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Summary

The Treasure of Skeleton Island is a set-collection microgame
inspired by Robert Louis Stevenson’s novel about a motley crew
of adventurers chasing after a dead pirate’s treasure. It uses only
twenty-four cards for two to four players, so manage your hand
carefully and collect as much treasure as you can before the rest
washes away.

Components

• 27 Prize Cards

– 9 Characters
– 9 Locations
– 9 Objects

• The Black Spot

Setup

1. Shuffle all the cards together
2. Deal three cards to each player, face down
3. Place the remaining cards face down on the table as the

buried treasure pile
4. The player who has most recently been on a boat goes first. In

case of a tie, one of you should lie about it so you can go first.

Rounds

At the start of each round, the first player unearths the top
card from the buried treasure pile and places it on the beach. If
necessary, cards on the beach slide seaward, away from the treasure
pile, to make room. If there are already three cards on the beach,
the one furthest from the buried treasure pile is swept out to sea.

On your turn, you must exchange one of the cards in your hand
for either a card on the beach or the top card in the buried
treasure pile. After exchanging, play passes to the left. When
the last player has taken a turn, a new round begins.

Claiming Prizes

You can claim a prize from the beach at any time, on your
turn or anyone else’s, by stating that you have the required
cards and placing the prize in her treasure chest. Ties can be
resolved by a coin-flip or by pistols at dawn, whichever is more
convenient. Claiming prizes leaves empty spots on the beach.

The card for Jim Hawkins: The cards represent both
the prizes you are seeking to claim, and the means by
which to claim them. If you have Billy Bones, any other
character, and the Dinghy in your hand, you can claim
Jim Hawkins, who is worth four gold coins at game’s end.

If there are no prizes left on the beach, the next player to take a
turn should unearth the top prize from the Buried Treasure pile.

Prizes in any player’s treasure chest may also be used to claim
prizes only if they are the specific named card required to claim
the prize. (e.g. Jim Hawkins can be claimed if Billy Bones is
in any player’s treasure chest, but not by using a Location prize
in someone’s treasure chest)

If a player attempts to claim a card, and others don’t believe
she has the means to do so, they can challenge before someone
takes another turn or makes another claim. If you are caught
bluffing, or if you falsely accuse another player of bluffing, you
will be marked with the Black Spot.

If the last face-up card has been claimed as a prize, immediately
flip over the top card from the treasure pile.
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Adding a card to the beach: At the start of each
round, flip over the top card on the Buried Treasure pile
and push the remaining cards to the right, filling in any
empty spots before pushing further out to sea. If the
beach is full, the furthest card from the Buried Treasure
pile is washed out to sea.

The Black Spot

The Black Spot is a mark of shame and treachery. If it is in
your possession, you have proven yourself untrustworthy, and
must show your cards when claiming prizes and cannot accuse
others of bluffing. The first time you show your cards to claim
a prize, flip the Black Spot to the blank side; you may now make
accusations against others, but still must show your cards. The
second time you show your cards, the Black Spot is washed away
and your honor is recovered. If another player earns the Black
Spot while you are marked with it, your shame is absolved early
and the most recent scoundrel is marked.

End Game and Scoring

The game ends when all the treasure has been unearthed and either
claimed or lost at sea. Players count up the coins on all the cards
they have won and the player with the most coins wins. Ties are re-
solved by counting the number of high-value cards (e.g. the player
with the most six-coin cards wins the tie) or by pistols at dawn.

Rules Variations

Honor Among Thieves Especially when only two players
are after treasure, don’t use the Black Spot mechanics.

Stingy Pirates In this variant, each prize can only be claimed
with cards in one’s hand or treasure chest. The chests of other
players are off-limits.

Hard Knock Life Once you’ve been caught bluffing and
been given the Black Spot, you can no longer take advantage
of the cards in other players’ chests. This lasts until the Black
Spot is passed on to another player.

Example of Play

Captains Teach, Bonny, and Morgan sit down to a game. They are
on board Teach’s ship, the Queen Anne’s Revenge, so Teach claims
that allows him to go first. Nobody objects and the cards are dealt.

Teach, going first, unearths the first prize from the buried treasure
pile. It is the Admiral Benbow Inn, which requires any three
characters to claim it. The players can see each others card backs
so nobody can bluff that they have three characters. Teach swaps
one of his hand cards for the top card in the buried treasure pile.

Anne Bonny goes second and grabs the Admiral Benbow Inn,
exchanging it for her Jim Hawkins card. She then immediately
claims the Jim Hawkins card. Her opponents can see she has
the right suits, but can’t be sure whether both the Character
she holds is Billy Bones and the Object she holds is Dinghy.
Captain Morgan isn’t buying it and calls Captain Bonny a liar.

Anne Bonny shows her cards, and reveals that she was, in fact,
telling the truth. Morgan must now take the Black Spot, marking
his shame. The Jim Hawkins card is added to Anne Bonny’s
treasure chest, and will be worth four coins at game’s end.

On Morgan’s turn, since the beach is empty, he reveals the top
card from the Buried Treasure pile, which is the Hispaniola. He
moves quickly to claim it. Since he has the Black Spot he must
demonstrate that he has Captain Smollett and Squire Trelawney
in his hand, which along with the Jim Hawkins in Anne’s
treasure chest allows him to claim the prize. He flips his Black
Spot to the back, taking one step closer to cleansing his name.

Play passes back to Captain Teach, who reveals one card for
the empty beach, and another because he is the first player, and
must always reveal a new card on his turn. Play continues...
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