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Number of Dice: I 2 s

Number of Dice: 2 Number of Dice: I 3 u )

Shut the B be played b b

o futI: eers OX Can be pryec by any nimbEr . Each of the players pays a coin to the I 2 3 4 ) 6
prayers. “pool” at the beginning.

1. Players pay an agreed amount into the 1 2 3 4 § 6
“pool” at the beginning. The winner 2 Piayers r‘oLl to S;‘? v;/lho goces lf)irst. Ehe
collects the pool at the end of each player with the highest number rolled I 2 3 4 § 6

starts the game.
round.
7l 1l h frst. 3. Taking turns each player rolls the die I 2 3 4 § 6

2. Hlayers rof to see who goes first and compares the number rolled to the

3. Players starts their turn by rolling the corresponding instruction: 1 2 3 4 5 §
dice. The player then adds up the dots a L
facing up on the dice. The player may +All Place I ’ P
then choose any combination that B: Place One 3 & )
makes up the number shown by the
dice and marks the numbered spaces B: Place Two ! > 3 4 5 6
accordingly. For example, if the player B: Take One
throws a y and a 6 on their first roll B: Take T I 2 3 4 ) 6
they would have a total of 11. They FLake Lwo
may then cover either the 9 and the 2 B: Take All I 2 3 4 ) 6
spaces, the 8 and the 3 spaces, the 7 and Play until the pool is empt
the 4 spaces, the 5 and the 6 spaces, the ~ + +2Y P Pty I 2 3 4 5 s
8, 2, and 1 spaces, the 7, 3, and 1 spaces,
the 6, 4, and x spaces, or the 6,3,and > SHIP, CAPTAIN, CREW rof 2 | 3 | 4 | 5 | s
spaces.

4. The player continues to roll and Number of Dice: § ! 2 3 + 5 6
cover spaces until they either roll 2 1. Players have three chances to attempt I 2 P
number that has no combinations left to roll a 6 (Ship), 5 (Captain), and a 3 4 5

> >
to cover or the.y cover every space. 4 (Crew), in order, from highest to p
The combination of the numbers left lowest. When the target number is I 2 3 4 5
uncovc,:red after the turn is over is the rolled the die is set aside and not rolled
player’s score. again that turn. ! > 3 4 J 6

5. After every person has had a turn, the 2. Onceas, s, and 4 are rolled, the I 2 3 4 5 6
player with the lowest score wins. If remaining dice in the final roll (Cargo)
aplayer covers all the sp aces on their are added together to calculate the 1 2 3 4 5 s
turn they immediately win. player’s score. The player with the

highest score at the end wins. 1 2 3 4 5 4
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