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Play on your turn.

Give any one opponent one
card from your hand. That
opponent must give you two
cards from his or her hand
(before taking your card.)

at the current

rate of exchange...

THE CARD GAMETHE CARD GAME
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Play when you lose
a dogfight you defended.

Attacker must take any
damage on your
played maneuvers.

grease and
spoon her!
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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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Play when an opponent
attempts to steal one of

your cargo.

Cancel the steal and
open one of his or her cargo.

claws for alarm
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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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These cards in this file 
were changed from v1.0 

to v1.1. if you printed 
out the v1.0 set, replace 
these cards and your 
set will be up to date! 

visit www.fourhman.com/
talespin for the latest 

updates.

additionally, you should 
toss the v1.0 “cursed 

idol.” The revised version 
is found in the v1.1 expan-

sion set #1
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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: 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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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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