
1
RULEBOOK



2

Welcome to the archipelago of Coral Islands, a natural 
paradise under threat, which needs your help to 
survive climate change. As intrepid scientists, you’ll 
cultivate coral and transform the islands to secure 
the archipelago for future generations. 

Coral Islands includes two contrasting, 
interactive dice-stacking experiences 
in one box using a double-sided board 
and beautiful translucent dice. 
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COMPONENTS

16 red dice

12 purple dice

100 Shape cards
(5 copies of each of 20 different shapes) 

4 Nursery cards 4 Reference cards 41 Diverse
Ecosystem cards

*Part of the deluxe edition only

16 yellow dice

2 side boards 1 double-sided main board

8 blue dice

16 green dice

8 black dice

6 Specialist cards 24 Fish tokens108 Terrain cards
(18 in each of 6 different terrain types) 
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Find the following components: 
• 60 dice : 

 - 16 red 
 - 16 yellow 
 - 16 green 
 -  12 purple 

• 1 main board 
• 104 Coral cards : 

 - 100 Shape cards (5 copies of each of 20 shapes) 
 - 4 Nursery cards 

• 24 Fish tokens
• 4 Reference cards
You won’t need the following: 8 blue dice, 8 black dice, 2 side 
boards and all the Islands cards. The 41 Diverse Ecosystem 
cards are only used if you wish  to play with one or more of the 
expansion modules. 
The rules for Man vs Nature solo game and Diverse Ecosystem 
expansion modules appear after the rules for the main game.

Lay the main board on the table with the  Coral side face up.
Put all the Fish tokens beside the board to form a supply.
Give each player 1 Nursery card. 
Each player takes the following number of dice of one colour: 
• 2 or 3 players : 16 dice (red, yellow or green) 
• 4 players : 12 dice (red, yellow, green or purple) 
Place your Nursery card in front of you, and keep all of your dice beside it in a reserve. 
For your first game, find all the Shape cards with the            on them and sort them (the 7 cards shown above) into stacks of 
matching cards. You will have 5 copies of each of 7 different shapes. Put these 7 stacks face-up beside the board. 
Depending on the number of players, remove cards from each stack of Shape cards. Put the removed Shape cards back in the box. 
• 2 players : Remove 2 cards, leaving 3 cards in each stack.
• 3 players : Remove 1 card, leaving 4 cards in each stack.
• 4 players : Remove no cards. Each stack contains 5 cards. 

In  Coral, cultivate and grow coral to regenerate a 
coral reef under threat. You’ll need to constantly 
adjust your perspective as you build three-
dimensional coral, represented by stacks of dice, 
trying to create the shapes required to help the 
coral reef flourish. Match the right shapes to 
grow the healthiest coral and prove yourself as 
the leading conservationist. 

OVERVIEW

GETTING READY
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ABOUT FISH   
During the game you will be able to earn Fish tokens, which you can spend to take additional actions. 
Whenever you earn a Fish, take one from the supply and keep it in front of you. When you spend one or 
more Fish, return them to the supply. You may spend Fish on the turn in which you earn them, or keep 
them to spend in later turns. There is no limit to the number of Fish tokens you can earn.
Any Fish tokens you have left at the end of the game are not worth any additional points. The supply of 
Fish tokens is not intended to be limited, so if you run out, substitute with any suitable replacement.

USING DIFFERENT SHAPE CARDS
The game includes 20 different types of Shape cards. 
There are 4 different illustrated fish on the cards. 
In later games, find all the cards with either the 
Copperband Butterflyfish, the Yellow Tang 
fish, the Three-Stripe Damselfish or the Saddle 
Butterflyfish on them. In each case, you will have a 
different set of 7 shapes to play with. Once you are 
familiar with the different Shape cards, you may 
enjoy choosing your own set of 7 shapes. It is best 
to choose a mix of values and to not include shapes 
which are too similar.

Take turns to play dice onto the board and build a three-dimensional coral reef. Try to place your dice to create patterns of 
stacked dice that match the Shape cards. When you make a matching pattern, take the card and keep it. The player whose cards 
are worth the most points at the end of the game wins. 

AIM OF THE GAME

To start the game, each player rolls two of their own dice and places them on their Nursery card. If you roll the same result on 
both dice, reroll one of them until you get a different result. 

The player who rolled the highest total goes first. If there is a tie, the oldest tied player goes first. Players then take turns clockwise. 
On your turn, do the following things in order: 
1. Add a die to the Reef
2. Claim a Shape card (if possible)
3. Refill your Nursery

HOW TO PLAY

Copperband 
Butterflyfish

Three-Stripe 
Damselfish

Yellow 
Tang fish

Saddle 
Butterflyfish
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EARNING FISH 
If you placed a die directly onto the board in a space with a picture of a fish,  take 1 Fish token.

ADJUSTING THE VALUE OF A DIE
Before you place a die, you may spend 1 Fish token to either add or subtract 1 from its value. 
Rotate your die to change its value. You may spend multiple Fish to do this more than once. 
For example, you could spend 3 Fish to turn a 4 into a 1. You cannot spend a single Fish to turn 
a 6 in to a 1, or a 1 into a 6.

ADDING A SECOND DIE TO THE REEF
You may spend 3 Fish tokens to add the other die on your Nursery card to the Reef. You may 
spend Fish to adjust its value before you place it as normal. 

1. ADD A DIE TO THE REEF
Choose one of the dice on your Nursery card and place it on the board, adding it to the Reef. 
The first player must place their first die on the space in the middle of the board to begin the Reef. After this, each new die must 
be added to the Reef as follows: 
• Directly onto the board in a space that is edge-to-edge adjacent to another die in the Reef. You cannot place a die so that it is 

only diagonally adjacent to another die.
—  or — 

• On top of another die in the Reef, making a stack. A stack can contain a maximum of 3 dice. 

You may only stack your die on top 
of another one if your die has a value 
that is  higher  than the die below it, or 
your die is a 1. When you place your die 
directly onto the board, it can have any 
value. 
For example, you can stack a 6 on top 
of a 1, 2, 3, 4 or 5, but you can only stack 
a 3 on top of a 1 or 2. However, you can 
stack a 1 on top of any value, including 
another 1.

Now check to see if you have created a pattern of dice that lets you claim a Shape. If not, skip ahead to the ‘ Refill your Nursery’ 
step. In the unlikely event that you cannot place a die, simply skip ahead to the ‘ Refill your Nursery’ step. 
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EARNING A BONUS FISH 
If you did not claim a Shape card this turn,  
take 1 Fish token . Note, this can be in 
addition to earning a bonus fish by placing a 
die on a board space with a picture of a fish.

EARNING FISH
If the Shape card you claimed 
has a Fish icon on it,  take 
1 Fish token .

2. CLAIM A SHAPE CARD

Each pattern requires a combination of your own dice and dice belonging 
to your opponents. All the white dice shown in the pattern on a Shape card 
must correspond to your own dice, and all the grey dice in the pattern must 
correspond to dice that belong to any combination of your opponents.
Each pattern must be created vertically, but it may face in any direction. 
To check if you have correctly completed a pattern that matches a Shape 
card, hold the card up vertically beside the Reef alongside any side of the 
board, with the bottom edge of the card touching the table. If the die you 
just placed, in combination with any of your own and your opponents’ dice 
that were already in the Reef, creates a pattern that exactly matches the 
pattern on the Shape card you can claim that card.
You can only claim a Shape card immediately after placing a die that 
completes a matching pattern. You cannot claim a Shape card for a 
pattern you completed in an earlier turn. However, any die that was part of 
a completed pattern can be used as part of another pattern in a later turn. 
If the die you placed completes multiple patterns that match more than 
one available Shape card, you may only claim one of them. Once all of 
the Shape cards of a particular pattern have been claimed, creating that 
pattern again is possible but is no longer worth any points.

Each time you add a die to the Reef, check to see if it created and completed a vertical pattern of dice in the Reef that exactly 
matches the pattern on a face-up Shape card beside the board. If it does, take the card and keep it face down in front of you. The 
number on the Shape card tells you how many points it is worth at the end of the game.

3. REFILL YOUR NURSERY

At the end of your turn, take a die from your reserve, roll it, and place in on your Nursery card. If you added both of the dice on 
your Nursery card to the Reef this turn, roll two dice and place them both on your nursery.
You cannot have two dice with the same result in your Nursery. If this happens, reroll one of them until you get a different result. 
When you have used up the dice in your reserve, skip this step.
Play now continues clockwise.
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The game ends when all of the players’ dice have been added to the Reef. Keep taking turns clockwise until this happens. If play 
passes to you and you have run out of dice, simply skip your turn.
At the end of the game, everyone reveals all of their face-down Shape cards and adds up how many points they are worth. The 
player with the most points wins.
If two or more players are tied for the most points, the player with the most remaining Fish tokens wins. If players are still tied, 
all tied players share victory.

END OF THE GAME

MAN VS NATURE: SOLO GAME
In the solo game, you play against Nature. You will take turns as usual, and must complete a specific set of unique shapes before 
you run out of dice. Will Nature be revealed as a powerful opponent, or will you be able to guide Nature into helping you?

SETUP
Lay the main board on the table with the Coral side face up. Put all the Fish tokens beside the board to form a supply.
Take a Nursery card and place 16 dice of one colour beside it as your own reserve. Roll two dice from your reserve and put them 
on your Nursery card as normal, rerolling one of them if you have rolled the same result on both dice.
Take 16 dice of another colour for Nature and place these beside the board as Nature’s reserve.

DIFFICULTY LEVEL
Take one copy of each of the 20 different Shape cards, and sort them by their point value. Choose a difficulty level and then 
randomly choose a number of different Shape cards of each point value, according to the chart. Lay the 7 Shape cards selected 
face up beside the board and put all the other Shape cards away.

Difficulty level 1 point 2 point 3 point
Barnacle (introductory) 3 4 ---
Pufferfish (easy) 2 3 2
Narwhal (medium) --- 4 3
Killer Whale (hard) --- 2 5
Kraken (fiendish) --- --- 7

AIM OF THE GAME
You and Nature will take turns to add dice to the Reef. You will place your dice as normal, and will place Nature’s dice for her 
automatically. You win the game if you successfully create and complete all of the 7 Shape cards before you run out of dice.

HOW TO PLAY 
Nature goes first. On Nature’s turn, take one die from Nature’s reserve, roll it and add it to the Reef. Depending on the value 
rolled, use the requirements below to decide where in the Reef to place the die depending on the value rolled.
In each case, if there are multiple legal positions that would satisfy a requirement, choose the one that is closest to the centre 
of the board. If there are still multiple equivalent positions, you choose in which of these positions to place the die.
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ADJUSTING THE VALUE OF NATURE’S DIE
Before you place Nature’s die, you may spend 2 Fish tokens to either add or subtract 1 from 
its value. Rotate the die to change its value.

DIVERSE ECOSYSTEM: EXPANSION MODULES

A die placed directly on the board is at ‘level 1’. A die stacked on top of a single die is at level 2. A die stacked on top of two other 
dice is at level 3. All of the usual rules about dice placement and stacking still apply. A dice stack can still only contain a maxi-
mum of 3 dice. 
• If Nature’s die is a 1: Place the die in a legal position on the highest level possible. 
• If Nature’s die is a 2, 3 or 4: Place the die in a legal position on level 2. If this is not possible, place it in a legal position on 

level 3. If the die cannot be stacked, place it on level 1.
• If Nature’s die is a 5 or 6: Place it on level 1.

Nature never collects any Fish, and you never collect Fish or complete Shape cards on Nature’s turn. You cannot spend Fish on 
Nature’s turn to place a second die.
After you have placed a die for Nature, take your own turn, and then continue to play taking alternating turns.
On your own turn, you may collect and spend Fish tokens as normal. You may spend 1 Fish token to add or subtract 1 from your 
own die’s value, or 3 Fish to place your second die.
As normal, each time you add a die to the Reef, you can only claim at most one Shape card. On any one of your own turns in which 
you do not claim at least one of Shape cards, you still earn 1 Fish at the end of your turn.

WINNING THE GAME
If you create and complete all of the Shape cards, you win!

The Diverse Ecosystem expansion is made of 41 cards split into two modules: Evolve and Flourish.

The Evolve module includes 5 new three-dimensional shapes that require you to think in a new way when building the Reef. To 
play with this module, simply choose all the Shape cards with either the small blue dice (3 new Shapes and 4 regular Shapes) or 
the small red dice (5 new Shapes and 2 regular Shapes), or choose your own mix of Shape cards.

EVOLVE (25 Cards)
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The Flourish module gives each player 4 new opportunities to earn points and 
Fish while building the Reef. During setup, give each player an identical set of 
the 4 different Flourish cards. Keep your cards face up in front of you, beside 
your Nursery. 
Each time you add a die to the Reef, check to see if you can score a Flourish 
card. Each card shows a pair of dice, of value 2, 3, 4 or 5. If you create a pair of 
adjacent stacks, which can be the same or different heights, and which have 
a matching pair of your own dice on top, you can score the corresponding 
Flourish card.
You may claim a Shape card and score a Flourish card at the same time.
When you score a Flourish card, flip it over. If the card has 1 or 2 Fish on it, 
immediately take that number of Fish from the supply. You may only score 
each different Flourish card once.
At the end of your turn, you only earn a bonus Fish if you neither claimed a 
Shape card nor scored a Flourish card. If you did one or both, you do not earn 
a bonus Fish.
At the end of the game, add the points on your face-down Flourish cards to 
your score.

10

FLOURISH (16 Cards)
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2 PLAYERS 

3 PLAYERS 

4 PLAYERS 

GETTING READY

OVERVIEW
In  Islands, transform the islands of the archipelago 
to protect them from the rising sea level. Carefully 
choose where to intervene to increase the heights 
of the islands, represented by dice, by drafting cards 
and using them to move dice between islands. Use 
the powerful Specialists wisely, collect the right mix 
of Terrain cards, and think strategically to get the 
edge over opposing players.

Find the following components: 
• 48 dice :

 - 8 red
 - 8 yellow
 - 8 green
 - 8 purple
 - 8 blue
 - 8 black

• 1 Main board
• 2 Side boards
• 114 Islands cards :

 - 108 Terrain cards
 - 6 Specialist cards 

• 4 Reference cards 
You won’t need the following: 8 red dice, 8 yellow dice, 8 
green dice, 4 purple dice, all the Coral cards and 24 Fish 
tokens. 

Lay the main board on the table, with the  Islands  side 
face up. With 3 or 4 players, use the side boards to 
extend the main board as shown.
• 2 players : Put the 2 side boards back in the box.
• 3 players : Lay one of the side boards beside the 

main board and put the other side board back in 
the box.

• 4 players : Lay both side boards beside the main 
board.  

1

2
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Place one die onto each island on the board. Place each dice so that it has a ‘1’ on its top-most face, and match the dice colour 
to the island terrain as follows. Put any unused dice back in the box.  

If this is your first game, lay the following 3 Specialist cards face up 
beside the board: Conservationist,  Ecologist  and  Oceanographer. 

Put the other 3 Specialist cards back in the box. In later games, you 
can choose any combination of 3 Specialist cards you like, or shuffle 
the cards and choose 3 at random. 

Sort the Terrain cards as follows. Put any unused cards back in the box.
• 2 players : Remove the 18 ‘4 star’ and 18 ‘5 star’ cards to make a deck of 72 cards.
• 3 players : Remove the 18 ‘5 star’ cards to make a deck of 90 cards.
• 4 players : Use all 108 cards. 
Shuffle the Terrain cards and place them face down to create the Terrain deck. 
Leave space beside it for a discard pile.

Red  dice on
‘Volcano’ islands.

Green  dice on
‘Archipelago’ islands.

Yellow  dice on
‘Sandy Beach’ islands.

Black  dice on
‘Rocky Stack’ islands.

Blue  dice on
‘Waterfall’ islands.

Purple  dice on
‘Lavender Fields’ islands. 

3

4

5

Setup Example
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TRANSFORMATION

HOW TO PLAY

AIM OF THE GAME
Take turns during the Transformation phase to claim Terrain cards, use the powers of the Specialists and move dice from island 
to island, building stacks of coloured dice. Collect cards that will give you the best star value in specific colours, and so claim the 
most dice in the tallest stacks during the Evaluation phase. The player who claims the most dice wins.

The game is played in two phases:  Transformation  and  Evaluation . 
During the Transformation phase, players take turns clockwise to collect Terrain cards and move and stack dice on the board. 
The Transformation phase ends when the Terrain deck is used up. 
During the Evaluation phase, players take turns in order, based on the value of the Terrain cards they have collected of each 
colour, to claim stacks of dice from the board until all the dice have been taken. 
At the end of the game, the player who claimed the most dice wins.

The player who most recently visited an island goes first. Play then continues clockwise.
On your turn, do the following things in order: 

Deal
Choose
Movement

1
2
3

1. DEAL
Deal three Terrain cards from the top 
of the deck, laying each one face up 
above a Specialist. Deal the cards in 
order, going from left to right along the 
line of Specialists. If there are already 
Terrain cards above a Specialist, lay 
the new card with them to create a 
column of cards. Spread out the cards 
above each Specialist so that they can 
all be seen.
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2. CHOOSE
Nominate one of the Specialist cards and take all of the Terrain 
cards above it. Do not take the Specialist card. Now choose one 
of the Terrain cards you took to keep face up in front of you. You 
will discard the other Terrain cards you took this turn at the end 
of your turn. 
The Specialist you nominated, the number of Terrain cards you 
took, and the colour of the card you choose to keep in front of 
you are all important in the next step. 

CHOOSE A DIE 
You must now choose a die to move. The die must have a  value of 1–5  on its top-most face, and must  match the colour  of the 
card you just chose to keep. The die must be either the only die on an island space, or the die on top of a dice stack. 
Before you move your die, you must add 1 to its value. 
Pick up the die and rotate it so that the value on top is one more than it was. You cannot choose a die with a 6 on its top-most 
face since you cannot increase its value. 

3. MOVEMENT

MOVE YOUR DIE 
You must now move your die, taking steps orthogonally from 
island to island. You cannot move your die diagonally. 
You  must  move your die at least one step, and may move it any 
number of steps up to a number equal to the  number of cards  
you just picked up. 
Each step must be made to an island which has at least one other 
die on it. To make a step onto an island, your die  must have a 
higher value  that than the die on the top of the stack it lands on. 
You cannot move your die onto or through empty island spaces.
The Specialist you chose has an ability that lets you change the 
movement rules for this turn only. You do not have to use the 
ability if you prefer not to. 

Important! The star value and seismic rating of all the cards you keep will be important 
in the Evaluation phase. Higher star values and, in the case of ties, lower seismic ratings 
are better.

Seismic Rating Star Value
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EVALUATION

Conservationist : 
You must still choose a die that 
matches the colour of the card you 
chose to keep and add 1 to its value. 

Seismologist :
If there is a die underneath the die 
you choose, you may choose to move 
both dice together. If you move both 
dice, you must keep them together 
for your whole movement. Only 
consider the value of the top die 
when moving, and don’t change the 
value of the die beneath it. 

Geographer : 
Instead of choosing a die to move as 
normal, you may choose any die on 
top of a stack that is, at the start of 
your turn, directly on top of a die of 
a colour that matches the card you 
just chose to keep. You must still 
add 1 to this die’s value and move it 
as normal. 

Ecologist :
You may take steps onto dice that 
have the same value as the die you 
are moving, in addition to taking 
steps on to dice of a lower value as 
normal. 

Oceanographer : 
You may move onto or through 
empty island spaces, and may end 
your movement on an empty island 
space. 

Agriculturalist : 
If  you move a second die, you must 
add 1 to its value and must move it 
at least 1 space following the usual 
movement rules. You must have 
taken at least 2 Terrain cards this 
turn to be able to split the movement 
between the two dice.

The Transformation phase ends when the Terrain deck is used up and you cannot deal new cards at the start of a player’s turn. 
Now evaluate each of the six colours in turn.
When you evaluate a colour, all players adds up the star value of all the Terrain cards they have collected of that colour.
The player with the highest star value claims all of the dice in the the tallest stack topped with a die of that colour. The player 
with the second-highest star value claims the next tallest stack, and so on.
If there are stacks remaining after the player with the lowest star value has claimed one, take turns again starting with the player 
with the highest star value. Continue until all stacks topped by a die of that colour, including any stacks containing just one die, 
have been claimed.
If two or more players are tied with the same star value, the player who has the matching card with the lowest single seismic 
rating (Mw) wins the tie.
A player with no cards of a colour does not take part in the evaluation of that colour and never claims any matching stacks.

END OF TURN 
After you have moved your die, discard all the Terrain cards you picked up this turn, except for the one card you chose to keep. 
Place that card face up in front of you and add it to the cards kept in earlier turns. Spread out all of the cards you have kept and 
organise them by colour face up so that everyone can see them.
Play now passes clockwise.
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END OF THE GAME

CREDITS

EXAMPLE
In this example, the players are evaluating the colour green.
Both John and Sarah have green Terrain cards worth 4 
stars. Mike has green Terrain cards worth 2 stars. John 
and Sarah are tied, so they check their cards to see who 
has the single lowest seismic rating. John’s best rating 
is 1 Mw and Sarah’s is 2 Mw, so John wins the tie. Players 
will therefore now claim stacks topped by green dice in 
this order: John, Sarah, Mike.
John claims the tallest stack of dice topped with a green 
die (4 dice). Sarah claims the next tallest stack (3 dice). 
Mike claims next, but can only claim a ‘stack’ containing 
one green die. There is still a green stack remaining so 
John claims the final green stack of a single die. 
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Rulebook Proofreaders: Paul Grogan, David Digby, 
Jason Rosso, Matt Thomasson and Francesco Testini
Playtesters: Cambridge playtest group, Matthew 
Dunstan, and Clan McBain, aquawindmill, Cookie, el 
Holgo, FUNFRIENDLYCHIP, Keldborg, KinneFamily, 
trebz, and Austin McK. 
Alley Cat Games would like to thank Sumit 
Dargad, John Shulters and Sarah Graybill for 
introducing us to Rohan’s game.

Dedicated to 
the memory of 
Rohan Dargad

Unfinished Business by Rohan Dargad
Everyday, for hundreds of jobs that are done

There are still plenty that are left undone.
That book you never read.

That friend you never made.
That class you never took.

That dish you wanted to cook.
That girl you wanted to date.

That vacation you wanted to take.
As a mountain of these jobs is built,

It keeps adding to your guilt
To complete them you need positive intent.

Doing so is the only way to be content.
Pay heed to these pedestrian words, don’t wait.

Get up and finish what’s undone, least it’s too late.
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The game ends when the Evaluation phase is complete 
and all of the dice on the board have been claimed. The 
player with the most dice wins.  
If two or more players are tied, the tied player with the  
highest  total star value across all of the Terrain cards 
collected wins the tie. If still tied, the tied player with 
the  lowest  total seismic rating wins the tie. 

John

John

John Sarah Mike

Sarah

Mike


