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DON'T BE SCARED BY ALL THESE RULES

The three sets of rules differ in regard to complexity and
the roles they give to chance and strategy, with BEGINNERS
RULES relying most on chance and TOURNAMENT
RULES permitting the most strategy.

BEGINNERS RULES—The basic structures for the game
are laid down. Everyone should start here. READING
THE SENTENCES WHICH ARE CAPITALIZED IN
EACH RULE IS USUALLY ALL THE PREPARA.-
TION THAT IS NEEDED TO BEGIN PLAYING.

FULL RULES—The structures are filled in with the life of
capitalist society. Adults and older adolescents should move
on to these rules as quickly as possible, even— by common
consent—in the middle of a game. But don’t stop here. Be-
fore rigor mortis sets in, goon to . . .

TOURNAMENT RULES—This is where the real action is.
See, for example, TOURNAMENT RULE number 8 ( this
rule can be added to FULL RULES whenever players feel
ready for it). No adult should linger more than one game
each in BEGINNERS and FULL RULES before taking
on the wheeling and dealing made possible by TOURNA-
MENT RULES.

It is possible to play “Class Struggle” with two players,
but—given the importance of alliances—it is better to
play with four, and best with six. Go ahead, invite another
friend to play.

Full
Rules
and

Some
Strategies

OBJECT OF THE GAME

“Class Struggle” reflects the real struggle between the
classes in our society. THE OBJECT OF THE GAME
IS TO WIN THE REVOLUTION . . . ULTIMATELY.
Until then, classes—represented by different players—
advance around the board, making and breaking alli-
ances, and picking up strengths and weaknesses that
determine the outcome of the elections and general
strikes which occur along the way.

PLAYERS

1. “Class Struggle” can be played by two to six players.

2. The real players in “Class Struggle,” however, are classes,
not individuals. Workers (those who produce shoes, cars,
houses and so on) and Capitalists (those who own the
machines and factories with which these things are pro-
duced) are the Major Classes. Farmers, Small Business-
men, Professionals (doctors, lawyers, professors, etc.) and
Students are the Minor or Allied Classes. In the game, the
hammer symbolizes the Workers, the top hat—the Capi-
talists, the tractor—the Farmers, the cash register—the
Small Businessmen, the brief case—the Professionals, and
the mortarboard—the Students.

3. Only Workers and Capitalists can win this game. The
other classes participate in winning or losing through
alliances with one or another Major Class. (See Rule 15)
While Workers and Capitalists struggle to win, the Minor
Classes struggle to be on the winning side.
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Individual players cannot choose their class. In real life,
ONE’S CLASS IS DETERMINED BY CHANCE, which
usually means by the kind of family into which one is
born. Also in our society, WOMEN AND BLACKS
HAVE LESS CHANCE THAN WHITE MALES TO
BECOME CAPITALISTS. This has nothing to do with
the human qualities of women and Blacks and everything
to do with the unfair rules set by our society. Attempting
to reflect these rules (and not by any means to justify
them), “Class Struggle” calls for the following: beginning
with the lightest White male and ending with the darkest
Black female, everyone takes turns with the Genetic (or
luck-of-birth) Die, the one with the symbols on it, to see
who throws the Capitalist Class first. (If the people play-
ing include a black man and a white woman, the players
themselves have to decide which one has the greater
handicap in becoming a Capitalist). After the Capitalists
are chosen in this way, the players throw the Genetic
Die in just the opposite order to see who plays the Work-
ers. The remaining players can throw the Genetic Die in
any order to see who plays the other classes.

It is important that Workers and Capitalists be represented
in the game, so if there are only two players these are the
classes they should play. If there are less than six players,
one person can represent two Minor Classes. It is also
possible in a two-person game for each player to represent
a Minor as well as a Major Class. It is simply more inter-
esting when all or most of the Minor Classes are repre-
sented, but it is also possible to play “Class Struggle”
with one or more of the Minor Classes left out.

Again, to be true to real life, where the Capitalists’ wealth
and power over people and factories give them many
unfair advantages, the Capitalist Class is the first to throw
the numbered dice. They also decide whether the order
in which the other classes take their turn at the dice pro-
ceeds from their left or their right.

Classes now throw the numbered dice and move forward
as many squares as the number shown, except when this
number is the same as the one thrown by the class that
went before. In this case, the class which has just thrown

*Signals a change of or an addition to the rules for “Class Struggle” found in
BEGINNERS RULES. 4
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the dice does not move at all. THINKING FOR ONE-
SELF, AND NOT JUST DOING WHAT OTHERS DO,
IS ESSENTIAL FOR WINNING AT CLASS STRUG-
GLE. If a class throws a double number, it gets an extra
turn at the dice, and this rule holds for as long as any
class throws double numbers.

ASSETS AND DEBITS

Most of the squares on the board are divided between
Workers (red) and Capitalists (blue), and list the real
strengths and weaknesses of these two classes. Depending
on its importance in the Class Struggle, each strength is
worth one to three plus-points (called “assets”) and each
weakness one to three minus-points (called “debits”).
Whenever Workers or Capitalists land on a square which
carries its name, it picks up the number of assets or debits
listed there. Landing on its opponent’s squares earns the
trespasser neither assets nor debits, unless this happens
on three successive throws of the dice (and only if one’s
opponent has kept track of this). In this case, the offend-
ing class picks up one debit. PRETENDING TO BE-
LONG TO A CLASS OTHER THAN YOUR OWN
WEAKENS YOUR CAUSE IN THE CLASS STRUG-
GLE.

As part of their unfair advantages, the Capitalists decide
which of the other classes should do the hard but neces-
sary work of handing out assets and debits, that is of
taking care of the “Bank.”

The Minor Classes pick up assets and debits whenever
they land on either Capitalist or Worker Squares until
they enter an alliance with one of the Major Classes, after
which they get points only from squares that carry the
name of their ally. (See Rule 15).

CHANCE

When landing on a Chance square, Capitalists pick up a
Chance Card from the pack marked “Capitalist”, and
Workers from the pack marked “Worker”. WHAT IS
SAUCE FOR THE GOOSE MAY BE SAUCE FOR
THE GANDER, BUT WHAT IS GOOD LUCK FOR
THE CAPITALISTS IS BAD LUCK FOR THE
WORKERS, AND VICE VERSA.
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Until they enter into an alliance with one of the Major
Classes, the Minor Classes can take their Chance Cards
from either pack. After an alliance, they must pick their
cards from the same pack as their Major Class ally. (See
Rule 15.)

Trade Union and Workers’ Political Party Cards: if the
Workers or their allies land on squares 11 or 52, they
receive a Trade Union Card; landing on squares 16 or 56
earns them a Political Party Card. Minor Classes can
acquire these cards only while they are allied with the
Workers, and must return them should this alliance be
broken (See Rule 15).

On the highest level of “Class Struggle”, starting with
square no. 65, classes have a choice of receiving the num-
ber of assets and debits listed on the squares on which
they land or forcing any one of their opponents to move
double that number of squares (backward when it is assets
that are listed, forward in the case of debits). The latter
class then picks up the assets, debits, chance card, etc.
listed on the square to which it has been forced to move.

ALLIANCES

Squares which read “Chance for an Alliance with the
Farmers” (or Small Businessmen, or Professionals, or
Students) permit the Major Class which lands there to
enter into an alliance with the Minor Class named there.
Each Minor Class has a Class Alliance Card which it gives
to its new ally to seal the alliance. Like the player pieces,
Alliance Cards can be mounted on the blocks of wood
which are provided. Though each allied class retains its
own assets and debits, their points are counted together
in any future “Confrontation” (See Rule 27).

When there are less than six players in the game, a Major
Class which lands on the Alliance Square of a Minor Class
that is not represented by a player still receives the latter’s
Alliance Card and a bonus of five assets.

Whenever the Capitalists or Workers enter into an alli-
ance with a Minor Class that is represented by a player
they agree—in order to cement their new relationship—to
accept from the Bank a number of debits equal to the
number showing on their new ally’s next turn at the dice,
except when a double number is thrown, in which case
there is no need to accept any debits at all. THERE IS
OFTEN A PRICE TO PAY IN FORMING NEW ALLI-
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ANCES, AND CLASSES MUST ASK THEMSELVES,
“IS IT WORTH IT?”

Minor as well as Major Classes have a chance to enter
into alliances if they land on an Alliance Square. Rule 17
also applies here, and again it is the class which lands
on the Alliance Square and initiates the alliance which
receives the Alliance Card from the other class and picks
up the extra debits.

If a Minor Class (say Farmers), which is already allied
to a Major Class (say Capitalists), lands on a square
that makes possible an alliance with the Students, the lat-
ter automatically becomes an ally of the Capitalists as
well. In this way, the Minor Class allies of each Major
Class can pick up alliances for their Major Class ally.

If a Minor Class is not allied to either of the Major
Classes, it can still enter into an alliance with another
Minor Class. In this case, the two Minor Classes have
made themselves doubly valuable to the first Major Class
to enter into an alliance with either of them; for—given
the alliance of the two Minor Classes—to ally with either
one of them is to ally with both. This also implies, of
course, that the Major Class in question agrees to accept
from each new ally a number of debits equal to the num-
ber showing on its next turn at the dice, except—again
—when double numbers appear.

After two Minor Classes enter into an alliance with a
Major Class, their special relationship comes to an end.
Thus, if the other Major Class forces either of these
Minor Classes to change alliances, its one-time partner
is unaffected.

Change of alliances: whenever any class (Major or
Minor, allied or unallied) lands on an Alliance Square of
a Minor Class already allied to its opponent (or picks up
a Chance Card which speaks to the same thing), a change
of alliances becomes possible. Rule 17 also applies in
every change of alliances.

If there are less than six players in the game, forcing a
change of alliances with a Minor Class that is not repre-
sented by a player is simply a matter of transferring the
Alliance Card and the five assets which came with it
from the old Major Class ally to the new one.

Right to refuse alliances: whenever there is a chance for
an alliance or a change of alliances, the classes directly
affected have a right to accept or refuse it. If both classes

































