LITTLE ECONOMY

How to Play

by Noah J. Trudeau
Overview

Players each run a business, borrowing capital to get production off the ground and racing to turn
the biggest profit before the game ends. Over 12 months, you'll manage debt, produce and trade
resources, and try to out-earn the competition.
Components
e 14 Character Cards
e Worker Tokens
e Machine Tokens
e Resource Tokens
e Currency Tokens
e Price of Capital (Interest Rate) Cards
e Price of Labor (Wage) Cards
Setup
1.Each player selects a Character Card, representing the type of business they'll run.
2.Shuffle the Price of Capital, Price of Labor, and Quarterly Quirk cards and place the stack in sight
of all players. Reveal one Price of Capital card and one Price of Labor card — these set the
interest rate and wage for determining Starting Debt.
3.Each player borrows enough money from the Bank to produce at x1 output. This loan becomes
the firm's Starting Debt.
4.Reveal a new Price of Capital card, Price of Labor card, and a Quarterly Quirk for Q1. The first
player begins their turn. The player who can name the most economists goes first.
Turn Structure
On your turn, choose one of the following actions:
1.Buy/Sell Resources
2.Produce
3.Group Action
4.Special Action
Rules for choosing an action:
e To pick any of the four actions, you must have whatever is required to perform it (e.g. workers,
machines, resources, and/or currency)
e You perform exactly one action, then your turn ends.
e Production is always available — you can pick it on any turn regardless of what you did
previously.
e Other actions if you pick an action other than Production, your next turn must be one of the
other three actions (i.e., you can't repeat a non-Production action two times in a row).
Advancing quarters reveals new prices and quirks
After months 3, 6, and 9 reveal the new Price of Labor, Price of Capital, and Quarterly Quirk. If the
Quarterly Quirt has an immediate effect, resolve it before the next turn begins.
Winning the Game
e If your total earnings exceed your Starting Debt, that excess is your Profit.
o After 12 months, the player with the most Profit wins.
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