Attack sandcastles
- gain points.
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Build sandcastles
- gain points.

Win bonuses
- gain points.

Eam bonuses based
whats in your sandcastie
and what shape it s,

Aim.
You are trying to complete as many sandcastles on your own section of beach as
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atthe end of the game and may bring in extra bonuses.

But beware, other players may attack o steal valuable
sandcastle pieces

Once the Big Wave appears players have one final turn
Incomplete sandcastles do not score.

The player with the most points in his ‘sandbank’ wins.

o= Immedatly a sandcaste s completed chack it eams

bonuses. Then colect the parts making up he sandcaste
Eaiicestc tum them face down into the player's ‘sandbank’ of points.
Althe wais are Place any camed bonuses noxt 1 he players sandoank

Bonus cards
Symbols on the back.
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Cards have different
backs to distinguish the
main play deck from the
bonus deck. Keep the
decks separate.

1) Building a sandcastle continued.
Crab and bucket cards can only be placed in a single
layer directly onto the play area.

Seagull towers can be played IN THE SAME WAY
OR PLACED ON TOP OF ANY OTHER of that.
player's cards. The seagull tower can be a diferent  piacing aseagui
shape but must join walls correctly. towr ontop of
fo of 9ol nother card can
ict that's the only way you can win the c1ange the shape.
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Sandcastle walls
must join up.

Completing a sandcastle.

As 500 as the final piece of a sandcastle is placed, check to see if it
ams any bonuses (see eaming bonuses). Collect any bonuses - this
can be from other players.

Note: Immediately a sandcastle is completed it cannot be changed or

added to. It earns bonuses and is collected for points. Eucbk:ls and
Take ALL the cards from that castle (even those covered by seagulls)  Sitad as

tum them face down and keep them in your ‘sandbank'. These will
give points (1 per card) at game end.

2) Attacking another player.
There are 3 types of attack cards. Crabs, seagulls and buckets.

Attack cards can be used to attempt to steal a placed sandcastle card from
another player OR played against an attack card (either to counter an attack of to
increase an attack).

Itis worth spending time making sure all players are clear with the way these cards
are used
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A bucket will always beat a seagull (when at the gull)

A seagull will always beat a crab (by grabbing it b ying o
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Dealing the main deck.

First find the Big Wave card and put tto one side. Shuffle the main deck and deal 3
face down cards to each player. They may look at their cards. Place 3 face up cards
in the centre of the table. This is the ‘beach’ area where players will take cards to
restock their hand. Shuffle the Big Wave into the bottom ten cards of the draw deck
and stack these face down next to the beach area.

Dealing the Bonus Cards.
Place the ‘Biggest Sandcastle'
and ‘Tallest Tower' bonus
centrally where all can see.
Spiit the remaining bonuses
and deal depending on number
of players (see table).

These are the. honuses that will
be used in this gam

Place the remaining e
in the box to be used in future.
games.

Sar. - pebblear
1 seaweed plus Biggest
‘Sandcaste’ and Tallst Tower|

Playing Sandcastles.

The player who was most recently barefoot on the beach goes first.

Play ONE card to take ONE ACTION.

Once the player's tum is complete RESTOCK you hand to 3 CARDS from the
beach face up cards or from the main draw deck. make sure the beach area has 3
cards showing before the next player's turn starts.

In a PLAYER's TURN there are 3 actions a player can take. Choose one.
1) Building a sandcastle.

2) Attacking another player.

3) Exchanging a card.

1) Building a sandcastl

= £
PLAY 1 card from your hand in font of you to start
a sandcastle or add to an existing one of yours. "%f‘
Once placed a card cannot be moved or rotated. \//

‘You can have more than one sandcastle being
built in your area during the game, however these
cannot later be joined together.
When adding to a sandcastle the new part must
join by connecting walls together.
Crabs, buckets and seagulls can be mixed ina
single sandcastle.
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AAn attack card explained.
This ‘crab’ attack is used against any card showing a bucket icon.

“The ‘whee of power'is a reminder that
;”:;:Z’:‘a':’a;‘"“ seagull beats crab, crab beats bucket,
attack. In this case a bucket beats seagull and so on.
seagull.

This shows the
target card type.
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Abucket takes a
:i\ig‘;lrl :Iaor;“-: A crab takes a bucket
aio andcastle card or
5 stops a bucket attack
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in play . A
seaguH attack will take a crab sammsne card, a crab attack takes a bucket card and

2 bucket attack takes a seagull card PlayerB

Player A

If the targetted player cannot (or
chooses not to ) counter then the
attack s successful. The attacker takes
the targetted sandcastle card and puts
itimmediately ino play in his area, He | TeY* A" atackng the seaglsancost cars
also takes his attack card and adds it takes the seagull card into his area and keeps
face down to his ‘sandbank'. the bucket attack face down I is ‘sandbank.
Player A Player B

Note: A sandcastle card cannot be
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u:uuu and buckel. Attacks can be countered and

itcamot e aken ‘added to. This is explained over
the page.



