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Wake up! Wake up! We don’t have time to sleep around. Our ship has been trashed by those blasted waves we encountered in the storm. Looks like we’re shipwrecked. Well no time to lose! We’re going to need your help to build some sort of shelter so that we can survive this island! Wait… what was that noise? Is someone here else here..?
Welcome to Shipwrecked! In this game you will work together with your team to build a settlement in which you can enjoy a long and peaceful life on this strange island. Be careful though! You may not be alone and the island is flooded by a nasty wave on a daily basis. Use all your skills and cunning to safely navigate the island to gather resources 



Game Components
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Settlement sections: 1 of each
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Tile Cards:	
	Tidal Wave Flood Chart

	1-2
	3-4
	5-6

	Wood
	Food
	Vine
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Resource Tokens: 13 of each
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Settlement Blueprints: 1 of each
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Character Sheets: 4 total + 4 Character markers
[bookmark: _GoBack][image: ]1 Round Tile


Setting up the Game 


Place the settlement tile in the centre of the play area. Each player takes chooses one of the playable characters and places the character sheet in front of them. The character markers are placed on top of the settlement.
Shuffle all of the tile cards into a face down pile. This is the tile deck from which the island will be created through your exploration.
Place the Storage card, Settlement Blueprints, and all food, vine and wood tiles nearby for your convenience. You will need some space to explore the island so make sure to keep these nearby but not too close to the settlement.
Place the Round Counter nearby and put a counter one “1”.
The set up should look similar to the one shown below:
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Playing the Game


Players work together to complete the Main Goal. The main goal is to build each section of the settlement. Once this is complete, the players win the game. 
The island has some nasty surprises waiting for you however. Players lose the game if:
· All players are eliminated.
· The settlement isn’t complete by the end of round 15
Players are eliminated from the game if they lose their last remaining health point. Players lose health if: 
· They are caught by a tidal wave
· They have no food token at the end of a round
· They have not got enough resources to give to Brain (What a jerk, ami rite?).
The game is played over a series of rounds. A round ends once each player has taken a turn. At the end of the round three things happen in the following order:
· Pay your dues: Each player must give up one food token. If they can’t, they lose a health point.
· A tidal wave floods the board: Any one player rolls a d6 and compare that number to the flood table (Shown on the Game Components page). Shuffle all tiles corresponding to the number rolled on the d6 into the tile deck. If any player is on one of the affected tiles, move them to an adjacent tile . They lose 1 health point and all resources they are carrying.
· Players who paid the food token gain 1 health point
· The round count increases by one
During their turn a player can do the following:
· Move
· Store resources at the settlement (Only if they are in the settlement)
Each character has a number of movements indicated on their character sheet. Players can move in any direction the arrows on their current tile points in. Players can only move to an adjacent tile, or to a blank space if an arrow on their current tile points to one. Moving in such a way uses up one movement point. To move to a blank space, place the top card from the tile deck face up and adjacent to the current tile so that it is next to the arrow you chose to follow. Move your character onto the new tile and gain the resource indicated on that tile. Some tiles will have “Good event” or “Bad Event” on them which provide bonus effects:
· Good event: gain 1 extra resource of the type shown on the tile
· Bad event: lose one random resource token
Once you have used up all of your move points for the turn your turn ends unless your last movement takes you to the settlement. You may build or store resources, then end your turn. If you are the last player to take their turn this round, end the round. Otherwise the next player takes their turn.
Example: Blackbeard may only move to the left or up. The left space is a blank space so that player places a new tile from the tile deck next to it.
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Brian: 
At the end of rounds 5, 10 and 15 Brian appears at the settlement and demands tribute. Each player must give Brian two resource tokens of any type. Any player who is not able to do so displeases Brain. He attacks you and that player loses a health point. He will be back.
Starvation:
Each player must pay 1 food token at the end of each round. If they can’t they lose a health point. At the ends of round 4, 8 and 12 the number of food required per player increases by one. 
For example: It is round 4. Each player has taken their turn and now must pay two food tokens each. If they can’t they lose a health point. 
Example 2: It is round 8. Each player has taken their turn and now must pay three food tokens each. If they can’t they lose a health point. 
Building the settlement: If enough resources are at the settlement and the player whose turn it is also in the settlement they may build any section of the settlement for which they have enough resources (indicated on the settlement blueprints). To do so, remove from that player and the settlement all of the required resources. Place on the settlement blueprints the corresponding settlement card. The effects described on the blueprints for that section come into effect.
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