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2 or 3 players – approx. 120 min

introductory notes

The Daitou Islands (大東島 ) is a group of 3 small is-
lands in the Pacific,  two of which are inhabited,  and 
which  are  more  than  400  kilometers  away  from  the 
nearest  other  inhabited place (Okinawa).  The islands 
were populated in the late 19th and early 20th century. 
Commercial sugar cane cultivation and fishing (mainly 
for consumption on the islands) are the main sources 
of  income.  In  the  early  20th century,  a  small  freight 
train network was build on South Daitou Island (南大

東島) to get the sugar cane to the harbor. This railroad 
network served until 1983.
In the game ‘Daitou’,  players build sugar cane farms 
and  railroads.  Life  on  the  islands  is  expensive, 
however, and the margins of profit are small. Efficiency 
is  key. Whoever made the biggest fortune after three 
years wins the game.

construction & components

The pdf file with the game components is two pages. 
Both pages show a  game board and 4  markers. Print 
these out on A4 (or US letter) size paper, glue them to 
cardboard and cut them out.

Aside  from  that,  wooden  cubes in  six  colors  are 
needed in the following quantities: 3 green, 3 blue, ap-
prox. 25 yellow, and approx. 20 of white, black, and red 
each.  These  numbers  are  not  limiting  factors  in  the 
game, so it is possible that you need more (except for 
blue  and green).  And finally,  quite  some  coins with 
values ¥1 and ¥3, and a die (D6) are needed.

Concerning the maps, the thick black lines with boxes 
in the middle are railroad track sections. The boxes in 
the middle of them are used to mark possession (with a 
cube of that player’s color). Points where two or more 
track  sections  come  together  (the  corners  of  the  tri-
angles) are called nodes.

The yellowish circles are possible  farm locations. If a 
farm is built by a player, she puts a cube of her color in 
such  a  circle.  The  black  dotted  lines  are  farm  area 
boundaries.

There are  two types of markers in the game:  harbors 
and towns. Towns are the two red/orange/yellow circu-
lar markers.  The other  six  markers are harbors.  Har-
bors are numbered 1 to 6. Harbors 1 and 4 are  trade 
harbors.  This is  where goods from Okinawa and the 
rest of Japan are brought in, and where sugar cane is 
loaded onto ships. The other four harbors are  fishing 
harbors.  Harbor  1  is  always  located  somewhere  on 
North Daitou Island; harbor 4 on south Daitou island.

The  cubes are  either  goods or  possession  markers. 
Blue cubes are  fish,  green cubes are  imported goods 
(food, and everything the islanders do not make them-
selves),  and yellow cubes are  sugar cane.  The white, 
black,  and red  cubes  are  possession  markers  for  the 
three players in the game. In a two-player game, one of 
these three colors is not used.

set-up

Place  the  two boards on the  table.  If  you wish,  you 
could arrange them such that the relative locations of 
the two islands is correct (as shown on the middle of 
the  box  on  the  bottom  of  the  North  Daitou  Island 
board), but that is not necessary.  Place a cube of any 
color on the first (leftmost) box of the year track.

Give each of the players the cubes in her color (white, 
black, or red) and coins with a sum value of  ¥12 (or  
maybe more or less – further playtesting will have to decide  
this). With the D6, randomly determine the first start-
ing player. 

Next, the players decide together where the harbours 
and  towns  are  located.  Both  types  of  markers  are 
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placed on  nodes; harbors on coastal nodes, towns on 
inland nodes. Resolve any disputes with the D6. Both 
islands get one town.
Harbor 1 has to go on North Daitou Island, and harbor 
4 has  to  go on South Daitou Island.  It  is  advised to 
place harbors 2 and 3 also on  North Daitou Island, and 
harbors 5 and 6 on South Daitou Island. If you wish to 
deviate from this, note the difference in the chances of 
the availability of fish in the different harbors. Harbors 
1 and 2 have a 1/3 chance; harbors 3 and 6 a 1/2 chance; 
and harbors 4 and 5 a 2/3 chance.

The  following  two maps  show the  approximate  real 
locations of the towns and harbors:

It  may be  a  good idea to  use  these  locations  for  (at 
least) the first one or two games you play.

Playtest note: Maybe it is better with two players to only  
use the Southern Daitou Island map.

playing the game

The game lasts for 3  years. Each year is made up of 5 
rounds, and each round, except for the tax round, con-
sists of 4 phases.

The first 4 of the 5 rounds are determined by what is 

produced, and therefore, available for shipment:
1. fish and imported goods,
2. fish,
3. fish and imported goods,
4. fish and sugar cane,
5. tax.
In the fifth round of each year, players pay taxes and 
maintenance for their railroads and farms

Rounds 1 to 4 consist of the following four phases:
a. bid for turn order,
b. produce,
c. build,
d. ship.
To  explain,  the  game,  it  is  easiest  to  follow  these 
phases.

bid for turn order

2  players:  Both  players  take  all  their  money  in  one 
hand, select their bid from that, and simultaneously re-
veal  their  bids.  The  highest  bidding  player  wins  (in 
case  of  a  tie,  current  turn  order  decides  who  wins), 
pays his bid and takes the first (leftmost) position on 
the turn order track. The other player takes the second 
position. (The third (rightmost), obviously, stays open.)

Optional rule: The players can choose to apply a variant of  
the 3-player bidding procedure instead.

3 players: By current turn order (or clockwise from the 
first starting player in the very first round) the players 
bid on turn order. In her turn, a player can either pas or 
bid one or more higher than the current highest bid. If 
a player passes, she can not resume bidding later in the 
same round.
The first player that passes, does not have to pay her 
bid,  and  gets  third  (last)  place  in  player  order.  She 
places a cube of her color on the rightmost position of 
the turn order track.
The second player that passes, pays half her bid roun-
ded up, and places a cube on the second (middle) posi-
tion of the turn order track.
The player that won the bid pays the full amount of her 
bid and places a cube on the first (left) position of the 
turn order track.

Optional rule: The players can choose to apply a variant of  
the 2-player bidding procedure instead.
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produce

Depending on the round, different goods are produced 
(made available for shipment).

Fish is always produced, but fishing is a business with 
little certainties. Roll the D6 to determine in which har-
bors significant amounts of fish are offered.

D6 roll is: then these harbors have fish:
1 1   3   5
2 2   4   5
3 3   5   6
4 1   4   5
5 2   4   6
6 3   4   6

Place  blue cubes in the (numbered) blue boxes of the 
three harbors that have fish.

Imports are delivered to the trade harbors in rounds 1 
and 3. In these rounds, place 1 green cube in the green 
box of harbor 1, and 2 green cubes in the green boxes 
of harbor 4.

Sugar cane is produced by  farms in round 4. In this 
round, place one yellow cube on top of each farm pos-
session cube (see also ‘build’ phase).

build

In the build phase, the player can build railroad track 
sections and sugar cane farms. The phase is played in 
turn order.  In her turn, a player can either build  one 
track section or one farm or pass. If a player passes, she 
cannot build anymore that round.

Track sections cost ¥3, which is paid to the bank.

Track sections bought are marked with a cube of the 
player’s color in the possession box in the middle of 
that  track  section  (a  ‘track  possession  cube’).  Each 
track section can have only one owner. Players can buy 
track sections anywhere available.

The price of a farm depends on the year. In  year 1, a 
farm cost ¥3, in year 2, a farm cost ¥2, and in year 3, a 
farm cost ¥1. Expenses are paid to the bank.

Farms bought are marked with a cube of the player’s 

color  in  the  yellowish circle  of  the  players  choice  (a 
‘farm possession cube’). Each farm can have only one 
owner. Players can buy farms anywhere available.

ship

The shipping phase is played in turn order. In her turn, 
a player can either ship  one (or two in case of sugar 
cane)  cube  to  its  appropriate  destinate  or  pass.  If  a 
player passes, she cannot ship anymore that round. If 
there are any undelivered goods at the end op the ship-
ping phase, then these are discarded.

Fish and imports have to be delivered to the towns.

Sugar cane has to be delivered to the trade harbors.
Sugar cane is picked up at  nodes. Every farm is adja-
cent to 1 to 3 nodes. Sugar cane cubes produced at a 
farm can be picked up at any adjacent node. If two sug-
ar cane cubes can be picked up at the  same node, a 
player can ship these to the trade harbor in a  single 
shipment for single shipment fees.
Sugar cane cubes cannot be directly delivered to the 
trade harbor, even if the trade harbor is on a node adja-
cent to the farm where a cube is  produced.  They al-
ways have to be delivered by train. (Hence, from an-
other node.)

Shipping cost  is  ¥1 per track section used, to be paid 
by the shipping player to the owners of those track sec-
tions. A player does not have to pay herself for the us-
age of her own track sections. Unowned track sections 
are non-existent and can, therefore, not be used.

Shipping income depends on the good. Fish and sug-
ar cane are worth ¥3; imports are worth ¥6.

Example: On the map of South Daitou Island as shown on  
the previous page, there is a green cube in harbor 4 that has  
to be delivered to the town. The three track sections connect-
ing the harbor and the town in a straight line are owned by  
3 different players. Hence, the player gets ¥6 from the bank,  
and pays  ¥1 to each of the other two players, leaving ¥4 to  
herself.

tax round

In the tax round, all  players pay taxes and mainten-
ance.  For every  track possession cubeon the map(s), 
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the owning player pays  ¥3 to the bank, and for every 
farm possession cube on the map(s), the owning play-
er pays ¥1 to the bank.

Playtest  note:  Maybe  taxes  should be  at  slightly different  
rates.  Players/playtesters can experiment with this if  they  
wish. Farm tax could be set at 0, but should probably not be  
higher.  Railroad  tax  on  the  other  hand,  should  maybe  be  
higher – ¥5 for example. Further playtesting will have to de-
cide the definitive tax rates.

If  a  player  cannot  pay her  taxes in  years  1 and 2,  a 
number  of  possession markers  for  which she  cannot 
pay tax is removed.  The  other player(s) decide which 
possession  markers  (farm(s)  and/or  track(s))  are  re-
moved.

If a player has 5 farms and 5 track sections on the maps, but  
has only ¥17, she can pay tax for either all track sections and 
2 farms, or all farms and 4 track sections. The player decides  
what to pay tax for, but the other player(s) decide(s) what  
farms are removed in the first case, or which track section is  
removed in the second case.

 7 of these (and will then have ¥2 left). Therefore, 3 posses-
sion markers will be removed.
If a player cannot pay her taxes in year 3, write down 
(or remember) how much that player owes to the bank.

At the end of the tax round the year marker is moved 
one space  to  the  right  and the  next  year  starts  with 
round 1.

game end and winning

After the tax round in year 3, the game ends. The win-
ner is  the player  with the most  money. If all  players 
have negative money (the all owe money to the bank 
because they could not pay their taxes), then everyone 
loses.

Ending with less money than with what you started could  
be considered losing too, and playtesting revealed that that  
quite easily happens. In this game, it is a very bad idea to  
build things that you do not really need.
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