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Play after two other players
start a dogfight and

have drawn PILOT cards.

Cancel the Reward for
this dogfight.

Play after drawing PILOT cards in a dogfight.
No more action cards may be played
during this dogfight.

by the book!
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Play after you move.
If your SHIPPING is 2 or less,

add 2 to SHIPPING.
--- OR ---

Play before you draw
PILOT bonus cards.

If your PILOT is 2 or less,
add 2 to PILOT.

better than
you thought!

X

X
THE CARD GAMETHE CARD GAME

M
AN
EU
VE
R

1
2
3
4
5
6
7
8

ST
RA
FE

1
2
3
4
5
6
7
8
9
1
0
1
1
1
2
1
3

Play when an opponent
rolls the die.

That opponent’s total
SHIPPING is 0.

cornered!
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Play on your turn.

Discard all Passengers
in last position.

crossfire
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Play on your turn.

Discard a character from your
hand. Choose an opponent to
reveal his or her hand to all
players. Discard all characters
in that hand that have the
opposite color type as the
character you discarded.

keep your
enemies closer
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Play while two other players
are involved in a dogfight.

Draw any passenger
from the discard pile and

put him or her in last position.

Play on your turn.
Draw any passenger from the discard pile and
put him or her in last position.

expanding the
business
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Play after an opponent moves.

If that player’s location has
a Cargo Bonus effect, it

is ignored.

low visibility
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Play after two other players finish
a dogfight and less than two Damage

effects have been applied.

Discard a card from your hand and
add any Damage effects on that card
to the dogfight total. You may

collect acollect any Draw effects on the card.

Play when you lose a dogfight.
The winner must take one Damage.

unexpected
reinforcement
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Play while two other players
are involved in a dogfight.

Open one cargo of each
player in the dogfight.

Play on your turn.
Open one cargo. If it is real and you have cargo
played in front of you, steal it and then replace
it with one of your cargo.

like taking candy from a

sitting baby duck off a log!
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Discard any open cargo
and replace it with this card.

Whenever this card is revealed as open
cargo, shuffle the discard pile into
the deck and remove the top 20 cards
from the game. If the deck ever runs
out oout of cards, the player with the

most cargo in play wins.

artifact

bells of tinabula
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Discard any open cargo
and replace it with this card.

At the end of each of your turns,
discard your last Passenger. If you
have no Passengers, discard

Gorilla Birds.

artifact

gorilla birds
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Discard any open cargo
and replace it with this card.

When you win a dogfight you started,
you may change any Draw dogfight

effects to Damage effects.

artifact

wall of fame
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EFFECT: Discard Ignatz to draw any
card with a maneuver value of 7
or less from the discard pile.

1: Move to first position.

2-3: Draw 2 cards. Discard 1 of them.

4: Discard Ignatz.

5-6: No e5-6: No effect.

passenger

ignatz
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EFFECT: Mrs. Snarly is +3 SHIPPING
if you are at Khan Industries.

1-2: No effect.

3-4: Draw any Khan character from
the discard pile.

5-6: Discard 1 card. Draw 1 card.

passenger - khan

mrs. snarly
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1: Move to last position.

2-5: Name a non-Cargo card. If any
player has that card in hand,
he or she must discard it.

6: Move to first position.

passenger - group

the press
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EFFECT: Other players may not move
to Khan Industries.

1-2: Draw 2 cards.

3-4: Draw 1 card. Discard your
last Passenger.

5-6: Discard 1 card. Return
Shere Khan to your hand.

passenger - khan

shere khan

X

X
THE CARD GAMETHE CARD GAME

0pilot

M
AN
EU
VE
R

1
2
3
4
5
6

PU
LL
UP

1
2
3
4
5
6
7
8
9
1
0
1
1
1
2
1
3

EFFECT: Bobbo gets +1 PILOT for
each character in your chain with
a keyword that matches another
character in your chain (except
“passenger”).

REWARD: Move to any Location.

pilot - thembria

bobbo
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EFFECT: High Marshal gets +1 PILOT
for each Thembria passenger
in play.

REWARD: Steal any Artifact in play.

pilot - thembria

high marshal
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REWARD: Discard 1 of Defender’s cargo.

pilot - khan

capt. hotspur

X

X
THE CARD GAMETHE CARD GAME

1pilot

M
AN
EU
VE
R

1
2

EA
SY
GL
ID
E

1
2
3
4
5
6
7
8
9
1
0
1
1
1
2
1
3

EFFECT: Defender can only play
defensive maneuvers with an
even value.

REWARD: Defender may not play
cargo on his or her next turn.

pilot

ralph throgmorton
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MAIN PLAYDECK
CARDBACKS!
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LOCATION AND NON-DECK
CARDBACKS!

fourhman.com/TALESPIN
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