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In the great past, the land had formed a divided socio-economic structure of four separate entities; Noraster, Eaton, Sunamani, and Westonia.  Great land distances and no sea travel had allowed each land to develop undeterred and uninvolved from the others for hundreds of years.  Therefore, it was very rational that as trade routes and sea lanes developed, the different lands would begin a cultural conflict.  Political structure, religious beliefs, and cultural differences began to force strife upon the land.  In an effort to harmonize relations, the key civic and religious leaders devised an ingenious plan.  In a central location, they would build a neutral complex of learning, civic development, and religious freedom that would be the cornerstone of the world as they knew it.  All the lands could use it freely and peacefully as the number one, most revered location for learning and religion.  

The key to the unification of the four lands would be the Rainbow Chandelier.  This Chandelier would represent the finest craftsmanship from each of the four regions and be hung in the epi-center of the world as the symbol of unification.  The wood working would come from Eaton where the finest quality woods and artisans would demonstrate their art.  The wrought iron from  Noraster would second no work ever designed.  The hemp and rope suspension and decor were to come from Westonia.  And, the key to unification would be the colored crystals from Sunamani. There would be red crystals for Noraster, Blue for Eaton, Yellow for Sunamani, and Green for Westonia as a symbol for unification and hence the name, “The Rainbow Chandelier."  The joint funding and approval by all the civic, scholarly and religious leaders had made the Rainbow Chandelier the first man-made wonder of the world.

In the land of Pareto charts and on-time delivery, the Rainbow Chandelier was not meant to be.  Each of the four territories began work diligently on their piece of the overwhelming incredible task.  All but the crystals from Sunamani would be delivered on time.  Fate is many times unkind.  The fine artisans of Sunamani had performed their task admirably and on time.  The colored crystals were chosen from the finest material and the four colors were matched to perfection.  Each crystal was delicately shaped and wrapped into hundreds of  protective crates for the long sea voyage to the Rainbow Chandelier.

Little did the infamous pirate Edward Constance know that he would become a historical icon over 100 years after his death.  Knowing nothing of the cargo, Edward Constance and his motley crew boarded and sank the Santa Diablo carrying the crystals for the Rainbow Chandelier...of course, not before absconding with the cargo.

A severe tropical storm cripple Edward Constance’s ship the Astoria and as luck would have it, the Astoria drifted aground on the island of Valencia.  Not realizing the significance of the hundreds of crates that now made up his cargo, he began to trade the colorful crystals to the islanders for supplies and repairs.

Over time the crystals much like confederate dollars became worthless as collectors' items or trash.  It was not until recently that world leaders realized the location and the significance of the crystals on Valencia.  Now it is time to complete the Rainbow Chandelier!

The Game

You have been hired to go to the island of Valencia and acquire crystals before your opponents.  You will meet the various personalities that make up the island and must bribe, steal or buy to accomplish your mission.  However, others will be attempting to do the same.  So, be smart.  First you must try to earn the ear of the council person to tell you where the best deal in town can be found.  Only the highest bidder will get the location known only to them.  Being a smart treasure seeker, you may follow quietly and search the area around where the high bidder goes.  Unfortunately for everyone, people only have a limited number of crystals.  Once a site has been visited, no one may visit again.

Contents:

1 game board

Colored markers (the Crystals)

1 start location marker

20 personality tiles

Money called K

Turn order tokens number 1 - 6
1 die

1 rule book

Whom you will meet:

The Council Person - if you come upon this person in town, they will be mighty guilty that you did not get a good deal on your last bribe attempt.  Feeling very bad, they will offer you the best location in town in the next round, or pay you 2K for your trouble.

The Preacher - once you explain your cause to rebuild the Rainbow Chandelier, he will give you the only crystal he has to further the interest of the church.

The Merchant - He has two crystals but a person has to make a living.  He will offer two crystals for 2K.

The Flea Market Vendor - Looking for a bargain?  This is the place to go.  Get three for 4K.

The Thief - A very willing accomplice.  He will gladly steal any crystal from another opponent.

Set Up:

Give all players 12k each.

Now, get the game board out so everyone can reach it.

Game Play:

The game is played in three rounds.  Each round consists of four phases as follows:

Phase 1 - Town Set Up

Mix all of the tiles/personality tokens and place them face down on each square (roof tops) on the board.   Once all of the tokens are placed, turn them face up so you can see the personality and what each person has to offer.  This is done only once per game round.
Phase 2 - Bribery

The goal is to gain the ear of  the council for a key location to gain the Crystals you need.  Each person secretly places a bribe of money in their hand.  At a count of three, each player opens their hand to reveal their bid.  The highest bidder takes the number one Turn Order Marker and the Start Location Marker.  The second highest bidder takes the number tow Turn Order Marker, etc.  Ties are resolved by the roll of a die.  High roll gets the better turn order.
Phase 3 Visit the Personalities

These rules outline the play for a four or five player game.  Please see the special rules for two, three, and six players at the end of the rules.  

In Turn Marker Order:

The first player places the Start Location Marker on any start marker symbol (marked with a fountain) on the board (you must be able to take a tile).  This is the spot the first player has chosen to look.  The first player then visits a tile/personality token adjacent to the start marker location (this will be either 3 tiles or 2 tiles depending on the location chosen).  The first player picks up the tile and takes the action.  The tile is set aside until round two. The second player now has on option of leaving the Start Location Marker where it is and taking an available adjacent tile or moving the Start Location Marker to an adjacent start marker symbol on the board and taking a tile at the new location.  (note:  a player may move from one dock start marker symbol to another dock.  All docks are considered adjacent to each other).  Next the third player goes and then the forth.   This is one turn.  Stop play, take the Start Location Marker off the board.  Return to Phase 2.
Example:  After the forth player has taken a turn, 4 tiles/personality tokens will be missing from the board.  Stop action and return to phase 2 for another bidding round and then phase 3 visit the personalities.  Play continues for 4 turns (in a 4 player game, there may be 4 tiles/vendors left on the board.  It is possible due to movement of the Start Location Marker that not everyone will be able to take a tile/personality token during their turn.

After the fourth turn, there is a banking phase.  

Phase Four -  Banking Phase

During the game, you do not receive anymore money.  During this phase you must decide if you want to cash in any of your crystals for money to use in the next round.  Otherwise, you make keep your crystals in hopes of a higher score in the end game scoring.  There is a banking phase once per round at the end of 4 turns.  Unless it is the last banking phase (end of round three), return to phase one for another round.  
Money paid by number in a color:

1 = 2K

2 = 5K

3 = 8K

4 = 11K

5+ = 14K

End Game Scoring Phase

At the end of the three rounds of four turns each (at the end of the third banking phase), the person with the most money is the winner.  Obviously, everyone cashes in their crystals in the last turn to get money and the person with the most money wins. 

Scores are computed as follows:

Bonus Scores:

Leader in a Color                              = 5K

2d place (at least three players)   
 = 3K

3d place (at least four players)     
 = 1K

(ties take the next lower amount, i.e. tie for second, each player gets 1K and no third place)

Possess all four Colors  (each set of four)     = 4K

Crystal cash in:
Money paid by number in a color:

1 = 2K

2 = 5K

3 = 8K

4 = 11K

5+ = 14K

Two Player Rules

Play by the normal rules only the high bidder will place the Start Location Marker and take a tile and then take a second tile.  The second player will then take two tiles.  Normal movement of the start token applies.

Three Player Rules
Follow the basic rules except there will be five token placement phases instead of four.

Six Player Rules

Follow the basic rules except there will be three token placement phases instead of four.
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