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Sail by the grace of the Tikis!

An exciting trick-taking game by Giinter Burkhardt
for3 to 5 players from 8 years old

Aloha! Adventurers sail the oceans and hope to gain the favour of Kanaloa, the god of water, to get ahe-
ad fastest. He sends his spirits of the four elements, the Tikis, to assist them. But the Tikis’ heads are filled
with nonsense and they try to trump each other. Kanaloa himself has to intervene to get everything back
in line and protect the sailors from the danger of the shallows, the octopus. Who will dlaim victory with
the help of the right Tikis and sail towards the sunset as the lucky winner?

(ONTENTS

65 playing cards:

12 ocean cards 48Tiki cards 3Kanaloacards 2 octopus cards

5 boats in different colours W

1 game manual

AIM OF THE GATIE AT

The aim is to take the most tricks by skillfully playing the cards to get ahead Sk
as fast as possible with your boat and to outrun the slowest player. ﬁ
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The ocean cards:
They show the oceans the boats sail. Each card consists of 2 water spaces in
different colours.
& The space with the island is the start field.
& Some fields show a dolphin that comes to the aid of players

who are alone on the water.
If a player moves their boat to a water space with a dolphin icon, and if the
spaces in front and behind the boat are free, the player may immediately
move forward by one more space. Only one boat is allowed on each water
space at a time. Exception: Start field at the beginning ofthe game.

The Tiki cards:

The Tikis symbolise the 4 elements and each
element is represented by a specific colour.
There are 12 cards for each Tiki with the values
1to12

The Kanaloa card:

Itis the strongest card in the game and can be played at any time, even if the player
has the suit played in their hand. It beats every Tiki card, even cards in the trump suit.
If several Kanaloa cards are played in one trick, the player who last played a Kanaloa
card takes the trick.

The octopus card:

The weakest card. A player can never take a trick with this. Like the Kanaloa card, it
can be played at any time.

N.B.: If you play an octopus card, you mustimmediately remove any free ocean
card from the sea route. For a player who is far behind, this can be helpful to
shorten the gap, and the fastest player can reach the finish even faster by lapping
the last player. If there is not a free ocean card, none of them can be removed.




GAME PREPARATION

y 4 The ocean cards map the sea route and are laid out
face up in any order as a dircular sailing route

All 12 ocean cards are used
with 5 players.

Ifthere are 4 players, any 1 ocean
card is removed from the game.

With 3 players, any 2 ocean cards
are removed from the game.

Each player gets a boat in the colour
of their choice and places it on the
start field (the island). The boats are
moved forward in a dockwise
direction during the game.

Decide which player will start

the game. This person shuffles all

the Tiki, Kanaloa and octopus cards

and deals 8 cards face down to each player.
The rest of the cards are not needed for
this round.

GAIE RULES

The game consists of several rounds. One round is always played as follows:

1. The starting player opens a round by playing a card from their hand.

2. The other players now also play one card each in turn.

3. Check to see who took the trick. This player may move their boat forward to the next free
water space. Any occupied spaces are skipped.

4. Before the player who has taken the trick plays a card for the next trick, they announce
the trump suit for the next trick out loud. The suit on the water space on which the leading boat
is placed is always trumps.

5. Around is finished once all cards have been played and 8 tricks have been taken.




6. After the player who took the last trick has moved their boat forward, they remove any free
water card from the sea route. So the sailing route gets shorter and shorter during the game.
Please note: Ifthere are only 3 ocean cards left or there is no free ocean card, no other card is removed
from the sea route.

7. The player who took the last trick starts the next round. They shuffle all the cards,
deal 8 cards to each player and lay a card for the first trick.

Taking the trick:

The player who played the card with the highest value or the highest card in the trump suit (see
Trumps) takes the trick. There is a follow suit rule (see Follow suit rule) but not a take the trick rule.
Once a player has taken a trick, they pick up all the cards from the trick and place them face down in
front of them. Then they move their boat to a free water space and lay a card for the next trick.

Follow suit rule:

Each player is obliged to play a card of the same suit as the card played first. So it’s time to show your
colours. However, there is no rule that you have to take the trick. This means the card does not have
to have a higher value than the card played first. If a player does not have a card of the corresponding
suit, they can play any other card.

Trumps:

The colour of the water space which the leading boat is on determines which suit is trumps. This
means that the trump suit may change several times during a round. At the start of the game, when
all boats are on the start field, blue is the trump suit. If a player does not have a card of the first suit
played and plays a trump suit card instead, that player takes the trick. If several players play a card in
the trump suit, the player who played the highest card in the trump suit takes the trick.

Remember: a Kanaloa or octopus card may be played at any time. See the description at the
beginning of this game manual under The cards.

THE END OF THE GAME

The game ends when a player’s boat laps the last boat on the sea route. This player wins the game.




VARIATION

If a player has dealt and looked at their hand and assumes they will not take a trick with their cards
in this round, they can ,announce” this by tilting their boat to the side. If they are right and they

do not take a trick, the player may put the boat back in place after the end of the round and move
forward 3 free spaces.

But if they were wrong and still took one or more tricks, they put their boat back in place but may not
move forwards.

EXAMPLE WITH 4 PLAYERS:

Emily is in the lead. Her boat is on a red space. Red is therefore trumps.

Ben lays a card for the next trick: turquoise 2. Anna then plays turquoise 5.

Danny does not have a turquoise card and lays blue 1. Emily lays turquoise

4.

Anna takes the trick because she played the highest card. She may move her boat forward one free
space. She skips the next space because it s already occupied and lands on the green water space.
Red s still trumps for the next trick as the leading boat has not moved and has not been overtaken.




Anna lays a card for the next trick: blue 8. Danny lays red 3. Emily lays blue 10.
Ben lays an octopus card and may remove any ocean card.

He chooses the next free card: blue + turquoise to reduce the gap to the leading
player and catch up. Danny takes the trick as he was the only one to lay a card in
the trump suit. He moves his boat forward and overtakes Emily. The new trump
suit is turquoise.

Danny lays red 11. Emily lays a Kanaloa card, Ben red 7. Anna also lays a Kanaloa
card. She takes the trick because the last played Kanaloa takes the trick.

Anna moves her boat to the next free space. It has a dolphin on it. As both the
space behind her and the next space is not occupied by any other hoat, she may
move her boat one space forward.

If you have any questions or suggestions about “Kanaloa’, please contact us at:
Piatnik, Hiitteldorfer StraBe 229-231, A-1140 Vienna or info@piatnik.com

Warning! Not suitable for children under 36 months. Find uson
) Contains small parts. Danger of suffocation! Please facebook.com/PiatnikSpiele

keep address for further reference. instagramcom/Piatnik_spiele




