Osprey Adrift
Game Rules
Introduction
After being attacked by an angry kraken, the One Winged
Osprey is lost at sea. Food is running low for you and your
fellow pirates, and there won't be a rescue any time soon.
To make matters worse, there seems to be a group of
cannibals on board, making their way through the crew at
night, one by one…
Osprey Adrift is a card game of deduction, deception, and
cannibalism set aboard the fictional pirate ship, the One
Winged Osprey during the golden age of piracy. Each
player takes the role of a hungry pirate who is either sane
of mind, or a cannibal. If you're sane, it's up to you to
figure out who the cannibals are so you can force them to
walk the plank. And if you're a cannibal? Convince the
sane that you're one of them…

Objective
Players are divided into two secret teams: The Sane, and
The Cannibals. Throughout the game, players will have
opportunities to eliminate one another. The game ends
when only one team remains. The player on the remaining
team who has the most coins in their hand is the winner.

22 Role cards
Each player is dealt one of these at the start of the game
to determine which pirate they're playing as. Each Role
has a unique ability that slightly changes how they play the
game.

1 Victim Card
This is used by the Cannibals each round to secretly pick
who they wish to kill.

16 Ring cards
These are used by players each round to vote for who they
want to walk the plank.

53 Food cards
These cards with brown backgrounds are “eaten” by
players each round to stay in the game. If it's time to eat
and a player doesn't have one in their hand, then they
starve to death and are out of the game. Food comes in
two varieties: Fish and Human Flesh.

27 Fish cards
Any player—Sane or Cannibal—can eat Fish to
stay in the game.

25 Human Flesh cards

A Note on Honesty and Fun
Osprey Adrift relies on the honor system. There are
moments during the game when players are asked to close
their eyes without peeking. As with any game, there's no
way to completely prevent an unscrupulous player from
breaking the rules. Keep in mind, however, that there are
many times throughout the game when players are
instructed not to show anyone certain cards. It is perfectly
allowed (and encouraged!) to openly discuss and even lie
about those cards. Bluffing is part of the pirates' code,
after all. Yarrr!

Components
Osprey Adrift includes 180 cards. The different types of
cards are described below.

16 Identity cards
Each player is dealt one of these at the start of the game
to determine which team they're on. This card is kept a
secret.
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Only Cannibal players can eat Human Flesh. It's
useless to Sane players, and it could be
incriminating to for a player to have Human
Flesh in their hand!

1 The Kraken’s Tentacle card
This edition of Osprey Adrift includes this
optional card.

72 Scavenge cards
These cards, along with the Food cards that will get
shuffled in, collectively form the Scavenge deck that
players will draw from during the game to stock their
hands. They represent useful things the crew finds aboard
the ship.

23 Action cards
These cards with purple backgrounds are used to
do special things on your turn, such as looking at
another player's Identity card, adding Fish cards
to your hand, or bringing a dead player back to
life.

23 Resource cards
On their own, these cards with red backgrounds
are useless, but they are required to use many of
the Action cards.

26 Coin cards
These cards are used to bid on electing yourself
the Captain each round and, at the end of the
game, to determine who the winner is. Coin
cards come in one of three different
nationalities: British, Goan, and Spanish. At the
end of the game, having a Coin card from each
nationality gives a player a bonus of three Coins.

Game Set Up
1. Choose a Moderator or Crier
If you’re playing with inexperienced players—especially as
part of a large group—you may wish to select one person
to act as the moderator. The moderator doesn't play the
game, but instead narrates what's happening and keeps
things moving.
If you decide not to play with a moderator, then select one
player to be the crier. The crier plays the game the same
as everyone else, but is also tasked with keeping the game
moving.

2. Assign Roles
Gather the Role cards and go through them, pulling out
any with a player number that's higher than the number of
people playing the game and return those to the box.
Then, the moderator or crier shuffles the remaining Role
cards and randomly deals one to each player. Put any
leftover Role cards back in the box. Going around the
table, each player reads their Role card to the group.
Players' Role cards are always kept face-up in front of
them on the table.

3. Assign Identities
Identity determines which team a player is on. The Sane
are those pirates who have chosen to fight over what little
Fish are swimming around the drifting ship, while the
Cannibals are those who have given into the Custom of the
Sea and are secretly working together to kill—and eat—
the Sane each night. Depending on the number of players,
the moderator/crier pulls together the following Identity
cards:
Number of Players
Identity Cards
4……………………………………..3 Sane, 1 Cannibal
5……………………………………..4 Sane, 1 Cannibal
6……………………………………..5 Sane, 1 Cannibal
7……………………………………..5 Sane, 2 Cannibals
8……………………………………..6 Sane, 2 Cannibals
9……………………………………..7 Sane, 2 Cannibals
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10……………………………………8 Sane, 2 Cannibals
11……………………………………9 Sane, 2 Cannibals
12……………………………………9 Sane, 3 Cannibals
Put any remaining Identity cards back in the box. The
moderator or crier shuffles the Identity cards they pulled
together and randomly gives one to each player facedown. The players each look at their own Identity card, but
cannot show it to anyone else. Players' Identity cards are
always kept face-down in front of them on the table.
Golden Rule: Unless otherwise instructed, players may
never show their Identity card to anyone else. However,
players may openly discuss their Identity and even bluff
about it. This is the core idea of Osprey Adrift. If you're
Sane, who are your fellow teammates, and who are the
Cannibals? If you're a Cannibal, how do you convince the
Sane that you’re one of them?

4. Create the Decks of Cards
Fish: Gather all the Fish cards and place them in a deck
face-up in the center of the table.
Human Flesh: Gather all the Human Flesh cards and place
them in a deck face-up in the center of the table.
Put the Victim card next to the Human Flesh deck for now.
Scavenge: Gather the Scavenge cards (the remaining cards
with the words “Osprey Adrift” on the backs) and go
through them, pulling out any with a player number that's
higher than the number of people playing the game and
return those to the box. Next, take a single Human Flesh
card from the Human Flesh deck and shuffle it into the
Scavenge deck. Then, take one Fish card per Cannibal
player in the game, and shuffle them into the Scavenge
deck. Lastly, place the shuffled Scavenge deck face-down
in the center of the table.
For example: If you are playing with 10 players (two
Cannibals), you'd remove all the cards with a player
number of 11 and 12, and return those to the box. Then,
you'd add one Human Flesh card and two Fish cards to the
deck, shuffle it together, and put it face-down in the
center of the table.
Rings: Gather all the Ring cards and set them in a pile in
the center of the table for now.

5. Starting Hands
Starting with the youngest player and moving clockwise,
each player takes one Fish card from the Fish deck and
four Scavenge cards from the top of the Scavenge deck.
These five cards are the player's starting hand.
Note: Players' hands are kept a secret from everyone else.
Unless otherwise instructed to do so, players may not

show their hands to anyone else or peek at other players'
hands. However, players are encouraged to openly discuss
the cards in their hands and even bluff about them!

Playing the Game
The game takes place over several rounds. Each round is
made up of four phases: Dawn, Day, Dusk, and Night. On
the first round, however, there is an additional Storytelling
phase to kick the game off.

Storytelling (First Round Only)
The moderator/crier announces that the players' ship, the
One Winged Osprey, has been adrift at sea for a long time
after being attacked by a kraken. Food is running low, and
it's now nighttime for the hungry crew.
The moderator/crier then instructs all players to:
• Close their eyes.
• (Optional) Use one hand to repeatedly slap the table.
(This will create some noise to conceal any rustling that
might occur due to the Cannibals moving cards around.)
Next, the moderator/crier instructs only the Cannibal
players to:
• Open their eyes and nod to acknowledge their Cannibal
teammates.
• Quietly take a Human Flesh card from the Human Flesh
deck and place it into their hand.
• Choose any one card from their hand to discard facedown into the discard pile. (Note that they may choose to
discard the Human Flesh card they just added to their
hand, as it may be strategically advantageous to do so.)
• Close their eyes so they don’t give away their identity.
Once all the Cannibals are done, the moderator/crier
instructs all players to open their eyes and announces that
the Captain of the ship, Captain Ninefingers, has been the
victim of a secret plot.
If you're playing with a crier: Because the crier may be
playing as a Sane player and will therefore have their eyes
closed, they should count down aloud from 30 after
everyone closes their eyes. During the countdown, the
Cannibals will carry out their tasks. When the countdown
reaches zero, everyone, including the crier, opens their
eyes.
Now the Storytelling phase is over, and the first round
moves onto the Dawn phase…

Dawn
Each round during the Dawn phase, the crew picks a new
Captain. The Captain gets to choose the order that players
vote for someone to walk the plank, and they break a tie if
there's a tie during the voting (This'll all be explained a bit
later). For now, follow these steps to pick a new Captain:
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• Starting with the previous round's Captain and then
moving clockwise one by one, each player must either bid
Coins from their own hand by placing them face-up in
front of them on the table, or pass on bidding. If this is the
first round of the game, then start the bidding with the
youngest player.
• Once a player passes, they must continue passing when
the bidding comes back around to them.
• Once all players have passed, the player who bid the
most Coins is the new Captain. Give them the Captain's
Ring card and give all the other players a Crewman's Ring
card to be kept on the table in front of them for now.
• All players' Coins that were used to bid are returned to
the box. They will remain there for the rest of the game.
If no one bids, then give the Captain's Ring card to the
youngest player.
Ties: If there's a tie in the bidding, then the tied player
who bid the most CARDS wins. If there's still a tie, then the
youngest tied player wins.
Now that the round's Captain has been picked, the game
moves onto the Day phase…

Day
Starting with the Captain and moving clockwise, each
player takes a turn. During their turn, a player must do one
mandatory action, and they may also choose to do one
optional action. Note that a player may do their
mandatory action and their optional action in whichever
order they wish.

Mandatory Actions
Players must choose one:
• Draw two cards – The player draws two cards from the
top of the Scavenge deck and adds them to their hand.
• Trade with another player – The player announces they'd
like to make a trade. Although they may say what they’re
looking to trade/trade for, it's not required. If no one
wishes to trade with them, then they must draw two
cards. If someone does agree to trade, then both players
go into a separate room, taking their hands with them.
There, the players trade any number of cards from their
hands in a mutually agreeable fashion. Note that the
trading players may show each other cards in their hands if
they wish, but it's not required. If a mutually agreeable
trade can't be reached, then the player's mandatory action
is wasted. When the players return to the room with the
rest of the crew, they don't need to discuss the terms of
their trade. Trades are a handy way for players to get the
cards they need, rather than hoping they'll randomly draw
them from the Scavenge deck. Because trades happen in a
separate room, they are also useful for holding pirate's
parley with a crewmate.

Optional Action
• Play an Action card – The player shows everyone an
Action card from their hand, along with any required
Resource cards to play it (they’ll be listed at the bottom of
the Action card itself). Then, the player carries out the
action as it’s printed on the card. Note that any time an
Action card requires a player to return cards to the box,
they will remain there for the rest of the game.
Now it's the end of the player’s turn. At this point, if they
have more than five cards in their hand, they must discard
card(s) face-down into the discard pile until they have five
cards. Note that this only needs to be done at the end of a
player's turn, so there may be other times during the game
when a player has more than five cards in their hand.
There may also be times during the game when a player
has fewer than five cards in their hand. That's okay; there
will be opportunities to draw cards later. The key thing to
remember is that a player can only have a maximum of
five cards in their hand when they end their turn.
Players continue taking turns in this way, clockwise around
and around the table, until the last card is drawn from the
Scavenge deck. The player who draws the last card
completes their turn, discarding down to five cards if
needed, and then the Day phase is over and the game
moves onto the Dusk phase…

• Once all votes have been cast, the player with the most
Ring cards in front of them walks the plank. They are dead
and out of the game.
• Gather up all the Ring cards and set them aside.
Note: Players may vote for the Captain to walk the plank.
Mutiny is common on the high seas!
Ties: If there's a tie, then the player the Captain voted for
walks the plank. If the Captain didn't vote for anyone
involved in the tie, then the Captain must move their Ring
card to break the tie.
First Round: During the first round only, instead of forcing
the player with the most votes to walk the plank to their
death, the crew has voted them a "Bilge Rat." This player
must give one random card from their hand to the
Captain, face-down. The Captain may look at it and must
either return the card to the Bilge Rat, or add it to their
hand. Either way, the Captain may show it to the rest of
the crew if they wish. If the Captain is voted the Bilge Rat,
then they must reveal and discard one random card from
their hand.
Once someone has walked the plank, the crew is too
exhausted to stay awake, and the game moves onto the
Night phase…

Dusk

Night

Each round during the Dusk phase, two things happen: the
crew eats, and someone walks the plank.

The Night phase that happens at the end of each round is
similar to the Storytelling phase at the very beginning of
the game, with a few important exceptions.

1. The crew eats: Each player selects one Food card from
their hand to “eat” this round by placing it face-down into
a pile in the center of the table, without showing it to
anyone else. Sane players can only eat a Fish card,
whereas Cannibal players can eat either a Fish card or a
Human Flesh card. If a player has no Food card they can
eat, then they are dead and out of the game.
Once everyone has eaten, the moderator/crier shuffles all
the Food cards that were eaten and then shows everyone
what they were. All the eaten Food cards are then placed
face-down into the discard pile.
2. Someone walks the plank: Now that the crew has eaten,
the Captain calls for a vote to have a single player walk the
plank. Take the following steps to do this:
• The Captain must call on each player (including
themself), one by one, in any order they wish, to cast their
vote. The voting player places their Ring card in front of
the player they wish to walk the plank. Note that players
may not pass.
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Each round during the Night phase, the moderator/crier
instructs all players to:
• Close their eyes.
• (Optional) Use one hand to repeatedly slap the table.
(This will create some noise to conceal any rustling that
might occur due to the Cannibals moving cards around.)
Next, the moderator/crier instructs only the Cannibal
players to:
• Open their eyes and nod to acknowledge their Cannibal
teammates.
• Choose a Victim – Using only gestures, unanimously
agree to “kill” one player by placing the Victim card in
front of them. (They may even kill one of their own as part
of a strategy.)
• Quietly take a Human Flesh card from the Human Flesh
deck and place it into their hand.
• Choose any one card from their hand to discard facedown into the discard pile. (Note that they may choose to
discard the Human Flesh card they just added to their
hand, as it may be strategically advantageous to do so.)
• Close their eyes so they don't give away their identity.

Once all the Cannibals are done, the moderator/crier
instructs all players to open their eyes, and announces that
Night is over. The player with the Victim card in front of
them is dead and out of the game.
If you're playing with a crier: Because the crier may be
playing as a Sane player and will therefore have their eyes
closed, they should count down aloud from 30 after
everyone closes their eyes. During the countdown, the
Cannibals will carry out their tasks, and when the
countdown reaches zero, everyone, including the crier,
opens their eyes. The Cannibals must agree quickly,
because if they fail to pick a Victim in time, then it's
assumed there are no Cannibals left and the Sane players
will win!
Now the round is over. The moderator/crier must create a
new Scavenge deck by shuffling the discard pile and
placing it face-down in the center of the table. Replace the
Victim card in the center of the table as well. The next
round begins, starting with Dawn.

Ending the Game
The game ends when one of the following happens:
1. Sanity Restored: All the Cannibal players have been
eliminated, and only the Sane remain. If you're playing
with a crier, this can be determined when there is no
Victim after a Night phase.
2. Forever Cursed: All the Sane players have been
eliminated, and only the Cannibals remain. If you're
playing with a crier, this can be determined if everyone left
alive opens their eyes during a Night phase.
The winner is the player from the remaining team who has
the most Coins in their hand.
Note: If a player has a combination of all three Coin
nationalities, they score three bonus Coins.
Ties: If there is a tie for winner, then the tied player with
the most money in coins in their pockets wins.

Dead and Revived Players
Use the following rules whenever a player is eliminated or
brought back to life:
Dead Players: When a player dies, keep their Role and
Identity cards where they are, but discard their hand. They
may not participate in the game, unless someone uses a
card such as the Mermaid's Comb, Mermaid's Mirror, or
Mermaid's Pearl, or they are revived with a card such as
The Rowe Grimoire of Necromancy or The Black Conch.
While dead, they must close their eyes during the Night
phase, even if they were a Cannibal.
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Revived Players: When a player is brought back to life,
they receive a Crewman's Ring card, one Fish card from
the Fish deck, and four Scavenge cards from the top of the
Scavenge deck. They continue playing with the same Role
and Identity they had when they died.

FAQ
Q: What do we do if someone is supposed to draw
Scavenge cards and there aren't enough left in the deck?
A: If you're about to run out of Scavenge cards, draw as
many as you can. When the deck runs out, the Day phase
is over – finish the active player's turn and move onto the
Dusk phase.
Q: What do we do if we run out of Food cards in the Food
decks?
A: Though unlikely, it is possible to run out of Fish or
Human Flesh, especially when playing with the "All Hands
Hoay" optional rule. If this happens, then that food supply
has run out. If it's Human Flesh, then the Cannibals have
become too careless with how they butcher their victims
to make use of any meat. If it's Fish, then the waters
around the Osprey have been depleted.
Q: Someone's peeking during the Night phase. What do we
do?
A: The game does rely on the honor system, but keep in
mind that one player's knowledge of who the Cannibals
are won't necessarily ruin the game. If the Cannibals catch
someone peeking and that player reveals to the group
who the Cannibals are, then their revelation could be
turned against them by some crafty Cannibals. Remember,
the game is about bluffing and social manipulation, not
necessarily having all the information.
Q: If I'm gagged and I die, what happens to the Gag card?
A: Discard the Gag card. Similarly, if you have the Tiny Bells
in front of you when you die, then discard the Tiny Bells.
Q: If I used the Spyglass card or the Powell's Primer on
Poisonous Plants card, and someone kills me before I get
to look at an eaten Food card, do I still get to look at a
Food card?
A: No.
Q: If I have two combinations of all three Coin nationalities
at the end of the game, do I get six bonus Coins?
A: No. Even if a particularly cunning player manages to
have more than five cards in their hand at the end of the
game—with multiple combinations of all three Coin
nationalities—they still only receive three bonus Coins.

Optional Rules

Credits

The following suggestions can be used as optional house
rules:

Game Design: Nick Poniatowski

All Hands Hoay: This edition of Osprey Adrift includes extra
Identity and Ring cards to allow you to play with up to 16
players. If you decide to play with more than 12 players,
it's recommended to include a 4th Cannibal only at 16
players.

Graphic Design: Kaela Torres
Illustrations: Fiona Marchbank

Cut-throat Crew: Don't use the Bilge Rat rule at Dusk on
the first round, and force them to walk the plank instead.

Playtesters: Adam Powell, Adam Senko, Alan Lang, Alex
Murray, Alex Poniatowski, Allison Reynolds, Alyssa Shaver,
Amanda Smith, Andrew Eversfeld, Andrew Tibbs, Austin
Pribble, Bekah Elizabeth, Ben DeFelice, Ben Poniatowski,
Bethany Zywicki, Bill Wright, Brett Alan Price, Brett Yenger,
Brianna Hill, Carl Murphy, Carlos Eduardo Oliveira,
Christion Hall, Courtney Humphrey, Courtney Murphy, Dan
Paulson, Daria "Cannibal" Price, David Lawfield, Emily Tam,
Eric Wathen, Erick Pfeitzmeir, Erik Thornton, Erynn Grady,
Gary Stevenson, Hank "The Hook" Rutherford, Heather
Stevenson, James Colton, Jamie Powell, Jared Frisch, Jared
Smith, Jeffrey Merit, Jen Poniatowski, Jennifer Carrol, Jerry
Poniatowski, Jessica Thornton, Jessica Wathen, Jill Henry,
Joel Gipson, Joey Zywicki, John Collis, Josh Wichmeyer,
Joshua Tallent, Julia Grossman, Julio Mejia, Kaela Torres,
Kelly Murphy, Kevin Masters, Kevin Scott McKinstry, Kirk
Breuninger, Laura Poniatowski, Lawrence Kowalski, Liam
Henry, Lindsey Price, Liz Fields, Lynn Nguyen, Lynn
Poniatowski, Madeline Wright, Maria Fennimore, Mark
Garcia, Mark Reynolds, Martin Grossman, Mary
Cacciapalle, Megan Ebejer, Michelle Hayes, Mickey
Sesepasara, Mike Drekaj, Nick Martin, Olivia Masters,
Parker Emerson, Paul Howard, Quang Nguyen, Regan Beal,
Rob Henry, Roeland Joris, Ryan Gruenwald, Samantha
Lawfield, Sara Murray, Spencer DeFelice, Stephen Ferrer,
Steven Sabato, Tiffany Elderington, Tim Kowalski, Timothy
Green, Travis Hill, Trenton Price, Tricia Wanamaker, Wes
Park, William Spencer, Wilson Holocher, Wolf Meyer Jr.,
Yvette Emerson, Zaina Gennaoui

Shark Infested Waters: After the crew eats, remove one of
the Fish cards that was eaten from the game by returning
it to the box instead of discarding it.

Special thanks to all our awesome Kickstarter backers! This
game would not have been possible without your support
and excitement!

Curse of the Kraken: Include The Kraken's Tentacle card in
the Scavenge deck at the start of the game. This may make
it much easier for the Cannibals to win. It's recommended
to include this card only in larger games where there are at
least 8 players.

© Plucky Robot, 2017

Limited Actions: Remove specific Action cards from the
Scavenge deck to alter the gameplay. For example,
removing the Gag card and the Whittled Shiv cards
reduces the element of "take that," while removing the A
Single Bullet card and the Powell's Primer on Poisonous
Plants card reduces the number of eliminations.
Additional Actions: Add specific Action cards to the
Scavenge deck that wouldn't normally be included for the
number of players in your game. Just make sure you
include enough Resource cards to use them!
Renewable Resources: Instead of returning Resource cards
back to the box when they're used, put them in the discard
pile.
Pirate's Booty: Instead of returning Coin cards back to the
box when they're used to bid for Captain, put them in the
discard pile.
Dead Man's Chest: Allow the Captain to distribute dead
players' cards instead of discarding them. If you're playing
with this rule, then Maximilian Black may use his Role
ability to supersede the Captain.
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