
Game Instructions
You are the blue crab! As you play, make note of challenges crabs face (such as predators, disease, and fishing),

and the number of deaths during each stage in the table on your worksheet. At the end tally up the group total 

number of deaths.

Goal: Collect energy (     ) to grow. Be the first to survive to adulthood, find a mate, and reproduce in the mouth of the 

Chesapeake Bay to win. 

How to begin:

1. Select gameplay option using game boards 1-4 for a habitat-rich and 3 & 4 only for a habitat limited seascape. Line up 

boards by matching arrows on the back of the boards or using the image below.

2. Distribute 1 energy tracking token, 1 game board token, 1 quick reference sheet/ energy tracking card, and 1 crab sheet to 

each player. They are color coded in blue, pink, yellow, and green for each player.

3. Players will begin in different life stages. If you are a group of 3, exclude the pink circle supplies. 

4. Place energy tracking token at 0 energy on the energy tracking card.

5. Place your game board token on any habitat space excluding the mouth of the bay. Player order is diamond, circle, square, 

heart. Each turn, follow the steps on your turn sequence quick reference sheet.

Setup:

Group materials include:

● 1 Game Board Set of 4 tiles

● 1 Deck of 24 Event Cards

● 4 mate tracking tokens

● 1 6-Sided Die

● 1 Instruction Sheet

Each player will need:

● 1 Energy Tracking Token

● 1 Player Token

● 1 Turn Sequence Quick 

Reference / Energy Tracking

Sheet

● 1 Crab Sheet

Mate 
Tokens

6-sided 
die

Event 
Cards

Discard 
Pile

Board 1
*remove for habitat 

limited

Board 2
*remove for habitat 

limited

Board 3 Board 4

Player Token
*start anywhere 

but mouth of 
bay

Turn sequence 
quick reference 
sheet

Energy tracking 
card with token 

set on 0

Crab Sheet

Setup/Gameplay Video: 
https://youtu.be/ADBGc5pRV3k?si=mHCBJ92rRp_EqSaM





Turn Sequence Quick Reference Sheet

Death: You may die during event cards or if you have negative energy. If you die, remove your player token, reset energy to 

0, and remain in your current life stage. Place your token on a habitat of your choice at the start of your next turn.

Each turn do the following steps in order:

1. If you have enough energy (     ) , spend it and grow to the next stage.

2. Draw an Event Card. (remove all orange cards from board, add to discards, and shuffle discards when deck runs out)

● Orange cards, place on the board to modify the habitat written at the bottom of the card (1 card per habitat 

space). If no spaces of the habitat are empty, discard and continue to step 3

● Purple cards, roll as instructed. (Check crab sheet for helpful ABILITIES!)

3. If another player is on your habitat space, follow the encounter rules below

● All Stages : 

○ If enough     is available for all players, only get 1/2 (round down to nearest whole number) 

○ If you can’t split     , each player rolls the die. The higher roll wins and stays, and the loser must 

move to a new habitat (-1    ).

● Stages 3 & 4:  You may choose to use your cannibalism or find a mate abilities when conditions are met

4. Gain Energy from your habitat including orange card modifier.

5. Move or Stay.

● If you move, -1     per tile moved

● In stage 4, if you choose to stay, you can use your find a mate ability

Energy 
Tracking 

Card

1 2 3 4 5

6 7 8 9 10

0 Energy
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Stage 2: Juvenile (29 mm)

Stage 4: Adult (102 mm)

Stage 3: Juvenile (57 mm)

Stage 1: Juvenile (10 mm)
GOAL
Spend 5     to GROW to stage 2

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL
Spend 7      to GROW to stage 4 

ABILITIES 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat
Cannibalism: If on the same space as a player in stage 1 or 2, roll an 
even number to eat them for +1

GOAL
Spend 6     to GROW to stage 3

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL to WIN
Find a MATE, make it to the mouth of the Chesapeake Bay, 
and spend 8     to REPRODUCE

ABILITIES 
Swim: move crab to new habitat  and avoid predation event for -1
Bury: Roll twice and take higher number during predation events in 
unstructured habitat
Cannibalism: If on the same habitat space as a player in stage 1 or 2, 
roll an even number to eat them for +1
Find a Mate: If on the same habitat space as another player in the adult 
stage become mates, OR roll an even number 
(*lose mate upon death)

CRAB SHEET
*all stages may move for -1      per space moved as long as they have enough   *

Begin in Stage 1





Stage 2: Juvenile (29 mm)

Stage 4: Adult (102 mm)

Stage 3: Juvenile (57 mm)

Stage 1: Juvenile (10 mm)
GOAL
Spend 5     to GROW to stage 2

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL
Spend 7      to GROW to stage 4 

ABILITIES 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat
Cannibalism: If on the same space as a player in stage 1 or 2, roll an 
even number to eat them for +1

GOAL
Spend 6     to GROW to stage 3

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL to WIN
Find a MATE, make it to the mouth of the Chesapeake Bay, 
and spend 8     to REPRODUCE

ABILITIES 
Swim: move crab to new habitat  and avoid predation event for -1
Bury: Roll twice and take higher number during predation events in 
unstructured habitat
Cannibalism: If on the same habitat space as a player in stage 1 or 2, 
roll an even number to eat them for +1
Find a Mate: If on the same habitat space as another player in the adult 
stage become mates, OR roll an even number 
(*lose mate upon death)

CRAB SHEET
*all stages may move for -1      per space moved as long as they have enough   *

Begin in Stage 1





Stage 2: Juvenile (29 mm)

Stage 4: Adult (102 mm)

Stage 3: Juvenile (57 mm)

Stage 1: Juvenile (10 mm)
GOAL
Spend 5     to GROW to stage 2

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL
Spend 7      to GROW to stage 4 

ABILITIES 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat
Cannibalism: If on the same space as a player in stage 1 or 2, roll an 
even number to eat them for +1

GOAL
Spend 6     to GROW to stage 3

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL to WIN
Find a MATE, make it to the mouth of the Chesapeake Bay, 
and spend 8     to REPRODUCE

ABILITIES 
Swim: move crab to new habitat  and avoid predation event for -1
Bury: Roll twice and take higher number during predation events in 
unstructured habitat
Cannibalism: If on the same habitat space as a player in stage 1 or 2, 
roll an even number to eat them for +1
Find a Mate: If on the same habitat space as another player in the adult 
stage become mates, OR roll an even number 
(*lose mate upon death)

CRAB SHEET
*all stages may move for -1      per space moved as long as they have enough   *

Skip Stage 1

Begin In Stage 2





Stage 2: Juvenile (29 mm)

Stage 4: Adult (102 mm)

Stage 3: Juvenile (57 mm)

Stage 1: Juvenile (10 mm)
GOAL
Spend 5     to GROW to stage 2

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL
Spend 7      to GROW to stage 4 

ABILITIES 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat
Cannibalism: If on the same space as a player in stage 1 or 2, roll an 
even number to eat them for +1

GOAL
Spend 6     to GROW to stage 3

ABILITY 
Hide: Roll twice and take higher number during predation events if in 
sheltered habitat

GOAL to WIN
Find a MATE, make it to the mouth of the Chesapeake Bay, 
and spend 8     to REPRODUCE

ABILITIES 
Swim: move crab to new habitat  and avoid predation event for -1
Bury: Roll twice and take higher number during predation events in 
unstructured habitat
Cannibalism: If on the same habitat space as a player in stage 1 or 2, 
roll an even number to eat them for +1
Find a Mate: If on the same habitat space as another player in the adult 
stage become mates, OR roll an even number 
(*lose mate upon death)

CRAB SHEET
*all stages may move for -1      per space moved as long as they have enough   *

Skip Stages 1 & 2

Begin In Stage 3





Pr
ed

at
io

n 
Ev

en
t

St
ag

e 
1: 

1-
5 

di
e

6 
su

rv
iv

e
St

ag
e 

2:
 1-

4 
di

e 
   5

-6
 su

rv
iv

e
St

ag
e 

3:
 1-

2 
di

e 
    

3-
6 

su
rv

iv
e

St
ag

e 
4:

 1 
di

e 
    

    
2-

6 
su

rv
iv

e

Fi
sh

in
g 

Ev
en

t

St
ag

es
 1-

2:
    

  N
ot

 ca
ug

ht
St

ag
e 

3:
    

    
    

Re
le

as
ed

St
ag

e 
4:

    
    

    
1-

3 
ca

ug
ht

 &
    

    
    

    
    

    
    

4-
6 

no
t c

au
gh

t
 

Pr
ed

at
or

 D
ec

re
as

e 
Pr

ed
at

io
n 

Ev
en

t
St

ag
e 

1: 
    

1-
4 

di
e 

    
 5

-6
 su

rv
iv

e
St

ag
e 

2:
    

1-
3 

di
e 

    
  4

-6
 su

rv
iv

e
St

ag
e 

3:
    

1 d
ie

    
    

   2
-6

 su
rv

iv
e

Fi
sh

in
g 

Ev
en

t
St

ag
e 

4:
    

1-
3 

ca
ug

ht
 &

    
 4

-6
 n

ot
 ca

ug
ht

St
ag

e 
4

1-
2:

 d
ie

3-
4:

 -1
5-

6:
 a

vo
id

 
in

fe
ct

io
n

St
ag

es
 1-

3

1-
3 

di
e

4-
5:

 -1
6:

 a
vo

id
 

in
fe

ct
io

n

Fi
sh

in
g 

Ev
en

t

St
ag

es
 1-

2:
    

  N
ot

 ca
ug

ht
St

ag
e 

3:
    

    
    

Re
le

as
ed

St
ag

e 
4:

    
    

    
1-

3 
ca

ug
ht

 &
    

    
    

    
    

    
    

4-
6 

no
t c

au
gh

t
 

Pr
ed

at
io

n 
Ev

en
t

St
ag

e 
1: 

1-
5 

di
e

6 
su

rv
iv

e
St

ag
e 

2:
 1-

4 
di

e 
   5

-6
 su

rv
iv

e
St

ag
e 

3:
 1-

2 
di

e 
    

3-
6 

su
rv

iv
e

St
ag

e 
4:

 1 
di

e 
    

    
2-

6 
su

rv
iv

e



EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD

EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD



St
ag

e 
4

+1
  

A 
Bo

at
 W

en
t 

By

N
ot

hi
ng

 H
ap

pe
ns

A 
Bo

at
 W

en
t 

By

N
ot

hi
ng

 H
ap

pe
ns

*P
la

ce
 o

n 
an

y 
til

e*

*P
la

ce
 o

n 
an

y 
til

e*

Pr
ed

at
or

 D
ec

re
as

e 
Pr

ed
at

io
n 

Ev
en

t
St

ag
e 

1: 
    

1-
4 

di
e 

    
 5

-6
 su

rv
iv

e
St

ag
e 

2:
    

1-
3 

di
e 

    
  4

-6
 su

rv
iv

e
St

ag
e 

3:
    

1 d
ie

    
    

   2
-6

 su
rv

iv
e

Fi
sh

in
g 

Ev
en

t
St

ag
e 

4:
    

1-
3 

ca
ug

ht
 &

    
 4

-6
 n

ot
 ca

ug
ht

Fo
od

 S
ho

rt
ag

e

   
  Y

ou
 m

us
t m

ov
e 

-1
    

   



EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD

EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD



sa
ve

 ca
rd

 a
nd

 g
et

 re
le

as
ed

 
if 

ca
ug

ht
 in

 fi
sh

in
g 

ev
en

t

Pr
ed

at
or

 B
lu

e 
Cr

ab
 R

el
ea

se
(F

is
hi

ng
 L

im
it 

Re
du

ct
io

n)

*P
la

ce
 o

n 
se

ag
ra

ss
 ti

le
*

*P
la

ce
 o

n 
m

ar
sh

 ti
le

*

Pr
ed

at
or

 In
cr

ea
se

Pr
ed

at
io

n 
Ev

en
t

St
ag

e 
1: 

    
 1-

5 
di

e 
   6

 su
rv

iv
e 

    
    

St
ag

e 
2:

    
 1-

4 
di

e 
   5

-6
 su

rv
iv

e
St

ag
e 

3:
    

 1-
2 

di
e 

    
3-

6 
su

rv
iv

e

Fi
sh

in
g 

Ev
en

t
St

ag
e 

4:
    

Sa
ve

 ca
rd

 a
nd

 g
et

 re
le

as
ed

 if
 

    
 ca

ug
ht

 in
 a

 fi
sh

in
g 

ev
en

t

Pr
ed

at
or

 In
cr

ea
se

Pr
ed

at
io

n 
Ev

en
t

St
ag

e 
1: 

   1
-5

 d
ie

    
    

6 
su

rv
iv

e
St

ag
e 

2:
    

1-
4 

di
e 

  5
-6

 su
rv

iv
e

St
ag

e 
3:

    
1-

2 
di

e 
   3

-6
 su

rv
iv

e
St

ag
e 

4:
    

 1 
di

e 
    

  2
-6

 su
rv

iv
e

Pr
ed

at
or

 In
cr

ea
se

Pr
ed

at
io

n 
Ev

en
t

St
ag

e 
1: 

   1
-5

 d
ie

    
    

6 
su

rv
iv

e
St

ag
e 

2:
    

1-
4 

di
e 

  5
-6

 su
rv

iv
e

St
ag

e 
3:

    
1-

2 
di

e 
   3

-6
 su

rv
iv

e
St

ag
e 

4:
    

 1 
di

e 
    

  2
-6

 su
rv

iv
e

Fo
od

 S
ho

rt
ag

e

   
  Y

ou
 m

us
t m

ov
e 

-1
    

   



EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD

EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD



*P
la

ce
 o

n 
an

y 
til

e*

*P
la

ce
 o

n 
an

y 
til

e*
*P

la
ce

 o
n 

oy
st

er
 ti

le
*

*P
la

ce
 o

n 
se

ag
ra

ss
 ti

le
*

*P
la

ce
 o

n 
an

y 
til

e*

*P
la

ce
 o

n 
an

y 
til

e*



EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD

EV
EN

T 
CA

RD
EV

EN
T 

CA
RD

EV
EN

T 
CA

RD


