
The Sparrow Camisado 

 

The story of the Game: 

There was a sudden sound of a siren ... 

What's going on? 

Captain Khorzoo, Popeye and the ship's crew woke up all sleepy and tired to see that the famous Jack 

sparrow had attacked the ship with his crippled brother joey and took all the gold. 

What's this sound? It sounds like water... 

Oh God! Why is there holes all over the ship? 

Hey you the watch ! Weren't you on your patrol shift ?? what were you doing ?  why do u smell like 

alcohol? have u been drinking again ? 

Hurry up and find some stuff to repair these holes so we don't all drown. 

 

How to play: 

First the character cards are shuffled and each player is handed a character card. Character cards include 

5 sailors, 2 pirates and 1 watchman. 

 With the beginning of the music the game starts and all the sailors go to sleep. Pirates have 2 minutes 

to put the tiles on the board.  

The watchman who narrates and handles the game, must try to remember the place of the tiles and give 

clues to sailors during the game.  

After 2 minutes ends, the siren is heard and the sailors wake up and the game, according to the place of 

their special  taw which pirates chose last night, begins. 

Sailors, with false and right clues from pirates and the watchman whose identities remain a secret, 

should mend and repair the cracks of the board game with the instruments they get by rolling the dice. 

Before the music ends the sailors must find the main hole and repair it with the scores they have 

gathered from rolling the dice. 

Otherwise the ship sinks and the sailors and the watchman lose. 

Full time of the game is 12 minutes which includes 2 minutes for the pirates and 10 minutes for the 

sailors and also instead of music a timer can be used. 

 

 

 



Rules of the game: 

1. The pirates must put the tiles on the board game in 2 minutes and If the combined score of all the 

placed tiles is less that 60 they lose. 

2. Sailors can only move their taws to left, right, up and down of the places that have a border in 

common. 

3. Sailors can choose not to repair the places on the board and move past them but there can't be 3 

repaired places. 

4. Sailors can switch their two diced with each other twice. 

5. If sailors get to a blank place on the board, they only can move in the previous direction after waiting 

10 seconds. For example if you enter a blank place from left you can only move to left or right after 10 

seconds. 

6. If the hand tile comes up you won't need two hand dices to win the points only one hand dice is 

enough but because your hand is on the hole you can't continue playing. 

7. After collecting points, for reparing the main hole the players are moved to the main hole and all the 

points are combined, by getting a pair on the dices. This rule isn't for the sailor who uses the hand tile 

point. 

8. All the points of the sailros are summed up and the combined point must repair the main hole. 

9. If two sailors get to alike tiles at the same time, only one of them finding the right dice is enough to 

take both of the tiles. 

 

Arrangement of the players according to the number of players: 

 

3 players: for a 3 players game there's 1 pirate and 2 sailors and there won't be clues and tricking 

anymore. 

Using 20 tiles including 3 blanks and only the 44 point hole is allowed. 

4 and 5 players: includes 1 pirate, 1 watchman and the rest sailors.  

There can't be more than 5 blanks and using 44 and 50 points holes isn't allowed. 

6 to 8 players: there are no limitations. 

 

The Components 

Game board 



 



Cards 
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Back view  

Dice 



 

 

 

 

Pawns and meeple 



 

Player aids 
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