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Ahoy there! If this is yer first time entering the Spudnet 
and ye be a lazy spud who ain’t too fond of readin’, 
go on an’ scan the QR code (or go to the URL) to watch 
a video my crew has made to show you how to be a 

proper pirate on the Spudnet.

http://bit.ly/spudnet-howtoplay

http://bit.ly/spudnet-howtoplay
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Potato King had been saved from the deadlock of doom and the Potato Pirates crew were on the 
lookout for a new adventure. At the same time, the Spudnet spread throughout the entire Carbobbean 
Sea, connecting all the ports, making it the preferred mode of delivering goods. Keen to explore the 
unchartered territories of the Carbobbean Seas, the crew grew their shipping network and their fleets, 
winning the potato folk over with their spudtastic delivery service, delivering goods to the farthest 

reaches of the Spudnet.

Competition soon went from stiff to ugly when other Potato Pirate fleets started their own Spudnet 
delivery service, forming six fiercely competitive factions.

Now it is your task to monopolize the Spudnet, and eliminate your competition. Set up your warehouses, 
dispatch ships and fulfill orders. Watch out for your competitors using their special abilities to get the 

upper hand or sabotage your fleet. After all, piracy never dies and crime always pays.
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Bot Ship Tokens6 x Ships Tokens36 x

Firewall Tokens12 x

A

Ability Cards20 xA

B

B

C

Denial of Service (A & B) Tokens2 xC

D

Arrow Tokens 3 xD

E

Kraken Tokens3 xE

F

Reference Cards6 xF

G

Game Board1 xG

H

H

I

Orders Tokens30 xI

J

Warehouses Tokens12 xJ

K

K

L

8-sided Dice6 xL
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1. Set up the game board, as shown in the previous 
page (See “Contents”)

2. Each player chooses a set of colored tokens. The 
chosen color represents the zone that the player 
will start in.

3. Together, decide on which card recipe to use for 
the game. (See “Card Recipes”, pg. 16)
•    For 3-4 players, pick a 12-card recipe.
•  For 5-6 players , pick a 16-card recipe. 
This deck will now be known as the ability deck.

4. Each player will roll their die and set up their 
orders on every color except their own. 
The map has 6 zones. Each player rolls their die 
5 times and places their order tokens on the 
corresponding node, 1 in every zone except their 
own.

5. Each player should have a total of 5 Orders across 
all zones with the exception of their own zone. 

6. Next, each player places two Warehouses in their 
zone. Warehouses can be placed on any empty 
node without an Order.

Compete against other players and be the first player 
to fulfill all 5 of your Orders!
To fulfill an Order, send your Ship to the location 
where your Order is at. (See “Fulfilling an order” on 
page 7)

We define a Node and a Route as shown in the picture 
below. 

• Nodes are ‘white circles’ with an address label.
• Routes are the orange lines linking nodes. 

Node

Route
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A round is split into 3 phases and goes in this order:
1. Draft
2. Place
3. Action

Place a Ship on each of your Warehouses.
Each player can have a maximum of 6 Ships on the 
board. If a player already has 5 Ships on the board, 
they place 1 Ship on either of their Warehouses.

2. Place Phase

In the Draft phase, players choose ability cards, which 
can either be beneficial to them or harmful to others.
From your ability deck, 
1. For 3 players, draw 4 cards 

For 4 players, draw 5 cards 
For 5 players, draw 6 cards 
For 6 players, draw 7 cards

2. Choose a starting player. (We suggest picking the 
last person who ate a dish with potatoes)

3. The starting player will look at the cards and 
secretly pick one.

4. He/she then passes the remaining cards to the 
player on the left, until everyone has an ability 
card.

5. The last card is placed onto the discard pile facing 
down.

Each player  may hold up to two cards during the 
round but only a maximum of ONE card can be held 
at the end of the round. Any additional cards must 
be discarded.

Once the ability deck has lesser cards than the number 
to be drawn, shuffle the discard pile and put it at the 
bottom of the ability deck.

1. Draft Phase
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Cards can only be played during your turn except for 
cards that state otherwise. (“Play this card anytime”)

• If a player chooses not to play their ability card 
in a round, he/she will have 2 ability cards in the 
subsequent round. The player has to play or 
discard at least one of their cards in that round.

Players can only keep a maximum of one card in their 
hand at the end of a round.
Most ability cards only last for the round they are 
played in unless otherwise specified.

Playing Ability Cards

If a Ship’s final location is on a node with an Order of 
the same color as the Ship, that Order is considered 
fulfilled. Remove both Order and Ship from the board.

Fulfilling an Order

Ships move from one node to another via the 
connecting routes.

• Each Ship can move up to 2 nodes per round 
(i.e. can move 0/1/2 nodes)
• For example, if you have 4 Ships on the board, 
you can move all 4 Ships on the same turn.

Moving Ships

In this phase, players will take turns to move their 
Ships and play their ability cards. The starting player 
moves first, followed by other players in a clockwise 
direction.

3. Action Phase

Tip: lie Ships on their side after moving to remember
which ones have been moved this round.

1 Node

2 Nodes
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If a Warehouse has 4 or more Ships, it is overloaded.
• Remove all Ships and Firewalls corresponding to 
that particular Warehouse’s color from the board.
• Remove all other Ships on both Warehouses 
belonging to that particular Warehouse’s color.
• No Ships can enter both Warehouses of that 
color for that round.

Bot Ships can collide with other Ships and overload 
Warehouses like normal Ships but they cannot be 
used to fulfill Orders. They do not belong to any player 
but can be placed on the board or controlled by a 
player using specific ability cards, such as Command 
and Control and Botnet.

There can only be a maximum of 6 Bot Ships on the 
board at any point in time. Any additional Bot Ships 
beyond that will not be placed, even with a card effect.

When a Ship moves to a node with another Ship on it, 
check the following

• If that node has a Warehouse, both Ships can 
stay on that node without colliding.
• If that node does not have a Warehouse, a 
collision happens. Both Ships are destroyed and 
removed from the board.
• Ships of the same color may collide into each 
other as well.
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Once all players take their turns moving their Ships, 
the round ends. At this point, each player  can only 
have up to a maximum of one card in their hand. 
Any additional cards must be discarded and the next 
round begins (i.e. Draft, Place, Action).

If a player plays a “Starting Player” card, that player 
starts first in the next round. Otherwise, the person 
to the left of the current starting player will go first in 
the next round.

When a player fulfills all 5 of his/her Orders, that 
player wins.

Structures are tokens added to the board and will 
influence movement of Ships. You can place structures 
on the board when you use the “Structure” ability 
cards. (See pg. 11). 

Structures have a permanent effect. Once added, they 
will stay on the board until the end of the game. A node 
or route can only have 1 structure (i.e. no stacking). 
Structures can only be shifted from their existing 
position if another player replays the same ability. 

There are two types of structures in the game, Player-
owned structures, and Public structures.

The only Player-owned structures in the game are the 
Firewalls. Players that put down Firewalls can control 
access to allow players to go through the route, at 
their discretion. 

Public structures are limited in quantity and all 
players can use these structures on the board. Even 
if players get overloaded, this type of structure will 
not be removed. Under no circumstances are these 
structures removed during a game.
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Core cards are abilities cards that must be included in every game.

Choose any 2 zones and roll a 
die. Place a Bot Ship with the 
corresponding number in both zones.

Prevent 1 of your Ships from being 
destroyed by collisions or cards.

Choose any player. Their Ships move 
1 less node this round. 

Move another player’s Ship. You can 
move it up to 3 nodes.

Botnet Hired Help

Propagation Delay Rerouting

If a Bot Ship lands on a node with an existing 
Ship, it counts as a collision so discard both Ships. 
 
 There can only be a maximum of 6 Bot Ships on 
the map at any point in time. Any additional Bot 
Ships will not be placed.

If there are 5 Bot Ships on the board and Botnet 
is played, place a Bot Ship on either of the nodes 
rolled.

This card can be played out of your turn. The 
effect only applies until the end of the round.

In the event of overloading, this card cannot be 
used to protect your Ship.

This card can be played out of your turn. The 
effect only applies until the end of the round.

You cannot reroute Bot Ships.

“Swarming the net one 
boat at a time”

“Tater tardy”

“Don’t mess with my pet”

“Don’t mind me, just 
bringing this to another 

place”
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“Come this way for hot 
steamy potatoes”

“Pigs can’t fly, but ships 
sure can!”

“Thou shalt not pass!”

“Sorry, one way only”        

Structure cards allow you to place structures that last throughout the entire game. 

“Choose 2 Warehouses as A & B. 
Move any Ship on A to B for the rest 
of the game.”

Place a Firewall of your own color 
on any empty route. Ships moving 
through must seek permission from 
the player who placed the firewall.

Place a Kraken token on any empty 
route. Ships move for free along that 
route in either direction.

Place an Arrow on any empty node. 
Ships can only move in that specific 
direction.

Denial of Service Firewall

Kraken Catapult Static Route

Place the “A” and ”B” tokens on your chosen 
Warehouses. These tokens cannot be on the 
same Warehouse. There is only 1 pair of ”A” and 
”B” on the board. If this card were to be played 
again, shift the current “A” and ”B” elsewhere. 
 
If a Warehouse with either “A” or “B” token on it 
gets overloaded, remove both “A” and “B” tokens 
from the map.

The owner decides who is able to go through 
the route. Firewalls are removed when any 
of that player’s Warehouse gets overloaded. 
 
There can only be a maximum of 2 Firewalls per 
player on the map at any point in time. If a 3rd 
one is to be placed, shift an existing one instead. 
 
Tip: It is up to you to decide whose Ships can go 
through that route. Use it to make some deals!

There can only be a maximum of three Krakens 
on the map at any point in time. If a fourth 
Kraken is to be placed, shift an existing one 
instead.

When placing onto a node, position the arrow  
to point to a route. Any Ship that lands on 
that node can only move in the direction 
of the arrow. This still counts as 1 move 
(i.e. the arrow does not give a free move).  
 
There can only be a maximum of 3 Arrows on 
the map at any point in time. If a 4th Arrow is to 
be placed, shift an existing one instead.
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Ship cards will affect the number of Ships in the game.

Duplicate 1 of your Ships to 1 of its 
adjacent nodes.

Choose any Warehouse. Convert all 
Ships on it to Bot Ships.

Choose any Warehouse. Place a Ship 
of that color on it.

Destroy any Ship.

Copy & Paste Spudnet-of-Things

Ship Launch Timeout

The duplicated Ship cannot be moved on the 
same turn it is created. However, it can be 
used to fulfill Orders immediately if the player 
duplicates it on a node with one of their Orders.

There can only be a maximum of 6 Bot Ships on 
the map at any point in time. If the maximum 
is reached, the remaining Ships will not be 
converted.

You can also chose another player’s Warehouse 
but you have to place their Ship there instead 
of yours.

You can remove any player’s Ship or Bot Ships 
from the board.

“Look ma! No hands!”

“Time to start a new 
adventure!”

“How am I supposed to fit 
in that?!”

“Tatonic”
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Movement cards augment the movement of Ships in the game.

Move all Bot Ships up to 3 nodes 
each.

Choose 1 of your Ships. It can move 
unlimited nodes within its current zone.

Move 1 of your Ships up to 2 nodes. Teleport any Ship on a Warehouse to 
another. It cannot move this round.

Command and Control Free Pass

Signal Boost Tunneling

If there are no Bot Ships on the board, this card 
has no effect.

Free Pass only applies to the current zone the 
Ship is in. If that Ship crosses to another zone, 
Free Pass effect will end. 

Apply the same rules of Ship movement, i.e. 
collision will still occur as per normal. 

When played on your Ship, that Ship can move 
up to 4 nodes instead of 2.

Ships may move to a Warehouse and use 
Tunneling but it cannot move again after 
teleportation.

Even if another player tunnels your Ship away, 
you cannot move it this round.

“Botships, roll out!”

“Wheeeeeee, now where 
are the brakes?”

“The pass definitely didn’t 
come free”

“Am I at Tatodise?”
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Special cards each have their own unique effects.

“See no evil”

“Capt, I found something!”

“Have you lost weight? You 
look thinner.”

“First in, first out”

Deny any card effect. When a player fulfills an Order, roll a 
die and move that Order to that node.

Use any card from the discard pile. Be the first player to start next round.

Deny Man-in-the-Middle

Recycle Starting Player

This card can be played out of your turn. This 
card cannot be countered by any other card.

This card can be played out of your turn. The 
new location of the Order can only be within the 
same zone.

If the Order lands on a Warehouse, re-roll the 
die again until it is on a node.

The Ship is removed and the Order is not 
considered as fulfilled regardless of the new 
location of the Order. 

You may choose which card to use in the 
discarded pile (i.e. cards that are not drafted or 
are used by other players).  The recycled card’s 
effect has to be used immediately.

If no one picks this card, the player to the left 
of the current starting player will go first next 
round.

This card should be played with 4 or more 
players.
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MORE CARDS COMING SOON!
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Card recipes introduce different dynamics to the game. 

For 3 to 4 Players, each recipe contains 12 cards. 
Pick from one of the following:

For 5 to 6 Players, each recipe contains 16 cards. 
Pick from one of the following:

Basic
Bot

DDoS
Swift

Bot
Swift

Recipe - Basic Recipe - DDoS

Botnet

Starting PlayerDenySingle Boost

TunnelingTimeoutShip Launch

Kraken CatapultFirewallRerouting

Hired Help Propagation Delay Botnet

RecycleMan-in-the-middleTunneling

Command & ControlMiniaturizationCopy & Paste

Static RouteDenial of ServiceRerouting

Hired Help Propagation Delay



17

Additional Cards (5 to 6 Players) Additional Cards (5 to 6 Players)

Recipe - Bot Recipe - Swift

Botnet Botnet

Starting Player DenyTimeout Command & Control

Tunneling MiniaturizationFirewall Static Route

Recycle Starting PlayerDeny Man-in-the-middleFree Pass Single Boost

Command & Control Free PassTimeoutMiniaturization Ship Launch Copy & Paste

Static RouteKraken Catapult Denial of Service FirewallRerouting Rerouting

Hired Help Hired HelpPropagation Delay Propagation Delay
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Concept Game Analogy Explanation

Client Requests Orders
Client refers to the Internet users like you and me. As we surf the 
Internet, we are requesting and retrieving data from server. The 
act of requesting/retrieving such data is called Client Requests.

Servers Warehouses
Servers process requests and provide information for clients 
(end users) over a network connection. Clients request for data 
and servers provide that data.

Packets Ships
Data is sent in small chunks, called packets, divided and 
packaged by servers. It travels the network via hops across 
routers/devices.

Packet Collision Ship Collision
When devices share the same network pipe, packets can collide 
when two or more devices are sending at the same time, 
resulting in data loss.

Routers Nodes
Routers are network devices which directs the flow of network 
traffic. They are analogous to cross roads which directs car 
traffic.

Static Route Static Route Static routing is a form of routing that specifies the destination 
of certain traffic permanently, instead of dynamically routing it.

Packet Rerouting Rerouting

Packets come attached with information, called headers, which 
determine where it should be sent to (like a mailing address). 
That address can be modified to route the packet to a different 
destination.

Propagation Delay Propagation Delay
Propagation delay refers to the amount of time it takes for data 
to travel from one end of the link to another. An increase in that 
time results in slower data transfer.
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Concept Game Analogy Explanation

Packet Timeout Timeout

When a packet timeouts, it has reached its limit to make ‘hops’ 
across the network and is dropped/destroyed. This is to ensure 
that no packet can live in the network forever and potentially 
congesting it.

Firewalls & Access 
Control Firewall

Firewalls are network security systems that monitor incoming 
and outgoing network traffic. With predetermined rules, it is 
able to filter out malicious data packets.

Tunneling Protocol Tunneling

A tunneling protocol is a protocol that allows for transmission 
of data, from one network to another, through a process called 
encapsulation.

Mostly used to access data from a private network on a public 
network or to circumvent firewall restrictions. It is the basis of 
how virtual private networks (VPN) and secure shell (SSH) works.

Man-in-the-middle Man-in-the-middle

Man-in-the-middle is a network attack where a communication 
between two devices is intercepted. The man-in-the-middle 
attacker can read/modify your data and possibly impersonate 
you.

Denial of Service Denial of Service

A denial-of-service (DoS) attack is a cyber attack which aims to 
disrupt a machine or network by swarming it with requests, 
making it unavailable to its intended users. Think of it as having 
one person repeatedly calling a phone number and causing 
that number to be unavailable.

Botnet Botnet
Botnets are networks of internet-connected devices which are 
controlled by a hacker. These devices usually stay dormant until 
the hacker activates them to launch malicious cyber attacks.

Command and 
Control

Command and 
Control

A command-and-control [C&C] is a master computer that 
manages the communication of computers in the botnet to 
direct malicious network attacks. If computers are puppets, 
C&C is the puppeteer.

DDoS (Distributed 
Denial of Service)

DDoS (Distributed 
Denial of Service)

A distributed-denial-of-service (DDoS) is largely similar to its 
DoS counterpart. However, the swarm of requests do not come 
from a single source, but rather from multiple sources, making 
it hard to trace or block.
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