GP02A Territory
for 3-4 players
Play time: 45-90 minutes
Game designer: Mt.Top

The Great Father-of-All was worried. An argument occurred in the Heavens about which God should be given the newly created world.

So he decided to make the Four Pillars of God compete for sole power of the world. It would be the God who could use the power from the secret Mighty Jar most suitably, and expand his territory most widely.

... It is said that the world was completed in seven days.

The Purpose of the Game

The chips of four colors show the influence of each player. Each player fights for a score by making full use of fate and judgment, arranging more chips on the board more efficiently than others.

Contents

-1 Game board

-4 Figures to show player's color

-101 Chips (25 chips for blue, red, green, and yellow and 1 chip for purple)

-4 turn cards

-1 dice

-1 paper bag

-1 rule sheet

Preparation

The game board is opened.

In order to decide the order of players, the turn cards are shuffled and placed face down on the table one by one. Each player takes one at random, and the player who takes card  "4" becomes the first Main Player.

Each player decides his own color, and places his figure in front of him.

All chips are put in the paper bag and mixed.

Turn Cards

Turn cards show his/her turn order and his/her action.

Number one player can only play "placement".

Number two and three players can play either "placement" or "movement".

Number four player can play only  "placement". He/She is the main player during the next round.

Game board

There are two areas on the board.

-Territory area

This shows the world the gods (players) are creating. The players place chips and compete for power. It is divided into six blocks. In each block there are two kinds of fields, white and gray. Chips placed in gray fields may neither be moved nor removed. The more chips of the same color adjoining in a block (i.e. the larger the territory is), the more points will be scored.

-Chronology area

Chips on this area show the faith of the time to each god. Each player puts a chip on every turn. Chips placed in the chronology area may neither be moved nor removed. A game is over when this area is filled up with chips. The number of placed chips becomes points.

How to play

A game proceeds in the following manner.

1) The Main Player (Number 4) rolls a dice to decide the number of chips.

   If "1" is rolled, players in clockwise order remove a chip from the board and the dice is rolled again.

   Players take chips randomly from the bag.

2) The Main Player distributes the turn cards to each player.

3) Number "1" player places his chips.

   Number "2" player places his chips or moves chips.

   Number "3" player places his chips or moves chips.

   Number "4" player places his chips.

4) Number "4" player collects turn cards and become the new main player.

Deciding the Number of Chips

The Main Player rolls the dice to decide the number of chips to be taken from the bag by each player. If "1" is rolled, each player in clockwise order removes one chip from any white territory area. Return these chips to bag. Any chips on gray fields may never be removed. If there is no removable chip, nothing happens.

After all players finish their "removal", the Main Player rolls the dice again to decide the number of chips. If "1" is rolled again, roll the dice again until "2" or more is rolled.

When "2" to "6" is rolled, each player takes the same number of chips from the bag in clockwise order. Take the chips randomly from the bag without seeing them. If more chips are taken by mistake, return the chips to bag and take again. The taken chips are placed open in front of each player, so that other players know the color and the number.

Distribute Order Cards

The main player distributes the turn cards to all players including himself, choosing which one to whom. However the Main Player may not distribute number "4" card to himself (i.e. the same player can not be the Main Player two turns in a row).

Placement

If a turn player plays "placement" on his turn, he first chooses a chip at hand and places it on the chronology area.

Then he chooses one block of territory area and places the remaining chip(s) on free fields of this block. If there are not enough free fields to place all his chips in a block, he may not choose that block (Chips may not be separated in several blocks).

All chips at hand must be placed during the turn.

Removal by the Purple Chip

The purple chip has a special function: It can remove other chip. It may not be placed  on the chronology area or the territory area.

The player who has the purple chip chooses a chip on the board and removes it. However chips in the chronology area and the gray fields of territory area cannot be removed. The removed chip and the purple chip are returned to the bag.

If no chip can be removed, return the purple chip only.

The player may remove chip by the purple chip at any time during his placement phase.

Movement of chips

Players who have number two/three card may choose "movement" instead of "placement" on territory area.

After placing a chip on the chronology area, the remaining chips are returned to the bag.

Then he/she takes at hand from the white fields as many chips of his/her own color as returned chips, and replaces them on free fields in a block.

However, chips on gray fields cannot be taken.

Moreover, the player may not choose "movement" if at least the same number of chips of his/her own color as returned chips are not movable, or if there are not enough free fields to replace them in any block.

Game End

A game ends when at least one of following conditions is fulfilled.

1) When the bag becomes empty.

  If a certain number of chips cannot be taken, a game ends immediately.

2) When the chronology area is full.

  If all fields of the chronology area are occupied, a game ends after the Main Player ends his turn.

3) When one cannot place chips on the territory area.

  If there are no more fields to fill, the game ends immediately.

Victory Conditions

The scores are calculated when the game ends.

1) Score of chronology area

   Each chip of his/her own color in the chronology area scores one point

2) Score of territory area

   The number of chips of his/her own color adjoining each other vertically or horizontally regardless of blocks scores.

   2-4 -- 1 point

   5-7 -- 3 pts.

   8-10 -- 6 pts.

   11-14 -- 10 pts.

   15 or more -- 16 pts.

3) Most chips in each block

   Sole -- 3 pts.

   Plural -- 3/number of players (drop the fractions)

The player with the most total points wins. In the case of a tie, a player with most points in the chronology area wins. 

When the score in the chronology area is the same, the player with the least chips in the territory area wins. 

Rule for three players

Assign one color (yellow) to dummy player. There are two changes in the game to make:
1) Use yellow as dummy

2) Remove Turn Card number 3
Except these everything is same as the rules for four players.

Variant: Negotiation

The Main Player may negotiate with other players. Other players may not negotiate with each other.

He/She may suggest exchanging chips, changing the placement and so on. The number of chips to be exchanged needs not be same.
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Game End

A game ends when at least one of following conditions is fulfilled.

1) When the bag becomes empty.

  If a certain number of chips cannot be taken, a game ends immediately.

2) When the chronology area is full.

  If all fields of the chronology area are occupied, a game ends after the Main Player ends his turn.

3) When one cannot place chips on the territory area.

  If there are no more fields to fill, the game ends immediately.
Victory Conditions

The scores are calculated when the game ends.

1) Score of chronology area

   Each chip of his/her own color in the chronology area scores one point

2) Score of territory area

   The number of chips of his/her own color adjoining each other vertically or horizontally regardless of blocks scores.

   2-4 -- 1 point

   5-7 -- 3 pts.

   8-10 -- 6 pts.

   11-14 -- 10 pts.

   15 or more -- 16 pts.

3) Most chips in each block

   Sole -- 3 pts.

   Plural -- 3/number of players (drop the fractions)

The player with the most total points wins. In the case of a tie, a player with most points in the chronology area wins. 

When the score in the chronology area is the same, the player with the least chips in the territory area wins. 

CARDS

1  only "placement".

2  either "placement" or "movement".

3  either "placement" or "movement".

4  only "placement" and the main player during the next round.
