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Game Setup 
1. Place the game board in the center of the table, and place the Kraken model on the center of 

the board.  

2. Shuffle the stack of Reef/Debris tokens and place them face down next to the game board. In 3-

player games, place a random reef token face down in each of the four sides of the outer most 

lane. In 2-player games, place them one lane closer than that.  

3. Place the damage and flaming barrel tokens in piles next to the game board. 

4. The player who most recently ate seafood will go first. 

5. Each player chooses a Ship color for themselves, and places them on the board facing clockwise, 

as follows: 

a. 2 players: The first player places their ship in the section in front of the Kraken, the 

other player’s behind the Kraken. 

b. 3 players: The first player places their ship in the section in front of the Kraken, the next 

player’s behind that Ship, and the last player’s behind that Ship. 

c. 4 players: The first player places their ship in the section in front of the Kraken, the next 

player’s behind that Ship, the next player’s behind that Ship, and the last player’s behind 

that Ship. 

6. Shuffle and deal 3 Action Cards to each player – these are kept secret in each player’s hand. 

Game Round 
1. Players then take turns playing and resolving their cards one by one. The starting player each 

round is the one who’s Ship has the most damage (if tied, the player closest to the front of the 

Kraken goes first; if still tied, choose the first tied player in clockwise order starting with the 

Section in front of the Kraken). 

2. Each card has 3 action icons. Players MUST perform all actions on the chosen card, but they may 

choose the order in which to resolve each action. Actions are resolved as follows: 

a. Forward: Move your Ship to the next Section in clockwise order, in the same Lane. 

Check for Collisions (see Collisions section below). 

b. Up: Move your Ship up 1 Lane. Check for Collisions (see Collisions section below). 

c. Down: Move your Ship down 1 Lane. Check for Collisions (see Collisions section below). 

d. Fire: Each adjacent Ship in the same section takes 1 damage. If you are adjacent to the 

Kraken, you also cause 1 Kraken Rage. 

e. Repair: Remove 1 damage from your Ship, if any. 

f. Rotate Kraken: Rotate the Kraken 90 degrees, in either direction. 

g. Tentacle Attack: Each Flaming Barrel token in the section in front of the Kraken causes 1 

Kraken Rage (and is then removed), all Ships in the section take 1 point of damage, and 

then those Ships are moved up 1 Lane. Check for Collisions (see Collisions below).  

h. Flaming Barrel: Place a Flaming Barrel token in your space. NOTE: There can be more 

than one Flaming Barrel token in a single space. 



3. Collisions: Resolve Ship Collisions with other Ships, the Outer Reef, Debris tokens, Flaming 

Barrels, or the Kraken, as follows: 

a. Collisions with other Ships: If a Ship moves or is bumped into a space with an enemy 

Ship, the enemy Ship will be bumped (bumping any other Ships that may be in the way, 

and so on). If the original action was Move Up or Move Down, move the bumped Ship 1 

Lane up or down respectively. If the action was Move Forward, move the bumped Ship 

to the position exactly 1 Section forward and 1 Lane down from where they started. 

Check for any other Collisions, as detailed below. 

b. Collision with the Outer Reef or Debris Tokens: If a Ship moves or is bumped into the 

Outer Reef or a Debris Token, the Ship takes any damage stated on the Debris Token (if 

it has been revealed), and then it returns to its original Lane, bumping any other Ships 

down 1 Lane to make room. 

c. Collision with Flaming Barrels: If a Ship moves or is bumped into a Flaming Barrel, the 

Ship takes 1 damage (for each Barrel present) and the Flaming Barrel token is removed. 

Note that only a Ship entering the space takes damage, not any Ships that may have just 

been bumped out of the space. This is also true in cases where a Ship may be bumped 

out and then return to the space due to collision with other obstacles – the Ship that 

was bumped out does not take any damage from the Flaming Barrel. 

d. Collision with the Kraken: If a Ship moves or is bumped into the Kraken, it may take 

some damage – 2 points if the collision Section was in front of the Kraken, 1 damage if it 

was one of the sides, and no damage if it was the rear. However, bumping the Kraken in 

the rear causes 1 Kraken Rage. The Ship is then placed in the lowest Lane in the same 

Section, bumping any other Ships up 1 Lane to make room, as needed. 

4. After all players have resolved their cards, perform the following final steps: 

a. Reveal any face-down Debris tokens (flip them face up). 

b. Each player discards their Action cards and draws 3 new ones (reshuffle the discard pile 

when needed to create a new draw deck). 

c. Start the next round. 

Sunken Ships 
When a player’s Ship has 5 or more damage, they are sunk. Perform the following immediately after the 

current Action card (or Kraken Rage Attack) has been resolved: 

 Remove the sunken Ship. 

 Place 4 random Reef/Debris Tokens, face down, in each of the outermost Lane spaces, indicating 

that Lane is no longer available (there can never be fewer than 2 Lanes).  

 Any Flaming Barrels that were in those spaces are removed.  

 Any Ships that were in that Lane are automatically moved down 1 Lane, following normal 

Collision rules noted above. 

  



Kraken Rage 
Three events cause Kraken Rage: Shooting your Ship’s cannons while adjacent to the Kraken, bumping 

into the rear of the Kraken, and when the Kraken tentacles attack a section with flaming barrels (the 

Kraken gains 1 Rage per barrel destroyed).  

Kraken Rage Attack: Once the Kraken’s Rage meter has been filled up, perform the following 

immediately after the current Action card has been resolved: 

1. Reset the Kraken Rage meter to 0 

2. The Kraken immediately performs the following actions, in order (each rotation is clockwise): 

 

3. Notes: 

a. Any barrels destroyed by the Tentacle attacks actions cause additional new Rage 

b. Each Rotate action is clockwise 

c. Any ships destroyed during this Kraken Rage Attack are resolved after the entire Kraken 

Rage Attack has been resolved 

Winning 
The last Ship remaining escapes from the clutches of the now well-fed kraken, winning that round! If all 

remaining Ships were destroyed by the same Action card (or Kraken Rage Attack), then the last Ship to 

have been destroyed is the winner of the round. If all remaining Ships were destroyed by the exact same 

Action (simultaneously), then each of those Ships is counted to have won that round. 

Reset the board for the next round, EXCEPT leave the Kraken Rage meter where it left off. Play continues 

for additional rounds until one player has won three rounds (two rounds in 4-player games). If multiple 

players are tied, play additional rounds until only one winner emerges! 

  


