
LOCALS 
ONLY!
LOCALS 
ONLY!
A GAME  ABOUT SURF  LOCAL ISM

BY  CHRIST IAN G IMBER

EQUIPMENT

BOARDS:

CHARACTERS:

-5 +0

+1+2 +2

+3

-1 3

-5+2 +2

+4

THE
GROM

THE
ENFORCER

MR.
POOSTANCE

THE
CLOWN

THE
AERIALIST

THE
STYLIST



INTRO
Navigate the crowded lineup to catch as many waves as possible. The 

surfer with the highest combined score wins.

OBJECTIVE
1 shaka is awarded for each turn spent riding. Bonuses are awarded 

for larger waves and special maneuvers (see WAVE SCORING).

Quick Session: play to 10 shakas [4-6 players]

Dawn-patrol: play to 15 stoke shakas [4-6 players]

All-day Froth: play to 20 stoke shakas [4-6 players]

HOW  TO  START
1) each player takes turns picking a character or board. The oldest 

player picks first, followed by the others in clockwise direction. 

2) After each player is equipped with a character and board, 

calculate each player’s skill level with the diagram below. The 

player with the highest skill level is assigned the “local” class and 

everyone else is a “kook.”* Each player receives a class card with 

more information.

3) surfers take a position on the beach. everyone’s boards must 

start the game out of the water.

4) A dice roll spawns the first wave (see waveS).

TURN STRUCTURE
Each player follows the same turn order established during the 

equipment stage. At the end of each round all waves advance forward 

1 space towards the beach and the swell-o-meter is increased by 

1. If the swell-o-meter reaches 4, a new wave is spawned with a dice 

roll (see waves].

*there are two locals in games with six players

WAVES
LEFT/RIGHTS:

	 These common waves are named after the direction they break [from 	

	 surfers pov]. Don’t even think about going left on a right.

	

	 Spawn conditions:

	        LEFT (left lane only]

	        CLOSEOUT (a right and left spawn simultaneously on both sides 		

	 of the board to form one shitty wall of white water).

	        RIGHT [right lane only]

LIL’ PEAK:

	 These little gems can be ridden left or right. The barrel is too 		

	 small, though, so you’ll have to stick to the pocket.

	

	 Spawn conditions:

	        or          [center lane only]

BIG PEAK (aka SET WAVE!)

	 This steep and hollow wave is worth the risk. Only the bravest 		

	 souls venture into its cavernous belly. Even fewer make it out.

	

	 Spawn conditions:

	        [center lane only]

WAVE  SCORING
	 +1 PELLET FOR EACH TURN SPENT RIDING

 	 +2 BONUS PELLETS FOR EACH TURN SPENT NOSE-RIDING

	 +3 BONUS PELLETS FOR EACH TURN SPENT RIDING A SET WAVE

	 +4 BONUS PELLETS FOR EACH TURN SPENT IN THE TUBE

MOVEMENT
SURFERS may move one space at a time, from 1 space to an adjacent 

one. Surfers can also walk to the nose of their board. waves and 

surferless boards move 1 space towards the beach at the end of 

each round.

SURFERs start each turn with 4-5 action points (AP) depending on 

their class. Paddling, swimming, turning, and all other maneuvers 

require 1 AP. The max distance a surfer can paddle in a turn is equal 

to his/her AP.

Waves do not push surfers onto adjacent spaces. Instead, the piece 

stays in the same position it was before the wave moved. However, 

boards cannot puncture through waves, surfers or boards caught 

in the lip or impact zone are washed in to shore.

W IPEOUTS
Fallen surfers are moved one space forward, out of the wave’s path.

	 SURFERS caught in the IMPACT ZONE are washed in to shore 		

	 with their board.

Occasionally, surfers lose their boards. When this happens, the 

board moves two spaces back towards the beach, leaving the surfer 

boardless. The surfer must retrieve his shred sled before catching 

anymore waves.

Boardless surfers have 2 AP. if rammed by another surfer, boardless 

surfers are washed in to shore. Surferless boards drift 1 space 

towards the beach in sync with wave movement.

in the event of a collision of boards, the surfer who initiated must 

roll a die. IF 5 or 6, the other victim loses his board. else, the 

initiator loses his.


