


Special Thanks

Here there could be your name

“Explorers of distant and unknown lands,
Expert navigators in every wind,

Treasure Island and Underwater Shipwreck Seekers,
Rescuers of Castaways on deserted islands,

traders of rare and precious spices,
Settlers ready to leave their homes

to settle at the edge of the world
and you too…Pirates.

Welcome to Finis Terrae,
the furthest land that men have ever explored.

Where will you arrive before Finis Terrae?”

(the Governor)



PRESENTATION

Finis Terrae is a game for 2 to 4 players or Explorers, and...a Pirate.
Starting from the “Isle of Winds”, the center of this new world, every 
explorer will set sail, aboard their vessel, to discover new lands and new 
riches.
The match is divided into days of navigation, characterized by different 
possible weather conditions. That will influence the movements.
In the succession of turns, each player will have to build the game board, 
place the tile which compose it, to found new ports up to the limits of 
the known world, to recover treasures and underwater finds, to save 
castaways and to trade spices.
The ships’ precious cargoes will be tempting prey for lurking pirates, and 
you may be tempted to indulge in piracy yourself.
Good luck!

PURPOSE OF THE GAME

Get the most points and prove you are the most skilled navigator.
Points are collected by COLONIZING, TRADING and EXPLORING
See the Scores on page. 20 or on the summary cards supplied to each 
player.
 N.B. No people were enslaved or deprived of their native 
territories to make this game. 

GAME SET-UP

 “Isle of Winds” and Starting player
Place the “Isle of Winds” square (“A”) to the table center. It represents the native land of Eexplorers 
and the place from which they start the journey.
At the beguinning, the starting player is determined by a roll of a red die.
The player who obtains the highest number will be the first to sail and, in memory of this, the Explorer 
receives the “EST” (“B”) card, the others will follow in clockwise order. In fact, he will be the first to 
see the sun rise at East, and therefore the first to leave the following morning. In subsequent rounds, 
the explorer who will last reach the easternmost point on the board with his vessel will become the 
first player. At the beginning of a new game turn, the “EST” card will pass to that player and then, in a 
clockwise direction, the others will play.

The first player places a port marker of his color (“C”) on the “Isle of the Winds” in correspondence 
with the beach indicated by the East cardinal point. Afterwards, every player will place their own port 
markers in correspondence with any other free beach point, present on the perimeter of the island. 
Once each player’s starting ports have been placed, no further ports can be placed on the “Isle of 
Winds”.
 N.B. The “Island of the Winds” is divided into 9 squares, 8 of which are coastal; each player 
must place their port on a different square. There cannot be 2 ports on a beach of the same tile.

 Game boards and cargo holds
Place one of the 5 game boards representing the Hold of your ship (“D”) in front of each player. The 
leftmost compartment is dedicated to the placement of a movement die and in the center there is a 
circular space, on which to place a token of one color (“C”). It is intended to show the color of your 
faction to other players.
The remaining 4 compartments are used for the storage and transport of the various game elements: 
coins, castaways, submarine finds and spices.
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Use an additional board to represent the Hold of the Pirate galleon and keep the Red Jolly Roger (“E”) (The Pirate Flag) close at hand.

Each player starts the game with 20 coins (“F” in Fig. 2). We recommend 10 pieces of 1 Doubloon, and 2 pieces of 5 Doubloon.
Before starting the turn, the explorers must decide how many of those coins to load on the ship and how to divide them in the hold. Loaded coins can be 
used for trading actions, but they can also be stolen by pirates or lost in the event of a shipwreck. Any coins left in front of your game board are safe in a 
sort of personal bank: they cannot be stolen and will not be lost in the event of a shipwreck, but they cannot even be used for trading actions.
On the Pirate ship, on the other hand, load 6 coins divided equally into two hold compartments.

Each cargo bay can hold one type of resource only, but in unlimited quantity. It will therefore not be possible to mix coins and castaways, underwater finds 
and castaways, and so on…
In addition, each cargo action must occupy an empty hold. Always.
If the player has no free hold compartments, he can decide to free one or more of them by throwing the contents into the sea.

Example: I have four spices in a hold and I sell them for 12 coins each. Saling I will load a total of 48 coins into an empty hold compartment (or freed from 
spices).
Example: I have a hold compartment containing 5 coins. I redeem a treasure optaining 10 coins. Those coins must be loaded into an empty hold 
compartment, I cannot add them to the bay with 5 coins.

At the end of each movement action, if a player is docked in his own port, he can rearrange and reorganize the hold: merge or divide coins, spices, 
castaways and artifacts, safely unload coins in his personal bank or withdraw coins from it to load them in the hold.
Always remember that elements of different quality cannot be loaded in the same compartment.

 Jolly Roger Black
Deal each player a Black Jolley Roger and place it face down next to the holds. An explorer can turn it face up during his turn to become a pirate

 

 Map Tiles
The package contains: 80 Map Tiles (“H” in Fig.1)
Depending on the number of players, it is advisable to adjust the number of Map Cards according to the following scheme:
◊	 2 players - 64 MAP TILES
Eliminate: 3 sea tiles, 1 lighthouse tiles, 1 castle tiles, 1 pirate lair tiles, 3 by two side island portion tiles, 7 by one side island portion tiles.

◊	 3 players - 72 MAP TILES
Eliminate: 2 sea tiles, 2 by two side island portion tiles, 4 by one side island portion tiles.

◊	 4 players - 80 MAP TILES

Return any eliminated Map Tile to the box, shuffle the remaining ones and create a few piles to place face down on the table board (“I” in Fig. 1). 

 Weather Cards
In the package you will also find 11 weather cards, of which, 1 with the writing Finis “Terrae”(“G” Pic.1). 
In particular: 5 Sunny Cards; 3 Rain Card; 2 Storm Cards and 1 Sunny Card with written on “Finis Terrae” (Literally: The End of the World)

Keeping the “Finis Terrae” card aside, now take the weather cards and place a “sunny” card face up next to the “Exchange Board”(“L” in Fig. 1). 
This will represent the weather for the first round of the game.

Shuffle the remaining cards and randomly remove 2 from the deck; put these back in the box without looking at them.
Place the “Finis Terrae” card face up as a third last position so that it is visible and partially protrudes from the deck.

The weather cards represent the game rounds. Arriving at the “Finis Terrae” card, this is shuffled together with the 2 remaining ones, then the game 
continues. The subsequent appearance of the “Finis Terrae” card marks the end of the game.
The last round of the game is carried out, as indicated by the “Finis Terrae” card, i.e. with “sunny” weather, then the points are counted.
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GAME PLAY PHASES

Each day of navigation, and therefore each shift, is divided into 3 phases:
FIRST Placing tiles and creating the board
SECOND Definition of the common elements of the game: weather, common 
movement action and value of exchanges in the round.
THIRD  Movement and interactions with the board, ie: foundation of ports, trading 
of spices, recovery and redemption of shipwrecked coins, submarine finds and 
treasures, piracy and fighting.

 N.B. Once the tiles are finished, the game continues without carrying out 
the tile placement phase

 Map Tiles placement
Starting from the first player and proceeding clockwise, each explorer draws 4 game 
tiles and places them all. Following the order of play, the others will do the same.
The rules to follow for positioning the tiles are as follows:
◊ Each card must have at least one side in contact with another card (Fig. 2):
◊ The elements of contact must be respected: sea with sea, land with land (Fig.3):
◊ Each tile must be placed at a maximum distance of 4 from an opponent ship 

or port.

Example: In Fig. 4 you can see how to evaluate the positioning within distance 4 from 
a opponent ship or port; in particular the various distances at which the RED player 
can place the tiles (i.e. the distances from the GREEN or YELLOW player). 
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Definition	of	the	common	elements	of	the	game
After each player has placed his 4 tiles, a weather card is turned face up. This operation is not done in the 
first round since each game begins with a “sunny” card already placed on the table.

The three possible weather conditions are:
-  Sunny: (“A”) two movement actions are performed
-  Rain: (“B”) only one move action is performed
-  Storm: (“C”) you are at the mercy of the storm and the wind
After turning over the “weather” card, the first player rolls a white movement die (“D”) and a red exchange 
die (“E”).

The white die is placed in the left slot on the “Trade Board” (“F”); the result obtained represents a move 
action common to all players.

The red die you just rolled represents the base value of trades in the turn (ie the base value of spices 
traded, underwater finds and castaways recovered). Place the relative Neutral marker in correspondence 
with the result obtained with the die roll (“G”).

In case of Sunny weather, since there are two movement actions available, each player, at the beginning of 
his turn, rolls a second movement die. At that point, the explorer, will have to decide whether to use the die 
just rolled, as a first or second moving action. If he uses his roll as his first moving action, he will place the 
die in the space on his board dedicated to dice next to the number “1”; conversely, if he uses it as a second 
action, he will place it next to the number “2”

In the event of rain, each player’s only movement action will be determined by the result of the common die 
rolled by the first player and placed on the “Trade Board” (“F”).

In the event of a storm, the first player rolls the wind die (“H”), with indicated the 4 cardinal points. The result obtained 
indicates the direction in which the wind pushes all the ships one square. 

 N.B. The storm is an event that players suffer passively. Explorerers don’t interact with the tile they come 
on. Once the storm has resolved, a new weather card is turned over, the dice are rolled and normal play resumes.

During a storm a ship can be wrecked if:
◊ The displacement makes it cross the mainland
◊ It is pushed against the rocks
◊ It is pushed off the board

 N.B. In the event of shipwreck, the ship must leave the contents of 1 of the 4 cargo compartments on the 
space in which it is shipwrecked (if there is something in the cargo hold, you cannot choose an empty compartment) 
and lose the remaining cargo which returns to the game coffers . The player receives a “malus -3 points” marker 
(above), repositions his ship in the port of departure and receives 6 coins from the game chest to place in the hold. It 
can also load any coins safely stored off the board, as it did at the start of the game.

A ship is saved from shipwreck if (see also in-depth analysis of the Tiles on Page 22):
◊ It is in any port at the time of the storm: in this case it does not move
◊ It is pushed onto a sea square, without crossing land
◊ It is pushed into a WRECK space
◊ It is located along the coast of an island with a LIGHTHOUSE: the ship does not crash into the island
◊ It is pushed to a Treasure Island or Castaway Island space
◊ Pushed into a “Pirate Den” tile

 N.B. The Pirate Galleon parked in a square containing any player’s port is considered to be underway, 
consequently, it is not protected from the storm since pirates are not allowed to dock in a commercial port. The Pirate 
Galleon is considered to be in port only if it is on the Pirate Den space. In the event of shipwreck, the Pirate Galleon 
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must leave the contents of one of the cargo compartments in the shipwreck Tile. (At the choice of the player who is managing it). The Galleon will then be 
repositioned, by the same, in one of the PIRATE DENS of his choice, he will also receive 6 coins to be divided equally into two compartments of the hold.

Example: Let’s see what happens when moving 1 square in case of Storm.

Pic. 6 - South direction wind
Yellow Galleon - It is in port and  it stays put.
Green Galleon - Passes from Sea to Sea. Save.
Red Galleon - Passes from Sea to Sea. Save.
Blue Galleon would be wrecked but the Lighthouse protects the 
perimeter of the island, so it stays put.

Fig. 7 - West direction wind
Yellow Galleon passes from Sea to Land. Shipwrecked

Green Galleon Cross the rocks. Shipwrecked
Red Galleon Passes from Sea to Sea. Save.

Blue Galleon goes off the board. Shipwrecked

 Movement and interactions with the board
After having carried out the movement (Minimum 1 space) it is possible to interact with the board
So in summary, the player:
1.  (if the weather is sunny) rolls his second movement die
2.  (if the weather is sunny) decides which of dice is used as first and second movement action
3.  Takes first move action (Minimum 1 space)
4.  Interacts with the arrival Tile (optional interaction; arrival card ≠ departure card)
5.  Performs second move action (Minimum 1 space)
6.  Interacts with the arrival Tile (optional interaction; arrival card ≠ departure card)
Movement on the board can only take place in the directions of the 4 cardinal points, indicated on the Isle of Winds, and therefore in the directions of the 
4 sides of the tiles. Diagonal movements are not allowed.
 
 N.B. Several ships can stop on the same tile.

Islands consisting of a single tile (such as Treasure Island, Castaway Island, and Pirate Den) and the “underwater wreck” tile are considered navigable. 
Island portions and islands made up of multiple land tiles cannot be crossed, but must be circumnavigated.
 
Example: To interact with the tiles on the board, a player must end his movement action on the square on which he wants to perform an action.

Players can interact with board tiles to:
1. Establish a port
2.  Look for treasure
3.  Recover submarine and shipwrecked Finds 

Players can interact with ports:
1. Redeem Finds and castaways in coins
2.  Trade spices
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INTERACT WITH TILES
 Found a port
To found a port, a player must stop in a portion of the sea in front of a beach and declare that he wants 
to found a port. He will then pays the amount due and place a port marker of his own color on it.
The cost to found a port is 5 coins for each tile that makes up the island or portion of the island at 
that time. 

 N.B. The newly founded port cannot be used immediately for commercial purposes (trading 
of spices, ransom of finds and castaways), but will be operational from the next movement action. It 
is not possible to found new ports on the Isle of the Winds or on the Pirate Cove.

Example: In Fig. 8 the BLUE player had to pay 20 coins (5 coins x 4 land tiles) to find his port. The 
YELLOW player 10 (5x2) and the RED player 5 (1 land tile). If, in a new phase of placing tiles, any 
player expands an island with new tiles, they do not have to pay any additional amount.. 
 
N.B. it is not possible to found a port on an island (or portion of it) in which there is already a port 
belonging to another player (Fig. 9). Two portions of the island are to be considered separated 
until they are connected by a tile (Fig. 10). For scoring purposes, an island is considered to be the 
exclusive property of the player who owns the most ports on the island. In case of a tie, all players will 
receive the score for that island.

 Search for a Treasure
By ending the turn on a “Treasure Island” tile (“A”) (see tile details on Page 22), the player will be able 
to collect and redeem the treasure, if present or found a port on the beach. If treasure is present, it is 
collected and placed in an empty hold compartment. The treasure can be redeemed for coins at any 
time during your turn (even immediately). To do this the player rolls 2 trade dice and the sum of the 
results determines value in coins of that treasure. The obtained coins will have to be loaded instead 

of the treasure token. Once redeemed, the treasure token is kept by the player on the table in front of 
his hold. It will be used to calculate the final score.

 N.B. on a Treasure Island, it is not possible to found a port and search for a treasure in the 
same turn.

	 Recover	castaways	and	submarine	finds
A player can stop: on an “island with castaway” tile to embark the castaway, if any, or found a port 
(“C”); on a “wreck” tile to recover a submarine repertoire, if present (“B”) (see tiles details on Page 22).
The items, when they are loaded in the hold, must be placed in an empty compartment.. 

 N.B. on castaway’s island, it is not possible to found a port and recover the castaway in the 
same turn.

 Interact with Ports
Players can interact with ports as follows:
◊	 In their own port: redeem every artifact and castaway in the hold and buy spices
◊	 In	an	opponent	port:	redeem	every	underwater	finds	and	castaways	in	the	hold	and	sell	

spices

	 Redeem	castaways	and	underwater	finds.
Underwater Fibnds and Castaways can be redeemed for coins at any port. The value is given by the 
value expressed on the “exchange board” + the roll of 1 exchange die (Fig.11).
Each compartment is redeemed separately from the following compartment. Therefore, the trading 
die roll is made for each space. The Find and Castaway tokens will then be kept by the player on the 
table in front of his hold. They will be used to calculate the final score.
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 How to buy spices
It is possible to buy spices ONLY in your own ports and you can buy a maximum number of spices equal to the number of lands that make up the island 
(or the portion of it) on which the player has docked with his ship.
The cost of each spice is indicated on the “trading board”: it is the same for all players and changes every day according to the methods described above.

The player stopped in his own port, declares how many spices he wants to buy, pays the equivalent in coins to the game coffer and loads the newly 
purchased spices into an empty hold.

Example: the blue player has finished his movement action in one of his ports (Fig. 14) and decides to buy spices. That port is placed on an island made 
up of 4 land tiles, so he can buy a maximum of 4 spices.
In the current turn, the market price for each single spice is 3 coins (Fig. 12).
He decides to buy 3 spices. He will then have to pay 3x3 a total of 9 coins at the game cashier.
Being in his own Port, the player can decide to arrange the goods in the free spaces as he likes.

yellow player (fig. 15) and decides to sell spices. The port of the yellow player is located 
on an island made up of two land tiles. The blue player will be able to sell up to 2 spices.
The market price is constant in the round therefore, 3 is the selling base..
In Fig. 13 we see two cases.
In the first case, the player sells the 2 spices in the compartment. He will have to roll a 
trade die, add the result (for example “2”) to the market value and multiply it by the number 
of spices in the compartment: (3 + 2) x2 = 12 coins.
In the second case the player will have to roll the trade die twice. First for room 1 and then 
add the results to the market value. Then the same for the room 2.
Let’s assume that by rolling the die twice we obtain “3” and “6” we will have 2+3x1= 5 
coins in the first compartment and 3+6x1= 9 coins in the second compartment; 14 coins 
in total.

 N.B.	ALL the buying and selling actions, carried out in the ports of departure, 
located on the Isle of Winds, are to be considered as done on an island made up of 2 
lands. You can then buy or sell a maximum of 2 spice units.
IMPORTANT: when you run out of spices in the reserve, it will no longer be possible to 
trade 

SUMMARY OF GAME ROUNDS (To recap)
1.	 Define	the	leader	(EST)	and	who	rules	the	Pirates	(If	in	play)
2.		 Draw	and	place	4	board	tiles	until	you	run	out
3.		 Find	out	the	weather	of	the	day
4.		 Roll	common	movement	die	and	Trading	Board	die
5.		 Each	 player	 resolves	 his	 turn	 (any	 pirate,	 movement,	 any	 action,	 any	
second	movement,	any	action)
6.		 Start	of	new	round,	Red	Jolly	Roger	passes	to	the	next	player	clockwise,	
the	Easter	player	is	determined	as	next	first	player	(EST)	

 How to sell spieces
It is possible to sell spices ONLY in an opponents ports.
Stopping in an opposing port, the sale takes place 1 compartment at a time. It is 
possible to sell, at most, a number of spices equal to the number of lands that make 
up the island (or the portion of it).

The value of each individual spice is given by the value of trades in that turn (indicated 
on the “Trade board”; example in Fig. 12) added to a trade die roll. A die roll must be 
made for each of the cargo bays involved in the transaction. The coins obtained from 
each transaction must be loaded into an empty hold compartment. Once sold, the 
spice tokens will be kept by the player on the table in front of his player board. They 
will be used to calculate the final score.

Example: in the current turn, the player finishes his movement action in the port of the 
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 Pirates
When a Pirate Den tile has been put into play for the first time, the player who, during the placement 
phase, puts this tile into play, places the black ship on it and he places the Red Jolly Roger ( In Fig. 17) in 
front of him. On that turn, he controls the action of the pirate ship. At each turn, the Red Jolly Roger will 
pass, clockwise, to the next player. Then, each turn, the pirate ship will be controlled by a different player. 
The Pirate Den tile is navigable, but to be crossed it is necessary to pay the sum of 3 coins to the game 
coffers.
 
 N.B. When the second or third Pirate Den is placed, this action moves the Red Jolly
Roger and, consequently, control of the pirate ship to the player who put that hideout into play

IMPORTANT: pirates always have a +1 bonus to the final value of their roll. The player who wins the fight has the right to empty a hold compartment of 
the losing ship and place the load in his own empty compartment or throw the loot into the sea if it is not useful to him. We remind you that, if necessary, 
a player can choose to throw the contents of one of his cargo compartments into the sea to create cargo space.

 N.B. If you are fighting for the black pirate ship, any loot is placed in the black ship’s hold and not your own.
 N.B. If a ship (of a player or of the pirate) with an empty hold loses a fight, it will be destroyed and sunk and the player will suffer the same effects 
of the “shipwreck” caused by the “storm”, but will be able to continue his turn with any actions residual. If a player sinks the pirate ship he receives a +3 
Bonus marker (Fig. 16).
 N.B. In the portion of the sea in front of the Maritime Fort, battles cannot take place. Players are attackable in ports instead. 

How to become a Pirate
Explorers can become pirates. To do so, an explorer must, in any moment of his turn, declare that he wants to become a pirate. He will then have to “hoist” 
his own Black Jolly Roger (in Fig. 18) by turning it face up and thus showing it to the other players. From that moment on, that player becomes a pirate 
to all intents and purposes! He continues to use the ship of his own colour, but will have to abide by the pirate game rules seen above. His coins, safely 

The player who controls the pirate ship that turn, must have the PIRATES act first and then act
for himself.
Pirates move according to the same rules as explorers and can perform the following actions:
◊ Recovering Castaway people
◊ Retrieve Underwater Finds
◊ Collect Treasures
◊ Attack other players

 N.B. Explorer ships can pass through the tile the pirate ship is on without consequences, however if they end movement on it, they are 
automatically engaged in combat by the pirates. Also, fights are resolved first, then you can interact with the arrival square.

Pirates can neither establish ports nor trade. Finds and Castaways are not transformed into coins by the pirate, but simply kept in the hold.

 Naval battles
Pirates can attack explorers and attack other pirates; explorers can attack pirates, but not other explorers.
Combat takes place with a roll of 2 red dice by the attacker and 2 red dice by the defender. Whoever gets the highest value wins the fight and in case of 
a tie the dice roll is repeated until there is a winner.

outside the hold, are “frozen” and cannot be recovered (and therefore used) as long as he 
remains a pirate. He can remain a pirate for as long as he wants and can return as an explorer 
by going to any port on the “Isle of Winds” and paying 5 coins to the game cashier. Once this 
sum is paid (using the coins in the hold), he turns the flag face down again and ends his turn 
immediately, without taking any other action of any kind.
If he wants to, he can become a pirate again during the course of the game.
 N.B. Pirates can attack each other, but the black PIRATE GALLEON is always 
moved by the player holding the red pirate flag.

ATTENZION: a player BECOME a pirate, in case of victory in a fight, will have to put the booty 
obtained in a compartment of HIS hold AND NOT IN THE PIRATE’S!
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Once flipped, the last round corresponding to a sunny day is played. 
Once completed, the points are counted.
The player who has collected the most will be the winner of the game.

Inside the box you will find the scorecard. Take the token of your color from your game board and 
place it on “zero”. If the score exceeds “40”, place a second marker above the first, to remind you that 
you are completing the second round on the scoreboard.

 N.B. The starting ports, located on the Isle of Winds, do not count towards the final score.

Each player calculates his own score, according to the following scheme:

COLONIZATION
◊ +1 point for each terrain constituting complete and incomplete islands.
◊ +2 points for each complete island.
◊ +1 point for each lighthouse on complete or incomplete islands.
◊ +1 point for each castle on complete or incomplete islands.
◊ +5 points to the player who owns the largest complete island (in case of a tie, all players score).

TRADE and EXCHANGE
◊ +1 point for every 5 coins in your possession (both in and out of the hold).
◊ +3 points for each Castaway redeemed or in the hold.
◊ +3 points for each Underwater Finds redeemed or in the hold.
◊ +2 points for each treasure recovered.
◊ +2 points for each spice sold or in hold.

◊ +4 points for each player who, at the end of the game, has collected at least 1 Castaway, 1 Underwater Find, 1 Treasure and 1 Spice.

EXPLORATION
◊ +3 points to each player who has founded a port in both the northern and southern hemispheres (those on the W/E axis squares are not considered).
◊ +3 points to each player who has founded a port both in the east and in the west (those on the N/S axis squares are not considered).
◊ +3 points to each player who has founded a port in all 4 quadrants of the board (those on the N/S axis and W/E axis squares are not considered).
◊ +5 points to the player who founded the port furthest from the center of the Isle of Winds (in case of a tie, the score is assigned to all players).

PIRATE SINKING BONUS
+3 points for each bonus token accumulated by sinking pirates. 

MALUS SHIPWRECK / SINKING
-3 points for each penalty token accumulated during the game. 

End of game and scores

The game ends when the “Finis Terrae” card is encountered for the second time.
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11x / SEA – navigable in 4 directions

6x / SEA with ROCKS – navigable in 3 directions. It is not possible to cross the rocks. 

5x / UNDERWATER WRECK – navigable in 4 directions. As soon as the square is brought into play 

we place an “Underwater Find” on top of it.

35x / ISLAND PORTION - Movement allowed only towards the sea sides. On the beaches only, it 

is possible to found a port. 

Various land types: 18x one side - 10x two sides - 3x Fjords - 4x narrow

5x / CASTAWAY ISLAND – Navigable in 4 directions. As soon as the tile is brought into play we 

place a “castaway” on top of it. On the beach only, it is possible to found a port.

5x / TREASURE ISLAND – Navigable in 4 directions. As soon as the tile is brought into play we 

place a “treasure” on top of it. On the beach only, it is possible to found a port.

3x	/	PIRATE	COVEN,	ISLAND	– Navigable in 4 directions, but to pass through it is necessary to pay 

3 coins; if you don’t have them you can’t transit. If a player is driven by the storm, he doesn’t have 

to pay. Protects moored pirates from the storm. It is NOT possible to build a port on it.

Elements that make up the game:
 AT HOME Module
 (Complete the game at home with repurposed pieces)
1 Isle of the Winds large tile
1 trading board
80 game tiles
11 weather cards (5 sunny, 3 rainy, 2 storm, 1 sunny “Finis Terrae”)
5 ship’s hold planks
4 Black Pirate Flags (small)
1 Red Pirate flag (large)
1 First player tile showing the EAST cardinal point
6 “Malus -3 Points” tokens
5 “Bonus +3 Points” tokens
36 PORT markers of the colors corresponding to those of the players (9 for each player) 
/// 1 neutral marker for the Trading Board
5 vessels of various colors (4 in the role of Explorers and 1 in the role of Pirate)
 
 Add-on Module - Included in the Standard Version
 (Not Included in the AT HOME Module)
2 white movement dice (values 2-3-3-4-5-6) / 2 red trade/combat dice (d6)
1 “Dice of Winds” (N-S-W-E)
70 coins of value 1 /// 12 coins of value 5 /// 8 coins of value 10
15 spices
5 treasures /// 5 underwater finds /// 5 castaways

5x / PORTION OF ISLAND WITH MARITIME FORT – in the portion of the sea in front of the Fort all fighting is forbidden. However, 

all ships can transit and stop. There are no beaches on this tile.

5x / PORTION OF ISLAND WITH LIGHTHOUSE – Its effect applies to the entire perimeter of the island it belongs to. Protects 

from shipwreck any ships that are driven against that island’s terrain. In that case the ship simply stays still. It does not protect a 

galleon that is pushed outside the perimeter of the island, in which case the ship must be moved in the indicated direction. There 

are no beaches on this tile.

Tiles Description
1x “ISLE of WINDS” -  Starting Tile in a 3x3 size. The homeports of the explorers are placed. They have the same functionality as any other port. The island does not provide 

protection from pirate attacks. No other ports can be founded, in addition to the starting ones. In the starting port we can trade a maximum of 2 Spices.
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