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oat, and loot treasure

n possible and don’t get eaten by the kraken.
s by pi up loot from the water, killing the kraken or its
ind glng off-course boats.

oKponents:

1 each plastic Ship Pawn
Red, Black, Green, Blue, Yellow, Purple

- 4 White plastic Ship Pawns

[ 2 6 sided dice
1 8 sided dice
- 110 sided dice

1

o

12 Green plastic Tentacle Pawns
80 Round Chits
1 Blood Droplet, 1 Hourglass
6 Barrels, 6 Smoke
18 Chests, 18 Ration Boxes
18 Crew, 12 Plague Crew 2 {

—

Plague Ship

—ee

Lintainer Ship

Sttug:

-The board is set out in the middle of the playing area.

-Each player chooses a character card and the associated pawn of the
same color. Each player starts with 5 Crew, 3 Rations, 5 Treasure.
-Each player sets their pawns in the rectangle at the end of the pier
with their corresponding color flag.

-The kraken blood token starts at 15 on the Kraken Health Track and
the hourglass token starts on the 15 of the time track. The Off-Course
ships are placed on the time track 13 (Container), 11 (Plague), 9
(Supply) and 7 (Cruise) spaces of the time track.

e Random Placement roll rules and roll to place all 12 tentacles
around the board. Tentacles cannot be placed on the starting space for
any ship, unless there is no ship starting there any others tentacles are
re-rolled.

-Choose one player to go first and continue play around the board ina
‘counter- clockwise direction.
Fig 12
This is how the board is
seiup. It is set the
same way_for wny munber
of players, bur this one
isas person. game.
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Suprly Ship

Cruise Ship

by rolling their movement 2D6, then moving
er of spaces around the board. You may move
een rows so long as you continue to
(other than the Explorer) may not
sail counter-clockwise, movement
tion. Each player has 2 actions
triction on when you move or

le

all while blowing the boa

oA ttacking:

To attack you must be in a space that woul

another ship or tentacle, to attack the kraken

within the red innermost circles. The attacking p )
respective attack dice and compare that number to the ¢

of the defender. If the attacking roll is equal to or higher than
defenders defense number, the attacker scores a hit. The

2D6 and drops 2 cargo according to the chart on the botton
player cards (1-2 Ration Box, 3-4 Crew, 5-6 Treasure). Cargo dro)
lands in any free space around the defenders ship, but may not be la
in a space directly in front of the attacker or defenders ship.

%ft A bilities:
erman and the Houseboat have the ability to drop bo

e
the back of the ship. The smoke cloud and barrel bomb are pla

the space immediatly behind the ship. If that space is occupied by
another ship or a tentacle the effect would happen at the end of the
round of play. This gives the player a chance to move out of the sqace
where the bomb is, unless that player has already taken their turn. If
the space behind the ship is occupied by anything else the bomb
appears in the next closest space. The Explorer can turn his boat to s
counter-clockwise with the vortex, that player must use one lane for
turning they cannot just spin the boat in the space they are in.

owing:
See Off-Course Ships.

The Krakens Yortex

Once all players have finished their turn the round ends and the time
counter goes down by one. After the counter is moved every ship
(including Off-Course ships), moves back 2 and in 1 space then back
another 2 and in 1 another space (counter-clockwise & toward the
kraken). This simulates the pull of the vortex created by the kraken. If
a player happens to be pulled through a space containing a smoke
cloud, a barrel bomb, or a tentacle they suffer the effects immediatly
before the new round of play begins. Once the krakens turn is finished
the next round of play starts with the first player and turns continue
clockwise around the table.

Fig 2
Red rolls « 4 woves ap, hits
the tensacle and continues to

nrve.
Yellow rells 5 wrves_forward
hits the tentacle, continxes to
wrve and draps & barrel bowh.
Black, rolls a5 worves_firward
astacks _yellow and irs Rpwock-
ing off ane treasure and one
tm:hmw,é
hitting the tentacle.

Blue rolls an 13 woves up then
uses his special dility ta

s sail coumser-clockwise,

the Pirate ship moves f

s pick up the erew and 1y
aure dropped by the Fis

ot

ralls 8 mrues
astacks the rensacle
i sesy draps 4 swioks
and_finishes

Fig 3

oAt the end of the round
(enrrenmsly round 2), the
Off-Ciurse ship comes onto
the board ar tlr’wh‘n arrew
and ivomedistly moves back,
2 in 1 then back z and in
1. o Il ather ships move
back the same amount, in

Ex;
] lnnthm:lld
as indicaed by she arrows
and rolls « 2 an the lane

and 13 _for the S0 is
ﬂ«dﬁh ﬂqﬂ.




rations and enters on the 9 of the time track.
crew and enters on the 7 of the time track.
nter the board from the white arrow and
order as indicated above.

a oﬁ-&m‘se ship the player moves their pawn into the same
off-course ship(This is the only time two ships may occupy
space). The player spends one action then declares the tow
ships move as one piece using the towing movement speed
| on the players character card. While towing any barrel bomb or
only the off-course ship while a smoke cloud causes both
to be moved, if the towing player hits a plague crew it only effects
yers ship. The player may choose to detach a tow at any time at
bst, but you do get extra points for towing the ships to the saftey of
“home pier.
tacking 4 Jows
layer attacks another player that is towing they may choose to
attack either the players ship or the off-course ship, or both if they have
ctions. All other rules for attacking stay the same.
[ague Cyew:
Any 52-; that intentionally or accidentally sails through a space
containing a plague crew removes that token from the beard and
liscards it and all crew tokens that player has. The House boat is the
nly one immune to the damage cause by the plauge crew.

' ations:

ons are what keep you crew going, if your ship has no rations your
w cannot work effectively. When your ship has no rations you move
the tow speed for your ship and you only have 1 action each round
ntil you collect more rations.
4

g

1)
the kraken takes damag: tentacle pops up
er sails into a Smoke Cloud they become randomly
| 1D6 this indicates which lane you will be in, then roll 2D6
ise around the circle starting from the lane number
ch the number you rolled. This is the location where the
ip will be placed. If a ship lands on a space that contains
e cloud they immediatly roll again, if they land on a space
tentacle they immediatly lose two cargo. If a ship lands on
tains another ship (including off-course ships), that
6 again until the land in a space that does not contain
o tentacles cannot occupy the same space similar to
can a tentacle occupy a space with a smoke cloud in
es the player would re-roll for placement.

‘ship must be within one of the two red lanes,
you move the blood token down on
| random placement for tentacles equal
ok (1 hit =1 tentacle). Tentacles do
runs into a tentacle they lose 2
iccessful attack which
cle you kill you recieve

-Sponsorship:
%W IChahl: An upgra
XF lorer: }
-Expert Sailor: The Explorer may tu
(counter-clockwise). You must ch
may not turn your boat in one space.
-Chain Shot: You must declare when you |
successfully hit recieves -2 movement on tl
the chain shot do not lose cargo. This replact
costs 1 action.
Fisherman:
-Born Enemies: For every successful hit on the kraken you
2 damage.
-Barrel Bombs: Spend an action to drop a barrel bomb into the
on one side of the ship.

House Boat:

-Safe House: You may pick up plague crew with no detriment to y
other crew. Any time you pick up a plague crew token flipittoar
crew token and add it to your cargo.

-Smoke Cloud: Spend an action to drop a Smoke bomb in a space o
one side of the ship. Any ship sailing into the smoke cloud suffers
random placement.

Merchant:

-Greed: When you pick up a treasure from the water you may spend
one action to make that treasue count as two.

-Secondary Guns: If you attack and miss, once per turn you may roll 1;
as an immediate secondary shot.

Pirate:

-Boarding: When you successfully hit another players ship you may
choose one of the two cargo that player loses, the other is random
rolled based on the table at the bottom of the character card.

-Front Guns: You may use an action to make a 1D6 attack at anything
directly in front of the ship (excluding the kraken). }

Notes:

-All movement must progress forward around the circle.
TN

The Fisherman
7 \ | Sformed an illegal move by

maing backward inta the

lust space.
Ih}::c Boar did the
same illegel move when

moving our of ‘the red

“The Explorer must use 1 lane as a turn lane when using the
sailor special ability.
Fig 5

The 2 inner lanes (Red) have only
‘sgawes in every other lane. One spg
ree

spaces in lane 6, so a player in th
ship or tentacle in any of thos ee
movement must be respe

}
en









