
Ah ... The 50s! The dark days are over and the world wants to live! There is a global economic boom, with the average economic 
growth reaching 5% per year in Western Europe and the United States! Living standards rise rapidly with TVs, automobiles 
and home appliances. The world economy is dominated by a few large companies that represent this lifestyle based on mass 
consumerism. Among these companies, Amber, Black and Crimson are engaged in an industrial war, using their resources 
and labour the best way possible, fighting over the slightest market share. As an investor, you will need to bet on the company 
that will make you earn the most money. Use your information, negotiate and make the right decisions to become the best 
investor ever! 

 Ready? Then... Trade on!

 CONTENTS 
3 3 “Company” boards

3 1 “Play / Resource prices” 
board 

3  1 “Informations” board

3 6 price indicators composed of 2 wheels: chalkboard

3 3 x10 “Share” cards

3 25 “Event” cards 
3 11 “Percentage” cards

3 9 Derivatives cards

3 10 “Boss” cards

3 3 “Resource prices” 
markers

3 18 “Resource” tokens
     (6 of each type) 

3 3 “Market Share” arrows
     (one colour for each company)

3 1 “Play” marker 

3 18 “Gold bar” tiles (2-sided)

3 90 Banknotes (36x$1, 12x$5, 30x$10, 12x$50)
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1  Place the 3 “Company” boards in the middle 
of the table.

2  Place $100 in gold bars in each of Crimson 
and Black’s safes, and $110 in Amber’s safe. This 
is the capital for each company. Put the leftover 
gold bars aside for later use.

3  Place the “Market Share” arrows on each 
company’s scale:
• 35 % for Black and Crimson
• 30 % for Amber.
This indicates the market share for each company 
at the beginning of the game.

4  Randomly place a “Resource” token on all of 
the spaces of each “Company” board. Put the lef-
tover tokens aside for later use

5  Place the “Play / Resources prices” and “In-
formations” boards nearby.

6  Place the 3 “Resources prices” markers on the 
‘$10’ space on the price scale of the board.

7  Place the “Play” marker on Resource prices 
1953.

8  Shuffle the “Events” cards, make a pile and 
place it facedown.

9  Shuffle the “Percentage” cards, make a pile 
and place it facedown. 

10  Shuffle the “Boss” cards and randomly place 
one card face up on each “Company” board.

11  Make a pile out of the leftover “Boss” cards 
and place facedown. Turn the first 3 cards face-
up. These are the bosses available at the begin-
ning of the game.

12  Shuffle the 30 “Share” cards and deal them to 
each player clockwise. 

12

13

7

SET UP  
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Special case: 
• For 4-player games, you must remove 2 of Crim-
son’s share cards before dealing the shares. 
• For 2-player games, players get 5 “Share” cards 
from each company.

13  Each player gets $100 and a chalkboard (price 
indicator composed of 2 wheels). 

14  Put the leftover Banknotes aside for later use.

Note : Derivatives cards are not used in the base 
game, only on advanced modes detailed at the end 
of this rulebook.

You are now ready to play!
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GOAL OF THE GAME  
In GOODWILL you will assume the role of an 
investor. Throughout the game, you will have the 
opportunity to invest in 3 different companies 
that share the same market. The main objective 
for each company is to choose low cost energies, 
and optimize their processes to consume the least 
amount of these energies as possible. 

Each player will have access to news about the 
future, helping them in their investment choices. 
They will get information about the prices of 
energetic resources, on the discoveries made by 
their research centres, on the acquisition of mar-
ket shares or any other surprises about their boss. 
At the end of the game, the winner will be the 
player who has made the best choices for their 
investment. 

GAMEPLAY  
The game lasts 5 years (from 1953 to end 1957),  
each turn represents one year. There are 4 phases 
per turn, taking place in the following order: 

1 – Informations
2 - Transactions and steering 
3 – Events
4 – Annual review

1 - INFORMATIONS 
One of the players draws 4 Events/Percentage 
pairs and places them on the Informations board. 
An Event/Percentage pair will be called “infor-
mation”. 
These pairs represent the information available to 
the player for this year. 3 of the 4 informations 
will be transformed into events at the end of the 
turn. 

The players can now look, one by one, at the in-
formation that they are allowed to see. They can 
look again at them all turn long.

Example :
Player 2 (blue) can 
see the informa-
tions marked by 
the number 2 tabs 
(blue).

2 -TRANSACTIONS AND STEERING
There will be 2 transactions for each company 
and a possible boss replacement.
The companies will always be reviewed in the 
same order, e.g. Amber first, Black second and 
Crimson third. 

I- Transactions
Simultanity and secretly, each player will assess 
the value of the com-
pany. They will indicate 
the price using the 2 
wheels of the chalkboar-
dand place it facedown. 
When all players are 
ready, they show their 
chalkboard and read their assessment out loud. 
The player who has set the highest price will buy 
a share from the player who has set the lowest 
price. This is compulsory. 
Share’s price will be the average between their 2 
prices.

Example : for Amber, Julien offers $10, Fred offers 
$12, Eric offers $14 and Chris offers $16. 
Julien must sell an Amber company share to Chris 
for $13. 
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After first transaction resolution, players will 
perform a second assessment. 

II- Steering  
After the two transactions,  players who have a 
share of the company can propose a new boss, 
taken from the 3 available bosses.

A vote is organized among the shareholders of 
the company.
• Each share = 1 vote.
• Each shareholder can vote either “yes” or “no” 
for the proposed new boss.

If the “yes” gets 6 or more votes, the boss is re-
placed in the following manner:
1- Remove the old boss card from the board, and 
place it at the bottom of the Boss card pile that 
was set aside.
2- Place the new boss card in the allotted space 
on the board of the corresponding company.
3- Draw the top boss card from the boss pile and 
place it face up with the available bosses.

If the “yes” does not get 6 or more votes, the re-
placement is not made..

Players can discuss to convince others players, as 
long as they speak out loud.

3 - EVENTS
One player will flip the central information cards 
face up: the 4 pairings of Percentage cards and 
Event cards. 
The Percentage card with the lowest percentage 
will be removed and placed back in its pile. The 
same is done with the Event card it is paired with.
The 3 other events will be resolved in descending 
order of their percentage.

Example :
If the 4 Percentage cards are: 80%, 50%, 30% and 
10%. The Event card paired with the 10 % card will 
not be played The Event card paired with the 80% 
card will be played first, followed by the Event card 
paired with the 50% card, and finally the event 
paired with the 30% card. .

There are 2 effects on each event card; the effect 
on the left is played first, followed by the effect on 
the right. 

The 7 different types of effects are described on 
page 7.

4 - ANNUAL REVIEW
There are several reviews carried out for the com-
panies and investors. 

I- Net income calculation 
The following calculation is done for each com-
pany: 

Number of market shares 
– Sum of Resource prices 

– Boss’ salary

= Net Income 

How to make this assessment? At the end of the 

game, each share will cost one tenth of the value 

of what is left in the safe of the company. This 

means that at the beginning of the game, Black 

and Crimson shares are worth 100/10: $10 and 

Amber shares are worth 110/10: $11. According 

to the information you have, you can estimate if 

a company will lose or earn money. If you think 

that it will lose money, choose 8 or 10 at the be-

ginning. On the other hand, if you think that it 

will earn money you have better choose 12 or 

14. Everything will be clearer at the end of the 

first turn.



The number of market shares is indicated by the 
arrow on the Company card and lies between 0 
and 100. 
The resource prices can be seen on the price scale 
on the board. 
The boss’ salary can be found on the boss card of 
the company. 

• If the net income is < 0; the net income amount 
is deducted from the company’s capital and given 
to the bank. If the company cannot pay, it goes 
bankrupt (see page 9). Bankruptcies are resolved 
after all net income calculations have been com-
pleted.

• If the net income is > 0; the bank must pay the 
net income amount in gold bars to the company 
capital.

• If the result = 0; nothing happens. 

Example: Amber has a 30% market share. Its re-
source prices are $25 (2 x $5 for petrol and $15 for 
the workforce). Its Boss has a $5 wage. 30 - 25 -5 = 
0; nothing happens. 

Black has a 35% market 
share. Its resource prices are 
$35 (2 x $10 for charcoal 
and $15 for the workforce). 
Its Boss has a $10 wage. 35 
- 35 -10 = -10; Black must 
pay $10 from its capital. 

The 2-sided Gold bar tokens allow you to adjust 
the capital of the company. 

II- Shuffling the cards
The Event cards are shuffled in the Event card 
pile. This pile is then placed face-down on the 
central board. Repeat the same process for the 
Percentage cards.

III- Advancing the year marker 
The “Play” marker is moved 
forward one space/year. 

END OF THE GAME  
The game ends when the end of the year 1957 is 
reached.

Totalling player points
Each player adds up their portfolio shares: the va-
lue of a share is equal to the value of the company 
capital divided by 10 (rounded up) + total cash 
flow/liquid assets (banknotes).
The richest player wins the game.

Exemple :
Julien has $20 in banknotes + 2 Amber shares + 1 
Black share + 3 Crimson shares 
Eric has $10 in banknotes + 2 Amber shares + 4 Black 
shares + 1 Crimson share 

Amber capital = $80 → share value = $8 
Black capital = $110 → share value = $11 
Crimson capital = $25 → share value = $3 

Player 1 has: $20 + (2x$8) + (1x$11) + (3x$3) = $56 
Player 2 has: $10 + (2x$8) + (4x$11) + (1x$3) = $73 

Eric wins the game. 
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Appendix   
Effects of the Event cards
There are 7 types of effects: 

1) Price variations for the resources 

The symbol of the resource concerned 
by this event is on the Event card, as is 
the price variation: +5, -5,  +10 or -10. 
For each resource, you must move the 
marker forward or backward on the 
price scale of the board, by the amount 
indicated on the Event card. 

Example : If the following is 
written on the Event card → Oil 
+10; and the Oil marker is on 
10 of the price scale, you must 
move the marker up to 20.

The maximum price is $25. 
The minimum price is $0. 
The level of the resource prices has an important 
impact on the net income of the company at the 
end of the year. 

2) Funding

The symbol of the resource concerned by 
this event is on the Event card. 

The companies that use this resource re-
ceive $10 per tile of this resource. 
This event has an immediate impact on 
the company’s capital. 

Example : If there is funding 
for charcoal, Black would 
receive $20 in Gold Bars 
from the bank.

3) Tax

This event is 
the opposite of the “Funding” 
event. The symbol of the resource 

concerned by this event is on the Event 
card. 

The companies that use thisresource 
must pay $10 per tile of this resource. 

This event has an immediate impact on the com-
pany capital. 

If a company cannot pay the tax (insufficient ca-
pital), it goes bankrupt → see page 9.

The following 3 events depend on the company 
bosses. 

• Innovation, symbolized by a light bulb. 
• Yield, symbolized by gears. 
• Advertising, symbolized by a newspaper. 

Each event is attributed a number from 1 to 3. 
For each of these events the first step is to find to 
which company they will apply. To do this, you 
must refer to the 3 boss cards placed on the board 
(i.e. the 3 bosses running a company). For each 
sector, (Innovation, Yield and Advertising), the 
bosses have a mark from 0 to 3 (0 meaning the 
boss does not have this competency, 3 meaning 
the boss excels in it). The bosses who have the re-
levant competency, and exactly the same number 
as that on the event card, will see their company 
benefit from this event. 
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4) Innovation 
Transform a resource into another 
resource. 

For each company concerned by the innovation 
event, you must compare the energy policy of the 
boss to the resources the company must pay. 

For each boss card with at least one light bulb, the 
boss’ energy policy is described in the following 
way: 

For each line, the resource on the left of the arrow 
is the resource the boss wants to quite, whereas 
the resource on the right is the resource the boss 
wants to move towards. The first line is the boss’ 
top priority, while the second is the boss’ second 
priority. 

• If the company concerned by the innovation 
event has a resource the boss wants to quite, the 
resource is then replaced by the resource the boss 
wants to move towards. 

• if the 1st priority is not applicable then the 2nd 
priority is activated. 

• If the company concerned by the innovation 
event only has resources the boss wants to use 
now, nothing happens. 

If a resource change is possible, it must be done. 

5) Yield  
Resources’ usage decrease. 

For each company concerned by the yield 
event, remove a resource in double from its 
board (if the 3 resources are identical, only 
one of the 3 tokens is removed). 
If the company only has one resource or se-
veral different resources, nothing happens. 
Each company must have at least one resource.

6) Advertising 
Market shares increase.

The company concerned by the advertising event 
will take 5% of the market shares of the 2 other 
companies, resulting in a 10% increase for this 
company and a 5% decrease for the 2 others. 
These changes are made by moving the arrow 
of the company along the market share scale on 
each company board. 

This event therefore brings about changes to all 
the companies. 
The total market share of the 3 companies is 
always equal to 100%.
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7) Scandal

The name of the company hit by a 
scandal is written on the event scan-
dal card. 
The company’s boss must leave the 
company and the boss’ card is placed 
at the bottom of the boss pile.
The company will not have a boss 
until the next voting period of its 
shareholders.

Moreover, it discredits the company 
resulting in a 10% loss of market 
shares. The company gives 5% to the 
2 other companies. (10% to the other 
company if there are only 2 compa-
nies left). 
If the company only has 5%, it gives it to the com-
pany with the highest market share. 
This event causes changes for all the companies.

8) Bosses shuffle

This card is optional, you 
should avoid to use it on 
your firsts plays.

Big event, big changes !
Amber boss now works for Black, Black’s one for 
Crimson and finally Crimson’s one for Amber! 
Move bosses card accordingly.
• If a company has no boss due to a scandal, it 
canot give one, but can receive one.
• If a company went bankrupt, it is ignored. Swit-
ch the two remaining bosses.

This event causes changes for all the companies.

Bankruptcy
A company goes bankrupt if it cannot make a 
payment (tax or net income). 

• The shares of this company are worth 0 and are 
taken back from the players. 

• The boss card of this company is placed face-
down at the bottom of the boss pile. 

• The market shares are reallocated fifty-fifty to 
each remaining company. As the scale is numbe-
red in 5s, if there is a leftover five, it is given to the 
company with the highest market share. 

Special situations during the transactions
• The buyers are the players who have set the hi-
ghest price. The sellers are the players who have 
set the lowest price among the players who own 
one of the shares in question. 

• If the player who set the lowest price, no longer 
has the share, he is ignored during the transac-
tion.

• The price is always the average price: (Highstet 
price + lowest price) divided by 2.

• If there is more buyers than sellers, each seller 
chooses with who is trading.
 
• If there is more sellers than buyers, each buyer 
chooses with who is trading.

• A player can only be chosen once per trade.

• If a buyer does not have enough money to pay 
the share, he is ignored.

• Players that are not buyer or seller are simple 
spectators.
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Example 1: 
Julien has set the price at $10 and does not own the 
share in question. 
Fred has set the price at $12. 
Eric has set the price at $10. 
Chris has set the price at $16. 
Vincent has set the price at $16. 

Julien is removed from the transaction. Eric can 
choose between Chris and Vincent, and sells them 
the share at a price of $13. 

Example 2: 
Julien has set the price at $10. 
Fred has set the price at $10. 
Eric has set the price at $16. 
Chris has set the price at $16. 
Vincent has set the price at $18 but only has $6. 

Eric buys a $13 share from Julien. 
Chris buys a $13 share from Fred. 

Special case for advertising

Each company concerned by an advertising event 
will get 5 % of market shares from each company 
with at least 5 % of market shares. 

• If there is only one company concerned by 
an advertising event, it will get 10 % of market 
shares.

-  If the 2 other companies have at least 5 % of 
market shares, then each of these two compa-
nies will lose 5 % of market shares.

 
-  If one of the 2 other companies has 0 % of 

market shares, the third one will lose 10 % of 
market shares.

• If 2 companies are concerned by an advertising 
event, then each of these companies will get 5 % 
of market shares and the third one loses 10 % of 
market shares. 

- If this 3rd company has 0 % of market shares, 
nothing happens.

-  If this 3rd company has 5 % of market shares, 
then it will give its market shares to the com-
pany with the biggest market shares.

• If the 3 companies are concerned by an adverti-
sing event, nothing happens. 

• If there are only 2 companies left: 
- If 1 company is concerned, then this company 
takes 10 % of market shares from the other 
company.
-  If both companies are concerned, nothing 

happens.

4 Player-games

In a 4-player game, you must remove 2 share 
cards from Crimson before dealing the shares (as 
mentionned in the set up). 

When voting for the boss, the majority +1 will be 
reached with 5 votes instead of the usual 6. Every 
others rules apply.
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Alternatives modes 
After your first plays, once you masterized the 
gameplay, we can add some alternatives modes 
to discover some new aspects of the game.

Length of game
Depending on the time you have, you can choose 
the number of years you want to play at the be-
ginning of the game. Place the year marker on 
1954 for a short game (4 turns) or on 1951 for a 
longer game (7 turns). 

Dividends (advanced mode)
Definition of a dividend: part of the profit given for 
each share of a company. 

Dividends will allow players to earn more money 
during the game.

Dividends will be given to players during the cal-
culation of thenet income at the end of the year. 
2 conditions must be met in order to distribute 
dividends: 
• The net income for the year must be higher than $5. 
• The boss of the company must have the ability 
« Pays dividends » (see example). 

The result is distributed to the players in 
proportion to the number of shares they 
have. 
There are 10 shares for each company 
(even for Crimson in a 4-player game). 
Therefore, ownership of a share results 
in earning a tenth of the company’s net 
income. 

If the company’s net income is more 
than a 10s, the $5 left will go to the safe.

Example : If Amber’s boss is Mitsy (which pays 
dividends) and Amber’s net income is $25, each 
shareholder will receive $2 per share owned. So 
$20 will be distributed to players and the $5 left 
will go to Amber’s capital.

Cash only (expert mode)
At the end of the game, only banknotes will 
owned by the players will be taken into account 
to determine the winner.
Dividends became primordial.

Derivatives (expert mode)
Derivatives will give guidance 
to players choice (investments, 
bosses selection).

At the end of the game, 
players will add $10 to their 
total, per completed deriva-
tives cards owned.

This alternative mode can be played in two diffe-
rent ways:

• AUCTION
During setup, shuffle the derivatives cards and 
make pile facedown.
At the beginning of each turn, once players have 
seen year the information, organize an auction.
1- A player takes the first card of the derivatives 
pile, places it face-up and explains it.
2- Auction starts. Each player interested can par-
ticipate and bid and higher price (as long as he 
has enough money to pay).
3- When nobody else bid, highest bid wins the 
card, the player pays the price, takes the card and 
places it face-up in front of him.
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4- A new auction occurs. There will be (number 
of players – 1) cards sold that way during a turn.

If nobody bid, card is placed back at the end of 
the pile, but it still counts as an auction.

• HIDDEN OBJECTIVES
During setup, shuffle the derivatives cards and 
distribute facedown the same numbers to all 
players.
Remaining cards will put back in the box.
Players can look at their cards whenever they 
want, but keep them secret all game long.

Cards explanation

If company’s capital is more 
than $140 at the end of 
the game, this card will be 
worth $10.

If company’s capital is less 
than $70 at the end of the 
game, this card will be wor-
th $10.

If left company’s capital is less 
than right company’s capi-
tal at the end of the game, 
this card will be worth $10.


