Bank

. Only one prepared ship at a time

& Player’s Ship +1, or 4 min

I
CHANDLERY

A

STOREHOUSE
LicutHOUSE

& Countmng House
Municipar BuiLping
MansioNn

ExPERT VARIANT: STARBUCK EARNS
1VP pER $3 1NSTEAD OF PER $

Frask

Alc

C. P

e
Al ST |B

LicutHOUSE
Inx

DRrEssMAKER
Counting House
o CANDLEWORKS

SEAMEN’s BETHEL

ExPerT VarIaNT: FLASK PAYS HALF COST
FOR WHALES IF THE PLAYER HAS O OR I SHIPS

oUT WHEN FLASK RETURNS

LicaTHOUSE

SHIPWRIGHT

Carranv’s House

DistiLLery
Brewery



STUBE
AC|p [Pl
B. ScuooL *INN
C. COFFEEHOUSE’

Launch Only after round s
C& Always launch to 4

May prepare multiple ships

Brickvarp
RorLer MiLLs

| E STOREHOUSE
TAVERN

Municipar BuiLbine

l e ;__ y _- 'I..
MansioN SR |
+ SEAMEN’S BETHEL i ; A ROUND I2:

lowest cost bonus budlding

ExperT VARIANT: STUBB STARTS WITH THE INN, I. 2. GENERAL STORE ($9)

AND EARNS $I WHENEVER HE BUILDS

S

(if Abab is not the owner)
D. 1t time, Reroll "> Return to 4.

and time, Take$2, Draw 1 whale
Abab earns $1 extra when he uses any 2 building

<y Asfar as possible Up to 4
7+ As far as possible, into first place
Ahab always takes the White Whale z'mmedzlzte{}' {'fdmwn

Bank
NN

71 ScrooL I
WHARF | B || CaaNDLERY
"TAVERN CoUrTHOUSE

Post OFricE MARKET

' SEAMEN’S BETHEL
‘ Counting House

The most valuable R 4
ExperT VARIANT: ApD THE SHIP’Ss LoG. AHAB TAKES OUND 12:

AN OMENS CARD INSTEAD OF A R1GHT WHALE or

EMPTY SEA, AND USES THEM AS SOON AS POSSIBLE. J I. " 4 LI GHTHOUSE 2. o




+

CaprTaIN’s ORDERS

L
RoLL -, MOVE AROUND THE RONDEL, LOOK FOR A
BUILDING THAT PERFORMS THE ACTION SPECIFIED BY
THE ACTION RONDEL KEY

ActioN LocaTtioN Key

SEARCH FOR BUILDINGS IN THE ORDER LISTED

{1}, B, C, D, Arrows)
SE NAMED BUILDINGS ONLY IF THEY ARE IN PLAY.
The Captain’s Town and Wba/z'ng
C owned buz'ldz'ng; board action spaces

An opponent’s
P 5ui[dz'ng

If more than one building is found in the same location,
choose the one that gives the most resources

If multiple busldings in the same location give the same
amount of a resource, the player may choose which the
Captain uses.

WHENEVER A CAPTAIN USES A
NON-MONEY RESOURCE SPACE,
HE TAKES $2

AcTtioN RoNDEL KEY

Y, Launch

<~

Beﬁ;'e
Roundn

Actions that give the resource shown

Prepare Launch tﬁbw.rib[e

&8’ Prepare if not
The following spaces are used as written: TRYWoRKs,
Rernery, CooPEraGE, PERFUMERY, TAVERN, Bank.
Additionally, the Captains may use these buildings and
gain these values: MarkET: $6, CHANDLERY: $€.,
Lumeer Mice: $4, BRewery: $1/Foop +$1

Build an action 5ut?dz}zg in the
listed order next to the matching
zcon (A/B). If no listed buildings

remain, build a random building

Build a Bonus
Baz'/ding in the
listed order

& 5r
Round  Use the action only in the rounds specified
and later

In ROUND 12, IGNORE THE RONDEL,

USE THE ACTIONS SHOWN AT THE BOTTOM
FOR THE FIRST AND SECOND TURNS

(USE THE RONDEL FOR INN ACTIONS)
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