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Game Description

Savage Seas is themed around old medieval sea maps with inaccurate islands, wacky 
looking beasts, and giant storms. The board is made up of two sets of map cards (interior and 
exterior) that are shuffled, resulting in different map configurations each time the game is 
played. The exterior map cards contain each player’s home base and larger landmasses, while 
the interior map cards have X-markers, whirlpool hazards, and islands. 

Player pieces are a double-sided coin, with a ship on one side and character image on 
the other. The face up side of the piece matters, as the ship can travel on water while the 
characters can travel on land. Players begin the game with a hand of playable cards that can 
affect their own game piece or their opponents, and can draw and play more cards throughout 
the game by landing on X tiles. 

The game can be played for two different versions and win conditions. In version one, players 
aim to reach the treasure in the centre of the map. Whoever reaches the treasure first wins. 
Version 2 offers a longer game session and increased strategy and player interaction: a player 
wins by not only reaching the treasure, but also bringing it back to their home base. 



Game Contents

- Inner Map Deck (teal cards)
- Perimeter Map Deck (black cards) 

- Chance cards, X cards (blue cards)

- Treasure Island piece (placed in centre of the 
board)
- 2 x Treasure pieces
- 4 x Player tiles

- Cardinal direction markers

The whole game fits in a small box. Nice! It could be 
packaged in a single box with multiple 
compartments or even a drawstring bag.

How to Play/Rules:

Race to the Finish (ver.1)
(2-4 Players)
Objective: Be the first player to get to the treasure in the middle of the board.

Set up:
1. Shuffle game board card decks
2. Place turquoise game board cards in a 6x4 card area
3. Place black game board cards in an outer ring around the turquoise
4. Add the cardinal directions on each side of the board (NESW)
5. Place a Treasure Chest on to the middle of the board
6. Separate game cards into two shuffled face down decks: "X-Marks the Spot" and 
"Chance" (anything that is not the former)
7. Players place their Token on their starting tile (same colour as the Token)

Each player will get 4 "Chance" cards at the start, and will be given a "Chance" card whenever 
their cards fall below 4 "Chance" cards throughout the game.

There are two types of cards which differ in when they are played. 
- Instant cards must be followed right after receiving it.  
- Non-instant cards can be played whenever the player chooses during their turn. 

Players can only traverse land as their character (bust side) and water in their ship (ship side).

Each player will be able to have two actions per turn. The actions they can take are:



- Move on land (one tile in a direction)
- Launch boat/disembark boat (Flip Token) 
- Move in water (one tile in a direction)
- Play card
- Attack Kraken or other player once (must be adjacent to target)

Special Tiles on the game board have specific effects triggered when a player character lands 
on them. 

- Kraken: traps you in a "fight", must attack twice to continue moving (If the Kraken is the 
  same colour as the player who lands on it, that player is not trapped and can continue 
  moving. Friendly Krakens have no effect.)

- Teleportation: White swirls on land and orange in the sea, allows the player to teleport 
   to another swirl of the same colour on another part of the board. These are limited to 
   the perimeter cards, and act to provide an “out” if a player would prefer to embark 
   towards the treasure from a different point than their home base. 

- “X": Pick up a "X Marks the Spot" card.

- Vortex: Black swirl, player loses a full turn

*This version does not include attack card like the Cannon. 

Capture the Flag (ver.2)
(2-4 Players)

Objective: Be the first player to reach the treasure and bring it back to their starting point. This 
version allows you to steal the treasure from another player. It contains the same rules as ver.1 
as well as some ver.2 specific rules.

- 2 Treasure Chests are placed onto the middle of the board.
- A Treasure Chest can be dropped when:

- Attacked by a Kraken
- Attacked by another player
- A player gets trapped by a Vortex
- When dropped the Treasure Chest will land on a tile adjacent to the player

Attack cards like the Cannon can be used.
*Two players can play if they fight over 1 Treasure Chest in the middle



Player Feedback 

Player Comment Explanation Fix (if needed)

Add a “How to Play” reference 
card.

A reference card (or printed 
rulebook for that matter) is a 
great practice to quickly 
introduce players to a game and 
have the rules easily accessible. 

Have a printed rulebook and 
reference card for players, as 
seen in… many many existing 
board games. 

Directional language on some of 
the playable cards is rather 
vague, such as “forward” and 
“back”. 

Forward and Backward aren’t 
great descriptors for navigating a 
grid. The object of the game is to 
reach the centre, and directional 
instructions should reflect that. 

Clarify language as “move closer 
to the centre/chest” instead of 
“forward”, and “towards the map 
perimeter” instead of backwards. 

X card says to pick up another X 
card- that’s weird!

These cards are sort of a waste 
and don’t accomplish much. 

Change these cards to have their 
effect to be to draw from the 
Chance deck instead. 

Summoning a Kraken on top of 
another Kraken. Can it be 
done?? What even happens? 

The battle mechanics here are a 
little confusing! We didn’t quite 
account for this in build and 
testing. 

Clarify rules to state that the 
Krakens would just cancel each 
other out. I guess they’d get 
distracted by each other and bog 
off, leaving the players alone. 

Balancing the number of cards in 
hand, and finding the right draw/
play mechanics to keep cards a 
valuable resource that can be 
conserved but isn’t particularly 
rare. 

Depending on the game 
objective being played (ver 1 or 
2), players were losing cards too 
quickly or hanging onto them 
forever- a dead hand. Those 
aren’t fun! 

Adjust card draw rules to that 
players always have x number of 
cards in hand, so if one is played 
they pick up another, and cannot 
have more than that number. 
Think Cards Against Humanity 
hand size rules. 



Build Review and Jam Reflection 

We started brainstorming with two separate ideas on how the board should work: the card idea 
that ended up being used, and a square tile with a paper disc on top that could be rotated, 
based on wind direction. In the end, Sam and I weren’t able to develop the rotating board tile 
idea in the build time we had allotted. We did cut out circles and try to figure out how to make 
them work, but we prioritized simplifying the game and the build process by choosing sleeved 
cards. 

It’s a cool board idea and I think it has real potential! My main concern would be ensuring it was 
refined enough to serve a purpose that isn’t just “the board is cool and moves!”, a la Mousetrap. 

I had developed the “board made of cards” concept early on in Map Jam development as a 
fallback option. Come Tuesday night, I was happy I did. We used the piles of card sleeves I 
already had and bulk Pokemon cards to fill them, then printed the cards on lighter paper, cut 
them out, and inserted them into the sleeves as well.

This was a great group to work with! Looks like we’ll be taking this idea and expanding it further 
for Shine Jam. Looking forward to it- we already have some neat ideas, including adding 
structure building and another alternate win condition. 


