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Intreduetion )% \LJ-"&
“ DBCISION is something new and different in games, The rules are AL o

basically simple to learn, yet there is comstant opportunity to
meke choices and evolve strategies,

There are no dice, no spimmers, no paths to follow,
All players remain actively in the game until the very end,

With players who are familiiar with the rules, a game runs from an
hour to an hour and a lelf in length,

l!umber of _players - ]
394 O or 6 ma.y play )/ )Z”{ '
( ewmbine’
Equipment e T
Folding Game Board 7 @dugtrial Complex? Markers
108 Company Tiles 6 Wooden Racks

80 Yellow Stock Cards M LLPmr"and Block List> 7 /n {awmqf,m
1]

14 0-<TOWkite Stock Cards (2-piowks) oney Lot of P m} MWXWM
The Set~Up

1, Choose one player to act as banker and handle the money and
stocks,

2. The banker distributes $6,000 to each player as follows:
L $1000. = $500’ O 3100.

e - TR - F——. UG R,

" 3., The hundred and eight cmany tiles are jlaced face dovmward
and shuffle h player draws one tile and the player w:n.th‘\
_4the letter nearest the head of the alphabet plays first. In }
! " case of the same letter the lower number governs, o\

)}5 or example: +tile "BS" would beat "I2" or "BS".) The tile \
% re then returned and reshuffled, .

The tiles are placed, still face down, in convenient piles next /
4o the board in the cemter of the table, Each player draws 6

P

. ‘%tiles end places them on his rack, A
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5., The banker shuffles the yellow stock cards and deals them out
one at a time to all the players. (As there are 60 they will
divide evenly,)

6, Eech player sorts his stoock cards into separete piles by name
__—€onsolidated Industries, Super Industriesy ete.)s These piles

s M must be left face up on the table in front of the player, but
&“W should be piled as neatly as possible so that the exact nume

ber in a pile is not epparent to the opponents,

7. The ved Inwhvwmation cad 4ivivg the Price of
ﬁack Fhe MOJ"""W HDijrs Bonu 565, cud the
uuwbgr of Bloeks s P)aceo/ ' 9 (aw/emew)‘
place on +4he table
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The Play (An Illustration)
Since DECISION is different in concept, the easiest way to learn

it is to watch a game in progress., The following example of the
beginning of & four-handed geme serves to illustrate the mechane
ies of play. In order to follow the example just open the board
end plece any tile face down on each space as it is called (not
taking the trouble to find the matching tile),
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Let's call the players Alice, Bob, Carol and Dave, Alice, by
virtue of the draw, plays first. From the six tiles in her
rack she chooses "B3" and places it face up in the proper
space, She now takes another tile from any table pile bring-
ing her rack to six tiles again and completing her turm,

Bob, to Alicets left, plays next, He plays "C6" and replenish-
es his rack,

Carol, to Bobts left, plays third, choosing "ES", and then tak~
ing another tile,

Dave then plays "B2" and draws another tile, Dave, however, by

causing two companies to touch has created an "Industrial Com=1 4 ‘Z’omb,'n 3
o He now has the right to name it, He chooses SUPER IN=

DUSTRIES having been dealt, let us say, four blooks of SUPER

INDUSTRIES stock at the start of the game, and places the mark-

er of that name on spaces " @" and "B3",

—Compiwe”
He also buys one block of [SUPER INDUSTRIES stock. Since there éh Ja
are two companies in the the price is found to be re br-
He p $200 to the bank, receives & stock certificate. d. rafer

$200.
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Alice plays "F4", takes another tile, and buys a block of SUPER
INDUSTEIES stock for $200, (Tiles which have adjoining corners
such as "F4" and "E5" are not considered touching.)

Bob plays "D5" and replaces the tile, He has formed another
s this  one of three companies, He chooses to call it

“~ AMERICAN INDUSTRIES and ilace that marker on any two adjoin=~

ing companies of the WComplex's "Cowloi'npe"

Bob may now buy either SUPER INDUSTEIES or AMERICAN INDUSTRIES
stock., He chocses SUPER and pays $200 for 1 block,

Carol now plays "C3" increasing SUPER INDUSTRIES to three come
panies, After taking another tile she buys a block of AMERICAN
INDUSTRIES stock for §$300.

Dave plays "F5" increesing AMERICAN INDUSTRIES to five compan=-
ies and, after replacing a tile, buys a block of stock in it
for $500.
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9, Alice now plays "C4" whichgtouches both WComplexes®, When
this happens the larger 1 takes over the smaller,
In this case AMERICAN INDUSTRIES takes over SUPER INDUSTRIES
and the letterts marker is removed from the board, Each play-
er now amnounces how many blocks of SUPER INDUSTRIES he owns,
The player with the largest number receives from the bank a
"lajority Holder's Bonus” of §$3000 (for three companies in the

; 1) _<COnpiex®), 4 w,+ ee larg e

Comiae IR e g TS e wiTh Mcant {eyon ,
After each pleyer has deoided what o do with their SUPER IN- . iw 0 Hle
DUSTRIES stock, as explained later, Alice finishes her turm W'l
& buying a block of the only available stock, AMERICAN INDUS=-
TRIES, for §700 (S companiesi.

The Pla.y_--Rules
1, Play rotates to the left,

2. A play consists of:

/i A. Playing a company tile to its proper place on the board
and replacing it from the top of table pile, . 'Combihe
B. (Sometimes) forming ay nd neming it
C. (Sometimes) causing a<(Gmpiexito be taken over by anoth- P
er followed by the awarding of they"liajority Holder?¥s’Bo- Combint
¥ nusPi’and the disposition of the stock in the defumct¥Tom> vt . /
2X - G
Combing ——BLax™, Secony
D. (Usually) buying 1 block, and only 1, in any available ("In=)
@ustrial X "Combine ']

T

1, Two or more touching (not diagonally) company tiles constitute
a'x@___?ﬁui‘cm "Combing, g
"Cowmbi'ne
2 The player forming a @j@mes it by placing any unused
marker on two adjoining companies of the @@Tﬂ".
: H€ombines" “Comby e
3, A maximm of 7 @ may be on the board at one time, A
layer may not play a tile which would create an eighth TCom="_
CTams  Lomblag "

1u C:@Vd\ k'lV\PS

' ' 1
T When a company tile is played that joins two (or more) FInduss®" 'Camlq,hf_g
Cm@%@ the ome with the greater number of compenies
“takes over the other and the marker of the defunct Lomplex-is
removed from the board, N ”vafs/'ne“

2. In case of a tie in the number of companies, the pleyer making
the play cen choose which 'Complex® will do the taking over.
"Comhing “Comlo ne'

3. When a @ is taken over, each player must announce the

lowevs wi bn number of blocks of stock he owns in that "Complex™ ame $he - !
Yag Licaest Sy Tayer Wi mumbers i¥ Paid a "Majority Holderts

d s e don d Bonus" from the bank., The amount of the bonus depends upon the

A number of companies in the defun ¥

: ”C"W‘lm'V\t’




bauges 4/0
3 4o If two or more players tie foth number of blocks,
Atk J Livell o~ 'Yféy spl:l.t 'bh ! if the @e”not divide evenl
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Disposal of Stock in a Defunct owmp Com ‘3\\

1. After ay "Industyisl (¢ Bx" is taken over the players dis=
. _—pose of their stock holdings in the defunct @ in the
: O following manner: eowmborne
* g ombd! As Sell it to the bank for the price determined by the num-
ber of companies in the defunct< m,[-}‘l" ‘Cowmbi rrc
Be Trade it to the bank for stock in the oing

taking over on the basis of two blocks of the defunct
stock for one block of the taking over stock,
C. Hold on to the defunct stock in the expectation of starte-
ing another WComplex™with that name.
‘(Wmnﬁ :
2., A player does not have to dispose of all his stock in the same
manner but may decide to sell some, trade some, and keep some
or any combination he chooses,

3, The player making the play mst decide on the disposition of
his stock first, and then in turn to the left. A player may
not change his decision upon hearing the decision of subse=

uent.players., Pty
q piay ,,(&MBM,'

4, 1f the amount of stock held by the bank in the ®Complex"™)doing
the taking over is limited, the earlier players may take as many
blocks as they are entitled to until the amount is exhausted,

1 o
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T. Once af ﬁndlmtmlwggmﬂlﬂmj contains @/or more company tiles

it is "Safe" and can no longer be taken over by another larger

Combn® Lovmbings”
2, A player may not play a tile which would join two "SafeComplex~> "
@ -‘

'Combing’
Blocked Racks ;
=—3IF all six tiles on a player!s(rack may not be played, either be=

__ecauge they will form an eighth or because they will join

L “ two "Safe Complexed", the player does not play a tile in that turn
(ﬂ"’\\-’\m and does not drew a new tile, He may, however, buy a block of

stoocks (5e¢ 4/50 “Ending +he Game!

Running Out of Noney
1, A player who runs out of money cannot buy a stock but other-
wise takes his turn in the usuval manner,

2. A player camnot raise money by sel_liqé_%s stock except dur=-
ing the disposal period after a " ex.” has been taken over,

e o IOI‘W C“

4.
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Ending the Geme Combimes
1, The game is /ended when either: P i
A, A1l @éﬁ@ on the board are "Safe" (contain 1§ or
% , V. _TOTe COM tiles ).
Combineg B. “bﬁmiﬁig% has grown to contain 41 or more company
tiles L : bl g
7 - pl ) | A
£ & PIOgel A BT B S 2SI ML oF b ¢
2. The player W
whese +er},,.~) allowed to finish his turn including purchase of a block of :
Y4 i0e 2 stock if he wishes, oo
"Cawalr g

3, Then, starting with the smallest remaining on the
pboard, the wimmerSof the "Majority Holderf®s' Bonusé' te* deter=
- of

mined for ee,xoh. ave
!
a
4, Finally euch player’sellf back ¥ their stock at the prevail-
~ ing pricef, Stock in a "Complex” that is not on the board is
worthless, "Cowmbie

6. The player who ends with the most money is the wiﬁner.

Miscellaneous
1, Trading or selling of stock between players is not permitted,

All transactions are made with the bank,

2. A player may at any time ask the banker how much stock is re-
meining in any particular Womplex™— '"Z»wmb, e

> A p/»tjmf who notiees +hat™ the game
91'36\4/4 be C,M/'éd 6.7 "4 or "8 gbéwe, /Mﬁ
met Wape 0 ansennce tudact, , loss 1T 15 2
h.'¢ 44\/4%#7\74/ o Ap <2,

Specral Rules fov Two Players

All  rales of the g qlap/y with +he é/)m,/
E€Xc<e ptien s |

|- The o0 gel/ow cavds ave ﬂ/eq‘/'f- ) 3 e M4/ }/o,'lt?s,
Eaech pla takes one pile and the Hivd rs Lot
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2, — 6n each Fuwn A i"/‘fjeV‘ mq;} b 2 bloeks
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