 

Air Baron is a finance game for two to six players who take the part of airline presidents. You race each other to make money and to control the “hubs” and “spokes” that represent the busiest airline markets in the United States and the world.

The game includes a Basic Version and an Advanced Version. The Advanced Version adds special rules to the game such as loans, strikes, government contracts and fuel cost hikes. We recommend you play the Advanced Version only after you are comfortable with the basic rules.

Game Component$

A complete copy of Air Baron includes the following:

Game Board: See the Map Key on the board to help you identify the terms used in the game.

Game Pieces: There are several types of game pieces:

· Player Markers: Each player should choose one of the six sets of square, airline markers. Each set includes:

	Player Turn
	Hub Control

	Market Share
	Spoke Control

	Fare Wars
	SST

	Jumbo Jet
	Player Loan

	High Bid


The Hub Control and Spoke Control markers are not a limit. If you run out of your own during play, borrow those of an unclaimed company. However, your Supersonic Transport and Jumbo Jet markers are a limit. You may have no more that one SST and six Jumbo Jets in play. Use either the molded plastic or the die-cut Jumbo Jet markers, but not both.

· Profit Markers: The circular pieces are profit markers. These include:

	Domestic Spoke
	Local Competitor

	Hub
	Strike

	Foreign Spoke
	Recession

	Jumbo Profit
	Bid for Contract

	Crash
	Fuel Cost Hike


· Other Markers: These include:

	Government Contract
	Settlement


Rules: At least one player should read these rules thoroughly and refer to them as necessary during play. You will find that the game is very easy to teach to others.

Money: Fifty $1 and twenty-five each of $5, $10, and $20.

Dice: Four six-sided dice.

Cups: Important: You will to provide two opaque cups—one for the turn draw and one for the profits draw.

How To Win

The winner is the first person to have a combined total of market share and cash on hand equaling or exceeding the amounts shown below at the end of his turn.

	$ To Win:
	$390
	$350
	$320
	$320
	$290

	# Of Players:
	2
	3
	4
	5
	6


Example: In a 4-player game, a player who has $120 in cash and a market share of $200 at the end of his turn wins.

In the Advanced Version, you may not declare a win if you are under strike of have an outstanding loan.

( Basic Version (
Prepare To Play

1. In 5- or 6-player games, place all of the domestic and foreign spoke profit markers on the their spaces on the map. Place the hub profit markers in the Profits cup. The airports are identified by their international three-letter codes and by the names of the cities.

In 2- to 4-player games, you play on only part of the board. Use the following airport profit markers:

· 4-player East: Use all of the hubs and attached spokes except those of San Francisco and Los Angeles.

· 4-player West: Use all of the hubs and attached spokes except those of New York and Miami.

· 3-player East: Use all of the hubs and attached spokes except those of San Francisco, Los Angeles, Phoenix and Denver.

· 3-player West: Use all of the hubs and attached spokes except those of New York, Miami, Detroit and Washington.

· 2-player East: Use all of the hubs and attached spokes except those of San Francisco, Los Angeles, Phoenix, Denver, Dallas-Ft. Worth and Houston.

· 2-player West: Use all of the hubs and attached spokes except those of New York, Miami, Detroit, Washington, and Atlanta.

2. Each player picks one of the six airline companies and its respective markers:

· Place your Player Turn marker in the Turn cup.

· Put your Market Share marker on the zero space of the Market Share track.

· Place your Fare Wards marker in the “Out” portion of the Fare Wars box.

· Set aside your other markers.

3. Place the three Jumbo Profit markers on the holding spaces on the board.

4. Choose a player to be banker.

Basic $equence of Play

Air Baron is played in a series of rounds. Each player gets one turn per round, but player order is determined randomly every round. Follow this sequence exactly:

1. Determine the order of player turns for this round: Shake the Turn cup and randomly draw the Player Turn markers one at a time. Place them in the order drawn on the Player-Turn Order track. The players will take their turns in that order for the current round.

2. First Player Turn:

A. First player may go in or out of Fare Wars.

B. First player randomly draws two profit makers from the Profits cup and resolves their effects in either order he desires.

C. First player choose one action below or passes:

· Buy control of an open domestic spoke.

· Buy control of an open foreign spoke (only if he controls at least one domestic spoke in that hub).

· Buy control of an open foreign with his SST.

· Buy a Jumbo Jet and deploy it on a domestic spoke or on the Undeployed Jumbo Jets box.

· Attempt a takeover of a domestic spoke (if in Fare Wars he may continue takeover attempts until he fails). He may use his undeployed Jumbo Jet(s) in the takeover attempt(s).

3. Next player performs step 2. Repeat until all players have taken their turn.

4. Return the drawn markers to their respective cups and start another round, beginning with step 1.

Ca$h on Hand

On the first round only, after determining the player-turn order, the banker rolls one die and gives the first player start-up case equal to the die roll plus $1. He gives the second player cash equal to the same die roll plus $2. He gives the third player cash equal to the die roll plus $3, etc.

During the game, you must keep your cash on the table where all players may see it, but you may hide the exact amount by keeping it in a pile with only the top bill showing. You may not keep records of other players’ cash.

Profit Draw$

During the Profit Draw step of your turn, shake the Profits cup and randomly draw two profit markers from it. The effects of the two markers take place in either order you desire. There are four types of profit markers in the Basic Version:

· Domestic Spoke: The bank pays the profit number of the spoke to the player who controls the spoke. If the player also has a Jumbo Jet on the spoke, the bank pays double the profit.

· Foreign Spoke: The bank pays the foreign spoke’s high profit number to the player who controls the spoke if he also controls all of the domestic spokes in the attached hub (controls the hub). Otherwise, the bank pays the foreign spoke’s low profit number to the player.

· Hub: The bank pays the hub’s high profit number to the player who controls the hub or the low profit number if he dominates the hub (see Hubs on page 4). The bank also pays $3 to any player who owns one or more domestic spokes in the hub but does no dominate or control the hub. If no one controls any domestic spoke in the hub, the bank pays zero.

· Jumbo: The bank pays each player $5 for each Jumbo Jet he has deployed. Undeployed Jumbo Jets do not earn profits.

Place the drawn profit markers in the Drawn Profits box on the board until the end of the round, when they are replaced in the Profits Cup.

A player in Fare Wars received no profits.

Dome$tic Spokes

During your turn, you may buy control of an open domestic spoke as your one allowed action. A spoke is open if no one controls it. The price is printed on the map (it is the same as the spoke’s profit number). Pay the bank the price, put the spoke’s profit marker in the Profits Cup and place one of your Spoke Control markers on the spoke. Only one player may control a given domestic spoke.

Foreign $pokes

During your turn, you may buy control of an open foreign spoke attached to a hub where you already control at least one domestic spoke. This is your one allowed action. The price is printed on the map (it is the same as the spoke’s low profit number). Put the spoke’s profit marker in the Profits Cup and place one of your Spoke Control markers on the spoke. Only one player may control a given foreign spoke.

Hub$

The player who controls the majority (over half) of the domestic spokes in a hub has dominance in that hub. As soon as this occurs, place one of your Hub Control markers on the hub space. The player who controls all of the domestic spokes in a hub controls that hub. Do not count foreign spokes as part of a hub when determining dominance or control.

Each hub has a market share value for dominance and control. Whenever you gain dominance or control of a hub, you go up in market share. Adjust your marker on the Market Share track accordingly. If you later lose control or dominance of a hub (see Takeovers), your market share must be reduced. The Market Share track should always reflect the current total values of all players’ hubs.

Market Share Example: If Olympic controls three of Chicago’s four domestic spokes, he dominates the hub. Move his Market Share marker to 60. If Olympic later buys control of the fourth Chicago spoke, he controls the hub and his market share increases to 120. If Olympic later gains dominate of the Detroit hub, his market share would increase 20 more to 140.

Super$onic Transports

As your one allowed action, you may buy control of an open foreign spoke using your Supersonic Transport (SST) marker, even if you do not control any domestic spoke in that hub. However, the foreign spoke must be SST-capable (have an SST icon by it). The SST purchase costs $10 in addition to the normal price of the foreign spoke. Place your SST marker on the spoke and put the spoke’s profit marker in the Profits cup. Alternatively, you may buy an SST for $10 and deploy in on an SST-capable foreign spoke you already control. Each player may have only one SST.

Jumbo Jet$

Each player has six Jumbo Jet markers (the maximum he may have). Use either the molded plastic or the die-cut markers, but not both.

You may buy and deploy a Jumbo Jet as your one allowed action. A Jumbo Jet costs $10. To deploy a Jumbo Jet, place the Jumbo Jet marker on a domestic spoke you control. No more than one Jumbo Jet may be on a domestic spoke. Jumbo Jets may never be on foreign spokes.

Furthermore, each hub has a Jumbo Jet limit of one, two, or three as indicated on the map. This is the maximum number of Jumbo Jets that may be deployed on the spokes of that hub. For example, only one Jumbo Jet may be attached to the Denver hub, placed either at Salt Lake City, Kansas City or Omaha.

During your turn, you may buy a Jumbo Jet and place it on the Undeployed Jumbo Jets box as your one action. (An undeployed Jumbo Jet can be used in a future Takeover.)

If, because of a takeover, you lose control of a spoke where you have a Jumbo Jet, place the Jumbo Jet marker on the Undeployed Jumbo Jets box. (You do not lose the Jumbo Jet.) This occurs during the other player’s turn and does not count as an action by you.

The player who buts the first Jumbo Jet places the first Jumbo Profit marker in the Profits cup. The player who buys the next Jumbo Jet places the second Jumbo Profit marker in the cup, and the player who buys the third Jumbo Jet places the third marker in the cup.

Takeover$

During your turn, you may attempt to seize control of a domestic spoke, whether controlled by an opponent or open. This counts as your one allowed action. A takeover is the only way to seize control of a domestic spoke owned by another player. A takeover is used against open domestic spokes in Fare Wars situations or when you have an undeployed Jumbo Jet you wish to use.

The attacking player pays the bank the price of the spoke if it is open or double the price if someone owns it. Both players then roll two dice each (if the spoke is open, any player rolls in defense). Adjust each total as follows:

· Attacker adds 2 if he is in Fare Wars.

· Defender adds 1 if he is in Fare Wars.

· Defender adds 1 if he controls the hub where the takeover attempt is occurring (dominance of the hub does not add to the defense).

· Each player adds 1 for each foreign spoke he controls attached to that hub.

· Each player adds 1 for each adjacent hub he controls. Two hubs are adjacent if a solid line connects them. For example, New York is adjacent to Miami but not to Atlanta.

· Each player adds 2 if he has a Jumbo Jet on the spoke. (The defender’s Jumbo Jet would already be on the spoke. The attacker’s would be tentatively placed as part of the takeover attempt.)

The highest total wins. The defender wins all ties.

If the defender wins, nothing else happens. A Jumbo Jet used in a failed attempt is return to the Undeployed Jumbo Jets box.

If the takeover succeeds, the defender’s control marker is replaced by the attacker’s (if the spoke was open, the spoke’s profit marker goes in the cup). If the defender loses dominance in the hub, remove his control marker from the hub. If the attacker gains dominance in the hub, place one of his control markers in the hub. Market shares are adjusted up or down to reflect any changes caused by a takeover. Place any defeated defending Jumbo Jets in the Undeployed Jumbo Jets box. The victorious Jumbo Jet, if any, is then deployed on the spoke.

To use a Jumbo Jet in a takeover attempt, the Jumbo Jet must start you turn in the Undeployed Jumbo Jets box. The Jumbo Jet may not be used in a takeover unless it can be legally deployed should the takeover succeed. For example, you could not use a Jumbo Jet in a takeover of Kansas City if another player had a Jumbo Jet on Salt Lake City, because this would exceed Denver’s Jumbo Jet limit of one. However, you could use a Jumbo Jet in a takeover attempt of Salt Lake City because your Jumbo Jet would replace the defender’s Jumbo Jet if successful.

Takeover Example: Sky High has declare Fare Wars and is attempting to take Cleveland away from Olympic. Olympic controls the Detroit hub, including Cleveland and Toronto (the attached foreign spoke). Sky High controls the Chicago hub (adjacent to Detroit) and has an undeployed Jumbo Jet that he will use in the takeover attempt.

Sky High pays the bank $6 (double the price of $3) and rolls a 5 on two dice. He adds 2 for being in Fare Wars, 1 for control adjacent Chicago and 2 for using a Jumbo Jet, for a total of 10. Olympic rolls 7 on two dice. He adds 1 for controlling the hub that Cleveland is in (Detroit) and 1 for controlling Toronto (attached foreign spoke), for a total of 9. Sky High wins and places his control marker and Jumbo Jet on Cleveland. Olympic goes down 20 in market share because he now only dominates Detroit.

Foreign spokes may never be the targets of takeovers. However, if a player loses control of his last domestic spoke in a hub, he loses control of any foreign spokes attached to that hub (except for the spoke with his SST). Remove the player’s control marker(s) from the affected foreign spoke(s). Other players may buy such open foreign spokes during their turns using the normal rules of purchase. If the profit marker for that foreign spoke is drawn while no one controls it, replace it on the map and draw again.

Fare War$

To declare Fare Wars, move your Fare Wars marker to the “In” portion of the Fare Wars box before drawing profit markers. While in Fare Wars, you earn no profits from drawn profit markers, no matter whose turn it is. You may go out of Fare Wars (or choose to continue it) at the start of your next turn.

Fare Wars allows you to add 2 to your dice roll when making a takeover attempt. If you succeed in the first attempt in Fare Wars, you may immediately make another attempt. You may continue making takeover attempts with a +2 modifier as long as each succeeds (and you have the money to pay for them). You may stop at any point, but you must stop if an attempt fails.

Add 1 to your defensive dice rolls while “in” Fare Wars.

New Company

If you control no spokes at the start of your turn (except on the first round), you may fold your current company and start a new one. You may not fold if you control one or more domestic or foreign spokes.

When you fold your company, return your cash on hand to the bank. The banker rolls one die and gives you new start-up case equal to the die roll plus your current player-turn number. Then you begin your turn normally.

If you start a new company in the Advanced Version, you must give up the Government Contract if you have it. Also remove any Strike or Loan that you have.

( Advanced Version (
After you are comfortable with the Basic Version, add all of the following rules to make the game more challenging and competitive. See also the Advanced Sequence of Play on the last page of this rule booklet.

Prepare To Play

Follow the basic setup with these additions:

· Put the Bid For Contract marker in the Profits Cup at the start of the game.

· Place the Settlement marker on the zero space of the Settlement Cost track.

· Mix the five “event” markers (Fuel Cost Hike, Crash, Recession, Local Competitor and Strike) in a cup, then randomly draw them one at a time. Without looking at them, place one each face down in the order drawn on the 50, 100, 150, 200, and 250 spaces of the Market Share track. As soon as a player’s market share reaches one of those spaces, he should put the respective event marker in the Profits Cup. Only he may look at the event. For example, the first player to gain a market share of 50 (or more) will add the first event marker to the Profits cup. He does not have to tell the other players what the event is.

Government Contract

If a player draws the Bid For Contract marker, all of the players bid for the government contract. The person who drew the marker bids first, and bidding continues clockwise around the table any number of times until the highest bid is made. You may pass instead of bid. If you pass, you no longer may bid for that contract.

The highest bidder immediately pays the bank the final amount bid. He takes the Government Contract marker and places it on top of his cash pile as a reminder he won the contract. He places his High Bid marker on the $1 space of the Government Contract track. He collects $1 at the start of each of his subsequent turns that he holds the contract, even on turns he is in Fare Wars or under strike.

When the Bid For Contract marker is drawn again, the previous contract is cancelled and the next higher contract is up for bid. For example, the $1 contract is cancelled and the $2 contract is up for bid. The player who drew the marker makes the first bid, and bidding continues clockwise around the table. The highest bidder wins the contract and the Government Contract marker is passed to him. He pays the bank the final amount bid and places his High Bid marker on the track. 

The maximum contract allowed is $6 per turn. If the $6 contract is cancelled, the next contract also pays $6.

Local Competitor

If you draw the Local Competitor marker, you may negate one hub or spoke profit marker of your choice drawn later in the round, even during another player’s turn. No profits are paid on the negated hub or spoke (due to competition from a small local airline). If you have not used the effect sooner, you must negate the last profit marker of the round (assuming it is a hub or spoke marker), even if it is one you own. You may negate a hub that already pays zero.

Cutback$

During your Profit Draw step, you may voluntarily sell one of your assets to the bank for half the printed price, rounding up any fraction.

Cutback Example: You could sell Orlando (price $7) to the bank for $4. You could sell Birmingham (price $1) for $1. You could sell a Jumbo Jet or SST (price $10) for $5. You could sell London (price $20) for $10.

If you have insufficient cash on hand to pay a Fuel Cost Hike or a Crash, you must immediately sell one or more of your assets to pay the fee. If you have insufficient cash on hand to settle a Strike, you may sell one or more of your assets to settle it, but you are not required to do so.

If you sell a spoke that has a Jumbo Jet, the Jumbo Jet goes to the Undeployed Jumbo Jets box. If you sell the spoke your SST is on, you must sell the SST with it. You may sell the SST alone and keep the spoke if you control one of the domestic spokes in that hub (replace the SST marker with a spoke control marker in this case).

A spoke that has been sold to the bank is open. Another player may buy control of the spoke during his turn. If the spoke’s profit marker is drawn while it is open, simply replace it on the map and draw another profit marker.

Loan$

You may take out a loan from the bank any time during your Profit Draw step. You may not take out a loan during another player’s turn. Loans are available in increments of $10. The loan ceiling is determined by the highest market share value—see the Market Share track. For example, if the highest market share marker is currently at 150, then every player may borrow $10, $20 or $30.

To borrow money, place your Loan marker on the desired space of the Player Loans track and collect that amount from the bank. During the Profit Draw step of your subsequent turns, you must pay the bank 10 percent interest on your outstanding balance. For example, if you borrowed $20, you must pay $2 interest on each subsequent round. If you do not have enough cash on hand, you must cut back one or more assets to pay your interest.

You may pay back an outstanding loan during the Profit Draw step of your turn. Pay the bank the amount you borrowed and move your Loan marker to the zero space of the Player Loans track. If desired, you may pay off the principal in increments of $10. This will lessen your interest penalty on subsequent turns, but you still owe full interest on the turn you repay all or part of your loan.

You may not borrow a second loan for the same company until you have repaid the first.

You may not declare a win until you pay off any outstanding load.

Loan Example: During your Profit Draw step, you decide to take out a loan. The highest market share marker is on the 150 space. You choose to borrow all $30. You place your Load marker on the $30 space of the Player Loans track, and collect $30 from the bank.

On your next turn, you owe the bank $3 for interest, and you also decide to pay $10 of your principal. You give the bank $13 total and move your marker down to the $20 space of the Player Loans track. On your next turn, you will owe $2 in interest.

$trike

If you draw the Strike marker, advance the Settlement marker one space on the track so the settlement cost is $5 higher (but never above $25). You then have two options: pay the current settlement cost or fall under strike. If you choose to settle, pay the bank the cost and continue with your turn. If you do not have enough cash on hand to settle, you may cut back as much as needed to pay the cost.

If you cannot or will not pay the settlement, you fall under strike. While under strike, you receive no profits except government contract, and you must pass during your Action step. On your next turn, before you draw profit markers, lower the Settlement marker one space ($5 less) on its track. Then you may settle at the reduced cost or remain under strike. Repeat this process during each of your turns until you settle.

If you draw the Strike marker while currently under strike, advance the Settlement marker $5 higher (you settle only once, but the cost rises). If another player draws the Strike marker, advance the Settlement marker $5 higher, and he too must settle or go under strike.

You may not declare a win while under strike. You must settle first before you may declare a win.

Strike Example: Trans Toucans draws the Strike marker for the first time in the game. The Settlement marker immediately advances from zero to $5 on the Settlement Cost track. Trans Toucans has $5 on hand and pays the bank to settle.

Later in the game, Olympic draws the Strike marker, and the settlement cost rises to $10 on the track. Olympic chooses to go under strike. On his next turn, he drives the settlement cost down one space to $5 and pays $5 to the bank to settle.

Fuel Co$t Hike

If you draw the Fuel Cost Hike marker, every player must immediately pay the bank a hike equal to 10 percent of their current market share, or $1 if they have zero market share.

Example: In a 3-player game, the players have current marker shares or 120, 80 and 0 when the fuel cost hike is drawn. They owe the bank $12, $8, and $1 respectively.

If you do not have enough cash on hand to pay the hike, you must immediately cut back one or more of your assets until you have enough.

A fuel cost hike does not affect a player under strike.

Cra$h

If you draw the Crash marker, roll two dice and pay that total to the bank. If you do not have enough cash on hand, you must immediately cut back one or more of your assets until you can pay the entire amount.

You are immune to a crash while under strike.

Reces$ion

If you draw the Recession marker, all profit markers drawn after it for the rest of the round pay $1 instead of their normal values. This includes spoke, hub and Jumbo profits. A spoke with a Jumbo Jet does not pay double.

Redeployment

During your turn, you may redeploy any or all of your purchased Jumbo Jets to spokes you control and/or to the Undeployed Jumbo Jets box, as long as each Jumbo Jet is deployed legally at the end of your turn. You may also redeploy your purchased SST to another foreign spoke you control if the spoke is SST-capable. Redeployment of your Jumbo Jets and SST counts as your one allowed action.

Leaving The Game

If a player needs to leave the game early, keep his control, SST and Jumbo Jet markers in play but remove his other markers. His airline will defend in place normally against takeovers, but it earns no profits and pays no fuel cost hike or loan interest. The airline no longer has a turn.

If the government contract belonged to the player who left, no one collects the contract money until the Bid for Contract marker is drawn again and is open for bid at the next higher level.

Advanced $equence Of Play

1. Determine the order of player turns for this round.

2. First Player Turn:

A. The player may go in or out of Fare Wars.

B. The player collects his government contract money.

C. If the player is under strike, he may lower the Settlement Cost by $5 and then settle or remain under strike.

D. The player randomly draws two profit makers from the Profits cup and resolves their effects in either order he desires.

· He must pay interest on any outstanding loan, and he may pay back all or part of the loan.

· He may take out a loan if he is debt-free.

· He may voluntarily sell one of his assets to the bank for half its price. He may also sell as many assets as needed to pay interest on a loan, settle a strike or pay off a crash.

E. First player choose one action below or passes:

· Buy control of an open domestic spoke.

· Buy control of an open foreign spoke (only if he controls at least one domestic spoke in that hub).

· Buy control of an open foreign with his SST.

· Buy a Jumbo Jet and deploy it on a domestic spoke or on the Undeployed Jumbo Jets box.

· Redeploy purchased Jumbo Jets and SST.

· Attempt a takeover of a domestic spoke (if in Fare Wars he may continue takeover attempts until he fails). He may use his undeployed Jumbo Jet(s) in the takeover attempt(s).

3. Next player performs step 2. Repeat until all players have taken their turn.

4. Return the drawn markers to their respective cups and start another round, beginning with step 1.

The Avalon Hill Game Company


Division of Monarch Avalon, Inc.








Rules of Play











