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1. Open the box.
2. Take out the playing field and put it in the center of the table.
3. Read aloud to all players the introductory article «CASHFLOW» on 

page 2 if they are unfamiliar with the term.
4. Take out the game cards (24 decks, read more in the article 

«DESCRIPTION OF CARD DECKS» on page 5). Shuffle the decks.
5. Arrange the decks face down on a free area of the table according to 

the levels indicated on them, something like this:

6. Distribute pencils and player`s sheets to the participants of the game.
7. Let the players choose their game chip color. They say that your favorite 

color helps you win and achieve your goal faster.
8. Prepare two dice.
9. Give the market form to the player who counts best — he will keep 

a general record of price changes. Have him roll the die once. The 
dropped number will show the rank* of the starting conditions (asset 
prices on the exchange) from the table below. The player who keeps 
the general account transfers the numbers of the corresponding rank 
in the market sheet. 

Assets: CM LT OT SB MCSP GOPP NG BC Index

Rank: Stocks Stocks Stocks Voucher Voucher Stocks Stocks MIF

1 15 10 68 380 0 1,200 0 275

2 20 20 45 330 1,200 800 1,000 490

3 25 35 75 380 1,000 1,100 1,200 545

4 35 50 80 450 1,400 1,200 1,200 630

5 50 60 95 550 2,200 1,350 2,500 970

6 60 60 100 680 3,800 1,550 3,600 1,400

Hard 0 0 0 2,000 4,500 0 0 0

EXAMPLE: 5 rolled on the die. The record keeping player selects row 5 
and enters its values on the market sheet:

CM LT OT SB MCSP GOPP NG BC Index

50 60 95 550 2 200 1 350 2 500 970

The specified values are the 
starting values for the assets. Sub-
sequently, with each change in the 
price of assets in the market, this 
player must make changes to the 
general table on the market sheet.

The chosen profession is considered taken, and there are fewer vacan-
cies in this rank. If all the professions in this rank are already taken, or if they 
do not suit the player, he can take a profession from the rank below. A pro-
fession from a rank higher than the discarded one cannot be taken. After 
choosing a profession, the player enters data on his income (initially it is only 
a salary), expenses (household and housing) and his cash flow from the ta-
ble below in his player sheet:

Field  
of activity 

Vacancies  
(one per player)

Active 
income Expenses Cash flow

Rank
 I Workers

Plumber
700

Children 50
200 Construction worker Household  150

Driver Rent   300

Rank 
II

State 
employees

Scientist
1,200

Children 100
300Teacher Household  300

Doctor Rent   500

Rank 
III

Servants and 
officials

Policeman
1,700

Children 150
500Auditor Household  350

Accountant Rent   700

Rank 
IV

Middle 
managers

Head of a department
3,500

Children 300
800 Engineer Household  900

Technologist Rent  1,500

Rank 
V

High-tech 
professions

Programmer
4,500

Children 600
1,000 Business analyst Household  1,400

Creative designer Rent  1,500

Rank 
VI

TOP
management

Director
6,000

Children 1,000
1,500Market researcher Household  2,000

HR manager Rent   1,500

Rank 
VII

Heads of 
funds and 
corporations

Chief of a transnational 
corporation

12,000
Children 2,000

3,000Venture capitalist Household  4,000
Head of investment 
fund

Rent 3,000
Starting capital 20,000

Rank 
VIII Aristocrats

Count of immigrants Active income (salary)  0
Children  5,000
Hotel rent (luxury)   20,000
Representation expenses   10,000
Cash flow -35,000
Starting  capital 500,000

Descendant of a rebel 
army general
Descendant of the head 
of the merchant guild

EXAMPLE. The player received the profession of a doctor and added to 
his report:

Jacob Baker 
Doctor

1 200

100

01 200
1

300
500

900

300

II 

Please note that at the start, each player, according to the terms of the 
game, already has a spouse and one child. During the game, the player’s 
marital status may change, the number of children may increase. Children 
get sick, grow up, study, which can both cause additional costs or reduce 
costs after the children leave the parental home. All changes will be further 
carried out by the players by bank transfer on this form. For a detailed de-
scription, see the «PLAYER`S SHEET» section on page 8.

* «Hard» conditions —  
for experienced players. According to 

them, the market is in its infancy, and many 
stocks simply do not exist yet. When first 

mentioned in the game, they appear on the 
market and are entered into the table.

FINANCE 
and INVESTMENT

TA B L E TO P  E C O N O M I C  B U S I N E S S  S I M U L ATO R

10. Have each player (beginning with the player leading the market sheet 
and going clockwise around the circle) roll one die once. The dropped 
number will show the rank of the player’s profession — from 1 to 6. 
From the received rank, the participant chooses a profession of his 
choice and enters data into the report. They also choose a profession in 
a circle. Ranks 7 and 8 are for experienced players only!
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11. Have each player roll 2 dice once to determine the starting capital. 
Multiply the number that comes up by monthly cash flow. The amount 
received is entered in the «Cash desk» column in the player’s sheet. This 
is money in the player’s account. The amount with which the player 
starts the game is the money saved before some time before the start 
of the game. In the future, all calculations in the game are carried out in 
a non-cash form in this column.

12. Prepare an eraser and sharpener — they can come in handy during 
the game. You will find a large number of changes in the market and in 
your player’s sheet.

13. Read for all players the article «DESCRIPTION OF THE GAME 
FIELD» on page 3 (if necessary), which details all the sectors of each 
of the 4 lanes of the game field. To speed up the game, you can 
skip this item and tell the players what to do right during the game 
when they hit the corresponding cell. The process of moving to an-
other level is also explained in the article «Description of the game 
field».

14. Have all players rolled the die once. The higher number rolled will de-
termine who makes the first turn. Then the players make turns one af-
ter another in a clockwise direction.

15. Place all of the players’ chips on the «Bank» field cell of the 
«Employee» level labeled «Start». This is the very first day of your 
game, in which everyone has already received their last salary, paid out 
expenses from it and withdrew savings to start investing.

16. Before the start of the game, participants can take loans from the bank 
and add them to their reports in order to have the necessary funds for 
the implementation of investment projects. Read more about loans in 
the article «BANKING INSTRUMENTS» on page 12.

17. Now roll one die (starting with the first player to go) and move clock-
wise around the circle on the first track (Employee level), open cards 
from the appropriate decks and invest.

18. Turns at all levels is carried out using a single die, except for special abilities.
19. The player who makes a first turn rolls one die and moves the number 

of squares corresponding to the number rolled. The player on the LEFT 
reads a card for him from the desired or selected deck. It is important! 
The card may contain a condition under which the reader plays the 
role of an intermediary, broker or realtor and can earn on intermediary 
service.

20. The player whose turn listens to the information (do not give him the 
card in his hands until he pays the deposit!). No more than 30 seconds 
are given to make a purchase decision. If a player cannot afford to pur-
chase an asset, he can refuse the offer or resell the deal to one of the 
other players.

21. Let’s allow no more than 2 minutes for the players to complete the 
transaction.

22. When buying, the walker contributes the purchased asset to himself in 
the form (see the article «PLAYER`S SHEET» on page 8) and writes off 
the money from the «Cash flow statement» column.

23. When buying assets on credit, the player is required to have cash to 
make the down payment (see the article «LOAN FOR THE PURCHASE 
OF REAL ESTATE AND OTHER ASSETS» on page 10).

24. The player to the RIGHT of the walker controls the expenditure of funds 
and the correctness of entering information into the player’s sheet. He 
is the player’s auditor (for auditing rules, see the article «AUDIT» on 
page 9).

25. While the first player makes changes to his sheet after the turn, the 
player to his right checks his actions, and the player to his left makes 
the next turn.

26. That’s all the basic rules! Forward to wealth and other achieve-
ments! (if something is not clear, read it again or study the «GLOSSA-
RY OF TERMS» on page 18)

CASH FLOW
To understand what cash flow is, you first need to learn the following 

terms.
ASSETS — in a business simulator, this is everything that brings you 

money, regardless of whether you work or not. When the economic situ-
ation changes, your asset can easily turn into a LIABILITY — everything 
that leads to an increase in your expenses, regardless of whether you 
are working or not.

ACTIVE INCOME — is all the money that you personally earn in 
a certain period of time, spending your time and effort. If you are sick or 
unemployed, active income stops. To get active income, a person needs 
to spend a lot of time.

PASSIVE INCOME — is income that you receive without being en-
gaged in labor activities personally. This is money coming into your ac-
count in the form of interest from deposits, payments from tenants, divi-
dends from stocks and business. If you have created a source of passive 
income, you will receive the money regardless of whether you are work-
ing or not.

NEGATIVE PASSIVE INCOME occurs when the expenses of your as-
set increase, for example, due to changes in legislation or the impact of 
competitors. These expenses are not your own and are not recorded in 
the «Expenses» column of the player’s sheet.

TOTAL INCOME — is the sum of all your active income (salary, third-
party earnings, side jobs, etc.) and all your passive income (investment 
interest, rent, royalties, etc.).

TOTAL EXPENSES — is all your personal expenses for a certain pe-
riod of time: payments on loans, spending on children, food, living ex-
penses, as well as production costs, etc.

CASH FLOW — is the difference between all your income (active 
and passive), that is, the money coming into your account, and all your 
expenses, that is, the money that you spend, for a certain time period. In 
the business simulator «Finance & Investment» the Monthly cash flow 
is taken as the standard.

Cash flow — is a determining factor in your financial position and 
analysis of the benefits from most transactions in the game. Many as-
sets in the game have their own cash flow shown on the game card. It 
should be understood that asset cards present an abbreviated version 
of the cash flow statement of the asset itself. You will see only the result-
ing cash flow and will not see all the expenses of the enterprise: utility, 
rental, operation, depreciation, tax. This is done specifically to facilitate 
the game process.

«FINANCE & INVESTMENT» BUSINESS SIMULATOR 
GOALS AND OBJECTIVES

The overall goal of this educational and entertaining manual is rather 
vague, since it is impossible to predict the desires, dreams and goals of each 
person who sits down to play it. However, in general terms, it sounds like 
this: the number of economically active and financially literate people is 
constantly increasing with the help of the «Finance & Investment» business 
simulator.

Tasks of this business simulator:
 � Give a group of up to 10 people the opportunity to live a virtual life 

within five game hours on the territory of a newly formed state — a for-
mer Imperial republic;

 � encourage participants to build their business empires or develop indi-
vidual enterprises, build careers in one of the ways provided and earn 
capital;

 � to train participants in various ways of investing and give them the op-
portunity to try them out;

 � to form in each participant an understanding of the degree of invest-
ment risk that he can take to achieve his own goals;

 � motivate participants;
 � increase the financial literacy of players by giving them the opportu-

nity to learn financial and economic terms and the simplest accounting 
systems. 

For more effective work with the business simulator, we offer players to 
set their own goals before the start of each game and strive to achieve them 
during the game in all possible ways.

It is convenient to set goals using SMART criteria:
 � Specific. The goal of «immediately press the button» is not clear; the 

alternative would be «press the button for 1 second».
 � Measurable. The goal should imply a quantitative measurability of the 

result. «The button must be pressed 180 times.»
 � Achievable. The goal must be feasible for a particular performer. «The 

button is always next to me.»
 � Relevant to the context. Achieving the goal should be provided with 

resources and not contradict the conditions. «This is not a self-destruct 
button. I can press it quietly and make a profit.»

 � Timed/Time-bounded — tied to a point / time interval. No binding — 
no goal (there are dreams). «The task of pressing the button must be 
completed by 16.00».

EXAMPLES OF GAME GOALS:
 � Reach the Business level in one game hour, buy at least three Big 

Businesses, and build your holding with an estimated value of over 
$2,000,000.

 � Collect 10 Culture Tokens, earn a Nobel Prize in three game hours, and 
win the game with Cultural Dominance.

 � Create a capital of $500,000,000 in 5 game hours.
To achieve your goals, you have to develop an ACTION PLAN in order 

to understand how to achieve the desired result within the specified time 
frame. The simplest and most common option is to go through all four levels 
of the game in stages and achieve dominance in one of the areas of society. 
In this plan, there are only 4 goals and a small set of tasks for each of them.

Here is an example of a simple plan:

«Finance & Investment» business simulator  
Winning Plan:

1) Level I. «Employee»
Goal: to leave the first level of the game and move comfortably and se-

curely to the second level.
Tasks: 

 � Create a financial airbag (exceeding monthly expenses by 10 times).
 � Accumulate starting  capital of at least $15,000.
 � Painlessly quit and go to the level of «entrepreneurship».

EXAMPLE: if your total expenses are $3,620 per month, then to en-
ter the «entrepreneurship» level, you should stock up on at least $36,200 
in order not to be afraid of bankruptcy for 10 months, and at least another 
$15,000 to start-up a small business organization.

2) Level II. «entrepreneurship»
Goal: to leave the second level, having generated a passive income that 

is at least twice the total expenses.
Tasks: 

 � Increase starting capital.
 � Establish or buy a small business.
 � Create several independent sources of passive income.
 � Enlarge the financial airbag.
 � Achieve such an increase in passive income that at its expense covers 

all expenses at least twice.
 � Go to the «businessman» level.
 � Receive a government subsidy 10 times higher than passive income 

when moving to the «businessman» level.
EXAMPLE: if your total expenses are $3,620 per month, then you need 

to have passive income of $7,240 per month to reach the  «businessman» 
level. When you reach the third level, you will receive a subsidy of $72,400.

3) Level III. « «businessman»
Goal: to win over other players by first fulfilling the minimum winning 

conditions.
Tasks: 

 � hire a Personal Secretary for $5,000 per month, who will now manage 
all your family affairs, which will free up time for more successful busi-
ness negotiations (allows you to ignore the «Family» and «MODE OF LIFE» 
cards and take «Luxury» cards instead of them). A necessary and obliga-
tory condition for the transition to the fourth level of the game!

 � To be the first of the players to create a passive income 10 times higher 
than all your expenses.

 � To be the first of the players to accumulate $1,000,000 in a personal ac-
count.

 � Create a group of companies that will significantly increase your cash flow 
and increase your capital to the fourth level.
EXAMPLE: If your total expenses are $8,620 per month, then to win the 

game you need to have passive income of $86,200 per month, and you must 
have $1,000,000 in your account.

4) Level IV. «Investor»
Goal: to win over other players by fulfilling the maximum winning con-

ditions and achieving total dominance in one of the areas of society or by 
acquiring your Own Dream.

Tasks: 
 � Invest in politics, economics and culture.
 � Create large corporations.
 � Handle multi-million dollar deals.
 � Become the absolute winner by first fulfilling one of the conditions:

1. You will be recognized as the «Finance King» of this country and 
the first Oligarch, if you are the first to collect $100,000,000 on your 
personal account.

2. You can win a «Political Victory» by being the first to collect 10 Poli-
tician Tokens (PT) and become the President of this country.

3. You can win a «Culture Victory» by being the first to collect 10 Cul-
ture Tokens (CT) and received the Nobel Prize.

4. You can perform a «Military Coup» by being the first to collect 10 
Force Tokens (FT) and become the Dictator of this country.

5. «Win by Key Metrics». In this case, you must score the maximum 
percentage of the fulfillment of each of the first four conditions. 
Victory is determined by the formula:

$ on accoun
+

FT
+

PT
+

CT

х 100% = Victory
$100,000,000 10 10 10

4 (number of indicators)

6. You can win the Victory by becoming an «Influencer», if you will be 
the first to collect 5 Force tokens (FT), 5 Culture tokens (CT) and 5 
Politician tokens (PT) and also accumulate $10,000,000 in your ac-
count.

7. You can complete the game and consider yourself the Winner, as 
soon as you can fulfill your Own Dream in the game by spending 
at least $10,000,000 on it (by receiving and paying for the corre-
sponding card).

Detailed game rules

DESCRIPTION OF THE GAME FIELD
The game field consists of 4 circular tracks, each of which represents one 

of the investment levels (the so-called «cash flow quadrant»). 

THE FIRST LEVEL — «EMPLOYEE» 
The large outer ring, having 24 sectors. Each player begins to move 

along it as an employee with a family, job and salary. Accordingly, he has the 
least opportunity to create and run a business. Most of the time he is forced 
to devote to work and his personal life. The corresponding sectors occupy 
most of this track.

The player’s task at the first level is to create a Financial Airbag, Passive 
Income and a capital stock to open their own business.

To move to the second level of the game «entrepreneurship», you need 
to get additional free time by quitting your main job. You can also get free 
time by climbing the career ladder at work or thanks to a dropped card.

«Bank» Cell 
Passing it or standing on it, the player receives his monthly cash flow or 

pays expenses if his income does not cover them. The amounts due are en-
tered in the «Cash desk» column. Also on this cell, the player has the right 
to open a deposit of 12% per annum, putting on its amounts in multiples of 
$1,000, buy gold bars or trade stocks of the «Index» MIF at the current mar-
ket price. If the player stops at this cell, a card from the «News» or «Terminal» 
decks is read out at the player’s request. On the «Bank» cell  with an arrow 
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up, the player can move to the second level of the game. You can leave the 
first level only by quitting from a job. The costs for the second level will have 
to be paid by yourself.

«Chance» Cell 
On it, the player chooses one card from one of four decks: «Mortgage», 

«FREELANCE», «STOCKS», «Development» based on their financial capabili-
ties and investment preferences. He has 30 seconds to make a decision and 
2 minutes to raise funds. After the transaction is completed, a card from the 
«News» or «Terminal» decks is necessarily read out at the player’s request.

«Work» Cell
On it, the information about the incident at the enterprise where the 

player works is read to him from the «Work» deck. This information may not 
apply to laid-off and individual entrepreneurs, distributors of network mar-
keting companies who do not have a main job (working outside their spe-
cialty). 

«Family» Cell
On it,  information about the incident in the player’s own life, relation-

ships, and family is read from the «Family» deck. This card is mandatory (if 
there are no liberating conditions). A player who has not fulfilled the require-
ments of the card has no right to make turns. 

THE SECOND LEVEL — «ENTREPRENEURSHIP»
You can only leave this level by creating a passive income that is twice 

your expenses. To get here, you have to quit your job. You can go here only 
through the «Bank» cell with an up arrow on the first level. The «Bank» cell 
of the second level of the game works in the same way as in the first level of 
the game.

At the second level, the player’s task will be to create a Passive Income 
that is 2 times higher than his expenses. 

«Chance» Cell
The possibilities of the player are greatly expanded. Now he can: 

 � choose one card from one of the four decks from the second level of the 
game «entrepreneurship»: «Real Estate», «Rentier», «Exchange», «Invest-
ments»;

 � or choose one card from one of the four decks from the first level of the 
game «Employee»: «Mortgage», «Freelance», «Stocks». 
He has 30 seconds to make a decision and 2 minutes to raise funds. Af-

ter the transaction is completed, a news card is necessarily read out to the 
player’s choice from any of the four вуслы: «Messages» or «Signals» of the 
second level of the game, «News» or «Terminal» of the first level of the game.

«Entrepreneur» Cell
On it, the player is read information about the opportunity to do busi-

ness, open or buy a small business from the «Entrepreneur» deck.

«Mode of life» Cell 
On it, the player is read information about the incident in his own life, 

relationships, and family from the «Mode of life» deck. The conditions are 
met taking into account the second level of the game: here the expenses on 
this card are doubled. The card is obligatory for execution (if there are no ex-
empting conditions). A player who has not fulfilled the requirements of the 
card has no right to make a turn. 

THE THIRD LEVEL — «BUSINESSMAN»
You can go to the third level only by generating a Passive income that is 

2 times higher than expenses. At the same time, you can return back if Pas-
sive Income decreases. Auditors are required to monitor compliance with 
this requirement.

Upon reaching the target passive income, the player receives one-time 
support from the State Investment Fund. The amount of the subsidy is 10 
times the passive income generated by the player. This money was issued in 
the form of an interest-free, non-repayable loan. They will return to the state 
in the form of taxes and payments from the created jobs. There is no need to 
return the subsidy as long as the player remains in the third and fourth levels 
of the game. If the player’s passive income falls below the «twice as much as 
expenses» mark at level 3, the player immediately returns to the «Employee» 
or «entrepreneurship» level. To return to the third level, he will first have to 
return the previously issued state subsidy. When you re-enter the third level, 
the state subsidy is no longer issued. 

The task of the player at the «Businessman» level is to create an excess fi-
nancial mass and a steadily growing Passive Income in order to subsequent-
ly achieve one of the winning conditions or move to the fourth level of the 
game — «Investor» level. 

To move to the fourth level, you need to hire a Personal Secretary for 
$5,000 per month, who from now on will manage all your family affairs. It will 
free up time for more successful business negotiations (allow you to ignore 
the «Family» and «Mode of life» cards in the game and take the «Luxury» 
cards instead of them) and create a passive income that is 10 times higher 
than all your expenses.

«Business» Cell 
On it, the player is read information about the opportunity to open or 

buy a large business from the «Business» deck. After the transaction, the «In-
formation» card must be read. If all large businesses are sold out, or the cards 
have already been eliminated (it is considered that there are no more offers 
on the market), you can read a card from the «entrepreneur» deck of the pre-
vious level. If those cards are also out of the game, a card from any decks of 
the «Chance» cell is read out.  

«Chance» Cell
The player can: 

 � choose one card from one of the four decks from the second level of the 
game «entrepreneurship»: «Real Estate», «Rentier», «Exchange», «Invest-
ments»;

 � or choose one card from one of the four decks from the first level of 
the game «Employee»: «Mortgage», «FREELANCE», «stocks», «Develop-
ment»».  
He has 30 seconds to make a decision and 2 minutes to raise funds. After 

the transaction is completed, a card from the news of any level of the play-
er’s choice is necessarily read out: 

 � «Information» of the third level of the game;
 � «Messages» or «Signals» of the second level of the game;
 � «News» or «Terminal» of the first level of the game.

If a player from the third level decided to temporarily move to the 
second level, then after the deal, news cards are read out for him on the 
«Chance» cell to choose from any of the five news decks of the three levels 
of the game.

«Luxury» cell
On it, the player is read information about the opportunity to buy luxury 

items, cultural masterpieces, or invest in socially beneficial initiatives from 
the «Luxury» deck.

«Mode of life» Cell
On it, the player is read information about the incident in his own life, 

relationships, family from the «Mode of life» deck, and its conditions are met 
taking into account the third level of the game: here the expenses on this 
card are tripled. This card is mandatory (if there are no liberating conditions). 
A player who has not fulfilled the requirements of the card has no right to 
make the next turn.

«Bank» Cell 
The «Bank» cell of the third level of the game works in the same way as 

in the first and second levels of the game. The player can go to the fourth 
level at any time through the «Bank» cell of the third level with an up arrow, 
changing the direction of movement. If the player stops at this cell, he rolls 
the die and learns the news about his business. If the die rolls from 1 to 3, 
a card from the «Problems» deck is read out; if it falls from 4 to 6, a news card 
is read out from any of the five decks of three levels of the game: «Informa-
tion», «Messages», «Signals», «News», or «Terminal».

On the «Bank» cell of the third level, the player has two additional op-
tions: «Swiss Bank» and «Bank in the Cayman Islands», which allow you to 
safely hide and save money.

In a Swiss bank, you can place deposits from $500,000, while the bank 
takes a 12% commission per year for storing your funds. A bank in the Cay-
man Islands accepts any amount, however, each transaction — both replen-
ishment and withdrawal — will cost you 10% of the deposit / withdrawal 
amount. But neither the Department of Financial Investigations, nor the tax 
authorities, nor the police, nor the prosecutor’s office will find this money.

THE FOURTH LEVEL —  «INVESTOR» 
Players enter here solely for the purpose of investing in certain areas 

and achieving dominance in them. At this level, life moves faster and more 
active — the investor has much more profitable opportunities and chances.

The track of the fourth level consists of only six cells: «Finance», «Pol-
itics», «Culture», «Stock Exchange», «Dreams & Goals» and «Real Estate 
Agency. 

«Finance» Cell 
Works as a third Level «Bank» cell with all its features and as a «Chance» 

cell of any game level. In this cell, the player is also read a card from the «Fi-
nance» deck of the fourth level. After a deal with this cell, the player rolls 
the die and learns news about his business. If the die rolls from 1 to 3, a card 
from the «Problems» deck is read out; if it falls from 4 to 6, a news card is read 
out from any of the five decks of all levels of the game: «Information», «Mes-
sages», «Signals», «News», or «Terminal».

«Culture» Cell
In this cell, a card from the «Culture» deck is read to the player. If a player 

does not wish to use the ability to influence the culture of a country, the cell 
can be used as a «Chance» (see below).

»Politics» Cell
In this cell, a card from the «Politics» deck is read to the player. If the play-

er does not wish to use the ability to influence the politics of the country, the 
cell can be used as a «Chance» (see below).

Invariance of «Finance», «Culture» and «Politics» cells
If at the fourth level in any of the «Politics», «Finance» or «Culture» decks 

the cards have run out (sold out), or if the player wants to use these cells in 
a different way, then the player of the fourth level has the right to open one 
card from any one a deck suitable for the «Chance» cell of all levels at his 
choice:

 � «Business» and «Entrepreneur»;
 � «Real Estate» and «Mortgage»;
 � «Rentier» and «Freelance»;
 � «Exchange» and «Stocks»;
 � «Investment» and «Development».

«Stock Exchange» Cell
In this cell, a level 4 player can buy or sell any stocks at the market price 

without limit on the lots. The number of stocks available for sale is deter-
mined by rolling two dice:

 � «Cross Market» — up to 50,000 pieces;
 � «Leader Trade» — up to 50,000 pieces;
 � «Old Traditions» — up to 20,000 pieces;
 � «SB MCSP» — up to 10,000 pieces;
 � «GOPP» — up to 10,000 pieces;
 � «National Gas» — up to 20,000 pieces;
 � «Beta-Capital» — up to 10,000 pieces.
 � Mutual Fund «Index» — up to 50,000,000 pieces.
 � Up to 100,000 GF can be purchased.

You can also open short bets on all types of stocks on this cell.

«Real estate agency» Cell
In this space, a level 4 player can try to sell any of their properties. A roll 

of two dice indicates how much more of the original cost the buyer will of-
fer: each number on the die is 20%. When selling, do not forget to deduct 
the mortgage!

«Dreams & goals» Cell
In this cell, a card from the «Dreams & Goals» deck is read to the player. If 

the player pulls out his dream and is able to realize it, he wins the game. You 
can’t win by fulfilling someone else’s dream, but the cost for the next player 
is doubled! If he did not manage to be the first, then now he has to be cooler.

At the beginning of the game, each participant chooses one of ten cards 
and writes his name on a special cover with a marker. There can be sever-
al names on one card — players can have the same dreams. The cards are 
mixed and stacked face down, like all other decks, on the table.

The one who can fulfill his dream first will win. Each dream has its own 
cost and monthly maintenance costs:

Name:    Cost: Expenses:
 � Medieval Castle    $10,000,000  $150,000
 � Hospital named after You   $10,000,000 $150,000
 � Temple of Your own faith   $25,000,000 $50,000
 � Private island    $20,000,000 $50,000
 � Private jet    $15,000,000 $100,000 
 � «Sea Wolf» Yacht    $15,000,000 $100,000 
 � Annual Award    $10,000,000 $150,000
 � University named after You  $10,000,000 $150,000
 � Health Fund    $15,000,000 $100,000 
 � Suborbital flight into space  $15,000,000        

or 
 � Space flight for a week  

to the International Space Station  $50,000,000

If the player does not like any of the above, he has the right to write his 
Own Dream on any card with a marker and indicate his name. However, in 
this case, the cost of the dream must be at least $25,000,000, and the player 
must understand exactly what he wants and describe it in as much detail as 
possible to other players or to the host.

After any transaction at the «Investor»’s level, a card from the news 
decks of any level of the player’s choice is necessarily read out: 

 � «Information» of the third level of the game;
 � «Messages» or «Signals» of the second level of the game;
 � «News» or «Terminal» of the first level of the game.

DESCRIPTION OF THE DECKS OF CARDS
All situations in the game are distributed in 24  card decks of different 

colors by levels (see page 1): 

Level I
«Employee»

 � 01. Family. 22 situation cards
 � 02. Work. 25 situation cards
 � 03. Freelance. 32 situation cards
 � 04. Mortgage. 24 situation cards
 � 05. Stocks. 41 situation cards
 � 06. Development. 31 situation cards
 � 07. News. 37 situation cards
 � 08. Terminal. 30 situation cards

Level II
«Entrepreneurship»

 � 09. mode of Life. 20 situation cards
 � 10. Entrepreneur. 34 situation cards
 � 11. Rentier. 22 situation cards
 � 12. Real estate. 20 situation cards
 � 13. Stock market. 41 situation cards
 � 14. Investments. 32 situation cards
 � 15. Messages. 47 situation cards
 � 16. Signals. 32 situation cards

Level III
«Businessman»

 � 17. Luxury. 20 situation cards
 � 18. Business. 30 situation cards
 � 22. Problems. 30 situation cards
 � 23. Information. 30 situation cards

Level IV
«Investor»

 � 19. Finance. 28 situation cards
 � 20. Culture. 20 situation cards
 � 21. Politics. 22 situation cards
 � 24. Dreams & goals. 20 situation cards

01. FAMILY. 22 situation cards
Mode of life, family, children — this is what will periodically distract 

players from the process of building a prosperous future. You have to devote 
time to the family, spend some money on recreation and entertainment, as 
well as on your own housing.

In this deck the most joyful event awaits you! Birth of a child! But re-
member: after the next child appears in the family, within 4 circles (12 
months) you will not have the next one, since it takes time to become preg-
nant and bear another child. After the birth of the baby, enter the number 4 
in the «Counter of turns, months, laps» (see the article «PLAYER`S SHEET» 
on page 8) and change it with each lap completed. 

02. WORK. 25 situation cards
At the «Employee» level, most of the time a person is occupied with 

work and personal life. These two circumstances are strongly interconnect-
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ed and have the greatest impact on the search for investment and capital 
growth opportunities. The employee has too little time to look for profitable 
investments.

In the «Work» deck, there are both troubles and pleasant bonuses, ca-
reer opportunities, and training. You can use this deck to build a sustainable 
career and earn your first million dollars by becoming a TOP manager. But 
beware of layoffs! 

03. FREELANCE. 32 situation cards
The most likely way for an employee to increase their starting capital is 

to find additional work or odd jobs. This deck contains a lot of opportunities: 
from hack work and extra jobs in the specialty to the provision of intermedi-
ary services. Players can participate in contests and lotteries, try their luck at 
gambling establishments, count bonuses and prizes at startup events. You 
can also try to create your own network marketing structure and create pas-
sive income through MLM. 

04. MORTGAGE. 24 situation cards
One of the simple and fairly inexpensive ways to earn your first capi-

tal is to find undervalued properties and then resell them. This deck con-
tains plots of land,  cottages, cheap apartments and offices, mainly on the 
outskirts of the city and outside the ring road, which determines their low 
cost. For the purchase of properties, the central bank offers players special 
loans for real estate (see the article «LOAN FOR THE PURCHASE OF REAL 
ESTATE AND OTHER ASSETS» on page 12), which greatly facilitates the 
purchase. To invest in the objects on this deck, you will need from $2,000 
to $200,000.

05. STOCKS. 41 situation cards
The stock market in the game is represented by several decks of cards. 

Stock trading and simple speculation in the currency and stock market are 
the most accessible tools for a novice investor. A low entry threshold allows 
people with any income level to make money buying/selling securities and 
currencies. It remains only to determine the level of risk with which the play-
er is going to invest and choose the appropriate instrument. 

Penny stocks
Players have access to stocks of penny companies — the most appetizing 

and risky. These are companies that have just entered the stock market, and it 
remains to be seen whether they will become mega-successful corporations 
or fly out of the pipe. They are cheap and usually do not pay dividends, but in 
the future they can bring millions.

The game features two recently organized companies that have put their 
stocks on the stock exchange: «Cross Market» (CM) and «Leader Trade» (LT). 
Such stocks are sold in lots of 100 pieces at the current market price (see the 
price in the market sheet). The historical limit of fluctuations of «Cross Mar-
ket» stocks before the events described in the game ranged from $10 when 
entering the market to $30 at the maximum. The historical limit of fluctua-
tions of «Leader Trade» stocks is from $30 when entering the market to $60 
at the maximum. In the game, the prices for these stocks can change repeat-
edly. With a significant drop, these companies may even be more likely to go 
bankrupt than others.

When ruined, all players lose the stocks of these companies. If an investor 
is found who is able to issue new stocks, they are bought under new condi-
tions and entered on a new line in the report. You cannot keep the old stocks 
of a bankrupt company.

Income stocks
Stocks of stable companies are more expensive and may even gener-

ate a small amount of passive income. They also fluctuate in price, but not as 
much as penny stocks. In the game, such stocks are represented by the «Old 
Traditions» company . They have an average cost, they almost do not fluctu-
ate in price and bring income from 20% to 40% per annum. The historical lim-
it of fluctuations of «Old Traditions» stocks (OT) before the events described 
in the game was from $60 when entering the market to $120 at the maxi-
mum. The amount of dividends can change (it is determined by the board 
of directors of the «Old Traditions» company), but this happens quite rarely.

«Blue Chips»
The stronger position is occupied by «Blue chips» — stocks of large and 

stable corporations. They are expensive, market fluctuations in their value 
are relatively small. They bring a fixed income to their owners and serve as 
a tool for preserving capital.

In our game, these are the stocks of the «National Gas» company (NG). 
This concern is controlled by the state, so it practically cannot go bankrupt, 
and its stocks cannot depreciate. Accordingly, they are expensive, fluctuate 
depending on the country’s foreign policy and always bring a small stable 
income — about 36% per annum.

Financial pyramids
We have not bypassed in this game such a phenomenon as financial 

pyramids. Of course, with their help, you can earn. But you can also lose! It 
is the most risky tool based solely on human greed. By investing in this tool, 
you will never know when exactly the pyramid will collapse and investors 
will lose their money. You will be promised 30%, 50%, and even 100% per 
annum, and you may entrust your money to them. And maybe you will have 
time to return the investment. Or maybe not! You decide.

The «Beta-Capital» financial pyramid was created shortly before the 
events described in the game. At the beginning of the game, this project is 
doing very well: the company has attracted many investors, listed its stocks 
on the stock exchange and trades them. Management pays huge dividends. 
The «Beta-Capital» stocks (BC) are expensive and bring a large income — 
from 48% to 144% per annum. They, like other stocks, are traded on the 
stock exchange and can also rise and fall in price. When the company went 
public, these stocks were worth $1,200 apiece.

Currency speculation
If players have the skill and desire to speculate in currencies, at their ser-

vice is the currency pair Gallic Franc / Dollar and the electronic cryptocur-
rency FlixaCoin. 

Gallic franc (GF)
Gaul is an independent republic somewhere far away in Africa, a former 

colony. Its ambassadors have recently arrived in our country. This is a very 
unstable currency, the dollar equivalent which can range from $0.1 to $10 
per 1 GF. Players can trade francs, open dealing centers and exchange offices. 
You can also invest your money in organizing a system of electronic wallets.

FlixaCoin (FLC)

In the game, you can buy stocks of an existing fund — a small part of 
the ownership in such an organization. For example, the «Index» Mutu-
al Investment Fund, organized by the state, invests depositors’ money in 
a package consisting of a certain number of stocks of each company trad-
ing at that moment on the stock exchange. The value of such a package is 
the sum of the value of all the stocks included in it (sometimes with a cer-
tain coefficient for each stock). An ordinary investor cannot always buy one 
stock of all types and create such a package for himself, but if the «Index» 
fund does it for him, the investor will be able to buy a small share in this 
package in the form of stocks of the «Index» mutual fund itself. If the econ-
omy is stable, then usually the stock prices of all companies on the market 
rise in price and their total price also rises. In this case, the market index is 
said to be rising. This, accordingly, causes the growth of the stocks of the 
«Index» Mutual Investment Fund. With each change in the price of stocks of 
the «Index» Mutual Investment Fund, this fund issues a new issue of stocks 
with strictly fixed dividends: 12% per annum for each stock. You can buy or 
sell stocks of the «Index» Mutual Investment Fund only on the «bank» cell!

06. DEVELOPMENT. 31 situation cards
This deck contains various educational programs, advanced training 

courses, training that can contribute both to the development of a player’s 
professional career at the first level of the game «employee», and to increase 
business efficiency at all subsequent levels of the game. Personal coaching 
and mentors help the player develop his business.

07. NEWS. 37 situation cards
News within the country and worldwide affect the activities of compa-

nies and enterprises, the standard of living and the purchasing power of the 
population. Changes in legislation can both raise the level of business and 
lower income below profitability. Catastrophes and natural disasters can sig-
nificantly spoil the mood of the players (of course, if they are not insured). The 
«News» deck covers national events in a similar way to the central state televi-
sion channel. Can be mixed with the «Terminal» deck.

08. TERMINAL. 30 situation cards
This deck contains information about changes in stock prices. «Termi-

nal» is the screen of the player’s computer, on which he logs into his own 
account in the Internet trading system and sees the charts. Upon receiving 
information from this deck, the player can give the broker an order to sell his 
securities at the last fixed market price. Can be mixed with the «News» deck.

09. MODE OF LIFE. 20 situation cards
This deck is a continuation and addition of deck #01. «Family» of the first 

level. Operates similarly. It becomes available from the second level of the 
game «Entrepreneurship». Keep in mind that the costs for it are much higher. 

10. ENTREPRENEUR. 34 situation cards 
This deck contains opportunities to invest in the creation and develop-

ment of your small business, to engage in entrepreneurship and freelanc-
ing. You can organize your own startup and try to find venture capital in-
vestment. There is an opportunity to create and develop an MLM network 
structure. 

11. RENTIER. 22 situation cards 
When the players already have the first savings, they can be spent on in-

vesting in instruments with a guaranteed passive income. This deck contains 
opportunities to buy shares into a profitable business or a piece of rental 
property, participate in equity investments, open franchise businesses un-
der large brands that are guaranteed income due to their successful finan-
cial model and well-known name.

12. REAL ESTATE. 20 situation cards
Empty plots of land in the city (for development), elite houses and cot-

tages, luxurious apartments with renovation and advantageously located of-
fices in the city center will require players to make the much more invest-
ment. The player will need from $20,000 to several million dollars, because 
office buildings, apartment buildings and entire cottage villages will be avail-
able. A real estate loan will help to carry out most transactions, but cash is 
always needed for the down payment.

13. STOCK MARKET. 41 situation cards
Continuation of deck #05. «Stocks» of the first level. Operates similarly. At 

the same time, more complex and risky operations in the stock market are  
becoming available to already experienced investors who were able to move 

to the «Entrepreneurship» level. With the help of brokers, you can carry out 
margin trading in currencies, enter into futures contracts and options (see the 
article «OPTIONS» on page 10). With enough assets, players can short sell and 
open short bets. With a fair amount of capital, players will even be able to par-
ticipate in IPOs and stock issues of various companies. This deck adds the abil-
ity to participate in trading privatization vouchers of foreign enterprises.

Vouchers
Vouchers are a type of securities, such as: a receipt, a guarantee, a priva-

tization check. In our game, vouchers are used as bearer government securi-
ties issued by several independent republics in the expanses of the former 
imperial state in order to denationalize and privatize leading local enterpris-
es. They have a nominal value and can be used as a means of payment for 
the purchase of privatization objects. You can only buy them by hand and 
later put them up for sale on the exchange. 

There are two types of such privatization checks in the game: vouch-
ers of the State in Backwoods Mega Cheese-Smelting Plant (SB MCSP) and 
the Geezeenbey oil production plant (GOPP). To purchase them, players will 
have to travel to the  Geezeenbey state or the State in Backwoods. The cost 
of such vouchers can range from $200 to $10,000. 

14. INVESTMENTS. 32 situation cards
This deck adds the opportunity to participate in the privatization of for-

eign enterprises, buy bonds of large companies, government Eurobonds. 
Here, capital preservation instruments and low-risk securities become avail-
able. There are also some high-risk ultra-aggressive investment.

15. MESSAGES. 47 situation cards
Continuation of deck #07. «News» of the first level. Operates similarly. 

However, it is no longer television general news, but personalized informa-
tion sent to professional investors by mailing lists and postal mail. Therefore, 
in the «Messages» deck you can find more profitable offers for the sale of pre-
viously acquired assets. Can be mixed with the «Signals» deck.

16. SIGNALS. 32 situation cards
Continuation of deck #08. «Terminal» of the first level. Operates similarly. 

However, it contains not only charts in the online trading system of the player 
himself, but also signals from brokers, which allows you to earn more than 
usual. Available only to experienced investors from the second level of the 
game and above. Can be mixed with the «Messages» deck.

17. LUXURY. 20 situation cards 
You can’t forbid living in luxury! And this rule is guided by real oli-

garchs. Someone collects yachts and planes, someone does charity work, 
someone goes into politics. 

There are opportunities that may seem like a crazy waste of money to 
an ordinary person In this deck, but for an oligarch they can be fundamen-
tally important. Perhaps you dream of creating a sports club for children 
or building a museum? Do you want to organize the coolest music festival 
in your small town and bring the coolest DJs in the world there?  Perhaps 
there is a desire to perpetuate the memory of the heroes and lay a park in 
the center of your native city? That’s what patrons do. Or maybe you just 
dream of collecting art or expensive foreign cars? Then this deck is for 
you! It is also important that luxury items can bring the necessary tokens 
of Force (FT), Culture (CT) or Politics (PT) to win.

18. BUSINESS. 30 situation cards
On this deck, a successful entrepreneur will be able to find and buy busi-

nesses, firms and companies that have a steady cash flow and a wide customer 
base. Most importantly, it is possible to create trade networks and holdings by 
bringing together synergistic enterprises. For example, the owner of an agricul-
tural farm will be able to open a network of vegetable stalls, which will reduce 
the total cost of the two enterprises and increase the cash flow of the entire 
holding.

22. PROBLEMS. 30 situation cards
Not the most pleasant deck, but nevertheless extremely useful! It is 

no secret that business is a complex thing, and therefore it is necessary 
to learn how to get out of difficult situations and solve difficult issues in 
order to keep your business afloat. In this deck, businessmen may face 
raiding and bribery, denunciations and slanders to tax and regulatory au-
thorities. Regulatory authorities can make claims against a business orga-
nization, auditors can find errors in accounting. Competitors will not give 

Peer-2-Peer electronic currency, cryptocurrency is a kind of digital 
currency, the creation and control of which are based on cryptographic 
methods of information protection. Cryptography provides confidentiality 
(the impossibility of reading information by outsiders) and data integrity (the 
impossibility of imperceptibly changing information) about user contributions. 
Accounting for cryptocurrencies is decentralized, which makes it difficult 
for the state to track their turnover and causes a lot of controversy about the 
legal regulation of the market. Banks, tax, judicial and other public or private 
authorities cannot influence the transactions of any participants in the 
cryptocurrency payment system. The downside of cryptocurrency technology 
is that there is no trusted node in the network that could guarantee and confirm 
the correctness of operations, there is no way to challenge transactions in the 
judicial system. Blockchain technology is used for regulation: transactions are 
combined into blocks to store data, from which a continuous chain is formed by 
the inclusion of a certain code of the previous block in the current block. Thus, it 
is impossible to change a block without changing similar code in all subsequent 
blocks. Only the longest chain of blocks is considered true, all the codes in which 
meet certain requirements, the replacement of which is difficult or expensive. In 

fact, the regulator of the cryptocurrency is its users themselves.

The electronic currency FlixaCoin is a highly volatile and risky instrument. 
In the game, the price of FLC coins ranges from $100 when buying tokens to 
$24,000 when the cryptocurrency exchange opens, roughly reflecting the his-
torical rise in prices for the most famous cryptocurrency coin in the world, Bit-
coin, against the US dollar over a period of more than a decade. When selling 
back FLC will also have to pay a 10% commission. If the player does not sell the 
FLC before the end of the game, then when calculating the assets, their total 
value is taken into account at the market price. 

Mutual funds
Mutual funds are organized by the most successful stockbrokers. Bor-

rowing money from shareholders, they use it to increase their own lots of 
stocks and insure investment risks. Using their past successful experience 
and intuition, they trade larger volumes of stocks with the funds raised and 
increase their and your income. The fund manager receives his small per-
centage, and you receive the promised interest on the deposit.
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rest either, not always leading a fair game. We must be prepared for the 
fact that business income may decrease. And it may still have to be de-
fended in the courts.

23. INFORMATION. 30 situation cards
This stack contains news from the world of big finance. You can only 

learn them one-on-one from experts and mentors by visiting business clubs 
and private events. Rumors about which funds are interested in buying real 
estate, which business angels are buying startups, which multinational cor-
porations are interested in local business — all this is only in this deck. The 
most profitable offers for the sale of previously acquired assets are only in 
this deck.

19. FINANCE. 28 situation cards
This «Investor»’s level deck will be useful for those players who want to win 

by accumulating the most financial capital. With its help, you can build and de-
velop your own bank. You can invest in risky investments with high returns, 
finance, high-tech projects and developments that promise large patent pay-
ments. It is also possible to organize expeditionary development of shelves and 
mines, to create resource-extracting enterprises.

20. CULTURE. 20 situation cards
If the player wants to win the Nobel Prize and win through cultural domi-

nance, he should invest in the development of culture in the region. Media 
business, film production, music, art is available here. A special contribution 
to the moral and spiritual development of society will be the support of such 
important areas as medicine, education, entertainment, and charity.

21. POLITICS. 22 situation cards
To become the President of the country, the player will have to be ac-

tive in politics: engage in lawmaking, finance public initiatives, initiate so-
cial projects for the poor, build their own political party and participate in 
elections.

If a player prefers to resolve issues from a position of strength, then he 
will also have access to the tools of forceful influence of competitors with 
the help of the army and the Ministry of Internal Affairs. If you manage to get 
the location of the generals of the leading law enforcement agencies, then it 
becomes possible to carry out a coup d’état and become the sole ruler of the 
country, dictator.

24. DREAMS & GOALS. 10 situation cards
This deck contains special cards that are different from the other 670 

pieces. These cards are laminated. 
The top half of the card has a standard «dream» pattern written on it. 

The bottom half is empty. The player can enter his dream there. However, 
he can do this only if he can accurately describe it to other players, name 
the company through which this dream can be realized, indicate the ex-
act amount in excess of $25,000,000 (the dream must be ambitious!) And 
has an understanding of the monthly cost of its content. Otherwise, only 
the player’s name is written on the card, and the standard dream is taken as 
the game goal. The cards in this deck are shuffled. If a player landed on the 
«Dreams & Goals» cell and his dream fell out, and he is able to fulfill it, he 
wins the game ahead of schedule.

PLAYER`s SHEET

LEFT NARROW COLUMN (top to bottom)

Player Information
The upper left corner contains all the player’s personal data.

«Collected Tokens (Force, Politics, Culture)»
The number of tokens of each type collected by the player is entered into 

the corresponding cells. Upon reaching the number of 10 tokens in one of 
the cells or 5 tokens in each, the player (and ten million dollars in the account) 
wins using one of the dominance options: cultural, political, force, or financial 
and economic.

«Cash desk — cash and money in the account»
In fact, this is a player’s wallet, a plastic card with a supply of money, 

a safe at home. Money that is in a personal account, but not in a bank de-
posit. This is the most liquid part of the player’s assets. However, it is also 
the least protected. 

«Counter of turns, months, circles»
This field contains information about game processes that require the 

player to spend time. For example: real estate renovation, which can last 3 
months (one circle). In this case, it is convenient to enter three sticks into 
the player’s sheet in the «Counter of turns, months, circles» field and cross 
them out when passing through the «Bank» cell. If the player did not cross 
out the wand (did not take into account the time), it is considered that the 
process was interrupted or extended, and an extra month must be spent. It 
is impossible to cross out retroactively. The more carefully the player con-
trols the process, the more likely it is to be successfully completed. 

RIGHT WIDE COLUMN (top to bottom)
In fact, this is a cast of the financial and economic activity of the player 

for the entire period. It shows the book value of all assets and liabilities of the 
player and the income from them. The column is divided into four columns. 
There are reserved for economic information, and the fourth — on the far 
right — is reserved only for accounting for all types of income and expenses. 
Accounting is done on a column according to the rules of arithmetic. The bot-
tom right cell is the player’s monthly cash flow.

«Active income (salary)» 
This field contains information about all types of income received from 

the active time spent by the player. This is the main job in the received pro-
fession, part-time work and hack work, freelance. 

«Economic balance of income / expenses from the player’s assets / 
liabilities — passive income (p.i.)» 

Each row of these four columns contains information about the assets 
acquired by the player. In the «Name of the property, business, real estate, 
security» field, the full name of the purchased business, property, franchise, 
etc. is recorded. It is also useful to indicate its geographical location of ob-
jects — this is important when determining the sale value. In the «Purchase 
Cost» field, enter the price that is indicated on the card (for which the object 
was purchased). This is a reference for the player as the market value may 
change over time.

 The entered value cannot be changed! In the «Credit, mortgage, loan» 
field, the amount allocated by the bank for the purchase of an asset is re-
corded (see the article «LOAN FOR THE PURCHASE OF REAL ESTATE 
AND OTHER ASSETS» on page 10). If the object was purchased for the 
full price, zero is put in the «Credit, mortgage, loan» field. In the «Passive in-
come» field, the initial value indicated on the card is recorded. Note that it 
can also be negative! (Read more in the article «CASH FLOW» on page 2.) 
Every cell must be filled in to eliminate contentious issues! 

EXAMPLE. You bought 4 types of assets: 
1. Summer cottage in the suburbs — completely at your own expense for 

$50,000 for yourself, you do not rent it yet. Accordingly, credit and cash flow 
are equal to zero.

2. The office — bank gave you $80,000 at interest, provided that you depos-
ited $40,000 in cash. The cost of the loan is covered from the rent, but these 
funds are not enough. Therefore, the cash flow from this property is below 
zero. But you are counting on the increase in the value of the property in the 
future or on the increase in rent.

3. Patent — You took out a loan to obtain a patent for your invention and paid 
it in full at the expense of the bank. However, the deductions received by you 
fully cover the interest on the loan and even bring considerable profit!

4. Share in business (SiB) — You invested your own money in someone else’s 
business and now you’re making $100 a month with no worries and no 
work. But payouts can fluctuate depending on the state of the market and 
the economy.

Name of the property, business, 
real estate, security

Purchase 
cost

Credit, 
mortgage, 

loan

Passive 
income

Summer cottage in the suburbs $50,000 0 0

Office in the center $120,000 $80,000 -$400

Patent $22,000 $22,000 $1,000

Share in business $5,000 0 $100

Information about the securities acquired by the player is entered in 
the same column. Each name is on a separate line. It is convenient to re-
cord the quantity (it must be checked by the auditor when buying!) and 
the price at which this asset was purchased (this information is for refer-
ence: the price will constantly change). The same lines are used to write 
options (read more in the article «OPTIONS» on page 10).

EXAMPLE. You bought three types of securities:
1. At the moment when «Cross Market» stocks fell to $5, you decided to 

take a risk and buy an option to purchase these securities at $2 per 
stock. In the future, if the value of «Cross Market» stocks rises, you will 
be able to buy them from the seller at a price of only $10, no mat-
ter how much they cost. And now you have paid only $20,000 for this 
right. Remember that options are valid for a limited time only!

2. You bought 200 «Old Traditions» stocks at the lowest price at the mo-
ment when they began to bring good dividends. And you have a cash 
flow of $400.

3. You opened a short position on the «GOPP» vouchers for $70,000 by 
borrowing this asset from a broker and selling it today on the stock ex-
change. You do not cash out the money — they are pledged to the bro-
ker until you return the «GOPP»  vouchers. You are counting on a price 
reduction: by buying them cheaper, you will return the asset to the bro-
ker, and you will take the difference between the money received ear-
lier and the funds spent on the purchase of the asset. But if the price of 
the vouchers goes up, you will have to redeem them at a higher price 
and you will incur a loss.

Name of the property, business, real estate, security

CM — Call for 10,000 pcs. 2$ per each at the advertised price of $10. Total paid $20,000

OT — 200 pcs $80 each with an income of $2 per each. Cash flow = $400

GooP — short positions, -10 pcs for $7,000 per each

«Completed courses, trainings, impact on assets»
This field contains information about all training events that the partici-

pant attended in the game, and which have a permanent, and not a one-
time, impact on the efficiency of the business and him personally.

«Debt obligations to the state and other players» 
This field contains information about the funds lent to someone and 

about their own loans from other participants in the game. Any other con-
tracts and agreements between the players are also recorded here. They 
can serve as factual evidence in the analysis of complex game situations

«Passive income from all assets/liabilities» 
This field records the sum of all possible types of player income from en-

terprises, real estate, patents, securities.  

«Total Player Income (T.P.I. = all A.I. + P.I.)»
This field records the amount of active income (A.I.) and passive in-

come (P.I.).

«Total Player Expense (T.P.E.)» 
This field records the sum of all monthly expenses of the player. Please 

note: when changing the number of children, a new number is indicated in 
brackets and the amount indicated on the card is added.

«Monthly Cash Flow (M.C.F.)» 
In this field, the player records the difference between total income 

(T.P.I.) and total expense (T.P.E.). The resulting balance is the amount that is 
transferred to the player’s bank card on a monthly basis. When passing the 
«Bank» cell, this amount is added to the «Cash desk — cash and funds in the 
account» column.

MARKET SHEET

Each of the columns of the form refers to one of the types of securities 
on the market. Enter new values   in the table, crossing out the old ones. This 
will allow you to see the overall dynamics of changes in the value of assets.

IMPORTANT! The price of an asset cannot be negative. When the price 
falls below zero, the company goes bankrupt. Everyone loses stocks of this 
type and erases them in their sheets, and zero is recorded in the market form 
table. In the future, new investors can return the company’s stocks to the 
market, but they will have to be bought again and at a new price. The market 
sheet must be available to all players at any time during the game.

AUDIT IN THE GAME
The player on the right is obliged to monitor the correctness of entering 

information about transactions in the form of the player on the left. If an er-
ror is discovered for the first time, he must point out the error with the player 
and make the change himself. In case of detection of an error for the sec-
ond time, he is obliged to make changes to the report of the person being 
checked and withdraw a tenfold fine. Half of the penalty is paid to the player 
who discovered the error, the other is paid to the bank. 50% of the fine due 
to the bank must be paid. A player is allowed to make the next turn only if his 
auditor has confirmed the correctness of the calculations. The auditor has no 
right to detain a player for more than three turns in a row.

In the case of a mandatory audit card, the reports are checked not by 
the players on the right, but by the players on the left. The work of auditors is 
checked. If the player on the left finds an error in the report of the player on 
the right, a fine is assigned to his auditor. The amount of the fine is 100 times 
the amount of the error in the report of the person being checked. This fine 
is paid by the auditor of the auditee for improper work. One half of the pen-
alty is paid to the player who discovered the error, the other is paid to the 
bank. 50% of the fine due to the bank must be paid. 

TYPES OF TRANSACTIONS IN THE GAME
1. Refuse the deal. If the player has no funds, he can refuse the transac-

tion and send the card to the end. The discarded card is not returned to 
the game. A player cannot make a deal if his turn has passed.

2. Buy or sell an asset. When buying and selling an asset for the full 
price, the player makes changes in his form in the columns «Cash desk 
— cash and funds in the account» and «Economic balance of income / 
expenses from the player’s assets / liabilities — passive income (P.I.)».

3. Buy or sell an opportunity (act as an intermediary, realtor). If for some 
reason a player cannot or does not want to acquire an asset, he can sell 
the right to deal to another player. Conditions are determined through 
negotiations, for which no more than two minutes are allocated.

4. Organize an auction, tender. If a player’s bid is not of interest, but 
appears to be beneficial to several other players, the bid holder may 
organize an auction. The deal will be taken by the player who, after two 
minutes, will offer the largest amount. The value of the asset indicated 
on the card is paid off, to the bank, and everything that is traded from 
above goes to the account of the player who organized the auction.

5. Buy on shares (joint acquisition of assets). When an asset is purchased 
by several players, it is recorded in the report of each player indicating 
their share. For example, ¼ car wash. All indicators of the asset are also 
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recorded in the share equivalent. One of the owners is selected who 
will manage the subsequent development of the business. Only he has 
the right to decide on the sale. When selling such an asset, all players 
are required to remove it from the report. Please note that if one of the 
players has a card change regarding a jointly purchased asset, the same 
change will occur for all players.

6. Buy with a loan from a bank (read more in the article «LOAN FOR 
THE PURCHASE OF REAL ESTATE AND OTHER ASSETS» on page 
10). If a player finds a good deal, but does not have enough funds, he 
can leave a deposit with the seller and apply to the bank for a loan for 
the rest of the amount. In the game, the down payment (collateral) is 
usually between 10% and 30% of the market value of the asset.

To get a loan from a bank to purchase an asset, you must have cash to 
pay the collateral. Credit for credit is not issued by the bank!

After depositing cash into the cash desk, the bank pays out the rest of 
the money for the player. The interest on the loan is covered by income from 
the acquired asset and is already taken into account in the card. If the player 
wants to increase income, then he must repay the loan one time.  
7. Borrow money from another player. If the player does not have enough 

money, he can borrow it from other players in the game. The terms of the 
deal are determined by the players themselves. To account for loans, the 
column «Debt obligations to the state and other players» are used.

8. Borrow or pledge an asset. The player can temporarily transfer his asset 
to another participant in the game by making appropriate adjustments to 
the player’s sheet. At the same time, it is important to note in the column 
«Debt obligations to the state and other players» the essence of the con-
cluded contract.

9. To sign a contract. Players can enter into other agreements among 
themselves: to be hired, to provide services, to look for opportunities. 
The essence of the agreement in order to avoid disputes must be dis-
played in the column «Debt obligations to the state and other players» 
and signed by the players.

10. Submit an application to the «Court» for $500. The host or jury of 
the players who are not interested in the case resolve the dispute be-
tween the players. Each side is given 2 minutes to accuse and defend. 
The jury (judge) has 2 minutes to make a decision. The losing party 
pays the costs of the court in the amount of $500 x the number of ju-
rors. Each juror receives $500 for court work.  

11. Sell   / transfer / donate an asset to another player. Before his turn, 
a player can initiate negotiations with other players and sell his assets 
to them at an agreed price, or to the bank for half the down payment. 
When selling, the loans of the enterprises must be repaid.

12. Operations with securities: stocks, bonds, put options, call options 
and other futures contracts are carried out only through the bank and 
are executed only for the player who pulled out the card, i.e. is currently 
listed on the stock exchange. Real assets and futures contracts can be 
transferred to other players on contractual terms, while the bank will 
only buy back real assets, such as stocks and bonds, for half the current 
market value. The bank is not interested in vouchers, futures, obliga-
tions.

13. Active income (salary, entrepreneurship, tutoring, freelancing) and 
income from network marketing («Business 4U» and «LIFEFLOWER») 
cannot be pledged in transactions between players or sold to other 
players.

14. Arrange insurance. If such an opportunity arises, the player can insure 
his assets against accidents and force majeure. Falling prices on the 
market, crises, raiding, new laws and management errors do not apply 
to insured events.

OPTIONS

OPTION TO BUY REAL ESTATE
The player can pay a small amount today for the pre-emptive right to 

purchase real estate in the future. In the game, the option to buy real estate 
works as follows: the player who has received such an opportunity pays the 
cost of the option. After that, he has the right to carry out any real estate 
transaction that has fallen out in the game, even if it should have gone to 
another player. In the event that two players have real estate options, the 
one that was bought first is exercised first. After exercising, the card such an 
option goes to the end. 

STOCK OPTIONS
An option (transaction with a premium) is the right to sell or purchase 

stocks (other assets) on the stock market in a fixed amount by a certain date 
at the option exercise price. For the person who writes the option, this oper-
ation is an insurance on his assets, for the player it is an opportunity to earn 
money. An option to buy — Call — is bought in anticipation of an increase 
in the stock price. A put option — Рut — is bought in anticipation of a fall in 
the stock price or in order to protect profits and investments.

Options have 5 components:
1. Stock name.
2. Option type — CaII or Put.
3. The option price (per stock in the package) is the option premium.
4. The expiration date (or expiration date) of an option is the set time 

within which the option must be exercised.
5. The set price (or exercise price, fixed price, posted exercise price) is the 

price at which an option holder can buy or sell stock on a fixed date.

Call option
In the case of a call option, the buyer pays for the stocks at the option 

price set by the seller (usually 10-30% of the market value at the time the op-
tion is written serves as collateral for a future transaction) in order to buy the 
stated number of stocks at a later date (before the expiration of the option) 
at the cost of use.

If stock prices rise above the exercise price of the option, the option 
holder can buy the stocks at the exercise price specified in the contract and 
immediately sell them at the current market price, making a profit. In the 
event of a fall in the value of stocks, the player has the opportunity not to ex-
ercise the option — then the player loses much less than when buying real 
stocks, and the seller of the option can manage to sell the stocks not to the 
player, but on the market. The deposit paid by the player earlier as a guaran-
tor of the failed transaction compensates the seller for the fall in the market 
price of the stocks. 

EXAMPLE: The market price of LT stocks at the time of buying the Call 
option is $10 per stock (indicated on the market form and on the card that 
fell out). The buyer pays a call option at $5 per stock (option premium) to 
later buy LT stocks at the stated strike price of $20. In this case, the buyer (or 
option holder) expects the price of LT stocks to rise. Let’s say the price on the 
exchange rises sharply to $40 per stock (the current market price). In this 
case, the buyer exercises the option and pays the seller $20 per stock (listed 
price instead of the current market price), as required by the contract, and 

immediately sells those stocks on the stock market at $40 per stock at the 
current market price. The profit for the buyer of the option is: $40 (current 
market price) — $20 (listed price) — $5 (option price) = $15 per stock. The 
seller of the option will earn $25 per stock.

Put option
In the case of a put option, the buyer pays for the stock at the price of 

the option and, instead of generating income from rising stock prices, makes 
his income from falling stock prices. The seller of the option undertakes to 
buy the stocks at a predetermined price, and the player, as the buyer of the 
option, undertakes to sell the stocks at that price. In the event of a fall in the 
stock price, the player buys the stocks at a lower price and immediately exer-
cises his put option, forcing the seller of the option to buy the stocks at the 
price stipulated in the contract.

EXAMPLE: The market price of CM stocks at the time of purchasing the 
Put option is $40 per stock. The buyer pays a put option at $15 per stock (op-
tion premium) to later sell CM stocks at a stated strike price equal to the 
market price at the time the option was purchased. In this case, the buyer (or 
option holder) expects CM’s stock price to fall. Let’s say the price on the stock 
exchange drops sharply to $10 per stock (the current market price). In this 
case, the option buyer buys stocks in the market at the current market price 
and exercises his put option, forcing the option seller to buy CM stocks at the 
strike price of the option, i.e. $40 per stock, as required by the contract, and 
not $10. In this case, the profit of the option buyer will be: $40 (declared 
price) — $10 (current market price) — $15 (option price) = $15 per stock. 

When to use options?
In the event of a rise in stock prices, many non-trader stockholders in-

sure their assets against a possible drop in prices by selling Call options. The 
player, analyzing the market and assuming a further increase in the stock 
price, can purchase these options. If the market price exceeds the value of 
the stocks described in the contract and the paid option price, the player 
will make a profit when the option is exercised. If the price falls, the player 
will incur losses.

If the player expects stock prices to fall, he buys a put option and waits 
for the rate to decline. If the market price does not fall below the exercise 
price of the option, then the player will incur a loss when exercising it or the 
option will depreciate. If the price drops below, the player will be able to buy 
back stock at a lower price and deliver at the contract price, earning on the 
difference.

Remember, to determine whether you will gain or lose by using an op-
tion, you should always refer to the option’s purchase price entry on your 
books and keep a close eye on price fluctuations. 

Risk hedging
The simultaneous purchase of Call and Put options is called hedging and 

is the simplest investment insurance. Wherever the stock price goes — up 
or down — one of the options will work, and you will make a profit. In the 
game, some options have a stop loss margin — a reserve of price growth or 
fall, at which the option is held.  

Option expiration date
The validity period or the period of use of the option to buy / sell in the 

business simulator «Finance & Investment» is limited to 9 months, i.e. three 
full circles (if there is no other information on the card). If the player has not 
exercised the option by the end of the third round, then the option expires 
and the option is worthless. To facilitate the process of accounting for op-
tions, the data on them is entered in the column «Counter of turns, months, 
circles» of the player’s sheet. The player’s auditor keeps a close eye on it. 

Short betting mechanism (short selling, shorts)
The player, as an individual, borrows stocks with a high current price 

from a stock broker (legal entity) for a short time, and then sells these 
stocks on the market without cashing out. The player expects that the price 
on the exchange will fall, and he will be able to buy similar stocks at a lower 
price and then return the borrowed number of stocks to the broker. In fact, 
the player is selling stocks that he does not have. On the profit from the sale 
of stocks at a high price, the player later buys back the same stocks at a low-
er price and returns them to the broker, paying tax only on the difference 
earned, and not on the full amount received from the sale.

In the «Finance & Investment» business simulator, the registration of 
short bets is simplified as much as possible. It will be enough just to indi-

cate the name of the stocks on the player’s sheet, the number of borrowed 
securities with a minus sign and the price at the time of opening, and en-
ter the validity period of short bets on this stock in the column «Counter of 
turns, months, circles.» The transaction tax is not taken into account: in real 
life, the whole scheme for processing a transaction is much more compli-
cated, while in the game only the general mechanism is worked out.

It should be noted that the size of short bets is limited to the amount 
that a player can cover in case of financial losses from his income (confirmed 
by documents — salary, real estate, business, interest) for no more than 10 
months. Thus, the maximum amount that a player can borrow stocks (they 
say: «go short») should not exceed ten monthly total income of the player.

EXAMPLE: LT stocks are currently trading at a market price of $30 each. 
You assume that the price will fall. You borrow 100 stocks with an agreement 
to return the stocks at a later date. Then you sell these stocks at a price of $ 
30 per stock, without cashing out the proceeds — they remain as a pledge 
with the broker until the stocks are returned. 

After a while, stock prices drop to $10 a stock. Now you buy LT stocks at 
this price and return them to the broker who lent them to you, and the bro-
ker gives you a cash deposit. You make $20 per stock. If the price does not 
fall, but rises, then you will lose the difference — after all, the stocks will have 
to be returned to the broker at a higher price.

The auditor of the player who opened the short bet is obliged to moni-
tor the time of its closing. Short positions contracts cannot be transferred to 
other players, they cannot be sold, they are not an asset. The bank periodi-
cally reviews the «short» positions of the players and may require the return 
of the stocks borrowed from the broker at any time during the game (due to 
changes in the market, according to the host’s input).

BANKING INSTRUMENTS

LOANS
There are five types of bank loans in the game: 

1. Loan for the purchase of real estate and other assets. Provided that 
the player makes in cash from 10% to 30% of the down payment of the 
price of the acquired asset, the state bank is ready to provide the player 
with a long-term loan with a low rate of 15% to 20% per annum. A loan 
is similar to a mortgage loan with the only difference that the player is 
immediately the full owner of the purchased object. 

This loan is designed for 30-40 years, and the playing time is limited to 
only ten years. Therefore, during this time, players do not notice a decrease 
in the size of payments. To repay such loans, annuity payments are used: 
equal amounts over the entire period, which consist of repayment of the 
principal debt and payment of interest on the balance of the loan. The first 
payments are mostly made up of interest on the loan and less — from repay-
ment of the principal debt. In fact, for the first 10 years, the player pays the 
bank only interest, without repaying the debt. 

The rent or lease payment charged by the player will partially or fully re-
pay his payments. If the participant in the game wants to increase the cash 
flow from the purchased asset by repaying the loan, then he will have to pay 
the entire amount at once. Interest paid to them before that is not returned 
(penalty for early repayment).

It is impossible to take any other loan, along with this loan in one day.

2. Consumer credit in a state bank. Any player at any time in the game 
can request a bank loan in the amount of a multiple of $1,000 at 120% 
per annum if he has an official workplace (does not apply to entrepre-
neurs). Every month, the player will pay 10% of the amount taken, until 
he repays the loan in full. The loan is entered in the column «Economic 
balance of income / expenses from the assets / liabilities of the player 
— passive income (p.i.)», and payments on it — in the column «Passive 
income» with a negative sign. 

EXAMPLE: You have requested a loan of $10,000.

Name of the property, business, 
real estate, security Purchase cost

Credit, 
mortgage, 

loan

Passive 
income

Consumer loan $10,000 $10,000 -$1,000

A consumer loan can be repaid at any time during the game in any 
amount that is a multiple of $1,000. When the principal debt decreases, 
the interest paid also decreases. The player can increase the consumer loan 

History of options
A call option is an option to buy. Gives the buyer the right to buy 

the underlying asset. The first mention of call options dates back to the 
second millennium BC. The first reliably known hedging-type investment 
was a call option trade and appears to have been made about 2,500 years 
ago. Aristotle recounted the story of the poor philosopher Thales, who 
demonstrated to skeptics the «universal financial mechanism» he had 
invented and profited by contracting with the owners of olive presses 
for the exclusive right to use their equipment to process the forthcoming 
harvest.  The press owners were happy to pass on the risk of future olive 
prices and receive payment up front as a hedge against a bad harvest. It 
turned out that Thales correctly predicted a rich harvest, and the demand 
for the services of olive presses increased. He sold his  olive press rights 
and made a profit. In the call option, Thales only risked his down payment. 
Although he did not invest in fields, workers, or olive presses, he was 
actively involved in olive production, taking risks that the olive farmers and 
press owners were unable or unwilling to take, and allowed them to focus 
on the production and processing of olives. They got income from their 
work, and he from his.

Put option — an option to sell. Gives the buyer the right to sell the 
underlying asset. Suffice it to recall the tulip boom in Holland. Tulip traders, 
who wanted to hedge their ability to build stocks when prices rose, bought 
call options that gave them the right (but not the obligation) to buy the 
product within a certain period of time at a specified price. Florists, seeking 
protection from falling prices, bought put options, giving them the right 
to deliver or sell tulips to another party at a predetermined price. The 
other party in these options, the sellers, assumed the risks in exchange 
for the premiums paid by the option buyers. Sellers of call options were 
compensated for the risk of rising prices, and sellers of put options were 

compensated for the risk of falling prices. 
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amount, but only as long as his monthly cash flow is above zero. As soon as 
the cash flow becomes negative, the bank will refuse to lend. Also, a con-
sumer loan cannot be taken at the time of obtaining a loan for the pur-
chase of real estate and other assets, i.е. on the day of buying a property 
or business with a loan.

In order to receive a consumer loan, the following conditions must be 
met:

 � Your monthly cash flow must be above zero.
 � You must be paid (be employed).
 � The amount of consumer credit is calculated on the basis of your salary 

and cannot exceed ten times its amount. 

EXAMPLE: If your salary is $3,200, you can borrow no more than 
$32,000 from the bank. Monthly payments will be $3,200. Consider your 
expenses and beware of taking the maximum possible amount: you can 
go into the red! Keep track of your monthly cash flow. 

3. Loan for business development in a state bank. Any player at any 
time in the game can request a bank loan for business development in 
the amount of a multiple of $ 1,000 at 120% per annum if he has pas-
sive income. In the report, such a loan is entered in the same way as 
a consumer loan. 
It can be redeemed at any time in the game with any amount that is 

a multiple of $1,000. The player can increase the amount of the loan for 
business development, but only as long as his monthly cash flow is above 
zero. As soon as the cash flow becomes negative, the bank will refuse to 
lend. A loan for business development cannot be taken at the time of ap-
plying for a loan for the purchase of real estate and other assets.

In order to get a business development loan, the following conditions 
must be met:

 � Your monthly cash flow must be above zero.
 � You must have passive income above zero.
 � The amount of the loan for business development is calculated on the 

basis of your passive income and cannot exceed five times its amount. 

EXAMPLE: If your passive income is $480, you can borrow no more 
than $2,400 from the bank. However, loans are only issued in multiples of 
$1,000, which means you can only borrow $2,000. Monthly payments will 
be $200. 

4. A loan secured by real estate in a state bank. Any player at any time 
in the game can request a bank loan in the amount of a multiple of 
$1,000 at 120% per annum if he owns real estate without credit obliga-
tions. In the report, this loan is entered in the same way as a consumer 
loan. 
It can be paid at any time during the game in any amount in multiples of 

$1,000. The player can increase the loan amount secured by real estate, but 
only as long as his monthly cash flow is above zero. As soon as the cash flow 
becomes negative, the bank will refuse to lend.

Unlike other types, a loan secured by real estate can be taken at the time 
of obtaining a loan for the purchase of new real estate and other assets. Ba-
sically, the player mortgages on their property for half of its value in order to 
increase their assets by buying new properties.

In order to get a loan secured by real estate, the following conditions 
must be met:

 � Your monthly cash flow must be above zero.
 � You must own the property in your entirety without any credit obliga-

tions.
 � A loan secured by real estate is issued based on half the market value 

of the property you purchased earlier.

EXAMPLE: If you own a $60,000 house that you previously bought 
entirely with cash, you can borrow no more than $30,000 from the bank. 
Monthly payments will be $3,000. Consider your expenses and beware of 
taking the maximum possible amount: you can go into the red! Keep track 
of your monthly cash flow.

5. Promotional credits in a foreign bank. Foreign banks occasionally of-
fer lucrative loans to gamers at much lower interest rates. Do not miss 
your chance! They are issued in the same way as government loans. 

DEPOSITS
The player can generate passive cash flow by opening deposit accounts 

with a state-owned bank. You can place any amount in multiples of $1,000 
at 12% per annum. Every month you will receive 1% of the invested amount. 
When withdrawing money from a deposit, you pay a 3% commission to the 
bank for cashing out funds.

Bankruptcy
1. Bankruptcy of companies.
2. Player bankruptcy..

BANKRUPTCY OF COMPANIES
When companies and joint-stock companies go bankrupt in the game, 

their stocks on the stock market can fall in price to zero (the price cannot be 
negative!). When this happens, all shareholders of the bankrupt company 
incur instant losses — they are required to remove all records of this type of 
stocks from the player’s sheet.

In the future, the company may be reorganized and its stocks may re-
turn to the market. If the company resumes its activities with a crisis man-
ager and makes a new stock issue, then the players who lost their stocks of 
the previous issue during its bankruptcy are not entitled to cash compensa-
tion or a return of stocks.

BANKRUPTCY OF A PLAYER
If a player does not have the funds to pay his expenses at the end of the 

month, he has several options. 

1. If the cash flow is negative, but not more than -500$, and there is 
no cash, but the player has a good salary and some assets, then the 
bank can provide a one-time loan to pay off the current debt (at the 
discretion of the banker/leader).

2. The player can try to solve his financial problems within two minutes 
with the help of other players. The bank will wait for the payment un-
til the end of the game «day».

3. Sale of assets. The bank will buy the assets acquired with a loan for 
half of the down payment paid by the player upon purchase. If the 
loan is repaid, the bank will pay half the market value of the asset 
at the TIME OF PURCHASE — this is the cost that was indicated in 
the sale and purchase agreement (in the game — a game card). 
Exchange-traded assets and securities owned by the player are 
bought by the bank for half of their market value at the current mo-
ment (see the market sheet). After the sale of assets, all the money 
raised goes primarily to pay off loans, pay off debts and reduce the 
player’s expenses. As soon as the cash flow reaches a positive level, 
the player exits bankruptcy. But then skips 3 turns to get away from 
stress.

4. The player can declare himself bankrupt, give up and leave the game. 
Unfortunately, this also happens in life: people get tired of fighting and 
return back to the impenetrably gray everyday life of calm and mea-
sured «work for uncle».

5. If the funds collected as a result of the sale of the bankrupt’s assets 
are not enough to cover the debts, but the player wants to con-
tinue the game, he is sent to a debtor’s prison for a certain period, 
where he works off his debts in a corrective labor colony. The time 
spent serving the sentence is determined by the turns of the con-
victed player and is noted in the «Counter of turns, months, circles» 
column. The term (number of turns) is determined by the severity 
of the crime: up to $10,000 — 1 year (12 turns), up to $100,000 — 2 
years (24 turns), from $100,000 and more — 5 years of strict regime 
(60 turns). A player can get out early if he can recoup the amount 
that landed him in jail. While serving a term, a player can get an 
education, work for other players, invest in exchange assets if he 
has money. After being released from prison, the player starts over 
with a new profession, «Janitor», whoever he was before. His salary 
is now $350 a month. Household expenses: $150, housing: $150 and 
monthly cash flow: $50. The only thing that remains unchanged in 
his report is the number of children born.

PROFESSION CHANGE
If a player wants to change profession, he needs to stop on the «Work» 

cell on the game field and roll one die once. To find a vacancy, you must roll 
6 points on the die. If less than that, there are no vacancies. You can choose 

a new profession from your rank or a rank below. It is impossible to choose 
a profession of the highest rank without undergoing special training. Train-
ing can be found in the deck of cards «Development».

MULTILEVEL NETWORK MARKETING IN THE GAME 
(MLM)

Players have the opportunity to participate in the MLM network busi-
ness. The game features two competing companies: «Business 4 U» and 
«LifeFlower». To receive passive income from them, you need to collect a cer-
tain number of cards and spend a certain amount of money on the develop-
ment of your structure. A player who has entered into a contract with one 
of these two network companies can, instead of his turn, build a network 
business.

When concluding a contract, the players make an appropriate entry on 
the player’s sheet. The fields «Cost» and «Credit» in this case serve to account 
for a growing organization (see example below).

 «LIFEFLOWER»
The «LifeFlower» company has softer marketing and a simple entry 

procedure. «LifeFlower» distributes dietary supplements and healthy plant 
foods and positions itself as a company that sells a real product that pro-
motes healing. The contract is cheaper — only $200, but the company’s cen-
tral office requires a monthly payment for computer maintenance of the 
contract in the amount of $20. Therefore, «LifeFlower» distributors start out 
with a negative cash flow. In a fortunate situation, they soon begin to re-
ceive checks from the work of their organization, and their passive income 
becomes positive.

«BUSINESS 4 U»
«Business 4 U» has tougher marketing. It is engaged in the promo-

tion of some super trendy and sophisticated computer Internet services. 
Even among the leaders of the company, many do not fully understand 
what exactly they are selling. But people willingly sign up to work with 
an innovative fashion brand. The contract is more expensive at $400, but 
does not require any subsequent payments. Therefore, «Business 4 U» 
distributors start with zero cash flow. With the right situation, they soon 
start receiving checks from the work of their organization, and their pas-
sive income grows.

It is not customary to be in two companies at the same time, but it is not 
forbidden either. If a player has two contracts, then in one turn, he can work 
with only one of them.

MLM leaders in the game can make a sale of a goods or a presentation 
of a business opportunity. At the same time, they lose their turn (game 
day) and move 1 cell forward on the game field. When moving, all sectors 
work, except for the «Chance» cell.

Sale of goods
1. The MLM distributor announces to the other players that instead of the 

current turn, he will sell his company’s products.
2. He rolls two dice. If on cubes: 

 � less than 7 points — the transaction did not take place;
 � 8 or more points — the player receives the amount of 10 times 

the amount rolled on the dice, multiplied by his level in the com-
pany.

EXAMPLE: The director of the «LifeFlower» dealership (level 3 in this 
MLM company) rolled 9 points, the deal went through, and she earned 30 
times more = $270.

3. After the sale, the player moves on the game field one sector forward. At 
the same time, all sectors work, except for the «Chance» cell. In this sector, 
only News cards are read out to the player.

Presentation of a business opportunity
1. Before his turn, the player announces to everyone that he is holding 

a presentation of his MLM structure.
2. The presentation to other players does not require capital investment 

and is called the «home circle». The player has 2 minutes to explain to 
other participants in the game the benefits of working in his network 
structure. If a player signs at least three real people at the gaming table 
(signs contracts), he automatically moves to the second level of the 
MLM structure (in both network companies). For each signed person, 
the player receives a bonus of 50% of the contract value.

3. To conduct a presentation for the rest of the population of the republic 
(virtual people), it is necessary to rent a room, rent equipment and pay 
organizational expenses in the amount of $500. 

4. The number of virtual people signed after such a presentation is deter-
mined by cubes: 

 � a player who is at the first level of the MLM structure, rolls one die;
 � a player who is at the second level of the MLM structure, rolls two 

dice;
 � a player who is on the third level of the MLM structure, rolls three 

dice. 
5. For each signed person, the MLM leader receives a bonus at 50% of the 

contract value. 

EXAMPLE: «LifeFlower» Supervisor (Level 2 шт this MLM company) 
gave a presentation for $500. She rolled 2 dice — the number 8 fell out. 
This means that 8 people from the entire hall signed up for her structure. 
«LifeFlower»’s contract costs $200 and her bonus is $800. Including organi-
zation costs, her profit was $300. On her player sheet, she writes 8 people in 
front of «LifeFlower» (see example below).

6. After the event, the player moves on the game field one sector forward. 
At the same time, all sectors work, except for the «Chance» cell. In this 
sector, only News cards are read out to the player.

Organization growth
Network companies «Business 4 U» and «LifeFlower» are actively 

working on training and motivating distributors. Due to this, even if the 
player is passive, after some time a person will appear in his organiza-
tion who will begin to actively develop his own structure. Since there is 
a premium reward system for upstream distributors in network market-
ing, the player will begin to receive checks from the work of the person 
he once signed. According to statistics, no more than 1 out of 10 people 
are able to actively work.

Therefore, in the «Finance & Investment» business simulator, for ev-
ery 10 people in the organization (including those who play at the ta-
ble), the player will receive a check of $100 per month, being at the first 
level of marketing of each of the companies. Distributors of the second 
level receive 50% more from the work of their organization, respectively, 
the player will receive checks of $150 monthly from every 10 people. But 
Level 3 executives receive checks of $300 a month from every ten dis-
tributors in their network, as they have a more substantial discount on 
their company’s products.

EXAMPLE:

Name of the property, business, 
real estate, security Purchase cost

Credit, 
mortgage, 

loan

Passive 
income

«LifeFlower» Level 2, 8 people $200 0 -$20

«Business 4 U», level 1, 22 people $400 0 $200

The player is a «LifeFlower» Supervisor (Level 2) and at the same time 
a «Business 4 U» Distributor (Level 1). In the company «Lifeflower» his busi-
ness is not going very well: only 8 people have signed up and he does not 
receive checks from the work on this link. Accordingly, from the work of this 
structure, he has only a negative cash flow in the form of computer mainte-
nance costs of $20 per month. But if he signs at least two more people, he 
will start receiving checks of $100, and his monthly passive income from the 
structure in the «LifeFlower» company will be $80.

At the same time, at «Business 4 U», his business is growing rapidly, with 
22 people already working in the front line below him. This brings the player 
immediately $200 monthly — a hundred every ten people. If the player de-
cides to move to the second level in this company, he will increase his cash 
flow from the work of the organization by 50% by increasing the volume dis-
count on the product. To do this, he will have to qualify. 

In-game qualifications
To move to the next levels, «Business 4 U» and «Lifeflower» have adopt-

ed the same mechanism — «Qualification»: it is necessary to fulfill certain 
activity indicators to attract new distributors and make product purchases 
in a certain period of time. 

To move to the second level you need:
 � Have at least 10 people in your organization;
 � One-time purchase of products for $5,000.
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To move to the third level, you must:
 � Have at least 20 people in your organization;
 � Have at least 5 people among them on the second level of the MLM 

company marketing plan;
 � One-time purchase of products for $20,000.

In addition, both companies sometimes run marketing campaigns 
called «Promotions» during which it is much easier and cheaper to qualify. 
Usually such events are reported in opportunity cards.

Possibilities of distributors of the highest levels of MLM
Supervisors and Directors of «Lifeflower» representative offices, dis-

tributors of the second and third levels of «Business 4 U» not only have the 
opportunity to sell the product and sign people into their structures, but 
can also develop them further by conducting qualifying seminars.

In order to organize such a seminar, the distributor of the second and 
third levels of the network company must have at least 20 people in his orga-
nization, whom he will train and motivate to pass the qualification. Each per-
son qualified after the seminar increases the efficiency of the entire structure 
by 5%, because, having received new knowledge and motivation, he begins 
to more actively form and develop his own structure.

Conducting a qualification seminar
1. Before his turn, the player announces to everyone that he is holding 

a qualifying seminar for his MLM structure.
2. A seminar of this level requires large investments and the participation 

of professional speakers — the stars of the company. For each person 

IMPORTANT RULE: 
Don’t do what you don’t understand until you learn. Don’t risk your money!

IMPORTANT!
To conduct quality game training, it is best to invite a facilitator officially certified by 

«Igrika» company. A professional game facilitator will show you how exciting it is to play 
the game and teach you all the tricks and subtleties of the rules for using the «Finance & 

Investment» business simulator.

who qualifies after the seminar, the distributor receives a bonus of 50% 
of the qualification cost (see above). It’s $2,500.

3. To conduct a qualifying seminar for your organization, you need to rent 
expensive premises and equipment, pay a fee for the company’s speak-
ers and other organizational expenses in the amount of $5,000.

4. The number of virtual people signed after such a presentation is deter-
mined by dice: 

 � The player on the second level of the MLM structure rolls one die.
 � The player on the third level of the MLM structure rolls two dice. 

5. Each person qualified after the seminar makes a contribution to the 
company in the amount of $5,000 and moves to the second level. For 
each qualified person, the MLM leader receives a bonus of 50% of the 
purchase — $ 2,500.

6. The player makes a note in his sheet (near the entry about his own or-
ganization) about the number of second-level distributors and increas-
es his cash flow by 5% for each. 

EXAMPLE: A Level 2 «Business 4 U» distributor whose organization 
had 33 people at Level 1 and had $450 per month in cash flow from the 
organization held a $5,000 qualifying seminar. He rolled 2 dice, and the 
number 2 fell out. This means that only 2 people from the entire hall 
completed the qualification. The player immediately received the bonus 
due to him from the qualification in the amount of $2,500 x 2 people = 
$5,000, which paid off his expenses for the seminar. On his player sheet, 
he marks in front of «Business 4 U» that 2 people are now on the second 
level, and increases his cash flow by 10%. Now his organization brings 
in $495 a month.

A STOCK (SHARE) is an issuance security that gives its owner the 
right to participate in the management of a joint-stock company and 
the right to receive part of the profit in the form of dividends. Newly 
issued stocks of new companies usually do not make a profit and are 
worth little. In the business simulator, these are accepted in circulation.

BALANCE STATEMENT is a snapshot of the picture of your assets 
and liabilities. In the business simulator «Finance & Investment», the 
balance sheet is located on the right side of the player’s sheet.

BROKER — a person who, for a commission fee, executes client or-
ders for the purchase / sale of securities.

CURRENCY MARKET is the whole set of conversion and credit-de-
posit operations in foreign currencies carried out between counterpar-
ties — participants in the foreign exchange market. The game provides 
the opportunity to speculate with Gallic francs (non-cash).

A VOUCHER — a receipt, a supporting document, a guarantee, 
a privatization check — can be a state security of a designated purpose 
to a bearer, have a nominal value in units of the national currency and 
be used as a means of payment for the purchase of privatization ob-
jects. It is used in the denationalization of unprofitable enterprises that 
were previously state-owned.

BLUE CHIPS — Blue Chip Stocks are the most popular stocks. Among 
the issuers of stocks in this category are General Electric, Dupont, IBM, 
Procter & Gamble, i.е. companies that have a solid reputation and stable 
positions in the market, whose securities have been assigned a high in-
vestment grade rating. Typically, such stocks pay dividends regularly over 
a long period of time, regardless of whether the company had a prosper-
ous year or a bad one. Such stocks are usually worth more than others.

CERTIFICATE OF DEPOSIT — a security, a debt obligation of a bank 
that pays interest to the investor.

DIVIDENDS — part of the total amount of the company’s net profit, 
distributed among shareholders.

DEALER — a person who carries out transactions with securities at 
his own expense or at the expense of the company where he works. The 

INCOME REPORT — a reporting form that shows your income and 
expenses for a certain period of time. Another name for it is the Profit 
and Loss Statement. 

A MUTUAL FUND is an investment company managed by pro-
fessional managers that holds stock options, bonds and other money 
market securities and sells them to individuals in the form of shares. 
Shareholders do not have the right to directly own shares of capital in 
companies in which they are nominally shareholders.

DOWN PAYMENT (FIRST  DEPOSIT) — part of the market price 
(usually 10-30%), which the buyer pays at the conclusion of the transac-
tion. The rest of the price is financed later and in other ways.

FULL LOT (PACKAGE) — usually the purchase or sale of stocks is 
carried out in multiples of 100. One hundred stocks are the minimum 
unit in transactions with securities on almost all exchanges. However, 
there are also incomplete (non-standard) lots of slow-moving stocks. 
Usually brokers for non-standard transactions charge higher commis-
sions.

LIMITS OF PRICE VARIATION — the difference between the high-
est and lowest prices for investment objects during the day, month, 
year.

OPTION PREMIUM is the amount of money paid by the buyer of 
an option to the seller at the conclusion of an option contract. In eco-
nomic essence, the premium is a payment for the right to make a deal 
in the future.

PREFERRED SHARE — a share that has special rights, but also has 
special restrictions. A preferred shares have no voting rights. It is usu-
ally envisaged that they pay a fixed income to their owners in the first 
place, in contrast to ordinary shares, the dividend on which fluctuates 
depending on the profit of the joint-stock company.

GROW / DECREASE IN COST OF CAPITAL — the difference be-
tween the price for which you bought an investment and the price for 
which you sold it.

SELLING WITHOUT COVERAGE (also: short selling, short sale, 
short, short bet, game down) — the sale of securities, goods or curren-
cies that the trader does not own at the time of the sale.

DERIVATIVE MARKET (derivatives market) is a market where fu-
tures contracts (forwards, futures, options, swaps) are concluded. The 
derivatives market can be on either exchange-based (for example, the 
futures market) or over-the-counter (the market where forward con-
tracts are concluded).

TECHNICAL INVESTING — with this type of investment, first of all, 
current market trends and market sentiment are taken into account. A 
technical investor studies the behavior of the sale price of a company’s 
stocks, the history of the development of prices for the stocks of this 
company, without delving into the internal functioning of the compa-
ny, as a fundamental investor would do.

TRADER — a registered (competing) trader who buys and sells se-
curities as part of managing his own portfolio. In this sense, the term 
«trader» is equivalent to the term «dealer».

dealer’s income is the difference between the price paid when buying 
a stock and the price received when selling it.

SHAREHOLDER SHARE — a block of shares that gives the right to 
co-ownership of the company. Shareholders (people who own shares in 
a company) are the actual owners of that company.

INVESTMENTS — long-term investments of capital with the aim of 
generating income.

MORTGAGE LOAN (MORTAGE) is a method of financing the pur-
chase of real estate, in which the property you bought is used as se-
curity (collateral) for the amount of money you borrowed. This is a risk 
insurance tool for the lender.

CAPITAL — money, as well as everything that has an officially ap-
proved value.

CONFISCATION — Seizure of your property by a bank or creditor as 
punishment for late payments.

PENNY STOCS typically sell for less than $5.00, which can be a fac-
tor that makes them more attractive to individual investors than expen-
sive stocks.

TAX ARREST (PROPERTY) — attachment of property for non-pay-
ment of taxes.

LIMITED PARTNERSHIP — a legal entity formed to own and man-
age assets. Company with limited property liability for founders.

OPTION is a form of а futures contract in which the buyer first pays 
a bonus to the seller. The seller of the option undertakes to fulfill the 
terms of the contract in a certain period specified in the contract in the 
future. For the buyer, the contract is optional: if the performance of the 
contract by the seller becomes unprofitable for him, the buyer may uni-
laterally terminate the contract. The prepaid bonus is not refundable.

CALL OPTION — an option to buy. Gives the buyer the right to buy 
the underlying asset (detailed in the Rules).

PUT OPTION — an option to sell. Gives the buyer the right to sell 
the underlying asset (detailed in the Rules).

GLOSSARY OF TERMS

DAY TRADER (DAY TRADER) — a person who carries out transac-
tions for the purchase and sale of stocks during one exchange day.

FINANCING — the allocation of funds or resources to achieve the 
intended goals.

FINANCIAL REPORT — the simplest document that allows you to 
assess the state of your family budget. The financial report is your re-
cord book for the subject «Real Life».

STOCK EXCHANGE — an organization whose purposes are to pro-
vide a place for trading transactions and to bring together buyers and 
sellers of securities.

STOCK MARKET is an abstract concept that serves to designate 
a set of actions and mechanisms that make it possible to trade in secu-
rities (stocks, bonds, derivative financial instruments, etc.).

FOREX — short for FOReign EXchange, «international currency 
exchange.» The term «Forex» is usually used to refer to the mutual ex-
change of freely convertible currencies, and not the entire set of foreign 
exchange transactions.

FRANCHISE — sale of the right to operate a business to a party 
who must pay the initial amount in cash. There are various options for 
franchises: with a lump-sum payment, without it, with constant pay-
ments in favor of the franchisor and with a one-time fee.

FUNDAMENTAL INVESTING — this type of investment is charac-
terized by a thorough study of all the risks, costs and growth potential 
of investment profits by studying the financial documents of the com-
pany / investment.

FUTURES (FUTURES CONTRACT) is a derivative financial instru-
ment, a standard fixed-term exchange contract for the purchase and 
sale of an underlying asset, at the conclusion of which the parties (seller 
and buyer) agree only on the price level and delivery time of the asset, 
specifying in advance all the parameters of the asset, and are liable to 
the exchange until its execution.

HEDGING — a futures position established in one market to com-
pensate for the impact of price risks with an equal but opposite term 
position (futures position) in another market. Hedging is carried out in 
order to insure the risks of price changes by concluding transactions in 
futures markets.

IPO (INITIAL PUBLIC OFFERING) — the first public sale of shares 
of a private company, including in the form of a sale depository receipts 
for stocks. The sale of stocks can be carried out both through the place-
ment of an additional issue of stocks, through an open subscription, 
and through a public sale of stocks in an existing issue by shareholders 
of a private company.

ROI (RETURN ON INVESTMENT) is one of the ratios that reflect the 
profitability of a business. It is calculated as the ratio of annual income 
invested funds. Calculated as a percentage. For example, you bought an 
apartment for $50,000 and your down payment was $10,000. This apart-
ment brings you a cash flow of $100 per month, which is $1,200 per year. 
Then the ROI is $1,200 divided by $10,000 x 100%. Total 12%. Then you 
can decide whether you have invested $10,000 profitably or not.
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1)  IT people, programmers, developers. In the game, you 
can develop an application, assemble a team to promote 
it, develop a company and sell your startup at an IPO. Think 
about it: every programmer can write a project, but only a few 
can sell it to the right person. And this takes time! And what to 
do while you are in search? The game will show.

2)  Ordinary people, non-economists, employees of the 
public sector, representatives of working specialties 
and the agro-industrial sector — everyone whom we call 
ordinary investors will be able to overcome the rejection and 
fear of investing in financial instruments, the humanities will 
be able to visually see how investment strategies work and, 
without wasting energy on studying a mountain of literature, 
understand what the stock and over-the-counter markets are.

3)  Private investors, entrepreneurs, top managers and 
officials. People who have money today and do not think 
about the future can see and understand how important 
it is to make a personal financial plan, have an airbag and 
a strategy for achieving financial freedom and independence. 
They can see how important it is to plan financially in order to 
avoid financial losses in the real estate and business markets 
so familiar to many entrepreneurs and business owners today. 
Many big businessmen after the game say: «Ah! if I could learn 
all this sooner with this board game!»

4)  Intellectuals, eggheads, representatives of creative and 
abstract professions. In this game, you will receive an 
affordable translation from economic into human language 
and will be able to touch the world of money without financial 
loss. This is a great intellectual and elitist way to spend time 
in the company of interesting and ambitious, mobile and 
modern people, get enough of the energy of success and 
advance in understanding your own attitude to money, luxury 
and wealth.

5) Team leaders, group leaders, inspirers and muses, 
motivational speakers will find in the game an excellent tool 
for working with human ambitions and motivation, which 
can transform a person’s dream of luxury and wealth from an 
ephemeral blurry «dream» into a real financial goal for the 
next 3-5 years and show possible ways to achieve it.

6)  Newlyweds, lovers, young families. For people who are 
going to form a family union, get married, future brides and 
grooms, this game is a great way to test future partners in 
order to know how they will behave in a situation of lack of 
money and bankruptcy, or vice versa, how they will change if 
you start earning big money. You can learn to avoid problems 
in the formation of the family budget and in the conduct of 
joint business.

7)  Startupers, project authors, everyone who dreams of 
starting a business with friends in the garage that will 
change the world must first play in order to understand what 
investors want, what benefits they are looking for, and what 
risks they are willing to take. Look at investing from a different 
angle. You can also see clearly what «Nothing Personal» means 
in business and test your friends, acquaintances, colleagues, 
and future partners.

8)  Salespeople, sales managers, customer service specialists. 
You can try yourself as a realtor and real estate seller, insurance 
agent, business broker, consultant, salesman and leader of 
a network marketing company. You will be able to evaluate for 
yourself what is the benefit of these people and understand 
how to actually work with them in real life. Making many 

transactions in a short time in the game, you will significantly 
increase your sales and negotiation skills.

9)  Game hosts, masters, coaches, facilitators, tutors, 
moderators and business coaches, psychologists and 
Gestalt therapists will receive a unique and useful training 
tool that allows you to change a person’s attitudes in just 
two hours and show how the psychology of a person gaining 
access is changing power and money. After the game you will 
be able to work with a huge number of your own insights, and 
after playing it for your clients — with their own introjects, 
requests, problems.

10)  CFOs, bankers working with VIP clients, investment fund 
managers, personal finance consultants can practice their 
investment risk calculation skills, set goals for their team and 
try to achieve them. This is, first of all, the development of the 
skill of goal-setting and team building. For example, your fund 
has 10 million dollars, and your task is to make 200 million 
dollars out of them in 5 gaming years, providing the client 
with 20% per annum on invested funds. Secondly, this is the 
skill of working with the persuasion of potential customers: 
in the game you will have to convince people with money to 
carry out deals that are profitable for you.

11)  For HR managers, personnel development specialists, 
event managers of corporations and large companies, this 
game will be a real gift for the formation of a high-quality 
stress relief system and active acquaintance with each other 
at strategic sessions, corporate training and field events, and 
internal training.

12)  Geeks, gamers, «counters», real boarders and fans of 
quizzes and quests may also be interested in playing this 
game. After all, if you are a Real Geek, then you can try to 
calculate this game and replay it! If you succeed, then you 
are a True Genius. And if not, and the game beats you, then 
you are not just a Loser. Not! Everything is worse. You just 
need to urgently take up self-learning in personal finance 
management, otherwise the crisis will catch up with you 
sooner or later (if it hasn’t already, ha-ha).

13)  Speakers who often speak from the stage, negotiators 
and all those who need to be able to control their voice 
and speak a lot and beautifully, clearly formulate thoughts 
and communicate information quickly and connectedly. By 
reading cards and situations, communicating with the players, 
you can develop both public speaking and conversational 
skills..

WHO IS THIS BUSINESS SIMULATOR CREATED FOR?

1. Print and put in the center of the table «Table of game opportunities»:

Level

Points on two dice

2 3 4 5 6 7 8 9 10 11 12

1 CHANCE CHANCE BANK WORK FAMILY BANK FAMILY WORK BANK CHANCE CHANCE

2 CHANCE CHANCE BANK ENTRE-
PRENEUR 

MODE  
OF LIFE CHANCE MODE  

OF LIFE
ENTRE-

PRENEUR BANK CHANCE CHANCE

3 CHANCE

MODE OF 
LIFE

OR LUX-
URY

BANK BUSINESS CHANCE BANK CHANCE BUSINESS BANK

MODE OF 
LIFE

OR LUX-
URY

CHANCE

4 DREAMS 
& GOALS CULTURE FINANCE

REAL 
ESTATE 

AGENCY
POLITICS FINANCE CULTURE

STOCK 
EX-

CHANGE
FINANCE POLITICS DREAMS 

& GOALS

GAME WITHOUT A GAME FIELD
FOR GROUP AND ONLINE TRAININGS

This table is an analogue and replacement of the game field, but at the same time it significantly increases the game dynamics and saves space at the 
gaming table. Each cell of the table shows an analogue of the sector of the game field at the corresponding level of the game. All the rules of the regular game 
also apply.

2. Read aloud to all players the introductory article CASHFLOW on page 2 
if they are unfamiliar with the term.

3. Arrange the card decks on a free area of   the table, face down according 
to the levels, as in a regular game. Repeat steps #4-5 of the instructions 
for a regular game.

4. Distribute player sheets and pencils.
5. Prepare two cubes.
6. Give the player who counts best the market sheet. Repeat step #9 of 

the instructions for a regular game.
7. Have each player (beginning with the player leading the market sheet 

and going clockwise around the circle) roll one die once. Repeat step 
#10 of the instructions for a regular game. Please note that for a large 
group, vacancies will end quickly.

8. Have each player roll 2 dice once to determine the starting capital. He 
multiplies the number that comes up by his monthly cash flow.

9. Prepare an eraser and sharpener — they can come in handy during 
the game. You will find a large number of changes in the market and in 
your player’s sheet.

10. Have all players rolled the die once. The higher number rolled will de-
termine who makes the first turn. Then the players go one after another 
in a clockwise direction

11. Before the start of the game, participants can take loans from the bank 
and add them to their reports in order to have the necessary funds for 
the implementation of investment projects.

12. Now, starting with the first player, roll two dice, find the corresponding 
sector in the «Game Opportunity Table», open cards from the appropri-
ate decs and invest.

13. The player on the LEFT reads a card from the desired or selected deck 
to the player on the RIGHT. It is important! The card may contain a con-
dition under which the reader plays the role of an intermediary, broker 
or realtor and can earn on intermediary services.

14. The player whose turn is listening to the information (do not give him 
the card in his hands until he pays the deposit!). No more than 30 sec-
onds are given to make a purchase decision. If a player cannot afford 
to purchase an asset, he can refuse the offer or resell the deal to one of 
the other players.

15. Players are given no more than 2 minutes to complete the transaction.
16. When buying, the visitor enters the purchased asset into his sheet and 

writes off the money from the «Cash flow statement» column.
17. When buying assets on credit, the player must have the cash to make 

the first installment.
18. The player to the RIGHT of the player whose turn was controls the ex-

penditure of funds and the correctness of entering information into the 
player’s sheet. He is the player’s auditor.

19. While the first player makes changes to his sheet after the turn, the 
player to his right checks his actions, and the player to his left makes 
the next turn in the game.

20. The bank in this game is valid for all players: everyone accrues income 
or writes off expenses. 
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By 2023, more than 1,000 independent distributors, Masters of 
Games, call themselves the Community of Game Practitioners and 
are part of a system that works on an expanded multi-level affiliate 
program with board games and other products of the «Igrika» project. 
More information can be found at www.eng.igrika.ru.

Self-identification
We are a powerful team of gaming professionals.

Our expertise
We are experts in conducting gaming trainings and selling boxed 

educational products. We are experts in the training and education of 
game practitioners.

Life experience
We have several levels of experience exchange: internal and 

external groups and chats, trainings, corporate recreational events, 
our own newspaper. We take into account errors and process them 
into instructions. 

Our values
 � Honesty and openness in relations between partners.
 � Respect, trust and responsibility.
 � Leadership and commitment to common ideas and vision.
 � Love for our common cause — game practice.
 � Friendliness and affection, team spirit.
 � Ambition and fair reward for achievement.

Our social goals
 � Learning various skills through games — psychological, 

transformational, desktop and business simulations.
 � We bring financial literacy to the world and teach it from an 

early age.
 � We help business development through game simulations.
 � We are constantly self-learning, combining different 

competencies of each other and sharing experiences.
 � We give the opportunity to learn a completely new and 

unique profession of the future — Game Practice, the 
profession of the Master of Games.

Our product
Vice versa Multilevel marketing system !! We don’t sell games. 

Clients themselves ask us to sell games to them. After we show at game 

trainings, festivals and game shows how to play them. We provide the 
client with a complete marketing system, training and a wide range of 
different goods and products, as well as instructions and descriptions 
of business processes. Our main product is business board games for 
various audiences.

Brand legend
For many years, Sergey Evstifeev tried to create and set up a stable 

multi-level affiliate system in Russia that would help him sell even 
more games. Once he brought the game of one Russian author to 
the market and trained several hundred presenters, but he never 
managed to create a system capable of developing independently 
and providing a stable passive cash flow. At that time, the «Igrika» 
project, headed by Konstantin Vladimirov, was growing and 
developing in the Republic of Belarus, which created and published 
business board games. In 2015 Sergey and Konstantin joined forces. 
Under the guidance of the invited MLM expert Vitaly Nikulenko, the 
Marketing System of the Community of Masters «DPO» (now the 
«Community of Game Practitioners») was created. Active participation 
in the process of creation was taken by Natalya Seredenko, who today 
dozens of people in the Community of Gaming Practices jokingly call 
the «Mother of the Community» and Danila Rudakov, who received 
the nickname «Heart of the Community». By 2023, the Community 
of Game Practitioners has more than seven hundred people on four 
continents, a dozen regional warehouses have been organized (the 
Baltic States, Russia, Belarus), more than 20 Club Organizers work with 
their structures, the top five best distributors have been receiving 
checks with passive income. 

Our Unique Selling Proposition 
Simplicity, scalability and easily digestible rules of our gaming 

methods, as well as constant training and support for all Community 
members, help gamers to earn good money from their hobby, promote 
useful information and develop society, as well as work online and 
receive passive income only through games.  

Brand image
At events, Community members unanimously use lilac or purple 

T-shirts with the identity of the «Community of Game Practices» 
and their personal slogans on the back, or ties or scarves of the 
same color. The market of transformational games in Russia and the 

«IGRIKA» EXPANDED AFFILIATE PROGRAM CIS has already formed a clear image of the Community of Game 
Practitioners. The main one is a powerful team that knows how to 
make money. That’s what they call us: «Oligarchs». Or POWER. The 
«Community of Game Practices» became the initiator of the creation 
of the first ever «Journal of of Game Practices». The flagship of the 
EAP «Igrika» line of games, the «Finance & Investment» business 
simulator (formerly «Oligarch’s Cash Flow»), was recognized as 
the best game of the 16th and 17th «Great Game» Festivals of 
transformational games in April and September 2019 in Moscow 
(Russia).  

The target audience
Enterprising and ambitious, motivated, independent and 

responsible people, ready and willing to learn and use in their lives 
the new profession of Game Practice. Honest and generous leaders 
who are able to captivate and help other people develop without 
restrictions on age, gender, nationality or skin color, religion. 

Promotion 
More than 50 ways to promote yourself and your business are 

described in our educational materials, which are received by every 
Game Master who joins the Community of Game Practitioners. This list 
is constantly updated with more and more new ways and methods, 
new practices — our masters are happy to share with each other at 
conferences and webinars. 

The publisher of the main assortment of games, the «Igrika» 
project, to support the Community of Game Practitioners, regularly 
carries out:

 � Organized presence at all important events in the gaming 
world: festivals, conferences, forums.

 � Representative functions in the world of Game Practitioners.
 � Maintaining several groups and pages in social networks.
 � Sponsorship of some Community events (prize funds, 

advertising support).
 � Conducting regular trainings: from free webinars to 

qualification and motivational seminars for higher levels.
 � Publication of our own full-color newspaper and Game 

Practice Magazine.
 � Printing promotional materials.

Monetization
The Community of Game Practitioners offers its members dozens 

of ways to monetize their profession. This is what we are taught. The 
ten most profitable we include:

 � Organization and conduct of commercial, corporate gaming 
trainings.

 � Wholesale and retail board and transformation games.
 � Sale of advertising contracts — product placement in games 

and branding.
 � Development of game solutions to order.
 � Organization of the club and holding of combined game 

trainings.
 � Creation of training courses (fees and payments of 

participants).
 � Post-game support: therapy, consulting, coaching.
 � Businesses related to game practice: production of game 

elements, printing, design.
 � Passive income from previously attracted and trained Game 

Masters.
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