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baloo

passenger

1-5: No effect.

6: Play 1 faceup cargo.
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♥♠♦
21 ++
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1-2: No effect.

3: Open 1 cargo.

4-6: Move Barney to last position.

passenger
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pilotrange
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1-4: Move Gibber to first position.

5-6: Search the discard pile
for any Pirate character
and put it in your hand.

passenger - pirate

gibber

THE CARD GAMETHE CARD GAME

♥♠♦
1+range

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

1-2: All opponents must discard
1 card.

3: Discard Muscle Goons and any
opponent’s last Passenger.

4-6: No effect.

passenger - group

muscle goons
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1-2: Discard Hacksaw.

3: No effect.

4: Steal 1 cargo.

5-6: Move 1 location.

passenger - pirate

hacksaw
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pilotrange
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Don Karnage

1: Discard Don Karnage.

2-4: Discard 2 cards, draw 3 cards.

5-6: Draw any card from the discard
pile with a maneuver value
less than 8.

passenger - pirate
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1: Draw 1 card.

2-3: Draw a Cargo card from the
discard pile and put it in your hand.

4-5: No effect.

6: Discard Katie.

passenger

katie dodd
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12 ++
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1-2: Draw 1 card.

3-4: No effect.

5-6: Move Kit to first position.

passenger

kit cloudkicker
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♥♠♦
11 ++

range
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1: Discard Thaddeus.

2: Select any Group Passenger from
the discard pile, the deck, or in
play and put it in your hand.

3-4: Open 1 cargo.

5-6: Draw a random card from an
opponent.

passenger

thaddeus e. klang
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♥♠♦
11 ++

pilot
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1
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1: Repack 1 of your cargo.

2-3: If you have Monkey Workers in
your hand or in play, you may
discard them to draw 1 random
card from each opponent. (You
may draw past the hand limit.)

4: Open 1 of any opponent’s cargo.

5-6: Draw 1 card.

passenger

Louie
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1
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1
1
1
2
1
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1: Draw 2 cards.

2: Discard Trader Moe.

3-5: No effect.

6: Draw 1 card.

passenger

TRADER MOE
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EFFECT: If Molly is revealed as bluff
cargo, put her in your first
position and all opponents must
discard 1 card.

1-3: Repack and mix up your cargo.

4: Discard Molly.

5-6: No effect.

passenger

molly cunningham
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1-2: Move Monkey Workers to
last position.

3-6: No effect.

passenger - group

monkey workers
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EFFECT: Opponents must discard a
card to open your cargo or the
opening is cancelled.

1-3: Move Cape Police to last position.

4-6: No effect.

passenger - group

CAPE POLICE
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1: Move 1 location. Draw 1 card.

2: Discard Rebecca.

3-4: Draw 2 cards.

5-6: No effect.

passenger

rebecca cunningham
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M
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1
2
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P

shipping

1
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8
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1
0
1
1
1
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1
3

1: Discard Red Robed Thugs and
opponent’s last passenger.

2-5: Move Red Robed Thugs to last
position.

6: No effect.

passenger - group

red robed thugs
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1: Open 1 cargo.

2-4: No effect.

5-6: Discard Street Pirates.

passenger - pirate - group

street pirates
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1-2: Open 1 cargo. If you open your
own cargo, draw 2 cards.

3: Discard Martin.

4-6: No effect.

passenger

prof. martin torque
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♥♠♦
21 ++

pilot
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1-2: No effect.

3-5: All players draw 1 card.

6: Move Wildcat to last position.

passenger

wildcat
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pilot

EFFECT: In this dogfight, take any
revealed bluffs to your hand.

REWARD: Open 1 cargo.

ace london
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EFFECT: All attacking maneuvers have
an initial value of 7.

REWARD: Play 1 cargo.

pilot

auto-aviator
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1
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REWARD: Select any Cargo card in the
discard pile and put it in
your hand.

pilot - group

cargo pilots
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EFFECT: All defender maneuvers are
at -3.

REWARD: Steal 1 cargo from defender.

pilot

covington
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EFFECT: Crazy Edie must play 5 attacking
maneuvers in this dogfight.

REWARD: Look at any opponent’s hand
and take 2 cards.

pilot

crazy edie
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REWARD: Defender rolls die and
discards that many cards.

pilot - pirate

dumptruck
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EFFECT: All attacking maneuvers are
doubled, up to a value of 8.
Maneuvers with a natural
value of 8 or higher are
uneffected.

pilot
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EFFECT: Defender is -1 Pilot.

REWARD: Open 1 of defender’s cargo.

pilot - khan - group
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REWARD: Steal 1 cargo from defender.

pilot - pirate

mad dog
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REWARD: Steal 1 cargo from defender.

pilot

mcnee
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EFFECT: Pilot: 3 against Red defenders.

REWARD: Open 1 of defender’s cargo.

pilot - group

military guards

THE CARD GAMETHE CARD GAME

’”“



TaleSpin: the Card Game
www.fourhman.com/talespin game by Joe Fourhman 2004

6
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M
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1
0
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EFFECT: Pilot: 3 against Blue defenders.

REWARD: Steal 1 cargo from defender.

pilot - pirate - group

pirate mob
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REWARD: Steal 1 cargo from defender.

pilot - khan

capt. quarry
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REWARD: Discard defender’s last
passenger.

pilot - thembria - group

slush patrol
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1
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REWARD: Select any played maneuver
and put it in your hand.

pilot - group

stunt pilots
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EFFECT: No action cards can be
played in this dogfight.

pilot

whistlestop
jackson
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♥♠♦
for solitaire play only w

w
w
.f
ou
rh
m
an
.c
om
/t
al
es
pi
n

shere khan

Baloo wins at the end
of any turn in which
he has 5 played cargo.
The final cargo must
be real.

Khan wins:
- at the end of any turn
in which he has 5 cargo.
Khan’s final cargo is
played facedown.
- at the end of any turn
in which all 12
Locations are covered
by Red characters.
- at any point when
Baloo can’t draw any
more cards from the
deck.

player
pilot - khan
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