ACQUIRE

By Sid Sackson

Original 1962 rules

NUMBER OF PLAYERS

ACQUIRE is best played by from three to 6 players.

EQUIPMENT

	Game Board
	Stock Certificates (200)

	Stock Market Tray
	Information Cards

	Tile Box
	Hotel Tiles (108)

	Play Money
	Colored Chain Markers


TERMS

Board — playing board.

Stock Market (or "bank") — tray containing the money, stock certificates and chain markers.

Stock Certificate — one block of stock.

Stock Broker - player who has been chosen to handle all stock transactions.

Shareholder— player owning stock.

Hotel — one playing tile.

Chain — two or more hotels on adjoining squares (not diagonally).

Open Chain - a chain of ten or less hotels.

Safe Chain —a chain of 11 or more hotels.

Merger — two or more chains connected in one play,

Defunct Chain — An open chain which has been taken over by a larger chain as a result of merger.

SETUP

	
	
	STOCK CERTIFICATES

	HOTEL CHAIN
	COLOR
	Dealt Out
	In Bank
	Total

	CONTINENTAL
	Light Blue
	8
	14
	22

	TOWER
	Yellow
	8
	16
	24

	LUXOR
	Red
	8
	18
	26

	AMERICAN
	Dark Blue
	9
	20
	29

	WORLD-WIDE
	Brown
	9
	22
	31

	IMPERIAL
	Magenta
	9
	24
	33

	FESTIVAL
	Green
	9
	26
	35


1. Place game board in center of table, set plastic stock market tray near stock broker, and turn hotel tiles face down in box (or around board on table).

2. Stock broker shuffles the 60 stock certificates to be dealt out  (sec above chart) and distributes them among players. Stock broker also distributes to each player one information card and $6.000 in the following denominations:

4 - $1,000 bills    3 - $500 bills    6 - $100 bills

3. Each player sorts his stock certificates by chain (color) into neat stacks (so opponents can't count them), facing upward.

4. Each player draw's one hotel tile from the box (or table). The player with the letter nearest the beginning of the alphabet plays first. If the same leading letter is drawn by more than one player, the lowest number starts. (For example, tile B5 would beat B9 and D2.)

5. Each player keeps his tile and draws 5 more, standing his 6 tiles on end in a row facing him, so that they cannot be seen by other players.

SAMPLE GAME

The easiest way to learn how to play ACQUIRE is to play a sample game (without bothering to match tiles to squares). Imagine 4 players with 6 tiles each. Play rotates in clockwise direction.

Player 1: Places one of his hotel tiles face downward on B3. He draws another tile, bringing his total back to six.

Player 2: Places tile on C5 and replaces played tile with another.

Player 3: Places tile on E5 and draws another tile.

Player 4: Places tile on B2 and draws another tile. Player 4 has created a chain by placing a tile on the square adjoining B3. He now has the right to name the chain. He checks the stock certificate he received at the beginning of the game and finds that he holds more blocks of World-Wide than of any other stock. So he names the chain "World-Wide" and places the brown World-Wide chain, marker on top of one of the hotel tiles (B2 or B3) in that chain.  Player 4 now buys one block of World-Wide stock: He checks his information card and notes that, since there are two hotels in the chain, the price is $200 per block. He pays the stock broker, who places the $200 in the stock market tray, and receives one World-Wide stock certificate.

Player 1: Places tile on F4, draws another tile, and buys one block of World-Wide stock for $200.

Player 2: Places tile on D5 and draws another tile. He has formed another chain, this one of three hotels (C5, D5 and E5). After examining his collection of stock certificates, he decides to call the chain "Continental" and places the light-blue Continental chain marker on one of the "chained" hotel tiles.  Player 2 may now buy one block of either World-Wide or Continental. He chooses World-Wide and pays $200.

Player 3: Places tile on C3, increasing the World-Wide chain to three hotels. He draws another tile, checks his information card., and buys one block of Continental for $800.

Player 4: Places tile on F5, increasing the Continental chain to five hotels (C5. D5. E5, F5 and F4). He draws another tile, checks his information card, and buys one block of Continental for $500.

Player l: Places tile on C4, merging two open chains.  The larger chain, Continental, now takes over the smaller, World-Wide, so the World-Wide chain marker is returned to stock market tray and the displaced hotel is put back on the board.

Because the World-Wide chain is now defunct, each player counts his World-Wide stock. The shareholder with the most World-Wide stock receives a first majority holder's bonus of $3.000 (since there were three hotels in the World-Wide chain), and the shareholder with the next largest amount of World-Wide stock receives a second majority holder's bonus of $1,500. (See information card.)

At this point, each shareholder would decide what to do with his World-Wide stock (see "Taking Over Chains"), and Player I would finish his turn by drawing a new tile and buying a block of the only salable stock, Continental, for $700 since the chain now has nine hotels.

GAME RULES

THE PLAY

A play consists of:

1. Placing a hotel tile in its matching square on the board and replacing it with another tile from the box:

a. Sometimes forming a chain and naming it.

b.  Sometimes causing a chain to take over another chain, after which the shareholders with the first and second largest amounts of stock in the defunct chain receive the first and the second majority holders' bonuses: the defunct stock can be sold, traded and/or retained.

2. Usually buying one block (only) in an active chain.

CREATING CHAINS

1. A chain is created when hotel tiles have been placed on two or more adjoining squares (not diagonally).

2. The player forming a chain names it by placing the colored chain marker of his choice on one of the "chained" hotel tiles.

3. A maximum of seven chains may be on the board at one time. A tile which would create an eighth chain may not be played.

TAKING OVER CHAINS

1. When a hotel tile is played that merges two or more chains, the one with the greater number of hotels takes over the other; the chain marker of the defunct chain is removed.

In case both chains have the same numbers of hotels before the merger tile is played, the player can choose which chain takes over.

A chain is ''safe” when it contains 11 or more hotel tiles; it cannot be overtaken by another chain. A player may not play a tile which would join two safe chains. A safe chain can overtake an "open" chain (one with ten or less hotels).

2. Each player announces the number of shares he holds in the defunct chain. The majority holders’ bonuses are paid to the first and second largest shareholders.  The amount of the bonus varies with the number of hotels in the defunct chain (see information card).

If two or more shareholders tie for the largest amount of shares, they split the combined first and second bonuses. If the bonuses do not divide into even $100 amounts, the majority shareholders all receive the next greater amount. (For example: If the first and second majority holders' bonuses are combined and divided between two players, and the combined bonuses total $4500, each of the two players receive $2250 plus $50, or $2300, in order to round it off to

the nearest $100.)

If only one player holds stock in the defunct chain, he receives both bonuses.

3. The shareholders who own stock in the defunct chain hold, sell or trade their stock, starting with the player who merged the chains, and then the other players in clockwise order. A player cannot change his announced decision upon hearing the decisions of subsequent players. Stock in the defunct chain can be handled in one or more of the following ways: 

a. Held in the expectation of starting another chain with that name.

b. Sold for the price determined by the number of hotels in the defunct chain and returned to the stock market tray.

c. Traded for stock certificates in the newly controlling chain on the basis of two blocks of defunct stock for one block of the controlling chain's stock. (If certificates in the stock market tray are limited, it is possible that only the earlier players will have a chance to dispose of their stock in this manner.)

PARTIAL PLAYS

1. A player who runs out of money cannot buy stock, but he can still play a tile. He cannot raise money by selling his stock, except during the disposal period after a merger.

2. A player who cannot play any of his tiles because they would form an eighth chain or join two safe chains may not draw another tile, but he can buy a share of stock. (If he can play a tile at a later turn, as a result of a merger, he may do so.)

STOCK

1. Trading or selling of stock between players is not permitted. All transactions are made with the stock market.

2. At any time, a player may ask the stock broker how much stock remains in the stock market for a particular chain.

ENDING THE GAME

1. The game ends when either:

a. All chains on the board are safe (containing 11 or more hotel tiles).

b. One chain has grown to contain 41 or more hotel tiles.

2. The player who causes one of the above to happen is allowed to finish his turn, including purchase of one block of stock, if he wishes.

3. The winners of the majority holders’ bonuses are determined for each chain, starting with the smallest chain on the board.

4. All players sell their stock back to the stock market at the prevailing prices. Stock in. a chain that is not on the board is worthless.

5. The player who ends with the most money is the winner.
A FEW PLAYING TIPS:

WHEN, WHAT AND WHY

EXPANDING CHAINS

It is usually advisable to keep a chain small in the early stages of the game, as Block in a small chain costs less.

Exception: Yon may want to expand a particular chain rapidly to discourage other players from buying into it and to protect what you think is an early majority — even if you yourself must pay a higher price.

If you think you have a majority in one chain, you can insure its position as a chain by making it "safe" (expanding it to 11 or more hotels).

PLAYING TILES

It is wise to retain one or two "sure" tiles (those which you know can be used to either start a chain, expand a chain. OR create a merger), and play them only when it is to your advantage.

If an opponent starts buying stock in one particular chain, adding your tile to that chain will force the price up and make him spend more of his money. This may discourage or prevent him from buying more stock.

MERGERS AND MAJORITIES

Plan favorable mergers to build up your cash via bonuses during the early and middle stages of the game.

After a merger, as the majority stockholder in the smaller chain, you could possibly trade your defunct stock, two for one, to become the majority stockholder in the larger chain.

PLAYING THE STOCK MARKET

Buy stock in only those chains you think you can control, depending on the number of blocks with which you started and on the tiles you acquire. If you try to keep up on all stocks, you may spread yourself too thin and not have enough stock to be a majority stockholder in any one chain.

Holding Stock.  It is advisable to hold defunct stock only when you are a large stockholder in that chain and when you think there is ample time to start a new chain by that name.

Trading vs. Selling Stock. If you decide against holding onto stock after a merger, the decision to trade or sell is usually a matter of economics. Calculate which transaction would bring you the most gain. The following example shows one instance of the advantage of trading:

(a) The Luxor chain of 3 hotels takes over the Tower chain of 2 hotels and becomes the Luxor chain of 6 hotels (this includes the merging hotel tile);

(b) You own 4 blocks of the defunct Tower stock (worth $800); 

(c) You trade your 4 blocks of Tower for 2 blocks of Luxor (worth $1,000) and gain $200 in stock value.

Toward the end of the game, it is generally advisable to sell or trade defunct stock unless you are certain of building a new chain. Defunct stock is worthless at the end of the game.

The preceding tips are merely "starters" —as you acquire experience, you will develop your own winning plays.

[image: image1.png]ACQUIRE
Information Card

“weme | srock centirioATEs )
I T )
ol 7
Tover 3
Toor 3

s )
Wogusde £
[l |

Tl





