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1 WE Lc U M E AS P l R l N B H E R U ES I l::l_GJ 1 Current Round marker Solo Mode Components
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P - It has been fifteen years since the Great Battle. Fifteen years since 17 1 Boat standee 1,93 1 Solo Mode gameplay board
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b wrenching decision and created The Fold; fifteen years since the [l 1 First Player marker :f@ﬁ 5 Plot Effect cards
! last assemblage—and ultimate sacrifice—of the Tidal Blades. "
| Time and space were twisted into a powerful barrier to stop the 1 Scorepad :93 1 Rival Action disc
| onslaught of creatures from beyond the reefs, but today the hard-
| earned peace is coming to an end. New Monsters are ripping 1 Rulebook
| through the fabric of time, and the Islands need protection once
e 1 Almanac*
A Tournament has been called, the Arenas are ready, and
contestants are now gathering from all over the Island realm. To
convince the judges of your potential, you will need to train day *See the Almanac supplementary Rulebook for details of Advanced play
and night, compete in Challenges held in the three Arenas, and rise (page 8), Solo Mode (page 14), and Two-player Mode (page 12).

to the top of the Champion board.

You have four days. Will you do what it takes to prevail and join those
truly worthy of the title of Tidal Blades, Heroes of the Reef?
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GIVE EACH PLAYER:

1 Character board €
1 Character standee @
4 Action discs @
1Story card @

13 Character cards @
18 Hit tokens @

3 Secret Goal cards
3 Starting Challenge cards €
2 white Novice dice €9

PLAYING A SOLO ORTWO-PLAYER GAME?

For special setup and gameplay rules for Solo Mode and Two-player Mode,
please refer to the Almanac.



SET UP THE CITY OF NAVIRI CITADEL OF TIME (€)

Place the Citadel of Time Island board in the center of the table with the side that Separate the Challenge cards into three piles by the label on their backs: Starting
has the compass symbol face-up. (The other side is used for Advanced play; see the Challenge, Challenge, or Legendary Challenge.
Almanac,)

The Starting Challenge cards are used later; put them to one side for now.
Place the Champion board @ and the other four Island boards around the Citadel

of Time, in the layout shown. Each Island board also has a diagram marked on the The Legendary Challenge cards & are used only for Advanced play; see the
back to show where it should be placed. Almanac. Put them back in the box if you are not using them.
Place the Shell and Fruit tokens next to the Island boards for easy access| 1 . Shuffle the Challenge cards and place them face-down in the cut-out space at

the Citadel of Time to form the Challenge deck ' 6 . Reveal five cards from the
Challenge deck and place them face-up above the Citadel of Time board to form
the Challenge pool 7 .

Separate the dice by color and type, then place them next to the Island boards for
easy access| 2 .

Choose an Island at random out of Chronosseum, Lamara Stadium, and Droska

. ! “ Place the three Danger dice near the marked positions on the Round tracker. There
Ring. Place the Judge standee on the chosen Island as the starting position.

is one position for each die! 8 ..

(,r‘*

Place the Current Round marker on the Round tracker in the first space ‘_>9\'i'.

SET UP THE INDIVIDUAL ISLANDS CHRONOSSEUM (D)

THE FOLD Shuffle the Stunt cards and place them face-down in the cut-out space at the
Chronosseum to form the Stunt deck (fol

LAMARA STADIUM (E)

IFTHIS ISYOUR FIRST GAME:

Find the three Hard Monster cards marked with a compass Place the Boat standee on the Start space at Lamara Stadium, marked with this
symbol next to the Monster's name. Shuffle the cards and place bol @311
symbol @2 LR

the pile face-down on The Fold.

Then find the three Easy Monster cards marked with the DROSKA HlNG@

compass symbol next to the Monster's name. Shuffle the cards
and place the pile face-down on top of the Hard Monster cards The Advanced Market cards - are used only for Advanced play; see the Almanac.
atThe Fold to form the Monster deck o Put them back in the box if you are not using them. Shuffle the Market cards you
wish to use, and place them face-down beside the top left corner of the Droska Ring
to form the Market deck@.

Reveal three cards from the Market deck and place them face-up below the deck to
IF YOU HAVE PLAYED BEFORE: The Advanced Monster cardseare used only form the Market pool (13 .

for Advanced play; see the Almanac. Put them back in the box if you are not using
them. Separate the Monster cards into Easy and Hard piles by the difficulty labels

on the backsof the cards, SET UP EACH PLAYER

Shuffle the Hard Monster cards and place them in a pile face-down
on The Fold. Give each player a set of Character items according to the list on the opposite page.

Look at the Fighting Style symbol on the back of the top Hard Monster

card, to the right of the difficulty label. IFTHISISYOUR FIRST GAME:

Without looking at their fronts, choose two Easy Monster cards to add Keep the Secret Goal card marked with a compass symbol and
to the pile so that the top three cards all have different Fighting Style

symbols.

place it face-up in front of you @ . Return the others to the
box.

Put the chosen Easy Monsters face-down on top of the Hard Monsters
to form the Monster deck !,/3 and return the other Easy Monster

IF YOU HAVE PLAYED BEFORE: Randomly choose one of your Secret Goal cards
cards to the box. 10

to keep and place it face-down in front of you 111 9 . Return the others to the box.

% EQ (X

ALL GAMES: Reveal the topmost Monster and place it face-up in The ALL GAMES: Place two of your Action discs under your Character standee. Place

pRldleEdael 4 ). - your remaining discs on the Round tracker on the Citadel of Time, near the spaces
Place the Monster Invasion die (light blue d8) on The Fold | 57:"1 ) for Round 2 and Round 415 ..
Find the Shell Shield card in your Character cards and put it into play face-up in

front of you'21 . (continued over...)

—u._ ‘



IF THIS IS YOUR FIRST GAME:
Find your Starting Character card marked with the compass
symbol in your Character cards and put it into play face-up in
Y front of you @ p

= Eko-Tsuro's Transverser
Dust - New to theIsles
Axl - Racing Engine

Caiman - Ancient Rivalry

IFYOU HAVE PLAYED BEFORE: Advanced players may choose from three random
Character cards instead of their Starting Character card.

ALL GAMES: Shuffle your remaining Character cards and place them face-down in
front of you to form your Character deck (17 .

Set each of the four Trait dials on your Character board @ to the starting position,
marked by a green circle.

Take two white Novice dice 23 , 2 Fruit, and 2 Shells 24 . Place 2 extra Shells on
your Shell Shield 25 .

Place one of your Hit tokens on the starting space on the Champion board 26 )

Randomly determine who will start and give them the First Player marker (27 . Give
the second player 1 extra Fruit, the third player 1 extra Shell, and the fourth player
1 extra Fruit and 1 extra Shell.

GAME OVERVIEW

Each player takes the role of an aspiring hero competing to be named a Tidal Blade,
an elite guardian of the Islands. The Tournament takes place over four days and
nights. By gathering the needed resources, signing up to compete in Challenges,
and timing your arrival at different Islands, you can make the most of your turns.

Each day you will send your Character to the different Islands to take Actions and
undertake Challenges. Actions gain you the resource or effect listed on the Action
space. You can also use that Island’s Bonus effect. Some Islands have Arenas where
you can attempt a matching Challenge, and at The Fold you can fight a Monster.

Complete Challenges and fight Monsters to advance your Character in the four
Traits of Spirit, Focus, Resilience, and Synergy.

Each potential new Tidal Blade will be judged at the end of four rounds, based
on Challenges completed, the level of each of their Traits, their standing on the
Champion board, their Secret Goal, and the Monsters they have fought.

YOUR CHARAGTER

After choosing your Character, you get:

= A Character board, showing your Traits on four dials.

= A Character standee and four Action discs, to mark where you are and where
you have been.

= 1 Story card, with your Character’s story and favored style of play.

= 13 Character cards, which unlock your Character’s unique powers.

= 18 Hit tokens, used to track the damage you have done to Monsters.
= 3 Secret Goal cards.

3 Starting Challenge cards.
2 white Novice dice.

Some Fruit, some Shells.



DIGE OVERVIEW

When you attempt Challenges or fight Monsters, the dice in your collection
represent your Character’s strengths and skills. You roll your dice hoping to match
the symbols shown on the Challenge card to complete the Challenge, or on the
Monster card to kill the Monster.

When you gain a die, place it into your Active Dice area, on the bottom left corner
of your Character board. After being used in a Challenge, move those dice to your
Spent Dice area on the bottom right corner of your Character board.

GAINING DICE

You start with 2 white Novice dice, placed in your Active Dice area.

You can acquire new dice from the Action spaces in the Chronosseum, from Market
cards at the Droska Ring, or from some Stunt cards.

DICE LIMIT: You can have a maximum of six dice at the end of your turn. You must
discard from your Spent Dice area or your Active Dice area (or both) until you have
no more than six dice in total.

REFRESHING DICE

Moving dice back from your Spent Dice area to your Active Dice area
is called Refreshing. @

At the end of each round, Refresh and Upgrade your dice based on

your Resilience Trait level. This represents your Character resting up

and regaining their strength for the next day of the Tournament, while learning and
improving their abilities.

You may also Refresh dice sooner by taking some specific Action spaces on the
Island boards, or by playing certain Stunt cards. See "Stunt Card Details" on page
11 for more information.

UPGRADING DICE

To Upgrade, choose a die and exchange it for a die of the next-highest level,
following the Dice Upgrades chart. You can Upgrade your dice at the end of each
round. Dice are divided into four levels, as shown in the chart. See "Round End" on
page 19 for full details.

As the dice increase in level, they specialize in specific Trait symbols, making it easier
to roll the ones you need. The four levels of dice are:

LEVEL 1: NOVICE
All Novice dice are white and have one of each Trait symbol and one A\ &
wild @ symbol that you can use as any Trait symbol you wish. There is @ @

Y

also one blank face. A white Novice die can be Upgraded to your choice
of either a red Initiate die or a blue Initiate die. L

LEVEL 2: INITIATE

Initiate dice come in two solid colors. Red Initiate dice
increase the chance of rolling Focus or Spirit Trait symbols.
Blue Initiate dice increase the chance of rolling Resilience
or Synergy Trait symbols. Initiate dice have one wild
symbol that you can use as any Trait symbol you wish.

LEVEL 3: ELITE

Elite dice have a black edge. Red Elite dice further increase
your chance of rolling Focus or Spirit. Blue Elite dice do the
same for Resilience or Synergy. Two sides of the Elite dice
show two Trait symbols separated by a slash—you may use
one Trait or the other, but not both. Elite dice have two wild
@ symbols that you can use as any Trait symbol you wish.

LEVEL 4: GUILD

The ultimate Upgrade, each Guild die is solid black, with
faces dedicated to just one Trait. They even have some
faces that give you two of the same symbol. Guild dice

have two wild @ symbols that you can use as any Trait
symbol you wish.

DICE SUPPLY: If you would gain or Upgrade to a new die,
but there are no suitable dice left, you may gain one of the
other color at the same level. For example, if you Upgrade
a red Initiate die but there are no red Elite dice left, you
instead gain a blue Elite die.

On the rare occasions that there are no dice of either color left at the required
level, you gain one die of your choice from any lower level.

Choose Your Path




CHARACTER TRAITS

Each person has a Character board that records the Traits of their Character. When
you complete a Challenge or fight a Monster, you advance the corresponding Trait
dials one notch for every matching Trait symbol you completed on the Challenge
or Monster.

SPIRIT—STUNT POWER

Each competitor is working to build up their physical prowess
and force of will. Advancing your Spirit Trait increases the effect of

special maneuvers represented by Stunt cards.

FOCUS—MAXIMUM ROLL

Focus controls how much of your potential you bring to a
Challenge or Monster battle.

When you roll dice for a Challenge or to fight a Monster, you may
only roll a number of dice up to or equal to your Focus Trait. For
example, even if you have six dice, if your Focus is 2, you can only
roll two of your dice in the Challenge.

You can eat Fruit to temporarily increase your Maximum Roll. This
does not increase your Focus Trait dial, but for each Fruit token
discarded, you may roll one additional die during that Challenge.

Eating a Fruit does not let you gain a new die. You must already
have that many dice to roll.

RESILIENCE—REFRESH AND UPGRADE DICE

Resilience reflects how well you recover after your efforts. Your
Resilience Trait shows how many dice you can Refresh and
Upgrade at the end of each round. See "Round End" on page 19
for full details.

SYNERGY—CHARACTER CARDS

Synergy represents your Character’s inner strength and destiny.
By increasing your Synergy Trait, you reveal the hidden talents
and special skills of your Character. Character cards are explained
in the following section.

>

TRAIT INCREASES

The Trait level does not increase every time you advance one notch. Sometimes it
takes several advances for your Trait level to go up.

The small numbers marked on the outer ring of each dial show the position where
the level increases.

Points scored at game end
for reaching this position

Next Trait level

increase ‘\

Current Trait level

BONUS POINTS

By advancing your Traits, you can prove yourself an excellent Tidal Blade
candidate. Each Trait dial is marked with awards of 1, 2, 3, 4, and 5 points. ‘
At game end, you score the highest number you have reached on each

of your Trait dials.

For example, you might score 3 points for your Spirit, 1 point for your Focus, 3 points
for your Resilience, and 5 points for specializing in Synergy, for a total of 12 points
from your Traits.

GHARACTER CARDS

Your Character cards are permanent abilities and effects.
Some of them occur when you take specific Actions or
when you attempt Challenges, and some require that you
pay a cost in Shells to activate them, as noted in the card’s
rule.

Each player starts the game with their Shell Shield and their
Starting Character card in play, and a deck of face-down
Character cards. Whenever you advance your Synergy
dial to reveal or pass over a Character card icon, draw two
Character cards from your deck, choose one to play, and
place the other on the bottom of your Character deck.

Once in play, each Character card is available to use on your turn. It is not discarded,
and stays active after you use it.

You may use any number of Character cards on your turn, and you may use them
multiple times if possible.



SHELL SHIELD

Your Shell Shield is a protective device powered by Shells that allows you to avoid
danger during Challenges and Monster battles. It also offers some extra abilities for
handling dice.

Your Shell Shield can only hold a maximum of 6 Shells. You must discard any excess
Shells at the end of your turn.

SHELL SHIELD ABILITIES

PREVENT DANGER: You may use your Shell Shield to .
block X symbols on the Danger die by placing Shells from

your Character board onto your Shell Shield card equal to £ )

the number of X symbols you rolled.

TIME LEAP: You may spend 4 Shells from your Shell Shield Ntllovlﬁlsg;e-liyouo;nontothe
. . Shield to block one X.
to set a die you rolled to the face of your choice. Return spend 4 hell from the hied
to set a die to any face.
the spent Shells to the general supply. You can only use SpendeShelsfun TSl
@ to Refresh two dice.

Shells from your Shell Shield for this ability, not from your
Character board.

MICHRONIC MEMORY: You may spend 6 Shells from your Shell Shield to
immediately Refresh two dice. Note that you cannot Upgrade them this way, only
Refresh them. Return the spent Shells to the general supply. You can only use Shells
from your Shell Shield for this ability, not from your Character board.

THE HISTORY OF THE SHELL SHIELD

Shell Shields were one of the first michronic devices developed specifically
for the Tidal Blades. They allowed the Legendary guardians to protect the
city more effectively by micro-correcting any small fighting mistakes

on their part as they were fighting Monsters. Shell Shields

nowadays are rare and hard to come by. One of the best

ways to try one is by signing up for the Tournament of
Heroes, where each contestant is lent a special Shell
Shield for the duration of the competition. The
device can be activated using any standard Shell,

but since it only allows the user to go back a few
seconds into the past, it should be used wisely.

ACTION DISCS

Action discs represent how many Actions you can take each day. You cannot move your Character standee without an Action
disc. Once you have used all of your Action discs, you cannot

When you take your turn, move your Character standee and
take any more turns that round.

place it with an Action disc from your Character board onto
your desired Island. You start the game with two Action discs, and gain one more at
the start of Round 2, and another at the start of Round 4.

When you move your Character to another Island, leave behind
the Action disc. This prevents that Action space from being used
again that round if it is a single-use space.




SECRET GOAL CARDS

Secret Goals are your Character’s personal motivation in the
Tournament of Heroes. Each Goal can be completed at the
Easy level to score 7 points, or at the Difficult level to score
10 points.

Keep your Goal face-down and do not reveal it to other
players until game end.

IFTHIS IS YOUR FIRST GAME:

Play with your Secret Goal face-up, so it is easier to track and
=~ remember what your special target is.

GOAL CARD DETAILS

.1 Goal name B (&) for3 Challenges

Complete X Droska Ring Challenges.

{5 ) ; for 4 Chall
.2 Goal requirement i =

7N\
. 3 Points for completion

GHAMPION BOARD

The Champion board measures your Character’s standing with the Elder Tidal Blade
known as the Judge.

Advancement on the Champion board is awarded if you complete a Challenge
when the Judge is on the same Island, and also for racing the Boat through the
treacherous reef on Lamara, for killing Monsters, and a few other ways.

At the end of each round, the player in the lead position on the Champion board
earns special recognition from the Judge and places a Hit token on the Champion
board, earning them 1 point at game end.

At game end, points are awarded based on your ranking and position on the
Champion board. Only one Character may occupy the highest space on the
Champion board.

HOUND OVERVIEW

Tidal Blades is played over four rounds. In clockwise order, starting with the First
Player, players send their Character to take Actions, use an Island’s Bonus effect,
and compete in Challenges, taking turns until they have no Action discs remaining.

On your turn:

1. Move your Character and one Action disc to an Island of your choice.
2. Ifyou are on an Action space, take the reward of that Action.

3. Take the Island Bonus effect.
4

Ifyouare onanlsland that has an Arena, you may attempt a matching Challenge.
If you are at The Fold, you may fight a Monster instead.

You may play one Stunt card from your hand at any time during each turn. Discard
the Stunt card after use.

DISCARDED CARDS: Cards that are discarded during the game are placed face-up
near the deck for that type of card. Once the deck is empty, the discarded cards are
shuffled and placed face-down to form the deck once again.

VISIT AN ISLAND

Challenges in the Tidal Blades Tournament are held on three of the Islands, known
as Arenas: the Chronosseum, Lamara Stadium, and the Droska Ring.

You will also travel to the Citadel of Time to draw new Challenge cards and to The
Fold to fight Monsters.

Each Island also has a unique Island Bonus effect that you can use when you visit.

ACTION SPACES

When you move to an Action space, you receive the reward marked on the board
in that Action space, from gaining extra Fruit, Shells, or dice, to Refreshing dice or
drawing Stunt cards.

There are two types of Action spaces in Tidal Blades:

OPEN/MULTI-USE ACTION SPACES

Open Action spaces are marked with a dashed circle. They appear at the Citadel
of Time and at The Fold. You may use these multi-use spaces more than once in a
round, and even twice in a row if you wish. You may take an Action in these spaces
even if another Character's standee or Action disc is present.

SINGLE-USE ACTION SPACES

All other Action spaces are single-use, meaning that only one Character can visit
them each round. To show that you have used an Action space, you leave an Action
disc behind when you move to another space. You may not take an Action in a
single-use space if there is an Action disc or Character standee present in that space.

You may still visit an Island even if there is no available Action space. You cannot
take the Action, but you still gain the Island Bonus effect and may attempt a
Challenge there.

An open Action space at the
Citadel of Time

A single-use Action space at the Droska Ring

¢ CHRONOSSEUM

The main training ground for aspiring Tidal Blades, this is where you can increase
your number of dice and learn Stunts.

BONUS EFFECT: draw a Stunt card.

































