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~ E COMPONE ouT THE
(flb }ﬁ%a GAME COMPONENTS o ABOUT THE CARDS

2 FIGURINES (CORTO AND RASPUTIN) (A) 1 SAILING VESSEL THERE ARE SEVERAL TYPES OF CARDS:
4 SETS OF 13 MARKERS @) t *4 ACES” TILE
4 “5EAL” TILES @ 3 \‘INGOTII ANP

6 STORYLINE BOARDS 3 YCROW” TILES
(6 CORTO ADVENTURES) 6 “LEOPARD” TOKENS
6 DECKS OF 20 CARDS (E) 1 TRAIN AND S "RAILWAY
{ SMALL DISCARD BOARD CARRIAGE” TILES
A GAME BY LAURENT ESCOFFIER AND SEBASTIEN PALICHON, 2 HANDBOOKS (RULES AND QUESTS) () 4 “BIG GOLD” TOKEN

BASED ON THE WORK OF HUGO PRATT.
FOR 2 TO 4 PLAYERS, FROM 10 YEARS OF AGE.
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GEERESS GRERGREY TUTTNT ohnnne
. , N S — - CHARACTERS OBIECTS:
ATINA . — \ . o : s THESE INCLUDE CARDS WITH  THESE ARE WHITE
WHITE BORDERS, BLACK OR BLACK,
AND WHAT ABOUT YOU, CORTOZ WHAT ] BORDPERS, OR BLACK-AND- WITH1OR 2
(E.G."BANG".

TO GAIN THE BIGGEST SHARE OF OH; ME. T'VE GOT PLENTY OF THE PLAYERS MAKE PROGRESS IN

GOLD BY THE END OF THE STORY. FRIENDS, LADY FRIENPS INCLUPED... SEVERAL STORYLINES AT THE SAME
I’'LL SPEND IT WITH THEM..."”

TIME.
ENROLLING SUPPORT FROM CORTO
AND DESPITE RASPUTIN'S ATTEMPTS r

AT DISRUPTION, THEY WILL FORM el - - - f @
TEAMS OF ADVENTURERS AND SEEK e = .'.':ﬁ:.k!.ﬂ:- 7 :

TO GAIN AS MUCH GOLD AS POSSIBLE  —

FROM THE AVAILABLE QUESTS. .. .I

F 3 @ "SWAP THE POSITION OF 2 CARDS,

WITHOUT COLOR RESTRICTION.
MOVE THE MARKERS AS WELL.

@ APVANTAGES coRr7o RASPYTIN

(WRITTEN
INSTRUCTIONS)

ONLY USE THOSE THAT ARE
IN YOLIR OWN LANGUAGE.

SEPARATELY SHUFFLE THE CARDPS FOR EACH APVENTURE REVEAL THE 15" CARD OF EACH PECK. IF IT'S A

(LOOK AT THE BACKS TO DETERMINE WHICH APVENTURE CHARACTER CARD (COLORED BACKGROUND), @ CONSULT THE ADVENTURES HANPBOOK
DECK THEY BELONG TO) AND THEN PLACE EACH DECK ON THE PLACE IT ON THE 2" SQUARE ON THE BOARPD. FOR THE SPECIFIC SET-UP DETAILS AND THE
TAKE 4 STORYLINE BOARPS FIRST SQUARE OF THE APPROPRIATE STORYLINE. OTHERWISE, SET IT ASIPE AND DRAW THE NEXT CARD. TREASURE EACH QUEST CAN YIELD.

(OR JUST 3 BOARPS IF
THERE ARE ONLY 2 PLAYERS).
CHOOSE THEM RANDPOMLY OR SELECT
THEM TO PLAY OUT YOUR FAVOURITE
CORTO MALTESE APVENTURES. PLACE
THEM ON THE TABLE AS SHOWN.
THE ORPER OF THE BOARDPS WILL
ALSO BE LEFT TO CHANCE.

ONCE ALL OF THE STORYLINE BOARPS HAVE THEIR CHARACTERS ASS/IGNED,
PUT ANY CARPS SET AS/PE BACK INTO THEIR RESPECTIVE PECKS
AND SHUFFLE EACH OF THEM AGAIN.

PLACE

THE SMALL
DISCARD BOARDP
ALONGSIPE THE
STORYLINE BOARPS.
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e PLACE THE FIGURINES CLOSE
TO THE DECKS OF CARDS.

e STARTING WITH A RANDPOMLY
CHOSEN 15T PLAYER AND PROCEEPING
CLOCKWISE, EACH PLAYER PLACES
e MARKER ON A CHARACTER ON THE

BOARD,; THEN DRAW 4 CARDS.

THERE MAY BE SEVERAL MARKERS ON THE SAME
CHARACTER AND YOU CAN ALSO PRAW MULTIPLE 1

c EACH PLAYER
TAKES A SET OF
3 TOKENS AND THE SEAL

OF THE SAME COLCR.
THIS WILL BE THE

PLAYER'S STOCK.

THE FIRST PLAYER
CAN THEN START!

TIMES FROM THE SAME PECK.




> PLAY { TO 4 CARDPS FROM YOUR HAND 7
NEVER HAVE MORE THAN 4 CARDS IN YOUR HAND.
OR

> DISCARD O TO 4 CARDPS FROM YOUR HAND
AND THEN DPRAW BACK UP TO A FULL HAND

WHEN YOUR TURN COMES, YOU CAN :4// ‘I
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AND DRAW A MAXIMUM OF 2 CARDS, REMEMBERING THAT You MUST /’,/ q'ﬂ =
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OF 4 CARDS.
<_
YOl CAN PRAW CARPS FROM THE PECK OF YOLR CHOICE. [ -
you may orRaw carps oNe By oNe 7o Look a7 _T I —— : — Bl )
A CARD BEFORE PRAWING THE NEXT ONE. —— \\ I R =Me - > - \\
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CHARACTER CARDS

WHEN YOU PLAY A CHARACTER,

@ PLACE IT ON AN EMPTY SQUARE.

THE STORYLINE BOARD YOU CHOOSE MUST BE
OF THE SAME BACKGROUND COLOR AS
THAT OF YOUR CHARACTER AND THE SQUARE
MUST BE ADJACENT TO* AN ALREADY PLACED
CHARACTER OR FIGURINE. .

PLACE A MARKER FROM YOUR STOCK ON
THAT CHARACTER.

IF YO RUN oUT OF MARKERS, YOU MUST TRANSFER ONE FROM
A CHARACTER ALREADPY IN PLAY,

@ OPTIONAL: HAVE YOUR CHARACTER ACT
ACCORPDING TO THE COLOR OF TS
CARD'S BORDER:

BLACK BORPER:
REMOVE AN OPPONENT'S
MARKER FROM AN
ADJACENT CHARACTER
AND RETURN IT TO ITS
OWNER.

IF THIS ACTION IS PLAYED A
CHARACTER WITH NO MARKER;

THAT CHARACTER IS KILLED.

REMOVE IT FROM THE BOARD AND SLIPE
IT UNPER YOUR SEAL. THIS CARD WILL WIN
YOU1 GOLDP AT THE END OF THE GAME.

WHITE BORDPER:
ADD ONE OF YOUR
MARKERS TO AN
ADJACENT CHAR-
ACTER.

SOME CHARACTERS HAVE
2 BACKGROUND COLORS
MEANING YOl CAN CHOOSE
BETWEEN TWO PIFFERENT
STORYLINE BOARPS

* MEANING TOLICHING ONE OF THE
4 EPGES OF THAT CHARACHTER 'S
OR FIGURINE 'S SQRUARE
(.E. NO PIAGONAL CONNECTION)

BLACK AND WHITE
BORDER:

YOU CAN TREAT THE
BORPER AS THOUGH

IT WERE BLACKOR WHITE
AND HAVE THE CHARACTER
ACT ACCORPINGLY
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OBJECT CARDS

AN OBJECT IS5 ALWAYS PLAYED ALONG
WITH A CHARACTER (OR A FIGURINE).

DO NOT PLACE IT ON A SQUARE. APPLY ITS
EFFECT FROM THE SQUARE OF THE
CHARACTER YOU HAVE JUST PLAYED

WHITE OBJECTS ALLOW
YOU TO APD MARKERS TO
ADJACENT CHARACTERS.

AND THEN DISCARPD IT.

THE NUMBER OF MARKERS ADDED
OR HITS REGISTERED ON ONE OR MORE
CHARACTERS WILL DEPEND ON THE
NUMBER OF ONOMATOPOEIA (1 OR 2).

NOTHING PREVENTS YOU FROM USING A WHITE OBIECT
WITH A BLACK CHARACTER OR VICE VERSA

BLACK OBJECTS

ALLOW YOoUu TO REMOVE
MARKERS FROM ADPJACENT
CHARACTERS.

IF THE TARGETEDP CHARACTER
HAS NO MARKER, HE OR SHE
16 KILLED (SLIPE THEIR CARDP
UNDPER YOUR SEAL).

Y

LONG RANGE CARDS

(2 Pt V B B DG,
- vivivivi

CHARACTERS AND OBJECTS WITH TRIANGLES IN THEIR BORPERS
CAN ACT ON ANY POSITION IN THE ENTIRE ROW OR COLUMN IN
WHICH THEY ARE PLAYEPD.

THIS EXTENPELD ACTION ZONE ONLY APPLIES TO THE ACTION OF THE CARD |TSELF.
OBJIECTS OR CHARACTERS PLAYED AT THE SAME TIME PO NOT BENEFIT FROM THIS
EXTENPED RANGE.

ADVANTAGE CARDS

THE EFFECTS OF ADVANTAGE CARDS ARE
EXPLAINEPD IN THEIR TITLE BLOCK ABOVE
THE PICTURE.

UNLESS CLEARLY STATED OTHERWISE,
THESE CARPS ARE NOT TO BE PLACED
ON A STORYLINE BOARP BUT ARE TO BE
DISCARPED OR PLACEPD IN FRONT OF You
AS YOU APPLY THEIR EFFECT.

EXAMPLE OF A GAME TURN

@ The ) As the character
8. red player “ has a white border,
. first plays ; S the player can add

a marker to an
adjacent character.

. @ Red then plays

- a knife to eliminate
the character above
as it had no marker
to protect it.

a character
with a white
border.

@ He or
she places a
marker on it.

®) The next move is
to play a double
cannon so the

{ player’s character...

®) ...can remove an
opponent’s marker
from a distance,

@ and launch an
attack against the
train.

Red then decides to
end his or her turn
by drawing 2 new
cards.




CORTO AND RASPUTIN CARDS

THESE CARDS ARE USED
TO PLAY THE FIGURINES.

THEY ARE DPISCARPED BEFORE
MOVING THE CORRESPONPING
FIGURINE BY O TO 3 "STEPS".

A STEP 1S A MOVE FROM THE SPACE
WHERE THE FIGURINE 1S LOCATED
TO AN APJACENT SPACE.

A FIGURINE CAN THEREFORE MOVE
UP TO 3 SPACES ORTHOGONALLY.

AFTER THE FIGURINE
HAS FINISHED MOVING,

YOU CAN PERFORM

ITS ACTION WITHIN

ITS AREA OF
INFLUENCE.

THE FIRST TIME A FIGURINE ENTERS
THE GAME, |T WILL "APPEAR" ON
THE PECK OF YOUR CHOICE BEFORE
PROCEEPING TO MOVE.

SOME
CARPS
HAVE A
VEHICLE"
GIVING Yol
THE RIGHT
70 TAKE UP 10
G "6TEPS",

THE AREA OF INFLUENCE OF
A FIGURINE CORRESPONPS TO
THE SRUARE |IT /6 LOCATEDP ON
AS WELL AS THE 8 NEIGHBORING
SRUARES, APPING UP TO A
TOTAL OF 9 SQUARES.

CORTO TAKES ACTION

CORTO HAS A DOUBLE ACTION THAT HE
CAN PERFORM IN THE FOLLOWING ORPER:

EACH FRIEND OF CORTO
(WITH THE THOUGHT BUBBLE
ON THE LEFT) LOCATED IN CORTO'S
AREA OF INFLUENCE EARNS
{ GOLD FOR THE PLAYER WHO
HAS THE MOST MARKERS ON IT.
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NoBory GAINS ANY GOLPL.

TAKE THIS GOLL IN THE FORM OF A CARDP FROM THE PISCARP PILE
AND SLIPE IT UNPER YOUR SEAL. IF THE PISCARD PILE 18 EMPTY,
UBE THE CARPS FROM AN APVENTURE NOT BEING PLAYED.

IN CASE OF A TIE FOR THE NUMBER OF MARKERS ON A CARC,

YOU CAN PLACE 2 OF YOUR MARKERS
ANYWHERE YOU WISH WITHIN CORTO’S AREA

Corle

PISCARPING AND MISSING A TURN

NO MARKERS LEFT

IF A PLAYER |S UNABLE TO PLAY ANY CARDS (MAYBE BECAUSE HE OR
SHE HAS ONLY OBJECT CARPS IN HIS OR HER HAND),; OR IF THAT PLAYER
DOES NOT WANT TO PLAY ; HE OR SHE CAN PISCARD AS MANY CARDS AS HE
OR SHE WANTS AND END HIS OR HER TURN BY PRAWING CARDS BACK UP TO A

FULL HAND OF 4 CARDS.

RASPUTIN

A CHARACTER
CARD LOCATEPD IN HIS AREA
OF INFLUENCE.

SOME CARPS sHoW
BOTH CORTO ANP
RASPLTIN.
CHOOSE WHICH ONE
Yol WANT 70 PLAY

SLIDE IT UNPER YOUR SEAL.
IT WILL COUNT FOR{ GOLD
AT THE END OF THE GAME.
RETURN ANY MARKERS TO
THEIR OWNER(S).

BOTH FIGURINES CAN ENP
UP ON THE SAME SPACE.

CORTO AND RASPUTIN
CAN USE OBIECTS IN

APPITION TO THEIR
ACTIONS.

Yol mMAyY NoT PLAY
A CHARACTER CARP
UNPER A FIGURINE,
BUT Yol CAN ACT oN
A CHARACTER CARP
PLACED UNPER A
FIGURINE,

O The green player plays a Corto

YOU MIGHT NEED TO PLACE A
MARKER AND FIND YOU HAVE NONE
LEFT IN YOUR STOCK.

IN THIS CASE YOU MAY (AND
SOMETIMES MUST) MOVE ONE THAT
15 ALREADY IN PLAY.

THE GAME IMMEPIATELY COMES TO

AN END IF; AFTER A PLAYER'S TURN,
ALL THE SQUARES ON 2 BOARDPS
ARE OCCUPIEDP

(A SINGLE FIGURINE | ENOUGH TO
OCCUPY A SQUARE).

CAUTION! THE PLAYER ENPING

THE GAME 1S ONLY ENTITLED TO
PLACE A SINGLE CHARACTER ON
HIS OR HER TURN OR PLAY A SINGLE
FIGURINE. OBJECT AND APVANTAGE
CARDPS HOWEVER ARE NOT LIMITEP.

THE TREASURE COUNT CAN THEN START.
THE PLAYER WITH THE MOST GOLD WINS.

EMPTY DRAW PILE: IF ALL DECKS OF
CARDS ARE DEPLETED, PLAYERS KEEP ON PLAYING
UNTIL NO PLAYER CAN PLAY ANYMORE (F ONLY
ONE PLAYER CAN STILL PLAY; HE OR SHE KEEPS

ON PLAYING ALONE).

TREASURE COUNT

EACH PLAYER EARNS:

> 2 GOLD PER CHARACTER IN
THEIR LARGEST GROUP.
A GROUP |16 MADE UP OF ADJACENT
CARDS UNDER THE PLAYER'S CONTROL
(PLAYER'S MARKERS OUTNUMBER ANY
OTHER OPPONENT'S MARKERS ON
THAT CARD).

IF PLAYERS EACH HAVE THE SAME NUMBER OF
MARKERS ON A CARED, NO-ONE BENEFITS FROM IT.

> 1 GOLD PER CHARACTER FROM
THE PLAYER'S OTHER GROUPS
(MINIMUM 2 ADJACENT CARDS).
AN ISOLATED CHARACTER AWARPS NO GOL D

> 1 GOLD FOR EACH CARD PRESENT
UNDER HIS OR HER "SEAL" TILE.

> GOLD GAINEDP FROM QUESTS
(6EE THE APVENTURE HANPBOOK).

IN THE EVENT OF A TIE, THE WINNER /5 THE
PLAYER WITH THE MOST MARKERS LEFT IN H/S
OR HER STOCK.

IF THE NUMBER OF MARKERS /5 ALSO TIED,
THEN ALL TIEC PLAYERS SHARE THE VICTORY:

EXAMPLE OF A TREASURE COUNT

BUT WHY PO You

card and moves the figurine 2 AND WHAT

steps and stops. This immediately ?;ﬁ:f gcé;’ONE? ABOUT HIMZ
earns 1 Gold for the yellow player V::ATc\fRf;Y
for cards (a) and (b). .II\-AAJ GONG

The card at (c) earns no money,

= 0 1 T0 DOZ
E e as no player has a majority.
' @

or her markers on the same card

to claim the majority and form a O Groups of characters: @) Cards under @) Gold from quests:  The player’s
larger group of cards under their The green player gets 10 Golds (5 x 2 Golds) for his or her the seal: the player has final treasure
control. biggest group (cards a-b-c-d-e); 2 Golds (2x1 Gold) for another 5 cards=5 Golds. ~ collected tiles therefore is
@) He or she then plays a black group (cards f-g); h-i-j-k bring in nothing as green fails to gain bringing in a 10+2+5+7=
object and attacks the train. a majority on i and there is no connection between these cards. total of 7 Golds. 24 Golds.
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A KIND OF

YES.., EXACTLY... IF A CRIM
TAKES PLACE WITH THE AMA ZELUS
IN SOUTH AFRICA AND THE CULPRIT

FLEES TO KENYA, THE KENYAN
LEOPARD MEN WILL gSEE
JUSTICE 1S DONE ..,

INTERNATIONAL
POLICEZ

Corto Maltese in Africa - The Leopard-Men of the Rufiji”

INDPEED; IN
ALL MY LIFE AS A

PLAYER,; I'VE NEVER
SEEN A GAME TO
COMPARE..,

“Under the Sign of Capricorn - Bahia Rendezvous”

WE CAN LOAD THE TREASURE ON YOLR
TORPEDO BOAT AND MOVE OUT...
WE'LL SPLIT FIFTY-FIFTY...

you CAN'T BE
SERIOUSZ.., DO
you THINK THE
MONK'S THAT
sTUPID?Z

ON ONE OF THE ATOLLS

THE TREASURE 16 ALREADY
SAFE AND SOUND
SOMEWHERE ONLY HE
KNOWS ABOUT!...

OF THE GILBERT
TSLANDS, OR TONGA,
OR TUBUAI.., FROM TIME
TO TIME HE AND CRANIO
USED TO TAKE OFF ON
THE SCHOONER, PO YOU
REMEMBERZ

“The Ballad of the salt sea”
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Ludocom also thanks Laurent and Seb for their commitment to creating this game, Patricia Zanotti and Gabriella Lacidogna of CONG S.A. for having made all this possible,

and Arnaud and MATAGOT for their faith in us.



