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IMPORTEZ ET EXPORTEZ AU 21° SIÈCLE!

CONTENU

Après une croissance économique mondiale sans précédent, vous êtes à 
la tête d’une entreprise spécialisée dans l’import et l’export par bateau! 

112 Cartes jouables 
     100 Cartes de biens (chacune avec un 
     pouvoir unique)
          20 Cartes “Technologie”
          20 Cartes “Agriculture”
          20 Cartes “Consommation”
          20 Cartes “Contrebande”
          20 Cartes “Luxe”
     12 Cartes “Bateau” (2 de chaque 
     couleur)
6 Tuiles “Port”
1 Tuile d’Île de Ravitaillement
42 Rectangles de Crédit Rouge (10 crédits)
50 Cubes de Crédit Blanc (2 crédits)

OBJECTIF
Avoir le plus de crédits à la fin de la partie! Mais soyez vigilants, car il y a 
une économie passive et active des crédits. Lorsque l’un des joueurs aura 
a�eint 50 crédits actifs (en devises rouge et blanche), la partie s’arrêtera 
à la fin du tour actuel. Vous gagnerez, tout au long de la partie, des 
crédits actifs en complétant des expéditions, en vendant des cartes, et 
en utilisant les pouvoirs de vos  cargaisons livrées à bon port. Vous 
gagnerez des crédits passifs en important des biens mais aussi en 
utilisant les pouvoirs de vos cargaisons déjà acheminées.
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les cartes
En plus d'être un bien unique, chaque carte peut être utilisée de plusieurs 
façons selon les di�érentes situations, comme illustré ci-dessous.

NOM ET POUVOIR D’UN BIEN

action
Sur le côté de chaque 
carte se trouve un 
type d’action. Vous 
pouvez utiliser les 
cartes de votre main 
comme une action lors 
de votre tour, ou 
lorsque vous suivez le 
tour d’un autre joueur.

TYPE DE BIEN

NIVEAU
Avant qu’un bien 
puisse être contracté 
en cargaison en 
utilisant l’action 
“CONTRAT”, vous 
devez a�eindre le 
niveau requis de la 
carte de bien. Chaque 
cercle plein 
représente un niveau, 
cela signifie que vous 
devrez avoir le même 
nombre de biens du 
bon type.CHARGEMENT REQUIS

Une fois contractée 
comme cargaison, 
chaque carte requiert 
un certain nombre de 
biens du même type 
chargés sur la 
cargaison pour pouvoir 
la compléter.

CARTES BATEAUX
Chaque joueur aura 2 
cartes bateaux de la même 
couleur. Ces cartes 
octroient un niveau dans la 
couleur correspondante, et 
seront utilisées pour 
accueillir les cargaisons.

+1 to Supply Island

consumer

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

capital

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

technology

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

luxury

Chaque type de 
bien octroie  un 
bonus de crédits en 
fin de partie, en 
plus d’o�rir un 
niveau lorsque vous 
contractez une 
carte du même 
type. 

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

luxury

+1 to Supply Island

technology

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

illegal

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

illegal

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

agriculture

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

agriculture

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

consumer

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

capital

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits
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LUtefisk

TELEVISIONS

L
O
A
D

You may load your technology
containers onto any shipment

T
E
C
H
N
O
L
O
G
Y

generators

L
O
A
D

You may load any container
onto your technology shipments

T
E
C
H
N
O
L
O
G
Y

Wheat

C
O
N
T
R
A
C
T

You may load your agriculture
containers onto any shipment

A
G
R
I
C
U
L
T
U
R
E

COFFEE
You may load any container

onto your agriculture shipments
A
G
R
I
C
U
L
T
U
R
E

BIG CATS

P
I
R
A
T
E

You may load your illegal
containers onto any shipment

I
L
L
E
G
A
L

seeds

P
I
R
A
T
E

You may load any container
onto your illegal shipments

I
L
L
E
G
A
L

soap

I
M
P
O
R
T

You may load your consumer
containers onto any shipment

C
O
N
S
U
M
E
R

CANDY

I
M
P
O
R
T

You may load any container
onto your consumer shipments

C
O
N
S
U
M
E
R

IMPALAS

S
U
P
P
L
Y

You may load your luxury
containers onto any shipment

L
U
X
U
R
Y

gold watches

S
U
P
P
L
Y

You may load any container
onto your luxury shipments

L
U
X
U
R
Y

Robot Cats

L
O
A
D

You may load 2 containers of the
same color to count as 1 tech container

T
E
C
H
N
O
L
O
G
Y

BATTERIES

L
O
A
D

You may pay 2 credits when loading to
load an extra container

T
E
C
H
N
O
L
O
G
Y

playstations

L
O
A
D

For every 2 technology goods you have,
you may load 1 extra container with load

T
E
C
H
N
O
L
O
G
Y

cell phones

L
O
A
D

When loading, you may draw 1 card from 
the deck instead of using your hand 

T
E
C
H
N
O
L
O
G
Y

tablets

L
O
A
D

You may now ship 8 containers per
shipment for 18 credits

T
E
C
H
N
O
L
O
G
Y

L
O
A
D

Every 2 technology goods you have count
as 1 virtual load import

T
E
C
H
N
O
L
O
G
Y

drones

L
O
A
D

You may draw 1 card when contracting
a new shipment

T
E
C
H
N
O
L
O
G
Y

segways

L
O
A
D

May be moved to imports, goods, or loaded 
as a container at any time

T
E
C
H
N
O
L
O
G
Y

SMART CARS

L
O
A
D

You may load onto the supply island
for 2 credits when using load

T
E
C
H
N
O
L
O
G
Y

ONIONS
Take 2 extra credits when completing an 
agriculture shipment including this one

A
G
R
I
C
U
L
T
U
R
E

POTATOES
Take 2 credits and draw 2 cards

when shipped
A
G
R
I
C
U
L
T
U
R
E

paprika
When contracting a new shipment,

you may also load 1 container
A
G
R
I
C
U
L
T
U
R
E

honey
Take 2 credits for every agriculture

good players have
A
G
R
I
C
U
L
T
U
R
E

BEER
You may move beer to the supply island 

when shipped to take 6 credits
A
G
R
I
C
U
L
T
U
R
E

sugar
When you contract an agriculture shipment,

take 2 credits from the bank
A
G
R
I
C
U
L
T
U
R
E

RICE
Take 2 credits for every agriculture 

shipment you have including this one
A
G
R
I
C
U
L
T
U
R
E

CHICKEN FEED
Any player may buy chicken feed for 6 

credits when shipped
A
G
R
I
C
U
L
T
U
R
E

AMMUNITION

P
I
R
A
T
E

All other players with any illegal goods 
must pay you 2 credits

I
L
L
E
G
A
L

PISTOLS

P
I
R
A
T
E

Whenever a player completes an illegal 
shipment they must pay you 2 credits

I
L
L
E
G
A
L

big AMMUNITION

P
I
R
A
T
E

When you pirate, take a random card from 
the hand of the player who owns that ship

I
L
L
E
G
A
L

foxes

P
I
R
A
T
E

You now win all ties I
L
L
E
G
A
L

SHOTGUNS

P
I
R
A
T
E

Any players who pirate before you must
pay you 2 credits or give you 2 cards

I
L
L
E
G
A
L

cannabis

P
I
R
A
T
E

Any player who imports any red
containers must pay you 2 credits

I
L
L
E
G
A
L

CANNONS

P
I
R
A
T
E

All pirate imports count as your pirate 
imports as well

I
L
L
E
G
A
L

danger pets

P
I
R
A
T
E

Take 2 credits from all players I
L
L
E
G
A
L

MOUTHWASH

I
M
P
O
R
T

Take 2 credits whenever a
consumer shipment completes a�er this

C
O
N
S
U
M
E
R

SHOES

I
M
P
O
R
T

Whenever a shipment is made you
may draw a card

C
O
N
S
U
M
E
R

Chapstick

I
M
P
O
R
T

Take 2 credits whenever a 
consumer good is gained

C
O
N
S
U
M
E
R

Shampoo

I
M
P
O
R
T

You may take 3 containers
when importing

C
O
N
S
U
M
E
R

Books

I
M
P
O
R
T

Take 2 credits if any players
follow your import action

C
O
N
S
U
M
E
R

backpacks

I
M
P
O
R
T

You may draw a card whenever a
ship is returned to harbor

C
O
N
S
U
M
E
R

CHAIRS

I
M
P
O
R
T

You may discard 1 card whenever
another player draws

C
O
N
S
U
M
E
R

pants

I
M
P
O
R
T

You now take +2 credits when one
of your ships is imported from

C
O
N
S
U
M
E
R

leather coats

S
U
P
P
L
Y

Your luxury goods are now worth
3 credits each

L
U
X
U
R
Y

TESLAS

S
U
P
P
L
Y

Your supply imports count as a good
of any type you choose at game end

L
U
X
U
R
Y

S
U
P
P
L
Y

Draw cards until you get 2 of the same
type, take credits equal to the cards drawn

L
U
X
U
R
Y

diamond rings

S
U
P
P
L
Y

You may move two of your shipments
to your goods at game end

L
U
X
U
R
Y

CHAMPAGNE

S
U
P
P
L
Y

Champagne is worth 8 credits at game end 
if you have the most shipments

L
U
X
U
R
Y

HELICOPTER

S
U
P
P
L
Y

Place 4 credits on this card if a luxury good 
is contracted, take them at game end

L
U
X
U
R
Y

VELVET ROBES

S
U
P
P
L
Y

All of the cards in your hand are worth 1 
credit each at game end

L
U
X
U
R
Y

vintage wines

S
U
P
P
L
Y

Take an addition 20 credits at game end if 
you have two of every good type

L
U
X
U
R
Y

FERRARIS

S
U
P
P
L
Y

Counts as one of every good L
U
X
U
R
Y

GOLD TOILETS

S
U
P
P
L
Y

Take 6 credits for each of your luxury
shipments at game end

L
U
X
U
R
Y

flash drives

L
O
A
D

You may take 1 loaded container from your 
completed shipments into your hand

T
E
C
H
N
O
L
O
G
Y

L
O
A
D

Wind turbines copies any other completed 
tier 1 or lower shipment of your choice

T
E
C
H
N
O
L
O
G
Y

laptops

L
O
A
D

Draw 2 cards whenever you complete a 
shipment with a technology container on it

T
E
C
H
N
O
L
O
G
Y

mri machines

L
O
A
D

Game end condition is now 70 credits T
E
C
H
N
O
L
O
G
Y

satellite

L
O
A
D

Every time a shipment is made,
draw a card and load one container

T
E
C
H
N
O
L
O
G
Y

neural units

L
O
A
D

You may follow any other led action
with a load action

T
E
C
H
N
O
L
O
G
Y

JETS

L
O
A
D

You may take one loaded container from 
your completed shipments as a good

T
E
C
H
N
O
L
O
G
Y

telescopes

L
O
A
D

You may trade your technology goods
for 4 credits each at any time

T
E
C
H
N
O
L
O
G
Y

nanobots

L
O
A
D

Every time you draw cards,
you may load one container for free

T
E
C
H
N
O
L
O
G
Y

jasmine tea
When you contract, you may also sell one

card to the supply island for 2 credits
A
G
R
I
C
U
L
T
U
R
E

almonds
If you have less than 20 credits take 8,

otherwise take 4
A
G
R
I
C
U
L
T
U
R
E

Bok Choy
If Bok Choy is on a non-agriculture 

shipment take 2 credits when shipped
A
G
R
I
C
U
L
T
U
R
E

Lutefisk may be contracted at any time 
without using an action

A
G
R
I
C
U
L
T
U
R
E

flour
You may contract and load all 4 containers 

for flour if able to do so at the same time
A
G
R
I
C
U
L
T
U
R
E

hawaiian salt
All players reveal their hand, take all 

agriculture cards, and 2 credits for each
A
G
R
I
C
U
L
T
U
R
E

iceland water
You may sell agriculture cards to the supply 

island for 2 credits each at any time
A
G
R
I
C
U
L
T
U
R
E

bamboo
You may immediately contract bamboo 

again when completed
A
G
R
I
C
U
L
T
U
R
E

soy sauce
You may move all of your contract imports 
to your goods and take 2 credits for each

A
G
R
I
C
U
L
T
U
R
E

apples
When completed, you may also instantly 
ship an agriculture card from your hand.

A
G
R
I
C
U
L
T
U
R
E

drugs

P
I
R
A
T
E

You may take an extra container
from any ship at sea when using pirate

I
L
L
E
G
A
L

P
I
R
A
T
E

Flip a coin, heads take 4 credits from
all players, tails you pay them 2 credits

I
L
L
E
G
A
L

a small tank

P
I
R
A
T
E

When anyone completes a shipment,
they must give you a card

I
L
L
E
G
A
L

P
I
R
A
T
E

You are now the Pirate King
Everyone pays you 2 credits to use Pirate

I
L
L
E
G
A
L

railguns

P
I
R
A
T
E

Every player must give you either
4 credits, 1 shipment, or 2 goods

I
L
L
E
G
A
L

P
I
R
A
T
E

Take one container from all opponenets
ships and either load them or keep them

I
L
L
E
G
A
L

dino bones

P
I
R
A
T
E

All players put 1 good on the supply island, 
then you take 2 goods from it

I
L
L
E
G
A
L

P
I
R
A
T
E

Swap stolen research with a completed
technology shipment when shipped

I
L
L
E
G
A
L

mini van

P
I
R
A
T
E

When using pirate, you may take your
stolen container from anywhere

I
L
L
E
G
A
L

P
I
R
A
T
E

If you have 8 illegal goods you
win immediately

I
L
L
E
G
A
L

fake dvds

I
M
P
O
R
T

When another player spends or 
loses 4 or more credits at once, take 2

C
O
N
S
U
M
E
R

cups

I
M
P
O
R
T

Draw 5 cards C
O
N
S
U
M
E
R

rope

I
M
P
O
R
T

You may trade a container from the
island with one from your hand on your turn

C
O
N
S
U
M
E
R

paper

I
M
P
O
R
T

You may import 1 container when
completing consumer shipments

C
O
N
S
U
M
E
R

bubblegum

I
M
P
O
R
T

Take 4 credits whenever a
consumer good is gained

C
O
N
S
U
M
E
R

glasses

I
M
P
O
R
T

You may take one free import action C
O
N
S
U
M
E
R

fixie bikes

I
M
P
O
R
T

Take 2 credits whenever a container
is loaded onto a ship using load

C
O
N
S
U
M
E
R

lumber

I
M
P
O
R
T

Whenever a player draws, you
may also draw

C
O
N
S
U
M
E
R

protractors

I
M
P
O
R
T

You may import 1 container from any
ship at sea that is imported by someone

C
O
N
S
U
M
E
R

pens

I
M
P
O
R
T

Take 2 credits for every consumer
good that players have

C
O
N
S
U
M
E
R

shower heads

S
U
P
P
L
Y

Say a container type, draw 2 cards, if one
of them matches take 8 credits

L
U
X
U
R
Y

small poodles

S
U
P
P
L
Y

Move to your goods when shipped L
U
X
U
R
Y

fluffy pillows

S
U
P
P
L
Y

Take 2 credits for every completed 
shipment you have

L
U
X
U
R
Y

sauna

S
U
P
P
L
Y

All of the end game bonuses for the most 
of a good are now doubled for you

L
U
X
U
R
Y

platinum rings

S
U
P
P
L
Y

Draw cards until you have 8 cards,
then you may use the actions on them

L
U
X
U
R
Y

Rolls royce

S
U
P
P
L
Y

Name a card, draw a card, if it matches
you win the game

L
U
X
U
R
Y

nice suits

S
U
P
P
L
Y

If your ships have the most containers
on them at game end take 16 credits

L
U
X
U
R
Y

cologne

S
U
P
P
L
Y

At game end choose one of your
import types to be worth 4 credits each

L
U
X
U
R
Y

INSPECTED FEB

20.17 KAI-CHIAO

port of tokyo

93746

3864

474365464

TOP SECRET

시찰하는

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
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C
T
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T
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T
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O
N
T
R
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C
T

C
O
N
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T
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N
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T
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O
N
T
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C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

C
O
N
T
R
A
C
T

refrigerators

MASSAGE TABLES

wind turbines

the mother loadSTOLEN RESEARCHprinted moneypoison bottlesflamethrowers

S U P P L Y    I S L A N D
add one card from the draw deck every time a shipment is completed

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your hand

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your hand

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your hand

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your handStart a new shipment with a good card from your hand

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Start a new shipment with a good card from your hand

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

+1 to Supply Island

consumer

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

cups

I
M
P
O
R
T

Draw 5 cards C
O
N
S
U
M
E
R

Chaque bien a un nom et un pouvoir uniques qui 
peuvent être gagnés ou utilisés une fois la 
cargaison complétée. (Les cartes avec un 
symbole      font 
exception à ce�e 
règle.)



satellite
Every time a shipment is made,

draw a card and load one container
L
O
A
D

T
E
C
H
N

T
E
C
H
N

laptops

L
O
A
D

Draw 2 cards whenever you complete a 
shipment with a technology container on it

T
E
C
H
N
O
L
O
G
Y

mri machines
Game end condition is now 60 credits

L
O
A
D

paper

I
M
P
O
R
T

You may import 1 container when
completing consumer shipments

C
O
N
S
U
M
E
R

laptops

L
O
A
D

Draw 2 cards whenever you complete a 
shipment with a technology container on it

T
E
C
H
N
O
L
O
G
Y

leather coats

S
U
P
P
L
Y

Your luxury goods are now worth
3 credits each

L
U
X
U
R
Y

3 4

3 4

VOTRE PORT
Dans votre port vous pourrez stocker vos imports, vos biens, ainsi que les 
cargaisons.

a small tank

P
I
R
A
T
E

When anyone completes a shipment,
they must give you a card

I
L
L
E
G
A
L

LA HAUTE MER
Lorsqu’un joueur complète une cargaison, la carte “Bateau” ainsi que les 
conteneurs chargés dessus sont envoyés dans la haute mer. 

CARGAISONS COMPLÉTÉES
Les cartes contractées sur une cargaison sont ensuite placées ici 
sous la partie “Cargaisons” du port, et vous gagnez leurs pouvoirs.

BIENS
Les biens importés sont placés sous la 
partie “Biens” du port. Vous ne pouvez en 
avoir plus de 2 fois votre nombre de 
cargaisons complétées. Vous commencez 
avec 2 emplacements “Bien” libres. Dans 
cet exemple, le joueur peut avoir 4 biens, 
2 de base, et 2 grâce à la cargaison 
“Ordinateurs portables” complétée. 
Chaque bien compte aussi comme un 
niveau dans le type correspondant. Dans 
cet exemple, le joueur a 1 niveau en 
“Illegal”, 1 niveau en “Luxe”, ainsi qu’un 
niveau “Technologie” car c’est le joueur 
vert et donc il commence avec un niveau 
dans sa couleur.

BONUS DE FIN DE PARTIE
Chaque bien collecté a une certaine 
valeur en crédits une fois la partie 
finie. Les valeurs sont indiquées dans 
la partie gauche de ce�e colonne: tous 
les biens rapportent chacun 1 crédit à 
part les biens “Illégal” qui en 
rapportent 2. 
 
De plus, le joueur avec le plus de 
chaque type reçoit un bonus 
supplémentaire, dont la valeur est 
indiquée dans la partie droite de la 
colonne. Exception pour les biens 
“Illégal” où celui qui en possède le 
plus devra payer des crédits à la 
banque et non en recevoir. Si vous 
avez un bien de chaque type vous 
recevrez encore 10 crédits 
supplémentaires. Les détails sont à la 
fin du livre de règles.

imports
Les imports sont stockés ici et octroient la 
capacité d’utiliser des actions gratuitement 
sans utiliser de carte depuis votre main lorsque 
vous suivez l’action d’un capitaine, ou 
d’e�ectuer vos actions plusieurs foise. Elles ne 
peuvent être utilisées si vous faîtes l’action de 
piocher. Vous pouvez gagner des cartes dans 
vos imports en utilisant les actions “Import” ou 
“Ravitaillement”.
 
Le nombre de cartes dans vos imports est 
limité par le nombre de cargaisons que vous 
avez complétées, avec un ratio de 1 pour 1. 
Vous commencez avec une base de 1 
cargaison, donc vous aurez toujours la 
possibilité d’avoir au moins 1 carte dans vos 
imports. Si vous avez complété une cargaison 
supplémentaire, vous pourrez par exemple avoir 
2 cartes dans vos imports. 

CARGAISONS COMPLÉTÉES ET LEUR PAIEMENT
Pour compléter une cargaison, vous devez d’abord y charger le
 nombre requis de conteneurs indiqué sur la carte que vous 
souhaitez compléter. (La méthode est expliquée plus en 
détails en pages 11 et 12 aux sections “Contrat” et 
“Chargement”). Par exemple, la carte “Ordinateurs Portables” 
nécessite 2 conteneurs “Technologie” chargés avant de pouvoir 
compléter la cargaison. Une fois que les conditions requises sont 
remplies, le chargement est automatiquement complété et le joueur 
recevra un nombre de crédits depuis la banque plus ou moins élevé en 
fonction du nombre de conteneurs chargés sur la cargaison (les 
informations sont sur les cartes bateaux).  Maintenant que la cargaison 
est complétée la carte contractée ira dans le port du joueur à 
l’emplacement indiqué sur le dessin ci-dessus. 
 
Un joueur peut utiliser plusieurs actions “Contrat” sur une même 
cargaison tant que le nombre  cumulé de conteneurs nécessaires 
n'excède pas 6.

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Load a container from your hand to a ship in your harbor of the same good type

Start a new shipment with a good card from your hand

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it on to one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it on to one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Start a new shipment with a good card from your hand

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Load a container from your hand to a ship in your harbor of the same good type

laptops

L
O
A
D

Draw 2 cards whenever you complete a 
shipment with a technology container on it

T
E
C
H
N
O
L
O
G
Y

+1 to Supply Island

technology

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits



5 6

5 6

MISE EN PLACE
    Chaque joueur reçoit une carte de port.

    Prendre une carte de bateau de chaque couleur, les mélanger face 
cachée et les distribuer de manière aléatoire à chaque joueur. (Les cartes 
grises sont uniquement lorsque l’on joue à 6, ces joueurs recevront 4 
crédits bonus).

    Poser dans la mer les cartes jumelles de celles distribuées. Celles qui 
correspondent à des cartes non distribuées sont enlevées du jeu. 

    Placer l’île de ravitaillement au milieu de la zone de jeu.

    Mélanger les cartes de biens et placer la pioche à côté de l’île de 
ravitaillement. 

    Disperser les bateaux libres dans la mer avec 4 cartes marchandise 
provenant de la pioche sur chacun. 

    Placer sur l'île de ravitaillement autant de cartes qu’il y a de joueurs.

    Donner à chaque joueur cinq cubes blanc, chacun correspond à 2 
crédits. Un cube rouge correspond à 10. On ne peut utiliser les crédits 
actifs que par multiples de 2.

    Placer les cubes restants à côté de la pioche. 

    Donner à chaque joueur cinq cartes de marchandise. 
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Défausse

drones

L
O
A
D

You may load one container when building a 

new shipment

T
E
C
H
N
O
L
O
G
Y

Telescopes

L
O
A
D

You may trade your technology goods

for 4 credits at any time

T
E
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H
N
O
L
O
G
Y

mri machines

L
O
A
D

Game end condition is now 60 creditsT
E
C
H
N
O
L
O
G
Y

ammunition

P
I
R
A
T
E

All players with any illegal goods must

pay you 2 credits

I
L
L
E
G
A
L

paper

I
M
P
O
R
T

You may import 1 container when

completing consumer shipments

C
O
N
S
U
M
E
R

laptops

L
O
A
D

Draw 2 cards whenever you complete a 

shipment with a technology container on it
T
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O
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Y

a small tank
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When anyone completes a shipment,

they must give you a card
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leather coats

S
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P
P
L
Y

Your luxury goods are now worth

3 credits each
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S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it on to one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Start a new shipment with a good card from your hand

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Load a container from your hand to a ship in your harbor of the same good type

S H I P M E N T S

H A R B O R

1:12x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it on to one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Start a new shipment with a good card from your hand

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Load a container from your hand to a ship in your harbor of the same good type

+1 to Supply Island

technology

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

technology

2-3 Containers: 6 credits

 4-5 Containers: 10 credits

    6 Containers: 14 credits

+1
 to

 S
up

ply
 Is

lan
d

il
le

ga
l

2-
3 

Co
nt

ain
er

s: 
6 

cr
ed

its
 4

-5
 C

on
ta

ine
rs

: 1
0 

cr
ed

its
   

 6
 C

on
ta

ine
rs

: 1
4 

cr
ed

its

+1 to Supply Island

illegal

2-3 Containers: 6 credits

 4-5 Containers: 10 credits

    6 Containers: 14 credits

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island
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S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your hand

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Start a new shipment with a good card from your hand

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

laptops

L
O
A
D

Draw 2 cards whenever you complete a 
shipment with a technology container on it

T
E
C
H
N
O
L
O
G
Y

4  Dans le sens horaire, tous les autres joueurs réalisent leur action du 
type déclaré, plus une action supplémentaire pour chaque carte dans la 
partie “Imports” qui est du même type. Si un joueur décide de piocher au 
lieu de suivre l’action, ils peuvent tout de même jouer les actions 
supplémentaires pour chaque import du bon type. 

5  Une fois que tous les joueurs ont fini, prenez toutes les cartes 
utilisées pour déclarer ou suivre l’action depuis la main des joueurs pour 
les placer dans la pile de défausse. Le prochain joueur dans le sens 
horaire par rapport au capitaine devient le capitaine. Un nouveau tour 
commence alors.

1  Le leader a le choix entre 2 actions:
     Piocher des cartes jusqu’à en avoir 5 (au moins 1, même s’il  
 a 5 cartes ou +). Son tour s’arrête.

     Déclarer une action en jouant une carte* de sa main pour la  
 placer dans son port et qui correspond à l’action déclarée. A  
 ce moment là le joueur ne fait que déclarer et ne joue pas la  
 carte.

2  Si une action a été déclarée, les joueurs peuvent suivre dans le sens 
des aiguilles d’une montre.
     Piocher des cartes jusqu’à en avoir 5 (au moins 1, même s’il  
 a 5 cartes ou +). (Il pioche immédiatement)

     Suivre le leader en jouant une carte* qui est du même type  
 que le leader.

3  Une fois que chacun a décidé de piocher ou suivre, le joueur peut faire 
une action du type déclaré, plus une action supplémentaire du même type 
pour chaque carte dans l’import qui correspond à ce type. 

VUE D’ENSEMBLE
Devenir un expert de l’Import/Export prendra un certain temps. Il est 
conseillé de jouer un tour pour chaque action avant de lancer une réelle 
partie pour bien comprendre les mécaniques. Le déroulement général de 
la partie consiste en: le capitaine déclare une action, suivi par les joueurs 
qui décident de faire la même action, ou piocher, dans le sens horaire. 
Ensuite le prochain joueur dans le sens des aiguilles d’une montre devient 
le capitaine, et cela se répète jusqu’à la fin de la partie.

TOUR DE JEU

7 8

7 8

ou

ou

EXEMPLE DE TOUR
Joueur 1       joue une carte “Chargement” 
depuis sa main pour déclarer son action.

        choisit de piocher, mais étant 
donné qu’il possède 2 cartes “Chargement” 
dans ses imports il peut suivre l’action 2 fois.

        joue une carte “Chargement” 
depuis sa main pour suivre l’action. 

         ,     et

Joueur 2

laptops

L
O
A
D

Draw 2 cards whenever you complete a 
shipment with a technology container on it

T
E
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H
N
O
L
O
G
Y

laptops

L
O
A
D

Draw 2 cards whenever you complete a 
shipment with a technology container on it

T
E
C
H
N
O
L
O
G
Y

Joueur 3
mri machines

L
O
A
D

Game end condition is now 60 credits T
E
C
H
N
O
L
O
G
YJOUEURS 1 2   3

exécutent leurs actions en chargeant des cartes depuis leurs 
mains sur leurs cargaisons dans le sens horaire (autres que les 
cartes utilisées pour déclarer ou suivre l’action, celles ci seront 
défaussées à la fin du tour).

leather coats

S
U
P
P
L
Y

Your luxury goods are now worth
3 credits each L

U
X
U
R
Y

diamond rings

S
U
P
P
L
Y

You may move two of your shipments to 

your goods at game end.
L
U
X
U
R
Y

*2 CARTES SAUVAGES
Vous pouvez suivre ou déclarer une action d’un autre 
type en jouant deux cartes de la même couleur.

Start a new shipment with a good card from your hand

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor



mri machines
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Game end condition is now 60 credits T
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CARGAISON
Compléter une cargaison n’est pas seulement la source principale de 
revenus du jeu, mais aussi un outil puissant qui perme�ra de modifier les 
règles du jeu.

9 10

9 10

diamond rings
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You may move two of your shipments to 
your goods at game end.

L
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drones
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D

You may load one container when building a 
new shipment
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Telescopes

L
O
A
D

You may trade your technology goods
for 4 credits at any time
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mri machines
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Game end condition is now 60 credits T
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ammunition

P
I
R
A
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E

All players with any illegal goods must
pay you 2 credits

I
L
L
E
G
A
L

CONTRACTER PLUSIEURS CARGAISONS
Lorsque vous contractez plusieurs 
cargaisons sur le même bateau, il est 
important de garder à l’esprit qu’il faudra 
remplir toutes les conditions de toutes les 
cargaisons commencées  avant qu’une 
d’elles ne puissent être complétées. Dans 
cet exemple, les “machines à IRM” 
nécessitent 2 conteneurs “Technologie” 
tandis que les “Solitaires 2 carats” 
nécessitent 4 conteneurs “Luxe”. Une fois 
les 6 conteneurs chargés, le joueur prendra 
14 crédits depuis la banque et gagnera les 
pouvoirs des deux cartes placées dans la 
partie “Cargaisons” de son port.

COMPLÉTER UNE CARGAISON
Une fois que tous les conteneurs nécessaires ont été chargés, c’est immédiatement 
complété. Approvisionnez l’île de ravitaillement, prenez le nombre de crédits correspondant 
par rapport au nombre de conteneurs chargés (ceci est indiqué sur les cartes “Bateau”), 
gagnez ou activez le pouvoir de la carte puis ajoutez la à votre port.  

APPROVISIONNER L'ÎLE DE RAVITAILLEMENT
Chaque fois qu’une cargaison est complétée, prenez une carte depuis la piocher pour 
l’ajouter à l’île de ravitaillement. Il est facile d’oublier ce�e étape, il est donc recommandé 
aux joueur de l’utiliser pour se rendre compte de la progression du jeu, afin de le garder en 
mémoire. A noter qu’une seule carte est ajoutée par bateau qui entre en haute mer, même s’il 
y a plusieurs cargaisons sur celui ci.

DÉFAUSSER DES CARGAISONS
A n’importe quel moment de la partie, lorsqu’un joueur est en position de capitaine il peut défausser 
n’importe quelle cargaison qu’il a contracté précédemment. Ces cargaisons ne seront pas complétées 
et sont déplacées dans la pile de défausse.  

RÉCUPÉRER DES CARTES DE BATEAUX
Lorsque la partie commence ou lorsqu’une cargaison est complétée, la 
carte “Bateau” utilisée est envoyée dans la haute mer avec les cartes 
chargées posées sur elle. Le seul moyen de récupérer votre carte bateau 
est que toutes les cartes chargées dessus soient importées ou piratées.

GARDER DES BATEAUX DISPONIBLES
Pour pouvoir contracter de nouvelles 
cargaisons, vous devez d’abord avoir une 
carte bateau disponible dans votre port. 
C’est important de garder cela en tête 
car vous pourriez rater la possibilité de 
déclarer ou suivre des actions car tous 
vos bateaux sont en haute mer.

UNE ÉCONOMIE FLUIDE
Contracter plusieurs cargaisons sur un 
seul bateau semble être une bonne idée, 
c’est une stratégie avancée qui devrait 
être évitée aux débuts. Essayez de ne 
construire qu’une cargaison à la fois lors 
des premières parties. Cela perme�ra 
d’accélérer le jeu, il y aura moins de 
cartes à importer vous aurez donc plus 
vite votre bateau pour commencer une 
nouvelle cargaison, vous aurez donc  de 
nouveaux pouvoirs plus vite.

COMMENT S’ORGANISER
Les illustrations dans ce livre de règles 
proposent une certaine manière de 
placer les cartes pour garder vos 
cargaisons organisées. Cependant il n’y a 
pas une bonne façon de le faire et vous 
pouvez vous organiser comme vous le 
voulez tant que les cartes contractées 
sont séparées des cartes chargées. 

     This symbol means the power is a one time use that will be executed immediately upon 
the shipment completing. You will still add these cards to the shipments area of your harbor.

Amandes If you have 18 or less active credits take 8 credits from the bank, otherwise take 4 credits 
from the bank (you will take into account credits earned from this shipment).
Munitions All other players with any illegal goods pay you 2 credits.
Pommes Add an agriculture card from your hand to your shipments, then activate its power if 
applicable as if it were just completed (you do not have to meet the card’s tier requirement).
Sacs à dos Every time a ship is returned to a harbor from the open sea from now on, you may draw a 
card (the returned ship can be any player’s ship, not just your own). 
Bambou If you have an available ship, you may contract bamboo for free as soon as it completes.
Batteries When you use the load action, you may pay 2 credits to load one extra container. You may 
only use this power one time per turn.
Bière Instead of adding beer to your shipments when completed, you may choose to place it on the 
supply island and take 6 credits from the bank.
Munitions gros calibre Take a random card from the hand of the ship owner when you pirate 
one of their ships at sea.
big cats You may ignore container color on your load requirements when loading illegal containers 
(this also applies when using the pirate action). Your red containers are now wild.
Chou de chine If Bok Choy is loaded as a container on a shipment that is not an agriculture 
shipment, take 2 extra credits from the bank when that shipment completes. 

Livres When you lead with an import action, as long as any other player follows, take 2 credits from 
the bank. This power can only gain you 2 credits per turn.
Chewing-Gum Whenever a consumer good is added to any player’s goods, take 4 credits.
Bonbons Your consumer contracts now have a rainbow load requirement.
cannabis If any player imports any red containers during an import action, they pay you 2 credits.
Canons Every pirate card in other players’ imports also counts as yours, don’t apply your limit.
Téléphones portables When you use the load action, you may a draw a card instead of loading 
one from your hand. If the drawn card is capable of being loaded onto one of your shipments, you must 
load that card, otherwise, keep it in your hand.
Chaises When any other player uses a draw action, you may discard a card from your hand.
champagne If you have the most completed shipments at game end, this is worth 8 credits.
Baumes à lèvres Whenever a consumer good is added to any player’s goods, take 2 credits.
Nourriture pour poulets When completed, any other player may speak up and buy Chicken 
Feed from you for 6 credits and place it into their completed shipments. Otherwise it is completed as 
normal.
Café Your agriculture contracts now have a rainbow load requirement.
Eau de Cologne At game end, choose one action type from your imports and take 4 credits for 
each card of that type in your imports.
Tasses Piochez 5 cartes.
Animaux DANGEREUX All players must give you 2 credits.
Anneaux de diamants At game end move two of your completed shipments to your goods, ignore 
limits.
Fossiles de dinosaures All players must take one of their goods (If they have any) and place it 
on the Supply Island, you then take any two cards from the Supply Island into your goods.
drones Whenever you contract a new shipment, you may also draw 1 card.
Drogues When you use the pirate action, you may take an extra container from any ship at sea (Limit 
once per turn).
DVD pirates When another player spends or loses 4 or more credits, take 2 credits from the bank.
Voiture Ferrari Counts as a virtual one of every good type in your goods. Does not a�ect your 
limit.
Vélos Fixie Whenever a container is loaded from a load action (not pirate), take 2 credits.
Lance-flammes Flip a coin, if heads all players pay you 4 credits each, if tails you pay all players 2 
credits each.
Clés USB Whenever you complete a shipment, you may take a loaded container from it into your hand 
(limit one container per ship)(this occurs a�er receiving payment for the shipment).
Farine If you meet the tier requirement, and have 4 other containers valid to load onto this fFour 
shipment in hand, you may then play a contract action and load all 4 containers at once.
Vélos Fixie Take 2 credits for every completed shipment card in your shipments area.
Renards You now break all ties (this is especially important for import bids and good bonuses).
Générateurs Your technology contracts now have a rainbow load requirement.
Lunettes Take one free import action by yourself.

Toilettes en or Take 6 credits for each of your completed luxury shipments at game end.
Montres en or Your luxury contracts now have a rainbow load requirement.
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+1 to Supply Island

agriculture

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

illegal

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your hand



11 12

Lorsqu’un joueur utilise une action “Contrat”, il joue une carte de sa main 
qui remplit les conditions, et l’utilise en tant que contrat de cargaison.

sugar
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When you build an agriculture shipment, 
take 2 credits
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CONTRAT

hawaiian salt
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All players reveal their hand, take all 
agriculture cards, and 2 credits for each

A
G
R
I
C
U
L
T
U
R
E

TYPE DE BIEN
Chaque joueur peut 
faire une action 
“Contrat” avec 
n’importe quel type 
de bien. La couleur 
du bateau n’est pas 
une limitation, mais 
seulement une aide 
dans ce type de 
bien en donnant un 
niveau 
supplémentaire.

LES NIVEAUX
Chaque bien nécessite un certain niveau pour être 
contracté, allant de 0 à 3. Chaque cercle plein représente un 
niveau, donc le “Sel Hawaïen” est un bien “Agriculture” de 
niveau 2. Cela signifie que vous devez avoir au moins 2 
cartes “Agriculture” dans la partie “Biens” de votre port. 
Comme dit dans le paragraphe précédent, la couleur est une 
aide. Le joueur jaune n’aura besoin que d’une carte 
“Agriculture” car sa couleur lui donne un niveau 
supplémentaire pour ce type de bien. Ainsi le joueur rouge 
aura un bonus pour les biens “Illégal”, le joueur bleu un 
bonus pour les biens “Luxe”, le joueur noir un bonus pour les 
biens “Consommables”, le joueur vert un bonus pour les 
biens “Technologie” et le joueur jaune un bonus pour les 
biens “Agriculture”.

ACTIONS “CONTRAT” MULTIPLES
Si vous avez des cartes “Contrat” dans la partie

“Imports” de votre port, alors vous pouvez utiliser plusieurs actions “Contrat” dans le même 
tour. Vous pouvez contracter plusieurs cargaisons depuis votre main, ou alors utiliser vos 
actions “Contrat” supplémentaires pour a�eindre un niveau supérieur au nombre de vos 
cartes dans la partie “Biens” de votre port.  Par exemple, si un joueur veut contracter une 
carte “Agriculture” de niveau 2, mais n’a pas su�samment de biens pour a�eindre ce 
niveau, alors il peut utiliser sa deuxième action “Contrat” pour gagner un niveau pendant ce 
tour seulement. Les actions supplémentaires peuvent s’additionner pendant le même tour. 
On peut donc théoriquement contracter une carte de niveau 3 avec 4 actions “Contrat”. On 
ne peut pas “garder” des actions supplémentaires pour le tour suivant.

Lorsqu’un joueur joue une action “Chargement”, il prend une carte de sa main 
et la place sur une cargaison de son port qui remplit les conditions requises.

laptops
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   CHARGEMENT

laptops
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Draw 2 cards whenever you complete a 
shipment with a technology container on it
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mri machines
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Game end condition is now 60 credits T
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CONTENEURS
Les conteneurs 
chargés 
proviennent de la 
main du joueur, et 
seule la couleur 
compte. Vous 
pouvez ignorer tous 
les autres 
symboles et textes 
sur la carte.

ACTIONS “CHARGEMENT” MULTIPLES
Vous pouvez jouer plusieurs actions 
“Chargement” si vous avez des 
cartes actions dans la partie 
“Imports” de votre port. Vous 
pouvez ainsi charger autant de 
conteneurs que d’actions 
“Chargement” à votre disposition.

LA COULEUR COMPTE
Comme vous pouvez le voir ici, les 
conteneurs requis pour compléter 
ce�e carte sont verts. C’est parce 
que vous ne pouvez utiliser que des 
cartes de conteneurs verts pour 
compléter ce�e cargaison. (Sauf 
exception indiquée sur les cartes).

CONTENEUR
Pour utiliser une 
action 
“Chargement”, 
vous devez 
d’abord avoir 
contracté une 
cargaison sur une 
carte bateau. Si 
ce n’est pas le 
cas vous ne 
pouvez utiliser 
une action 
“Chargement”.

     This symbol means the power is a one time use that will be executed immediately upon 
the shipment completing. You will still add these cards to the shipments area of your harbor.

Amandes If you have 18 or less active credits take 8 credits from the bank, otherwise take 4 credits 
from the bank (you will take into account credits earned from this shipment).
Munitions All other players with any illegal goods pay you 2 credits.
Pommes Add an agriculture card from your hand to your shipments, then activate its power if 
applicable as if it were just completed (you do not have to meet the card’s tier requirement).
Sacs à dos Every time a ship is returned to a harbor from the open sea from now on, you may draw a 
card (the returned ship can be any player’s ship, not just your own). 
Bambou If you have an available ship, you may contract bamboo for free as soon as it completes.
Batteries When you use the load action, you may pay 2 credits to load one extra container. You may 
only use this power one time per turn.
Bière Instead of adding beer to your shipments when completed, you may choose to place it on the 
supply island and take 6 credits from the bank.
Munitions gros calibre Take a random card from the hand of the ship owner when you pirate 
one of their ships at sea.
big cats You may ignore container color on your load requirements when loading illegal containers 
(this also applies when using the pirate action). Your red containers are now wild.
Chou de chine If Bok Choy is loaded as a container on a shipment that is not an agriculture 
shipment, take 2 extra credits from the bank when that shipment completes. 

Livres When you lead with an import action, as long as any other player follows, take 2 credits from 
the bank. This power can only gain you 2 credits per turn.
Chewing-Gum Whenever a consumer good is added to any player’s goods, take 4 credits.
Bonbons Your consumer contracts now have a rainbow load requirement.
cannabis If any player imports any red containers during an import action, they pay you 2 credits.
Canons Every pirate card in other players’ imports also counts as yours, don’t apply your limit.
Téléphones portables When you use the load action, you may a draw a card instead of loading 
one from your hand. If the drawn card is capable of being loaded onto one of your shipments, you must 
load that card, otherwise, keep it in your hand.
Chaises When any other player uses a draw action, you may discard a card from your hand.
champagne If you have the most completed shipments at game end, this is worth 8 credits.
Baumes à lèvres Whenever a consumer good is added to any player’s goods, take 2 credits.
Nourriture pour poulets When completed, any other player may speak up and buy Chicken 
Feed from you for 6 credits and place it into their completed shipments. Otherwise it is completed as 
normal.
Café Your agriculture contracts now have a rainbow load requirement.
Eau de Cologne At game end, choose one action type from your imports and take 4 credits for 
each card of that type in your imports.
Tasses Piochez 5 cartes.
Animaux DANGEREUX All players must give you 2 credits.
Anneaux de diamants At game end move two of your completed shipments to your goods, ignore 
limits.
Fossiles de dinosaures All players must take one of their goods (If they have any) and place it 
on the Supply Island, you then take any two cards from the Supply Island into your goods.
drones Whenever you contract a new shipment, you may also draw 1 card.
Drogues When you use the pirate action, you may take an extra container from any ship at sea (Limit 
once per turn).
DVD pirates When another player spends or loses 4 or more credits, take 2 credits from the bank.
Voiture Ferrari Counts as a virtual one of every good type in your goods. Does not a�ect your 
limit.
Vélos Fixie Whenever a container is loaded from a load action (not pirate), take 2 credits.
Lance-flammes Flip a coin, if heads all players pay you 4 credits each, if tails you pay all players 2 
credits each.
Clés USB Whenever you complete a shipment, you may take a loaded container from it into your hand 
(limit one container per ship)(this occurs a�er receiving payment for the shipment).
Farine If you meet the tier requirement, and have 4 other containers valid to load onto this fFour 
shipment in hand, you may then play a contract action and load all 4 containers at once.
Vélos Fixie Take 2 credits for every completed shipment card in your shipments area.
Renards You now break all ties (this is especially important for import bids and good bonuses).
Générateurs Your technology contracts now have a rainbow load requirement.
Lunettes Take one free import action by yourself.

Toilettes en or Take 6 credits for each of your completed luxury shipments at game end.
Montres en or Your luxury contracts now have a rainbow load requirement.
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+1 to Supply Island

agriculture

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

technology

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

11 12



Lorsqu’un conteneur est 
importé par une autre 
personne que son 
propriétaire, ce dernier 
reçoit 2 crédits de la 
banque. Lorsqu’un bateau 
est vide, il retourne dans le 
port de son propriétaire.

LA POSSESSION 
DE BATEAUX

laptops
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VOLER SES PROPRES BATEAUX
Si vous avez besoin d’un bateau pour 
réaliser des contrats, il peut être 
avantageux de pirater votre propre navire 
en haute mer pour le ramener à votre 
port. Si vous piratez un conteneur mais 
ne pouvez le charger, alors il va sur la 
pile de défausse. 

paper
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You may import 1 container when
completing consumer shipments
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laptops
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Draw 2 cards whenever you complete a 
shipment with a technology container on it
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a small tank
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When anyone completes a shipment,
they must give you a card
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leather coats
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Your luxury goods are now worth
3 credits each
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diamond rings
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You may move two of your shipments to 
your goods at game end.
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bamboo
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You may immediately biuld bamboo again 
when shipped
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Lorsque l’on fait un import, on choisit un bateau en haute mer, on fait une o�re 
contre les autres joueurs qui font aussi un import et le gagnant pioche 2 cartes.

13 14

13 14

Lorsqu’un joueur joue une action “Piraterie”, il prend un conteneur depuis un bateau en haute 
mer ou sur l’île de ravitaillement, puis le charge sur un de ses propres bateaux s’il a la place. 
en cas contraire il le défausse.

import PIRATERIE

LE CAPITAINE
Le leader choisit un 
navire en haute mer 
sur lesquels se 
feront les o�res. 
Tous les autres 
joueurs qui ont suivi 
le capitaine dans 
l’action “Import” 
devront faire une 
o�re. 

books
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Take 2 credits when anyone
follows your import action
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L’OFFRE
Chaque joueur place secrètement un nombre de 
crédits dans son poing. Tous les joueurs révèlent 
ensuite le contenu de leur main simultanément. Celui 
qui a misé le plus de crédits paie ce qu’il a annoncé à 
la banque puis pioche deux cartes du bateau. Il en 
place une dans son import et une dans ses biens, ou 
alors il place les deux dans ses biens s’il a la place. 

ACTIONS “IMPORTS” MULTIPLES
Si un joueur joue plus d’une action “Import” grâce aux cartes “Action” de la partie “Imports” 
de son port, il y aura plusieurs tours d’import. Le capitaine choisira toujours sur quel bateau 
il faut faire une o�re même s’il ne participe pas à l’action. Le reste des règles s’applique 
normalement. La phase d’o�re se déroule comme lors du premier tour, à ceci près que seuls 
les joueurs impliqués dans les tours additionnels peuvent faire une o�re. Lors d’une égalité, 
la priorité se fait dans le sens des aiguilles d’une montre en commençant par le capitaine.

EXEMPLE: Le joueur 1 est le capitaine et annonce une action import depuis sa main et une 
action import depuis son port. Le joueur 2 suit uniquement avec une carte action depuis sa 
main tandis que le joueur 3 pioche puis joue 3 cartes Import depuis son port. Le joueur 1 
sélectionne alors un bateau sur lequel tous les joueurs pourront faire une o�re. Le joueur 1 
choisit un nouveau bateau mais seuls les joueurs 1 et 3 pourront faire une o�re. Pour le 
dernier tour le joueur 1 choisit un dernier bateau sur lequel le joueur 3 pourra prendre 2 
conteneurs gratuitement.

a small tank
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When anyone completes a shipment,
they must give you a card

dino bones
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All players put 1 good on the supply island, 
then you take 2 goods from it
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bamboo
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You may immediately biuld bamboo again 
when shipped
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S U P P L Y    I S L A N D

ammunition
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All players with any illegal goods must
pay you 2 credits
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UN BATEAU VIDE
Si on vole le dernier conteneur 
d’un bateau alors il retourne dans 
le port de son propriétaire. Mais 
contrairement à l’import, ce 
dernier ne reçoit aucun crédit de 
la banque lorsqu’on pirate un de 
ses bateaux. 

Le capitaine exécute en premier toutes ses actions 
pirates, puis les joueurs exécutent l’un après 
l’autre toutes leurs actions avant de passer au 
joueur suivant dans le sens des aiguilles d’une 
montre.

ACTIONS “¨PIRATERIE” MULTIPLES

     This symbol means the power is a one time use that will be executed immediately upon 
the shipment completing. You will still add these cards to the shipments area of your harbor.

Amandes If you have 18 or less active credits take 8 credits from the bank, otherwise take 4 credits 
from the bank (you will take into account credits earned from this shipment).
Munitions All other players with any illegal goods pay you 2 credits.
Pommes Add an agriculture card from your hand to your shipments, then activate its power if 
applicable as if it were just completed (you do not have to meet the card’s tier requirement).
Sacs à dos Every time a ship is returned to a harbor from the open sea from now on, you may draw a 
card (the returned ship can be any player’s ship, not just your own). 
Bambou If you have an available ship, you may contract bamboo for free as soon as it completes.
Batteries When you use the load action, you may pay 2 credits to load one extra container. You may 
only use this power one time per turn.
Bière Instead of adding beer to your shipments when completed, you may choose to place it on the 
supply island and take 6 credits from the bank.
Munitions gros calibre Take a random card from the hand of the ship owner when you pirate 
one of their ships at sea.
big cats You may ignore container color on your load requirements when loading illegal containers 
(this also applies when using the pirate action). Your red containers are now wild.
Chou de chine If Bok Choy is loaded as a container on a shipment that is not an agriculture 
shipment, take 2 extra credits from the bank when that shipment completes. 

Livres When you lead with an import action, as long as any other player follows, take 2 credits from 
the bank. This power can only gain you 2 credits per turn.
Chewing-Gum Whenever a consumer good is added to any player’s goods, take 4 credits.
Bonbons Your consumer contracts now have a rainbow load requirement.
cannabis If any player imports any red containers during an import action, they pay you 2 credits.
Canons Every pirate card in other players’ imports also counts as yours, don’t apply your limit.
Téléphones portables When you use the load action, you may a draw a card instead of loading 
one from your hand. If the drawn card is capable of being loaded onto one of your shipments, you must 
load that card, otherwise, keep it in your hand.
Chaises When any other player uses a draw action, you may discard a card from your hand.
champagne If you have the most completed shipments at game end, this is worth 8 credits.
Baumes à lèvres Whenever a consumer good is added to any player’s goods, take 2 credits.
Nourriture pour poulets When completed, any other player may speak up and buy Chicken 
Feed from you for 6 credits and place it into their completed shipments. Otherwise it is completed as 
normal.
Café Your agriculture contracts now have a rainbow load requirement.
Eau de Cologne At game end, choose one action type from your imports and take 4 credits for 
each card of that type in your imports.
Tasses Piochez 5 cartes.
Animaux DANGEREUX All players must give you 2 credits.
Anneaux de diamants At game end move two of your completed shipments to your goods, ignore 
limits.
Fossiles de dinosaures All players must take one of their goods (If they have any) and place it 
on the Supply Island, you then take any two cards from the Supply Island into your goods.
drones Whenever you contract a new shipment, you may also draw 1 card.
Drogues When you use the pirate action, you may take an extra container from any ship at sea (Limit 
once per turn).
DVD pirates When another player spends or loses 4 or more credits, take 2 credits from the bank.
Voiture Ferrari Counts as a virtual one of every good type in your goods. Does not a�ect your 
limit.
Vélos Fixie Whenever a container is loaded from a load action (not pirate), take 2 credits.
Lance-flammes Flip a coin, if heads all players pay you 4 credits each, if tails you pay all players 2 
credits each.
Clés USB Whenever you complete a shipment, you may take a loaded container from it into your hand 
(limit one container per ship)(this occurs a�er receiving payment for the shipment).
Farine If you meet the tier requirement, and have 4 other containers valid to load onto this fFour 
shipment in hand, you may then play a contract action and load all 4 containers at once.
Vélos Fixie Take 2 credits for every completed shipment card in your shipments area.
Renards You now break all ties (this is especially important for import bids and good bonuses).
Générateurs Your technology contracts now have a rainbow load requirement.
Lunettes Take one free import action by yourself.

Toilettes en or Take 6 credits for each of your completed luxury shipments at game end.
Montres en or Your luxury contracts now have a rainbow load requirement.
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+1 to Supply Island

consumer

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

illegal

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

+1 to Supply Island

illegal

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

a small tank
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When anyone completes a shipment,
they must give you a card
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+1 to Supply Island

illegal

2-3 Containers: 6 credits
 4-5 Containers: 10 credits
    6 Containers: 14 credits

S H I P M E N T S

H A R B O R

1:1 2x

BASE 1

Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your hand



a small tank
When anyone completes a shipment,

they must give you a card
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Lorsqu’un joueur joue une action “Ravitaillement” il peut soit vendre une carte pour 4 
crédits, soit piocher une carte de l’île de ravitaillement pour la placer dans ses imports.

15 16

15 16

RAVITAILLEMENT

VENDRE À L'ÎLE DE RAVITAILLEMENT
La première option est donc de vendre une carte 
depuis sa main à l’île de ravitaillement en échange 
de 4 crédits. diamond rings
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You may move two of your shipments to 
your goods at game end.
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S U P P L Y    I S L A N D

bamboo
You may immediately biuld bamboo again 

when shipped
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leather coats
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Your luxury goods are now worth
3 credits each
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PRENDRE UNE CARTE POUR LES IMPORTS
La seconde option est de piocher une carte pour la 
placer dans la partie “Imports” de votre port. 

ACTIONS “RAVITAIL-
LEMENT” MULTIPLES
Si vous avez déclaré plusieurs 
actions de ravitaillement vous 
pouvez le faire dans n’importe 
quel ordre. Cependant, vous 
ne pouvez vendre qu’une seule 
carte qu’importe le nombre de 
cartes ravitaillement que vous 
avez joué. En revanche vous 
pouvez piocher autant de 
cartes que d’actions 
disponibles. 

FIN DE PARTIE
La partie se termine si l’une des conditions ci-dessous est remplie:

    Un joueur a au moins 50 crédits actifs.
    Il ne reste aucune carte dans la pioche et la pile de défausse. (A noter 
que si durant la partie la pioche est vide, il su�t de retourner la pile de 
défausse pour créer une nouvelle pioche).
    Une condition spéciale écrite sur une carte.

Lorsque l’une de ces conditions est remplie, la partie prend fin et on 
passe à la phase de calcul des scores.

CALCUL DES SCORES
Les joueurs calculent le total de leurs crédits de la manière suivante:

    Les cubes blancs octroient 2 crédits chacun.
    Les rectangles rouges octroient 10 crédits chacun.
    Chaque conteneur qui a été chargé dans une cargaison encore non complétée 
octroie 2 crédits chacun.
    Chaque bien “Technologie”, “Agriculture”, “Consommable”, et “Luxe” dans la 
partie “Biens” octroie 1 crédit chacun, les biens “Illégal” en octroie 2.
    Avoir le plus de biens de la partie des types “technologie”, “Agriculture”, et 
“Consommable” octroie 6 crédits (cumulables). Le joueur avec le plus de biens 
“Illégal” devra payer 6 crédits à la banque. Avoir le plus de biens “Luxe” octroie 8 
crédits. Avoir un bien de chaque type octroie 10 crédits. 
   En cas d’égalité, les récompenses sont réparties en arrondissant au chi�re 
supérieur.
    Il faut prendre en compte tous les bonus octroyés par les cargaisons 
complétées.

Le joueur ayant le plus de crédits est alors déclaré meilleur vainqueur! Si 
il y a égalité alors les joueurs partageront la victoire.

     This symbol means the power is a one time use that will be executed immediately upon 
the shipment completing. You will still add these cards to the shipments area of your harbor.

Amandes If you have 18 or less active credits take 8 credits from the bank, otherwise take 4 credits 
from the bank (you will take into account credits earned from this shipment).
Munitions All other players with any illegal goods pay you 2 credits.
Pommes Add an agriculture card from your hand to your shipments, then activate its power if 
applicable as if it were just completed (you do not have to meet the card’s tier requirement).
Sacs à dos Every time a ship is returned to a harbor from the open sea from now on, you may draw a 
card (the returned ship can be any player’s ship, not just your own). 
Bambou If you have an available ship, you may contract bamboo for free as soon as it completes.
Batteries When you use the load action, you may pay 2 credits to load one extra container. You may 
only use this power one time per turn.
Bière Instead of adding beer to your shipments when completed, you may choose to place it on the 
supply island and take 6 credits from the bank.
Munitions gros calibre Take a random card from the hand of the ship owner when you pirate 
one of their ships at sea.
big cats You may ignore container color on your load requirements when loading illegal containers 
(this also applies when using the pirate action). Your red containers are now wild.
Chou de chine If Bok Choy is loaded as a container on a shipment that is not an agriculture 
shipment, take 2 extra credits from the bank when that shipment completes. 

Livres When you lead with an import action, as long as any other player follows, take 2 credits from 
the bank. This power can only gain you 2 credits per turn.
Chewing-Gum Whenever a consumer good is added to any player’s goods, take 4 credits.
Bonbons Your consumer contracts now have a rainbow load requirement.
cannabis If any player imports any red containers during an import action, they pay you 2 credits.
Canons Every pirate card in other players’ imports also counts as yours, don’t apply your limit.
Téléphones portables When you use the load action, you may a draw a card instead of loading 
one from your hand. If the drawn card is capable of being loaded onto one of your shipments, you must 
load that card, otherwise, keep it in your hand.
Chaises When any other player uses a draw action, you may discard a card from your hand.
champagne If you have the most completed shipments at game end, this is worth 8 credits.
Baumes à lèvres Whenever a consumer good is added to any player’s goods, take 2 credits.
Nourriture pour poulets When completed, any other player may speak up and buy Chicken 
Feed from you for 6 credits and place it into their completed shipments. Otherwise it is completed as 
normal.
Café Your agriculture contracts now have a rainbow load requirement.
Eau de Cologne At game end, choose one action type from your imports and take 4 credits for 
each card of that type in your imports.
Tasses Piochez 5 cartes.
Animaux DANGEREUX All players must give you 2 credits.
Anneaux de diamants At game end move two of your completed shipments to your goods, ignore 
limits.
Fossiles de dinosaures All players must take one of their goods (If they have any) and place it 
on the Supply Island, you then take any two cards from the Supply Island into your goods.
drones Whenever you contract a new shipment, you may also draw 1 card.
Drogues When you use the pirate action, you may take an extra container from any ship at sea (Limit 
once per turn).
DVD pirates When another player spends or loses 4 or more credits, take 2 credits from the bank.
Voiture Ferrari Counts as a virtual one of every good type in your goods. Does not a�ect your 
limit.
Vélos Fixie Whenever a container is loaded from a load action (not pirate), take 2 credits.
Lance-flammes Flip a coin, if heads all players pay you 4 credits each, if tails you pay all players 2 
credits each.
Clés USB Whenever you complete a shipment, you may take a loaded container from it into your hand 
(limit one container per ship)(this occurs a�er receiving payment for the shipment).
Farine If you meet the tier requirement, and have 4 other containers valid to load onto this fFour 
shipment in hand, you may then play a contract action and load all 4 containers at once.
Vélos Fixie Take 2 credits for every completed shipment card in your shipments area.
Renards You now break all ties (this is especially important for import bids and good bonuses).
Générateurs Your technology contracts now have a rainbow load requirement.
Lunettes Take one free import action by yourself.

Toilettes en or Take 6 credits for each of your completed luxury shipments at game end.
Montres en or Your luxury contracts now have a rainbow load requirement.
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Pick a ship at sea to bid on, winner takes 2 containers from it and puts 1 in
imports, 1 in goods, or both in goods

Take one container from a ship at sea or the supply island,
 and load it onto one of your ships

:1:6

:1:6

:2:-6

:1:6

:1:8

:10

Sell a card to the supply island for 4 credits (max one time per turn) 
or take a card from the supply island in to your imports

Place a container from your hand onto a contracted ship in your harbor

Start a new shipment with a good card from your hand



     This symbol means the power is a one time use that will be executed immediately upon 
the shipment completing. You will still add these cards to the shipments area of your harbor.

Amandes If you have 18 or less active credits take 8 credits from the bank, otherwise take 4 credits 
from the bank (you will take into account credits earned from this shipment).
Munitions All other players with any illegal goods pay you 2 credits.
Pommes Add an agriculture card from your hand to your shipments, then activate its power if 
applicable as if it were just completed (you do not have to meet the card’s tier requirement).
Sacs à dos Every time a ship is returned to a harbor from the open sea from now on, you may draw a 
card (the returned ship can be any player’s ship, not just your own). 
Bambou If you have an available ship, you may contract bamboo for free as soon as it completes.
Batteries When you use the load action, you may pay 2 credits to load one extra container. You may 
only use this power one time per turn.
Bière Instead of adding beer to your shipments when completed, you may choose to place it on the 
supply island and take 6 credits from the bank.
Munitions gros calibre Take a random card from the hand of the ship owner when you pirate 
one of their ships at sea.
big cats You may ignore container color on your load requirements when loading illegal containers 
(this also applies when using the pirate action). Your red containers are now wild.
Chou de chine If Bok Choy is loaded as a container on a shipment that is not an agriculture 
shipment, take 2 extra credits from the bank when that shipment completes. 
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Livres When you lead with an import action, as long as any other player follows, take 2 credits from 
the bank. This power can only gain you 2 credits per turn.
Chewing-Gum Whenever a consumer good is added to any player’s goods, take 4 credits.
Bonbons Your consumer contracts now have a rainbow load requirement.
cannabis If any player imports any red containers during an import action, they pay you 2 credits.
Canons Every pirate card in other players’ imports also counts as yours, don’t apply your limit.
Téléphones portables When you use the load action, you may a draw a card instead of loading 
one from your hand. If the drawn card is capable of being loaded onto one of your shipments, you must 
load that card, otherwise, keep it in your hand.
Chaises When any other player uses a draw action, you may discard a card from your hand.
champagne If you have the most completed shipments at game end, this is worth 8 credits.
Baumes à lèvres Whenever a consumer good is added to any player’s goods, take 2 credits.
Nourriture pour poulets When completed, any other player may speak up and buy Chicken 
Feed from you for 6 credits and place it into their completed shipments. Otherwise it is completed as 
normal.
Café Your agriculture contracts now have a rainbow load requirement.
Eau de Cologne At game end, choose one action type from your imports and take 4 credits for 
each card of that type in your imports.
Tasses Piochez 5 cartes.
Animaux DANGEREUX All players must give you 2 credits.
Anneaux de diamants At game end move two of your completed shipments to your goods, ignore 
limits.
Fossiles de dinosaures All players must take one of their goods (If they have any) and place it 
on the Supply Island, you then take any two cards from the Supply Island into your goods.
drones Whenever you contract a new shipment, you may also draw 1 card.
Drogues When you use the pirate action, you may take an extra container from any ship at sea (Limit 
once per turn).
DVD pirates When another player spends or loses 4 or more credits, take 2 credits from the bank.
Voiture Ferrari Counts as a virtual one of every good type in your goods. Does not a�ect your 
limit.
Vélos Fixie Whenever a container is loaded from a load action (not pirate), take 2 credits.
Lance-flammes Flip a coin, if heads all players pay you 4 credits each, if tails you pay all players 2 
credits each.
Clés USB Whenever you complete a shipment, you may take a loaded container from it into your hand 
(limit one container per ship)(this occurs a�er receiving payment for the shipment).
Farine If you meet the tier requirement, and have 4 other containers valid to load onto this fFour 
shipment in hand, you may then play a contract action and load all 4 containers at once.
Vélos Fixie Take 2 credits for every completed shipment card in your shipments area.
Renards You now break all ties (this is especially important for import bids and good bonuses).
Générateurs Your technology contracts now have a rainbow load requirement.
Lunettes Take one free import action by yourself.

Toilettes en or Take 6 credits for each of your completed luxury shipments at game end.
Montres en or Your luxury contracts now have a rainbow load requirement.

PROLONGATIONS
Si le jeu semble trop court, les joueurs peuvent se me�re d’accord pour fixer un nouvel 
objectif de crédits à a�eindre pour finir la partie, comme 80 ou même plus. Toutes les 
cartes restent identiques ainsi que les autres règles de jeu.

FAQ
    Est-il possible d’utiliser deux actions “piocher” dans le même tour? Non, vous ne pouvez 
en faire qu’une par tour.
    Puis-je me défausser d’une carte si j’ai importé sans avoir la place nécessaire dans la 
partie “Imports” ou “Biens” de mon port? Oui, si la carte ne peut être placée nulle part, 
défaussez là.
    Si les parties “Biens” ou “Imports” de mon port sont remplies au moment d’utiliser une 
action “Import” ou “Ravitaillement”, puis-je échanger les nouvelles cartes avec les 
anciennes? Non, les cartes ne peuvent être échangées. 
    Si je ne suis pas le plus haut parieur pour une action Import, dois-je quand même payer? 
Non, seul le joueur avec la plus haute mise doit payer la somme.
    Peut-on importer depuis un bateau en haute mer s’il n’y a qu’un seul conteneur dessus? 
Oui.

Goods appendix
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     This symbol means the power may be used at any time depending on the text of the 
card. You must still meet the tier requirement to use it.



     This symbol means the power is a one time use that will be executed immediately upon 
the shipment completing. You will still add these cards to the shipments area of your harbor.

Amandes If you have 18 or less active credits take 8 credits from the bank, otherwise take 4 credits 
from the bank (you will take into account credits earned from this shipment).
Munitions All other players with any illegal goods pay you 2 credits.
Pommes Add an agriculture card from your hand to your shipments, then activate its power if 
applicable as if it were just completed (you do not have to meet the card’s tier requirement).
Sacs à dos Every time a ship is returned to a harbor from the open sea from now on, you may draw a 
card (the returned ship can be any player’s ship, not just your own). 
Bambou If you have an available ship, you may contract bamboo for free as soon as it completes.
Batteries When you use the load action, you may pay 2 credits to load one extra container. You may 
only use this power one time per turn.
Bière Instead of adding beer to your shipments when completed, you may choose to place it on the 
supply island and take 6 credits from the bank.
Munitions gros calibre Take a random card from the hand of the ship owner when you pirate 
one of their ships at sea.
big cats You may ignore container color on your load requirements when loading illegal containers 
(this also applies when using the pirate action). Your red containers are now wild.
Chou de chine If Bok Choy is loaded as a container on a shipment that is not an agriculture 
shipment, take 2 extra credits from the bank when that shipment completes. 

Livres When you lead with an import action, as long as any other player follows, take 2 credits from 
the bank. This power can only gain you 2 credits per turn.
Chewing-Gum Whenever a consumer good is added to any player’s goods, take 4 credits.
Bonbons Your consumer contracts now have a rainbow load requirement.
cannabis If any player imports any red containers during an import action, they pay you 2 credits.
Canons Every pirate card in other players’ imports also counts as yours, don’t apply your limit.
Téléphones portables When you use the load action, you may a draw a card instead of loading 
one from your hand. If the drawn card is capable of being loaded onto one of your shipments, you must 
load that card, otherwise, keep it in your hand.
Chaises When any other player uses a draw action, you may discard a card from your hand.
champagne If you have the most completed shipments at game end, this is worth 8 credits.
Baumes à lèvres Whenever a consumer good is added to any player’s goods, take 2 credits.
Nourriture pour poulets When completed, any other player may speak up and buy Chicken 
Feed from you for 6 credits and place it into their completed shipments. Otherwise it is completed as 
normal.
Café Your agriculture contracts now have a rainbow load requirement.
Eau de Cologne At game end, choose one action type from your imports and take 4 credits for 
each card of that type in your imports.
Tasses Piochez 5 cartes.
Animaux DANGEREUX All players must give you 2 credits.
Anneaux de diamants At game end move two of your completed shipments to your goods, ignore 
limits.
Fossiles de dinosaures All players must take one of their goods (If they have any) and place it 
on the Supply Island, you then take any two cards from the Supply Island into your goods.
drones Whenever you contract a new shipment, you may also draw 1 card.
Drogues When you use the pirate action, you may take an extra container from any ship at sea (Limit 
once per turn).
DVD pirates When another player spends or loses 4 or more credits, take 2 credits from the bank.
Voiture Ferrari Counts as a virtual one of every good type in your goods. Does not a�ect your 
limit.
Vélos Fixie Whenever a container is loaded from a load action (not pirate), take 2 credits.
Lance-flammes Flip a coin, if heads all players pay you 4 credits each, if tails you pay all players 2 
credits each.
Clés USB Whenever you complete a shipment, you may take a loaded container from it into your hand 
(limit one container per ship)(this occurs a�er receiving payment for the shipment).
Farine If you meet the tier requirement, and have 4 other containers valid to load onto this fFour 
shipment in hand, you may then play a contract action and load all 4 containers at once.
Vélos Fixie Take 2 credits for every completed shipment card in your shipments area.
Renards You now break all ties (this is especially important for import bids and good bonuses).
Générateurs Your technology contracts now have a rainbow load requirement.
Lunettes Take one free import action by yourself.

Toilettes en or Take 6 credits for each of your completed luxury shipments at game end.
Montres en or Your luxury contracts now have a rainbow load requirement.

If you have any build cards in the imports 
area of your harbor, it is possible to use 

Sel d'Hawaii All other players reveal their hand, take all agriculture goods revealed this way into your 
hand, and 2 credits for each card taken, from the bank.
Hélicoptère Whenever a luxury good is contracted, put 4 credits on or next to helicopter and take 
them at game end (these credits do not count toward your active credit total during the game).
Miel Take 2 credits from the bank for every agriculture good in any player’s goods (Including yours).
Eau d'Islande At any time, you may sell agriculture goods from your hand to the supply island for 2 
credits each.
Voitures Impala You may ignore container color on your load requirements when loading luxury 
containers (this also applies when using the pirate action). Your blue containers are now wild.
Thé au jasmin When you use the contract action, you may also sell one container from your hand to 
the supply island for 2 credits (limit once per turn).
Jets privés When you complete a shipment, you may take one of the loaded containers from it into 
your goods before sending your ship to the open sea.
Ordinateurs portables Draw 2 cards whenever you complete a shipment with a technology 
container loaded on it.
Vestes en cuir The innate value of your luxury goods is now 3 credits instead of 1. 
Bois de charpente Whenever another player draws cards, you may draw one card.
Lutefisk (plat scandinave) If Lutefisk is in your hand and you meet the tier requirement, you 
may contract it as a shipment contract immediately at any time without using a contract action.
Tables de massage Draw cards until you get two of the same type (for example two technology 
cards, or two agriculture cards) then take credits equal to the cards drawn this way rounded up to evens.
Monospace When using pirate, you may take your stolen container from anywhere (this includes 
containers loaded onto other players‘ ships in their harbor, the top of the draw deck, or a random card 
from any player’s hand, however you must still be able to load the container taken or it is discarded. You 
may not take the container from anywhere that wasn‘t listed here).
Bains de bouche Take 2 credits whenever a consumer shipment is completed a�er this one.
Appareil à IRM Game end condition is now 70 active credits (even if playing an extended game).
Nanorobots Every time you draw cards, you may use a free load action if able.
Unités neutres You may follow any led action with a load action. If you follow with a load action, 
you may only take load actions and not the declared action.
Beaux costumes If your ships have the most containers loaded onto them at game end, take 16 
credits from the bank (this includes ships in the open sea).
onions Whenever you complete an agriculture shipment (Including this one) take 2 credits.
Pantalons When another player imports from one of your ships at sea with the import action, take 4 
credits from the bank instead of 2.
Papier When you complete a consumer shipment (including this one), you may import 1 container from 
a ship at sea into your goods or imports (the owner of the ship will not take credits from the bank).
PAPRIKA When contracting a new shipment, you can also load 1 container if able for free.
Stylos Count the number of consumer goods in all players’ harbors, then take 2 credits for each.
Pistolets When any other player completes an illegal shipment they must pay you 2 credits.
Anneaux de platine Draw until you have 8 cards in hand. You may execute the actions for all 
cards in your hand in any order (no players may follow these actions, do not take into e�ect your 
imports). Limit 1 sell with Supply, no stacking Contract actions to skip tier levels. 
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Consoles Playstation For every 2 technology goods you have, you may load an extra container 
with load.
Bouteilles de poison You are now the Pirate King. When any player uses the pirate action, they 
must pay you 2 credits (limit once per turn, meaning they may use multiple pirate actions but pay only 
once).
Pommes de terre Prenez 2 crédits et piochez 2 cartes lorsque ce�e cargaison est complétée.
Fausse monnaie Take one loaded container from one ship from each of your opponents (this may be 
a ship at sea or a ship in harbor) and either load it if possible, or keep it in your hand. 
Rapporteurs Whenever another player imports containers from a ship at sea, if there are any 
containers le� on that ship you may import 1 of them for free (no credit payment is paid to the owner).
Canons éléctriques Every player must give you either 4 credits, one of their completed 
shipments (which will be added to your completed shipments), or two of their goods (which will be added 
to your goods).
Réfrigérateurs Every 2 technology goods you have count as 1 virtual load import (this will not 
a�ect the number of imports you may have).
Riz Take 2 credits for every completed agriculture shipment you have including this one.
Chats robotisés You may load 2 containers of the same type to count as 1 technology container 
(using a single load action). This may also be used with the pirate action, however you must use two 
pirate actions to secure the two containers to be used as one. It is possible to receive a higher payout 
when the shipment loaded with these extra containers is completed if the next level of payout is reached. 
Beaux costumes Name any good card (the complete list is shown on the back of all harbor cards), 
draw the top card of the draw deck, if it matches you win the game immediately.
Corde When you are the leader, you may swap a card from the supply island with one from your hand 
(limit one time per turn).
Satellite Every time a shipment is completed (limit one time per ship entering the open sea), you 
may draw a card and load a container.
sauna If you win the bonus for the most of any good type, double the amount paid (This includes 
paying 6 credits for having the most illegal goods, in which case you would pay 12 credits instead).
Germes Your illegal contracts now have a rainbow load requirement.
segways A�er being added to your completed Shipments, you may move Segways to your Imports, 
Goods, or load it as a container at any time (even at game end).
Shampoings You may take 3 containers instead of 2 when importing if possible.
Chaussures Whenever a shipment is made (including this one) you may draw a card.
Fusils à pompe All players who pirate before you (you follow their pirate action, this includes 
players who followed the leader’s pirate action before you) must give you 2 credits or 2 cards from their 
hand.
Pommeau de douche Name a good type, draw 2 cards, if any of them match it take 8 credits.
Petits caniches Move Small Poodles to your goods as soon as it is completed.
Un petit char d'assaut When anyone completes a shipment, they must give you a card from 
their hand.
Voitures Smart When using the load action, you may put a card onto the supply island instead of 
loading it onto one of your shipments and take 2 credits from the bank (limit once per turn).
Savon You may ignore container color on your load requirements when loading consumer containers 

(this also applies when using the pirate action). Your black containers are now wild.
Sauce soja You may transfer ALL of your contract imports to your goods, take 2 credits for each. 
Any cards above your good limit are discarded.
Vol de recherches Choose another player’s completed technology shipment, replace it with 
Stolen Research, then add the stolen card to your shipments as if it were just completed.
Sucre When you contract an agriculture shipment, take 2 credits from the bank.
TABLETTES TACTILE All of your ships now have the capacity to load up to 8 containers, and if 
completed with 8 containers loaded onto one of them, the payout will be 18 credits.
Télescopes You may trade your technology goods for 4 credits each at any time, including at game 
end, but it must be before end game bonuses are calculated.
Téléviseurs You may ignore container color on your load requirements when loading technology 
containers (this also applies when using the pirate action). Your green containers are now wild.
Voitures Tesla Your supply imports count as goods of any type of your choosing at game end, but 
must be declared before end game bonuses for the most of each good type are awarded.
La cargaison mère If you have 8 illegal goods you win the game immediately.
Robes de velours All of the cards in your hand are worth 1 credit each at game end.
Vins de grand cru Take an additional 20 credits at game end if you have 2 of every good type.
Blé You may ignore container color on your load requirements when loading agriculture containers (this 
also applies when using the pirate action). Your yellow containers are now wild.
Eoliennes Wind Turbines copies any other tier 1 level or lower completed shipment. This power must 
be decided immediately upon completion, and the power is then set for the rest of the game (you may 
copy any type of power, immediate or passive). If there are no tier 1 level or lower completed shipments, 
this power does nothing. 



     This symbol means the power is a one time use that will be executed immediately upon 
the shipment completing. You will still add these cards to the shipments area of your harbor.

Amandes If you have 18 or less active credits take 8 credits from the bank, otherwise take 4 credits 
from the bank (you will take into account credits earned from this shipment).
Munitions All other players with any illegal goods pay you 2 credits.
Pommes Add an agriculture card from your hand to your shipments, then activate its power if 
applicable as if it were just completed (you do not have to meet the card’s tier requirement).
Sacs à dos Every time a ship is returned to a harbor from the open sea from now on, you may draw a 
card (the returned ship can be any player’s ship, not just your own). 
Bambou If you have an available ship, you may contract bamboo for free as soon as it completes.
Batteries When you use the load action, you may pay 2 credits to load one extra container. You may 
only use this power one time per turn.
Bière Instead of adding beer to your shipments when completed, you may choose to place it on the 
supply island and take 6 credits from the bank.
Munitions gros calibre Take a random card from the hand of the ship owner when you pirate 
one of their ships at sea.
big cats You may ignore container color on your load requirements when loading illegal containers 
(this also applies when using the pirate action). Your red containers are now wild.
Chou de chine If Bok Choy is loaded as a container on a shipment that is not an agriculture 
shipment, take 2 extra credits from the bank when that shipment completes. 

Livres When you lead with an import action, as long as any other player follows, take 2 credits from 
the bank. This power can only gain you 2 credits per turn.
Chewing-Gum Whenever a consumer good is added to any player’s goods, take 4 credits.
Bonbons Your consumer contracts now have a rainbow load requirement.
cannabis If any player imports any red containers during an import action, they pay you 2 credits.
Canons Every pirate card in other players’ imports also counts as yours, don’t apply your limit.
Téléphones portables When you use the load action, you may a draw a card instead of loading 
one from your hand. If the drawn card is capable of being loaded onto one of your shipments, you must 
load that card, otherwise, keep it in your hand.
Chaises When any other player uses a draw action, you may discard a card from your hand.
champagne If you have the most completed shipments at game end, this is worth 8 credits.
Baumes à lèvres Whenever a consumer good is added to any player’s goods, take 2 credits.
Nourriture pour poulets When completed, any other player may speak up and buy Chicken 
Feed from you for 6 credits and place it into their completed shipments. Otherwise it is completed as 
normal.
Café Your agriculture contracts now have a rainbow load requirement.
Eau de Cologne At game end, choose one action type from your imports and take 4 credits for 
each card of that type in your imports.
Tasses Piochez 5 cartes.
Animaux DANGEREUX All players must give you 2 credits.
Anneaux de diamants At game end move two of your completed shipments to your goods, ignore 
limits.
Fossiles de dinosaures All players must take one of their goods (If they have any) and place it 
on the Supply Island, you then take any two cards from the Supply Island into your goods.
drones Whenever you contract a new shipment, you may also draw 1 card.
Drogues When you use the pirate action, you may take an extra container from any ship at sea (Limit 
once per turn).
DVD pirates When another player spends or loses 4 or more credits, take 2 credits from the bank.
Voiture Ferrari Counts as a virtual one of every good type in your goods. Does not a�ect your 
limit.
Vélos Fixie Whenever a container is loaded from a load action (not pirate), take 2 credits.
Lance-flammes Flip a coin, if heads all players pay you 4 credits each, if tails you pay all players 2 
credits each.
Clés USB Whenever you complete a shipment, you may take a loaded container from it into your hand 
(limit one container per ship)(this occurs a�er receiving payment for the shipment).
Farine If you meet the tier requirement, and have 4 other containers valid to load onto this fFour 
shipment in hand, you may then play a contract action and load all 4 containers at once.
Vélos Fixie Take 2 credits for every completed shipment card in your shipments area.
Renards You now break all ties (this is especially important for import bids and good bonuses).
Générateurs Your technology contracts now have a rainbow load requirement.
Lunettes Take one free import action by yourself.

Toilettes en or Take 6 credits for each of your completed luxury shipments at game end.
Montres en or Your luxury contracts now have a rainbow load requirement.

Sel d'Hawaii All other players reveal their hand, take all agriculture goods revealed this way into your 
hand, and 2 credits for each card taken, from the bank.
Hélicoptère Whenever a luxury good is contracted, put 4 credits on or next to helicopter and take 
them at game end (these credits do not count toward your active credit total during the game).
Miel Take 2 credits from the bank for every agriculture good in any player’s goods (Including yours).
Eau d'Islande At any time, you may sell agriculture goods from your hand to the supply island for 2 
credits each.
Voitures Impala You may ignore container color on your load requirements when loading luxury 
containers (this also applies when using the pirate action). Your blue containers are now wild.
Thé au jasmin When you use the contract action, you may also sell one container from your hand to 
the supply island for 2 credits (limit once per turn).
Jets privés When you complete a shipment, you may take one of the loaded containers from it into 
your goods before sending your ship to the open sea.
Ordinateurs portables Draw 2 cards whenever you complete a shipment with a technology 
container loaded on it.
Vestes en cuir The innate value of your luxury goods is now 3 credits instead of 1. 
Bois de charpente Whenever another player draws cards, you may draw one card.
Lutefisk (plat scandinave) If Lutefisk is in your hand and you meet the tier requirement, you 
may contract it as a shipment contract immediately at any time without using a contract action.
Tables de massage Draw cards until you get two of the same type (for example two technology 
cards, or two agriculture cards) then take credits equal to the cards drawn this way rounded up to evens.
Monospace When using pirate, you may take your stolen container from anywhere (this includes 
containers loaded onto other players‘ ships in their harbor, the top of the draw deck, or a random card 
from any player’s hand, however you must still be able to load the container taken or it is discarded. You 
may not take the container from anywhere that wasn‘t listed here).
Bains de bouche Take 2 credits whenever a consumer shipment is completed a�er this one.
Appareil à IRM Game end condition is now 70 active credits (even if playing an extended game).
Nanorobots Every time you draw cards, you may use a free load action if able.
Unités neutres You may follow any led action with a load action. If you follow with a load action, 
you may only take load actions and not the declared action.
Beaux costumes If your ships have the most containers loaded onto them at game end, take 16 
credits from the bank (this includes ships in the open sea).
onions Whenever you complete an agriculture shipment (Including this one) take 2 credits.
Pantalons When another player imports from one of your ships at sea with the import action, take 4 
credits from the bank instead of 2.
Papier When you complete a consumer shipment (including this one), you may import 1 container from 
a ship at sea into your goods or imports (the owner of the ship will not take credits from the bank).
PAPRIKA When contracting a new shipment, you can also load 1 container if able for free.
Stylos Count the number of consumer goods in all players’ harbors, then take 2 credits for each.
Pistolets When any other player completes an illegal shipment they must pay you 2 credits.
Anneaux de platine Draw until you have 8 cards in hand. You may execute the actions for all 
cards in your hand in any order (no players may follow these actions, do not take into e�ect your 
imports). Limit 1 sell with Supply, no stacking Contract actions to skip tier levels. 
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Consoles Playstation For every 2 technology goods you have, you may load an extra container 
with load.
Bouteilles de poison You are now the Pirate King. When any player uses the pirate action, they 
must pay you 2 credits (limit once per turn, meaning they may use multiple pirate actions but pay only 
once).
Pommes de terre Prenez 2 crédits et piochez 2 cartes lorsque ce�e cargaison est complétée.
Fausse monnaie Take one loaded container from one ship from each of your opponents (this may be 
a ship at sea or a ship in harbor) and either load it if possible, or keep it in your hand. 
Rapporteurs Whenever another player imports containers from a ship at sea, if there are any 
containers le� on that ship you may import 1 of them for free (no credit payment is paid to the owner).
Canons éléctriques Every player must give you either 4 credits, one of their completed 
shipments (which will be added to your completed shipments), or two of their goods (which will be added 
to your goods).
Réfrigérateurs Every 2 technology goods you have count as 1 virtual load import (this will not 
a�ect the number of imports you may have).
Riz Take 2 credits for every completed agriculture shipment you have including this one.
Chats robotisés You may load 2 containers of the same type to count as 1 technology container 
(using a single load action). This may also be used with the pirate action, however you must use two 
pirate actions to secure the two containers to be used as one. It is possible to receive a higher payout 
when the shipment loaded with these extra containers is completed if the next level of payout is reached. 
Beaux costumes Name any good card (the complete list is shown on the back of all harbor cards), 
draw the top card of the draw deck, if it matches you win the game immediately.
Corde When you are the leader, you may swap a card from the supply island with one from your hand 
(limit one time per turn).
Satellite Every time a shipment is completed (limit one time per ship entering the open sea), you 
may draw a card and load a container.
sauna If you win the bonus for the most of any good type, double the amount paid (This includes 
paying 6 credits for having the most illegal goods, in which case you would pay 12 credits instead).
Germes Your illegal contracts now have a rainbow load requirement.
segways A�er being added to your completed Shipments, you may move Segways to your Imports, 
Goods, or load it as a container at any time (even at game end).
Shampoings You may take 3 containers instead of 2 when importing if possible.
Chaussures Whenever a shipment is made (including this one) you may draw a card.
Fusils à pompe All players who pirate before you (you follow their pirate action, this includes 
players who followed the leader’s pirate action before you) must give you 2 credits or 2 cards from their 
hand.
Pommeau de douche Name a good type, draw 2 cards, if any of them match it take 8 credits.
Petits caniches Move Small Poodles to your goods as soon as it is completed.
Un petit char d'assaut When anyone completes a shipment, they must give you a card from 
their hand.
Voitures Smart When using the load action, you may put a card onto the supply island instead of 
loading it onto one of your shipments and take 2 credits from the bank (limit once per turn).
Savon You may ignore container color on your load requirements when loading consumer containers 
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(this also applies when using the pirate action). Your black containers are now wild.
Sauce soja You may transfer ALL of your contract imports to your goods, take 2 credits for each. 
Any cards above your good limit are discarded.
Vol de recherches Choose another player’s completed technology shipment, replace it with 
Stolen Research, then add the stolen card to your shipments as if it were just completed.
Sucre When you contract an agriculture shipment, take 2 credits from the bank.
TABLETTES TACTILE All of your ships now have the capacity to load up to 8 containers, and if 
completed with 8 containers loaded onto one of them, the payout will be 18 credits.
Télescopes You may trade your technology goods for 4 credits each at any time, including at game 
end, but it must be before end game bonuses are calculated.
Téléviseurs You may ignore container color on your load requirements when loading technology 
containers (this also applies when using the pirate action). Your green containers are now wild.
Voitures Tesla Your supply imports count as goods of any type of your choosing at game end, but 
must be declared before end game bonuses for the most of each good type are awarded.
La cargaison mère If you have 8 illegal goods you win the game immediately.
Robes de velours All of the cards in your hand are worth 1 credit each at game end.
Vins de grand cru Take an additional 20 credits at game end if you have 2 of every good type.
Blé You may ignore container color on your load requirements when loading agriculture containers (this 
also applies when using the pirate action). Your yellow containers are now wild.
Eoliennes Wind Turbines copies any other tier 1 level or lower completed shipment. This power must 
be decided immediately upon completion, and the power is then set for the rest of the game (you may 
copy any type of power, immediate or passive). If there are no tier 1 level or lower completed shipments, 
this power does nothing. 

Cartes de l'extension "Jutaku"
Apple watch Every pair of luxury and consumer goods you have are worth 6 extra credits.
Chemises premier prix At game end move all of your imports to your goods. Account for your 
goods limit.
Aspirateurs de la marque Dyson All players must give you their entire hand or one of their 
luxury goods.
Cartes graphiques If you have the most of 4 good types, you win the game.
Lampes à LED On your turn, you may swap 2 cards in your hand for 1 on the supply island.
Huîtres You may contract luxury shipments for free at any time without an action.
Biscuits Mikado Take 2 credits, draw 2 cards, and import 1 container from a ship at sea. 
Cuiseur à riz You may declare or follow load and contract actions interchangeably, but you may only 
use all load or all contract actions for the turn. You cannot both contract and load on the same turn.
cellules souches When you pirate, you may pay 2 credits to add the container to your goods.
Blé complet You may take 2 credits or draw 2 cards whenever an agriculture container is loaded. 

Cartes de l'extension KickstarteR
3d printers You may play any action type (instead of the same action type) when following to do 
the declared action, but you will still do the led action. This power may not be used when you are leading.
aeroponics If a ship you own at sea is reduced to only 1 loaded container on it, it will return to your

 harbor with the container, and if the color of the container is correct it may be used toward a future 
contract’s load requirement.
board games If you have one of every good type in your completed shipments, you no longer have a 
limit to the number of cards you can place in the imports section of your harbor. 
Ouvre-Boîtes You can no longer trigger game end.
ceramics At game end, for every 2 consumer goods you have also add 1 virtual luxury good to your 
total good count. This will not take into account your goods limit.
Jeu reporté All other players pay 10 credits to the bank, then take 2 turns on your next turn. This 
means you will declare 2 actions on your next turn, one in a row, other players may still follow you.
Dragon fruit Draw 2 cards or take 2 credits from the bank when leading with the pirate action.
IVORY At game end if you have the most illegal goods take 6 credits instead of paying them.
scotch whisky Every 2 luxury goods you have only count as 1 toward the limit of goods you can 
have in your harbor. 
Maisons préfabriquées You may complete luxury shipments by loading half of the required 
containers. If the luxury contract’s load requirement has multiple colors, you may choose which to load.
rare metals If your ship completes its shipment with both a technology and a consumer contract 
on it, take 4 extra credits from the bank with your normal payment. 
Vol de riz Take 2 credits from the bank whenever you pirate an agriculture container.
stolen tires Every time you use a pirate action, draw a card and seed the Supply Island.
stretch goals All players draw 1 card, take 2 credits, import 1 good, and then you take 2 free 
actions by yourself that may not be followed. You will not spend cards to take these actions, simply state 
what they will be. Do not take into e�ect your imports. Ship owner’s will not take credits for the imports.
tortillas You may load any color container onto Tortillas. You must still meet the tier requirement to 
contract Tortillas.

captain edition cards
Jeux dark Flight You may now choose to import from the Supply Island, if you do, keep the 
highest bid even if it is your own.
Cartes exclusives Pay 30 credits to the bank, name a good type (ie luxury), draw a card, if it 
matches the good type you chose take 50 credits.
Poisson exotique If you have twice the active currency of any other player (when compared 
individually) and the most goods (in quantity) you win the game.
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