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Imagine yourself as a whale. You are a whale.
You are ready to play this game.

Game material
• 78 Playing cards (3 sets of whales, superheroes,
turtles)
• 6 Role cards (4x whale, 2x superspy)

Turtle
Whales

Superhero

Role cards

Goal
Players represen�ng whales are trying to assemble the
strongest army possible, while hidden human agents
will do everything to inﬁltrate them and stop the a�ack.

Setup
1. When playing with less then 5 players, pull
marked cards from the playing deck. Shuﬄe the
rest.
2. Deal 2 face up whale cards to every player, shuﬄe
other cards back to the deck.
3. Take as many Role cards as a number of players and
make sure 1 of them is a Superspy role card. Secretly deal 1 card to every player. In 6, use all cards.
4. Decide who will be the ﬁrst player. How about the
player who most feel to be a whale?

Playing with 4 players

Playing the game
Players take turns playing in a clockwise manner.
Draw 2 cards from the deck. Discard 1 face up to a discard pile. Oﬀer the other card (face down) to a player of
your choice, provide “some” informa�on about a card
(you may lie and deceive, e.g. “this is a red card”, “you
need this card”, “blue, four”, “I need this card back,
don’t take it” etc.).
The other player must choose:
•

Keep the card,, ﬂip it face up and
put it into their army (collec�on).

•

Refuse to take it, send it back.
The player who oﬀered it
must add it to his army.

When the oﬀered card is put into
an army it ends this turn.

Playing the game
There are 3 types of cards in the playing deck – whales,
superheroes and turtles.
The most common card is a whale, it
has strength number in the top right
corner and can be sorted into 1 of 3 sets
(Red, Blue, White). Every players army is
a public informa�on and must be sorted
based on color. At any �me, player can’t
have more then 2 whales of the same color
(in the same set). At maximum, player may have up to
six whale cards during the game.

MORE THAN TWO CARDS

If a player gets the third card of the same color, the
whole color set is discarded. As a free ac�on they
chooses any player and steals one card from him.
There is one restric�on though. If they chooses to
steal from a “Red” forma�on for e.g., they must steal
the card with the lowest value.

The superhero cards are also added to your
army and count as a nega�ve during the ﬁnal scoring. For every collected superhero
card, player will lose one whale card with
the lowest value. If ANY player collects
three superhero cards, the game ends and
the superhero player wins.
Turtles are peace ac�vist who try to avoid
war at any cost. Who gets this card (turning
it face up) must discard one card of their
own to the discard pile. They may even
discard a superhero card. The Turtle is also
discarded.

Winning the game
The game may end in these three cases:
•

One player completed a set of 6 cards (2 in each
color) – WHALES WIN.

•

Player is not able to draw 2 cards from the deck –
WHALES WIN.

•

One player collected third superhero – SUPERSPY
WINS.

Whales win
For every superhero card in players army, they must
discard the lowest value whale card. Then the player
counts the strength of the remaining whales.
The winner is the whale player with the greatest value,
unless the superhero player won.
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