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8-11 years
THE PIRATE COUNCIL



How to play?

In the ‘advice’ section of our website 
you’ll find additional resources: further 
explanations, other ideas for hiding places, 
how to make a treasure-trove, how to play 
with several teams, etc.

In our online shop you’ll also find ready-
to-print invitation cards, decorations and 
colouring pages based on the same theme 
as the game you’ve chosen.

1. Print out on A4 or letter-size paper the documents required to play the game. Keep these sheets 
with you for the duration of the game: planning sheet, initial story, maps (if appropriate) and concluding 
story.

2. As the story and the game progress, the children will need to search for the various clues (riddles and 
puzzles) so you should begin by finding a hiding place for each of the clues required for the game. 

3.  Keep a careful note of all these hiding places on your planning sheet. In the ‘advice’ section of our 
website, you’ll find an article entitled ‘list of hiding places’ (indoor and outdoor) as well as several original 
ideas on how to point the children in the right direction or help them to guess where the clue is hidden. 

4. Hide each clue in the place noted on your planning sheet. If you have chosen a treasure hunt, don’t 
forget to create the treasure-trove and find a suitable place to hide it.

5. When you are ready to start, gather the children together and read the initial story to them, to set 
the scene. At the end of the story, give the children an idea of the direction in which they should start 
looking for the first clue.

6. After each clue has been found and solved, check (and correct) the children’s replies or ideas and 
direct them towards the hiding place for the next one.

7. When all the clues have been found and solved, the game is over. You can then read the children the 
end of the story and award them the certificates supplied with the game (one per player).
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The Sleeping Beast: Read the following out to the children: “I’m 
a fearsome beast! I’m going to close my eyes. Lie flat on your 
tummies and try to crawl to the place I point to. If all of you 
manages to crawl there without me noticing you, you win the 
game. Make sure you don’t get up or make any noise!”

Invisible Pirates: Read the following out to the children: “I’m a 
fearsome beast! I’m going to turn around and count out loud to 
ten. You win the game if by the time I’ve finished counting I can’t 
see any of you at all.”

Man Overboard: Draw a circle 2 metres in diameter on the floor, 
to represent a pirate ship. Two children crouch down in the ship, 
with their arms crossed against their chest. At your signal, they 
each have a minute to try to push the other pirate out of the 
boat, make them lose their balance or put a hand on the floor. 
Any movement is permitted (e.g. jumping or moving forwards), 
so long as they remain crouching, with their arms crossed.

Pirate Ships: Divide the children into two teams and mark out 
start and finish lines. The children sit in two rows on the floor, 
one behind the other with their legs apart. When you give the 
signal, the player sitting at the front of the boat taps the legs 
of the player behind, who then follows suit and taps the legs of 
the player behind them. When the last child in the boat receives 
the signal, they run to the front of the boat and start again by 
tapping the legs of the child behind, and so on. The first boat to 
completely cross the finish line wins the game (challenge).

The Black Pirate: Choose a child to play the part of the Black 
Pirate, who has to run around trying to touch the other players. 
When a player is touched by the Black Pirate they are not 
allowed to move until another player from their team frees them 
by touching them. The game ends when the Black Pirate has 
immobilised all the players. If the game is taking too long, choose 
a second Black Pirate to come to the aid of the first. Try to give 
all the children a chance to play the part of the Black Pirate.

Pirate Shoot-Out: Arrange several empty plastic cups on a table. 
The children take it in turns to try to hit one of the cups on the 
table by throwing a ball. When all the children have hit one of 
the targets three times they win the game (challenge).

Don’t forget to 
prepare the necessary 

materials!

The challenges are little games that take place between two clues and which 
can also form an integral part of the story. When the clue which precedes the 
challenge has been solved, read the text describing the challenge to the children 
before they play it. On this page you’ll find ideas for challenges to organize. 
Choose three (one per row). The numbers indicate between which two clues 
the challenge should be played. You can also invent your own challenges. After 
the challenge, the game carries on and you direct the children towards the next 
hiding place. If you do not want to include the challenges, simply ignore them.

Optional  
challenges
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1 Map to piece back 
together

2 Blue James

The Council wants to train you up quickly to become a pirate. Will you succeed in the 
challenge they’ve set you?

3 Green Eduardo

4 Pink Maria

The Council wants to test you again. Can you succeed in this challenge?

5 Yellow John

There’s the worrying sound of a beast breathing at the bottom of a cave. Complete the 
challenge you’ve been set so that it doesn’t notice you.

6 Purple Jack is the thief

7 Challenge to complete 
(pencil needed)

8 Five (there are five letters 
in the word “seven”)

Treasure hiding place

Challenge 
selected

Text to announce the 
hiding placeChallenge

AnswerWhere the clue is 
hiddenClue number

Planning



Each year, Alunira’s great pirate chiefs meet on Middle Island 
to pay their share into the Council’s treasure trove. The grand 
ceremony is usually followed by a memorable party, lasting until the 
small hours. Unfortunately, this year 
the party has been ruined. At midnight, 
a pirate sneaked into the treasure trove 
and stole all the treasure!

The members of the Council have 
called an emergency meeting. They 
have decided that the heroes who 
manage to find the thief will be 
rewarded with a magnificent pirate 
certificate and a share of the treasure.

So, off you go! Here’s the photo of the 
six suspects. Start by finding the treasure map

Story



Pink MariaYellow JohnGreen Eduardo

Red PedroPurple JackBlue James



You are now at the pirate symbol. Ask the Council where the first red spot is.

Clue 1



Clue 2Cross the pirate off the picture of suspects and continue your investigation!

Your task isn’t easy, but you can already eliminate one of the pirates from 
your inquiries. This one can’t have stolen the treasure because he doesn’t 
yet have the new key to the chest.

Find the key that’s different to the others, then guess which pirate it 
belongs to.



Clue 3

At midnight, a fisherman spotted a pirate chief asleep by the lake. That 
pirate must be innocent. Here’s his name : 

HSFFOFEVBSEP
Pay attention! The letters that make up the name of the pirate you have to find 

have slipped. You need to replace each letter with the one that comes before it in 
the alphabet.

For example, a “T” would change to an “S”.

Cross the pirate off the picture of suspects and continue your investigation!



Clue 4

The ship spotted by the sailor wasn’t the one with the most sails. It wasn’t the 
one with the most windows. And it wasn’t the one that had the most anchors 
attached to the hull either. Which ship did the sailor see?

Just before midnight, a sailor noticed a ship leaving the port. So the pirate 
who owns the ship can’t have stolen the treasure. 

Cross the pirate off the picture of suspects and continue your investigation!



Clue 5

The village innkeeper can confirm that one pirate chief didn’t leave the inn all evening. 
So that pirate couldn’t have been stealing the treasure at midnight. Discover which 
pirate can be found in one of the streets leading to the inn.

Cross the pirate off the picture of suspects and continue your investigation!



Clue 6

Coco the Parrot can confirm that he knows the name of the thief. 
Decipher the name of the pirate with the help of the code below and your 

map.



Clue 7

Purple Jack has escaped into the mountains to the North of Alunira. Try 
to catch him without straying from the dangerous path that crosses the 
mountains. One after the other, right-handers holding the pencil in their left 
hand and left-handers in their right, you’re going to follow the path, starting 
from the red triangle. Keep your pencil on the path, throughout your 
journey. If your line goes outside the path, start again from the beginning. 
When all of your team have managed to cross the mountains, Purple Jack 
will no longer be able to escape. 



Clue 8

Make sure that the treasure stolen by Purple 
Jack really is inside the cave. 

A beefy and rather unpleasant guard is 
keeping watch. Just before you, he let two 
pirates in.

When the first pirate came before him, the 
guard asked him “Eight?”.  

The pirate replied “Five” and went into the 
cave.

“Two?”, the guard quizzed the second pirate, who responded “Three”. 

That pirate was also able to go in.

You decide to try your chance. You approach the entrance to the cave and the 
guard says to you: “Seven?”. 

What should you reply?



Congratulations! You’ve found the 
thief and the treasure!

Purple Jack is locked up in a prison 
on Middle Island.

To thank you for your help, the 
Council has decided to award you this 
pirate certificate.

Purple Jack’s share of the treasure 
also goes to you. 

You’ll find the treasure by 

Conclusion
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awarded to

---------------------------------------------------------------------------------------------------

PIRATE CERTIFICATE
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Puzzle 1: Cut the map into four pieces. Then hide the four pieces, either inside different balloons or in 
the same area as one of the hiding places (in several spots in a room, for example).

Puzzle 6 : Information that allows you to decipher the code has been hidden on the treasure map: the 
letter A corresponds to the pirate hook and the letter E to the cannon.

Puzzle 7: Make sure you have a pencil. You can print one sheet per child if you wish.

Puzzle 8: In this puzzle you have to reply to the guard with the number of letters in the number that he 
announces out loud. The word “Seven” contains five letters: S-e-v-e-n

Let the children think about it for a while, then help them if you can see that they’re not going to get the 
answer. 

Treasure: The treasure can simply be a decorated shoe box with packets of sweets inside.

Hints
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Copyright

Any total or partial reproduction or representation of this document, by any means whatsoever, in 
particular its redistribution in digital or printed form, or the creation of hyperlinks directed to said work, 
made without the authorisation of the editor or author, is illegal and constitutes an offence, with the 
perpetrator and all the people responsible being subject to the penal and civil sanctions set out in the law.

You are free to use this document for your personal, not your commercial, needs: you may save this 
PDF on your computer and print it for your own needs.

You do not have the right to modify this document, to extract all or part of the text to insert it into any 
other document, unless that document is for your personal and exclusive use and you will not distribute it 
to other people.

You are not authorised to distribute this document free of charge by any means whatsoever.

You do not have the right to install it on a website with a view to distributing it, or to send it by email or 
any other electronic means to other people.

This document may only be distributed by its author or the editor, and may only be downloaded from 
the website belonging to its author or approved to do so, after explicit agreement from its author. 

You are not authorised to sell this document.

You do not have the right to use the illustrated images from this document, which are under copyright.

If you find an error in this document, you have the right to ask for a credit note for the full cost of the 
game (inc VAT) simply by sending an email to: contact@zalunira.net


