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Gain one any adjacent fish |

next to shrimp back to your
hand. Can not Gain shrimp |

Sardine School combines its

strength to catch other fish or to
make itself harder to catch.

=0

Draw a new fish card
back to your hand.

4-% -8
Catch one any fish
adjacent to a Coral, place
in Reserve.

\_/
Move all adjacent fish 1 step
away from the Blowfish. If a
fish hits the Coral, catch it.

=-8)
Draw the toF card from
the Discard pile, place it in

Reserve. If not available,
draw from Fish Deck.

“« 3 >
-
Catch a smaller fish

adjacent to a Coral, place in
Reserve or Ecosystem.

a-8
Catch one any fish from

the Ocean, place in
Reserve.

‘Biggest in the food chain!’
No active Ocean Ability.

' 4

1Draw 2 Secret Fish cards. Keep!
ione and
,bottom of the deck.

1 You may either add it to
\Ecosystem or save it for la

il RESERVE

Catch one any fish from
the Ocean, place in
Reserve or Ecosystem.

=

KD
Adds temporarily +4 to the
strength value of the fish
you just played.

-0

Draw a new fish card
back to your hand.

<>

U
Catch one any fish
adjacent to a Coral, place

in Reserve or Ecosystem.

7
Apply the Blowfish ability
to any fish of your choice
in the Ocean.
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<& 8
Draw the top two cards from
the Discard pile, place them
in Reserve. If not available,
draw from Fish Deck.

<P
g0
Catch any two fishes adjacent

to a Coral, place in Reserve or
Ecosystem.

dd- 8

Catch one any two fishes from
the Ocean, place in Reserve.

'
lace the other at the |

'
{your open
er. '
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Envionmen- ARun  ASet  Small  Medium Large || Anyfish Fish  Discard |
! talpoints  (min.3)  (min.3) i inOcean Deck Deck
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| oftwo ofthree offour Yfoh | Odd#  Event ' Hand School  Bomb |

On your turn, you must either:
or PASS if you have no fish cards left in hand, ending your turn.

PLAY A CARD from your hand into the Ocean. Then you
may perform any of the following actions in the following order:

Ej Activate Reserve 6

Enhance Ecosystem 7

free action




