveju

gali gauti auksines monetas.
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Turinys:

1 Zaidimo lenta, 30 auksiniy
monety Zetony, 6 kaukolés
Zetonai, 5 kaulinkai.

KommiekT urpsi:
Hzposoe noae, 30 ¢puwex
«30a0mule 0yOAOHLY,

6 uwex «uépHas memxa»,
5 uepaabHulx KyoUK06
(kocmeii), npasuaa uzpbi.

Iens urpst

Kai ridenate kamuoliuka dél pagrindiniy deriniu,
o susidedantiy i§ tam tikro Zenklo atitinkamo
skaiciaus, tik matomi prieplaukos Zenklai turi atitikei
kauliuko Zenklus. Jei matomi prieplaukos Zenklai
atitinka, jiis gaunate pirmaja auksing moneta toje
prieplaukoje (esancia arciausiai salos).

Pavyzdys: Norédami gauti pirmajq auksing monetq ug
§7 dering, jis turite isridenti dvi statines.

Gaudami moneta, jis atidengiate dar vieng
prieplaukos Zenkla. Tada derinys, uZ kurj galétuméte
gauti moneta kito ridenimo metu, tampa
sudétingesnis, nes daugiau Zenkly turi sutapti. Ta¢iau
atlygis taip pat didéja! Kita moneta yra vertingesné
nei pries tai buvusie.

Taip pat yra specialiis deriniai, nurodyti lentoje: 6

o IIPABUJIA HI'Pbl

Cokposuita xuyT Te6s1! Co6epu camyro GOJIbLIYIO T0ObIUY, BLIKUILIBASI HY>KHbIE KOMOMHALIN U3
n300pakeHNi1 Ha KyOMKax U XOPOLIEHBKO 00IyMbIBasi KaKue 1y OIIOHbBI BHITOJIHEE BCETO 3a0paTh ¢
urpaibHoro nousi. rpok, coopasiuuii HanbosblIee KOIMYEeCTBO MOHET, B KOHLIE UTPbI OOBSIBIISIETCS

no6enuresem!

HOJII‘OTOBKa K Urpe

CobGepuTte UrpoBoe noje Ha croje. Paznoxure
«30J10ThI€ IyOJIOHBI» Ha MOJIe TaK, KaK MOKa3aHO
Ha pucyHke.IIpoBepbTe, YTOObI MOHETBI JIEXKAIN
B TIPaBUJILHOW MOCJIEJIOBATEILHOCTH M Ha
NpaBUILHOM MecTe. [10/10KnTe «4epHbIe METKI»
Ha OTBEJEHHOE /ISl HUX MecToO. [laiiTe KyOuku
MJIaJ[IIeMy UTPOKY, KOTOPbII 1 HAUWHAET UTPY .

Xop urpsl

Ha urpoBoM nosne n306paxéH 0CTPOB U [IECSITh
MPUYATIOB, KAXK[BII 13 KOTOPbIX NPEACTABISIET
€000i1 OJIHO U3 COUETaHNIT N300paKEHUI Ha
Kybukax. B Hayasne kaxporo xofa Ha nose Bbl
BUJINTE Te KOMOMHALMYA CUMBOJIOB, TIOJTY 4B
KOTOpbIE UTPOK MOKET 3apaboTaTh cebe MOHETY .

Kaxkap1it mpuya co cTaHAapTHON KOMOMHALEH
CHMBOJIOB COCTOUT W3 OTPENICIIEHHOTO
KOJIMYECTBA OfIMHAKOBBIX PUCYHKOB. [I71s
CTaHJAPTHON KOMOMHAIMK, Opocast KOCTH, BAM
HY>KHO MOJIyYUTb T€ N300pakeHus1, KOTOpbIe
yKa3aHsbl Ha npuyane. Ecim B Teuenue xona y

Bac BbImaeT Hy>KHOE KOJIMYECTBO CUMBOJIOB, BbI
MoOKeTe 3a0paTh OffHy MOHETY C JJaHHOTO IpruYJana
(Ty, KOTOpasi IEXKUT OJIVKE BCEro K Oepery).

IIpumep: umobvt 3abpamv nepayio monemy
¢ 0aHHO20 npuuasa, Bam naoo noayuums Ha
KyOuKax 08e KapmuHku ¢ 604Kamu.

B3siB MoHeTy, Bbl OTKpbIBaeTe elie oiHO
uzobpaxenue. Tenepb, YTOObI NOJTYUYUTH €LLE OIH
30JI0TO#1 yOJIOH C 9TOrO MpUYaja, HEOOXOIUMO



Uz Siuos derinius galite gauti monetas tik iSridendami
zenklus, leidZiamus metimo metu. Visi simboliai gali
buti naudojami, norint gauti pirmaja moneta, taciau
véliau galite naudoti tik Zenklus, esancius ar¢iausiai
kitos auksinés monetos.

Pavyzdys:
Jei pabandysite isridenti 4 tokius pacius, jis
turésite iSridenti arba keturis , arba |

norédami gauti paskuting auksing moneta.

Kauliuko ridenimas

Atejus jusy, eilei zaisti, galite mesti visus tris
kauliukus tris kartus. Po kiekvieno metimo galite
pasirinkti, kurj kauliuka mesti pakartotinai, o kurj
padéti j $alj. ISmete treiajj karta, suzinosite, ar galite
gauti auksing moneta. Ant kiekvienos monetos yra
nurodyta jos verté. Kuo didesné verté, tuo didesni
bus jisy turtai Zaidimo pabaigoje!

Kaukolés Zetonai

Jei kauliukai neatnesa jums sékmés, jis negaunate
auksinés monetos, ta¢iau vietoj jos gaunate kaukolés
moneta. Viena kaukolés moneta atima i jisy, 1 taska
zaidimo pabaigoje!

- B = Zaidimo pabaiga
e na.mas - YAy 63 Zaidimas baigiasi, kai surenkami visi
(du kauliukai su (mBa + Tpu KyOuKa kaukolés 3 T et
) Y C OJIMHAKOBBIMHU aukolés Zetonai arba visos auksinés
JilCIIUL SOOI AT 9 N300pa>keHNUSIMN) monetos. Zaidéjai suskaiciuoja savo
trys kauliukai su kitu . . % y
) 3 TR (T auksiniy monety vertes ir atima taskus uz
simboliu) pH 0Nt g oal S oy
i i U300paKeHnst turimus kaukoliy Zetonus. Zaidéjas, turintis
: et daugiausia turto, laimi Zaidima!
3 tokie patys e L Yernipe g ) 3
. i1 i 1 OITMHAKOBBIX
4 tokie patys Bttt N300 paKeHust
i
5 tokie patys | IIs1Th OMHAKOBBIX
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BBIKMHYTB 00JI€€ CJIOXKHYI0 KOMOMHALIMIO
cumBonoB. Harpapa, npasnia, Toxke pacrer,
BEJlb, CIICAYIOLINIL [0 CYETY [IyOJIOH LieHHee
npefpIyIero!

Ha WUIrpOBOM MOJIE ECTb TAK>XKE NprUYajibl C 0COOBIMU
KOMGI/IHaHl/lﬂM]{l CHUMBOJIOB:

YT006b1 320paTh MOHETY C MpUYaNa ¢ 0CO00it
KOMOMHALMEV CUMBOJIOB, HEOOXOAUMO MOYyYUTh
coYeTaHue M300paKeHNi, TPEOYEMbIX UMEHHO

B IaHHbIA MOMeHT. [Toka He 3abpana nepBasi
MOHETa, MOKHO MCIIOJIb30BATh COUYETAHNE JIFOOBIX
cUMBOJIOB. [lanee Gnukariiiee n300paskeHue K
CJIE/IYIOIIEeH MOHETE IT0Ka3bIBaeT KaKNe CMBOJIBI
Brl MoXkeTe ncrnonb30BaTh s JOObIUM 3TOrO
nyOIoHa.

IIpumep:

YT006bI 326paTh MOHETY C NpYYANa C YETHIPEMS
OJIMHAKOBLIMM CUMBOJIAMH, % B JJAHHOM CJTyuae
Bawm Hayio nonmyunTs 1160 yeThipe Ry 1, 160
YyeTbIpe

W300paKeHu i

Kak opocaTtb urpanbHbie KOCTH

3a ofMH X0J] KOCTH OpOCaloT MaKCUMYM TPH pasa.
IMocne Kaxaoro 6pocka MOSKHO PEILINTh Kakue U3
WrpalbHbIX KOocTel Bl XoTHTe GpOCUTS ellle pas,
a Kakue OTJIOKUTH B cTopoHy. [Tocie TpeTbero
Opocka BUIHO: MoxkeTe Bbl 3a6paTh MOHETY W
Het. Ha kaxkyiom y06/ioHe yKa3aHa ero UEHHOCTb.
UYeM LieHHEe MOHETa, TEM KpYIHee Balll KyIl B
KOHIE UrpsI!

«YépHasi MmeTKa»

Ecmi KocTy He prHeCM yAaa4u, U B KOHIE XOfa
Bb1 He MoxeTe 3a6paTh HU OJIHOI MOHETHI, BMECTO
3Toro Bam npupiéTcst B3ATh «9EPHYIO METKY» !

B xoHIe Urpbl Kaxkiasi MeTKa yMEHbIIAET Bally
TOOBIYY Ha OTHO OYKO.

3aBepilieHHe UTPbI

Wrpa 3akaHUMBaeTCsl, KOTJa BCE «UEPHBIC METKM»
WA BCE «[IyOJIOHBI» COOPaHbI C UTPOBOTO TOJISI.
Wrpoku MojicCUnTHIBAIOT CTOMMOCTb CBOMX TPOei
¥ OTHUMAIOT OH HE€ 10 OfJHOMY OYKY 32 KasKYIO
MOy YEHHYIO «YEPHYIO METKY». TOT, KTO copBall
caMblii GOJTBIION KYIII, ¥ €CTh MOOEANTEIh !




Merta rpu
Ckap6u, 5iKi Ie MOXKHA 3aXBaTUTH, ICHYIOTh! 30upaiiTe 1yOIIOHN IUISIXOM MOEIHAHHS BAAIMX KOMOiHAII
KYOWKIB i TAKTUYHIX PO3PaxyHKiB. ['paBenp, sSIKMil OTpUMa€e HaiOiblIIe TyOIOHIB, HATIPUKIHIL TPU CTaHe

nepeMoxuem!

IigroroBka g0 rpu

CknafiiTh irpoe mouie. Po3raryiite 1y6a0HA
3riJIHO MAJIIOHKA, TIEPEeKOHANTECS, 1[0 HA KOKHY
YaCTHHY TOJIsI HOKJIAfIeHO yOJIOH BiAMOBIAHOL
BaprocTi. HaiiMonopmii rpaBenib OTpUMye KyOHKH
Ta MOYUHAE IPY.

Sk rpatn

Ha irpoBomy noi € octpis 3 10-ma mipcamu. |
KOXKEH MipC Ma€ BITaCHY KOMOiHAI[iFO CUMBOJTIB.
Iepen Ko>XHIM XOJIOM rpaBelb 6a4nNTh KOMOIHALT,
sIKi MOXKYTb IPMHECTU HOMY AyOJIOH Y pasi
BJIAJIOrO KMJIKa KyOMKiB. 3BEpHITh yBary Ha Te, L0
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Bmict Kopooku:

izpose noae, 30 0yb.aonis,
6 JicemoHie 3 uepenamu,
5 Kkybukie, npasuaa.

Contents:
1 Game Board, 30 Doubloon
tokens, 6 Skull tokens, 5 dice.

Aim of the game

BU MOKET€ OTPUMATH yOGIIOHHU TiNbKY 3 OAHOTO
MipCy 3a OAWH Xif.

Ba3osi komGinamii
Ha pexinbKoX mipcax 300paskeHi napy OffHaKOBUX

cnMBodTiB. Konu B1 BUKMHY T KOMOIHALFO 3
sIKa CKJIAQJJA€ThCSI 3 IBOX OIHAKOBUX CHMBOJIIB
(HampuKIIay, 1Ba KUHJKAJN), TIOPIBHSITE 11 3
CHMBOJIAMH, TIO3HAYESHUMH Ha MO SIKI10 mopsij €
nyOIIoH, BapTiCcTIO 1, B 3a0MpaeTe 1oro.

IIpukaao: oaa moz0, w06 3abpamu nepuiuii
0yOA0H, 8am NOMPIOHO SUKUHYMA O8I OLHCKU.

[Ticnst Toro, SIK rpaBenp 3a0upae myOIIOH, Ha MO
BIIKPMBAIOTHCS iHILI cMMBOIK. Tenep KoMOiHawis,
SIKy NOTPi6HO GyAe BUKMHYTHU J7Isl OTPUMAHHS
HACTYIHOTO 1y6JIOHA, CTAa€ CKIIAAHIIION, TOMY L0
GiJbIlIe CUMBOJIIB MAOTh OYTH Y3rOjKeHi. AJe i
Haropopa Tex 3pocrae!

<= RULES

There is a treasure up for grabs! Collect the biggest bounty of doubloons by rolling the right die combinations,
and by choosing doubloons tactically from the game board. The player with the most doubloons at the end of

the game is crowned the winner!

Set-up

Assemble the game board on the table. Arrange the
doubloons and skull tokens as shown in the picture,
making sure that each space gets a doubloon of the
right value. Give the dice to the youngest player who
will play the first turn.

How to play

On the game board, there is an island with ten piers,
and each pier represents one dice combination. At
the beginning of each turn, the board shows the
combinations that will earn the player a doubloon if
they roll successfully!

Basic combinations

When you roll for the basic combinations, c each
consisting of a specific number of a single symbol,
only the symbols visible on the pier have to be
matched with the dice. If the symbols visible on a
pier are matched at the end of a turn, you collect the
first doubloon on that pier (the doubloon closest to

the island).
Example: To collect the first doubloon for this

combination, you must roll two barrels.

As you collect the doubloon, you reveal another
symbol on the pier. Now the combination that has



IcHyrOTBH TakoK crieniajibHi KOMOiHALIT HA MO, Hpm(na;l:
BuKuiaHHs ofiHi€l 3 X KOMOiHallil NPUHOCUTH AKWO U 3APA3 GUPTIUUAL BUKUHYMU KOMBTHAUIIO
BaM IiHHWI 1y GIToH! e «4 00HaKosux», 8am mpeba UKUHYMU

SIKII0 BU KUJA€Te KYOUKHU, 0O OTpUMATH W . Fcb omputabis SR

HepLIvii 1yOJI0H, BaM TpeGa BUKUHYTH Oy/ib-
SIKM CUMBOJI(M) Yy HEOOXifHiM KinbKocTi (3,4, 5
OJTHAKOBHX 200 3+2).

Kupanns Kyoukis
ITig yac xofy rpaBelb MOXKe KUHYTH BCi KYOUKHI
TpH pasu. ITicist KOXKHOTO Kujika KyOHKH, Ha SIKUX

AJe 151 OTPUMaHHSI IPYTOro Ta TPETHOro BUINAIM HEOOXIJJHI CUMBOJIM, BiIKJIa/iTh yOiK. [Ticms
AyOJIOHIB BU Ma€Te BUKUHYTH Ha KyOHKax TPETBOTO KH/KA BU 3pO3yMI€TE, UM OTPUMAETE
KOMOIHAIIi0 3 IeBHUX cUMBOJIB. To6TO BCi nyO6IoH, un Hi. LIiHHiCTH KOKHOTrO y0JI0HA BKa3aHa
CHMBOJIM Ha KyOUKaX , HATIPUKJIAJT, B KOMOiHALIii Ha HbOMY, UMM OiJIblIe FI0r0 LiHHICTh, TUM OljIbIIe
«4 OJTHAKOBHX», MAIOTh 30iraTUCS 3 CUMBOJIOM, Bl cTaTkm!

300pa>KeHNM Ha OCTPOBI G111 MOHETH, SIKY BI

301paeTecst OTPUMATH. ZKeTtoHn 3 yepenamu

SIK11I0 BaM He BJAJIOCS! BUKMHYTH HEOOXIHY

. ey KOMOIHAIIiF0 Ha KYOMKaXx i OTpUMAaTH
IloBuuit Aim [ 1 L | F .“u IS JlyGJIOH, B I'IOBI/IZHi B3ATH co%i KETOH
(2 kyOuka 3 ofHIM (two dice showing O.HC 3 yepenoM! KokeH >XeToH 3 yepernoM
CHMBOJIOM Ta 3 KyOHKa 6 symbol and three dice HANPUKIiHLi [PU 3MEHIIY€ Balll PE3yJbTaT
3 {HLUMM CUMBOJIOM) showing another symbol) ;1. | gan!
3 0qHAKOBHX En 3-of-a-kind i
- Kineus rpu
4 oHAKOBHX St 4-of-a-kind I'py 3aKiH4YeHO, KOJII BCi JKETOHH 3
- ) yepenamu abo BCi y6JI0HN 3i0paHi
S opHaKoBHX = 5-of-a-kind rp;Il)BuﬂMI/I. I'pasui H}i/nanOByIOEL
k EX:} BapTICTh CBOIX /yOJIOHIB Ta BiIHIMAIOTh

6anu 3a >KeToHu 3 yepenami. ['pasenp 3
HAMI[IHHIIIMM CKapOoOM CTae nepeMoxKuem!

Rolling the die

On your turn you can roll all the dice three times.
After each roll, you can choose which dice to re-roll
and which to place to aside. After the third roll, you
see whether you can collect a doubloon or not. The
value of each doubloon is printed on it, and the
higher the value, the bigger your bounty at the end
of the game!

to be rolled for the next doubloon becomes harder,
as more symbols have to be matched. However,
the reward also grows! The next doubloon is more
valuable than the previous one!

There are also special combinations on the board: The Skull tokens

If the dice do not roll in your favour and you're
unable to collect a doubloon at the end of your
turn, you have to collect a Skull token instead! Each
Skull token you have at the end of the game reduces
your score by 1!

You can only collect a doubloon for these
combinations by rolling the symbols allowed at the
time of rolling. Before the first doubloon has been
collected, all the symbols can be used, but after that,
the space closest to the next doubloon shows the only

symbols that can be used to collect that doubloon. End of the game
The game ends when all the Skull tokens or all the
Example: doubloons have been collected. The players all add

Ifyou now decide 10 attempt 10 roll 4_0]44_/61-”4’0 up the value of their doubloons and subtract one

you must roll either four i . ol thetlast point for each Skull token they own. The player

b, with the most valuable bounty wins the game!
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