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Gondoliere
By Michael Schacht
A game taking about 20 minutes for 3 to 5 players from 10 years of age.

Object of the Game

The players try to maximize their earnings as a gondolier by transporting as many tourists as possible. The distances keep growing longer and competition is fiercest on the most lucrative routes, where on every landing stage tourists are waiting to be relieved of their money. Whoever places their landings most effectively and transports the most tourists will win the game.
Game Components
45 landing stage tiles in 5 colors (crossings and straights; colored backs)

44 canal tiles (curves and straights; gray / blue backs)

1 start tile "Piazza San Marco"

6 gondolas (not provided, use any game pieces)

1 set of game rules
Cutting Out The Tiles
The tiles must be cut along the fine, grey lines. If you wish you can mount the tiles on light cardboard. For the cutting it is best to use a ruler and a sharp blade.
Game Set-up

A lot of space is required!

Every player receives a set of landing stages of the same colour, which they shuffle and pile into a stack, face down in their play area. Every player lays out 3 tiles face up as the "player's display". If a player is not content with the three tiles they drew, they may put all three underneath their stack and draw three new ones.  This can only be done once.
If playing with less than five players, unused sets of landing stages are put back in the box.  

All canal tiles are shuffled and laid face down as a draw deck. 3 tiles are then turned face-up: these are the “general display “.

The start tile "Piazza San Marco"  (the large one showing 4,5,6,7,8 and 9 tourists) is laid face-up in the middle of the table. A gondola piece is placed at the end of each of its six canals.
A pencil and paper are required.

A start player is determined in some way.  The start player begins the game.
Playing the Game

Turns are taken in clockwise order. On a player’s turn they perform the following actions:

1.) Extend routes

2.) Replenish tiles 

Then the player to their left takes their turn.
The Actions in detail:

Extend routes: The player must place on one, two or three tiles to extend one or more canals. The tiles may be chosen from the player’s own display or from the general display. The canal ends thereby "move" of course; after extending routes, move the gondolas accordingly.
In the example in the German rules, the player places a tile to the right of the start tile (2) and then moves the gondola to the new canal end.

Rules of Placement:

a) A tile may be placed only at a canal end marked by a gondola.
b) There must be at least two canal tiles between Piazza San Marco and a landing stage.
c) A landing stage may not be laid adjacent to another landing stage. At least one canal tile must be placed in between.
d) Two landing stages of the same player may not follow on each other on the same route (the example in the German rules shows that Yellow 3 may not be followed by Yellow 2).
e) Different routes may not be connected to form a single route.
f) Tiles may not be laid across the end of different route.

g) On a route there may be only one landing stage with the value 1, one landing stage with the value 2 and one landing stage with the value 3 (the example in the German rules shows that it is not allowed to place the Red 3 on the same route as the Yellow 3).
h) However, on any number of value 4 landing stages may be placed on a route.

A particular feature is the landing stages with a crossing. If the crossing is used by different routes, the landing stage counts as being on both routes. However, the routes remain separate.
Special case: A route can be created by laying of three curves to go through a landing stage on a crossing twice. This is permitted – however, the landing stage is credited only once.
Route complete: If a route is complete, the gondola from the route’s end is put back in the box.  A route is completed as soon as …

... it has one of each type of landing stage, namely a 1, a 2, and a 3, with at least one 4 or...

... another tile cannot be added to it following the placement rules. This is the case if every possible placement would break the placement rules or if there is simply no tile of the necessary type remaining.

Replenish Tiles

At the end of their turn the player turns up tiles to replenish their player’s display and the general display back up to three tiles. Now it is the next player’s turn.
Game End

The game ends immediately …

… if 5 of the 6 routes are complete (their gondolas have been removed) or

... if all canal tiles have been placed or

... if a player has placed all their landing stages or

... if a player is unable to place a tile.
Scoring

Now the completed routes are scored. Each player calculates the value of their landing stages on a route. The player with the highest total receives points for all tourists of this route.  This is the sum of the number of tourists at the Piazza San Marco end of the route (4, 5, 6, 7.8 or 9), plus all other tourists on that route.
The player with the second largest total receives half of the points (rounded up).

The player with the third-biggest sum receives a quarter of the points (rounded up).

All the other players go away empty-handed on this route.

If a player has no landing stage on a route, they cannot score.
In the case of a tie, all tied players receive the full score for the position.  The next place is not cancelled by the tie.  
Once all completed routes have been scored, the player with the most points is the winner.  In the case of a tie, the winner is the player who used the fewer landing stages.
Note: Incomplete routes are not scored.

Two examples using the layout on page 2 of the German rules
Five of the illustrated routes have been completed and, hence, their gondolas have been removed. The routes 1) and 2) can extend no further because there is no legal placement for position A). Route 3) has value 1, 2, 3 and 4 landing stages and so is complete. Routes 5) and 6) cannot be extended because there is no legal placement for position C). Route 4) is not yet completed; one more curve could be placed at B)

Scoring example:
Route 1): Gray has a value 2 landing stage, while Red has a value 1.  Gray receives the full value of tourists on the route in points. These are: 4 (Piazza San Marco) +1 (rest of the route) = 5 points.

Red receives half rounded up = 3 points.

Route 2): Nobody has here a landing stage so no points are awarded.

Route 3): Yellow has the highest total with a 3 and a 4 landing stage. Hence, they get the full value of tourists on the route: 9 (Piazza San Marco) +4 (rest of the route) = 13 points.
Gray (2 and 4) takes second place; half rounded up = 7 points.

Red (1) gets a quarter rounded up = 4 points.

Route 4): incomplete – hence, 0 points.

Route 5) and 6): Gray has the same landing stage with a crossing on both routes. They receive for 5): 7 (Piazza San Marco) +2 (rest of the route) = 9 points; and for 6): 8 (Piazza San Marco) +0 (rest of route) = 8 points.
Translation:  Andy Parsons, November 2007.
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