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Popis byl vytvořen automaticky]

Sky Tycoons



Basic characteristics
Number of players 2-6 (balanced to 4)

Components
Game board – a map of the U.S. with 8 airports (circles with 3-digit codes) and 12 routes of different lengths; with track around the map to indicate revenues, costs, money, and fame 
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	Demand tokens – each indicating two units of demand
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	Airline markers (in the color of the player) – for revenue, cost, money and fame tracks, to indicate home airport
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	Loan tokens – denominated in $10 million value
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	Aircraft tokens (in the color of the player) – to be placed on routes

	[image: ]

	$100 million tokens – indicating passing $100 mark on the money track on the board
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	Six-sided dice – one for each player – used to distribute demand, decide draws, or selected secret choices (a player turns the dice on a specific number, hide it in the closed hand, and reveals it at the same time as other)
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Starting the game
1. Setting the demand on routes – demand on each route is randomly assigned by two tosses of a dice. Values on the dice correspond to number of demand tokens (each represents two units of demand) to be associated with a given route. Put the demand tokens next to the route. For example, for SFO-LAX route, tosses result in values 5 and 2, meaning that 7 demand tokens are placed next to this route.
2. Players pick their colors and take corresponding airline markers from the bank
3. Distribute aircraft to players and move their airline markers on the money track according to the table below:
	Number of players
	3
	4
	5
	6

	Starting money
	$40 mil
	$50 mil
	$40 mil
	$50 mil

	Starting aircraft
	3* Turbo-propeller
	2* Turbo-propeller
	2* Turbo-propeller
	1* Turbo-propeller



4. Players compete for the order in which they place their home airport and start the first round by a blind auction – they will secretly write how much money they are willing to pay to start earlier. The order for the first round corresponds to the bids from the highest to the lowest. In case of equal amounts offered, toss a dice.
a. Players pay their their bids by moving their airline marker on the money track.
b. This play order is kept for the first round of the game.



Game round
Each round has two phases: 1) Competition – when airlines compete on individual routes, and 2) Clearing – when the financial results are resolved, and the game is prepared for the next round.
1. Competition phase
Players take turns, starting with the one with the highest number of points of fame (or the highest bidder in the first round):
1. Player picks an open route (it could be only one that is adjacent to the routes the player operates or to the player’s home airport). An open route is the one that has not been picked yet in this round and has not gone through the competitive process described below.
2. Player decides on this route (only a single aircraft of each player may operate on a given route)
a. Operate the route: When route is not yet operated by the player, the player puts an aircraft not deployed on any other route on this route.
b. Change the aircraft: When the route is already operated by the player, the player may change the aircraft operating the route. This is done by exchanging the operating aircraft with an aircraft on any open route or an aircraft not deployed on route at the moment.
c. Abandon the route: Only routes operated by the route in the previous round (i.e., with an aircraft owned by the player placed on the board) can be abandoned. When abandoning the route, the player withdraws his/her aircraft.
3. After that, other players that are able to operate the route (the route is adjacent to the routes the player operates or to the player’s home airport) secretly choose what to do with the route by turning their dice hidden in their hand on a number corresponding to their choice:
	Player’s situation
	Decision
	Number on the dice

	Already operates the route
	Operate, does not change the aircraft
	1

	
	Operate, change for the largest aircraft (“Titan”)
	2

	
	Operate, change for the middle aircraft (“Cruiser”)
	3

	
	Operate, change for the smallest aircraft (“Turbo-propeller”)
	4

	
	Abandon
	6

	Does not operate the route
	Operate with the largest aircraft (“Titan”)
	1

	
	Operate with the middle aircraft (“Cruiser”)
	2

	
	Operate with the smallest aircraft (“Turbo-propeller”)
	3

	
	Pass (do nothing)
	6



4. If any player abandons the route the player operated in the previous round, the airline loses number of points of fame equal to the route length – move the airline marker on the fame track accordingly.
5. All players operating the route decide secretly and at the same time on pricing (offering a full price by turning their dice on 1, a discount price with 0.5 pricing modifier with turning their dice on 3, or a low price with 0 pricing modifier by turning their dice on 6).
6. Demand on the route is allocated to the airlines (put demand tokens on individual aircraft tokens)
a. First, low price flights are filled, then discount price, and full price the last.
b. When the same price is offered, the demand is distributed one demand token by one demand token to airlines in order of fame.
c. In case of the same fame, select the order by a toss of a dice
7. Each player moves its airline marker on the revenue track by:
Number of units of demand (each demand token represent 2 units) * route length * pricing modifier
8. Each player moves its airline marker on the cost track by:
Aircraft maintenance + aircraft consumption * route length
Players may sell their aircraft to each other (for any negotiated price) at any time.

2. Clearing phase
Clearing the networks
When all routes have been closed or none of the players wish/can pick another route, clearing starts:
· All aircraft that are not connected to the home airport (directly or through operated routes) are taken out of the board and returned to the players who own them. Players move back their airline markers on the revenue and cost tracks accordingly.
· Each player moves its airline marker on a cost track by the sum of aircraft maintenance of aircraft not deployed on routes
Clearing finances
Players may sell their aircraft to the market for half of their price to the bank or to each other (for any negotiated price). In the case of the sale, the seller returns her/his aircraft to the bank and the buyer takes a new one in her/his color. This could be done any time during this phase
1. Players may loan finances from the bank (in $10 million multiplies) or pay back any amount of their loans (in $10 million multiplies).
a. In case of new loans, a player moves its airline marker on the money track by the borrowed amount, on the cost track by interest rate paid on loans ($1 million on each $10 million loan) and takes a corresponding number of loan tokens.
b. A player may loan up to the half of the purchase price of aircraft owned (their selling price).
c. In case a player has debts higher than half of the purchase price of aircraft owned, the player needs to pay back the loans up to this level immediately. When the player cannot offer to pay the debts, the player’s airline ceases its operations, and the player is eliminated from the game (all tokens, markers, etc. belonging to the player are removed).
2. Players move their airline markers on the money track by the difference between revenues and costs (i.e., profit or loss).
a. In case a player’s money balance is negative (i.e., below zero), the player’s airline ceases its operations, and the player is eliminated from the game (all tokens, markers, etc. belonging to the player are removed).
b. When the player passes 100 on the money track, the player receives $100 million token and continues in the direction of the money track.
3. Players may order new aircraft (any number) to be used starting next round by paying their purchase price. The player takes a corresponding aircraft token and moves the airline tracker on the money track accordingly.
Clearing fame
Players earn points of fame through:
· Distributing dividends up to the value of revenues in the round – for each 10% of distributed revenues (amounts are rounded up), the player gets 1 point of fame. The players moves the airline marker back on the money track  by the amount of distributed dividends.
· Operating routes – the player receives 1 point of fame for each operated route.
· Operating all routes from a single airport (hub) – the player receives 2 point of fame for each airport from which the player operates all the routes.
Players loose points of fame through:
· Abandoning routes (already deducted in the Competition phase)
· Suffering a loss – for each 10 % of revenues in the round (amounts are rounded up), a player looses 1 point of fame
Resetting the player board
1. Airline markers on revenue and cost tracks are put back to zero (0).
2. Collect demand tokens from individual aircraft on the route and put them in a single place for individual routes



Aircraft characteristics
	
	Turbo-propeller
	Cruiser
	Titan

	
	

	

	


	Maximum route length
	2
	unlimited
	unlimited

	Capacity
	4
	8
	12

	Fuel consumption
	1
	3
	4

	Maintenance
	1
	2
	4

	Purchase price
	10
	40
	80



Winning the game
“Become the most famous airline CEO in history!”
There are two ways to win the game:
· Become the last player in the game
· Reach 100 points of fame
Alternatively, players may play for a limited number of rounds and the player with the highest number of points win
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