SET UP

@ Exciraver @ CrioosE one caro o BE vour PLAN.
TAKES 3 CARDS THIS WiLL END YOUR PIER AND PROVIDE

YOU WITH A GOAL. YOU WILL SCORE

ADDITIONAL POINTS IF YOU CAN

ACHIEVE YOUR GOAL.

© Croose one caro

T0 BE YOUR

_II:_DUNDATION. | A
HIS WILL START .3

YouR Pien. 0 wounarmion)

OSHUFFLE THE REMAINING CARD BACK INTO THE DECK

THE PLAYER THAT LAST SAW THE SEA IS THE STARTING PLAYER.

GAMEPLAY

EACH ROUND YOU WILL DRAFT A NEW CARD T0 ADD T0 YOUR PiER,
EXTENDING FROM THE FOUNDATION towArDS THE PLAN.

% DRAW CARDS EQUAL TO THE NUMBER OF PLAYERS PLUS 1 AND
LAY THEM FACE UP.

% THE STARTING PLAYER CHOOSES ONE CARD AND PLACES IT ONTO THEIR
FOUNDATION 10 EXTEND IT.

% REPEAT FOR EACH PLAYER AROUND THE TABLE CLOCKWISE.

% THE NEXT ROUND WILL BE STARTED BY THE PLAYER TO THE LEFT OF
THE PREVIOUS STARTING PLAYER.

% AFTER ALL PLAYERS HAVE TAKEN A CARD, THERE WILL BE ONE CARD
REMAINING. THis CARD 1S A "PATRON' AND IS USED IN THE
"Patron Phase'.

Do Nor FuLLy ALWAYS LEAVE AT You MAY CHOOSE
OVERLAP THE LEAST 1 SECTION OF NOT T0 OVERLAP
PREVIOUS CARD THE PREVIOUS CARD ANY SPACE

ON SHOW




PATRON PHASE

Each Rouno, A ‘PATRON' IS AWARDED T0 ONE PLAYER. To DO THIS,
LOOK AT THE SYMBOL, OR SYMBOLS PRESENT ON THE TOP LEFT OF
THE ‘PATRON" CARD. "PATRONS' ARE WORTH 1 POINT AT THE
END OF THE GAME.

PLAYERS TOTAL UP THEIR CURRENT SCORE FOR JUST THE
CHARACTERS SHOWN ON THE SYMBOL. THE PLAYER WITH THE
HIGHEST SCORE ATTRACTS THE PATRON TO THEIR PIER. FLIP THE
CARD OVER AND PLACE IT NEXT TO YOUR PIER.

|F THERE IS A TIE, THE PLAYER WITH THE EARLIEST DATE ON THEIR
MOST RECENTLY COLLECTED CARD WINS THE 'PatRON'

SCORING

<y Frower Sereens: 1 point For EACH OTHER sywoL IN A "GRour" NEXT TO
; THE FLower SELLER. MULTIPLE FLOWER SELLERS MAY CONTRIBUTE
T0 A GROUP BUT ONLY 1 OF THEM WILL SCORE.

Q Poers: 1 Point For Every 2 PoErs ANYWHERE ON YOUR PIER ROUNDED DOWN.

Lovers: 2 PoINTS PER LOVER WITHOUT ANY OTHER CHARACTERS WITHIN 2 SPACES.
" THE TWO SPACES ABOVE AND BELOW THE LOVERS SHOULD BE EMPTY,

Fisuens: 1 Point For EACH FISHER ON THE SIDE OF YOUR PIER THAT
CONTAINS THE MOST FisHERs.

END GAME

THE GAME ENDS WHEN THERE ARE NOT ENOUGH CARDS FOR ANOTHER
ROUND. PLACE YoUR PLAN CARD NOW TO END YOUR PIER
AND TOTAL YOUR POINTS. THE MOST POINTS WINS!

% SCORE ALL VISIBLE SYMBOLS ON YOUR PiER

* Aoo 1 PoINT For EACH PATRON CLAIMED

* ADD ANY BONUS POINTS FOR ACHIEVING GOALS

IF THERE IS A TIE, THE PLAYER WITH THE MOST SYMBOLS ON THEIR

PIER WiNs. IF THERE IS STILL A TIE, THE PLAYER WITH THE EARLIEST
DATE ON THEIR PLAN CARD WINS.
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