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        Set of same fish 
 1 EP per Fish (min. 3)

Run of fish 
is 1 EP per Fish (min. 3)

Combination of 
S/M/L fish is 3 EP

BIG FISHBIG FISH 
are 2 EP each

MEDIUM FISHMEDIUM FISH
are 1 EP each

Even numbered fishes
are 1 EP each

Odd numbered fishes
are 1 EP each

Unique fishes
are 1 EP each

SMALL FISHSMALL FISH
are 1 EP each

Set of 2 fish
is 2 EP each

Sets of 3 fish
is 3 EP each

Set of 4 fish 
is 5 EP each
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USEFUL NOTES

10

Fish cards are limited: the more Ecosystems are closed, the 
fewer of each type remain in the Ocean. It can be helpful to keep 
track of which fish other Players are adding to their Ecosystems.

Secret Fish      will earn extra        for your Ecosystem. Earn them 
by discarding two swordfishh (        ) from your Reserve.

A SET of fish means duplicates of the same fish. You cannot use 
the same set to fulfill multiple Special Fish        objectives. 

A RUN of fish means cards in an ascending order. For example 
here are two different runs:   (              )  (             )



Gain one any adjacent fish 
next to shrimp back to your 
hand. Can not Gain shrimpSh
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Draw the top card from 
the Discard pile, place it in 
Reserve. If not available, 
draw from Fish Deck.

Draw the top two cards from 
the Discard pile, place them 
in Reserve. If not available, 
draw from Fish Deck.

Draw 2 Secret Fish cards. Keep 
one and place the other at the 
bottom of the deck. 
You may either add it to your open 
Ecosystem or save it for later.

Catch one any fish 
adjacent to a Coral, place 
in Reserve.

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

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

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

Draw a new fish card 
back to your hand.

Draw a new fish card 
back to your hand.

Sardine School combines its 
strength to catch other fish or to 
make itself harder to catch.

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

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

Catch one any fish 
adjacent to a Coral, place 
in Reserve or Ecosystem.

Catch any two fishes adjacent 
to a Coral, place in Reserve or 
Ecosystem.

Catch a smaller fish 
adjacent to a Coral, place in 
Reserve or Ecosystem.

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

Apply the Blowfish ability  
to any fish of your choice 
in the Ocean.
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On your turn, you must either:

A. VOYAGE PHASE

B. WAVE PHASE

Move fish with the current

Discard fish 

Populate the reef

Move the wave card

Draw new cards

p.5 p.6

p.5 p.7

fre
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nOCEAN Ability

FOOD CHAIN Ability Enhance Ecosystem

Activate Reserve

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:

or

Small Medium LargeEnvironmen-
tal points

Any fish
in Ocean

Fish 
Deck

Hand 

Discard
Deck

BombSchool
Different 

fish

A Run
(min.3)

A Set
(min.3)

A Set
of four

A Set
of three

A Set
of two Odd # Even #

SPECIAL FISH SECRET FISH 

EPEP


