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long or short board: place the
appropriate token on the Shore w

ith
your m

eeple on it. Flip the m
at to the

appropriate side and put the balance
m

arker on the centre space. W
hile on

the long board you m
ay not play 4-value

cards.

From
 the W

ave deck, rem
ove the blue

Barrel cards; shuffl
e and discard five face

dow
n to the W

ave discard pile. Shuffl
e

deck w
ith rem

aining Barrels, and deal 12
face dow

n to the discard pile. Return the
discard pile to the box w

ithout looking.

Shuffl
e the player and stoke decks. D

eal
five player cards to each player, and give
them

 one green Stoke token. Each player
m

ay discard any or all of their hand and
replenish to five.

C
hoose a random

 first player. Play
rounds until the W

ave deck is exhausted.
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Take the w

ave tile closest to shore, put
its contents on the Shore, and place it at
the top of the board; slide all w

aves
dow

n. Roll a die and place it on the new
tile.

If you have ridden a w
ave to the Shore,

gain a Stoke token.

If you are at the Shore, you m
ay sw

itch
board: place the appropriate token on
the Shore w

ith your m
eeple on it. Flip

the m
at to the appropriate side and put

the balance m
arker on the centre space.

If you are at the Shore, you m
ay buy

Stoke cards for 1 Stoke token each. You
m

ay not play them
 until next round.

Each player chooses their next action by
placing one (1C

) or m
ore (M

C
) cards

from
 hand, and for som

e actions Stoke
tokens (S), adjacent to their m

at. W
hile

paddling out in the channel: C
atch,

Paddle O
ut, W

ait or Paddle In. W
hile

on a w
ave: R

ide, Bail; in the W
ash

betw
een the tw

o, Recover. (Th
e Score

spot is w
here your score pile goes, not an

action in itself.)
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C

atch: (1C
, S) G

ain a Stoke token.
M

ove your surfer onto the adjacent
w

ave. You m
ay only try this if it has

broken (die ≤ row
 value) and has space

(m
ax 1 for ①

-④
, 2 for ⑤

-⑥
). If die =

row
 value, take a Perfect token. If too

m
any surfers try to catch a w

ave,
m

atching colours and num
bers w

ipe out
(and gain a Stoke), otherw

ise players
w

ith the higher num
bers prevail (teal >

m
aroon), others rem

ain in the channel.
M

ove your balance m
arker by card value

± Stoke.

Paddle O
ut: (1C

, S) m
ove (card value ±

Stoke) spaces outw
ard in the channel,

stopping at the end.

W
ait: (M

C
) discard cards and hold

position.
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