
Citie Lo

The Card Game

You have arrived at Neko Harbour and are planning to travel around the 
Antarctic Peninsula to see different kinds of penguins. You may see other 
creatures as well. Travelling in Antarctica can be unusually challenging. 
However, with licences, everything can become much easier. If you 
manage to see the most penguins during the trip, you may win the game!

“We wish you A Pleasant Journey to Neko!”

Over the course of the game, players will stock goods 
and supplies, upgrade their harbours, prepare ships 
for voyages, and visit local sites. Players gain points 
for planning ahead, having well-prepared harbours

and ships, and managing their resources. 
[Experienced players who want a more challenging 
version of the game may refer to the variant 
sec�on at the end of the rule book.]

Overview
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Seperate all Ac�on cards into 2 different decks: 
Periods 1 and 2. (The backs of the cards are 
marked accordingly.) From each of the 2 decks, 
use the following cards: 
2 players: 16 cards (        only)
3 players: 24 cards (        &            only)
4 players: all 32 cards

Return all unused cards to the box. Shuffle each of 
the new decks thoroughly and place them face 
down within reach of all players. 

Contents & Setup
100 Cards (63mm x 89mm): 
‧64 Ac�on cards

   - 32 Period 1 cards
   - 32 Period 2 cards
‧8 Overview / Turn order cards (2 per player) 
‧8 Harbour cards (2 per player)
‧5 A�rac�on cards
‧15 Expansion cards (for variants on page 15)

120 Cards (44mm x 63mm):
‧24 Ship cards (6 per player)
‧36 Fish / Goods cards
‧30 Licence / Penguin cards (2VP cards)
‧30 Captain cards (1VP cards)

1 Score Pad

01

02

a

c

d

b

S

04

03

2

A

B
C

D

E

Coin Goods Fuel Victory Point LicenceFish Ship Captain Hub

??
Icon Overview

Separate Fish/Goods cards, Licence/Penguin cards 
and Captain/1VP cards into six approximately equal 
decks and place them nearby as a general supply.

Shuffle the A�rac�on cards deck face down and pick 
randomly as follows: 
2 players: 3 a�rac�ons 
3 players: 4 a�rac�ons 
4 players: 5 a�rac�ons

Display the selected A�rac�on cards face up. Return 
any remaining A�rac�on cards to the box. 

Each player selects a color and places the 6 Ship cards 
and 2 Harbour cards of that color in front of them to 
form their play area. 

Players stack their 2 Harbour cards on top 
of each other so that only the Level 1 
column from the bo�om card is revealed. 

Players place their Level 1 Ship card 
above their Harbour card and then place 
the 5 remaining Ship cards to the le� of 
their harbour as a ship supply. 
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Setup Example
(4 players)
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The player who has seen penguins most recently 
becomes the first player and takes the 1st Turn 
order card (/ Overview card). Alterna�vely, the 
player who is best able to mimic penguins 
becomes the first player. The remaining overview 
cards are distributed either randomly or in clockwise order.

Following the player order from
step 05, players add Fish cards to 
their supply as follows:
2 players: 1, 2
3 players: 1, 1, 2
4 players: 1, 2, 2, 3
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Card Reference Guide

4

A�rac�on Card

Ac�on Card Harbour Card

Ship Card Captain Card

Action Type

Hub level HubIncreases levels of adjacent hubs

Action 
type

Action 
type

Action 
type

Better
reward

Reward Game-end
scoring

Card 
effect

Card 
name

Initial Resource limit Immediate rewards for
Harbour upgrades

Harbour
rewards

Upgrade
costs

Harbour
levels

Card 
name

Illustration

Symbol for specific player counts

Illustration
Illustration

Hub levelVictory 
point
value

Coin
cost

Ship level- 
back of
this card

Ship 
level 

Hub connector

Harbour Hub

Note: For more details on each card, please refer to the explanations on pages 13 - 15.

Persistent 
ac�on: 
Use the 

effect 
depicted on the 
card each �me 
it’s applicable or 
the condi�on is 
met.

Immediate 
ac�on: Use the 
benefit once 

immediately. It 
cannot be saved for later 
use. A�er triggering an 
Ac�on card with this 
symbol, tuck it under any 
column to upgrade a hub. 

Once per 
turn: 
Use the 

ac�on or 
resource icon on 
the card once per 
turn during the 
ac�on phase.

Ship moves in: 
Ac�vate the 
effect once 

whenever a ship 
moves into the column.

Game-end scoring: 
Score the card 
when the game 

ends. 
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Game Play

When all players have 6 cards in their hands, the 
dra�ing phase ends and the cards remaining in the 
display are returned to the box.

Period 2: Dra� the Period 2 cards at the start of 
the next period following the same procedure.

Special dra�ing rules for 2 players: Shuffle the 16 cards for the period and draw 8 cards to 
display for the first dra�ing. The first player takes 1 card from display and then the second player 
takes 2 cards from display. A�er this, the first player takes 2 cards and then the second player takes 
1 card. Following the first dra�ing of the period, each player has 3 cards in hand. 

For the second dra�ing of the same period, display the remaining 8 cards. This �me the second 
player takes 1 card and the first player takes 2 cards. Then, the second player takes 2 cards and the 
first player takes 1 card. A�er the second dra�ing, each player will then have 6 cards in hand. 

01 Drafting phase

3-Player Example

Captain’s Word

4 rows

1-card sets 2-card sets 3-card sets

A game plays over 2 periods. Each period consists of a Dra�ing phase and an Ac�on phase. An intermediate game 
scoring occurs at the end of each period.

Period 1: Display the Period 1 cards by crea�ng 
rows as follows:

Reveal 6 cards in each row. Form each row with 
three separate sets: 1st set with 1 card, 2nd set 
with 2 cards, and 3rd set with 3 cards. For games 
with 3 or 4 players proceed in this fashion un�l 
there are as many rows as players plus 1. For 
example, in a 3-player game, reveal 4 rows of 6 cards 
each in 3 sets. Return remaining cards to the box. 
(Special rules apply for a 2-player game, see below).

Star�ng with the first player and proceeding in 
player order, each player takes a set of their choice 
from a row of their choice into their hand in 3 turns 
total. In the end, each player must have 6 cards in 
hand. Players must not take the same sized card 
set more than once. For example, if a player has 
already taken a 2-card set during their first turn, 
they must not take a 2-card set again in a later turn. 

5
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For his second turn, Marco chooses a 3-card set. 

For his last turn, he can select only a 1-card set from one of the 
rows since he has already taken 2- and 3- card sets.        Marco 
decides to take the Permit Office. 

Example: Drafting phase: Marco is the first player 
and takes a 2-card set from the display for his first turn. 02 Action phase1

Preparation Line

Player supply

Player’s play area

Harbour

2

1

3

3

4

4

2

6

On a player's turn, a card must be played into 
the Prepara�on Line. They can decide to 
either 1) add it to an action column or 2) 
deactivate the card to upgrade any of their 
hubs.

1) Adding a card to an action column

The first card played must be placed to the 
right of the harbour. Each card played in 
later turns must be adjacent to the 
previous card if it is a different type of 
card. If it is the same type of card, tuck it 
under the matching column making only 
the effect box visible. A column of the 
same kind of cards is an ac�on column. 
The new card effect is available for ac�va�on 
immediately and for the rest of the game.

Star�ng with the first player and following in 
player order, each player takes a turn. On their 
turn, a player must take their main, mandatory 
ac�on: playing a card to their Prepara�on Line, 
and then ac�va�ng columns. 

As each column is ac�vated, each card in that 
column may provide resources (licences, coins or 
fuel icons), Resource cards, abili�es, or game-end 
scoring cards.  
Play a card to the Prepara�on Line and 
ac�vate ac�on columns (mandatory)
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Action columns

Tuck under any
action column

The first 
action
card must 
be placed 
next to the
harbour

Tuck an action 
card under a 
column if there’s 
already the same 
type of card in the 
Preparation Line 

+

+

Example: During the action phase, Louis plays his first card 
from his hand. He decides to play a Permit Office to one of the 
action columns. Since it’s the first card in the Preparation Line, 
he must place the card next to the harbour. After playing the 
card, he activates the Permit Office.  

For his next turn, he adds a second card to his Preparation Line: 
a Supply Vessel. Since this card type differs from the type(s) in 
the other column(s), he creates a new column by placing it next 
to his Permit Office. So far, he has created two action columns. 
After playing the card, he then again activates his action 
columns from left to the right. He must first activate Permit 
Office and then Supply Vessel.

Louis decides to add another Supply Vessel on his third turn. 
Since there is already a Supply Vessel action column in the 
Preparation Line, he tucks the Supply Vessel directly under that 
column and then activates action columns from left to the right. 

On his last turn of the Action phase, Louis has one card left  in 
his hand. He decides to deactivate this card and use it to 
upgrade his second column’s hub level. He tucks the Tourist 
Center under the top of the column and leaves only the hub of 
the card visible, thus upgrading the hub level from 2 to 5 for that 
column. He then takes 2 Fish cards as a reward from the supply 
and sets them aside / above his play area. Next, he proceeds by 
activating his action columns from left to the right.   

7

Note: 
Even a single card in the Preparation Line 
can form an action column. 

2) Deactivate a card to upgrade a hub

To deac�vate a card, tuck it under the top 
of any column leaving only its hub area 
visible, and take 2 Fish cards from the 
supply. By doing so, the hub level of that 
column is now upgraded.

Activate all action columns

In either case, a�er playing a card, ac�vate 
the Prepara�on Line ac�on columns from 
le� to right, one column at a �me. Each 
column may provide resource icons (for 
immediate use), Resource cards (for use 
on subsequent turns), ac�on abili�es, or 
opportuni�es for game-end scoring.

2 Fish cards
as a reward

Hub level
upgraded
to level 5
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Addi�onal ac�ons (op�onal)

Example: Upgrade from level 1 to 2 

Reveal the 
next level

Gain a Captain 
card as a reward

Flip

swap

Spend 3 
Licences

Spend 1 
Licence

= +

33

11

Spend 4 
Licences

Take a Level 6 ship from the supply
and return the Level 2 ship to the supply 

44

33

Example: Upgrade from level 3 to 4 

Example: Upgrade from level 2 to 6

Example: Judy added a card to her Preparation Line. She then 
activates her action columns from left to right. Judy activates the 
first column which gives her 2 licence icons per turn.       She 
would like to upgrade her harbour by 1 level and it costs 3 
licence icons for this upgrade. She must pay an extra Licence 
card to cover the shortfall.       To pay, she discards the Licence 
card from her supply. She has now upgraded the harbour by 1 
level and gains a Captain card as a reward.

3

3

1

2

2

8

As columns are ac�vated and resources are 
received, resource icons can be accumulated 
and used only during that one column’s 
ac�va�on. Use of these resource icons cannot 
be carried over for later use a�er that 
column’s ac�va�on is complete. To pay a cost, 
use of icon resources can be supplemented 
by spending matching Resource cards earned 
during prior turns. (Resource cards cannot be 
used on the turn during which they are 
earned.)  No cards may be taken for any 
unused icons. Each type of Addi�onal Ac�on 
(licence, coin and fuel) can be performed 
mul�ple �mes, but only either:

‧during ac�va�on of that type of column, 
if it is present within the player’s Prepara-
�on Line, OR
‧a�er ac�va�ng all ac�on columns and the 
player does not have that column type built.

For example, if a player has a coin-genera�ng 
column, they cannot perform addi�onal coin 
ac�ons a�er ac�va�ng all of their columns; all 
coin ac�ons must be performed while the coin 
column is ac�vated. This also means that players 
do not lose out on the opportunity to take each 
type of ac�on; only the �ming is affected.

1) Licence ac�on 

‧Upgrade Harbour: Spend 3/4/6/9 
licences to upgrade a harbour to level 
2/3/4/5. Immediately receive the 
reward indicated for that next level. 

1

‧Upgrade a ship: Each upgrade costs 
1 licence. Only ships in the Harbour 
and Prepara�on Line can be upgraded. 
Each �me a ship is upgraded, the 
player must have a ship corresponding 
to the new level available. If the new 
ship is from the:

- player’s supply, swap the two ships.
 - flipside of the ship to be upgraded, 
flip the current ship over in place. 
(Note that the opposite sides of the 
Ship cards sum to 7, like a die.)  

For example, to upgrade a Level 1 ship 
to level 6, spend 5 licences and flip the 
Ship card onto its other side. 
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3) Fuel ac�on

‧Move a ship: For each fuel spent, 
players can move a ship forward once 
to or along their Prepara�on Line, to an 
a�rac�on, or between a�rac�ons:

a. Moving a prepara�on line ship

Use 1 fuel for each movement of a
single ship. Players may move the

Fish is energy-giving 
food: Each Fish card can 
be used as either 1 coin or 
1 fuel when performing 
any Addi�onal Ac�on. 

Captain’s Word

66

33

Example: 

Example: 
The player uses a 
single fuel from 
the second action 
column to move 
the Level 1 ship 
one step forward, 
and checks if the 
harbour reward 
has been 
triggered.

Example: Sophie now
activates her second
action column which
provides her with one 
fuel.       She moves her
Level 1 ship to the next 
action column (where 
there is already another 
Level 1 ship).       After moving the Level 1 ship, she must first 
determine if the arrival of the new ship triggers the hub for a 
harbour reward. Since the column’s hub level total of 3 (1+2=3) 
is higher than the total of the two ships (1+1=2),      she can 
choose a harbour reward. Since her harbour is at level 2, she can 
choose either a Fish or a Licence card. She takes a Licence card 
from general supply and places it above her play area.

Trigger hub
and get a 
harbour 
reward

Move

+
2

3

3

4

4

1

1

2

2) Coin ac�on 

‧Buy a ship: The player 
spends twice a ship’s 
level in coins to buy from 
their supply and place it 
on top of their harbour.
For example, a level 3 
ship costs 6 coins.

‧Buy a licence: Spend 3 
coins to buy a Licence 
card from general supply 
and place into the 
player’s own supply. 

same ship more than once, and move
mul�ple ships on the same turn. 
When a ship arrives at a column, the
player must first check if the hub can 
be ac�vated. (This occurs prior to 
triggering any       cards lower in that 
column.) The hub may ac�vate IF the 
hub level is higher than the sum of 
the ship’s or ships’ levels. If ac�vat-
ed, the player receives the reward 
from their harbour immediately. (If 
the harbour has been upgraded, the 
player may s�ll opt for a lower-level 
reward.)
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Important! To determine upon
arrival at a hub if it has been 
triggered for a Harbour reward, add 
the levels of all ships on that column.

Sinacova’s Word

Example: Marco wants to move his Level 4 ship to an attraction, 
Penguin Island. After adding a card to his Preparation Line, he 
activates his action columns from left to right. His 1st column is 
Supply Vessel, and it provides him with 1 fuel.       He uses the fuel
to move his Level 4 ship from the 3rd to the 4th column.       He 
immediately checks if that column’s hub has been triggered for a
harbour reward, and unfortunately, it was not. Since there is a 
Level 1 ship on the column, the total level of ships is 5, which
is equal to (but not less than) the hub level of 5.       His Level 4 
ship is now at the 4th column. Since the column number equals the 
ship’s level, the ship is fully prepared. He can now move the ship to 
the Penguin Island attraction by spending 1 Fish card for 1 fuel. 

Judy’s Level 3 ship is already at Penguin Island, so he can gain 
only the Basic reward. In this case (because the Basic reward = 
nothing), he receives nothing.       (Note that if Judy’s ship had 
already left the Island by the time Marco’s ship arrived, he would 
have instead received the Better reward since there would have 
been no other ship at the attraction.)

However, although he did not receive a reward, he could 
potentially win more game-end points (20 points) than Judy (10
points). (Attraction scoring is detailed on page 12.) After finishing 
the Supply Vessel action column, he moves on to activate of
the next action column and continues his turn.

Reminder: Each ship may receive only one attraction reward during 
the game: either a Basic (center) or Better (left box) reward. If 
Marco were to move the same ship to an adjacent attraction during 
a later turn, he would not receive a reward from the attraction. This 
is because the ship has already received a reward -- even though, in 
this case, it was a “nothing” reward. Each ship is eligible to receive 
a reward only the first time it visits any attraction.
     

Get a reward

Attraction
card

Move

3

4

5

1
2

Example: 

2

4

4

5

3

b. Moving a ship to an A�rac�on or 
moving between A�rac�ons 

A ship is ‘fully prepared’ if it is in a 
column number (coun�ng from the le�) 
that either matches or exceeds its level.  
Fully-prepared ships are eligible to be 
moved to any a�rac�on for a cost of 1 
fuel. For example, when a Level 3 ship is 
in the 3rd column (or beyond), it has 
completed its prepara�on and can be 
moved to any a�rac�on on display. The 
first �me, and only the first �me, a ship 
moves from the Prepara�on Line to an 
a�rac�on, the ship’s arrival will trigger 
receipt of a reward. If it is the only ship 
present when it reaches an a�rac�on, 
the player receives the Be�er reward 
(le� box). If there is already at least one 
other ship at the a�rac�on, the player 
receives the Basic reward (middle box). 
For 1 fuel, a player may also move their 
ship from an a�rac�on to an adjacent 
a�rac�on. In this case, the ship will not 
receive another reward since each ship 
can only ever receive 1 a�rac�on reward.
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a Level 5 ship scores 5 points. Each remaining ship  
in the Prepara�on Line (but not in the harbour) 
scores 1 point. A�er scoring, move all ships in the 
Prepara�on Line back to the harbour  - retaining 
their levels. Record the points on the score pad. 

 

The player who now has the 
highest total level of ships in 
their harbour becomes the 
1st player for Period 2 and 
takes the 1st turn order card. 
Second highest will be 2nd 
player and takes the 2nd turn 
order card, etc. If there’s a 
�e, all �ed players retain 
their rela�ve order. 

11

End of a player’s turn

Important! Only ships in the 
Harbour and Prepara�on Line can 
be modified. For example, a ship 
already docked at an A�rac�on 
cannot be upgraded. (Ships at 
A�rac�ons can s�ll be moved to 
other A�rac�ons, or they can remain 
in place un�l the end of the game.)

Sinacova’s Word

Important! The 
end-of-turn hand 
Resource card limit is 8. 
Players must discard down 
to this amount at the end of each turn. 
Some cards may increase this supply 
capacity limit so that players may hold 
more Fish, Licence and Goods cards. 

Sinacova’s Word

Period-end Note
(Max 8)

Since Resource cards earned during a turn (from 
ac�va�ons or rewards) cannot be used on the 
turn during which they were earned, it is suggest-
ed that players gather these cards above their 
play area during their turn and add them to their 
supply at the end of their turn. A�er this, check the 
Resource card limit (see below). Then their turn ends. 

Following in the established order, the next player 
takes their turn. Play con�nues un�l each player 
has no cards le� in their hand. At this point, the 
period ends.

Period 1: A�er scoring Period 1, players then start 
the second period.
Period 2: Prior to execu�ng the second and final 
period-end scoring, players may use any Fish, Goods 
and Licence cards in their supply at the end of their 
6th turn to perform Addi�onal Ac�ons. They may 
instead decide to keep some or all of these cards — 
and must keep any new cards gained as a result of 
these Addi�onal Ac�ons (limit at 8 s�ll applies) — 
for possible game-end VPs. Players then proceed to 
scoring for the end of Period 2, followed by Final Scoring.

lv.4
4VPs

lv.1
1VP

lv.3
1VP

lv.2
0VP

Preparation lineHarbour

End of 
preparation 
line

Example: 

Period-end Scoring
Each ship above the last column of the Prepara�on 
Line scores points equal to its level. For example,   

II

Marco Judy

2nd period

1st period
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Scoring ExampleGame-end and 
Final scoring Example: When the 3-player game ends, Marco 

(orange player) calculates his final score:

1) Marco 
won second 
place at the 
attraction 
Livingston Island 
and scores 7 
points (14/2). 
For first place at 
Penguin Island 
he scores 20 
points. He also won third place at King George Island, 
which gives him 2 points, rounded down (10/2/2=2). 
Overall, Marco scores 29 points for attractions.

2) Permit Office scores 8 points. Seaside Town scores 3 
points for 3 goods cards. Shipyard scores 3 points. In 
total, he scores 14 points for his game-end cards.

For Resource cards still in hand and ships, he adds:
3) 2 points for one Penguin card; 4) 2 points for two 
Captain cards; 5) 3 points for three Goods cards; and a 
further 6) 1 point for his Level 5 ship. As a result, he 
scores an additional 8 points.  

Adding the Period-end and Game-end subtotals 
together, Marco scores 2 (period 1) +2 (Period 2) 
+29+14+8=55 points. He wins and is recognized as the 
person who saw the most penguins in Antarctica! 

Marco’s 
play area

A�er the second period-end scoring, the game 
ends. Evaluate each of the following card types 
and record the Penguin Point VP results on the 
score pad. 

1) A�rac�ons. For each card, the player 
whose ships add up to the highest total levels 
scores the full amount of VPs indicated on 
the A�rac�on. The player with the 2nd highest total 
levels wins half of the VPs (rounded down), and 3rd 
place half again, etc. In the event of a �e, the player 
who has a ship docked at the higher level wins.  

2) Game-end Scoring cards. Determine the 
value of all cards that contain the 
end-of-game scoring icon.

3) Penguin cards. Each scores 2VPs.

4) Captain cards. Score 1VP for each 
unused card. (Flip to the reverse 1VP side to 
make them easier to count.)

5) Goods cards. Score 1VP per card. 

6) Ships. Each level 5 (1 VP) and 6 (3 VPs) 
ship scores. Count ships in the Prepara-
�on Line, the Harbour, and at A�rac�ons. 

A�er adding all the VPs, the player who has the 
highest total of Penguin Points wins the game. If 
there’s a �e, the player with the lower total ship 
level wins. If there’s s�ll a �e, the player who has 
more resources remaining wins the game. If there 
is s�ll a �e, the victory is shared!

55 66
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3) Fuel ac�on

‧Move a ship: For each fuel spent, 
players can move a ship forward once 
to or along their Prepara�on Line, to an 
a�rac�on, or between a�rac�ons:

a. Moving a prepara�on line ship

Use 1 fuel for each movement of a
single ship. Players may move the

Game-end scoring 
Score 4 points for every set 
of 3 Tourist Center cards
(including this one).

Game-end scoring 
Score 8 points for every set 
of 3 Permit Office cards
(including this one).

Game-end scoring 
Score 6 points for every set 
of 3 Supply Vessel cards
(including this one).

Card Explanations

Tourist Center

22 44
Game-end scoring
Every Goods card scores 1 
addi�onal point

Each �me a 
ship arrives 
at this 
column, 

take a Goods card from the supply. Player also 
receives a permanent, one-�me increase in their 
supply capacity (Resource card hand limit) of +2.

Seaside Town 

11

+2+2

Each �me a ship arrives at this column, 
take a Goods card from the general 
supply. 

Supply Vessel 

6633

22

Permit Office

22

8833

Once per turn
Gain 2 coins

Once per turn
Gain 1 fuel

Once per turn
Gain 1 licence

Once per turn 
Gain 2 licences

Once per turn
Gain 2 fuel

Each �me a ship arrives at this 
column, upgrade the ship’s level by 1.

Immediately score one 
point for each Level 4, 5 
and 6 ship. Take VP cards 
from the supply equal to 
the total needed. 

Game-end scoring 
Score points equal to the 
final harbour level. (A 
harbour level of 4 will score 
4 points.)

Once per turn 
Gain 4 coins

Shipyard

11

??

13

4+4+
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Gain 2 Coins or 1 Fuel  
which can be added to a 
coin or fuel ac�on while 
taking a coin or fuel column 
ac�on this turn. 

Game-end scoring
Score 1 addi�onal point for 
each Captain card.

Upon reaching an a�rac�on, 
player’s ship takes the highest 
posi�on. (A ship’s posi�on is a 
�ebreaker during game-end 
scoring.)

To upgrade the Harbour’s level, pay the indicated 
number of Licence cards and move the Harbour card 
to the le� to reveal the next level. Gain the Captain 
(and Goods) card(s) for that upgrade immediately.

Note: Placing a Shipyard in the 
Preparation Line will upgrade the 
levels of adjacent hubs.

Each �me a harbour 
reward is not received, 
take 1 Fish card. 

The player now has an 
unlimited supply capacity 
(as opposed to the 
ini�al limit of 8).

Receive the 
Be�er 
reward 

each �me a ship first 
reaches an A�rac�on. 
(One reward per ship 
limit s�ll applies.)

Buy a Licence card for 2 
(rather than 3) coins. 

Receive a Penguin card 
each �me the player’s 
harbour is upgraded.

Player can flip over 
either a Fish or Licence 
card in their supply.

Each �me a ship is 
moved to a level 6 
(or higher) hub, 
receive an extra 
Goods card.

Whenever a 
card is 
deac�vated, 
take 1 Fish 

card and 2 Licence cards instead of 2 Fish cards. 

22

/22

6+6+

/

11
Research Station

XX

Harbour

Immediate
Rewards for
Harbour 
upgrades

Upgrade costs

Harbour 
Rewards

Harbour 
Levels

14

33446699

Lv.5 Lv.1Lv.2Lv.3Lv.4
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Each Captain card allows upgrade of one 
hub by 2 levels by tucking the Captain 
card under the top of the chosen 
column. Otherwise, each unused 
Captain card scores 1 VP at the end of  
the game. 

Immediately 
Gain the 
cards shown.

Immediately upgrade a 
ship in the harbour or 
Prepara�on Line by 1 or 
3 levels. 

Immediately 
Gain 1 Resource 
card or Penguin 
card.

Immediately 
Gain 1 
Captain card.

Game-end scoring
The VP value of the type of 
A�rac�on card is calculated by 
adding up the levels of all ships 
docked at this a�rac�on. For example, if 3 ships 
with levels 4, 2 and 5 are docked, the VP value of 
this a�rac�on is 11. Scoring now follows the usual 
game-end scoring process for A�rac�on cards. 

Nothing

Captain Variants 

Attraction

11

22

33 11

--

??

P

15

Immediately 
Gain 1 specific 
Resource card or 
Penguin card.

01 Kickstarter Pack (5 cards in total)

The five KS A�rac�on and Research 
Sta�on cards can be shuffled into their 
respec�ve decks during setup if players 
wish to include them in the game.

02 Fishing Boat Expansion (10 cards)

Setup

A�er comple�ng the regular game 
setup, divide the Fishing Boat cards 
into 2 decks (5 cards each) for Periods 
1 and 2. Reveal all Period 1 Fishing 
Boat cards and display them in a row 
in the center of the play area. 
Set the five Period 2 Fishing Boat cards aside for 
use later during Period 2.

Rules

The first selec�on of Fishing Boats takes place 
a�er the first intermediate scoring. Players each 
count the number of coins they have in their 
Prepara�on Line and add the number of Fish cards 
they have (since these also count as 1 coin each). 
Players then compare their coin totals to deter-
mine player order for selec�ng Fishing Boats. The 
player with the most coins chooses one Fishing 
Boat first. The player with the second highest total 
chooses next, and so on un�l each player has 
selected a Fishing Boat. 

If there’s a �e, the player who has more ships 
chooses first. If there’s s�ll a �e, the player who is 
later in the turn order chooses first. Return that 
period’s remaining Fishing Boat cards to the box. 
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Each �me a ship arrives at this column, the player 
may perform one swap of the indicated cards and 
quan��es, in either direc�on. 

Each Goods card scores 
1 addi�onal point.

Each Penguin card 
scores 1 more point. 

Each Licence card 
scores 1 point.

Choose a column and score 
1 point for each hub level in 
the column (max. 3 cards).
(Ex. a column with hubs 
2,1,3 & 2 scores 7 points.)

Each Captain card 
scores 1 more point.

The contents of this game can only be used for 
purposes of strictly personal and private entertainment.

I would like to thank numerous people who 
helped the development of the game, my 
backers on Kickstarter and many supporters. 
Thank you for supporting my game!

Credits

Game Design / Illustrations: Citie Lo
Proofreading: Pablo Postigo 
Editor: Deb Jennings

Email: dasholzspiele@gmail.com
Official Website: www.thewoodgames.com

C 2021 The Wood Games

11

1111

11

??
??
??
??

16

Penguin card
/

4 Fish cards

Goods card
/

1 Captain card
1 Fish card

Captain card
/

1 Penguin card
1 Fish card

Licence card
/

Captain card

/
Licence card or Goods card 

/ 
3 Fish cards

A�er taking a Fishing Boat, the player may either 
1) place it immediately into their Prepara�on Line 
as a new column, or 2) deac�vate it, take 2 Fish 
cards and upgrade one hub (similar to deac�va�ng 
any other card). 

A�er all players have placed their Fishing Boats, 
reveal and display the Period 2 Fishing Boat cards. 
A�er the 2nd Period-end scoring, distribute the 
Fishing Boats as outlined above. 

Card explana�ons

These cards score at the end of the game: 
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