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Story of Crabs!
In Crabs!, you and your fellow crabbers will be catching, raising, 
and selling crabs to the Seafood Market for victory points. Get 
ready to gather your gear and head to the beach, where vendors 
are lining up to collect the crabs you catch.  

Objective
To win at Crabs, you must earn the most victory points by selling 
regular and Premium Crabs to Vendors in the Seafood Market 
and upgrading your crab-catching Gear. The player who uses 
their crabbing skills to earn the most victory points wins!

Game Components
60 Crab Cards

28 Vendor Cards

1 Start Player Card

1 Crabbing Permit

5 Reference Cards

4 Gear Cards

5 Crab Tokens

front

front

back

back

1 per player color
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Setup
Give each player a Reference card and a Crab token of the 
corresponding color.
Shuffle all of the Crab cards together and deal 6 cards to 
each player as their starting hand. Deal 10 Crab cards face-up 
in the center of the play area  as the starting Crab Pool. The 
remaining Crab cards become the Draw Deck. Place it face-
down next to the Crab Pool.
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Place the Gear Cards in a row above the Crab Pool, as shown. 
From left to right they should be in ascending order. All 
players place their Crab token to the left of the Gear cards.
Sort the Vendor cards into 4 stacks by the quantity of Crabs 
Wanted (1 Crab, 2 Crabs, 3 Crabs, and 4 Crabs). Shuffle each 
stack individually, then place them face-up in ascending order 
from left to right by Crabs Wanted below the Crab Pool. This is 
the Seafood Market.
Place the Crabbing Permit to the left of the Crab Pool. The 
Crab Discard Pile will be below the Crabbing Permit. 
The last person who went to the beach will be the first player. 
Give them the Start Player card. Begin turns as normal. (See 
"Game Play" on page 6.)

Card Anatomy
Crab Cards
Crab cards represent the crabs you'll catch throughout the game 
and try to sell to Vendors. 

Relaxed Value: Crab cards have a Relaxed Value of either 1, 2, 3, 
4, or 5. This value is used during different actions and is also the 
specific value Vendors are looking to buy.
Stressed Value: During a Catch Crabs action, you can catch a Crab 
by it's Stressed Value. (See "Catch Crabs" on page 8.)
Premium Crab Star: Some Crabs have the  icon which denotes 
them as a Premium Crab. When selling to Vendors, you keep this 
Crab card in your scoring area as a bonus Victory Point.
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Vendor Cards
Vendor cards represent the different Vendors in the Seafood 
Market that want to buy the crabs you catch. 

Victory Points: Victory Points you receive for selling to the Vendor.
Crabs Wanted: A Vendor will want one, two, three, or four 
specific Crab cards. 
Gear Cards
Gear cards represent the gear you use to catch crabs. 

Binding Bonus: This value is added to your Binding value during 
the Catch Crabs action. (See "Catch Crabs" on page 8.)
Upgrade Cost: The amount of cards you must discard in order 
to move your Crab token onto the Gear card during an Upgrade 
Gear action. (See "Upgrade Gear" on page 6.)
Bonus Star(s): The amount of bonus Victory Points you receive 
for having your Crab token on that Gear card.
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Game Play
Game play begins with the starting player and proceeds 
clockwise. Each player takes a turn that consists of three steps 
performed in the following order: 

STEP 1: You must take one of the six possible game actions. 
(See "Game Actions" below.)
STEP 2: You may take a Selling action to sell Crabs to Vendors at 
the Seafood Market. (See "Selling Action" on page 9.)
STEP 3: Check for the 8 Crab card hand limit and check your 
current score. (See "End of Turn" on page 10.)

Game Actions
Upgrade Gear

Discard Crab cards equal to the Cost to Upgrade of the 
Gear card to the right of your Crab token, then move 
your Crab token to that Gear card. Cards are discarded 

to the Crab Discard Pile.
Example: Claire's Crab token is on the +3 Gear card. She 
discards 2 Crab cards to the Crab Discard Pile, then moves 
her Crab token to the +5 Gear card. 

When you Upgrade Gear, you move your Crab token to the next 
Gear card to its right. In this way, Gear is upgraded in order. You 
may never skip a Gear card when upgrading. 
Grab Crabs

Take a total of 2 Crab cards from the Draw Deck and/or 
the Crab Pool. You may freely choose the order in which 
you take the cards. You may mix and match. 

Example: Kira takes a [5] Crab card from the Crab Pool, then 
she draws 1 Crab card from the Draw Deck.

If the Draw Deck is ever exhausted, reshuffle the Crab cards in 
the Crab Discard Pile to form a new Draw Deck.
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 Trade Crabs
Play any number of Crab cards from your hand face-up 
to the Crab Pool, then take back the same number of 
cards from the Pool.

Example: Claire plays 3 Crab cards from her hand face-up to 
the Crab Pool, then takes 3 Crab cards from the Crab Pool 
and places them in her hand.

(Note: Throughout the game, any Crab cards you play to the Crab 
Pool are considered to be part of the Crab Pool and can be taken 
by any player in a future action.)
Raise Crabs

Play any number of Crab cards from your hand face-up 
to the Crab Pool. Using the total Relaxed Value of the 
Crab cards you played, take any number of Crab cards 

that equal the Relaxed Value from the Crab Pool. 
Example: Kira plays a [3], [3], and [4] Crab card from her 
hand face-up to the Crab Pool - a total Relaxed Value of 10. 
She then she takes a [1], [1], [1], [1], [1], and [5] Crab card 
from the Crab Pool (a total Relaxed Value of 10) and places 
them into her hand.

Relax Crabs
Choose up to 3 stressed (horizontal) Crab cards in your 
tableau of caught crabs and turn them vertical. These 
crabs are now relaxed and count for their Relaxed Value. 

Example: David has two stressed (horizontal) 
Crab cards that he previously 
caught, a [3^] and a [4^]. To 
relax them, he turns each 
Crab card to its vertical 
position, increasing the values 
of those Crab cards to [4] and 
[5] respectively.
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Catch Crabs
Play one Crab card from your hand face-down as a 
Rope card, then play any number of Crab cards from 
your hand face-up next to the Rope card. You must 

play at least one Crab card face-up. 
The face-up Crab cards represent the crabs 
you are trying to catch. Total the Relaxed 
Value for each Crab card you played. This 
is your Binding value. Check your Binding 
value on the Crabbing Permit to see what 
Relaxed Value (vertical) or Stressed Value 
(horizontal) Crab Card you can keep.  
The Crab card you keep must be one of 
the face-up Crab cards you just played, so 
choose your Crab cards carefully. 

Example: Kira plays a Crab card face-down as her Rope 
card then plays a [1] and [4] Crab card giving her a Binding 
value of 5. Checking the Crabbing Permit, she sees that 5 is 
enough to let her keep the [1].

You may add the Binding Bonus to your Binding value when 
checking against the Crabbing Permit. You may not use the 
Binding Bonus of a Gear card your Crab token was previously 
on. You either use the Binding Bonus your Crab token is 
currently on or you do not. 
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Example: David plays a Crab card face-down as his Rope 
card then plays [2], [2], [4], [4], and [5] Crab cards giving him 
a Binding value of 17. His Crab token is on the +3 Gear card 
so he adds the +3 Binding Bonus giving him a total of 20. 
Checking the Crabbing Permit, he sees that he can keep a 
Crab card with a Relaxed Value of [4] or a Stressed Value of 
[4^]. He decides to keep the Stressed [4^] to turn it into a [5] 
when he takes the Relax Crab action on a future turn.

(Note: For a more difficult game, players must apply the Binding 
Bonus when they Catch Crabs. It is not optional.) 
Add the Crab card you selected face-up into your tableau (on 
the table in front of you) as a caught crab. If you took it for its 
Relaxed Value, place it vertical. If you took it for its Stressed 
Value, place it horizontal. Then place all of the remaining Crab 
cards you played, including the Crab card you used as a Rope 
card, face-up into the crab pool. 

Selling Action
After you have taken a game action, you may sell crabs to a single 

Vendor. This action is optional on your turn. 
To sell crabs, you must supply Crab cards you 
have previously caught that match all of the Crabs 
Wanted on a single Vendor card. Take the Vendor 
card and place it in your tableau in a scoring area. 
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Only relaxed (vertical) Crab cards you have caught may be sold. 
You may not sell any cards that are stressed (horizontal) or 
currently in your hand. If you cannot supply all of the Crab cards 
in the Crabs Wanted section of a Vendor card, then you may not 
take the Vendor card.
You may sell any mixture of regular and Premium Crab cards. 
Discard any regular cards you have sold to the Crab Discard Pile. 
Keep any Premium Crab cards you have sold and place them on 
top of the Vendor card. These will count as bonus Victory Points. 

Example: Kira supplies a [1], [2], and [2] Crab card to sell to 
a Vendor at the Seafood Market that has a [1], [2], and [2] in 
her Crabs Wanted section. She discards the two [2] regular 
Crab cards into the Crab Discard Pile, then takes the Vendor 
card into her scoring area and places the [1] Premium Crab 
on top of it giving her 9 Victory Points.

End of Turn
There is a hand limit of eight Crab cards. If you have more than 

eight Crab cards in your hand, play cards face-up 
to the Crab Pool until you have only eight Crab 

cards in your hand. Check your total score 
to see if you have triggered the end of the 

game. Your turn is over and the player 
to your left begins their turn.
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End of Game
The end of the game is triggered when one player earns 25 
Victory Points or more (29 Victory Points or more in a 2-player 
game). Victory Points come from 3 sources:

Vendor Cards (total point values) 
Premium Crabs (total  count)
Upgraded Gear (  count on current Gear card)

Complete the current round of turns so that every player has had 
an equal number of turns. The player to the right of the player 
with the Start Player card should go last in the game. 

Example: At the end of Kira's turn she has a total of 25 
Victory Points. 21 from Vendor cards, 2 Premium Crab 
cards, and 2 from the +7 Gear card. Kira was the Start 
Player, so Claire and David will get one more turn. 

Tally up each player's final score. Whoever has the most Victory 
Points is the winner! In case of a tie, the player who sold the 
highest total Relaxed Value of Premium Crabs to Vendors is the 
winner. Still a tie? Then all tied players share the victory.

Credits
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Quick Play Guide
Shuffle the Crab cards and deal 6 to each player, then 10 to 
the center of the play area to form the Crab Pool, then place 
the rest of the cards next to the Crab Pool as the Draw Deck. 
Place the Gear Cards in ascending order above the Crab Pool. 
Give each player a Reference card and place a Crab token of 
the corresponding color to the left of the Gear card. 
Sort the Vendor cards into 4 stacks by the amount of Crabs 
Wanted. Shuffle each stack and place them in ascending order 
below the Crab Pool. 
Give the the first player the Start Player card. 

Starting with the first player and continuing clockwise, each 
player takes a turn performing three steps in the following order:
STEP 1: You must take 1 of the 6 game actions.

STEP 2: You may sell Crab cards to a single Vendor. 
STEP 3: Check for the 8 Crab card hand limit and check your 
current score. 
If you have 25+ VP (29+ VP in a 2-player game), then the end of 
the game is triggered. Continue the round so that all players take 
an equal number of turns. Then, count Victory 
Points from your Vendors, your current Gear, 
and Premium Crabs. 
The player with the highest score wins! 

Upgrade Gear

Grab Crabs

Trade Crabs

Raise Crabs

Relax Crabs

Catch Crabs
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