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The Video Game Arcade Trading Game

For 2 to 8 Players, Aged 8 and above

CONTENTS:

1 game board, 2 dice, 8 player characters, 32 arcades, 12 arcade emporiums, 16 arcade collectors club cards, 16 pinball owners club cards, 28 arcade machine ownership cards, Monopoly money.

OBJECT OF THE GAME:

The aim of the game is to become the biggest video game arcade owner in town and put your rival arcade owners out of business.
Build your own arcade empire up from owning single machines to opening arcades and finally owning arcade Emporiums.

The last video game arcade owner left trading is the winner.

All your Video Game Arcades are belong to us!!

PREPARATION:

· Place the board on a table and shuffle then place the pinball owners and arcade collectors club cards face down on their allotted spaces on the board.
· Each player must choose one of the 8 game play characters

· Each player is then given £1,500 in the following denominations:
· 2x £500, 4x £100, 1x £50, 1x £20, 2x £10, 1x £5 and 5x £1
· All of the remaining money and other equipment are left in the Bank.
· A player must be selected to act as the Banker.

· The Banker may also take part in the game, but they must keep their money separate from that of the Bank.

THE BANK:

· The Bank controls the Arcade Machine Ownership Cards, the arcades and the arcade emporiums prior to purchase and use by the players.
· The Bank pays players’ salaries, prize money and winnings.

· The Bank claims players’ fines, costs and running repairs and collects taxes, fines and interest on any loans.

· The Bank sells and auctions off arcade machines, arcades and arcade emporiums and issues the ownership papers.

· The Bank loans money to players when they pawn their machines to raise capital.

· The Bank must never run out of money and if it has insufficient funds then it may receive a Government bail out in the form of hand written notes on ordinary paper.

· Money can be loaned to a player only by the Bank and only by pawning arcade machines.

· No arcade owner may borrow from or lend money or assets to another arcade owner.

GAMEPLAY:

· Starting with the Banker, each player throws the dice and the player with the highest total starts the game.

· All players start by placing their gameplay characters on the “Insert Coins” square, throw the dice and move in the direction of the arrow (clockwise around the board).

· After a player completes their turn, the turn passes to the left.

· The characters remain on the spaces occupied and proceed from that point on their next turn.

· Two or more player characters can occupy the same space at the same time.
· Depending on the space a player lands on, they may be entitled to purchase an arcade machine, they may have to pay another arcade owner to play on one, pay certain costs or pick up one of the owners club cards. They may even have to go to Hospital if their brothers have broken their arm on the football field.

· If a player throws a double they take their turn and then throw again.

· If a player throws 3 doubles in a row it means that their brothers have thrown them into the air 3 times and have failed to catch them, so they fall and break their arm. They should tell their parents and go straight to Hospital without playing any arcade games or passing “Insert Coins”.

INSERT COINS:

· Whenever a player lands on, or passes, the “Insert Coins” square, the Bank pays them an arcade owner’s salary of £200.

· This salary is paid by the Bank every time a player lands on, or passes, the square unless the player is instructed to not collect their salary.

BUYING ARCADE MACHINES:

· Whenever an arcade owner lands on an unowned arcade machine they may buy that machine from the Bank at its listed price.

· When buying an arcade machine the Bank will issue the ownership papers which the owner should then keep face up in front of them.
· If an arcade owner lands on an arcade machine but does not wish to buy it, the machine will be sold at an Arcade Auction to the highest bidder.
· Any arcade owner, including the one who initially declined the option to buy at the listed price, may take part in the auction.

· Whenever a player lands on an arcade machine owned by another arcade owner, they must pay to play the machine. The cost per credit is printed on the ownership papers held by the owner.

· If the arcade machine has been pawned by its owner then the player landing on it is not able to play it, and does not have to pay the owner any credits.

OPENING AN ARCADE:

· Arcade owners should aim to collect all of the arcade machines in a set so that they can open an arcade.

· A player can only open an arcade if they own all of the machines in a set, so a player must buy all of the Williams machines in order to open a Williams arcade etc.

· Once a player owns a set of arcade machines they can charge double for credits when other players play on their machines or enter their arcade. This is the case even if one of the machines in the set is pawned by the owner.

· If a player owns an arcade or an arcade emporium they can charge even higher credits for other players to play on their machines.
ARCADES:

· When a player owns a full set of arcade machines they may open an arcade to put the machines in.

· When building arcades a player may buy one arcade from the Bank at a time and put any of their machines in it by placing it on that machine, so a Williams arcade can be built with any of the Williams machines in it.

· If a player wishes to build a second or third Williams arcade it must be put on one of the free machines in the set until all machines in the set are housed in an arcade. A second arcade may then be built to house any of the machines in the set.

· The cost of building an arcade is shown on the arcade machine ownership papers.

· If a player lands on a machine not housed in an arcade, they will still pay double to put credits in it and play.

· The cost that players must pay to enter an arcade is also shown on the Ownership Papers.

· Following the above rules, a player may build an arcade at any time but they must be built evenly across the set. i.e. a second arcade may not be built to house an arcade machine until all of the machines in the set are housed in an arcade. Then a second arcade may be built up to a total of 4 arcades.

· If an arcade owner needs to sell an arcade back to the Bank to raise capital, then the same rules apply, they must be sold back to the Bank evenly across the set.

EMPORIUMS:

· When a player has 4 arcades housing each of their machines in a set, they may branch out and open an arcade emporium.

· To open an arcade emporium the arcade owner must give the 4 arcades back to the Bank and then buy an arcade emporium.

· The cost of an arcade emporium is written on the arcade machine ownership papers.
· Only 1 arcade emporium may be built to house each machine, i.e. 1 arcade emporium on each square.
BUILDING SHORTAGES:

· When the Bank has no arcades or arcade emporiums left to sell to arcade owners, then any owners wishing to buy one must wait for another arcade owner to return one.

· If more than 1 player is waiting to buy an arcade or an emporium then once the Bank has one to sell, it must be sold at an arcade auction to the highest bidder.

SELLING PROPERTY:

· Any of the arcade machines that you buy may be sold to other arcade owners in a private transaction for any amount agreed.

· Arcades and arcade emporiums may not be sold privately, they must only be sold back to the Bank.

· Arcade and arcade emporiums that are sold back to the Bank can only be sold at half of their face value.

· Arcades must be sold one by one, evenly, in reverse of the manner in which they were bought.

· All arcade emporiums in a set may be sold at once, or they may be sold one arcade at a time (1 arcade emporium = 5 arcades), evenly, in reverse of the manner in which they were bought.

MORTGAGES:

· Arcade machines not housed in an arcade can be pawned through the Bank at any time, as long as there is no arcade housing any machines in the set.

· Arcade emporiums and arcades in a set must be sold back to the Bank at half of their face value before the machines themselves can be pawned.

· The pawn value for each machine is shown on the back of the arcade machine ownership papers.

· No credits can be charged for players to play arcade machines that are currently pawned, but machines in the same set that are not pawned may be played and credits are charged as normal.

· To buy back a pawned arcade machine the player must pay the Bank the pawn value plus 10%.

· When all of the arcade machines in a set are no longer pawned, the arcade owner may begin to build arcades and arcade emporiums to house them again.
· The arcade owner who pawns an arcade machine retains possession of it and no other player may obtain it by paying the pawn value to the Bank.

· However, the owner may sell a pawned machine to another player in a private transaction.

· If an arcade owner buys a pawned machine they may pay the Bank for it immediately if they wish, by paying back the pawn value plus 10% interest.

· If they do not wish to buy back the machine from the Bank immediately, then when they do so, they must pay the pawn value, 10% interest, plus an additional 10% interest as well.

PINBALL OWNERS AND ARCADE COLLECTORS CLUB CARDS:

· When a player lands on either of these spaces, they must take the top card from the deck and follow the instructions on it, then return the card facedown to the bottom of the deck.
· The “Hospital Discharge” pass may be held until it is used and then later returned to the bottom of the deck. If the player who draws it does not wish to use it, they may sell it, at any time, to another player in a private sale at any price agreed.

HOSPITAL:

· A player must go to Hospital with a broken arm when they:

· land on the space marked "Go to Hospital"
· draw a card marked "Go to Hospital”

· throw 3 doubles in succession.
· When a player is sent to Hospital they must not pass “Insert Coins” and they must not collect their £200 salary.

· The player’s turn ends when they arrive at Hospital.

· If a player lands on the Hospital square during the normal course of play they are considered to be visiting their brother with his broken arm and incur no penalty. They can move on as normal on their next turn.

· A player may get out of Hospital by:

· throwing doubles on any of their next 3 turns, but they do not throw again afterwards.

· using the “Hospital Discharge” card.

· purchasing a “Hospital Discharge” card from another player and playing it.

· paying a fine of £50.
· If a player has not thrown a double by their third turn in Hospital then they must pay the £50 fine and take a turn as normal.

· Even while a player is in jail they may still run their arcade business and buy and sell arcade machines, arcades and arcade emporiums, and collect credits from other players who play on their arcade machines.

FOOTBALE FIELD:

· A player who is on the football field does not need to pay any credits to other players or the Bank.

· The football field may not be bought by any player, it is just a free place where arcade owners can go to relax, play football and get thrown into the air by their two brothers.

BANKRUPCY:

· An arcade owner is declared bankrupt if they owe more than they can pay to either another arcade owner or to the Bank.
· If the unpaid debt is to another arcade owner, they must tum over to that arcade owner everything that they have of value and retire from the game.
· If a debt is settled in this way, any arcades or arcade emporiums owned must first be sold back to the Bank at half of their face value and this cash is then given to the creditor.
· If the bankrupt arcade owner has any pawned machines then these are also given to the creditor who must immediately pay the interest on them at 10% of their face value.

· The creditor may then buy back the machine from the Bank immediately if they wish, or at a later time, but if they do buy it back at a later time they must also pay another 10% interest when they do so.

· If an arcade owner’s debt is with the Bank then they must turn over all of their assets to the Bank.
· In this case the Bank must hold an arcade auction and sell off any arcade machines to other arcade owners but the auction must not include any arcades or arcade emporiums.

· A bankrupt arcade owner must immediately retire from the game.
· The last arcade owner left in business wins the game.

