Bau auf!

OBJECT OF THE GAME

The aim of the game is quickly to build your own home and fit out the rooms with care.

The winner and property tycoon is thus not always the one who is the first to get the roof on but those who get points by installing the various fixtures (see SCORING).  Whoever accumulates the highest total score is the property tycoon of [real-abwesenden?] socialism.

PREPARATIONS

The eight building materials

· Tiles and cement for the bricklayer

· Sockets and plaster for the electrician

· Doors and shelves for the carpenter

· Heating and taps for the plumber

and the pillars are sorted into piles on the table.

A trustworthy stores manager is chosen from amongst the players.

The room cards, separated into small (hallway, study, landing) and large (kitchen, bathroom, living room) rooms are shuffled and placed on the table with their building components side face up.

START

In his turn each player can roll the dice up to 3 times.  If he gets a 6, he chooses [der Mitspieler?] a trade (plumber, carpenter, electrician, bricklayer) and takes the corresponding baseplate.  In the next round he can begin constructing rooms (see building plan).

PLAYING PROCEDURE

If he needs to, the player rolling the dice can take one or more room cards from the two stacks - always from the top - and then fit out the corresponding room.  However when a card is taken at least one appropriate building component must be immediately available and must be installed.

If the die roll is between 2 and 5, one may take the corresponding number of items appropriate to ones trade from the store.

Example:

The carpenter rolls a 3 and acquires 2 doors and 1 shelf.

With these materials one can

· fit out ones own room corresponding to the room card

· exchange materials with another tradesman of ones choice,

· or store them; however a maximum of 5 items may be stored for use later.

If a 6 is rolled you gain a pillar.  Once you have all four pillars for the 1st floor you must use the next roll of 6 to take a floor plate and fit it in place.

This floor plate completes the storey beneath it, regardless of its actual state of completion.

On a roll of 1, you may take (steal) a building component of your choice from the store of one of the other players.

In addition, if you roll a 1 or a 6 you get the bottle opener.  This speeds up your construction rate, if you can keep it for one or more rounds.

Every round when he has the opener the tradesman gets double the number of the building components indicated by his die roll.




Don't even think of asking where the supply of fittings comes from.  All that matters is that four professional tradesmen sit at the table.  Besides, when all is said and done, everyone must look after himself.

In other words, grab, grab, grab!
How do you get hold of the latest standard design?

There have to be rules!  Besides dumping [?] shows that economic planning at least works in theory.

Look deeply into your opponents' eyes!

It makes no difference in the end whether you compete as a bricklayer or a carpenter.  As a skilled worker you are already half a winner.

If anyone hasn't rolled a 6 after the third round, he can give up on the game and [untranslatable expression - kick his heels?].

Despite having no interest in financial matters, the phasing player makes progress just the same - as long as he is aware of the necessity for it [?].

Also many a manual worker from the DDR has despite [unverblumten?] the will to resist and fulfilled the building authority conditions [?].

Trade associations as qualified humanist or instructors were deliberately renounced.  No manual worker in the world exchanges building materials against his interests [?].

At the same time our game demonstrates that all that is left of the former IDEAL is the core: the DEAL.

This rule derives from the idea of social housing.  It is nothing to do with aesthetics.  The deeper point is that you should have a roof over your head as quickly as possible.

Our "Original-Einheitsoffner" [untranslatable - 'original (authentic?) unity opener') represents the popular building method: one brick, some cement, then a beer.  [Auf] further openers would be deliberately forsaken, in order not to endanger unnecessarily the [complete expiry?] in accordance with the rules.

2…5 + the opener
= 4…10 components

6 + the opener
= 2 pillars (or one pillar and a floor plate)

1 + the opener
= steal twice

END OF THE GAME

The game ends when the first tradesman has installed 4 pillars ([ringanker (ring anchors?)]) on his floor plate and, regardless of the state of completion of the rooms, acquires the roof with his next roll of 6.

SCORING

Now we find out who has placed his components acquired through barter the most skillfully within his own 4 walls.  For the completed buildings points cards are now awarded.  Complete rooms yield points, but also the correct choice of rooms is decisive [?].  The winner is the player with the highest overall total.  He gets the honorary title of property tycoon of the [real absentee?] Socialism.

The points are awarded as follows:

· 3 roof points
for the player who was quickest to put his roof on

· 3 development points
if each of the 6 types of room has been completed at least once

· 3 points
for each completed large room (bath, living, kitchen)

· 1 point
for each completed small room (hall, closet, landing)

· 2 storey points
for each storey that is fully fitted out

· 1 swank point
for having the most rooms of a type (eg. for 3 halls, if no-one else has more than 2 halls)

BUILDING REGULATIONS

· anyone can trade fittings from his store with the phasing player (only the phasing player may install them however)

· installed fittings cannot be moved

· the phasing player can exchange 4 fittings of the same type (1:4) or 6 of any mix of types for a pillar (1:6) from the common store

· newly acquired pillars must be immediately added to the floor plate, or exchanged with another developer or given away.

· Once all 4 pillars have been fitted at the corners of the lower storey, your next 6 gives you a floor plate and you continue building there

· If the lower storey is complete (4 pillars and all rooms fully fitted out) you can roll 3 times [ie. each turn], until you get a 6 for the top plate

· The same applies for the upper storey (roll 3 times until you get a 6 for the roof)

· If you are allowed to roll 3 times, you don't get any fittings

· Room cards for completed rooms remain in view but are turned over

Dice roll of 2 - 5 = that many fittings

Dice roll of 6 = pillar
} bottle

Dice roll of 1 = stealing (socialist procurement)
} opener

YOU MAY NOT

· Reposition installed fittings (demolition);

· Keep fittings anywhere except in your store (hoarding);

· Delay payment for bartered goods (get into debt);

· Install fittings in someone elses turn (work on the side)


 

Note: Quantity comes implicitly before quality.

You have managed it!  A roof of your own over your head.

Now you can just play with the thought whether you shouldn't build a house in reality.  In doing so however, be aware that these days many other factors that shouldn't be underestimated come into the game.

You will have noticed that we are of a philosophical turn of mind regarding a strikingly covered house of ones own.  You must agree [?] that with yourself.

We are particularly proud of the polished points system: the victor in our game is no way always the one who is (fixed and) finished first!  But the best!!

We admit that this is possibly a little unrealistic: it increases the suspense but not too much.

Motto of these rules: unrealistic but almost true to life.

So you find at the table a simulation of the local building authority that issues you with the appropriate approvals for cash.

This happens primarily for reasons of stability [statics]!  And secondly for those of statistics!!!

Clearly the construction of a home of your own can only lead to the fulfillment of the desired home building programme using game mechanisms.

This is a concession to construction under the conditions of a market economy.  Today you frequently build for others.  And it can be seen that you are really a student, dentist or lawyer and not a would be [?] manual worker.

In a word: Everything is forbidden that would be perfectly allowable or at least possible in real life.  "Bau Auf" is just a game after all.  Games don't work at all well without rules.  Renouncing [jegliche?] principles - only that way can reality be achieved.

VARIANT FOR 3 PLAYERS

If there are only three playing, the rules still apply, with one addition.

Each player can use his die roll to take components of the "missing tradesman" as well as his own.

Example:

There is no carpenter in the session.  The bricklayer rolls a 4, so he can choose between his own components (cement and tiles) and carpentry materials (doors and shelves).  He takes fo example 2 tiles, 1 door and 1 shelf.



If even the third person is lacking to the gathering, you can also play our game with two people of course.  In this event each player claims two baseplates, positioned next to each other like two semi-detached houses.  However this is a somewhat makeshift arrangement.  Bear in mind that you will then be building [in aller Regel?] together with your in-laws.  Nasty arguments are bound to occur.

