ACQUIRE

Player Aid Sheet
Goal:

To finish the game with more cash than any other player.

Setup:

1.
Set up the game tray according to the picture on the overleaf of the rule booklet.

2.
Put the game board in the center of the table with the gray tiles face down near it.

3.
Designate a “banker” and a “stock broker” to handle distribution of stock certificates (if desired).  The banker distributes $6,000 to each player:

•
Four $1,000 notes

•
Three $500 notes

•
Five $100 notes

4.
The banker keeps the rest of the money in front of him in four piles.

5.
To determine who goes first, each player draws one of the face down gray tiles and places it on the board.  The player whose tile is closest to “A-1” goes first.

•
Note that if during this process two tiles are adjacent to each other they are considered unincorporated until a third tile is placed adjacent to them.

6.
All players draw 6 tiles and keep them face down in front of them.

Turn Summary:

1.
Play a tile onto the game board onto its matching space.

2.
Buy stocks or any active corporation.  No more than three stock individual certificates can be purchased in one turn.

3.
Draw a new tile to replace the tile that has been played.

Game Play: 

1.
Playing a tile – Depending on how a tile is played, one of four things can happen:

•
The tile is not adjacent to other tiles and is “unincorporated”. (note that “adjacent” always refers to orthogonal) 

•
The tile is adjacent to another “unincorporated” tile and so forms a “corporation”.  

•
When a corporation is formed the player selects an available building from the tray and places it on any one of the corporation’s tiles.  

•
The player then gets one free stock certificate for founding the corporation.  

•
The tile is adjacent to an existing corporation, in which case the corporation grows in size by one tile and its stock increases in value according to the stock value chart.

•
A corporation that is 11 tiles or more in size is “safe” and can not be merged with (see below).  

•
A safe corporation can absorb a smaller corporation through merger, but can never be absorbed itself.

•
A tile can not be placed in a location that would cause two safe corporations to merge.  Such a tile is discarded and redrawn from the existing supply.

•
The tile is placed adjacent to two (or more) existing corporations.  In this case the two corporations merge:

•
Count the number of tiles in each corporation (do not include the merging tile in the count for either)

•
The larger corporation always absorbs the smaller corporation.

•
If corporations are the same size, the mergemaker determines which survives.

•
Remove the building from the smaller corporation and return it to the tray.

•
All players reveal how many stock certificates the hold in the now defunct corporation.  The player with the most becomes the “Majority Stockholder” while the player with the next most becomes the “Minority Stockholder”.  

•
The Majority Stockholder receives the bonus indicated by cross-referencing the number of tiles in the defunct corporation and type of corporation (small, medium, large).  The Minority stockholder receives the bonus indicated in the next column to the right.

•
If one player is both the sole stockholder in a corporation, that player gets both bonuses.

•
If there is a tie for Majority Stockholder, add the majority and minority bonus and divide evenly between those who are tied.  The Minority Stockholder gets nothing.

•
If there is a tie for Minority Stockholder, split the Minority Stockholder bonus indicated among those tied.

•
Players must not decide what to do with their defunct stock.  They may (starting with the mergemaker):

•
Hold – The player can keep the stock certificates from the defunct company anticipating that it will be founded again.

•
Sell – The player can sell their stock certificates back to the bank for the market value of the corporation directly before the merger.

•
Trade – The player can trade stock in for stock of the surviving company at a rate of 2 to 1.

•
Note that a player can perform any combination of the above with their remaining stock certificates.

•
If a tile is placed that merges more than one corporation, the larger one survives and the smaller ones become defunct.  The corporations are absorbed one at a time from largest to smallest.

2.
Buying Stock – A player can buy up to three individual stock certificates from active corporations.

•
Stock prices are determined as follows:

•
Find the name of the corporation in which stock is being purchased

•
Reference down that column to find how many tiles in size the corporation currently is

•
Cross-reference that to the stock price column for the cost per certificate.

•
There are only 25 certificates for each corporation – once those certificates are gone, they can not be purchased (unless there is a merger and stock is returned to the tray through trade)

3.
Finish the turn by drawing one tile from the supply to replace the tile that was just played.  Each player should always have six tiles in front of them.

4.
Ending the Game – The games ends when one player, during his or her turn, announces that either all active corporations are safe OR that one corporation has 41 tiles or more.  A player does not have to announce that the game is over if they do not wish to.  After announcing that the game is over, that player may finish their turn.

•
Majority and Minority bonuses are paid out in the surviving active corporations

•
All stocks are sold back at their market price

Winning the Game:

The player with the most cash wins.
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Reference Charts
Turn Order:

1.
Place a Tile

2.
Buy Stock (up to 3)

3.
Draw a Tile

Mergers At a Glance:

1.
Two orthogonally adjacent tiles form a corporation.

2.
Count tiles in each corporation, not counting the merging tile.

3.
The Smaller becomes defunct.  Remove its building from the board.

4.
Player with most stock in defunct corporation gets Majority Stockholder Bonus.

5.
Player with the next most gets the Minority Stockholder bonus.

6.
Players (starting with mergemaker) can then either hold, sell or trade their remaining stock in the defunct corporation.

7.
In multiple mergers, the largest company survives, and the others are absorbed from largest to smallest.

8.
A corporation 11 or more tiles in size is “safe” and can never be absorbed, but can absorb smaller corporations.

Game End:

The game ends when a player declares that either:

1.
All the active corporations are safe, or

2.
One of the active corporations has reached 41 tiles or more in size.
