Kanaloa

A tactical game for 3-4 players of 10 and upwards

(with additional rules for 2 players)

Translated by Steve Cox - March 2002

[Translator's comments in square brackets.]

With the game you get:

-
1
game board
This shows 12 islands linked to each other by 28 marine channels, and a dolphin.  On each island are two spaces for oblations.

-
1
volcano
-
8
playing pieces (2 in each player colour)

-
28
fish (7 in each player colour)

-
2
summary cards

-
4
god cards: Kanaloa, Ku, Pele and Lono

-
4
protection cards: Kanaloa, Ku, Pele and Lono

-
110
temple counters (in the colours of the 5 gods)

40 x value 1     40 x value 3     30 x value 9

-
1
cloth bag for oblations and volcano tiles

-
104
wooden tiles

-
11
volcano tiles

-
93
oblations:

-
24 are used for a single god (3 each of values 4 and 5 per god)

-
36 are used for two gods (with values 2, 3 and 4)

-
33 universally applicable Kane tiles (with values 2, 3, 4 and 5)

-  two copies of this rules booklet
Before the first game …

… stick the transfers showing the oblations and the volcanoes onto the wooden tiles.

The summary cards, god cards and protection cards just need to be removed from their surround.

Special rules

With two or three players the protection cards are not used and only eight or ten islands are needed.  In the game for two a selection of tiles are left in the box.

More on this at the end of the main rules.

What it is about:

An archipelago of twelve islands somewhere south of Hawaii: the players travel from island to island and gather oblations in order to make offerings to the gods.  In return they gain the gods' favours and counters that can bring victory in the game.

Kanaloa - God of seas and winds - helps the player to travel between the islands.

Lono - God of fertility (as well as peace, games and the weather) - sees to it that there is always enough food available on the twelve islands.

Ku - God of war (and healing plants) - helps the player in the fight for food.  He is known as the Robber of the Isles.

Pele - Goddess of fire - her anger causes volcanic eruptions.

Above them all sits Kane - God of life and the sun.

The four gods Kanaloa, Lono, Ku and Pele only help the player who has offered them the most.  The offerings to the high god Kane are especially important during scoring at the end of the game.

Preparation:

The temple counters and the protection cards are placed within easy reach near the board.

The oblations are put in the cloth bag [leave out the volcano tiles for the moment].  From them 24 are drawn at random and placed face up in the marked spaces on the islands.

Next six more oblations are drawn [without looking at them], and a volcano tile is taken.  These are mixed up and placed face down on the Bambus logo on the board.  The remaining ten volcano tiles are put in the bag with the oblations.

Each player gets the two playing pieces and seven fish of one colour, as well as a randomly drawn god card.  The player with the god card for Pele also gets the volcano.

The two summary cards and the back page of the rules with the tactical tips should be placed so that any player can see the order of play in a turn and the gods' powers at a glance. 

For the first game we recommend:

One player explains the rules with the help of the rules booklet, whilst another uses the second rules booklet to look up any questions that arise.

In addition we suggest that you skip over the "Placing the fish" section and instead use the starting setup shown on the following page.

[Text beside the illustration] Fish that are shown with a different coloured tail are placed white side up whilst the rest are placed coloured side up.

Start Phase

If the starting setup shown above has been chosen, please continue reading from "Placement of the playing pieces".

Placing the fish:

Beginning with the player who has the Ku card, each player (in clockwise order) places one of his fish.

The fish is positioned in the channel between two islands with its head pointing towards one of the islands.  Later in the game the movement of a playing piece from island to island will always be in the direction of the fish: from the tail to the head.

When placing the fish, players must ensure that by the end of this phase each island has at least one fish head and one fish tail pointing towards it. Furthermore, it must be possible in principle to reach each island from every other.

It is theoretically possible that during the start phase a situation is inadvertantly created in which all of the fish surrounding two (or more) neighbouring islands are pointing away from these islands (or towards them).

When the two islands are joined with a fish, the placement rules will then necessarily have to be broken.  In this event the fish is initially laid contrary to the rules.  Afterwards, the player who has the Kanaloa card rectifies the situation by reversing the direction of just enough of the other fish connected to the islands concerned.

This procedure should be regarded only as an emergency solution.  If a player sees that another player's move will lead to an illegal situation, he should point it out.  The player must then make another move.

Note also that, during the game, the Kanaloa player cannot reposition fish so as to create a situation that violates this rule.

It is up to the players whether they place the fish with their white or their coloured sides uppermost.  However, they should bear in mind during this start phase that the playing pieces can only move over white fish or fish of their own colour, and that after each move, the fish that was used is turned to its other side (white or coloured), whilst retaining its facing.

Placement of the playing pieces:

After all the fish have been placed, and starting with the player who has the Ku card, the players each place their first piece in turn order.  During the start phase, there can be only one piece on each island.  This restriction ceases to apply later in the game.

The second piece is not placed in the start phase.  They can only enter the game through an offering made to Lono, the god of fertility.

For tactical reasons, it is important not to place all the fish of your own colour with their coloured side up.

When positioning your piece, you should try to ensure that the thieving Ku player cannot move into the space where you stand or to which you want to move.

(See also the tactical tips at the end of the rules.)
Playing The Game

After all of the fish have been positioned and each player has placed a piece, the Ku player has the first turn.

When it is his turn, a player can choose between two possible actions.  Either:

- Move one of his pieces or

- Offer any number of oblations to a god

One or other of these actions must be performed.  Before either action, a player can use a power of the god card(s) that he holds.

Movement of pieces

The player moves his figure to a neighbouring island, travelling (in the direction tail to head) over a white fish or a fish of his own colour.  The fish is afterwards turned over, so that the other colour shows on top but its direction is unchanged.

If a player cannot move, because no white fish or fish of his colour leads to a neighbouring island, he can carry out one of these two alternatives:

1. Turn over another player's fish:  A fish whose tail points towards the island occupied by the player is turned over so that its white side is uppermost.  In his next turn the player can then use this fish to leave the island.

Beware:

If another player joins him on the island, it is possible that he will use the turned over fish for his movement and, in doing so, turn it back to its coloured side.
2. Call the dolphin:  The dolphin transports the player to whichever island he chooses.  However this takes longer.

The player places his piece on the dolphin at the upper edge of the board.  On his next turn he must put the piece on the island of his choice.  He then offers one of the tiles located there to the dolphin, in other words, he takes it out of the game and replaces it with a new tile from the bag. He can perform no other action (or any special action allowed by a god card).

More than one piece can stand on the dolphin at the same time, but each for only one round. The dolphin is not affected by volcanic eruptions.

If a player has two pieces on the board (see Lono) and can move only one of them, he has the option either to move this piece or to perform one of the above alternative moves with the blocked piece.  Naturally he may also make an offering instead of moving a piece.

When he arrives on an island, the player takes one of the two sacrificial gifts there.  Then he takes a new tile from the bag.  If this turns out to be a volcano tile, he puts it beside the board and takes further tiles until he gets an oblation [if another volcano is drawn, he puts it beside the first - see the rules for Pele].  He puts this on the island.

Tip: After the 2nd, 4th, 6th, 8th and 10th volcano tiles are laid out beside the board there is a volcanic eruption, and play passes immediately to the Pele player.  However, the new sacrificial gift is still selected and placed on the island first.

If there is no eruption, play passes to the next player going clockwise.

Making offerings

A player can offer any number of sacrificial gifts to one god.  You can never make offerings to several gods at once.  The following rules apply:

Oblations to the god Kane can be made only with tiles that have a sun on them.

Every other god must be offered a tile that shows his own symbol.  Any number of additional tiles with his symbol can be offered, as well as any number of Kane tiles.  Oblations that show two symbols may be offered to either of the two gods whose symbols are depicted.

Examples:

An offering to Kane (7 points)

An offering to Pele or to Lono (2 points)

An offering to Pele or to Lono (7 points)

An offering to Pele (8 points)

An offering to Pele (11 points)

Not allowed, as there is no god whose symbol appears on all three offerings

The points values of the tiles offered are added together.  The player takes that many temple counters in the colour of the relevant god and stacks them in a tower in front of him.  The large counters are each worth nine points, the middle sized ones three points and the small ones one point.  To aid in calculating the tower value, you should exchange smaller tower counters for larger ones as soon as possible (three ones for a three, three threes for a nine).  This makes it easier to see who has the largest temple to each god.

The oblations are removed from the game.

The god cards

If a player has made more offerings to a particular god than each of the other players (as indicated by the height of his temple), he immediately receives the card for the relevant god.  The player who previously held the god card now receives the god's protection card.

The god's protection card is also acquired by a player who has made more offerings to a particular god than the current holder of the card.

It is a condition for acquiring a god card that you have offered at least as much to the god concerned as you have to Kane.

As soon as the owner of a god card offers more to the god Kane than to the god named on the card, he must ive up the card to the owner of the god's protection card.  The god's protection card is now passed on to the player who has offered the third most to the god. If it is not clear who this is [eg. because of a tie], the card is placed to one side.  A similar procedure is followed if the owner of a god's protection card offers more to Kane than he has to the named god.

When making offerings you should be sure to take note of the possibilities that arise and the consequences that follow from the special powers that the god confers!

The possession of a god card brings a player powerful aid from the corresponding god.  The possession of a god's protection card brings a weaker form of aid.  For the most part it protects you from the effects of the god card.

Each player can control several god cards and protection cards.  However you can use the power of only one god card per turn.  This restriction does not apply to protection cards.

KANALOA

God card: After he has taken his turn, the Kanaloa player may additionally turn over a fish of his choice [including, presumably, one that he has just moved over].  In doing this he can change either the direction of the fish or its colour, but not both together.  He cannot place a fish so that all the fish at an island point towards it, or all away from it.

Furthermore he cannot take away the last possibility of leaving the island for a player whom he finds there.  However, he can try to deny him a route to an island that he might want to go to.

Protection card: The owner of the protection card for Kanaloa may forbid the Kanaloa player to reposition a fish of his own colour [as often as he likes?].

The Kanaloa player may turn another fish instead.

KU

God card: The Ku player robs one of the other players whom he encounters on an island, in other words, he takes an oblation tile of his choice from him.  It makes no difference for this purpose whether it is the Ku player's turn or the other player's turn. If the Ku player moves to an island where there are already several other players, he selects one of them to steal from.

If a player moves to an island where Ku is present, the robbery takes place before the player takes his tile from the island.  A player who has no oblations at the beginning of his turn thus cannot be robbed during this turn.

If the Ku player finds himself on the same island as another player at the beginning of his turn, this player cannot be robbed as he will have been robbed already at the time of the initial encounter.

Protection card: The owner of the protection card for Ku cannot be robbed by the Ku player.

PELE

All the volcano tiles that are drawn are put together.  Every second volcano tile drawn, ie. the 2nd, 4th, 6th, 8th and 10th volcano tiles, initiates a volcanic eruption.  If a lot of volcano tiles are drawn in one round [this must mean in one player turn], eg. the 6th, 7th and 8th, there is nevertheless only one volcanic eruption [rules say 'in the round', but this doesn't make sense].

God card: When there is a volcanic eruption it becomes the Pele player's turn (the player who drew the volcano tile cannot perform any special actions such as repositioning fish [ie. using Kanaloa's power] or placing a new piece; other players whose turn would have come before the Pele player's are passed over).  The Pele player places the volcano on any unoccupied island of his choice.  As long as the volcano remains on the island, no player may visit it.

The Pele player then has his normal turn.  Even if he has several god cards, he cannot perform any further special actions in this turn.

Pieces that are on islands adjacent to the volcano island miss a turn (even if they have already been passed over once in this round).  They cannot move, or make offerings, or perform special actions.  The Pele player himself is exempt, unless he has not yet made an offering to the god Pele (because he received the card at the start of the game).

If the Pele player has just finished his next turn, he removes the volcano from the island.

Protection card: The owner of the protection card for Pele does not miss a turn.

Tip: If a player has two pieces on the board, he can have a turn with whichever one of them is not on a neighbouring island [to the volcano].

LONO

God card: The Lono player may exchange two oblation tiles of his choice on two neighbouring islands.  Afterwards he has his normal turn (move or make an offering).  If the Lono player declines to make an exchange and he has not placed his second piece [on the board] he can do so at the end of his turn.

Exception: The Lono player cannot place his second piece at the beginning of the game, until he has made an offering to Lono.

Protection card: If the owner of the protection card has not placed his second piece, he can do so at the end of his turn.

The second piece: The second piece is always placed on an unoccupied island.  If a player does not wish to place his second piece, he can do so at the end of a later turn, provided he has the god card or the protection card for Lono.

If both of a player's pieces are on the board and he does not have either of the god's two cards, he must remove one of his pieces from the board at the beginning of his turn.

Only one of the two pieces can be moved.  If an offering is made, neither piece moves.  If one of the pieces is disabled by a volcanic eruption, the other piece can move, or an offering can be made.  If both pieces are disabled, no offering can be made.  Likewise, special powers cannot be exercised (turning fish, stealing oblations,…)

Kane has no special powers during the game.  Instead he sees to it that a player loses the aid of a god if he offers more to Kane than to that other god.  However offerings to Kane are more important during the scoring at the end of the game.

Game end

[The rules as supplied do not say when the 7 tiles that were set aside at the beginning of the game are added to the bag.  The rules translation linked from the Bambus website says they are added when the bag is empty; the review in Counter 16 says they are added after the 10th volcano is drawn.  Which procedure you follow depends on how predictable you want the end to be.]

When the 11th volcano tile is drawn, the game ends immediately.  No more turns are taken.

Scoring

His Kane temple determines how much a player's other temples are worth.

A temple whose value is less than that of the Kane temple is not scored.  A temple whose value is greater than that of the Kane temple has its value reduced to that of the Kane temple.  To show this the excess temple counters are set aside [not discarded!] or replaced with combinations of smaller counters as necessary.

Next each player adds the values of his Kane temple and of his other temples that are the same height as the Kane temple.  The player with the highest total wins.

Ties are broken by comparing the totals of the unscored temple counters (counters set aside, and those in unscored temples).

An example: At the end of the game a player's temples have the following values:

Kane: 16      Ku:9      Kanaloa: 16      Pele: 15      Lono: 22

The temples to Ku and Pele are not scored, since their value is less than that of Kane's.

The temple to Lono is reduced to 16.  Each of the templs to Kane, Kanaloa and Lono is thus worth 16 points (= 48 points).

Had the player made offerings worth only 15 points to Kane, the temple to Pele would have been included in his score and Kane, Kanaloa, Pele and Lono would have been worth 15 points each (= 60 points).

Tip: Thus it does not pay either to make offerings exclusively to Kane (since then the other gods don't count for scoring) or to favour the other gods exclusively and to neglect Kane.

Rules for three players:

The protection cards are not used; no player is favoured.  Also the Pele player is subject to the effects of volcanic eruptions.

Play is limited to 10 islands.  No oblation tiles are placed on the two light coloured islands with the shipwrecks and no fish are placed by these islands.  They therefore cannot be visited [and no volcanoes can break out on them].

At the start of the game the god cards for Pele, Lono and Ku are distributed to the players.

The god card for Kanaloa does not enter the game until a player makes an offering to Kanaloa.

Rules for two players:

You should not try to play Kanaloa with two until after you have played it a few times with four.

The protection cards are not used; no player is favoured.  In addition the Pele player is subject to the effects of volcanic eruptions.  If the volcano erupts, it doesn't appear on an island but in a sea space.  The Pele player stands the volcano in one of the light blue spaces between an island and a water channel.  The three (or possibly two) neighbouring islands are affected.  As long as the volcano remains in the sea space, the neighbouring islands cannot be entered.  Furthermore no special powers can be exercised here (no arrows can be turned, no new piece introduced).

Each player gets two god cards.  The most powerful gods, Lono and Kanaloa, should go to different players.  We recommend: Lono and Ku against Kanaloa and Pele.

Play is limited to 8 islands.  No oblation tiles are placed on the two light coloured islands with the shipwrecks or on the two dark coloured islands near the canoes.  They cannot be entered.  Two fish of a colour that is not in use are placed coloured side up on two channels, preferrably so that each island is connected to three or four other channels.  The fish can be turned during the game like all the others after a move or by the Kanaloa player.

Four volcano tiles and a third of the oblations are not used.  Since there are exactly three of each of the 31 different oblations, it is possible to sort out the appropriate tiles.  Naturally you can also choose the oblations at random, but this can lead to an unbalanced game. 

Tactical tips:

At the start of the game the players who are not blessed with the goodwill of the god Ku should beware of placing all the fish of their own colour face up.  Otherwise when they move over their fish these are turned white side up - an ideal path for the Ku player to follow his victim and rob him every round.

In principle it is sensible at first to collect a number of oblations [rules say 'god cards'], before offering several to one god at the same time.  It is important though to consider that by sacrificing you can take the protection of a god away from another player.  When making an offering you should take into consideration whether another player can offer a larger points total to the same god.

At the start of the game Kanaloa is very powerful.  The protection of this god enables one to obstruct other relatively powerful players and to gain an advantage for oneself.  With experienced players a hardfought struggle occurs for this god from the beginning of the game.

The protection of Pele becomes especially interesting if a Pele tile is already on display and it is probable that another will appear.  One should now begin to worry about gaining at least the passive protection of Pele.  The turn order is also interesting: if the Pele player is sitting directly to your left it is more likely that you will have to miss a turn than if he is sitting on your right.

The protection of Lono is especially important towards the end of the game, since then the players need particular tiles in order to be ahead for the scoring.

The introduction of a second figure is often desirable, but it does make it easier for the Ku player to attack you.

Ku is the weakest god, especially in the four player game.  Although he appears threatening, he doesn't often get to use his powers.  However, he is very powerful in combination with Kanaloa, or with the (even passive) protection of Lono (2 figures) or Pele (players who miss a turn cannot escape).

