




ǒ Half-refill (5) fuel card: 2 pearl (Limit 16) 
ǒ Step back (1-3 fuel free moves): 1 pearl/step taken (Limit 8) 
ǒ +1 draw from the Chance Deck: 1 pearl (Limit 10) 
ǒ Attack Card Trade-In (Hidden Attack):  

ƺ Net - Net beats Anchor 
ƺ Anchor - Anchor beats Hook 
ƺ Hook - Hook beats Net 

 
Chance Deck Upgrades (Choose when to apply - Can be sold for 2 pearls to shop at any time 
and players can offer more on their own terms if they want to directly barter for the upgrades): 
 
Limit 3: Extras are used immediately. 
 
1. Engine reverse (1-3 fuel free movements backwards) 
 
2. Engine upgrade (Roll again to move for free - no fuel necessary) 
 
3. Move choice card (Move a number of spaces forward/less than 6) 
 
Chance Deck Curses (Applies on next turn): 
 
4. Frozen for one turn (can still draw from chance deck and purchase, frozen is null if they have 
0 fuel already) 
 
5. Lose fuel (Player loses 2 fuel, unless they have 0 fuel already. In this instance, player gains 2 
fuel instead) 
 
Chance Deck Attacks (Choose when to apply, Can be sold for 2 pearls to shop at any time and 
players can offer more on their own terms): 
 
Limit 2: Extras are used immediately. Cannot hold limit for more than 3 turns. 
 
6. Slow down another player for 1 turn (opponent takes 1/2 less steps than their roll, ie. 2 if they 
roll a 4, and 1 if they roll a 3 - rounded down) 
 
7. Steal fuel from another player (take 1/2 of their fuel, if the number is odd, round down ie. half 
of 3 is 1) You cannot steal more fuel than your fuel tank capacity can contain. (ex. You: 8 fuel, 
Player: 10 fuel, you steal, now you have 10 fuel, and player has 8) 
 
8. Block a player behind you from passing you before your next turn. (After drawing this card, 
can be used on any players that are behind you) 
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