ISLAND MAYHEM RULES
Items needed

2-6 players (Individual figures on 1” diameter bases)
4  distinct monuments  (i.e  island statue   for treasure purposes)

A Pirate Captain  with a parrot and a wooden leg   (not Optional)

Several Pirates         Landing boats each with a coil of rope                 4 treasure chests              30  Natives  chosen from     5 with blowpipes   5 with bows    5 with spears      5 with clubs   5 with knives    5 with (flint) axes         Scenery        Ruler in inches      1 Direction Dice
Several 6 sided dice
1 pack of numbered cards from 1-10 which equates to a number in inches marked as follows

1  2  3 4 5 5 6 6 7 7 8 9 10   13 cards in total  ( unlucky for some)

1 pack of  hit cards   marked as follows 

Hit   miss  hit  miss  hit  miss  hit  miss  hit  miss  10 cards in total  (used in firing)

I pack of target cards marked as follows

Dead   dead    heavy wound  heavy wound light wound light wound  no wound no wound no wound   no wound    10 cards in total ( used in firing)

1 pack of melee cards marked as follows

Dead   Dead     heavy wound  heavy wound   light wound     light wound    no wound   no wound  no wound  no wound          10  cards in total  (used in melee)

1 pack of treasure cards marked as follows

Skeleton bones holding 1 bag of aztec gold(8 points)   skeleton bones holding 1 bay of aztec gold( 8 points) 2 bags of jewels (each 6 points)  3 bags of silver(each 2 points)  5 bags of silver(each 2 points)  3 bags of gold(each 4 points)  5 bags of gold (each  4points) 7 bags of pennies (each 1 point)  empty   empty     10  cards in total

1 pack of Event cards marked as follows

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move 

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

The sun is shining no penalties this move

This sun is shining no penalties this move

You come across a mermaid floundering on land and one of your crew must carry her back to the sea. (to your landing boat) If attacked in melee double wounds. No firing.
A  Voodoo Man appears in front of one of your crew and puts a curse on him. He stays in a trance for 2 moves.   No firing or movement. If attacked in melee double wounds.
Your captain finds a ships cannon.   You may fire it 3 times. The range is 30”.  When firing pick 2 hit cards (same procedure as blunderbuss). It takes 2 crew to move the cannon in your movement turn.

One of your crew falls into a spiked pit. Pick a target card.  If not dead  one crew member can return to your landing boat and pick up coil of rope. It takes one move to pull crew member out of pit but if he is attacked double wounds. If he is killed pick a me target card as the crew member falls back into the pit.
A Crocodile appears in the middle of the island. Throw a Direction Dice and pick a Movement Card each turn. The crocodile will always attack the nearest pirate within 3” (i.e crocodile  moves 6” and is still 3” away from pirate so move the crocodile an extra 3” to melee.   Pick a melee card. If 2 pirates equal distance from crocodile each throw a  1xd6 lowest gets attacked by crocodile. A Crocodile has 5 wound boxes. Crocodile will stop at the sea edge and will stay there until a direction dice moves them in another direction.
One of your crew sings a sea shanty.  No movement this move for crew and captain
Two of your crew get sunstroke.  Each receive 1 light wound    Figures of your choice.

Captains wooden leg gets stuck in some rocks. Crew try to help no firing or movement this move

One of your crew falls in some quicksand. Remove any figure of your choice  from the island.

One of your crew stands on a skeleton.  It stands up and attacks you this move. Pick a melee card.
A coconut lands on one of your crew.  Pick a target card

Two crew members get drunk   Each receive 1 light wound    Figures of your choice

Captains parrot flies off this move   Throw 1 Direction Dice and follow this move.(stop at sea edge
A Squall arrives on the island.   No firing this move due to Damp Powder.

One of your crew gets bitten by a snake    Pick a melee card  (what colour stripes did it have)

One of your crew stands on a scorpion      Pick a melee card   (did you have shoes on)

Native girls does a tribal dance    No movement this move for the crew and captain

Captain and crew get lost  Throw 1 Direction Dice and follow this move(stop at sea edge)
One of your crew forgets his cutlass.  One figure must return back to landing boat to retrieve it.

One of your crew accidently shoots a crew member  Pick a target card

One crew member gets a tropical disease  Pick a melee card
Captain and crew have loaded their weapons with sand instead of gunpowder no firing this move.

Captain and crew come upon a lagoon They decide to have a bath and a swim but one of your crew members is bitten by a turtle   Pick a melee card  (hope it is only on the toe)
One of your crew has fired at and killed an albatross   Captain shoots him  to return good luck .  Remove any figure of your choice from the island.

Captain and crew move through prickly plants  and their hands swell up No firing this move

 Total of 40 event cards
1 pack of treasure map cards

On 2 cards each have    2   x’s   mark the spots   next to 2 monuments   one of stone monolith  one of palm tree

On 2 cards each have   2   x’s   mark the spots   next to 2  monuments   one of stone ancient temple    one of   stone ruins

Total of 4 cards. (if 5 or 6 players make out extra cards of above )

Sequence of Play
The aim of the game is to get as much treasure as possible and return to your landing boat The winner is the  captain or crew with the most treasure.(points total)
Place the 4 monuments in the middle of the island  up to 8” apart in a square .

Pick your crew from the points provided (100 points)
Cost in points

Captain    costs   10 points

Crew member costs 5 points

Cutlass costs   2 points 
Axe costs 2 points
Blunderbuss  costs 10 points

Pistol costs 5 points

Musket costs 7 points

Shovel costs 1 point

A  Captain or crew member does not have to have a weapon (see melee)
You can have more than 1 weapon but not more than 4.
A pirate cannot have a musket and a blunderbuss together 

The game lasts 20 moves split into  turns of from 2-6 depending on players

Throw 1x6d highest goes first and picks landing area  next highest second and so on.

Always start from your landing area.  (if 4 players place you landing boat in the 4 corners of the island, If six players place 2 boats on the centre edge of the island)

The  Natives always go  last .
Pick a Treasure Map Card  first  which the Captain keeps at all times

The first movement from the landing boat  do not pick a movement  card or event card.

All Captain and Crews move  8” for there first movement turn.

Then always in sequence:

First shuffle the event cards   and then each turn 

Pick an event card  first  read then discard.
Pick a movement card second. (replace into pack )
Always shuffle the cards each turn. (Pirates will not move into the sea )
There is no deductions in movement on the island  except;

Climbing rocks  trees   monuments     is done at half move  up or down.

If you want to jump down it must be a movement card of your total distance from top to bottom. Throw 1x6d   123 no wound 4 light wound 5 heavy wound 6 dead You can jump into melee so long as your distance reaches base to base. Captains cannot jump.

Each Crew member has  5 wound boxes  Mark off each box when a wound occurs. When no boxes left he is classed as dead.

A Captain has 10 wound boxes  Mark off each box when a wound occurs. When no boxes left he is classed as dead..
Each Native has 3 wound boxes  Mark off  each box when a wound occurs When no boxes left he is classed as dead

Firing (in your turn only)
You can have more than one weapon but can only fire (throw) one weapon per turn.

You cannot move and fire    (does not apply to natives they can move and fire but cannot fire when moving into melee)      e.g   fire load fire load fire  for musket, blunderbuss, pistol   no movement whilst loading
Fire once per turn

Line of sight only and measure range 

If in range pick a Hit Card (replace into pack) 

Always shuffle the cards each time 
If a blunderbuss firing because of the spread of lead pick 2 hit cards.(always pick from 10 cards)
If a Hit

 Pick a target Card . (replace into pack)    
Shuffle the cards each time and always pick from 10 cards.
 Check Result If a wound occurs mark off the Captains or Crew/natives  wound box.
(If Blunderbuss gets 2 dead cards it still only kills one figure. If you get heavy wound and light wound you would mark off 3wound boxes etc.)
Ranges

Axe  up to 6”

Pistol   up to 12”

Blowpipe up to 6”
Musket up to 24”

Bow up to  12”

Blunderbuss up to 12”
For each  light wound mark off 1 wound box (opponent)

For each Heavy wound mark off 2 wound boxes (opponent)

Dead   for crew/natives  remove from island    Dead for Captain  mark off 2 wound boxes
Melee ( in your turn only   can move and melee)

(up to 3 figures can pick a melee card against 1 figure. The attacked figure can still move away on his turn if he wants to)
Base to Base  contact

If in contact and it is your turn  you can move away.( run away to fight another day)

Always shuffle the melee cards each time 
Pick a Melee Card   Your turn only   There is no defenders go.
Replace the melee card each time you pick one so there is always 10 cards to pick from.

For each light wound mark off 1 wound box (opponent)

For each heavy wound mark off 2 wound boxes (opponent)

Dead for crew/natives  remove from island  Dead for Captain mark off 2 wound boxes

If no cutlass or spear double wounds if digging double wounds if carry treasure in both hands double wounds if picking up weapons double wounds
No Morale even if Captain killed ( more treasure for crew)

Natives

First throw 1xd6  twice    1 is blowpipes 2 is bows   3 is spears  4 is clubs  5 is knives 6 is axes 
These are the 2 tribes picked. They must start in the middle of the Island.  Then  throw a direction dice for each tribe and then pick a movement card for the rest of the game.(Native tribes will not fight each other)  If any pirate figure is in range the natives will always fire  if any native is in 3” of any pirate the native will attack and move to melee(i.e a native moves 4” and is 3” away from a pirate so you move the native the extra 3” into base to base for melee) It will be always the nearest pirate to fire at and melee with. If equal distance each pirate throw 1xd6  the lowest score will be attacked or fired at. Natives will not attack each other. Natives will stop at the sea edge and  will stay there until a direction dice moves them in another direction.
Natives will fight and fire to the last man as will the pirates

Treasure Chest

Your aim is to follow  the map to x  marks the spot   you have a map that has 2 x’s on When you arrive at the x near the monuments you can start digging with your spade or hands
It takes 1 move to dig and open a Treasure Chest  with 1 crew with a spade
It takes 2 moves to dig and open a Treasure Chest with 1 crew with his hands

It takes 1 move to dig and open a Treasure Chest with 2 crew with their hands

It does not matter how many crew dig for treasure these are the minimum and maximum moves permitted.
It also takes 1 further move to get the bag of aztec treasure from the hand of the skeleton.(1figure)

Pick a Treasure Card  then discard.
One crew member or captain can carry 1 bag of treasure with out any melee penalties back to the boat. If he is greedy and takes 2 bags of treasure and is attacked  in melee  his wounds are doubled. The same happens if you are digging for Treasure.(each figure can only carry 2 bags of treasure at any one time)
Your Captain always has the Treasure Map until killed. If the Captain is killed it takes 1 crew member 1 move to get the Treasure Map out of the Captains Hand.  If the crew member is then killed follow the same procedure.

You can only dig for treasure that is located on your Treasure Map.

You  may look out for other pirates and pinch there treasure especially when they are digging or carrying treasure back to the landing boat. You must attack in your turn or shoot in your turn. To take Treasure you must kill by firing  or by melee.  You must be in   base to base to pick up treasure bags  otherwise move into base to base with chest or figure.

You can also pick up dead pirates weapons. It takes one move to do so but must not be engaged in any other activity.

Scenery

Place as much scenery as possible but there must be   paths and open areas between each  square  on the island. There is no distinction between soft or hard cover  it is used as line of sight only  When firing you have a 50/50 chance  at all times  to hit then a 60/40 ratio to receive a wound.  In melee there is no distinction between soft or hard cover or weapons the ratio is    60/40 to receive a wound. There must always be the set number of cards  to choose from in   Movement  13 cards    Hit  10 cards    Target  10 cards   Melee  10 cards
Event cards are at a ration of 60/40 in penalties.

Axes

You can only retrieve an axe when thrown if the pirate is dead. If  heavy wound  light wound no wound or miss occurs the axe is deemed as lost.

Note:

When the last event card is discarded only pick a movement card till the end of the game(20 turns).

