




OVERVIEW:
Coral Relief is played in several phases each turn: the Dice Phase, the 
Growth Phase, the Special Actions Phase, the Infestation Phase, and the 
End of Turn Phase. The game ends when a player has attracted enough 
biodiversity in their reef by collecting enough checkmarks on the Reef 
Diversity Sheet.

DICE PHASE:
The active player rolls all 3 dice. Then the active player has the option to 
modify their roll using any available reroll or +/-1 actions.
• The active player may make multiple Reroll and/or +/-1 actions even  
 on the same die or dice as long as they mark off a box for each  
 use. A die showing a 1 can be made into a 6, and the other  
 way around, as the dice wrap.
The active player then chooses and sets aside one die for the Infestation 
Phase. This Infestation Die is not used during the Growth Phase and 
Special Action Phase.
For example, Robin rolls a pink 2, a blue 5, and a yellow 2. They use a +/-1 
power to lower the pink die to show a 1. They decide to set aside the pink 
die, now showing a 1, for the Infestation Phase.

GROWTH PHASE:
All players then resolve Grow actions from dice showing numbers 1-4.
• Grow actions may be performed in any order. Inactive players may  
 perform actions in a different order than the active player.
To resolve a Grow action:
1) Pick a die.
2) Pick a single row or column that shows the same number as the die or 
has an empty solid dice box. If you picked an empty dice box, write the 
number of the die you chose in that dice box.
3) Within that row or column, draw the next stage of a coral 
corresponding with the color of the chosen die (e.g. only draw the next 
stage of branching coral if you picked a pink die). You may do this 
as many times as the number shown on the chosen die. The various 
growth stages are shown on the page to the left.
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Shown left are the reroll and +/-1 
powers. These powers may be used once 
unlocked by filling the checkmark, either 
during setup or in the Special Actions 
phase. Shells are filled as rewards for 
attracting species or using all starfish 
spaces on the Triton’s Trumpet.
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• You may grow coral of different stages with the same Grow action.
• You may not grow a single piece of coral more than one stage per  
 Grow action. (For example, using a pink 3 you cannot grow  
 a single branching coral more than one stage. You may grow  
 up to 3 different branching coral by one stage each within the  
 chosen row/column.)
• You can seed coral in an empty space in that column/row instead  
 of growing a coral. The type of Stage 1 coral you may draw  
 depends on the color of the die (Brain for yellow, Digitate for  
 blue, Branching for pink).
• You cannot grow any piece of coral that is infested with starfish.
Each type of coral has a different number of stages, when the coral 
reaches its final stage, it’s considered mature.

In the example below, Robin uses the yellow 2 they rolled for a Grow 
action. They select a row that has a Brain Coral, but they can grow or seed 
two things. They grow the coral in the first column, and seed a new Brain 
Coral in the third column.
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SPECIAL ACTIONS PHASE:
Then all players resolve special actions from dice showing 5-6 on the 
remaining dice. Unlike Grow actions, special actions are resolved in 
clockwise order, starting with the active player. Some special actions 
need to be unlocked before use.

UNLOCkING DICE BOxES
Dotted dice boxes with a die icon next to it can be unlocked by using a 
roll of a 5 or a 6. Fill in the appropriate dice icon next to the desired dice 
box, and then draw over the dotted line of the dice box to make it solid.

ATTRACTING SEA LIFE
Fill in a checkmark to add that species to your reef and gain/use its 
benefit. Species on the player sheet are always available to attract. Sea 
life species on the shared reef diversity board have criteria that must be 
met before they join your reef. For each type of coral and for a set of 
each there are the following criteria to attract sea life from the shared 
diversity sheet:
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• 3 mature coral in the same row or column.
• 5 mature coral in the same row or column.
• 4 mature coral orthogonally adjacent to each other forming a  square.
• 6 mature coral orthogonally adjacent to each other forming a rectangle.
Species check marks should be filled in left to right. If there are no 
available check marks then that species may no longer be attracted to 
new reefs. A player may not attract the same species more than once. 
When a player attracts a species from the diversity board they gain the 
immediate benefit listed next to that species checkmark.

Immediately take a Grow action with the number 
shown, using the color of your choice.
Immediately fill in the corresponding symbol on your 
Coral Reef sheet. This may unlock dotted dice boxes 
or various special actions, such as Eliminate Starfish, 
Spawning, and Budding.

ELIMINATE STARFISH
Using the Hermit Crab, you may eliminate ALL infesting starfish in a 
row and/or column, depending on the icon, per box marked off. Cross 
off each starfish eliminated.
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SPAWNING AND BUDDING
in a row or column with a mature coral, advance a coral of the 
same type or seed a stage 1 coral of the same type in an empty 
space.

In any space adjacent (including diagonal), advance a coral of 
the same type or seed a stage 1 coral of the same type in an 
empty space

INFESTATION PHASE:
The die that was set aside by the active player this turn is called the 
Infestation die. All players must fill a number of starfish symbols in their 
reef equal to the number shown on the Infestation die.
• Players may only mark off starfish symbols on coral matching the  
 color of the infestation die.
• Players may not place starfish in spaces without coral.
• Starfish may infest multiple coral or multiple starfish may infest one  
 coral. Each player decides how and where starfish infest their  
 reef.
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•If you have unlocked the Triton’s Trumpet (see below), you may fill in  
 starfish here instead of within your reef. Cross off each  
 starfish placed here after filling them in.
 NOTE: A player that eliminates 8 starfish this way gains a free  
 shell icon.

If there are ever 3 starfish infesting a single coral, that coral is 
immediately bleached.  Cross out the coral. Bleached coral cannot be 
scored and no new coral can ever grow in that location.

END OF TURN PHASE:
At the end of the turn, check if any player has met any of the end of game 
conditions (see End of Game).
If any of these conditions are met, the game ends. Otherwise, the player 
to the left of the current active player becomes the new active player, and 
the next turn begins.

END OF GAME:
The game ends when any player has any of the following:
 • 4 checkmarks in the the 3 or 5 in a row criteria.
 • 4 checkmarks in the the 4 or 6 adjacent criteria.
 • Any 6 checkmarks on the reef diversity sheet.
The player that ended the game by meeting a criteria still fills in the 
starred checkmark associated with that condition.

Players now tally their scores to determine the winner
 • 2 points per mature brain coral
 • 3 points per mature digitate coral
 • 4 points per mature branching coral
 • Multiply the number of sets of mature coral times the  
 number of species (checkmarks)
 • 5 bonus points are awarded to the player(s) with the most of  
 each type of coral, destroyed starfish, and gold stars
In the case of a tie, the tied player with the least starfish on their reef is 
the winner.
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