












12 Draft Rules 2026-08-12

Clean up:
The discard pile will contain a mix of  Cargo, Aspiration, and 
Mischief  cards.  Be sure to return these to their respective decks.

Take the cards from the Ship's Log and return them to the Horizon 
deck.  Separate out Hazards from the starting Horizon deck.

Find each Story Pack’s Legend, Horizon and Aspiration cards and 
return them to the box together.  Or, to play with these same Story 
Packs next time, leave them shuffled into their respective decks.

Additional Rules
3 Players
Setup for three players is identical to setup for 4 to 5 players. The 
three players "double up" their roles to also play as the Crow and 
two Swabs.

Play proceeds as normal for the Captain, Quartermaster, 
and Boatswain. The Boatswain picks any of  the three players 
(themselves included) to perform the Crow phase, but no token is 
moved to the Crow role space. After the Crow phase is complete, 
the other two players take a Swab phase, drawing a Mischief  card, 
and potentially playing it if  they can do so.  

To win, a player must complete two separate victory conditions, 
(e.g. two Aspirations, or one Aspiration and the most treasure) or 
a single desperate Aspiration.

6 Players
Setup for six players is identical to five players, except that the 
sixth player is a second Swab. When initially assigning roles, place 
the  additional token to the right of  the Swab role spot, to indicate 
a left to right ranking of  Swabs.

Play proceeds as normal through the five roles. Each Swab takes 
their own Swab phase.  The first Swab chooses the second Swab. 
All swabs draw a Mischief  card as they are picked, and can play 
the Mischief  card if  they can. During Loyalty, swabs choose their 
action in this order.

Winning the game is the same as for five players.

If  the Cargo deck runs out of  cards, shuffle discarded cargo cards 
together to form a new Cargo deck. If  there are not enough Cargo 
cards available to complete a step (e.g. there are not enough for the 
Quartermaster to distribute one to each player) then that action is 
skipped. If  the Aspiration deck or Mischief  deck run out  of  cards, 
they are not reshuffled. 
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In troubling times, our values are important to us:
Every one of  us deserves a world where we  
can enjoy playing games with one another.

A world we cannot wait to happen,  
but one we must forge for ourselves.

Trans rights are human rights 
Black lives matter 
Every child matters 

Your body, your choice 
Deeds, not words 


