
Your expedition to discover the treasures of the island is going great, 

until you suddenly hear rumblings and tremors all around. The volcanoes 

have decided to wake up from a century-long nap, and some huge, 

ancestral creatures want to join the party... 

The island is now slowly sinking into the sea. That’s your cue to leave 

with as much loot as possible! You won’t be safe until you’re back to land. 

Other crews of adventurers are trying to escape as well, and they don’t 

seem willing to let you board the few available rafts.

Flee the volcanoes and creatures lurking underwater or deep in the 

forests, but above all, beware of the other explorers... and remember: 

survival knows no rules!
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COMPONENTS
1 ga�e bo�rd  40 Is�an� ti�es� 

16 be�ch�s, 16 fo�es�s 
an� 8 mo�nt�in�  

 50 Ad�en�ur�r me�pl�s 
(1� pe� co�or�, wi�h a 
tr�as�re va�ue of 1, 2, 3, 
4, or 5

 13 Cr�at�re me�pl�s 
(5 Se� Se�pe�ts� 6 Sh�rk�, 
2 Ka�ju�)

 12 Ra�t me�pl�s, 
co�ta�ni�g up to 3 
Ad�en�ur�r me�pl�s ea�h

 5 Ga�e Ai� ca�ds 
(1 pe� co�or�

MOVE USE

REMOVE

IF NO  LEFT

ROLL

1. ACTIONS

2. RISING WATERS

3. CREATURES

1 Cr�at�re di� 

GOAL OF THE GAME
In Survive the Island, yo� ma�ag� a te�m of 10 Ad�en�ur�rs fl ee�ng a si�ki�g is�an�. 
Ea�h Ad�en�ur�r ca�ri�s a tr�as�re� wh�se va�ue is in��ca�ed on it� ba�e.
Sa�va�e as ma�y tr�as�re� as yo� ca�, an� ma�e su�e no Cr�at�re� ca��h yo�r 
Ad�en�ur�rs as yo� le�d th�m to th� Re�cu� Is�an�s.�. An� al� be�or� 3 ou� of 4 Vo�ca�oe� er�pt� 

SETUP
Th� la�t pe�so� to ha�e re�ur�ed sa�e an� so�nd fr�m an is�an� is de�ig�at�d fi rs� pl�ye�. 

1 To fo�m th� De�ar�ur� Is�an�, sh�ffl  e th� Is�an� ti�es� an� ra�do�ly pl�ce th�m la�ds�ap� fa�e up wi�hi� th� pr�nt�d 
ou�li�e. Do no� lo�k at th� ot�er si�e. 

2 Pl�ce th� Se� Se�pe�ts on th� bo�rd sp�ce� ma�ke� wi�h . Pl�ce th� Ka�ju� an� Sh�rk� ne�t to th� bo�rd�

3 Ea�h pl�ye� ch�os�s a co�or an� ta�es th� ma�ch�ng 10 Ad�en�ur�r me�pl�s, Ga�e Ai�, an� 2 Ra�t me�pl�s.
Pl�ce th� re�ai�in� Ra�t me�pl�s ne�t to th� bo�rd�

2-player games: Choose 2 colors each – they count as one single color – and  take the matching 20 Adventurer meeples, 
2 Game Aids that will serve as reminders of your colors, and 4 Raft meeples.

4 Pr�ce�di�g cl��kw�se� ta�e tu�ns to se�ec� on� of yo�r Ad�en�ur�rs an� pl�ce it on an em�ty ti�e, un�il ev�ry�ne ha� 
pl�ce� al� th�ir Ad�en�ur�rs on th� De�ar�ur� Is�an�.

On�e th� ga�e st�rt�, yo� ca� no lo�ge� lo�k at th� tr�as�re va�ue wr�tt�n un�er��at� yo�r Ad�en�ur�r 
me�pl�s! Tr� to me�or�ze th�m as yo� pl�ce th�m.
5-player games: Once all 40 tiles are occupied, place the remaining Adventurers on tiles that contain only one other 
meeple.

5   Ta�e tu�ns to pl�ce 1 Ra�t on an em�ty Wa�er sp�ce ad��ce�t to an Is�an� ti�e. Pr�ce�d un�il yo� ha�e pl�ce� bo�h 
yo�r Ra�ts�
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HOW TO PLAY
Th� ga�e pr�ce�ds cl��kw�se� A pl�ye�’s tu�n co�si�ts of 3 ph�se�: 

1. Action
Mo�e Ad�en�ur�rs an�/o� Ra�ts an� 

us� ti�e Ab�li�ie� (s�e pa�e 4)�

IF NO LEFTIF NO LEFT

2. Rising Waters
Re�ov� a ti�e fr�m th� bo�rd 

an� lo�k at th� ba�k.

3. Creatures
Ro�l th� di� an� 
mo�e a Cr�at�re�

On�e th� 3 ph�se� ar� co�pl�te�, th� ne�t pl�ye�’s tu�n ca� be�in�

Su�pl�:

1

2

2

3
3

4

555

44

4-�la�er 
ga�e se�up
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Example of an Action phase:
Anna moves an Adventurer by swimming onto an Island 
tile 1 , and from there on foot onto an adjacent Raft 2 . 

Then, she moves another Adventurer by swimming 
onto a Raft 3 . Finally, she uses the Paddle 
Ability ( ) to move a Raft 2 spaces.

Then, she moves another Adventurer by swimming 
onto a Raft 33 . Finally, she uses the Paddle 
Ability ( ) to move a Raft 2 spaces.) to move a Raft 2 spaces.) to move a Raft 2 spaces.

Re�cu� Is�an�

2

31

Action
A. MO�EM�NT�
Du�in� th� Ac�io� ph�se� if yo� st�ll ha�e Ad�en�ur�rs to sa�e, yo� ca� pe�fo�m up to 3 on�-s�ac� mo�em�nt�, fr�el� 
di�id�d am�ng Ra�ts an� yo�r Ad�en�ur�rs�

 Mo�in� an Ad�en�ur�r on fo�t
Th� Ad�en�ur�r’� st�rt�ng AN� en�in� po�nt� ar� ei�he� an Is�an� ti�e, 
a Ra�t or a Re�cu� Is�an�.

 Mo�in� an Ad�en�ur�r by sw�mm�ng
Th� Ad�en�ur�r’� st�rt�ng OR en�in� po�nt is a Wa�er sp�ce� 

Ea�h Ad�en�ur�r me�pl� ca� be mo�ed by sw�mm�ng on�y on�e pe� tu�n. 

Mo�in� a Ra�t
Mo�e an em�ty Ra�t or a Ra�t yo� co�tr�l to an ad��ce�t Wa�er sp�ce wi�h no Ra�t. 

 To co�tr�l a Ra�t, yo� mu�t ha�e at le�st as ma�y of yo�r Ad�en�ur�rs on bo�rd as yo�r 
op��ne�ts�

No�e: When an Adventurer is on the same space as a Raft, place it immediately aboard if there is still room left.

B. US� AB�LI�IE�
In ad�it�on to yo�r mo�em�nt�, an� an�ti�e du�in� th� 
Ac�io� ph�se� yo� ma� us� as ma�y Ab�li�y ti�es as yo� 
wi�h by di�ca�di�g th�m to ap�ly th�ir eff ec�.
Yo� ga�n Ab�li�ie� du�in� th� Ri�in� Wa�er� ph�se� 
(s�e pa�e 5)�

1.

Ea�h Ad�en�ur�r me�pl� ca� be mo�ed by sw�mm�ng on�y on�e pe� tu�n. 

 To co�tr�l a Ra�t, yo� mu�t ha�e at le�st as ma�y of yo�r Ad�en�ur�rs on bo�rd as yo�r 
op��ne�ts�
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Final score example:
Jane rescued 5 Adventurers while 3 others were eliminated. 
When the 3rd Volcano is revealed, her 2 remaining 
Adventurers on a Raft are eliminated because she didn’t get 
the chance to lead them to the Rescue Islands. 
Her fi nal score is 4+5+1+2+4 = 16 points.

Rising waters
Ta�e an� Is�an� ti�e am�ng th� th�nn�st ti�es re�ai�in� on th� bo�rd� Th�s, th� diff er�nt ty�es of ti�es wi�l gr�du�ll� 
di�ap�ea�:

Fi�st� th� Be�ch ti�es , th�n th� Fo�es� ti�es , an� fi na�ly� th� Mo�nt�in ti�es .

If th�re we�e an� Ad�en�ur�rs or Cr�at�re� on th� ti�e yo� to�k, pl�ce th�m on th� Wa�er sp�ce yo� ju�t re�ea��d.

Se�re�ly lo�k at th� ba�k of th� ti�e yo� re�ov�d. 

× If it is an Eff ec� , ap�ly it im�ed�at�ly an� di�ca�d th� ti�e.
Exception: In addition to their eff ect, Volcano tiles trigger the countdown for the end of the game and remain on 
their space. The game ends as soon as 3 Volcanoes are revealed.

× If it is an Ab�li�y , ke�p th� ti�e fa�e do�n an� us� it du�in� on� of yo�r su��eq��nt Ac�io� ph�se�.
Exception: You don’t need to wait your turn to use the Repellent tile in retaliation for the attack of an opponent.

Fo� a li�t of Eff ec�s an� Ab�li�ie�, se� pa�e 8.

 If yo� ha�e no Ad�en�ur�rs le�t to be re�cu�d at th� be�in��ng of yo�r tu�n,  re�ov� 2 ti�es 
in�te�d of 1 du�in� th� Ri�in� Wa�er� ph�se�

Creatures
Ro�l th� Cr�at�re di�. If th� Cr�at�re de�ic�ed on th� di� is on th� bo�rd� yo� mu�t 
mo�e it (s�e Cr�at�re� : Movements and Interactions, pa�e 6)� 

No�e: Sea Serpents are on the board from the setup. Sharks and Kaijus will be added when 
you apply the eff ect of the Creature tile.

END OF THE GAME
Th� ga�e en�s wh�n no Ad�en�ur�rs ar� le�t to 
be re�cu�d or wh�n a 3r� Vo�ca�o  is re�ea��d.
No�e: If the eruption of the 3rd Volcano triggers 
the end of the game, you score 0 points for the 
Adventurers you could not rescue.
Ta�ly th� tr�as�re po�nt� yo� ea�ne� by sa�in� 
Ad�en�ur�rs� Th� pl�ye� wi�h th� mo�t tr�as�re 
po�nt� wi�s th� ga�e. In ca�e of a ti�, al� ti�d 
pl�ye�s sh�re th� vi�to�y!

2.

 If yo� ha�e no Ad�en�ur�rs le�t to be re�cu�d at th� be�in��ng of yo�r tu�n,  re�ov� 2 ti�es 
in�te�d of 1 du�in� th� Ri�in� Wa�er� ph�se�

3.
IF NO LEFT
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CREATURES: MOVEMENTS AND INTERACTIONS
Ea�h Cr�at�re in�er�ct� wi�h sp�cifi c El�me�ts oc�up�in� it� sp�ce�

Th�se in�er�ct�on� oc�ur wh�n:

1. Th� Cr�at�re mo�es on�� a sp�ce oc�up�ed wi�h th�se El�me�ts� 
2. Th�se El�me�ts ar� mo�ed on�� a sp�ce oc�up�ed by th� Cr�at�re�
3.  Th� Cr�at�re co�es in�o pl�y th�ou�h th� eff ec� of a Cr�at�re ti�e (s�e 

pa�e 8) an� is pl�ce� on a sp�ce oc�up�ed by th�se El�me�ts�  
If a Cr�at�re el�mi�at�s an Ad�en�ur�r or a Ra�t, pl�ce it ne�t to th� ga�e 
bo�rd� In th� ca�e of an Ad�en�ur�r be�ng el�mi�at�d, do no� lo�k at it� tr�as�re va�ue� 

PLAYER AID ANATOMY

MOVE USE

REMOVE

IF NO  LEFT

ROLL

1. ACTIONS

2. RISING WATERS

3. CREATURES

Ty�e(�) of sp�ce� 
on wh�ch it ca� 
be mo�ed

El�me�ts wi�h 
wh�ch th� Cr�at�re 
in�er�ct�

Ty�e of 
Cr�at�re

Mo�em�nt 
ra�ge

Mo�em�nt�  Wa�er sp�ce�

In�er�ct�on� El�mi�at�s Ra�ts an� al� 
Ad�en�ur�rs (i�cl�di�g Sw�mm�rs�. 

Mo�em�nt�  or  Wa�er 
sp�ce�.

In�er�ct�on� El�mi�at�s 
Sw�mm�rs� 

Se� 
Se�pe�t

Ka�ju

Sh�rk

Mo�em�nt�  or  Wa�er an�/o� La�d sp�ce�.

In�er�ct�on� El�mi�at�s Ra�ts� pu�he� Ad�en�ur�rs on�� an� ad��ce�t sp�ce� (n�t ne�es�ar�ly th� sa�e)� 
an� di�pl�ce� Cr�at�re� ac�or�in� to th�ir Mo�em�nt ru�es�

No�e: Several Creatures can occupy the same space, except Kaijus. Nothing can enter a Kaiju 
space, except another Kaiju (displacing the fi rst one). 

Legend: 

 Wa�er sp�ce

Ev�ry Ad�en�ur�r 
is el�mi�at�d

On�y Sw�mm�rs ar� 
el�mi�at�d

Ra�ts ar� 
el�mi�at�d

Th� Ka�ju pu�he� Ad�en�ur�rs on�� 

ad��ce�t sp�ce� an� di�pl�ce� Cr�at�re� 

ac�or�in� to th�ir mo�em�nt ru�es

 La�d sp�ce

A Swimmer is an 

Adventurer on a Water 

space (not on a Raft).

 A Cr�at�re im�ed�at�ly en�s it� 
mo�em�nt if it en��rs a sp�ce 
oc�up�ed by on� or mo�e El�me�ts 
it in�er�ct� wi�h.
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Scan for more info!

FAQ
×  Ca� I se� ex�mp�es of mo�em�nt� I ca� or ca�no� 

pe�fo�m on my tu�n? 
Ye�!
In the following examples, each color represents a diff erent turn.
Valid turn:Valid turn:

Invalid turn:

Each meeple can be moved by swimming only once per 
turn (apart from Ability tiles).

The yellow Adventurer can neither be moved to this Water space 
by swimming, nor by Raft because they do not control it.

×  Ca� I mo�e an Ad�en�ur�r to a sp�ce oc�up�ed by 
an�th�r Ad�en�ur�r?
Ye�! Th� li�it of 1 Ad�en�ur�r in ea�h sp�ce on�y ap�li�s 
du�in� se�up� On�e th� ga�e ha� st�rt�d, an� nu�be� of 
Ad�en�ur�rs ca� oc�up� th� sa�e sp�ce� 

×  Du�in� th� Cr�at�re ph�se� ho� do I de�id� wh�re th� 
Cr�at�re sh�ul� mo�e? In wh�t or�er do�s th� Ka�ju 
in�er�ct wi�h El�me�ts�  
Th� ac�iv� pl�ye� ma�es al� th�se ch�ic�s an� de�id�s on 
th� or�er in wh�ch to ap�ly th� in�er�ct�on�.

×  Wh�t ha�pe�s if I sh�ul� pl�ce a Cr�at�re on a sp�ce 
oc�up�ed by a Ka�ju vi� th� eff ec� of a Cr�at�re ti�e? 
Th� Cr�at�re ca�no� co�e in�o pl�y un�es� it is a Ka�ju� in 
wh�ch ca�e, it im�ed�at�ly di�pl�ce� th� on� al�ea�y on 
th�� sp�ce�

×  Wh�t ha�pe�s if I re�ea� th� eff ec� of a Ra�t ti�e wh�n 
th� su�pl� of Ra�ts is de�le�ed�
In th�� ca�e, mo�e an em�ty Ra�t to th�� sp�ce� th��’s al�ea�y 
on th� bo�rd� If th�re ar� no em�ty Ra�ts� no�hi�g ha�pe�s.

× Wh�t ha�pe�s if a Ra�t en��rs a sp�ce wi�h mo�e  
 Ad�en�ur�rs th�n av�il�bl� sp�ts ab��rd� 

It�s ra�e, bu� in th�� ca�e, th� ac�iv� pl�ye� de�id�s wh� 
ge�s on�� th� Ra�t.

× Ca� I us� th� Ab�li�y of a Do�ph�n ti�e to mo�e an   
 Ad�en�ur�r fr�m an Is�an� ti�e or a Ra�t on�� a Wa�er sp�ce�

No� Do�ph�ns ar� in th� Se�, an� on�y Sw�mm�rs ca� cl�ng to 
th�ir fi ns as th�y pa�s by�

×  If I us� th� Ab�li�y of a Cr�at�re di� ti�e, do I st�ll ro�l 
th� di� fo� th� Cr�at�re ph�se�
Ye�!

×  If I us� a Re�el��nt� ar� my Ad�en�ur�rs st�ll aff ec��d 
by th� in�er�ct�on wi�h th� Cr�at�re� 
No� Al� th� Ad�en�ur�rs an�/o� Ra�ts sh�ri�g th� Cr�at�re�s 
sp�ce ar� sp�re� an� re�ai� on th�� sp�ce�

×  Ca� I us� a Re�el��nt to re�ov� mo�e th�n on� Cr�at�re�
No� yo� ca�’t� Yo� ca� on�y us� 1 Re�el��nt ag�in�t 1 
Cr�at�re (i�e.� 1 Re�el��nt pe� Cr�at�re�.

CR�DI�S  
Game design: Julian Courtland-Smith
Development: L’Atelier
Art: Mr. Cuddington
Additionnal art: Cloé Dessolain, 
Stéphane Gantiez, Umeshu Lovers
Rules layout: Good Heidi

© As�od�e Gr�up 20�4. Al� ri�ht� re�er��d.



Tile descriptions
TI�ES WI�H EF��CT�

(T� be ap�li�d im�ed�at�ly�
TI�ES WI�H AB�LI�IE�

(T� be ke�t an� us�d du�in� a su��eq��nt Ac�io� ph�se�

Green Creature: Place a Shark on this 
space. If all Sharks are on the board, 
move one onto this space. 
Tile distribution: x3  x3 

Paddles: Move an empty Raft or one 
that you control 1 or 2 spaces. 
Tile distribution: x2 

Blue Creature: Place a Kaiju on this 
space. If both Kaijus are on the board, 
move one onto this space. 
Tile distribution: x3  x2 

Dolphin: Move one of your Swimmers 
1 or 2 Water spaces. This movement 
can end on land or on a Raftt. 
Tile distribution: x3  x1 

Raft: Place a Raft on this space. 
Tile distribution: x1  x3 

Dive: Move any Creature on the 
board to any empty Water space. 
Tile distribution: x2 

Whirlpool: Remove from the board all 
the Elements (Adventurers, Creatures, 
and Rafts) occupying this space and all 
adjacent Water spaces. 
Tile distribution: x2  x4 

Creature die: Roll the die and move 
the corresponding Creature according 
to their Movement rules.
Tile distribution: x2  x2 

Volcano: Remove from the board all the
Elements (Adventurers and Creatures) 
occupying this space. Leave the Volcano 
faceup on this space. It is no longer 
accessible.
Reminder: When a 3rd Volcano is 
revealed, the game ends!
Tile distribution: x4 

Repellent: You can use this Ability any 
time when one of your Adventurers is 
on the same space as a Shark or a Kaiju. 
Remove the Creature from the board.
Tile distribution: x2  x1 

Player’s turn reminder

CreaturesRising WatersAction

MO�E US�

IF NO LEFT

RE�OV� RO�L




