
 A deck of 88 cards divided as follows:

•	 15	Treasure cards  (values: 
3-3-4-4-5-5-6-6-7-7-						- 
      -      -      -      )

•	 12	Pirate cards (3 × 4 
different colors) 

 Contents 

It’s soooo stressful being a pirate nowadays! It’s even 
worse when you need to retrieve your buried treasures 
from a beach that’s been overrun by tourists… The only 
solution is to occupy as much space as possible with your 
beach towels and wait until sundown so you can dig up 
your loot. But what’s really hiding under the “X”?
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•	 48	Beach Towel cards 
(12	×	4	different	colors)

•	 10	special cards  
(to be used only with the 
game variant)

•	 3 summary cards

 pencil and notepad
 these rules.

Each player chooses a color and takes the 15 matching 
cards: 3 Pirate cards and 12 Beach Towel cards. Shuffle the 
15	Treasures face down and deal to each player:

2	players:  5	treasures	(5	are	left	over)
3 players:  4 treasures (3 are left over)
4 players:  3 treasures (3 are left over)

Take	 the	 leftover	 Treasures	 (3	 or	 5),	 put	 one	 face	 down	
in	 the	middle	of	 the	 table,	 and	 set	 the	 rest	 aside	without	
anyone looking at them.

Your	 hand	 is	 thus	 made	 of	 Pirate,	 Treasure,	 and	 Beach	
Towel cards. Since these cards are played in different parts 
of	your	turn,	you	may	find	it	easier	to	hold	the	first	group	
(Pirates	and	Treasures)	in	your	hand	during	the	first	phase,	
then	the	others	(Beach	Towels)	later,	leaving	the	cards	you	
are not using in a pile face down in front of you.

 Preparation 
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A sample set-up for three players.

 The game 

The game is played in turns in clockwise order. The last player 
to visit a beach starts.

The First Turn
The	First	Turn	is	special:	Each	player,	beginning	with	the	starting	
player	and	proceeding	clockwise,	must	“bury”	(i.e.,	play)	one 
Treasure	from	his	hand.	To	bury	a	Treasure,	place	it	face	down	
on	the	table	with	the	“X”	showing	and	the	value	hidden.	Only	
you	know	the	value	of	this	Treasure	(for	now!).	Once	all	players	
have	buried	one	Treasure,	the	First	Turn	ends.



The Following Turns
From	now	on,	all	players	take	regular	turns.	
On	your	turn,	you	must	do	the	following,	in	order:

1)	You	must play one Treasure or Pirate card;
2)	You	must play	one	or	more	Beach	Towel	cards.

1) Playing a Treasure or Pirate Card
On	your	turn,	you	must play one of these cards from your 
hand. You may choose to play a Treasure or a Pirate.

a. Playing a Treasure
Like	the	First	Turn,	when	you	play	a	Treasure,	you	must	
bury	 it	(i.e.,	place	 it	on	the	table	face	down	so	the	value	
is not visible).
There are three kinds of Treasures:

Treasure with a Number: The number in the 
corner shows how many points the Treasure 
is	worth	(from	3	to	7).

Treasure with Towel: At the 
end	of	the	game,	this	Treasure	is	worth	twice 
the	number	of	Beach	Towel	cards	played	on	
it	(regardless	of	value),	up	to	a	maximum	of	
eight points. 

Example: At the end of the game, a Treasure with 
Towel has 3 Beach Towel cards on it. It’s worth 3 × 2 = 6 points. If it 
had 7 towels on it, it would be worth 8 points (not 7 × 2 = 14).

Treasure with a Skull:	Alone,	this	Treasure	is	
worth	zero	points.	But,	if	you	have	two	Skulls	
at	 the	 end	of	 the	 game,	 they	 are	worth	 ten	
points	 together.	 If	 you	have	 three	 of	 them,	
they	are	worth	18	points!	Four	skulls	don’t	
give	you	any	more	points	(they	are	still	worth	18).



Important: Each player is trying to collect the most valuable 
Treasures,	regardless	of	who	buried	them!

b. Playing a Pirate
When	you	play	a	Pirate	card,	place	it	on	the	discard	pile.	Each	
Pirate card allows you to take a special action:

Pirate with a Telescope: You can peek at one 
buried Treasure!	Then,	put	it	back	where	it	
was,	face	down,	along	with	any	Beach	Towel	
cards that were on it (be careful not to 
change the order of the towels!).

Pirate with a Map: You may turn one buried 
Treasure face up! All players will know the 
value of that Treasure for the rest of the 
game.	 Place	 any	 Beach	 Towel	 cards	 that	
were on it slightly offset so the value of the 
Treasure is still visible.

Pirate with a Beach Umbrella: You may 
conquer one buried Treasure! You may only 
play this card on a Treasure that you already 
control at the beginning of your turn	 (i.e.,	
the	 Beach	 Towel	 card	 on	 top	 of	 the	 stack	
is	 yours).	 Once	 a	 Treasure	 has	 a	 Beach	
Umbrella	on	top	of	it,	no	one	can	play	any	
more	Beach	Towels	on	it.
Exception:	 If,	 during	 the	 last	 game	 turn,	

you	only	have	a	Beach	Umbrella	left	to	play,	and	you	don’t	
control	any	Treasures,	place	your	Beach	Umbrella	in	front	of	
you. It will be worth one point at the end of the game.



2) Playing Towel Cards
After	you	play	a	Treasure	or	Pirate	card	on	your	turn,	you	must 
play one or more	 of	 your	Beach	Towel	 cards,	 distributing	
them as you please on a maximum of two buried Treasures 
to	“control”	them.

All	Beach	Towel	cards	played	on	a	Treasure	must	be	placed	
in a stack so only the card on top is visible. You control the 
Treasure if the card on top is your color.

Each	Beach	Towel	card	shows	one,	two,	or	three	towels	–	the	
value of the card. You can play any value	 of	Beach	Towel	
card(s)	on	top	of	a	Treasure	that	has	no	cards	on	it,	but	if	
the	Treasure	already	has	towels	on	it,	you	must exceed the 
value of the last card played there	 (i.e.,	 the	single	visible	
card on top of the stack).

You may use one or more	Beach	Towel	cards	to	exceed	the	
value	of	 the	 top	card.	 If	 you	use	more	 than	one	card,	you	
must	show	them	to	the	other	players,	then	add	them	to	the	
top of the pile. The top card must the one with the lowest 
value. Any other player that wants to control this Treasure 
only has to beat the single card on top of the stack.

Remember: You cannot	 play	 Beach	 Towel	 cards	 on	 a	
Treasure	with	a	Beach	Umbrella	on	it!

Examples:
This buried Treasure already has a blue Beach Towel card worth 3 
towels on top of it. Red wants to take over this Treasure, so he must 
play cards with a total value of 4 or higher. If he plays a card worth 3 
and a card worth 1, he must put the 3-towel card on the stack first, 
then the 1-towel card on top. Only the 1-towel card will be visible.



If green wants to take over this Treasure on her turn, she only needs 
to play Beach Towel cards with a total value of 2 or more. Even a 
single 2-towel card is good enough!

You	 could	 also	 exceed	 a	 card	 worth	 3	 towels	 by	 playing	
two	cards	worth	2	each,	or	four	cards	worth	1,	or	any	other	
combination that added together totals four or higher. You 
could	even	play	two	cards	worth	3	towels	each	–	it	would	cost	
you	two	very	valuable	cards,	but	you	would	be	able	to	play	a	
3-towel	card	on	top	of	the	stack,	making	it	much	harder	for	
another player to take it over!

The value is not 
exceeded!



If you cannot play	any	of	your	Beach	Towel	cards,	you	must	
show your hand to the other players and skip this part of 
your turn. This could happen if you run out of towels or if 
all	the	buried	Treasures	have	a	2-	or	3-value	card	on	top	and	
you	only	have	one	or	two	1-towel	cards	left.

Once	you	have	played	one	Treasure	or	Pirate	card	and played 
one	or	more	Beach	Towels,	your	turn	is	over	and	play	passes	
to the player on your left.

 End of the game 

Once	all	players	have	played	all of their Treasure and Pirate 
cards,	the	game	ends	(so,	eight	turns	in	a	two-player	game,	
seven	 turns	 in	a	 three-player	game,	or	six	 turns	 in	a	 four-
player	 game).	 At	 this	 point,	 there	 is	 a	 special	 Final	 Turn,	
played only by the player who started the game. That player 
may	only	play	Beach	Towels	this	turn	–	as	many	as	he	wants,	
following	the	normal	rules	–	but	only	on one Treasure.
Note:	Beach	Towel	cards	are	not	counted	when	determining	
if the game ends.

The value is not 
exceeded!



Finally,	it	is	nighttime	and	the	pirates	can	dig	up	the	Treasures	
under their towels!
Each player takes all the Treasure cards he controls: the one 
with	his	Beach	Umbrella	and	any	that	have	his	Beach	Towel	
card on top.

Each Treasure is worth as many points as the number on 
the	card	(exception:	skulls	or	Treasure	card	with	towel:	see	
above).	Add	1	point	for	each	Beach	Towel	card	you	did	not	
play	(a	2-	or	3-towel	card	is	still	worth	only	1	point).	Don’t	
forget	to	add	1	point	if	you	weren’t	able	to	play	your	Beach	
Umbrella card by the end of the game.

Example: At the end of the game, the red player controls these 4 
Treasures. He also has 4 Beach Towel cards still in hand (values: 1, 
2, 2, 3). So, his score is: 0 (skull) + 3 + 6 + 8 (max) + 4 = 21 points. 
If he had gained 1 more skull, he would have scored 10 for them, 
and thus 31 points total.

Write down the scores on the notepad.
Play	as	many	hands	as	the	number	of	players,	adding	the	scores	
from hand to hand. Starting player shifts one place clockwise 
each	hand,	so	each	player	starts	a	hand	once	during	the	game.

       0                       3                       6                      8



After all hands are complete, the player with the most 
points wins and can celebrate with the famous pirate battle 
cry:	“Arrrr!”
If	there	is	a	tie,	the	winner	is	the	tied	player	who	scored	the	
single	highest	score	in	any	single	hand.	If	they’re	still	 tied,	
the victory is shared.

If	you	are	in	the	mood	for	a	shorter	game,	just	play	one	hand	
or	 two.	 If	 you	 play	 two	 hands,	 the	 player	with	 the	 lowest	
score in the first hand chooses which position to play in the 
second hand.

 Game variant: Special cards

If	you	are	an	inveterate	pirate	looking	for	an	extra	challenge,	
try Playa Pirata with the following variant!

During	 preparation,	 shuffle	 the	 deck	 of	 special	 cards	
separately and give a number of cards equal to one more 
than the number of players to the player sitting to the left of 
the	starting	player	(so,	in	a	four-player	game,	give	him	five	
cards). Remove the rest of the special cards from the game.

That player looks at the special cards and picks one card to 
add	to	his	hand.	Then,	he	passes	the	remaining	cards	face	
down	to	 the	player	on	his	 left,	who	also	picks	one	card	 to	
keep and passes the rest. Continue until the starting player 
receives the last two special cards. He keeps one and 
removes the last one from play without revealing it.
Each special card has a specific effect and a way that it must 
be played. Some are played during the game (discarding 
them  or keeping them in front of you),	others	held		until 
the end of the game. 



Important: Playing your special card is in addition to your 
normal actions on your turn.

SAND CASTLE

Each 3-towel card you have left in your hand 
at the end of the game is worth 3 points 
instead	of	1.

SKELETON

If you have at least one skull at the end of the 
game,	this	card	is	worth	3	points.	Otherwise,	
it’s	worth	0.	If	you	have	two	or	more	skulls,	
it’s	still	only	worth	3	points.

WAVE

This card is worth 3 points at the end of the 
game if	you	have	two	Treasures	with	the	exact	
same value (skulls do not count).

KING SIZE BEACH TOWEL

Play this card next to a buried Treasure. Any 
Beach	 Towels	 played	 on	 this	 Treasure	must	
exceed	the	value	of	the	top	card	by	at	least	two 
towels instead of only one.

JOLLY ROGER

Play this card next to a Treasure when you 
bury it.	Other	special	cards	and	Pirate	cards	
played on that Treasure have no effect.
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BEACH BUCKET

When	you	play	this	card,	peek	at	one	buried	
Treasure that has a 3-towel card on top of 
its stack.

LIFEGUARD

You may play this card at the 
start of the game or during your turn.
You can look at all the Treasure cards in any 
one	player’s	hand.

FLIP-FLOPS

When	 you	 play	 this	 card,	 you	 can	 move	
your	Beach	Umbrella	 to	 any	other	Treasure	
that	you	control.	Your	Beach	Umbrella	must	
already be in play for you to use this card.

PIGGYBANK

When	 you	 play	 this	 card,	 take	 one	 of	 your	
played	 Beach	 Towel	 cards	 back	 into	 your	
hand. You can only take back a card worth 
two	towels	or	less,	but	you	can	take	it	even	if	
it is not on the top of its stack.

THE PARROT

When	you	play	this	card,	for	the	rest	of	that	
turn,	you	may	play	Beach	Towel	cards	on	top	
of a Treasure by matching the value of the 
top	card,	instead	of	having	to	exceed	it.
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Lucca Games XXVIII Edition

Playa Pirata is the winner of the 
Gioco Inedito	 award	 2013/2014,	
organized by Lucca Comics & 
Games	 -	 an	 international	 exhibition	
of	comic	books,	animation,	movies,	
illustrations	and	games	–	and	daVinci 
Editrice - leader in the production of 
family board games under the name 
of dV Giochi. Gioco Inedito is the 
contest for non-professional game designers. In addition to 
the	award,	 the	designer	wins	 the	publication	of	 this	game,	
edited by Lucca Comics & Games and daVinci Editrice.

For	 nearly	 fifty	 years,	 Lucca	 and	 comic	 books	 have	 made	
an	 inseparable	 pair.	 Within	 this	 relationship,	 Lucca	 Games	
was	born	 in	1993,	and	within	a	 few	years	 it	proved	 to	be	a	
truly inspired idea: a long term visionary cultural choice that 
has helped to bring out the strong links between the world 
of	games	and	that	of	cartooning,	both	of	which	undoubtedly	
draw	 from	 the	 same	 source	 imagery.	 Nowadays,	 Lucca	
Comics	 &	 Games	 is	 a	 true	 city	 festival,	 set	 in	 the	 historic	
center	of	Lucca,	a	beautiful	Tuscan	city,	and	is	one	of	the	most	
prestigious European shows for the entertainment industry - 
for	the	number	of	people	who	attend,	the	variety	of	exhibitors,	
the	scope	of	the	events,	and	the	fame	of	its	guests.

This is an ideal stage for a competition that over the last 
decade has resulted in the publication of Lucca Città,	
F.A.T.A.,	Borneo,	Amerigo,	Turandot,	Kaboom!,	The Gang,	
Kalesia and Shooting Star.

You can find all the information about the competition on the website:
www.giocoinedito.com


