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Contents

This patch consists of the latest executable and the latest translation (*.a) files. The required files are as follows:

monopoly.exe

english.a

tran_e.a

tran_f.a

tran_g.a

tran_j.a

tran_s.a

patchdoc.doc

Installation

1. unzip the zipfile contents into a temporary directory

2. copy all of the new files over top of an install of any if the released version of Monopoly Star Wars.  If Monopoly Star Wars were installed using the default directory, this would be found at c:\Program Files\Monopoly Star Wars

What's New

Short Game Rule Revision

If "short game" is selected from the options menu, the following revised rules become applicable for game play.

1. During preparation, the Banker shuffles then deals three title deed cards to each player.  These properties are free - no payment to the bank is required.

2. You need only three Colonies (houses) on each lot of a complete color group before you may buy a Starport (hotel).  Colony rent remains the same.

The turn-in value is still one half the purchase price, which in this game is one Colony less than in the regular game.

3. If you land in Jail, you MUST exit on your next turn by (a) using a "get out of jail free" card; (b) rolling doubles; or (c) paying $50.  Unlike the standard rules, if you try to roll doubles and fail to do so, you must immediately pay $50 credits on the same turn.

4. The penalty for landing on "Docking Tax" is a flat $200 credits.

5. End of the Game: The game ends when one player goes bankrupt. The richest player wins! The riches player is determined as follows: the remaining players value their property (1) credits on hand (2) properties, utilities and ships (railroads) owned, at the printed price on the card. (3) any mortgaged property owned ant one-half the printed price on the card (4) Colonies, valued at their purchase price including the value of the three houses turned in.  

Immunities and Futures
Futures and immunities is now available for human players to trade.

Immunities

As part of a trade, a player may grant another player immunity from paying rent on an owned property. Once granted, the immunity owner will receive rent free passage on the specified property until the immunity expires, per the terms of the agreement.

As an example, Player 1 may grant Player 2 an immunity from paying rent when landing on Coruscant - Imperial Palace.  Once granted, Player 2 may land on Coruscant - Imperial Palace and receive rent free passage, even if there are starports or colonies on it.  The immunity is good for as long as is specified in the trade.  Each time Player 2 lands on the property, the remaining "free passages" is decreased by one.  When there are no immunites remaining, the immunity is considered to be "expired" and player 2 will be required to pay all rent obligations if they land on the property.

When you gain an immunity or grant an immunity, it has no effect on the other players.  Immunities are granted to individual players on an individual basis through trading.

Futures

As part of a trade, a player may grant another player rent on an owned property.  Once granted, the future owner will receive all rents payable on the specified property until the future expires, per the terms of the agreement.

As an example, Player 1 may grant Player 2 future rent on Coruscant - Imperial Palace.  Once granted, all rents obtained from players landing on this property will be paid to Player 2. Take note that even you are required to pay that future rent to the player if you land on the property, even if you are the property owner. The future is good for as long as is specified in the trade.  Each time a player lands on the property, the remaining "futures" is decreased by one.  When there are no futures remaining, the futures is considered to be "expired" and you will be receive all subsequent rent payment if the property is landed upon.

You may only grant a future on a particular property to one player at a time. 

How To Trade Futures and Immunities

From within a game, initiate a trade by clicking on the blue trade droid. 

To trade a future rent, click on the future symbol (the white disk on the player tray).  The cursor will change, indicating it is active and ready to be placed. Click on the player area to whom you wish to trade the future.  A screen will appear, allowing you to select 0-3 futures.  Click on the number of futures you wish to trade.  When completed, click the OK button to close the screen.

To trade an immunity, click on the immunity symbol (the red thimble on the player tray).  The cursor will change, indicating it is active and ready to be placed. Click on the player area to whom you wish to trade the immunity.  A screen will appear, allowing you to select 0-3 immunities.  Click on the number of immunity you wish to trade.  When completed, click the OK button to close the screen.

Player's are allowed to modify immunities and futures trades in the trade area, and visualize those modifications.  To modify the immunities and futures trades in the trade area, click on the immunity or future symbol, then click on the area of the player to whom the trade is to occur with.  The immunities or futures trade screen will appear and can be modified as desired.

Status and Accounting

Roll-over text messages have been added to the immunity and future rent markers in front of the shuttles to indicate the future and immunity status.  
You may click on the blue button to the right of the dice on the Monopoly Star Wars title in the middle of the main board to view futures and immunity status.

Accounting of remaining futures and immunities will take place automatically. If a player realizes a future or immunity during game play, a message will appear indicating the transaction. The remaining futures or immunities decrements by one and play resumes.

Note

AI's never give immunities or futures in trades. The A.I will reject any trade if the A.I has to give up immunities. In some instances, it might accept the trade but value them as 0.
Fix / Update List

The version number box displayed at game end no longer occurs. The version number is now displayed on first loading screen.

· Memory allocation has been altered so the game will be more stable on machines with very low virtual memory.

· If playing in the Microsoft Zone the intro Hasbro/Artech sequences as well as the sizzler video are not displayed. Also the network button on the player select screen is grayed out as it is not necessary for a zone game.

· New short game rules are now in effect using the "Short Game Rules" button on the rules screen.

· The voice chat compression problem fixed.  Audio is now compressed down before sending the message, thus minimizing message transfer time. Note that Audio voice chat is only functional with a Sound Blaster card, a limitation of DirectSound. For users of other audio cards, use control panel DirectX to set sound capture to a real device.

· Player spectators are no longer allowed and have been disabled.

· The user is not allowed to switch languages in this patch. If you wish to switch languages after using this patch, you may be required to reinstall from the cd-rom in the language you desire.

· Players are now allowed to click through the opening Hasbro animation to get quickly to the player select screen without experiencing undesirable audio results. 

· Dagobah's Swamp property does not disappear from a player property shuttle. 

· Player tokens do not disappear from the top down board view during a turn

· Rent will always be paid when the four 'spacecraft' are owned by one player
· The short game rule is to deal 3 cards, however we do not have not translated the text for "deal 3 cards." Thus, players will see "deal 2 cards" while 3 cards are dealt.

· Video problems should be resolved, as long as the video adapter  is: (1) Direct X5 compatible; (2) registered video drivers are installed and functional; (3) the video adapter is capable of 16-bit color and 800x600 resolution. 

· If you let the game sit and are playing an AI game,  the AI may begin proposing trades.  This is their way of saying "let's play!"


