MSO ACQUIRE Rules

The tournament will be run over four rounds. Rounds will be allocated accordingly with the general MSO rules for multi-players games.

General Rules

The tournament is being run to the standard game rules as per the 1976 Avalon Hill edition.

Seating is determined by each player drawing a tile at random. The lowest numbered tile starts. In the case of a tie, the players drawing the tile with first letter starts. Other players sit in ascending order round the table from the starting player. These tiles are placed on the board. If 2 (or more) of these tiles are adjacent, they do not form a hotel chain. Instead, a player must add another title to the group to form a chain. 

Your turn ends when you pick up a replacement tile. Play then passes to the next player, and shares can no longer be purchased. After picking up the tile you only press the clock.

If you press the clock before picking up the tile, your turn is in case over. You will be allowed to pick up your missing tile only at the end of your next turn (that is, you play next turn with 5 tiles).

Games are played with all shareholdings open. 

 If at any point there is an irregularity with the cash the correct amount stands.

You are not obliged to end the game if you do not wish to.

If you do end the game, you may end it at any point in your turn.

If a tile merges 3 or 4 chains, the largest chain takes over the others. It takes over the subsidiaries from largest through to smallest. In the case of a tie the player who laid the tile chooses the order.

When the game ends the companies are collapsed in the order of small to big with bonuses and all shares have to be sold. 

No legal play

If on a turn a player has no legal tiles to play. They should show all their tiles. Any dead tiles (tiles that can never become a legal play) should be placed on the board. Then a player should take 6 new tiles if available and replace any remaining exposed tiles that were in their hand.

If there are still no legal plays then if the game is in a valid end phase then the game is immediately ended.  If it is not possible to declare the end of the game the player buys shares without placing a tile and replenishes their hand.

Exposed Tile

Tiles should not be shown to other players even when there is an obvious alliance. A tile is not automatically played if it has been shown to another player. 

If a player has accidentally played (as judged by the tournament director if there is doubt) a tile misreading the board position so as to make a company go bust or form a company and this is their first offence the player may be allowed to correct the move without penalty.  If the player has moved a company to be bust by placing it on the merging tile and the company could go bust then the tile cannot be changed. But if the player has a choice of company which can go bust their mind can still be changed as to the choice of company to go bust. If the company was not able to go bust due to missing a tile then the tile may be changed for another legal play.

Repeated error will occur in penalty .

Penalties can include the tournament director: returning the hand to the bag then drawing a new hand for the player. 2 minute time penalty (and or) a 5000 fine on the game score at the end of the game.

Conversation

“Advice” is allowed to be given to other players for their current move: i.e. if you buy one share of quantum then you stop player X getting a majority.

“Alliances” are part of the game of acquire so it is reasonable to leave a company tied for shares in order to improve your position.  i.e. Players A & B may rely on Quantum being busted by Fusion before Phoenix goes bust on the other side of the board.

“Team play” is not allowed, all moves have to be in the individual player’s best interests or may be deemed a form of collusion.

Timing

	Number of players per table
	Time per player

	3
	33 minutes

	4
	25 minutes

	5
	20 minutes


For example, for 4 players, the maximum a round can take is 4x25min = 1hr 40 minutes.

Should a player runs out of time:

· Any share buying that was not complete doesn’t happen 

·  he or she returns  his or her tiles to the bag / box; 

· keeps the money

·  existing shares score normal bonuses and are sold when the company goes bust.

While giving bonuses, the time is stopped.

While merging companies, when players not in turn are acting, their time is consumed.

Tables

The preferred number per table is 4 so late comers may be excluded (or permitted to make up the numbers) in order to achieve a perfect multiple of 4 failing this the following arrangements will be used.

	Number of players
	Players per Tables
	Alternative

	3
	3
	

	4
	4
	

	5
	5
	

	6
	3 + 3
	6

	7
	4 + 3
	3  + 3 + sit out

	8
	4 + 4
	

	9
	3 + 3 + 3
	

	10
	4 + 3 + 3
	5 + 5

	11
	4 + 4 + 3
	

	12
	4 + 4 + 4
	

	13
	4 + 3 + 3 + 3
	4 + 4 + 5 or 4 + 4 + 4 + sit out

	14
	4 + 4 + 3 + 3
	5 + 5 + 4

	15
	4 + 4 + 4 + 3
	5 + 5 + 5

	16
	4 + 4 + 4 + 4
	

	17
	4 + 4 + 3 + 3 + 3
	4 + 4 + 4 + 5 

	18
	3 + 3 + 3 + 3 + 3  + 3
	4  + 4 + 5  + 5

	19
	4 + 4 + 4 + 4 + 3
	5 + 5 + 5 + 4

	20
	4 + 4 + 4 + 4 + 4
	

	21
	4 + 4 + 4 + 3 + 3 + 3
	4 + 4 + 4+ 4+ 4 + sit out

	22
	4 + 4 + 4 + 4 + 3 + 3
	4 + 4 + 4 + 5 + 5

	23
	4 + 4 + 4 + 4 + 4 + 3
	5 + 5 + 5 + 4 + 4

	24
	4 + 4 + 4 + 4 + 4 + 4
	5 + 5 + 5 + 5 + 4

	25
	5 + 5 + 5 + 5 + 5
	


If a final table is used then the first number given for “players per table” is used. The preference is for 4 players and the gold medal is guaranteed to come from the top table (unless an earlier ruling disqualifies a player after the start of the final round then the gold will be the highest victory points in the room.

The alternative movements may be incorporated to allow for pre-registered players who arrive late but within the first round to increase the number by one or in the event where a player withdraws. For 18 players the tournament director may choose the alternative to do with number of rounds.

If numbers are larger than 25 then other movements might be used that could include a maximum of 6 players at a table.

Movement

A four round format will be used.  A random draw will be used so as to maximise the number of times players play against different opponents. This may include start order in which case players each still place a starting tile but the play and seating position remains as instructed on the movement chart.

For a four round movement if there are 4 or more tables then a Swiss style movement is used for the final round. With the top ‘n’ scores in the competition including tie-breaks go on to the top table where n is the number of players on the table. This is then applied for all of the tables. In the case that two or more players are perfectly tied then a random event such as rolling dice will be used to determine who sits at which table. The final round seating order will be determined in accordance with the game rules.

Sit out

No player shall sit out twice unless withdrawn from the competition. The sit out will normally be determined by the player with the lowest score who has not already sat out. 

Standard sit out, a player drawn the sit out will be given a score of: 25.000%

When a player has been given a sit out through a pairing problem and no fault of their own this score will be increased to:  30.000%

Winning bonus

A winning bonus is added to the winner’s cash with the total bonus being 6% rounding up to the nearest hundred.

So if a player wins alone with 40,000 then the cash is multiplied by 1.06 = 42, 400 before calculating the percentage.

	Players tied for 1st
	Multiplier
	e.g. for 40 000

	1
	1.06
	42 400

	2
	1.03
	41 200

	3
	1.02
	40 800

	4
	1.015
	40 600

	5
	1.012
	40 500

	6
	1.01
	40 400


Percentage

The basic percentages are calculated to 3 decimal places based upon each player’s cash after bonuses (and any penalties imposed by the Tournament  Director).

So a three player game with player A on 40 000 and player B on 35 000 and play C on 22 600

A = 42 400 / (42 400 + 35 000 + 22 600 = 100 000) = 42.400%

B = 35.000% and C = 22.600%

The scores have to be standardised to the 4 player game so:

	Players
	Multiplier
	e.g. for 35.000%

	3
	0.75
	26.250%

	4
	None (1.0)
	35.000%

	5
	1.2
	42.000%


So for the above example the percentages are as follows : A = 31.800%, B = 26.250%, C = 16.950%

Tie-break

1- For Gold using a Swiss final round (4 or more tables) the player on the top table with the highest sum of percentages for all the rounds.

      2-  Highest sum of percentages for the 4 matches

For the Pentamind only tie-break 2 applies.

