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m Strategically place your fish to build your school,
P77 dominate the depths, and score the most points.

-y But beware, the pond is a fish-eat-fish world!

Setup

1. Select Board Side: Players agree on using Side A or Side B and place
the board in the middle of the table.

. Choose Fish Tokens: Each player takes 18 fish tokens of their chos@n
color (yellow or blue)

. Create Starting Line-Up: Each player secretly selects 3 fish tokens as
their starting lineup. These are the "available" fish and are placed fade
down on the table.

. Reveal Line-Up: Players simultaneously reveal their 3 selected fish
tokens, placing them face up. The remaining tokens are shuffied into 3
face-down stacks of 5 each, forming the "replacement” fish stacks.

5. Determine First Player: The player who last ate fish goes first. d
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Gameplay

The First Three Rounds

1. Place a Fish: The first player places one of their 3 avallable fish m]uan
on any vacant space on the board.

. Replenish Available Fish: After placing a fish, the player looks at the
top fish on all three replacement stacks and selects one to repleng
their supply of available fish. This chosen fish is placed face up, and
the two unselected fish are returned to the top of their respective
stacks, face down

. Opponent’'s Tum: The next player follows the same steps, ensuring they
place their fish on a vacant space not adjacent to an opponent’s fish.
. Repeat: Play alternates between players
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The Rest of the Game
After the first player places their third fish, piayers gain access ”fu
to two additional options on their turn: e
1, Conflict W
= Initiating Conflict: Place a fish adjacent to an opponent’s fish to
initiate a conflict
Winning Conflict: A fish defeats and kills an opponent’s fish if the
opponent's fish is smaller in size. With one exception (explained
below), a fish may not be placed next to an opponent’s fish if the
opponent’s fish is greater or equal in size.
Group Conflicts: Afish can defeat a group of opponent’s adjacent
,ﬁah'lf its size is greater than the combined total of the groupebut
likeWise cannot be placed next to two or more adjacent fish r-r the
' combined value is equal to or greater in size.

Flipfany defeated fish token(s) face down.
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Conflict (continued)
- Exception: Size-1 Fish vs. Size-6 Fish; A size-1 fish can kill a size-6 fish
but no others. Size-1 fish cannot defeat size-2 through size-5 fish. And
size-1 fish cannot defeat two adjacent size-6 fish -only one at atime.

* Placing Next to Dead Fish: Dead fish pose no threat, and players

can place fish adjacent to them without restriction.
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2. Removing Dead Fish
« A player may choose to remove a dead fish from the board instead
of placing a fish. This creates an open space for future placement
Removed fish are permanently discarded from the game.
If a player cannot place a fish legally, they must remove a
dead fish instead.
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End of Game

The game ends when:
1. A player places their last fish on the board.
2. A player cannot legally place or remove a fish on their turn.
In either case, the other player takes one final turn before the game concludes
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. Surviving Fish Points: The size of each surviving fish equals its point
value, except size-2 fish, which are worth 8 points. There are no points
for dead fish.

. Depth Bonuses:

On Side A, score additional points based on placement:
+ +6 points for fish in the center (deepest part)
+ +4 points for fish in the second ring
+ +2 points for fish in the third ring.
+ +0 points for fish in the cutermaost ring.
» 0On Side B, depth bonuses are scored as marked on the board.
. Tiebreakers:
Most depth bonus points.

Most livingfish-en-the board.
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