


lll. Helpers

Helper Cards represent various craftsmen and specialists, whom the

players may meet when setting out to the chosen cities. A player with
sufficient assets who has just arrived in a city may hire a local helper
assigned to the given city on the Helper Field. The cost of hiring a helper

and their functions are shown on Helper Cards. Once acquired, a Helper
Card remains part of a partnership’s assets and can be used an unlimited
number of times. At the end of the game, points from Helper Cards count

as partnership’s assets. To hire a particular helper, the players must orga-
nise a trade expedition to the particular city where the given Helper Card is
located - they first obtain the products necessary for a trade expedition to
the city, surrender them to the Banker, and receive their revenue from the
bank. This being done, the players pay the cost of hiring a helper (specified
on the corresponding Helper Card) and keep the Helper Card. From that time
on, the players may make use of the helper’s skills and expertise throughout
the game. Helpers provide assistance in production and trade expeditions

A player who wants to use the helper’s assistance shows and keeps the rele-
vant Helper Card to the banker whenever required. There are nine types of
helpers available: three in every type of City Field (nearby, medium-distance,
faraway). While planning your campaign, it is good to remember that the cost
of employing the helper is lower than the helper’s value at the end of the game.

Helpers from nearby cities:

MISTRZ
PIEKARSKI

wartosé
karty:
2z

Zwieksza wydajnosé
Piekarza do 5 chlebow
na miesiac

MISTRZ
PIEKARSKI

koszt zatrudnienia: 1 zg

Master Baker

By using a production action, the baker can produce no more than 4 loaves
of bread at the expenditure of 1 Time Card. Thanks to the assistance of a Ma-
ster Baker, the baker can produce up to 5 loaves of bread for 1 Time Card.
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PRZEKUPKA

wartosé
karty:
3z

Umozliwia powtérne
losowanie karty wyprawy
handlowej. Musisz

zaakceptowacé drugi wynik. PRZEKUPKA

koszt zatrudnienia: 2 zg

Stall Holder

When carrying out a Trade Expedition, the player employing a Stall
Holder may draw another card from the pile on that City Field if the first
one does not satisfy them. The player has to accept the result from the
second card, though.

DRELICHARZ

wartosé

karty:

42z
Premia do kazdej wyprawy

handlowej: +1 zg
Premie drelicharza, kupca
i mistrza kupieckiego
sumujq sie.

DRELICHARZ

koszt zatrudnienia: 3 zg

Itinerant Draper

A player who hired an Itinerant Draper may add MGP 1 to the income
from an expedition. If the player also hired a Trader and/or a Master
Trader, bonuses from these cards add up (e.g. a player who hires an lti-
nerant Draper, a Trader and a Master Trader receives the total bonus
of MGP 6 to their income from each expedition).
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Helpers from medium-distance cities:

N

/|
-~AFf{  wartosé .

VR £] karty:
4 zg

MISTRZ
TKACKI

a
Zwigksza wydajnosé
Tkacza do 4 ptocien na
miesiac.

[ 4

MISTRZ
TKACKI

koszt zatrudnienia: 2 zg

Master Weaver

In the normal production, the weaver can produce a maximum of 3 fabric
sheets, spending 1 Time Card. Thanks to the assistance of a Master Weaver,
the weaver can produce up to 4 fabric sheets in return for 1 Time Card.

ZARZADCA
SKLADU
TOWAROWEGO

wartosé
karty:
5zg
Na wyprawie handlowej
mozesz zastapié:
1 chleb 1 ptétnem albo
1 ptétno 1 chlebem.

ZARZADCA
SKLADU
TOWAROWEGO

koszt zatrudnienia: 3 zg

Trading Post Keeper

While collecting a set of goods required to organise a trade expedition to

a selected city, a player who has hired a Trading Post Keeper may use

1 Bread Card as 1 Fabric Card, and 1 Fabric Card as 1 Bread Card. During

a trade expedition, such a conversion is possible only for one card.

If the player has also hired a Trading Agent, they may combine the functions
of both the helpers (in this way, with their assistance, the player may convert
two cards and may have a fabric sheet pass for a loaf of bread or a loaf of
bread as a fabric sheet, and a waggon as a fabric sheet or a fabric sheet as
a waggon).
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KUPIEC

wartosé
karty:
62

Premia do kazdej wyprawy
handlowej: +2 zg
Premie drelicharza, kupca
i mistrza kupieckiego
sumujq sie.

KUPIEC

koszt zatrudnienia: 4 zg

Trader

A player who has hired a Trader may add MGP 2 to their income from
each expedition. If the player has also hired an Itinerant Draper and/or
a Master Trader, the bonuses from these cards add up (e.g. a player who
has hired an Itinerant Draper, a Trader and a Master Trader receives the
total bonus of MGP 6 to their income from the expedition).

Helpers from faraway cities:

MISTRZ
KOWALSKI

wartosé
karty:

Zwieksza wydajnosé 62
Kowala do 3 bryk na

miesiac.

MISTRZ
KOWALSKI

koszt zatrudnienia: 3 zg

Master Blacksmith

In normal production, blacksmiths can produce a maximum of 2 waggons
at the cost of 1 Time Card. Thanks to the assistance of a Master Black-
smith, the blacksmith can produce up to 3 waggons for 1 Time Card.
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PRZEDSTAWICIEL
HANDLOWY

N

wartosé
karty:

Na wyprawie handlowej Tz

mozesz zastapic¢ 1 bryke
1 ptétnem albo 1 ptétno
1 bryka.
v PRZEDSTAWICIEL
HANDLOWY

koszt zatrudnienia: 4 zg

Trading Agent

Collecting a set of goods required to organise a trade expedition to

a selected city, a player who has hired a Trading Agent may consider 1 Wain
Card as 1 Fabric Card, and 1 Fabric Card as 1 Wain Card. During a trade
expedition, such a conversion is possible only for one card.

If the player has also hired a Trading Post Keeper, they may combine the
functions of the two helpers (in this way, with their assistance, the player
may convert two cards and may have a fabric sheet pass for a loaf of bread
or a bread pass for a fabric sheet, and a waggon pass for a fabric sheet or
a fabric sheet as a waggon).

MISTRZ
KUPIECKI

wartosé
karty:

Premia do kazdej wyprawy 8 8

handlowej: +3 zg
Premie drelicharza, kupca
i mistrza kupieckiego
sumujq sie.

MISTRZ
KUPIECKI

koszt zatrudnienia: 5 zg

Master Trader

A player who has hired a Master Trader may add MGP 3 to their income
from each expedition. If the player has also hired an Itinerant Draper and/or
a Trader, the bonuses from these cards add up (e.g. a player who has hired
an ltinerant Draper, a Trader and a Master Trader receives a total bonus of
MGP 6 to their income from the expedition).
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IV. The end of the game in the advanced version

As with the basic version, the game is finished when no partnership
can take any action. The partnership’s assets are then counted: the
MGPs are added to the value of the Product Cards in hand. Product
Cards are converted to MGPs according to their cost of production.
Additionally, the value of helpers hired by partnerships is added to
their assets.

Helper value is taken from the following table:

Helpers from nearby cities (Itinerant

Draper, Stall Holder, Master Baker) Labour cost + MGP 1

Helpers from medium-distance cities
(Trader, Trading Post Keeper, Master Labour cost + MGP 2
Weaver)

Helpers from faraway cities
(Master Trader, Trading Agent, Master Labour cost + MGP 3
Blacksmith)

To make counting easier at the end of the game, the value of the
helpers is specified on Helper Cards. When the game is over, that
value must be added to the total value of the partnership’s assets.
The partnership with most assets wins the game.



General principles governing the organisation of
interschool Peasant Business School simulation
game tournaments: guidelines for the organiser

I. Introduction

The rules below concern the organisation of an interschool tournament of
the Peasant Business School game with the participation of any number

of schools from 20 to 60, represented in the finals altogether by 120 stu-
dents. Participants in a tournament play the advanced version of the game.

Organisation of an interschool Peasant Business School tournament consists
of the following stages:

- recruitment of schools for the tournament,
- preparation of schools for participation in the tournament,
- qualifying round held at individual schools,
- interschool final round of the tournament.

Il. Recruitment of schools

Assuming that the final round of the interschool tournament gathers 120
participants, the organiser may invite the participation of no more than 60
schools. In this case, every school may be represented by one team of two
students at an interschool tournament. In a case when 20 schools partici-
pate in the finals, each of them can be represented by three such teams.

In other cases, the number of participants is at the discretion of the organiser.
Every school that wants to participate in the interschool tournament should
nominate a representative responsible for the organisation of the internal
games (qualifying round at school), selection of the winners of the qualifying
round (i.e. participants of the final round), and making sure they arrive at the
finals, i.e. at the interschool tournament.

The organiser of the interschool tournament provides the schools applying
for the tournament with information about the need to nominate the school’s
representative, as well as about the stages of tournament organisation
(recruitment of schools, preparation for participating in the tournament,
qualifying round at school, and the final interschool round).
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Ill. Preparation of schools for participation in the tournament
The organiser of the interschool tournament should prepare representa-
tives of the schools that have declared participation in the tournament
in the following matters:

- independent overseeing of games of Peasant Business School at
school,

- conducting the qualifying round at school and naming of qualifying
round winners,

- preparing the participants in the final round for participation in the
interschool tournament.

Moreover, the organiser of the interschool tournament should pass the
following information to the representatives of schools participating in
the tournament:

- the dates (of the qualifying round, deadline for providing the organiser
with the names of the final round participants - winners of the qualifier
held at school, planned date of the final round of the interschool tour-
nament),

- the number of teams that the school may put forward to participate in
the final tournament (from 2 to 6 students, i.e. from 1 to 3 teams; possi-
bility of appointing substitute teams).

The organiser may share the information listed above by:

- informing and training every representative submitting their school,
- conducting an organisational meeting for school representatives.

In either case, all the schools participating in the tournament should
receive all the required information on how to run the game and how
to participate in interschool Peasant Business School tournaments.

IV. Qualifying round at school

The schools participating in the tournament select participants for the
final round through a qualifier conducted at school level. One school

may be represented in the final rounds by one, two or three teams of two.

22



The organiser decides on the number of teams to represent a given
school. Moreover, the organiser may also decide that the school will be
represented in addition by substitute teams. The school hosting the finals
may be represented by a larger number of teams to complete the missing
number of tournament participants.

The teams that obtained the best results in qualifying rounds conducted
at the school level become the winners of the qualifying round. It is up to
the school to decide how the winners are selected. Possible ways of nomi-
nating winners:

- school tournaments with the participation of selected classes,

- school tournaments with the participation of volunteers,

- games conducted in selected classes and selection of the most success-
ful teams,

- two rounds in a single selected class and selection of teams with the
largest number of points.

V. The final round of the tournament

The finals of the interschool tournament is an event that consists of three
rounds of the Peasant Business School game: 2 play-off rounds and 1 final
round. The participants in the finals are the teams selected in the qualifying
round at school. There are 120 participants competing in 60 teams of two
in the final round.

Setting up the finals

As far as possible, the game should be played in a spacious classroom, so
that it is possible to run 4 parallel games, each for 30 people. The fields of
the individual games should be separated clearly from each other, and visibly
marked A, B, C, and D. The teams that qualified to play in each of the groups
will compete on the fields marked as specified above. Each game field should
be provided with two tables set up at opposite ends.

Every game should be handled by 5 bankers. It is recommended that appro-
priately instructed students are used for the purpose. The production and trade
expedition posts should be separated and situated on the tables set up on the
opposite sides of the game field.
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Setting up the game fields

Each post is operated by 2 bankers. The fifth banker carries the money
and product cards between the production and trade expedition posts
whenever required.

Before beginning the game, the teams receive envelopes with their
names. Inside the envelope is the number that the team will be identified
by through all the three games. Besides it, the contents of the envelope
identify the group to which the given team was selected for the play-off
(A, B, C, or D). Moreover, each envelope contains the game report sheet
to be filled in by the players after either play-off round and the final round.
The data from the report card is used to nominate the participants in the
finals.

Two play-off rounds

The finals of a Peasant Business School tournament begin with two
play-off rounds. Each of them consists of four simultaneous games held

in groups A, B, C, D. There are 15 partnerships (30 people) playing in each
group. Each game takes place in a specified game field. Points acquired
during individual play-off games cumulate (see: Scoring).
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Dividing finals participants for the play-off phase

The tournament organiser decides on the assignment of players to
individual groups in the first play-off round. The envelopes that the
teams receive at the beginning of the tournament contain information
about the group to which the given team was assigned (A, B, C or D).

Note: as far as possible, teams from one school should be assigned
to play in various groups (i.e. on different game fields) in the first
play-off round.

The decision to assign teams to the groups in the second play-off round
is based on the number of points won in the first round. The top 15
teams play in group A, the following 15 in group B, etc.

Scoring during play-off

The teams obtain points in a number equal to the assets of the partner-
ship (jointly: money, products, helpers), in line with the general rules of

the game. The players use the game report to count the points. Additionally,
the teams receive bonuses for ranking at the top of the group, as specified
in the table below:

Rank

I Il I v \Y Vi Vil V=XV
20 13 8 5 3 2 1 0

Bonus

In the case of a draw, the team that has more cash wins.

Final round

During the final round, the four winning teams are selected from all the
participants in a tournament and awarded 15t, 2"9, 379 and 4™ place.
The final round consists of 4 simultaneous games. Decisive for the
assignment of teams to individual groups are the points they won at the
play-off phase. The groups are formed on the grounds of the results
obtained by the teams at the play-off phase. Much like in the second
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play-off phase, the first 15 groups with the highest number of points
compete in group A, the following 15 in group B, etc. In group A,
teams compete for 15, in group B for 2"9, in group C for 3", and in
group D for 4th place.

Note:

Should the difference between the last team qualifying for the given
group and the first team in the group below be smaller than five
points, the tournament organiser may decide that one and only one
team from the lower group is transferred to the higher group. This
results in a unique situation when there are the maximum of 16
teams (32 people) competing in a group.

Scoring in the final round

In the final round, every team begins the game with zero points (as
points acquired during the play-off round no longer count).

No bonuses are awarded for the place in the group in the final round.
In the case of a draw in the final round, the winner is the team which
won more points in the qualifying rounds. Should these be identical,
decisive is the number of bonus points received for the rank at the
play-off phase. The best teams from each group are awarded 18¢,
2”d, 3rd, and 4 places respectively. However, should the organiser
decide to do so, it is at the organiser’s discretion to provide awards or
distinctions also to the teams that ranked second and third in all the
groups.

VI. Remarks on the game

Before every game, a number of Character Card sets corresponding to
the number of players to be drawn by the teams must be prepared

(see: Instructions). While drawing them, the players should not see the
cards (envelopes may be used for the purpose).

Trade expeditions and production should be handled by bankers separa-
tely. The tables with the two types of commodities should be situated on
opposite sides of the game field.
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In every round of the finals, the placement of helpers is random, but
identical on every game field: they should be placed at random on
one Game Board, and their order should be copied onto all the
remaining ones.

Trade Expedition Cards should not be dealt at random. In preparing

the game, it must be remembered that the same set of cards covering
the full scope of revenues from the given city should be provided in

each city (nearby, medium-distance, and faraway cities). The cards should
be well shuffled!

Production without displaying the appropriate Artisan Card is not allowed.

After the completion of every round, the team fills in the report from the
game in the game report sheet and passes it to the referee for verification.

Any cheating results in immediate exclusion from the tournament.
Especially (but not solely) the following are inadmissible and treated as
cheating:

- transfer of money and/or goods between players from different games,
- theft of money, goods, and time cards from the bank or other players,
- any trading in time cards.

Every game should be assigned a referee (an adult, nominated by the
organiser), who will adjudicate on potential controversies and impose
punishment for prohibited behaviour. The referee’s decision is final, and
no appeals will be considered.



"PEASANT BUSINESS SCHOOL"
TOURNAMENT REPORT SHEET

Team NUMDEr: ...oooeiiieeeeeeeee e
Report from the first round of the play-off

Group ABCD*
Value of all Mountain Gold PieCeSs: ......ccccovvrvervcerrieenreenens
Value of all 800dS: ...ccceevreveereeee e
Value of all helper cards: ....ccccooeveveeeeeceeeceeee e
0] = |
Position in the group: ....cccceeevcveeereecceeee e

Report from the second round of the play-off

Group ABCD*
Value of all Mountain Gold PieCeSs: .......ccovvrverncenrieenneenens
Value of all 800dS: ...ccceevreveereeee e
Value of all helper cards: ....ccccoeeveceeeeeceeeceeee e
0] = |
Position in the group: ....ccccveeevveeeereeccieeee e

Total number of points from the first
and second play-off rounds: .........cccceevreverrcrseessnennnn,

General rank: ..oooccceeecceeeecee e
Report from the final (third) round
Group ABCD*
Value of all Mountain Gold PieCesS: .....ccceeevverreceeecieierrieennnns
Value of all 00dS: ....ceeeceerveeeereeeeeeee e

Value of all helper cards: ....ccccveeceeeeeceeveceeecceeeenne
0] = |

* Mark the group as appropriate.
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