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OBJECT OF THE GAME
The object is to finish the game with the highest four-digit
number. There is a number on each card (1 to 9). A player’s final
score is indicated by their four cards. Hence, players should try to

~ Bnish the game with the hig}]es’s number possible in the left-most

Avast, ye me hearties, it’s time

to divide the plun&erecl boot: P]: = (prefer;bly
in this cunning card game o? i nulm L(i: 9)1' -
treasure and treachery. e ey o
that Bnishes with the
Will you make off with your fair share of the doubloons, or following cards would
will you be double-crossed by your sneaky shipmates? Swap score 8,134,

and switch the spoils as you swindle yonr way to acquiring
the most loot.

* Give no duarter as yon use the Sku]l‘luggery tokens to
hoodwin yer mateys and ransack their riches. It’s the
ame of piratical pi fering that separates the seasoned

sea dogs from the listless Iandlubbers!

CONTENTS

® 54 cards

o 6left Skuuéluggery tokens (re&)

e 6 right Sku]l&uggery tokens (]olue)

o1 quick reference card

SET UP ;

Remove the c[uick reference card from the deck and place it
within easy reach of all players. This card will be help&ﬂ for new

. players to reference the card actions during the game.

Shuffle the deck and deal four cards face down to each player. The

~ remaining cards are place& face down to form a central draw pile.

- Without looking at
 their cards, each

:: player arranges their
 cards in aline of four,
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Each player is given a left (‘re&) and a right (blue)
Skullduggery token. These should be place& in front
of each player, with the pistol side {'acing up.

D ACTIONS

88 PASSTEFT

All players pass their left-most card to the player
on their left (without peeking at the front of the
card). The ‘passe&° cards are added to the
right-most side of the new players' line of four
cards.

CAR

Players may now secretly look at their middle two cards
in their line. NOTE: this is a one-time ability so pla-yers
must try to remember what their middle two cards ave.

PLAYING THE GAME

The player who can do the best pirate impression starts the game. This player

selects the top card from the draw pile without showing it to the other players. PASS RIGHT
0 - : i All players pass their right-most cardtothe |
n their turn, the player may take one of the fo]lowmg actions: 1 5 2 / B
. L ‘ = ayer on their rlg}xt (wlﬂqout peekmg at the
¢ Discard the card just plcke«l o Eron‘t of the carrl). The ‘passe&’ cards are
« Replace any one of their own face down (or face up) cards with the new card, added to the left-most side of the new players'

then discard the replaced card. Lol
o Replace any one of their neighbor’s face down (or face up) cards with the
new card, then discard the replacecl card. This is done using a Skullduggery SWITCH ‘
token. The Skullduggery token indicates which neighbor é’e& token - the S""}tc}‘ Ll st left-most and right-most cards
player tothe left, blue token - the player tothe rig})t). Each Skuﬂ&ug%ery (Wlt}“’"'t peekmg at the front of the car&s).
foken can only be used once, and is turned over once used. In a two-p PEEK .
Peek at your own left-most

game, the Player to the left and to the right is indeed the same player.
OR rig]qt-most card. After

peeking, pub the card back in

the same position.

ayer

When discarded, cards trigger special actions (see CARD ACTIONS

Abter the card actions have been completed, play moves clockwise

’8%(?“%1% t}xe table. | 3

.

Discarded cards are place& face up on a discard gaile next tothe draw gﬂe. ’
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