
Pieces of Eight – the board game 
v1.02 20060118 

The idea 
Each player (3-6 maybe) is a pirate, going around a group 
of islands trying to gain victory points by burying 
treasure. 

Start 
Deal out 6 cards to each player, add 1 ship per player 
starting in the 4 big sea areas, the pirates come on to 
the board in their turn and must come on at a land area 
where there is no other pirate. Oldest player goes first, 
then clockwise. 

The board 
Is a map containing 8 sea areas and 7 land ones, in one 
of which there is a town. 

Turn sequence 
Each turn, each player in turn does any or all of the 
following, in this sequence: 

 Bury treasure, if in a land area 

 Move (and possibly Fight) (but not if they’re Crew) 

 Dig up treasure, if there is any there (but not if 
they’re Crew) 

 Discard cards 

 Replenish their hand 

Plus, if they’re Crew, they may at any point during their 
turn Mutiny. 

And at any point during your own or anyone else’s turn 
you may play cards from out of your hand. 

Being Captain / Crew 
The only way more than one pirate can coexist in an area 
is if one of them is Captain and the others are Crew. 
Pirates can voluntarily become Crew if they enter another 
pirate’s area (and that other pirate accepts them as 
Crew: otherwise, fight): they can also be compelled to be 
Crew if they lose a fight to the other pirate (and the 
other pirate wants to compel them). 
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They can attempt to stop being Crew at any point on their 
own turn by Mutinying. 

When Crew, a pirate cannot dig up treasure, and also they 
cannot move of their own accord – instead they move 
wherever their Captain does, as part of the Captain’s 
turn. 

Burying treasure 
If a pirate is in a land area, they can bury any or all 
treasure they have face up in front of them or in their 
hand. They score victory points according to the numbers 
and types of the treasure cards they bury. The buried 
treasure is placed face down on the land area on the main 
map, possibly to join other treasure already buried 
there. 

The only exception is that treasure may not be buried on 
the same island that it was dug up. [I was thinking of 
giving each player a “treasure mat” to keep in front of 
them which is a mini version of the map, so they can put 
the face-up treasure they’ve dug up in the appropriate 
place on the mat as an aide-memoire – Mo] 

Movement 
In general movement is from one area to an adjacent one. 
You don’t need anything special to move from land to land 
or sea to land, but you need to be on a ship to move from 
sea to sea, and there must be a ship in the target area 
for you to move from land to sea. 

The other thing is that if you move into an area where 
there is another pirate, you must either join their crew 
(if they’ll have you) or else Fight them. 

If you are a Captain, your Crew automatically move along 
with you, but they do not help you Fight the occupant(s) 
of the target area. (Well, they can help you with cards, 
but they don’t take part in the actual fight.) 

Digging up treasure 
You may dig up any treasure cards that are buried in the 
land area in which you find yourself (unless you’re 
Crew). It goes face-up in front of you, on your treasure 
mat. If you’re a Captain, you can distribute any or all 
treasure cards that you dig up among your current Crew, 
should you wish to – they must also put it face-up in 
front of them. 
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Discard 
You can discard as many or as few cards from your hand as 
you wish. 

Replenish 
If you are at sea you may draw one new card from the 
deck, on land up to two, but in the area with the town 
you may draw up to six. You may also take up one card [or 
maybe 1/2/6? – Mo] from face-up in front of you into your 
hand. However you may not take your hand above six cards. 

Fighting 
There are three ways you can start a fight: 

 You may enter another pirate’s area and choose to 
fight them (in which case you are “the attacker”); 

 You may enter another pirate’s area, ask if you can 
be their Crew, and be refused, in which case you 
have to fight them (and you are “the defender”); 

 You can Mutiny (if you are currently Crew – you are 
then “the attacker”). 

The first two cases are basically resolved the same. 
Fighting is resolved by each player rolling a d6. If the 
attacker scores more, they win: otherwise, the defender 
wins. However the two players involved, and anyone else 
who wants to stick their oar in, can play as many cards 
as they want to give + / – modifiers to either combatant. 
(They must do so before the dice are rolled, but can add 
more cards in response to one another etc until all are 
happy.) 

Mutiny is slightly different in that the mutineer starts 
with a penalty of -3. However they get a bonus according 
to this formula: 

(amount [spot count, regardless of type] of face-up 
treasure Captain has more than what they have) / (amount 
of face-up treasure they have [or 1, if they have no 
treasure at all]) 

eg. if the Captain has face-up treasure totalling 6, and 
the mutineer has 3, then the mutineer gets a +1 to their 
combat roll. If the Captain has 6, and the mutineer has 
only 1, then the mutineer gets a +5. 

If you win a fight, you can either compel the defeated 
foe to be your Crew (along with any Crew they may have 
had), or you can forcibly move them any legal move that’s 
not into another pirate’s area. If no such move exists, 
then you have to take them as Crew. In any case, if you 
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win the fight you also take up to half their face-up 
treasure (total points count exc bonuses) from them into 
your own face-up treasure, if they have any (and can pass 
on to Crew as wished – including the pirate you’ve just 
defeated). The loser’s remaining face-up treasure is 
discarded. 

When you become Crew, if you were on a ship, you abandon 
it in that sea area and instead join your Captain’s ship. 

Playing cards 
In general, cards can either be used as treasure, or else 
played on yourself / enemies / other players. You can 
only play them from your hand, not from your face-up area 
– once in this area, they can only be used as treasure. 

There are 5 treasure types, and cards valued 1/2/3 units 
of each of them. You get points according to the total 
spot count you bury, +1/2/3 for 3/4/5 cards of the same 
type, +1/3/5 for cards of 3/4/5 different types. You 
can’t bury more than 5 at once. 

Game end 
The game ends immediately the deck (which contains 104 
cards) is exhausted for the second time. The winner is 
the pirate with the most victory points at that time. 
Face-up treasure, treasure in hand, etc, doesn’t count 
for anything. 
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(1) Brass Telescope – 
counts as any type 

OR 
WALK THE PLANK! 

Play this when a mutiny 
occurs – it cancels out 
the usual mutiny bonus 

to the Captain 

(1) Eau de Cologne – 
counts as any type 

OR 
WALK THE PLANK! 

Play this when a mutiny 
occurs – it cancels out 
the usual mutiny bonus 

to the Captain 

(1) Ebony Snuffbox – 
counts as any type 

OR 
WALK THE PLANK! 

Play this when a mutiny 
occurs – it cancels out 
the usual mutiny bonus 

to the Captain 

(1) Silver Candlesticks 
– counts as any type 

OR 
WALK THE PLANK! 

Play this when a mutiny 
occurs – it cancels out 
the usual mutiny bonus 

to the Captain 

(2) Duelling Pistols – 
counts as any type 

OR 
CLAP ’EM IN IRONS! 
Play this when a mutiny 
occurs – it cancels out 
the usual mutiny bonus 

to the Crew 

(2) Obsidian Dagger – 
counts as any type 

OR 
CLAP ’EM IN IRONS! 
Play this when a mutiny 
occurs – it cancels out 
the usual mutiny bonus 

to the Crew 

(2) One-Eyed Idol – 
counts as any type 

OR 
CLAP ’EM IN IRONS! 
Play this when a mutiny 
occurs – it cancels out 
the usual mutiny bonus 

to the Crew 

(3) Opal Ring – counts 
as any type 

OR 
THIEVING PARROT! 

May steal one treasure 
of your choice from 

another pirate’s face-
up treasure, into your 
own face-up treasure 
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(3) Sapphire Brooch – 
counts as any type 

OR 
THIEVING PARROT! 

May steal one treasure 
of your choice from 

another pirate’s face-
up treasure, into your 
own face-up treasure 

(3) Stradivarius Violin 
– counts as any type 

OR 
THIEVING PARROT! 

May steal one treasure 
of your choice from 

another pirate’s face-
up treasure, into your 
own face-up treasure 

(4) Emerald Pendant – 
counts as any type, you 
can bury 6 treasure 

cards if they include 
this one 

OR 
SHORE LEAVE! 
At your next 

replenishment phase you 
may replenish your hand 
as if you were in town, 
ie. you may draw up to 

6 cards 

(4) Ruby Earrings – 
counts as any type, you 
can bury 6 treasure 

cards if they include 
this one 

OR 
LAW OF THE SEA! 

Play this when someone 
enters your area – they 
must become your Crew 
without a chance to 

fight 

(5) Diamond Necklace – 
counts as any type, you 
can bury 7 treasure 
cards if they include 

this one 

OR 
A DEAD MAN’S CHEST! 
Your next treasure-

burial phase, you may 
bury treasure on the 
same island where it 

was dug up 

(5) Gold Crown – counts 
as any type, you can 
bury 7 treasure cards 
if they include this 

one 

OR 
DAVY JONES’S 

LOCKER! 
You may immediately 

take any card of your 
choice from the discard 
pile into your hand 

1 Crowns 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Crowns 

 

OR 
HAVE AT THEE! 
+1 in combat 
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1 Crowns 

 

OR 
SHIVER ME TIMBERS! 

+2 in combat 

1 Crowns 

 

OR 
LILY LIVER! 
-1 in combat 

1 Crowns 

 

OR 
LILY LIVER! 
-1 in combat 

1 Crowns 

 

OR 
STAP ME VITALS! 

-2 in combat 

1 Crowns 

 

OR 
PADDLE, WRETCHES! 
May move into a sea 
area without a ship 

1 Crowns 

 

OR 
STEP TO IT! 

Move two areas next 
turn, but the second 
one must be land 

(subject to the usual 
movement restrictions) 

1 Crowns 

 

OR 
CRAM ON SAIL! 

Move two areas next 
turn, but the second 

one must be sea 
(subject to the usual 
movement restrictions) 

1 Doubloons 

 

OR 
HAVE AT THEE! 
+1 in combat 
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1 Doubloons 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Doubloons 

 

OR 
SHIVER ME TIMBERS! 

+2 in combat 

1 Doubloons 

 

OR 
LILY LIVER! 
-1 in combat 

1 Doubloons 

 

OR 
LILY LIVER! 
-1 in combat 

1 Doubloons 

 

OR 
STAP ME VITALS! 

-2 in combat 

1 Doubloons 

 

OR 
PADDLE, WRETCHES! 
May move into a sea 
area without a ship 

1 Doubloons 

 

OR 
STEP TO IT! 

Move two areas next 
turn, but the second 
one must be land 

(subject to the usual 
movement restrictions) 

1 Doubloons 

 

OR 
CRAM ON SAIL! 

Move two areas next 
turn, but the second 

one must be sea 
(subject to the usual 
movement restrictions) 
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1 Louis d’Or 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Louis d’Or 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Louis d’Or 

 

OR 
SHIVER ME TIMBERS! 

+2 in combat 

1 Louis d’Or 

 

OR 
LILY LIVER! 
-1 in combat 

1 Louis d’Or 

 

OR 
LILY LIVER! 
-1 in combat 

1 Louis d’Or 

 

OR 
STAP ME VITALS! 

-2 in combat 

1 Louis d’Or 

 

OR 
PADDLE, WRETCHES! 
May move into a sea 
area without a ship 

1 Louis d’Or 

 

OR 
STEP TO IT! 

Move two areas next 
turn, but the second 
one must be land 

(subject to the usual 
movement restrictions) 
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1 Louis d’Or 

 

OR 
CRAM ON SAIL! 

Move two areas next 
turn, but the second 

one must be sea 
(subject to the usual 
movement restrictions) 

1 Pieces of Eight 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Pieces of Eight 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Pieces of Eight 

 

OR 
SHIVER ME TIMBERS! 

+2 in combat 

1 Pieces of Eight 

 

OR 
LILY LIVER! 
-1 in combat 

1 Pieces of Eight 

 

OR 
LILY LIVER! 
-1 in combat 

1 Pieces of Eight 

 

OR 
STAP ME VITALS! 

-2 in combat 

1 Pieces of Eight 

 

OR 
PADDLE, WRETCHES! 
May move into a sea 
area without a ship 
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1 Pieces of Eight 

 

OR 
STEP TO IT! 

Move two areas next 
turn, but the second 
one must be land 

(subject to the usual 
movement restrictions) 

1 Pieces of Eight 

 

OR 
CRAM ON SAIL! 

Move two areas next 
turn, but the second 

one must be sea 
(subject to the usual 
movement restrictions) 

1 Sovereigns 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Sovereigns 

 

OR 
HAVE AT THEE! 
+1 in combat 

1 Sovereigns 

 

OR 
SHIVER ME TIMBERS! 

+2 in combat 

1 Sovereigns 

 

OR 
LILY LIVER! 
-1 in combat 

1 Sovereigns 

 

OR 
LILY LIVER! 
-1 in combat 

1 Sovereigns 

 

OR 
STAP ME VITALS! 

-2 in combat 

Nice One Squirrel! Page 11 © Undying King Games 2004 



1 Sovereigns 

 

OR 
PADDLE, WRETCHES! 
May move into a sea 
area without a ship 

1 Sovereigns 

 

OR 
STEP TO IT! 

Move two areas next 
turn, but the second 
one must be land 

(subject to the usual 
movement restrictions) 

1 Sovereigns 

 

OR 
CRAM ON SAIL! 

Move two areas next 
turn, but the second 

one must be sea 
(subject to the usual 
movement restrictions) 

2 Crowns 

 

OR 
AVAST, YE DOGS! 

+3 in combat 

2 Crowns 

 

OR 
YELLOW FEVER! 
-3 in combat 

2 Crowns 

 

OR 
ME LIKIE! 

May exchange one face-
up treasure card with 
another pirate of your 
choice, of the same 

point value 

2 Crowns 

 

OR 
MY PRECIOUS! 

May take one card from 
their face-up treasure 

into hand 

2 Crowns 

 

OR 
GOD SPEED! 

Move two areas rather 
than one next turn, by 
either land or sea 

(subject to the usual 
movement restrictions) 
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2 Crowns 

 

OR 
WHEEL LASHED! 

You can say where the 
target pirate must move 
to on their next turn 

(doesn’t apply if 
they’re Crew) 

2 Doubloons 

 

OR 
AVAST, YE DOGS! 

+3 in combat 

2 Doubloons 

 

OR 
YELLOW FEVER! 
-3 in combat 

2 Doubloons 

 

OR 
ME LIKIE! 

May exchange one face-
up treasure card with 
another pirate of your 
choice, of the same 

point value 

2 Doubloons 

 

OR 
MY PRECIOUS! 

May take one card from 
their face-up treasure 

into hand 

2 Doubloons 

 

OR 
GOD SPEED! 

Move two areas rather 
than one next turn, by 
either land or sea 

(subject to the usual 
movement restrictions) 

2 Doubloons 

 

OR 
WHEEL LASHED! 

You can say where the 
target pirate must move 
to on their next turn 
(doesn’t apply if 
they’re Crew) 

2 Louis d’Or 

 

OR 
AVAST, YE DOGS! 

+3 in combat 
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2 Louis d’Or 

 

OR 
YELLOW FEVER! 
-3 in combat 

2 Louis d’Or 

 

OR 
ME LIKIE! 

May exchange one face-
up treasure card with 
another pirate of your 
choice, of the same 

point value 

2 Louis d’Or 

 

OR 
MY PRECIOUS! 

May take one card from 
their face-up treasure 

into hand 

2 Louis d’Or 

 

OR 
GOD SPEED! 

Move two areas rather 
than one next turn, by 
either land or sea 

(subject to the usual 
movement restrictions) 

2 Louis d’Or 

 

OR 
WHEEL LASHED! 

You can say where the 
target pirate must move 
to on their next turn 

(doesn’t apply if 
they’re Crew) 

2 Pieces of Eight 

 

OR 
AVAST, YE DOGS! 

+3 in combat 

2 Pieces of Eight 

 

OR 
YELLOW FEVER! 
-3 in combat 

2 Pieces of Eight 

 

OR 
ME LIKIE! 

May exchange one face-
up treasure card with 
another pirate of your 
choice, of the same 

point value 
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2 Pieces of Eight 

 

OR 
MY PRECIOUS! 

May take one card from 
their face-up treasure 

into hand 

2 Pieces of Eight 

 

OR 
GOD SPEED! 

Move two areas rather 
than one next turn, by 
either land or sea 

(subject to the usual 
movement restrictions) 

2 Pieces of Eight 

 

OR 
WHEEL LASHED! 

You can say where the 
target pirate must move 
to on their next turn 
(doesn’t apply if 
they’re Crew) 

2 Sovereigns 

 

OR 
AVAST, YE DOGS! 

+3 in combat 

2 Sovereigns 

 

OR 
YELLOW FEVER! 
-3 in combat 

2 Sovereigns 

 

OR 
ME LIKIE! 

May exchange one face-
up treasure card with 
another pirate of your 
choice, of the same 

point value 

2 Sovereigns 

 

OR 
MY PRECIOUS! 

May take one card from 
their face-up treasure 

into hand 

2 Sovereigns 

 

OR 
GOD SPEED! 

Move two areas rather 
than one next turn, by 
either land or sea 

(subject to the usual 
movement restrictions) 
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2 Sovereigns 

 

OR 
WHEEL LASHED! 

You can say where the 
target pirate must move 
to on their next turn 

(doesn’t apply if 
they’re Crew) 

3 Crowns 

 

OR 
BECALMED! 

May not move this turn 
(doesn’t apply if 
they’re Crew) 

3 Crowns 

 

OR 
BECALMED! 

May not move this turn 
(doesn’t apply if 

they’re Crew) 

3 Crowns 

 

OR 
BECALMED! 

May not move this turn 
(doesn’t apply if 

they’re Crew) 

3 Doubloons 

 

OR 
FOOL’S GOLD! 

May treat one treasure 
as being of a different 
type when burying (for 

VP calculation) 

3 Doubloons 

 

OR 
FOOL’S GOLD! 

May treat one treasure 
as being of a different 
type when burying (for 

VP calculation) 

3 Doubloons 

 

OR 
FOOL’S GOLD! 

May treat one treasure 
as being of a different 
type when burying (for 

VP calculation) 

3 Louis d’Or 

 

OR 
ROUGH SWELL! 

Lose one face-up 
treasure of victim’s 

choice overboard 
(discard) 
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3 Louis d’Or 

 

OR 
ROUGH SWELL! 

Lose one face-up 
treasure of victim’s 

choice overboard 
(discard) 

3 Louis d’Or 

 

OR 
ROUGH SWELL! 

Lose one face-up 
treasure of victim’s 
choice overboard 

(discard) 

3 Pieces of Eight 

 

OR 
EXTRA GROG RATION! 
Cancels a mutiny – this 
Crew member may not 
mutiny this turn 

3 Pieces of Eight 

 

OR 
EXTRA GROG RATION! 

Cancels a mutiny – this 
Crew member may not 
mutiny this turn 

3 Pieces of Eight 

 

OR 
EXTRA GROG RATION! 
Cancels a mutiny – this 

Crew member may not 
mutiny this turn 

3 Sovereigns 

 

OR 
SHORT GROG RATION! 
Allows immediate extra 
mutiny regardless of 
whose turn it is 

3 Sovereigns 

 

OR 
SHORT GROG RATION! 
Allows immediate extra 
mutiny regardless of 
whose turn it is 

3 Sovereigns 

 

OR 
SHORT GROG RATION! 
Allows immediate extra 
mutiny regardless of 
whose turn it is 
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