When not otherwise specified, the rules for the Advanced Game apply. The ship always starts on the harbour centre card. 

Baksheesh for 2 players
Normal initial layout. Game board area: 6x6 spaces. Each player receives only 3 coins. Before the game set aside 10 face-down water cards. Play without the ship. The five largest areas are scored. Before choosing cards each round, each player may "buy out" one dock card with commodities belonging to their opponent, of their choice, through bribery. A dock card with one commodity costs one coin, with two 2, and with three 3. Place the bribe into the city treasury and the targetted card is returned to the bottom of its owner's stack. Already enclosed areas are inviolate.
Bribery is tempting, but it can lead you quickly into bankruptcy. 

Canale Grande for 2 players
The course of the Canale Grande (see picture 1) defines the 4x12 game board. All areas are scored.
It will be very difficult to place dock cards with ship symbols in invulnerable positions; as a result, this scenario leads to a very volatile game. 

David and Goliath for 2 players
Normal initial layout. Game board area: 6x6 spaces. Only the three smallest areas will be scored. 
Here water has great importance. Areas admittedly have greater, as the name leads you to expect. 

Big Island for 2 and 4 players
Initial layout: see picture 4. Game board area: 7x7 with 2 players, 8x8 with 4. With 2 the cranes without ship symbols are removed from the game. With 4, play without special cards. The inner area is worth two victory points; no water may be placed here. All areas are scored. The game can turn out very variably, depending on whether the island or the edges are developed first. 

Giant for 2 players
Normal initial layout. Game board area: 8x8 spaces. Only the seven largest areas will be scored. 

Gulliver's Travels for 2 players
Initial layout: the harbour centre card only. Game board area: 5x5 spaces. Each player starts with only 3 coins. Cranes without ship symbols, and taverns, are removed from the game. All areas will be scored.
A fast and exciting game. One mistake can be decisive. 

Always to the Small for 2 players
Initial layout: the harbour centre card only. Game board area: 6x6 spaces. All cranes are removed from the game. Play without the ship. All territories smaller than 4 cards are scored. Areas of size 1 score 1 victory point Areas of size 2 score 2 victory points Areas of size 3 score 3 victory points. 
Water is very important in this scenario. A 3-card area, for example, can be prevented from scoring by adding an extra dock card. 

Tic Tac Toe for 2 players
Initial layout: see picture 3. The game board area of 8x8 spaces is already defined. Remove all cranes from the game. A player who obtains three areas in a row (horizontally, vertically or diagonally) wins. For this purpose the areas must be completely surrounded by water and belong to one player. If a player achieves this, the game ends immediately. If this result does not occur, the winner is the player with the most areas. Water cards may be played, but no new areas will be able to be split off. 
Don't forget to keep an eye on the money. 

Watergames for 2 players
Initial layout: see picture 2. Game board area: 6x6 spaces. All areas are scored. All dock cards must border at least one water card. If a player cannot find a free place next to water to place a card, he must return it to his hand. 
Do not forget to place water at the right moment. 

Speed fuer 2 Spieler
Initial layout: the harbour centre card only.
Game board area: 6x6 spaces. 
Remove all cranes from the game. br> The game ends if the first area is closed. The player who owns this area wins. 

Downunder for 2 players 
Normal initial layout.
Game board area: 6x6 spaces. 
Only the 5 smallest areas will be counted.
If there are more than five areas and areas tie for size, count preferentially the areas farest to the harbour centre. Count the shortest route by orthogonal cards to the harbour centre card. If the areas tie for distance as well, neither area is scored; this may result in other areas being scored instead. 

Freewheeling Kontor 
Variant for the board game 

Goal of the Variant 

Kontor is a challenging two-player game with a nicely-realized nautical and trading theme. Sometimes play tends to feel constrained, however. This variant may appeal to those who want a more wide open game with more tactical options. Starting with less money should make players worry more about bankruptcy. Having fewer cards should force more planning. 

Rules for the Variant 

Play the game as described in the original rules making only the following changes: 

1. Initially, instead of the cross pattern, the Harbor Center card (anchor) is the only card on the table. The Ship begins on it and the Ship rules are used. 

2. Instead of always starting with 4 coins, each player begins with a number of coins equal to the number of players in the game. 

3. The board is of size 7x7. 

4. Shuffle all of the special cards into the Water deck. 

5. Deal each player 2 cards from the Water deck and 2 cards from their Docks deck. 

6. The hand size is 4. 

7. Use the Free Choice rule so that players may replenish their hands from either the Water or the Docks deck. 

8. Choose the first player randomly. 

9. Play is conducted sequentially, not simultaneously. That is, a player turn is a player playing a card, resolving it, and replenishing with a new card. Play then proceeds in clockwise order. 

10. When a player places a coin card, every other player must pay a tax of 1 coin. If a player is unable to pay, he instead places an unused warehouse atop his cards in hand on the table. When it is his turn, he turns in the warehouse instead of taking a turn. 

11. It is now permitted to use bridge and flood cards to affect already-enclosed areas. 

12. No area is scored until the game is over. Players may wish to use the warehouse keepers as indicate who is currently dominating each area (i.e. place the red pawn on the distribution center which is currently dominant). 

13. The Crane card does not have to be placed orthogonal to an existing card. It may instead be played in a diagonal relationship to a played card. 

14. The Tavern card permits its owner to move any warehouse in the area to its original card and place a coin (taken from the bank or the player's pocket) under it. The workers at this warehouse are drunk and therefore do not count. The owner of the tavern may change which warehouse is affected at the start of his own turn before playing a card. If the affected warehouse card is removed or isolated from the area containing the tavern, the warehouse is no longer "drunk" and the coin is removed. The same thing happens if the ship takes the tavern card. 

15. All areas are scored as long as they have a size of at least 2. 

Freewheeling Kontor for 3-4 Players 

For a 3- or 4-player game, use all of the above variant rules with the addition of the following: 

1. In this variant, each player plays for himself, not for a partnership. 

2. Each player must provide some uniquely-colored tokens. 

3. Shuffle the two Docks decks together to form a single Docks deck. Players are dealt their docks from this deck. Each player can play any Docks card. The player then places one of his tokens over the card number in order to show that these docks belong to him. 

4. In this version, the relative values of commodities are changed. Now, Spice is always more valuable than Tea and Wine. Tea is always more valuable than Wine. (To help remember, Spice comes from the faraway Spice Islands and so is most valuable. Tea, coming from slightly nearer China, is only slightly less valuable. Wine comes from relatively close France and Germany.) 

5. If both agree, two players may declare alliance in an area, combining their warehouses into a single distribution center. The alliance competes as if it were a single player. A player may only join or leave an alliance before playing his card on his own turn. No more than two players may be in an alliance. If two or more areas become joined with the result that one player is suddenly in alliance with more than one other player, then all the involved players must break the alliances and return their warehouses to their own distribution centers. Then players may begin to form new alliances on the next player turn. 
6. At the end of the game, alliances that win areas split the points achieved evenly, including any customs houses. If there is an extra point left over, it goes to the player in the alliance who contributed more warehouses. If the number is the same, then the point is lost. 
