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Who hires lemmings for piracy on the high seas!?! As soon as the first shot is fired, the entire 
crew runs for the planks! You will almost certainly be a better captain. So prove it by 
collecting a variety of pirate accessories from the lemmings before they all take a swim.

Game Setup
   1) Shuffle the lemming deck.
   2) Each player draws 4, 5, or 6 dice from 
their dice bag for a 4, 3, or 2 player game 
respectively and adds them to their secret 
area.
   3) Randomly arrange player order on the 
current round track. Match this order on the 
next round track.
   4) Give the first player 1 coin. Give the 
second player 2 coins. Give the third player 3 
coins. Give the fourth player 4 coins.
   5) If playing with 3 players, flip over the 
players' dice boards to the side with 4 dice 
spaces instead of 3. Currently those boards 
are locked in place. Mouse over an item and 
press 'L' to lock and unlock it. If playing with 
2 players, remove the current dice boards and 
use the ones with 5 dice spaces instead.

Object of the Game
Players will complete sets and add lemmings 
to a score pile throughout the game. At the 
end of the game, players will calculate their 
scores. The highest points wins.

Most points (a possible 15) will come from 
having a diverse set of icons in your score 
pile. So players should try to add as many 
different icons to their score pile as possible. 
This includes icons in the top half and bottom
half of lemming cards.

Additional points are awarded for having a lot
of one icon in your score pile, the number of 
dice you have, and the final player order. In 
the event of a tie, the player with the most 
remaining coins wins the tie. Ties beyond that
are shared.

Gameplay
Each round is broken into 4 phases: Setup, 
Drafting, Scoring, and Cleanup. After the 
fourth round in a four player game, the third 
round in a three player game, or the second 
round in a two player game, the game is over 
and points are tallied. The player with the 
most points wins.

Phase 1: Setup
Deal a lemming card to each plank space on 
the board (Two cards to the 2-3, 6, 8, and 11-
12 planks. Three cards to the 4-5 and 9-10 
planks. One card to the 7 plank.)

Players also roll the dice in their secret zone. 
Yes it is possible to cheat. Don't play with 
cheaters.

Phase 2: Drafting
In turn order (as set on the current round 
track), players add one die at a time to their 
dice board from left to right.



After the second and each subsequent die is 
placed, a player will take a lemming. The sum
total of the side-by-side pair that was just 
created determines the plank from which a 
player takes a lemming and places it face-up 
near their dice board.

Example: I played a 2 during my first turn. 
When play gets back to me, I play a 6 to the 
next space. I can now draft a lemming from 
the 8 plank. The next time play gets back to 
me, I play a 5. This is added to the 6 I played 
previously and I draft a lemming from the 11-
12 plank.

When you take a lemming, you immediately 
resolve icons on the top half of the card in 
whatever order you choose. Icons with a light
blue background are optional. The anchor 
icon (which has a red background) is not 
optional. Refer to the icon reference for what 
each icon does.

This phase continues until all players have 
filled up the dice spaces on their dice boards.

Spending Coins
During your turn, you may spend as many 
coins as you wish. When drafting, you may 
spend any number of coins and add that total 
to or subtract that total from the number you 
are currently using to draft. You do not 
change the results of your actual dice.

Example: When I am about to draft from the 
6 plank, I could spend 3 coins in order to 
draft from the 2-3 or 9-10 planks.

Immediately after drafting a lemming, you 
may spend 7 coins to draft an additional 
lemming. This uses the same drafting number
given by your dice for the previous draft 
(even if you spent coins in order to draft from
a different plank). You may spend additional 
coins on changing the number of this new 
draft as well.

Example: After drafting from the number 7 
plank, I spend 7 coins on drafting again. 
Normally this additional draft would be from 
the 7 plank, but there is nothing left there. So 
I spend an extra 2 coins on drafting from the 
9-10 plank instead.

Phase 3: Scoring
During this phase, players may create any 
number of sets from the icons on the bottom 
half of their lemming cards. This can be done 
in player order for simplicity, but if players 
are familiar with the game, it can easily be 
done simultaneously.

Set are constructed from the icons on the 
bottom half of lemming cards and can be of 3
or more all alike or all unique icons. Each 
lemming card may only be used in a single 
set, but not all set icons on a given lemming 
card need to be used in the creation of a set.

Set icons include the sword, gun, hook, flag, 
parrot, and treasure map (which is wild). 



When a set is constructed, the player discards 
one card from the set, adds the remaining 
cards to their score pile, and gains a bonus 
based on whether the set was alike icons 
(gain a die) or unique icons (gain 5 coins). A 
player's score pile is either a face-down stack 
or can be placed in their secret zone. 
Whatever the case, it should be clear which 
lemming cards are in the score pile and which
have only thus far been drafted. Players may 
look at their score pile at any time.

Example: I have a lemming card with a 
parrot, one with a parrot and a sword, and 
one with a treasure map. I can turn these in 
as a set of parrots and get a die or as a set of 
different icons (a parrot, a sword, and a 
treasure map) and get 5 coins. In either case, 
I discard one and place the rest in my score 
pile. The one I discard probably has icons I 
don't need or think I can get from another set 
later on.

Phase 4: Cleanup
This is a simple phase. Discard all remaining 
lemmings on the board. Players take all their 
dice back into their secret area. Update the 
current round track to match the order of the 
next round track. Remove a turn token from 
the game.

If a number of rounds equal to the number of 
players have passed, move on to final scoring.

Final Scoring
Unlock (with the 'L' key) the main board and 
flip it over (with the 'F' key). Take the player 
tokens from the next round track and use 
them to count scores.

1) Each player gains one point per unique 
icon in their score pile. For larger score 
piles, it may be easier to go down the 
icon reference and grant one point for 
each icon that is in your score pile. The 
treasure map only counts as its own 
unique token during this scoring. A 
player can gain 15 points if they have 
one of each icon in the game.

2) Each player picks any icon from their 
score pile and gains one point for each 
time that icon appears. Again, treasure 
maps do not count as anything other 
than a treasure map for this part of the 
game.

3) Each player gains one point for each die
in their final dice pool.

4) Each player gains one point for each 
other player behind them on the turn 
order track. In a four player game, the 
first player gains 3 points, second gains 
2, third gains 1, and fourth gains none.


