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Arabana-Opodopo
-for 3 - 4 players from 10 years-
“The Game of the Islands”
(short manual for those who know Arabana-Ikibiti or Kahuna already)

The Material
A scoring track and 16 islands are on the game board:
· 4 small islands have in each case 
 3 connections with neighboring islands

· 11 big islands have in each case 
 5 connections with neighboring islands

· 1 main island (Lusepil) has 
 7 connections with neighboring islands.

48 island cards (3 cards per island)
1 material bag 

80 bridges in four player's colors (in each case 20 per color)

40 island stones in four player's colors (in each case 10 per color)

4 ships in four player's colors in order to record the points on the scoring track

16 God’s stones that are needed only for the variant game called “The Power of the Gods“ 

This game manual

The additional rules are on the last page for the game "The Power of the Gods“. 

In this game, the 16 God's stones are used.

Short manual: 

“The Game of the Islands”
The Rules
The rules of the Arabana-Ikibiti or Kahuna apply in principle with some changes: 
The game is played in 2 stages. After the first stage there is a small scoring, after the second stage a big one.
With start of play every player gets three cards. Four cards are placed face up near the game board. The remaining cards are placed in the material bag. Cards can be drawn from the open cards or from the material bag. The hand maximum is five cards. 
One must not overdraw the hand, i.e. you must have at most four cards in hand before drawing. If one does not want or cannot play a card, a card can be discarded without showing the opponents.
Bridge exchange: if one plays two cards on an existing bridge, this is replaced with a bridge of the player's own color.
With the reaching of an absolute majority, one places his island stone on the island and removes all other bridges (as with " Kahuna“).
If one reaches a relative majority (i.e. one has the most bridges in this island, however, too little for an absolute majority), by occupying the last free bridge place on the main island of Lusepil or another big island, bridges of other players are also hit. However, the island is not taken possession (no stone is placed).
If a player reaches the relative majority only (by filling the last bridge space), he removes a bridge of a fellow player of his choice on this island.
Examples:
Small island: this rule does not apply to small islands
Big island (2-1-1-1): the active player sets the second bridge of his color, and three others have one bridge each. The active player removes the bridge of a fellow player on this island.
Main Island Lusepil (3-2-2 or 3-2-1-1): the active player sets the third bridge of his color, and two or three other players have in each case one or two bridges on this island. The active player removes a bridge of a fellow player on this island.
If a player reaches the relative majority together with one or several other players, the bridge of the player is removed who has only a single bridge on the island.
Example:  Big island: 2-2-1 or Main Island Lusepil: 3-3-1, 2-2-2-1
The single bridge of the player who has no majority is always removed.

Bridges are only removed if the active player gains the relative majority in his turn by filling the last free bridge place. 
Bridges must be removed. This is not always advantageous for the active player. If he cannot occupy the newly-open bridge place, he possibly opens a spot for a fellow player.
After removing abridge the active player continues their turn. If he plays a fitting card, he can fill the bridge place and possibly move from a relative majority to an absolute majority.

Scoring
Each player scores the islands that he controls. The value of an island is determined by the number of the bridge places not occupied by this player. Every free space or space occupied with another player's bridge counts one point. In the final scoring every controlled island counts a point in addition.
Examples of a small evaluation (big evaluation in parenthesis = small scoring+1):
2 own bridges on small island: 1 (2) 

4 own bridges on main island: 3 (4)
3 own bridges on small island: 0 (1) 

5 own bridges on main island: 2 (3)
3 own bridges on big island: 2 (3) 

 
6 own bridges on main island: 1 (2)
4 own bridges on big island: 1 (2) 

 
7 own bridges on main island: 0 (1)
5 own bridges on big island: 0 (1)

With this kind of scoring, complete domination of the islands becomes unattractive.

After the first scoring the player who has the least points decides who takes the next turn. If tied, the tied player who went first decides. A player can declare themselves as the second stage start player.

Tip: by playing cards cleverly near the end of the stage, the player can position themselves into a more favorable position in the second stage.

Game End
The game ends after the big scoring. 
The player with most points wins. In a tie, the player that ended his turn earlier wins.

Premature ending: 
If a player has placed all ten island stones, he can win immediately with the appropriation of the 11th island. 

If a player has placed all 20 of his bridges, he can play his cards without placing a bridge. Or, if he removes his own bridge from the game board with a card, may not put a bridge on this same place in the same turn. 

"The Power of the Gods"
16 God's stones are distributed with start of play on the islands (1 per island). The first player to conquer an island wins the support of the concerning God and takes the God's stone lying there. Each God's stone can be used only once and is then removed from the game.
Kane brings additional victory points to the player immediately, depending on the size of the island: 1 point for a small island, 2 points for a big island, and 3 points for the main island Lusepil.  

The remaining God's stones bring the player additional abilities that he may use in the second round (after the fist scoring). The abilities are: 
Kanaloa functions as a joker. By playing Kanaloa, one may place a bridge in any open location. One can also use Kanaloa as a part of a double card to exchange an opposing bridge for one's own. Kanaloa belongs as a God's stone and does not count against the card limit 
Ku allows a player to see the cards of a fellow player and then to take one of them. This is an advantage particularly when a fellow player has snatched away an important card or simply to get better information. 
Pele allows a player to take on card at random from every player, and then return a card of his choice to each player. This temporarily creates a rather big choice in cards. A player can also scheme about the cards given back to the players. 
Lono allows a player to take an extra card on his turn. This card can be played immediately. If an open card is pulled, it is replaced immediately. 
Tips: the hand maximum of five cards may be exceeded by the application of God's stones temporarily during the turn. 
If an island is conquered only in the second round for the first time, the God's stone can be used any time during a player's turn.

	Immediately
	In the second round (unique action during own move)

	 Great father, creator of sun and water
	God of the sea currents, the hoist(winds) and the underworld
	"Island robber", God of the war, the fertility and the unhurt plants
	(Angry) goddess of the fire (and the volcanoes)
	God of the peace, the games (sport), the weather and the agriculture
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	Island scoring

	= Joker


	Card from the hand  

Of a fellow player select
	Pull a card from every player and return a card to everyone
	Take an additional card (open or covered)


