Die neuen Entdecker

A game by Klaus Teuber

Translation by Bob Scherer-Hoock (Translator’s disclaimer: I am not a German speaker. The following is a computer-assisted translation. I have done this many times and am reasonably confident of the results, but I can’t in all cases be certain I have translated all nuances correctly. This will certainly make the German edition playable, but if someone more knowledgeable about the language comes along and says something should be read another way, then please believe them.)

Game components:

    4 Settlements

    8 Bases

  67 Scouts

180 Discovery tiles

       Gold coins in values of 1 and 5

    9 Plant chips (Peanuts, Cocoa, Pineapples, Tomatoes, Tobacco, Rubber, Beans, Potatoes, and Corn

    7 Native huts

    1 Discoverer's ship

    1 Die

    1 Linen sack

    1 Game board

    1 Professor Easy's rule book - a sample introductory game

       These rules

Before the first game

Before the first game, the discovery tiles, the parts of the native huts, the gold coins, and the plant chips are carefully removed from the cardboard frames.

Game-preparation

What is the game about?

As bold discoverers, the players advance into unknown waters. New islands are discovered, and whoever explores them with scouts will find exotic jungle plants.

The winner is the player who gets most discoverer points from the discovery and exploration of new islands.

The game board consists of four essential areas:

1) Undiscovered areas

New islands are discovered here.

2) Edge spaces

From here, the undiscovered area is reached.

3) Jungles

On the 7 paths, scouts look for the treasures of the New World.

4) The sea serpent

Players get discoverer points for the discovery of new islands and for successful scouts. These are recorded on the spaces along the sea serpent.

The jungle treasures are represented by 9 plant chips (there are 3 each with values of 5,10, and15). The plant-chips are stowed in the enclosed linen bag. Since only 7 plant chips are always used, players can never calculate exactly which chips are in the game.

The assembly of the native huts:

1) Cracks the two tabs on the edges of the top portion of the native huts carefully downward.

2) Put the tabs into the slits on the lower portion.

A completed native hut is placed on each of the 7 jungle spaces.

The discovery tiles have two different backsides:

1) Backsides with numbers

2) Gray backsides (included among these are tiles with question marks on them)

The discovery tiles are sorted according to their backsides.

Comment: On some backsides there is a letter along with the number. These have no meaning in the normal game. They are included only for examples shown in the enclosed Professor Easy's rulebook.

The discovery tiles with numbers are sorted into stacks by number. The stacks are turned over. These stacks are called "open stacks" since their respective landscapes are visible.

The discovery tiles with the gray backsides are mixed well and 6 relatively equal stacks are formed. It does not matter whether or how many question mark tiles appear on the top of the stacks. These stacks are called "masked stacks."

Additional events are hidden behind the discovery tiles with question marks. These will be explained later.

With two players, the colors red and white are used. Each player gets 20 scouts, 2 bases, and 1 settlement.

With three players, the colors, red, white, and yellow are used. Each player gets 15 scouts, 2 bases, and 1 settlement.

With four players, all colors are used. Each player gets 12 scouts, 2 bases, and 1 settlement.

Each player puts one scout on the "0" field of the sea serpent as a scoring marker.

Each player gets 7 gold pieces as starting capital. The rest of the gold pieces are set aside somewhere beside the game board. These form the bank. The die and the discoverer's ship are placed at the side, ready to be used. All players use the discoverer’s ship.

The setup of the game scenario

For the first game, 7 sea tiles are taken from the open stacks, along with two 5-point and the one 10-point bonus tiles (with "7" on the backsides) and lay them out as shown (in the picture under column 3 in the German rules) on the proper undiscovered areas.

If you play the game again, you should choose another setup. Examples of these are found at the end of the rulebook.

Overview of the game

- The youngest player begins the game.

- On a turn, players take the discoverer's ship and travel with it on a discovery trip. If land is discovered, a scout, a base, or a settlement may be placed on this land. The game turn is finished.

- A player who has a turn and has finished the discovery of one or more islands as a consequence of the discovery trip conducts a scoring of the islands. Now discovery points are awarded and successful discoverers can move their scoring markers forward on the sea serpent.

- The next player proceeds in clockwise order and takes possession of the discovery ship.

- The game ends as soon as all spaces on the "undiscovered area" are discovered, that is they have been covered with tiles.

Order of a game turn

1) Roll the die for gold income

Only if you possess fewer than 4 gold pieces.

2) Decide on a starting space

You decide where your discovery trip begins.

3) Pay start expenses

Usually, you can start for free!

4) Announce how man discovery tiles you will take and pay for them

The more you announce you are going to take, the more chance you have of discovering something.

5) Take the discovery trip

You venture into the unexplored area.

6) Place a unit

If you discover land during your discovery trip. 

7) Surrounded spaces are covered

Gaps are filled.

1. Roll the die for gold income

If a player has fewer than 4 gold pieces at the beginning of a turn, the die is rolled and all players earn gold: The player gets as many gold pieces as the number rolled. All other players receive one more gold piece than that. If the ship's wheel is rolled, the player can decide whether to take 2, 3, 4, 5, or 6 as the die result. 

Example: A player rolls the ship's wheel. The number "6" is selected and 6 gold pieces are awarded. All other players get 7 gold pieces.

2. Decide on a starting space

The player takes the discoverer's ship and places it on an edge space or on a previously discovered space (placing it on the tile).

The following conditions are to be followed:

- The starting space must border at least one sea side on to an undiscovered space.

- If the starting space is on a discovered space, a path must be traced from this tile to an edge space, that is, the starting space must connect to an edge space along the white lines.

Examples (see picture at the bottom of column 4 in the German rules:

A: Is not allowed because the starting space has no neighboring unexplored space.

B: Is not allowed! The starting space only has land sides bordering on the unexplored spaces.

C: Is not allowed! The starting space has no path (white lines already on the board) to an edge space.

D: Allowed! The starting space has two sea sides bordering on undiscovered spaces, and a path leading to an edge space.

E: Allowed! The edge space selected as a starting space has a neighboring unexplored space.

3. Pay start expenses 

A) Costly edge spaces

If an edge space chosen by a player as a starting space has one or two gold pieces pictured on it, the player pays the amount of gold pieces illustrated to the bank. If a player selects a starting space on a tile already on the board that is reached only from one of these costly edges of the board, the player also pays as many gold pieces as is portrayed on the edge space.

B) Toll

If a player selects a start space on a tile on the board that has the settlement or base of another player on it, that player pays 2 gold pieces as a toll. Scouts cost no toll. If a tile on the board is chosen as a start space and its only path back to an edge leads past a tile with a settlement or base belonging to another player, the player also pays 2 gold pieces. If there are several settlements or bases on the path, the player must pay 2 gold pieces each to the owners of these units.

Example (in the picture in column 5 of the German rules):

Start space A:

It is the "violet" player's turn. He/she pays 1 gold piece to the bank since reaching the starting space can reach an edge space only on the side where one gold coin is pictured. He/she also pays 2 gold pieces to the "red" and "yellow" since the only path to the edge space leads through tiles with bases belonging to those players.

Start space B:

The player pays 2 gold pieces to the "white" player, since he/she is starting from a tile with a white base. 

Start space C: The player pays no start expenses since there is a free connection between the start space and a free edge space.

4. Announce how man discovery tiles you will take and pay for them

Before the actual discovery trip begins, the player must announce,

- How many discovery tiles he/she wants to draw at most, and

- Whether the tiles to be drawn will come from the open or the masked stack.

The cost of the tiles is paid after the announcement. Tiles from the masked stacks cost 1 gold piece each; tiles from the open stacks cost 4 gold pieces each.

Example: A player announces the intent to draw 4 masked tiles and pays 4 gold pieces. During the discovery trip up to 4 tiles from any of the masked stacks can be drawn.

Or: A player announces the intent to draw 2 open tiles and pays 8 gold pieces. During the discovery trip 2 tiles from any of the open stacks are drawn.

Important: A player must announce that at least one tile will be drawn and must execute the subsequent discovery trip. Only if it can be proven that the expenses of a discovery trip cannot be paid can the trip be bypassed and the turn prematurely finished.

5. Take the discovery trip 

The player who has paid the discovery expenses,

A. Draws a tile from a stack,

B. Places it on an undiscovered space next to the start space making it a discovered space, and

C. Moves the ship on top of that tile. These 3 steps can be repeated for each tile that has been purchased.

Important: A player who has paid for several tiles cannot take the tiles all at once and then place them in any sequence. Rather, the sequence A, B, C must always be kept. Additional tiles therefore can be drawn only after the ship has been moved and placed on the tile previously drawn that turn.

A) Draw a tile

The player may draw the top tile from any one of the 6 masked stacks. He/she may decide whether to take a tile with or without a question mark, provided either one is available on top of a stack. Tiles with question marks hide an event. The meaning of the events is explained later. Additional tiles can be drawn from any of the stacks.

Whoever wants to draw tiles from open stacks must announce this to at the beginning of the discovery trip and pay 4 gold pieces as discovery expenses for each tile requested.

Important: It is not allowed, within a single discovery trip, to draw tiles from both the masked and open stacks.

B) Place the tile

First the player must test whether the tile may be placed.

A tile may be placed if 

1 one of its sea sides is positioned against any sea side of the tile on which the discoverer's ship stands, and

2 all other sides of the tile match the sides of any other tiles already on the board that it is placed against.

In the upper illustration (in column 6 of the German rules), the tile place in position "A" is incorrectly since land borders on the sea of an edge space. In position "B" the tile is placed correctly.

Sometimes tiles cannot be placed no matter how they are turned. (see the lower illustration in column 6 of the German rules. In this case the tile is discarded. (The first playable tile drawn will be the first one to be placed.) No substitute is drawn for tiles that cannot be played and no gold is refunded for them.

If a discovery tile with a question mark is drawn and it doesn't fit on the board, then the corresponding event doesn't happen (see later on in the rules under "The events").

Comment: Very rarely it can happen that there are not enough playable tiles in the masked or open stacks. In this case, one can use the discarded tiles. (More later in the rules).

C) Move the ship

Once a tile is placed, the ship must be moved on to that tile. This is now a discovered space. This is even true if the discovery ship steers in a direction in which the player didn't want to travel.

Example (from the top illustration in column 7 of the German rules): The player would like to travel in the direction of space “A" and draws a tile (D). Unfortunately, the tile can not be placed on space “A" no matter how it is turned. The tile also does not fit on space “B" either. It only can be placed on space “C". The player must place the tile on space “C" and move the ship on to that tile.

End of the discovery trip

A player can continue a discovery trip for a very long time, (by repeating steps A, B, and C) until either:

- As many discovery tiles have been drawn as were announced at the start of the turn,  or

- The discovery ship reaches land that results in a dead end, or

- The player chooses to place a unit on land on a discovered tile (See 6. Place a unit).

In the two illustrations at the right (in the middle of column 7 of the German rules), dead ends are represented. There are no sea sides against which another tile can be placed.

If the ship finds land in a dead end, the discovery trip is finished. Other tiles that have been announced but are not yet drawn are forfeited. The player doesn't get back the gold paid for these tiles. It’s bad luck if one has announced they will draw 4 tiles, for example, and the first tile placed leads into a dead end.

Example (illustrated in the lower illustration in column 7 of the German rules: A player announces he/she will draw 3 tiles from the masked stacks and pays 3 gold. He/she starts from tile “A " and draws a tile (B) and places it. It is positioned so the ship may move on to it. Unfortunately, it leaves no sea sides bordering on undiscovered fields. This discovery trip ends prematurely His/her two other announced tiles are forfeited and he/she get no gold back. The player is, however, allowed to place another unit on the tile that has just been placed.

6) Place a unit 

A player can put down a unit on a discovered space during the discovery trip at any time land is found on a tile. The discovery trip is, however, immediately finished with this action even if more tiles may be drawn.

Placing a unit on the start space is not allowed since this has not been discovered during this discovery trip.

Only one unit may be placed per discovery trip.

Gold must be paid for each unit: Scouts: 1; Base: 3; Settlement: 6

When placing a tile that has two separate land masses, the player must choose on which land he/she would like to put the unit.

Example 1 (top of column 8 in the German rulebook: The player has announced he/she will draw 3 tiles and pays from them. He/she positions the first two tiles and moves the ship each time. As his/her last drawn tile, an open sea tile (B) is drawn. He/she has missed the chance to put down a unit. This situation clarifies why it may make sense to end the discovery trip early, by placing a unit on tile “A” to end the turn voluntarily.

Example 2: The “white” player announces 3 tiles will be drawn pays for them. He/she starts from tile “A". He/she draws tile "B", positions it and moves the ship. He/she draws tile "C" and positions "C" so that it fits. He/she moves the ship. Now, the player is still allowed to draw a third tile. The player, however, chooses to put a base on tile “C", so that he/she now possesses the most valuable unit on the completely discovered island (see the section on “island scoring”). The turn is finished with this action. The third tile is forfeited and the player gets no gold back for it.

Removal of units

Settlements and bases only allowed to be removed after an island scoring and are then placed back in the reserve and may be used again (see tactical tips). Scouts may be removed anytime if the reserve is depleted, either from an island tile or from a jungle space, and are put back in the reserve in order to use them again later.

7) Surrounded spaces are covered

A single undiscovered space is considered discovered if tiles border all four edges. A surrounded space is filled in at the end of a discovery trip with a matching tile from the open stacks.

The same rule also applies if only land sides surround several spaces, and consequently the ship can no longer reach them. Attention: No units can be placed on tiles used to fill in surrounded spaces.

Example (illustrated at the bottom of column 8 in the German rules: Player "red" has discovered 2 spaces and his/her ship has moved. After placing a scout, his/her discovery trip is finished. As a result, a surrounded space (A) is filled in with a matching tile from the open stacks. Also an area (B) has developed that is surrounded only by land. These spaces are also filled in with matching tiles. After filling the surrounded spaces, two islands are completely discovered and an island scoring occurs.

The island scoring

If at the end of a turn an island is completely discovered, an island scoring occurs. If two or more islands were discovered simultaneously, the player whose turn it is decides in what sequence the islands are assessed.

The value of an island is determined by the number of tiles used to build it. To this is added a possible bonus of 5 or 10 points if a tile with a waterfall is present. The island in the example below (at the bottom of column 9 in the German rules, has a value of “9".

Discoverer strength is determined

The biggest discoverer on the island is the player who possesses the most valuable unit on the island. Value is determined this way: A base is more valuable than a scout, a settlement is more valuable than a scout or a base. If there is only one settlement on the island, this player is the biggest discoverer. If there are several players with settlements or no one has a settlement on the island, the winner is the player who has the most bases there. If there is a tie again, whoever has placed the most scouts is crucial. If there is still a tie then the players are considered to be in the same position and are both (or all) the biggest discoverers of this island. In the same way other positions are determined if units belonging to several players are on the island.

Move forward on the sea serpent

Whoever is the biggest discoverer moves his/her scoring marker forward a number of points corresponding to the value of the island.

Whoever is the second-biggest discoverer moves forward half the value of the island (odd numbers are rounded up).

Whoever is the third-biggest discoverer moves forward half again the value of the island, and if there is another discover, the value of the island halves yet again.

If several players are tied, they move forward the number commensurate with their position. The next placed player gets half of the value that the players tied above him/her received (see the stalemate situation in the example below, at the bottom of column 9 in the German rules).

If the “50” space is reached on the sea serpent by a scoring marker, it is returned to the “0” space and proceeds from there. The spaces now are counted as 50-plus discoverer points for the owner of this scoring marker.

In the game-situation portrayed at the right (at the bottom of column 9 in the German rules) the "yellow” player has placed the last tile needed to complete discovery of an island. He/she puts down a settlement.

He/she is now the biggest discover because of this settlement and moves his/her scoring maker forward 9 spaces. The "red" and "white" players have equally valuable units on the island (1 base and 1 scout each) and because they are considered the second-biggest discoverers they each move 5 spaces forward. The "violet" player is the third-biggest discoverer and moves 3 spaces ahead.

Units returned

The players take their units off after the island scoring. Bases and settlements are returned to the players’ reserves. They may later be placed back on the board. The scouts however are not taken back but are placed directly on the paths leading to the native huts.

Scouts placed on paths to the native huts

In turn each player who has scouts on the scored island takes one of their scouts and places it on any path leading to a native hut, as close to the hut as possible in each case. Begin with the player whose turn it is and proceed clockwise to the next player who has a scout. The next player again follows clockwise. Players without scouts are skipped. As long as several players still have, a player can only put down one scout at a time. If only one player has scouts left, he/she can put them all down at once.

The space with the dot

Whoever puts a scout on the space with the dot in front of a hut draws a plant chip from the cloth bag.

He/she looks at the chip without the players seeing it. Then he/she takes the native hut and, under the table, slides the chip between the top and the lower part of that hut.

The eye space

Whoever places a scout on an eye space can look at the plant chip inside the adjacent hut. This should also happen under the table without the other players seeing it.

Example (illustrated in column 10 of the German rules:

After the discovery trip player "yellow" has completed discovery of an island.

1 The value of the island is determined to be 17 (12 tiles plus a bonus of 5).

2 The players move their scoring markers forward the appropriate number of space: Yellow: 17 spaces; White: 9 spaces; Red: 5 spaces; Violet: 3 spaces. (From the player whose turn it is, yellow, players are seated in clockwise order Yellow, White, Violet, and Red

3 The players take bases and the settlement back to their reserves.

4 In turn, the players place their scouts: white, violet, red, white, red, on the forward free spaces before any huts. Players "violet" and "white" place plant chips inside the respective huts. Player "red" can look at the chip in one hut because he/she placed a scout on an eye space.

End of the game

The game ends when the entire board is filled, that is, all spaces have been covered with discovery tiles.

The scout scoring

The plant chips are now taken out of the huts and are shown to each player. Whoever possesses the most scouts on the path to a hut can move his/her scoring marker forward the number stated on the chip. If two or more players have the same number of scouts on a path, the player who has a scout closest to the hut gets the points.

Example (top of column 11 in the German rules): The "red" and "violet" players both have an equal number of scouts on the path to the native hut. The "violet" player has a scout closest to the hut so he/she is allowed to move his/her scoring marker 10 spaces. The “red” and “white” players come up empty.

The winner of the game

The player who, after all 7 scout scorings, has the scoring marker the farthest along the sea serpent, i.e., has the most points, is the winner. In case of a tie, the player with the most gold wins.

If the tile stacks are depleted: In very rare cases, it may happen that the masked stacks of tiles are used up. In this case, the discard tiles are mixed and 2 new masked stacks are formed.

If a player should find no matching tiles that are needed from the open stacks, he/she can take a matching tile from the discarded tiles. If the correct tile cannot be found, he/she can look through the masked stacks to find one. He/she must mix up these stacks again after finding it. 

The events (number of them in parentheses)

If a player draws a discovery tile with a question mark, he/she treats it like a normal tile. He/she must place it on the board if it fits. The event must take place after the ship moves on to it. If the tile can’t be placed, it is discarded and the event is ignored.

Gold mine (6) - The player gets 3 gold pieces from the bank.

Pirate (5) - The player loses half of his/her gold supply. An odd number is rounded up.

Natives (6) - The player can immediately put one of his/her scouts from his/her reserve on a free space closest to a native hut for free. If he/she has no more scouts in the reserve, he/she can take one from a jungle space or from a discovery tile.

Storm (5) – The player’s turn ends immediately. He/she can place no units nor place any more discovery tiles. If the storm tile completes an island, an island scoring does occur, however.

The “Top Scout” Variant

By Fritz Gruber

This variant is suitable particularly for the second game. In order to play this variant, you must mark the scouts on a side with a black permanent pen. The red and white scouts get the numbers 1-20. The yellow and violet scouts are written on as well with the numbers 1-15 or 1-12 accordingly.

Before the game begins, you secretly write 2 numbers on a paper and push it under the game board. With these two numbers, you have decided two of your scouts as top scouts. A top-scout counts double for the scout scoring.

Variations on the board construction

Before you begin a new game, you may vary the board construction using the following suggestions. Of course, you can also make up your own variations! (See illustrations in column 12 of the German rules)

Variation 1:

The undiscovered area is divided into 2 areas. The islands of both areas cannot join together through the division. The bonus tiles form 2 attractive focuses for discovery.

Variation 2:

The undiscovered area is horizontally divided into 2 areas. The bonus tiles form 4 different main focuses for discovery.

Variation 3:

The undiscovered area is divided into 3 areas. The islands of these 3 areas cannot join together.

This variation favors the formation of rather small islands. The bonus tiles form 3 main discovery focuses.

Tactical Tips

By Fritz Gruber

- Buying masked discovery tiles

In theory a player could announce they are buying as many discovery tiles as their gold supply will allow. That does not automatically, however, guarantee they will automatically receive the highest discoverer points for several reasons:

1. A player who chooses to buy six discovery tiles by using all six gold pieces, for example, undoubtedly leaves themselves any gold with which to place a unit, a scout, base, or settlement.

2. The turn of a player ends immediately as soon as he/she places a unit on a discovery tile; it is to his/her advantage to put down as many strong units as possible on a lucrative island. To do this he/she will be better off undertaking several smaller discovery trips.

3. A player who has used a lot of gold as above, for six discovery tiles as mentioned, risks that - in extreme cases – he/she may immediately find a discovery tile that leads to a dead end with their first draw.

The remaining five discovery tiles for which he/she has paid must then be forfeited because the player cannot proceed further from the dead end.

On the other hand:

1. It can now and then be lucrative to undertake a bigger discovery trip, to buy, for example, many discovery tiles. This is especially true if one starts from a partially discovered island on which one still has the only unit!!! The single unit on this island, if the discover succeeds in completing the island, would then give the player the only points for the island - that is very tempting. Therefore, one may want to buy enough discovery tiles in hopes that the right ones come out to complete the island.

2. Buying many discovery tiles can even then be useful if one only requires a specific discovery tile to complete an island. Since one must reckon with the possibility that they won’t find the right tile with the first or second draw, there is a way to maximize the chance start: Just buy three to find the one matching tile, to have the best chance. Three discovery tiles are the most one should buy to find a specific one - whoever is prepared to buy four tiles would be much better off buying one tile from the open stack, which would give them a sure thing: see “Buying open discovery tiles".

- Buying open discovery tiles

This is expensive!  Purchase of open discovery tiles is essentially effective only if a more direct, certain success can be achieved, for example, completing a valuable island.

- Buying tiles with question marks

Tiles with question marks are for the discoverer with a lot of nerve. The chance of getting something good or finding a full-blown disaster when taking a question-mark tile stand at close to 50:50. Whoever is not a notorious gambler will only dare take a question mark tile if a negative event won’t hurt them too severely. For example, if someone has only a little gold then a pirate tile would not bother him or her too much.

- Clever tactics when placing discovery tiles

Experienced discoverers will use the rule about filling in the so-called surrounded spaces to their advantage. When a tile is placed so that an undiscovered space needs to be filled, the matching tile that is placed should be known to the player.

- Placing units

With the exception of the scouts, a constant lack of available units, namely the "bases" and "settlements" tends to prevail. Since each player is given only two bases and one settlement, one must judge well where one of these stronger units, a settlement for example, is placed as it will stay there until the island is completed. The first player who gets back their settlement is usually the one who can first use it again. Crafty discoverers rarely try to complete the discovery of an island on which opponent’s stronger pieces stand. The longer one can keep their units tied up on an incomplete island tied is, the easier is the poker game played around the other islands.

- Place units deliberately to cause extra start expenses for others.

A discoverer should place units, i.e. bases and settlements, consciously at positions from which other players are likely to want to start. If someone wants to go in the same direction as you, they may well have to pay you to do it. This aspect of the game is especially important if a discoverer is trying to go toward one of the large bonus tiles. Then you should want to act as a stepping stone and force them to pay you a toll.

- The double role of the scouts

Unlike “bases" and “settlements," which only have one purpose, scouts placed on an island have two different roles. Admittedly they also contribute their part in the contest for power on the islands, but the scouts also possess the larger strategic value of answering the question who will successfully secure the most valuable plants in the jungle. Above all early in the game, the discoverers will be striving to place as many scouts as possible first in line in front of the native huts, to gain a head start on the knowledge of the value of the jungle resources. Whoever knows in which native hut the most valuable resources lie will be inclined to bring as many scouts into the game as possible in order to help secure the most valuable resources.

- Small livestock also makes dung (Translator’s note: The preceding is, I assume, the result of a translation of a German idiom that my computer translation program just doesn’t quite get, so I left it more or less the way it came out for your reading enjoyment.)

The strategies of a successful discoverer differ little from this general maxim: One cannot be the best, most beautiful, and most successful all the time and in every location, but it is worthwhile, where one won't be the "King", to at least be a little involved and to collect a few points.
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