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2-4 
Players

25-180 
min

Ages 
10+

80 Asset Card
(10 in each industry)

Contents:

You are one of the biggest corporations in the world. You can influence people to elect 
the most powerful people in the world and can come up with the news at will. You are 
part of nearly every aspect of civilization and own TV channels, news outlets, radio 
stations, websites, sports teams, theme parks, and more. People watch your sports 

teams, on your TV channels, when staying at your hotels, and eating at your fast food 
chains. You are a Media Tycoon.

92 bidding cards 
(23 for each media parent)

24 Multiplier Cards
(3 in each industry)

Nine regional 
monopoly cards

4 Media parent cards

Eight horizontal Integration 
cards (1 for each industry) 

Caution signs throughout the rulebook signify that 
there is an important detail that is sometimes 
overlooked. Be sure to pay attention to them.
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Overview:
Your job as the CEO of a 

major corporation is to make 
the most money, and spread 
your influence throughout the 
world. Starting with a certain 
amount of money, you bid on 

different assets in many 
different industries. Each 
asset has a different point 

value and a location where it 
is headquartered. There are 
also multipliers you can bid 

on that can increase the 
value of your assets. You win 
if you have the most point at 

the end of the game. You 
can get bonus points if you 

have the most assets in each 
region or the most assets for 

each type of industry. 

Object of 
the Game:

The object of the game is to 
have the most victory points at 
the end of the game. There are 
three ways to get victory points: 
• Being the highest bidder on 

an asset, thus winning the 
point value on the associated 
card. Note that this value can 
be doubled or tripled with a 
multiplier.

• Having the most assets in any 
region will get you the regional 
monopoly card. There are 
nine regional monopoly cards, 
one for each region. You 
receive 10 victory points for 
each regional monopoly card 
you have.

• Having the most assets in any 
industry will get you the 
horizontal integration card. 
There is one card for each 
industry you decide to play 
with. You receive 10 victory 
points for each horizontal 
integration card you have.

Set-up:
1) Start by choosing which industries with which you would like to 

play during this game. You can play with any industries that you 
would like, but you need at least two of them to start. There is no 
maximum number of industries with which you can play, but the 
more you play with, the game will take longer (see fig. A). More 
info about the different industries is found later in this rulebook.

2) After you choose which industries to play with, shuffle all of the 
asset cards (both regular and multipliers), of the industries you 
are playing with, into a pile.

3) Then deal the cards into five face-down piles.
4) Randomly choose three of the piles. Stack these cards and put 

them in a pile. This is called the asset deck. You can discard the 
two piles you did not choose.

5) Place the horizontal integration cards from the industries you 
chose to play with on your playing table.  It does not matter 
where the cards are in relation to any other cards, as long as all 
of the players can see them. 

6) Place the nine regional monopoly cards on the playing table. It 
does not matter where the cards are in relation to any other 
cards, as long as all players can see them.

7) Each player must then choose their own media parent to play 
as. Each player will then place their corresponding media parent 
card and place it in front of you. 

8) Each player will then receive the appropriate number of bidding 
cards corresponding to your media parent. (See Figure B for the 
number of bidding cards to distribute to each player). The 
number of cards to play with corresponds to the number of 
industries you are playing with.

9) Deal five cards from the top of the asset deck onto the table. 
This is called the asset market. 

10)  Start the game.

Number of 
industries

Two 
Players

Three 
Players

Four 
Players

Two 
(minimum)

00:25 00:40 00:50

Three 00:35 00:50 01:05

Four 00:50 01:05 01:25

Five 01:10 01:25 01:40

Six 01:30 01:45 02:00

Seven 02:00 02:15 02:30

Eight+ 02:30+ 02:50+ 03:00+

Figure A
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Starting the game:
  Once the game is set up you can start the game. 
The player with the media parent that is 
headquartered closest to your current location will 
begin the game.  For example, if you are playing 
in Washington, DC the person who has Homecast 
Holdings would start first since Philadelphia 
(where Homecast is headquartered) is closest to 
DC. If Homecast is not being played, the next 
closest would be Time Fisher Inc, then EFG 
Corporation, and lastly Sony Group. If you are 
playing in a different city the order would change. 
Also if you are playing with any Media Parent 
expansions, their Headquarters may also be the 
closest to your current location.  From there the 
order of play moves to the left around the table.

Structure of a Turn:

Bidding:

1) See if you are the highest bid on any of 
the assets on the asset market. If there 
is none skip to step two. If you have an 
asset where you are the highest bidder, 
get your bidding cards that you 
successfully bid upon, and discard the 
bidding card into a pile next to asset 
deck. If there is any other smaller bids 
by other players on the asset, give them 
back to their owners. Place the asset 
card below your media parent card. 
Then deal out a new card from the asset 
deck to the asset market to replace the 
asset you just bought. Repeat this step 
if there is more than one asset where 
you are the highest bidder.

2) You can bid on an asset. You can bid as 
much as you want (as long as you have 
the bidding cards for it) or you don't 
have to bid at all, and elect to pass your 
turn. See more about bidding in the 
bidding section.

3) The player to your left goes next.

The only way to gather asset cards is 
by bidding on them. If an asset card has 
not been bid on you can bid any 
amount you want on it (however, you 
must have that much money available 
to bid). 
To bid, you must place at least one of 
your bidding cards on the asset card. To 
bid one dollar a player would place a 
bidding card with one $ on it, to bid two 
dollars the player would place a bidding 
card with two $ on it, and so on. To bid 
more than five dollars (the highest 
single bidding card value) the player 
can place multiple bidding cards on the 
asset card.   For example to bid seven 
dollars a player would place a 3 dollar 
bidding card and a 4 dollar bidding 
card. 
If somebody else bids on an asset you 
would like to own, you may outbid other 
players by bidding a higher amount on 
the asset card when it is your turn.   You 
may not bid the same amount as the 
other player, as you must bid a higher 
amount.  Also, you do not have to bid 
on any asset on your turn if you choose. 
You may keep bidding until you run out 
of money, or choose not to bid any 
more and let the other player get the 
asset. 
Bidding on an asset ends when play 
has returned to the highest bidder (one 
round has gone by without anyone 
bidding on it). The card is then given to 
the highest bidder and a new card is 
drawn from the asset deck to replace it. 
You can bid on as many assets as you 
want simultaneously (limited by how 
many bidding cards you have available 
to bid). 

You can not make change for bidding cards during the game 
and must spend only the money you started with.

If desired you can elect to pass the bidding phase of your turn 
and immediately end your turn. Play then moves to the left.



Number of 
industries

Amount of  
$$$$$ cards

Amount of 
$$$$ cards

Amount of  
$$$ cards

Amount of  
$$ cards

Amount of $ 
cards

2 0 1 2 2 3

3 0 2 3 4 4

4 1 2 2 3 5

5 1 2 3 4 5

6 1 3 3 4 5

7 2 3 3 4 5

8 3 4 5 5 6

�4

Figure B

Defining a Card:
Different parts of the cards correspond to different attributes in the game. On regular 
asset cards there are ten parts of the cards that are important when on multiplier cards 
there are seven parts of the card that is important.

Logo corresponding 
to its industry

Name of the 
Asset

Name of its 
Industry

Value of the asset
(In Victory Point)

Logo of the 
Asset

Location of 
the Assets 

headquarters

Border color 
corresponding 
to its industry

Region the 
Asset is in.

Map of the 
state that the 
Headquarters 
is located in

Location of the 
headquarters 

within the state

Plus sign
signifying it is
 a multiplier 

card
Name of the 

Multiplier

Name of the 
industry it 
multiplies

How much 
the card 
multiplies

Logo of 
the 

Multiplier

Border color 
corresponding to 

the industry it 
multiplies

Logo 
corresponding to 

the industry it 
multiplies
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Ending the game:

The game ends when either of the following two things happen:
• There are no more cards in the asset deck and all the cards on the asset market have been 

bid on.
• All of the players are out of bidding cards.
When either of these two things happen you move into the tallying points phase of the game.

Tallying points:
You start the tallying points procedure after the game has ended: 
1. First distribute the regional monopoly cards. For each one see which player has 

the most assets from that region. Whoever has the most gets to keep the card. 
The headquarters on your media parent card acts as an asset from that region and 
is included when distributing the cards. If there is a tie for number of assets in a 
region, the market becomes saturated and nobody gets that card. Repeat this for 
all nine regions.

2. Then distribute all of the horizontal 
integration cards. For each one see 
which player has the most assets for 
each industry. Whoever has the most 
gets to keep the card. If there is a tie 
for number of assets in that industry, 
the market becomes saturated and 
nobody gets the card. Repeat this for 
all the industry you are playing with.

3. Add up the value of all of your assets. 
If you have any multiplier choose one 
of your assets to use it on. For the 
assets with multipliers you multiply the 
value of the asset by either two or 
three (depending on what it says on 
the card).

4. Add 10 Victory Points for each 
Regional monopoly and horizontal 
integration card you have.

5. The player with the most victory points wins the game.

Tiebreakers
After all players have tallied up their 
points, if two or more players have 
the same amount of victory points 
and have more points than other 
players, the person with the most 
money left at the end of the game 
wins. If both players have the same 
amount of money left over or both 
players have no money remaining, 
the person with the most asset 
cards wins (the value of the cards 
do not matter). If the two players are 
still tied the game is declared a draw 
and both of the players become 
winners.

If two or more players have the same amount of assets in an industry 
or a region the market becomes saturated and nobody gets the 10 

victory points.
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Do you have questions, 
comments, concerns, or ideas 

for new industries? 
You can contact us at:

 Contact@capitolboardgames.com
www.Capitolboardgames.com

Capitol Games
201 Third St, NE

Washington, DC 20002

Thanks to our many 
Playtesters:

DJ Dredd, Casey, 
Kathleen, David, Judy, 

Alex, Nick, Jacob, 
Tracy, Marcio, Cody, 
Justin, Shellie, Andy, 

and Gideon

Game Mechanics by Adam Bressler
Game Artwork by Adam Bressler

Rulebook Design by Adam Bressler

In each Industry deck there are three 
multiplier cards, two with double value (2X) 

and one with a triple value (3X).  At the start of 
the game they are shuffled in, with the regular 
asset cards, into the five draw piles. Therefore 

they can also be drawn from the asset deck 
later in the game. The cards are bid on the 
same as regular asset cards and the only 

thing different from regular asset cards is its 
scoring. If you successfully bid on a multiplier 
asset card, you get to keep the card. At the 

end of the game you get to choose which card 
you want the multiplier asset card to multiply. 
The card must be the same industry as the 
multiply. You know they are the same if they 

have the same border color. If you do not 
have any assets from the industry that he 
multiplier asset card is from, you get zero 

victory points. The multiplier asset cards only 
multiply the value of one of your assets. 

Multiplier Cards Industry Decks:
This game comes with Eight industries you 

can play with. Each Industry deck comes with 
a horizontal integration card, 10 Regular Asset 
cards, and three Multiplier Asset cards. At the 
start of the game you choose which Industry 
decks you will play with. It is required to play 
with at least 2 industry decks, and you can 

play with as many as you want. Each Industry 
deck is sold separately (beyond the eight that 
come with the game), and you may add any 

Industry decks that interest you or your 
friends!

Expansions:
Due to the ability to choose which industries to 

play with at the start of the game, all you have to 
play with an expansion industry deck is shuffle it 
into the asset deck at the start of the game. You 
would just like you would with any other industry 

deck at the start of the game.

Each multiplier card can only multiply the value of one asset from the 
corresponding industry. It is recommended to multiply the asset with 

the highest value.

If at the end of the game you have a multiplier, but no assets 
from the corresponding industry, you get no victory points from 

the card.


