The stock market game

Contents

1 bank, 1 portfolio, 40 speed chips, 4 racks, 1 share price board, 1 dividend board, 4 share price mar-kers, 4 dividend markers, 60 shares, 144 bank and promissory notes, 4 dividend dice, 1 order pad, 4

 pencils, 1 accompanying booklet.

Aim of the game

Players try to buy promising shares at opportune times and to sell them again when the price is right.

 Good timing and a bit of luck are crucial to success. At the end, the player with the most money wins the game.

Preparation

Place the share price board and the dividend board in the middle of the table. On the share price

board, the share price markers of the corresponding colours are placed on square “0” of each share.

One dividend marker is placed on each square “0” of the dividend board with the green arrow poin-

ting up.

Sort the bank and promissory notes in the bank’s compartments and the 4 types of shares in the

portfolio’s compartments. Place the bank and the portfolio next to the share price board and the divi-dend board so that all players can reach them without any problems

Each player receives 500 euros as starting capital, a sheet from the order pad, a pencil, a rack and 10

speed chips with the same back each of which is placed into his rack with the numbers facing him.

Useful hint: You should insert the chips into the rack in a random order, so that the other players can-not guess which chip you are playing.

How to play

The game consists of 10 rounds. Each round is composed of:


1. an order phase and


2. a dividend phase

1. Order phase

During the order phase, players can buy and/or sell shares by 1 purchase and/or 1 sale order.

a) All players simultaneously note on their

order sheet how many shares of a stock

 corporation they want to buy or sell. You

 may always buy any number of shares

 of one stock corporation and sell any

 number of shares of another stock corporation.

b) Then each player takes any speed chip of

 his choice from his rack and places it in front of him on the table,

 face down. 

c) When each player has noted his order and chosen his speed

 chip

, the speed chips are turned over. The player with the lowest

 value of the larger number (1 to 10) begins his order first. Then,

 the other players follow in ascending order. In the case of a tie,

 the player with the lower small number (0 to 3) on his speed chip

 starts. The speed chips that have already been played are put

 back into the box.

Processing the order

All orders noted on the order sheet must be carried out. The player may determine the

 chronological order of the purchase and sale as he sees fit. If a player does not have enough money to

 process his purchase order, he receives as many promissory notes as necessary in order to complete

 his purchase order. For each promissory note the player receives 100 euros from the bank in order to

complete his order.

• For a purchase order, the active player moves the price of the corresponding stock corporation

for each share that he wants to buy one square up on the share price board. Then he pays the new

price for each share that he has purchased to the bank and takes the shares from the portfolio. If

there

 are not enough shares left in the portfolio, the player has to buy all remaining shares.

• For a sale order, the active player moves the price of the corresponding stock corporation for each

share that he wants to sell one square down on the share price board. Then he is paid by the bank

according to the new price for each share that he sold and puts the shares back into the portfolio.

Please note: If the share price falls under the square “0” because of a sale order, the player

has to put the shares of this stock corporation back into the portfolio without receiving any

money.

When all players have completed their orders,

the dividend phase follows.

Dividend phase

In the dividend phase, players receive the dividend payout for their shares.

a) The player who had the lowest speed chip during the order phase rolls the four dividend dice.

Then players analyze the result for each stock corporation according to the like-coloured die:

Business development for this stock corporation has met expectations. The dividend

marker is moved one square in the direction of the arrow. If the arrow on the green side

is pointing up, the marker is moved one square up; if the arrow on the red side is poin-

ting down, the marker is moved one square down.

Crisis

A dividend marker on the warning square [!] indicates that the shares of this stock corporation are in danger of being lost. If a dividend is placed on the crisis square [X],

 all players have to put all shares of this stock corporation back into the portfolio without

 receiving any money. The share price and dividend markers are placed back at their starting positions. The share can be bought and sold again

 in the following round.

The tendency of the expected trading results is changing. The stock corporation’s di-

vidend marker is turned over. If until now the green arrow has been pointing up, the

dividend marker is now€€ over so that the red arrow is pointing down. If the red

 arrow has been pointing down, the marker is turned over so that the green arrow points

up. However, the marker remains on the same square.

This stock corporation’s shareholders receive a takeover bid in the amount of the cur-

rent share price indicated by the share price board. The shareholders have to vote on

the offer.

Voting on a takeover bid

Players have one vote for each share of this stock corporation in their possession. In turns, each player

 must say with how many votes they accept or reject the takeover offer.

• If the majority of votes stands in favour of the takeover, there is no dividend payout for this share

during this round. Instead, all shareholders must sell all their shares of this stock corporation. They

are paid by the bank at the current share price for each share and place their shares back into the

portfolio. The share price thus remains unchanged and does not fall on account of the sale!

The share price marker and the dividend marker are placed back at their starting positions.

The share can be bought and sold again in the following round.

• In the case of a tie of votes, or if there are more votes against the takeover, the takeover bid is re-

jected. The dividend marker remains unchanged, and a normal dividend payout takes place.

b) Dividend payout: Each player receives money from the bank for each share that he still has in his

possession in the amount shown by the current position of the corresponding dividend marker.

Players do not receive any money for a share if the corresponding dividend marker is at the starting

position or on the warning square.

Once all dividends have been paid out, the round is over. The next round starts with

 a new order phase.

End of the game

Once all dividends have been paid out at the end of the tenth round, the game is over.

Shares in the players’ possession are not taken into account! Each promissory note must be settled with the bank in the amount of 150 euros per note. The player with

 the most money wins the game.

