Kontor: The Action Boards

Game Preparation:
In order to play the expansion, the individual boards on this page should be cut out (following the light-coloured lines) with a razor and straightedge.

Mix the eight boards together.

Lay out the harbour cross as usual.

Randomly place one board face-up onto the last water tile at each end of the cross.

Remove the remaining four boards from the game.

Game Play:
Follow the normal Kontor rules for a two-player game, but with the following additions:

If a water tile containing a board becomes enclosed on all four sides through the laying of additional tiles, then the player who placed the last tile takes the board.  The boards give benefits to the player as follows:

1) He may move the harbour-centre tile

2) He may take a beige warehouse out of the supply and place it onto one of his warehouse spaces

3) He may take a brown warehouse out of the supply and place it onto one of his warehouse spaces

4) He may take a green warehouse out of the supply and place it onto one of his warehouse spaces

5) He receives one coin from the bank

6) He receives two coins from the bank

7) He dictates the movement of the inspection ship through till the end of the game -–that is to say, only he may move the ship when he plays a tile with a ship symbol on it

8) He receives an extra Victory Point.

Actions 1 through 6 must be carried out immediately or not at all.  The boards are then removed from the game.

Actions 7 and 8 count through till the end of the game.  These boards are placed in front of the player who claimed them.
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