


           STOCK RUSH!®



   GAME VARIATIONS

An exciting variation that you may enjoy is to set the Stock Price for A, B, C and D before the game begins by rolling the Numbered Die (1D12) once for each company and using [8 X Roll] for the starting price.  

Suppose you Roll 3, 12, 7 and 1 for A, B, C and D, respectively.
The Starting Price for each stock would be:

A = 8 x 3   = 24
   ===(     A
  B
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B = 8 x 12 = 96


  

C = 8 x 7   = 56


24      96    56
 8
D = 8 x 1   = 8



The stock prices will always range from 8 to 96. This variation allows variety right from the start.  For instance, it opens the possibility of buying a Franchise early in the game.  Moreover, you may be able to buy more shares early on.  However, you must be careful if a stock starts out dangerously low.  Keep in mind that at the beginning of the game cash is your only asset.  Don’t put all your eggs in one basket and buy only one stock before the Opening Bell.

Another very exciting variation is to affect the stock price every time you trade it.  The price of the stock moves up after you buy it; and it moves down after you sell it or sell it short.  The rules are as follows:

Shares


Buy



Sell [or Sell Short]
100 - 900


Up 1 Point


Down 1 Point

1,000 - 9,900 

Up 2 Points

Down 2 Points

10,000 Or More

Up 3 Points

Down 3 Points
This variation makes Stock Rush even more of a “True Simulation” of the Real World than it already is.  The effect may not be significant when stock prices are high.  However, it is very significant when stock prices are low, particularly under 10 (Dangerously Low).  
It allows players to control the direction of the stock to some degree.  The more shares you trade, the greater the control you have over the direction of the stock.  Sometimes, a stock may be Halted or prevented from being Halted depending on a players trade.  

Moreover, players may cause a “Domino Effect” on the price of a given stock in either direction; if they each buy the stock one after the other or if they each sell or sell short the stock one after the other.  The following examples show this new variation in action . . .

Suppose Beryl [B] is trading at 1 dollar per share and you want to BUY back 500 shares to cover a short position.  After you make your trade you must move Beryl [B] up 1 point.  Beryl [B] is now trading at 2 dollars per share.


Let’s suppose Carnelian [C] is trading at 7 dollars per share and you want to sell 1,000 shares.  After you trade you must move Carnelian [C] down 2 points.  Now Carnelian [C] is trading at 5 dollars a share.

 Suppose Amethyst [A] is trading at 3 and you want to buy 10,000 shares.  After you buy the stock, it moves up from 3 to 6.
Now Amethyst [A] is trading at 6; and you are up $30,000.


 Let’s suppose Diamond [D] is trading at 4 and Mark sells 100 shares.  Diamond [D] is now down to 3.  Now suppose Cathy sells 10,000 shares of the stock.  Diamond [D] now falls to zero and is Halted.  John later lands on “D - Down“; and now Diamond [D] is Bankrupt.  Unfortunately, Barbara sold short 300 shares of the stock earlier in the game when it was at 60.  She waited too long to cover her short position and now she not only lost her potential profit [up to $17,700] but she forfeits her Cash Equity [$9,000].

Now you can see the impact this variation has on stock prices and how it affects all players in the game.  This variation requires more strategy.  You must pay close attention to how many shares of stock other players have relative to your own; particularly when stock prices are dangerously low (less than 10).  Watch out for the “Domino Effect” particularly when rumors are alive and when many players are in the game.
          Morris Kyrollos
           

   Copyright © 2006 Stock Rush, Inc. 
                          All Rights Reserved.
