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A HIGH-FLYING CARD GAME FOR 1 TO 4 PLAYERS



OVERVIEW

In TaleSpin: the Card Game, players become characters from Disney's
animated adventure series. You'll travel around « loop of locations,
gathering friends to help you as you deliver cargo. Your opponents are
on the same race however, and you'll find yourselves engaging in deadly
dogfights! TaleSpin is a game of bluffs and ane-upsmanship, where getting
all your cargo shipped is often a matter of faking it. Or stealing it.

Players each start with a single card in play: o lead character with unique
stats and abilities. Everyone take turns drawing and playing cards,
interacting with each other through action cards and dogfights. At the
end of each player’s turn, a die is rolled and special characier effects are
applied. One of these effects is the ability to play cards as cargo. You win
the gome when you have five targo in front of you.

TaleSpin: The Card Game consists of
12 Location cards, 4 Player cards, 1 Solitaire card
and a deck of 110 cards. A six sided die and
several player tokens are required to play.

game version 2.1 - rulebook edition 1.1
game design © Joe Fourhman 2004 - TaleSpin © Disney
www.fourhman_com/talespin
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6AME SETLIP

Remove the four Player cards, the twelve Location cards and the twa extra
Cargo cards from the deck. (The exira Cargo cards have o Shere Khan logo
in the upper left corner.) Each player selects a Player card: either Balao, Don
Karnage, Kit {loudkicker or Mally Cunningham. Build the Location Ring by
arranging the 12 Location cards in order like the face of a clock. Each player
should ¢hoose a tharacter token {like a coin, action figure or small model
plane) and place it on one of the faur N/E/S/W Locatians: 12, 3, 6 or 9.
Make sure your characters start exactly opposite each other.

These rules are written for a two-player game.
See page 13 for rules for playing with three or four players.

STARTING LOCATIONS

DON KARNAGE:
18 - TRON VULTURE (OR Q - CAPE SUZETTED

KIT CLOUDKICKER:
3 - LOUIE’S (OR 18 - TRON VULTURED

BALOO:
© - HIGHER FOR HIRE (OR 3 - LOUIE'SD

MOLLY CUNNINGHAM:
Q - CAPE SUZETTE (OR & - HIGHER FOR HIRED

PLAYERS V5. PASSENGERS

There are two cards for each of the game’s muin charaders: Baloo, Kit, Molly and Don Karnags. The Player version

fo represent you, and the Passenger version to be included in the deck. Whichever characters are not used should be
shuffled back into the deck. For exampla: if the players are using Baloo and Kit, shuffle the Passenger versians of Molly
and Don Karnage into the dack. b




ACTION CARDS

These cards are played during Step 2 of your turn. Some may be played on

your opponent’s turn; these cards will say on them when they can be played.
Some may huve o cost asseciuted with them, such as “Discard o card from your
hand to do X.” Oncz you have determined that yau can ploy an Adion cord,

= do whatever it says.

If an Action card has this tiki symbol on it, then you may 'op%cuggiegl
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LOCATION CARDS
The Location cords form the gome's Location Ring, arranged
like the face on o clack according to the number in the lower
left corner. Ench Location has a RECEIVING score, which is the
minimum number af SHIPPING you need to play cargo there.

Soms Locations have o Cargo Bonus effect. This is o special .oy,

effect that is resolved only if you play cargo at that Lecafion.
You con get an idea how good the Bonus is by the RECEIVING scors.

CARGO CARDS

. These cards are the enly true cargo in the
w4k game. They are ployed during Step 3 of
% your tum,

ARTIFACT CARDS
Artifucts ara played on your tumn to any
Player's cargo hold, during Step 2.
Artifudts are not considered “bluffs”
when revealad as open cargo. Arfifoct
effects apply only to the Ployer that
controls them, nat necessarily the
Player who played them.




CHARACTER CARDS

Characters are either Players, Passengers or Pilats. If the rules or card text references 3 /\:/? by
a “character,” you can assume it means any of the three types. All three types have 'y vo B
keywards which indicate sub-classes of characters and make some characters viable &Jffj
targets for certain cards and effedts. Each charadter hus a color dlassification- blue or o) o oinoncrees vave
red - indicated by the big icon in the lower right half of the card. A STAR ICON.

RED CHARACTERS HAVE
THE PIRATE SYMBOL.
PLAYERS
These cards represent you in the game world and cannot be discarded. Each Player has a
base level in the three stats: SHIPPING, RANGE and PILOT. The stats indicate the Player's
natural skill in the three areas. SHIPPING deals with the ability to cargo; o Player's
SHIPPING must meet or beat the given Location’s RECEIVING score to play cargo at that
Location. RANGE shows how many Locations - counting from your current Location and
going in either direction - that your Player can start u dogfight. Your PILOT skill is your
character’s overall prowess and translates to the number of bonus cards you draw at the
beginning of o dogfight.

Players have a die effect table on them, 5\3“ M
showing the possible results of u six-sided die roll. Die effects SHIPPING RANGE PINOT
ate rolled during Step 3 of your tun. Players also have o unique
maneuver that is used when they start dogfights. O s,
NONE) OF THEH. PILOTS ONLY
HAVE THE PLOT STAT.

" WLoCAT

r PASSENGERS
Passenger cards add effects and abilities to your Player character. They generally contain
bonus versions of the three stats, meaning that they add their value to your Player’s total.
Passengers also have a die effect table.
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Passengers are played during Step 2 of your tum phase, and are always played to the
table immediately behind either your Player card or your last played Passenger. This
forms a Passenger priority chain that determines the order in which 1o apply die sffects.
Passengers may not be re-ordered unless a game effect allows it. Many effects will force
the discard of your last Passenger in the chain, so it is important 1o profect your most
useful Passengers by finding ways to shift them to the beginning of your chain.

2
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Each player has a maximum of four Passengers. To take on a new Passenger after you have reached your max, you
must play the new Passenger at the end of the chain and then immediately discard any other Passenger in your chain.

Remember, you may not re-arrange your Passengers in the chuin unless a card effect allows you to do so. However, if
Passenger #2 is discarded, the remaining Passengers immediately shift up and fill the empty space.
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EXAMPLE #

PASSENGER. HE GOES
TO THE END OF THE
AIN.

] 1 R ) = e
LAYING PASSENGERS
¥ S5 @ MOLLY WANTS TO PLAY
N 3 - WILDCAT AS A NEW

NOW MOLLY WANTS TO PLAY GIBBER, BUT SHE ALREADY HAS THE MAXIMUM NLMBER
OF PASSENGERS. GIBBER GOES TO THE END OF THE CHAIN, AND MOLLY MUST
IMMEDIATELY DISCARD ONE OF HER EXISTING PASSENGERS. WE SUGGEST TOSSING
THE MONKEY WORKERS. ONCE THEY ARE GONE, BALOO, WILDCAT AND GIBBER MAY

MOVE DIRECTLY 8EHIND TORQUE TO TIGHTEN THE LINE.

ACE LONDON ~—

PILOTS

Pilot cards are played during Step 2 of your turn. A Pilot card starts o dogfight aguinst
any opponent, regardless of the opponent’s Location. Your Pluyer’s RANGE does not
apply to dogfights inifiated by a Pilot card. Pilot cards have o PILOT numerical skill and

muy contain o Reward. Rewards are collected if you win the dogfight. See the sectian
on dogfights to sce how to play o Pilot card.

i ity
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Some Pilots have effects that change the rules of the dogfight they started. These
effeds are only active for the duration of this dogfight.

To help distinguish betwsen Passenger cards and Pilot cards, check the keywords
helow the card artwork. Also, Pilots have a darker cord background.




MANEUVERS
All cards have a maneuver displayed on the right hand side. Maneuvers are

used when your characters meet in thrilling verial dogfights. Each maneuver has

a nome and a number. The numerical value goes from 1 1o 13. If an additional
effect lowers o raises that number, it can never go lower than 1

or higher than 13. In dogfights, the higher number wins, and
identical numbers favor the defender.

./
Most maneuvers have dogfight effects on them, Damage DAMA?GE‘!—'

and Draw. These are the results of the dogfight and they =73~
are tallied only by o winning attacker. The Damage icon )
allows the attacker to wreck the defender's cargo. The Draw |

icon lets the attacker draw o card from the draw pile. Note | ﬁRAW
that even though each number from 1 to 13 has o name :
assigned to it {“Strafe,” “Cloud Cover,” etc.}, not all maneuvers with the
same name will have identical dogfight effects.

~
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Maneuvers have their values displayed on both sides of the card, so you
can eusily align the sides of two cards and quickly see if one card beats
another. The right hand side indicates the maneuver's attacking value and
the left side shows the defensive value. In all cases but ane, the
values are the sume on both sides. The exception is the Lucky

//] Shot. When used as an attack, it is a 1. On defense it has a
special effect, so watch your maneuvers carefully.

When a card is played as a dogfight maneuver, the rest of the
card - including any card text, keywords or stats - is completely

ignored.

Your TURN

Summary:
1. Draw 1 card, or draw until you have 5 cards in hand.

2. Play cards from hand.

3. Roll the die once and follow effects on your Player
and Passengers in chain order.

4. All players discard down to 7 cards if necessary.




1. DRAW
Atthe beginning of your turn, draw 1 card. If you have less than 5 cards in your
hand, continue to draw cards to bring your hand up to 5.

2. PLAY
ons i i . THE MAX HAND SIZE IS 10.
You may perform actions in the Play phn_se in any order. You may: O e o
Play a Passenger card to your chain IN HAND, YOU CAN'T DRAW
Play a Pilot card to start u dogfight ANY ADOITIONAL CARDS,

Start o dogfight using your Player's RANGE BUEN FILOT SN EAREY

Play an Action card from your hand that says “play on your turn” ar similar

Play an Arfifact card to any Player’s cargo hold
You may play as many Passengers, Artifacts and Actions as you like, but there can be only one dogfight per turn. All
ployers have o maximum hand size of 10. Once a player hus 10 cards in hand, he or she may not draw additional
cards, even when instructad to do so by u card or affect.

Roll a six sided die and apply character effects in order. Start with your Player character and follow the instructions
according fo your roll. For Player characters, the result is most often a “move X Locations, then play cargo” effect. This
means you move your token around the Location ring in either direction, then play a card as cargo if possible. X ¢an not
equal 0. See the section on playing cargo for details.

Then continue to your first Passenger if you have one. Follow the effects on that characler and confinug on down yeur
priority chain. If an effect discards o Passenger, discard them when you come fo them in the chain... not before and
not after. If an effect shuffles a Pussenger’s position in the priority chain - say, Move o Last Position - then do that
immediately, but you do not follow the effect again should you come buck to that character later in the chain. Keep in
mind: it pays to peek ahead to see what abilities your Passengers can perform!

u. DISCARD
All players must discard down 1o seven cards in hand. If you have five played cargo on the table, you win! You must
completely end your turn to check for victory, just in case one of your Passengers would ruin it for you.

ROLLING THE DIE

- ey

MOLLY HAS ROLLED A 3. FIRST,
LOOK AT MOLLY’S CARD: MOVE UP
TO 3 SPACES AND PLAY CARGO...

AFTER COMPLETING THAT MOVE/PLAY EFFECT, MOLLY MUST WORK HER WAY DOWN THE
PASSENGER CHAIN. FIRST LP IS TORQUE, WHO DISCARDS HIMSELF, SO THE REMAINING
PASSENGERS CAN ALL SHIFT LIP ONE. A 3 FOR BALOO IS "NO EFFECT.” WILDCAT MAKES ALL
PLAYERS DRAW 1 CARD (OO IT IN TURN ORDER, BEGINNING WITH MOLLY.) LAST IS GIBBER,
WHO SAYS “MOVE TO FIRST POSITION.” MOVE BALOO AND WILOCAT DOWN ONE TO MAKE
ROOM FOR GIBBER AT THE HEAD OF THE LINE. NOW STEP 3 OF MOLLY’S TURN IS COMPLETE.

-
AT THE END OF HER TURN, =
MOLLY’'S PASSENGER CHAIN i
SHOULO LOOK LIKE THIS: i




PLAYINE CAPEO

You only play cargo us instructed by the die roll effect an your Player card. You may not always be able to play cargo
every turn, depending on the Locations within your movement range and the total SHIPPING score of your team.

To play cargs, your current SHIPPING must meet or beat the RECEIVING score of your current @
Location. So a player with a total SHIPPING of 3 could play cargo at any Location with

RECEIVING of 3 or lower.

Once you have determined that you can play carge, you select ANY card from your hand and
play it facedown into your “cargo hold.” This card is now “packed cargo.” Note that you can
play ANY card as pucked cargo, not just the special Cargo cards. Packed cargo counts towards
your win, so it's u good idea to use whatever cards you have available to bluff your way to a full hold.
"ALCULATING YOUR SHIPPING Snmg Locufions hu.ve a {argo BOHL!S. Thisis o
e spudiul eifuct that i rasolvad only if you play cargo
. n at that Location. Always apply the Cargo Bonus
after you play your corge, befors confinuing with
the rest of the die effedts in your chain.

Your cargo cannot be mixed up or moved once it is
on the table {unless o gome effect allows you to do

YOUR SHIPPING IS THE TOTAL
AMOLUNT OF YOUR PLAYER AND ALL YOUR
PASSENGERS IN THE CHAIN.

IN THIS EXAMPLE, KIT MOVES TO THE KHAN
INDUSTRIES LOCATION, WHICH HAS A
RECEIVING OF €. KIT HAS A SHIPPING OF
9, BUT HIS PASSENGER REBECCA HAS A
SHIPPING OF 4, SO TOGETHER THEY HAVE
JUST ENOUGH SHIPPING TO PLAY CAREGO. IF

50.) You can fighten up your lineup of packed cargo
if one in the middle disappears, howaver.

Since cargo is your route fo winning, yau tan
expext to have your oppanents do whatever they
can fo wrek it. There are two ways to affedt your
opponents’ packed cargo. You can open the crge,

KIT HAD MOVED THERE AND DID NOT HAVE
BECKY AS A PASSENGER, HIS TOTAL SHIPPING
WOULD 8E @ AND THEREFORE HE WOUILD 8E
UNABLE TO PLAY CAREGO THIS TURN.

and you can demage the cargo. Lots of cord effedts
will let you open cargo, but damage only results
fram a dagfight {See the section on dagfighting.)

The effect “apen X cargo” allows you to flip over X number of packed cargo on the table {Even your own. In fact, it
MUST be your own if there is no other packed cargo on the table.} In all cases, if you flip aver o packed cargo and it is
revealed to be o genvine Cargo card {or an Artifact), then it stays where it is, faceup. The Cargo or Artifact card is now
considered “open cargo.” However, if the card was not a Cargo or Artifact card - a bluff card of any other type - then it
is immediately discarded.

The effect “repack and mix up your cargo” allows you to flip all your apen cargo facedown and completely mix up «ll
your cards in the hold. These are separate instructions - although they most often appear as one effedt - so if a card
allows only u repack, then you may only do the flip over, not the mix up.

8
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The effed “steal cargo” allows you to take an opponent’s
cargo and place it in your own cargo hold. Stealing cargo is OPENING CARGO

not playing cargo. When you steal cargo, it comes in your = -

hold in the same state in which it was stolen: facedown or

faceup. As the new owner of the cargo, you are allowed to
peek at it if it is facedown.

On¢e you have four cargo {packed

or open) in front of you, then the  KIT PLAYED AN EFFECT THAT LETS HIM OPEN

TWO CARGO. KARNAGE HAS FOLR PACKED
next orgo you ploy {or steal) CAREO IN HIS HOLD, 50 KIT CHOOSES TO
must be o genuine Cargo card {not OPEN THE TWO IN THE MIDOLE.

an Artifact) played open {faceup) to win. If you have four
packed ¢orgo and do not have o Cargo card in your hand,
you CANNOT play OR steal any cargo until you ¢can draw o
Cargo card or ¢an steal an open one.

Pluying targo is o bluffing game. You should play car ]
aying (argo s 0 bl QI 1B Oudpﬂy((l go ONE IS SHOWN TO 8E A REAL PIECE OF

every turn, whether it's real or not. The benefit to real Cargo CAREO, 50 IT STAYS WHERE IT IS,
is that it sficks around longer in doafiahts, but bluffingwill  IT PEMAINS FACELIP. THE OTHER ONE IS A
s that it ficks around longer in dogfights, but bluffing BLUFF, SO IT IS DISCARDED RIGHT AWAY.

often ha the quickest path to a win.

DOGFIGHTS

Adogfight is inifiated by either u Pilat card or o Player card {Player dogfights must be within the RANGE stat of the
Player character. Remember that a Playar’s RANGE is equal to the RANGE of the Pluyer plus any relevant bonuses from
Passengers.) That Ployer is the attacker, und the chosen opponent is the defender. In the dogfight, the uttacker plays
three maneuvers ane ot  time. For each attacking manguver, the defendar must match or beat it with a mansuver
of his or her awn. The dogfight ends when the

FINDING YOUR RANGE defendar can't {or chooses nat to) black the attacking
manguver, or when the defender successfully blocks
the uttacker's final maneuver. If the attacker wins
the dagfight, he or she gets to perform any Pilot
reward udions und carry out any dagfight effects. If
the defender wins, he or she receives a “hounty”: the
choice of any card ployed o5 o maneuver.

IN THIS EXAMPLE, THE PLAYER
1S AT THE LOCATION WITH THE
BLACK DOT. A RANGE OF @ PUTS
ALL THE RED DOT LOCATIONS
WITHIN HIS OR HER RANGE.
THIS PLAYER CAN START A
DOGFIGHT AT ANY OF THESE
FIVE LOCATIONS. A

Once the ottocker starts o dogfight, the defender has
the thoice o defend; if the defender opts out, the
uttucker has wn the dogfight and gets to apply any
rewards or effects.

9



If the defender accepts, each parficipant draws cards aceording to their individual PILOT skills. The attacker always
draws first, according to the PILOT skill of the card that started the dogfight, either  Pilat card or the total PILOT skill
of his or her Player and Passengers {if the dogfight has been started by the Player’s RANGE.) For the defender, the
amount of cards drawn will always be the total PILOT skill of the Player card and any Passengers with pluses fo PILOT.
NanEiiEs Once hoth participants have drawn their PILOT bonus cards, the
attacker begins the dogfight with the first attacking maneuver.
The attacker’s first maneuver is not a card from his or her hand,
however... it's the one printed on the Pilot card or Player card,
depending on how the dogfight wus started. The Pilat card should be
placed in the center of the table to display the first maneuver.

Y oeeenome  The defender must sither play o maneuver from his or her hand or

% MANELVER  concada the dogfight. If the defender chooses 1o play a defensive
WHEN ACRANGED SIDE 8Y SIDE, maneuver, the numerical value must meet or beat the attacking
THE RED STREAK VISUALLY INDICATES ’ .
WHICH MANELIVER |5 EREATER, maneuver’s value. The blocking maneuver should be placed on the

table side by side with the attacking maneuver so it is obvious fo all
that the attack has been stopped. If the defender has no maneuvers in hand that can block the attacking maneuver - or
he or she simply chooses not to defend against it - then the attacker has won the dogfight.

OGFIGHTING

DON KARNACE, FEARLESS AlR PIRATE, wants  MANELIVER #1
TO ATTACK 8ALOO. BALOO IS WITHIN KARNAGE'S R
RANGE, SO HE HAS OPTS TO INITIATE A DOGFIGHT
HIMSELF. KAGNAGE USES HIS BUILT-IN “PIRATE
ATTACK” MANELVER, WHICH HAS A VALLE OF & AND
A DOUBLE DAMAGE EFFECT. IF BALOO WOULLD
CHOOSE NOT TO DEFEND AGAINST THE ATTACK,
HE WOULD HAVE TO TAKE THE DOLIBLE DAMAGE,
HOWEVER, BALOO IS A GREAT PILOT AND THINKS
HE HAS A GOOD CHANCE TO SUCCESSFULLY
DEFEND. 5O BALOO ACCEPTS AND BOTH PLAYERS MANELIVEQ #3
DRAW EXTRA CARDS TO THEIR HAND, BASED ON D
THEIR RESPECTIVE PILOT SKILLS. KARNAGE, AS THE
ATTACKER, DRAWS FIRST: @ CARDS. THEN BALOO
DRAWS HIS 3 CARDS,

KARNAGE POINTS OUT HIS FIRST MANELIVER: THE &
BUILT INTO HIS PLAYER CARD, THEN 8ALOO GETS
TO PLAY A DEFENSIVE MANELIVER FROM HIS HAND.
HE PLAYS A CARD WITH A MANELIVER OF 8, BEATING
THE ©. KARNAGE'S NEXT MANELIVER IS A 3 WITH MANELIVEQ #3
ANOTHER DOLIBLE DAMAGE EFFECT ON IT. BALOO
BLOCKS THIS ONE WITH A 4. BUT HE WON'T BE ABLE
TO HANDLE WITH KARNAGE'S FINAL MANELIVER:

A 10. BALOO HAS NO CARDS IN HIS HAND THAT
CAN MEET OR BEAT A 10, SO HE IS FORCED TO
CONCEDE. DON KARNAGE WINS THE DOGFIGHT AND
BALOO MUST SUFFER FOLIR DAMAGE. OLCH!

3 3 7 =) =]
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It the attacking maneuver s blocked, then the attacker must play o second DRAWING

maneuver. The defender agoin has the option of blacking or conceding. If the PILOT CARDS
defender successfully blocks this maneuver, then the attacker must play o third
maneuver.
If the defender can block all three attacking maneuvers, the defender wins the PITOT
. ! U
dogfight. If the attacker runs out of cards before playing ll three uttacking
i PEMEMEER, THE ATTACKER
manguvers, the defender wins the dogfight. O i
CARDS ACCORDING TO
ONE OF THE FOLLOWING,
IFthe defender aceepts the dogfight, draws PILOT SRE B HE Fonouile,
bonus tards, but then concedes before playing any DOGFIGHT WAS STARTED:
defgn_snve maneuvers, the defender must suffer an THE PILOT STAT OF THE
additional Dumage effect os well as whatever results PILOT CARD LSED TO
from the attacker winning the dogfight. START THE DOGFIGHT
or

REWARDS, DAMAGE, DRAW AND BOUNTIES

THE TOTAL PILOT STAT OF

If the uttacker wins, first resalve the reward listed on the attacking card {if THE PLAYER CARD PLUS
any; Pilots usually have rewards, but Players o not.) Then fotal the Damage ANYpﬁgggSeeg ;S‘?OM
and Draw effects on the aftacking maneuvers. Resolve the Damage first and '

then the Draws. THE DEFENDER ALWAYS

DRAWS ACCORDING TO
. THE TOTAL PILOT STAT OF
y-/_  For euch Damage effect, the attacker has three choices: THE PLAYER CARD PLUS

DAMA 2= Selectone of the defender’s packed cargo and open it -
Select one of the defender’s open cargo and discard it.
- Force the defender fo discard one card. The defender gets to choose which card.

. I
| ﬁKAW For each Draw effect, the atacker draws one card from the deck.

These effects are carried out one at a time and treated as separate events, sa o tofal
effect of 2 Damage would allow the attacker to open one packed cargo and then discard
that same card if it turns out to be real Cargo.

If the defender wins, he of she gets to claim a bounty on the attacker. This means the
defender may select any one of the maneuver cards on the table from this dogfight
and put it into his hand... except any Player cards. {Similarly, if either player has a
card/effect to draw from the ployed maneuvers, Player cards are not eligible.)

After the dogfight is aver and all possible effects are resolved, discard all maneuvers
still on the tuble {except for Player cards; if o Player card was used 1o start this
dogfight, return that card to that player )




ADDITIONAL

Card fext always outranks any “absolutes” mentioned in this rulebook. For example, the card “Double Cheek” lets you
play carga instantly, during Step 2 of your turn.

Multiple Players can be on the sume Location.
If you are ever told o search the draw pile for a card, always shuffle the deck when you are dons.

There are muny uction cards that can be played during u dogfight, even if it is not your turn. These cards will specify
when they can be ployed. See the Dogfight Timing Table for o detailed explanation of the dogfight sequence.

The player whose furn it is always gets 1o play cards first in the event that several players want to play cards
simultaneously. In fact, whenever anything happens simultaneausly - say, multiple players are all told to draw o card

- always start with the player whose tum it is, and then confinue
around in turn order. The only excepfion is when dogfighting...
the attacker always plays first, followed by the defander,
followed by any other players in tumn order fram the attacker.

For a longer gume, play to seven cargo instead of five.

Don't forget thut ALL PLAYERS must discard down to seven cards
at the each of each player’s fum.

If an effect would cause you to draw cards over the hand limit
of 10, just draw up to 10 and stop.

When a card effect fells you to open cargo, you must do it to
the full extent unless there ore no legal targets.  you play o
card that soys “open two cargo” then you must apen twa cargo,
even if ong of them is yours. If there is no pucked cargo, or
only one packed cargo, then you can't play the card. If an effect
says “open one cargo” and the only available packed cargo is
your own, then you must apen your own. If an effect specifies
"open one of an opponent’s cargo,” then only opponent cargo
is a legal target.

Cards with a “X” in the top right corner are
from the first expansion set. These cards
introduce more complex ways to play, so
heginning players may wish to remove them
from the dack at first.
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CHANGES FOR THREE AND FOLIR PLAYER BAMES

For a thre or four player gume, use any three or four Player cards und remave the Passenger
versions of those characters as appropriate. Sef up the character tokens according to the first
suggested starting Locations: Don Karnage on 12, Kit on 3, Baloo on 6, and Molly on 9. Shuffle in the
two extra Cargo cards; they have a Shere Khan logo on the shipping crafe icon.

Play to four cargo for the win. This means that reaching three cargo is now the point where you can no longer play
facadown cargo.

SPECIFIC CARD CLARIFICATIONS
The card “Death Trap” merely says that the player doesn’t get to roll the die, so that player may still use “Prototype
Jet Engine.”

When played on defense, the Lucky Shot maneuver says “beats 4-13, opponent immediately draws a card.” The Lucky
Shot has no numerical value on defense, and so cannot be increased or decreased by effects such as “Strafing Run” or
Covington's dogfight effect. A “U-Tum” makes no difference to the play of u Lucky Shot on defense because it will still
beat any Mansuver of value 4 to 13.

For additional card clarifications and errata, visit www.fourhman.com Aalespin.

SAMPLE TABLE LAYOUT
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DOGFIGHT TIMING TABLE

Attacker announces dogfight by playing a Pilot cord or using his Player’s RANGE.

Attacker chooses a Iegcﬂ opponent.

Attacker may play any mnﬂ that say “Play when you start a dogfight ”

Defender may play any cards that say “Play when opponent starts a dogfight with you.”

Defender chooses whether or not to defend the dogfight. I defender chooses not to defend, skip to Attacker Wins.

Attacker may play any cards that say “Play before drawing PILOT cards.”

Defender may play any cards that say “Play before drawing PILOT cards.”

Attacker draws cards aecording to his PILOT skill.

Defender draws cards aceording to his PILOT skill.

Attacker may play any cards that say “Play after drawing PILOT cards.”

Defender may play any cards that say “Play after drawing PILOT cards.”

Attacker points out his first maneuver, the one listed on the Pilot or Player card.

Defender may play any cards that say “Play instead of playing a maneuver”

- or Defender plays a maneuver from his hand that meets or Eems the first attacking maneuver, or announces
that he can’t {or won't} play @ maneuver. If defender concedes, sﬂip dhead to Attacker Wins.

Attacker may play any cords that say “Play instecd of playing o maneuver.”

- or Attacker plays his second maneuver, a card from his hand.

Defender may play any cards that say “Play instead of playing a maneuver.”

- or Defender plays a maneuver from his hand that meets or Eems the second attacking maneuver, or announces
that he can’t {or won't} play @ maneuver. If defender concedes, skip ahead to Attacker Wins.

Attacker may play any cords that say “Play instead of playing o maneuver.”

- or Attacker plays his third maneuver, a card from his hand.

Defender may play any cards that say “Play instead of playing a maneuver”

- or Defender plays a maneuver from his hand that meets or Eems the third attacking manewver, or announces
that he can’t or won't} play « maneuver. If defender concedes, skip ahead to Attacker Wins.

If defender plays o maneuver that meets or beats the third attacking maneuver, skip dhead to Defender Wins.

ATTACKER WINS DEFENDER WINS
Attacker may play any cords that say “Play when you win o dogfight”  Mtacker may play any cards that say
Defender may play any eards that say “Play when you lose a “Play when you lose a dogfight.”
dogfight.” Defender may play any cards thai soy
Attacker resolves the reward on the Pilot card that started the “Play when you win a dogfight”
dogfight {if any.) Defender fakes one played maneuver
Attacker Totals up the Damage effects on his played maneuvers and {except o Player card) fo his hand.
apJJIies them one at a time. If the defender (Kose to defend but Attacker may ploy any cords that say
did not play any maneuvers, the defender suffers one additional “Play when a dogfight ends.”
Damage. Defender may play any cards thai say
Attacker fotals up the Draw effects on his played maneuvers and “Play when a dogfight ends.”
draws that many cards. Any other players may ploy cords that say
Attacker may play any cards that say “Play when a dogfight ends.” “Play when a dogh’g%t ends” in furn order
Defender may play any cards that say “Play when a dogfight ends” from the attacker.
Any other players may ploy cards that say “Play when a dogfight Dogfight ends.
ends” in turn order irom the aftacker. Al played maneuver cards are discarded,
Dogfight ends. except for Player cards.

All played maneuver cards are discorded, except for Player cords.

Ik



SOLITAIRE

In TaleSpin Solitaire, you play as Baloo against Shere Khan himselft Set up the deck with the passenger versions of Don
Kamage, Kit and Molly. Do not include the pussenger Baloo or the two extra cargo cards. Start Baloo at Higher for Hire.
Draw a hand of five cards. Your goal is five cargo. If the dack runs out of cards, you lose.

On your turn, draw one card, then play the top card of the deck as focedown cargo for Khan. No peeking! Play as
normal - except that you can only play blue characters and Artifacts. All other cards are only useful as maneuvers.

All red characters you draw fo your hand {even as PILOT hanus cards) must immediately cover a Location. Start
covering Locations at Khan Industries and continue placing red characters clockwise. You may not play cargo at
Locations covered in this way, but you may still move there.

You must win a dogfight against Khan on your turn to play cargo on your die rall. Khan is
alvays within your range, so you can always attack with Baloo even if you do not hold  blue
Pilat. To dogfight with Khan, play all your maneuvers at once. Then draw three cards from
the deck as Khan's maneuvers. If any ane of Khan's maneuvers beats your single highest
maneuver, Khan wins and you may not play cargo this turn. If none do, you have won the
dogfight and may resolve any rewards, damages and draws. If Khan gets a Lucky Shot, it
alvays trumps any other high maneuver values, so you get to draw
the card. As an additional dogfight damage effedt, you may
discard the newest red character on the Location ring.

Khan wins at the END of any turn in which he has five cargo {Khan's
final cargo is played facedown) or all twelve Locations are covered

by a red character. Khan also wins if at any point you run aut of cards
to draw from the deck. You win if you have five targo {your final cargo
must be reall) at the end of any turn.

CHANGES FROM LAS

ALL PLAYERS MUST DISCARD DOWN TO SEVEN CARDS AT THE
END OF EVERY TURN, NOT JUST THEIR OWN TLIRN,

ALL PLAYERS HAVE A MAXIMUM HAND SIZE OF 10.

ARTIFACTS ARE NOT CONSIDERED BLUFFS AND NOW REMAIN IN PLAY
AFTER REVEALED. THIS GIVES YOU TWO WAYS TO PLAY ARTIFACTS... AS
PACKED CARGO OR 8Y REPLACING EXISTING OPEN CAREGO.
SOLITAIRE RULES AND SHERE KHAN SOLITAIRE CARD ADDED.

MINOR CLARIFICATIONS AND CHANGES MADE TO SEVERAL CARDS.




ELOSSARY

If the defender wins a dogfight, he or she may select any played maneuver and put it in his ot her hand.

CARGO BONUIS
Some Locations have u Cargo Bonus effect on them that is triggered only if you play curgo at that Location. The Bonus
is always resolved immediutely ufter playing curgo, before continuing with the rest of the chain.

CARGO HOLD
The area on the tuble where you play your cargo curds.

CHAIN
The specific order of Pussengers in u row behind your Player character.

DAMAGE EFFECT

Dumuge effects are attached to maneuvers. Damage is totaled ut the end of u dogfight in which the uttacker wus
suceessful. For euch Damage result, the attacker may choose o open 1 pluyed corgo, discard 1 open cargo, or discard 1
curd from defender’s hand {defender’s choice of whicn card to drap.)

DIE ROLL EFFECT

Atthe end of your turn, you roll a six-sided die and follow the priority chain on your Player and Pussengers. Each
churucter is checked for effects only once, so if u die roll effect moves o Pussenger to the lust position of the chain, you
do not follow the effect a second time when you come to that character again.

DRAW EFFECT
Draw effects are uttached to maneuvers. Draw effects are totaled at the end of u dogfight in which the attacker wus
successful. For each Draw result, the uttacker draws one card.

KEYWORDS
Keywords ure speciul words listed on Players, Pussengers, Pilots and Artifucts. Other curds may use keywards us triggers
to play game effects.

MANELUVER
Every card has a dogfight maneuver on it: a value from 1 to 13. The numericul value can not go below 1 or above 13.

OPEN CARGO

The instruction “open cargo” ullows you to chaose any played fucedown cargo und flip it aver, even your own. If the
curd is a Curgo of Artifuct card, it remains faceup and is now considered “open cargo.” If the exposed curd is u bluff
- neither Cargo nor Artifact - it is discarded.
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PACKED CARGO
Any curd played facedown to the cargo hold is considered “pucked curgo.”

PASSENGERS
Passenger cards ure churucters that form a chain behind your Player character. Many udd to your Pluyer’s stats. They
contain effects that are uctivated during Step 3 of your furn.

PILOTS

A Pilot curd starts u dogfight against any oppenent unywhere on the Location Ring. Pilot cards have a PILOT numerical
skill and may contuin a Dogfight Effect and /or Reward. A Pilot card’s first maneuver in a dogfight is the one printed
on the card.

PILOT SKILL
Your Player's PILOT skill shows how muny cards you may draw at the beginning of a dogfight. Your PILOT value can be
altered by your Passengers.

PLAY CARGO

Play u curd from your hand facedown into your cargo hold. These cards may not be moved or reurranged unless o
gume effect allows you to do so. These cards are all considered “pluyed cargo.” In most cases, Pluyers only ploy cargo
as indicuted by the die roll at the end of their turn.

RANGE SKILL

Once during your tum, you may start a dogfight using your Player character as the attacker if there is an apponent
within your RANGE {or within your current location.) RANGE is plus or minus X locatians fram the one you're in. Your
first attack muneuver is the one printed on your Player card. Your RANGE
can be altered by your Passengers.

PECEIVING
The numerical value on u Location that indicates the minimum SHIPPING
requited fo pluy cargo there.

REWARD
Rewards ure on Pilot cards. If the Pilot card starts a dogfight and wins it,
that player may cluim the reward listed.

SHIPPING SKILL

Your Player's SHIPPING defermines if you cun pluy cargo at your current
lacation. To play curgo, you need fo mest or beat the RECEIVING score at
the location. Your SHIPPING value can be altered by your Passengers.

-
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This card game is only available as a free file download online at www.fourhman.com/talespin.
The TaleSpin card game website contains the latest rulings and card images.

Gameplay elements © Joe Fourhman 2004. Game Development & Graphic Design: Joe Fourhman.
Design Support & Playtesting: Rhonda Fourhman. Refinements & Playtesting: Mike Fell.
Additional Playtesting: Scott Siegel, Tony Sadowski, Josh Tauzin, Franny Askey. TaleSpin created by
Jymn Magon and Mark Zaslove. Original artwork and source material: Walt Disney Television Animation.
Special thanks to the producers, animators, writers and cast of Disney’s TaleSpin animated series.

WWW.FOURHMAN.COM/TALESPIN




