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What is money Making workshop?

Money Making Workshop is a role playing game for four players. Participants 
play as Genius, Enthusiast, Ne’er-do-well, and Opponent. The game is run by a 
Workshop Leader and lasts approximately 30 minutes. Money Making Workshop 
is an asymmetrical game.  Be aware that completing the workshop will be 
challenging, but be assured that all of your hard work will pay off in the end.

Win Conditions

Possible outcomes of the game:
1. Any player has completed filling up their stash with ingots.

 This player is the winner.
2. After all of the cards have been played, the player with the most 

ingots in their stash is the winner. If there is a tie, there are no winners.
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Game Elements

1.  1x game board
2.  1x The Crown
3.  1x The Hole
4.  4x player card decks 
5.  4x stashes
6.  3x gold paper drawer
7.  3x stacks of gold paper 
8.  1x lucky coin
9.  1x work timer
10. 1x white gloves
11.   1x tool drawer
12.   1x scissors
13.   1x punch
14.   1x paper folder
15.   1x sewing kit (needle and yarn)
16.   1x stack of scheme patterns 

  (including triangle schemes, cross schemes, 
  and diamond schemes)

17.   3x foundries 
  (including ingot mold and ingot stamp)

18. 1x The-Hands
19.   1x The-First
20. 1x The-Thumbs-Up
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Starting the workshop

1. Role assessment:
a. Each player will complete the short 

Test for Abilities and Proclivities. 

b. The Workshop Leader will analyze the results of test, 
and determine which role best suits each player. 

c. Players are then assigned name tags and will be seated 
in the respective stations at the game table.

2. Initial allocations:
a. Enthusiast, Ne’er-do-well and Opponent 

should each create 3 ingots and place them in their stash. 
(refer to the *ingot creation procedure pg. 29 in this booklet).
Genius may search the game room for any unmolested gold ingots 
inherited from previous games and place 3 ingots into their stash, 
placing any remaining ingots into the crown.

b. If not enough intact ingots are found then the other players should 
create a total of 3 gold ingots to give to Genius to place in their stash.

3. Initial turn set up:
a. Each player shuffles their deck and places it face down on their left.

Each player draws 7 cards from their deck into their hand. Genius 
places the lucky coin in their quadrant. The lucky coin determines 
which player plays first in the current turn.

b. Enthusiast takes possession of The-Thumbs-Up,
Ne’er-do-well takes possession of The-Hands and
Opponent takes possession of The-Fist.

4. Begin game:
a. Turns are repeated until the game ends with one 

of the possible win conditions outlined 
in the *win conditions pg. 2 section.

b. Refer to *Actions in each turn pg. 7 for turn information.

enthusiast

hello
my name is

Ne’er-do-well

hello
my name is

Opponent

hello
my name is

enthusiast

hello
my name is

Ne’er-do-well

hello
my name is

Opponent

hello
my name is

enthusiast

hello
my name is

Ne’er-do-well

hello
my name is

Opponent

hello
my name is
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Actions in each turn

The player possessing the lucky coin passes it to the player to their left.
1. Draw one card

a. All the players draw 1 card from the top of their deck at same time.
b. If a deck is empty the game is over (see *Win Conditions pg. 2).

2. Play one card face up
a. The player with the lucky coin will choose a card from their hand and

place it face up for all to see. This card is now in play and may not be
replaced. Read the text on the card to determine when 
the action on the card is performed.

I. Most cards are resolved simultaneously during the work phase, 
including work, scheme creation, 
fire up, and dem words cards.

II. Some cards are resolved at the end of the work phase, such as
use scheme, manifest scheme, and the crown cards. 

III. Some cards are resolved immediately upon playing, such as
walk the plank, make wine, and spit in the pot cards.

IV. The only card that can be played out of turn during the 
fee phase is the U.O.me. card.

b. Play proceeds in a clockwise direction until all 
four players have played a card.

3. Work phase
a. The Workshop Leader will announce the beginning 

of work and activate the work timer.

b. All players who played a card that involves work during this turn begin
performing the work actions as described in the card.

c. Work proceeds until the timer expires and 
the Workshop leader announces the end of work.

d. The Workshop Leader will evaluate the quality of the work and will
determine success or failure of the work goals.

e. The cards are resolved in the turn order starting with player 
with lucky coin and proceeding clockwise.

f. The cards are resolved based on success or failure of goals, resulting in
ingots being placed in the stash or in the hole or being transferred 
from one player’s stash to another player’s stash.

g. Resolve any gold and anti-gold conflicts immediately after each card
is resolved (see the *regarding anti-gold section pg. 12 for details 
on what to do when anti gold in in a player’s stash).

4. Resolve additional card actions that take place after the end of work
a. The cards are resolved in the turn order starting with player 

with lucky coin and proceeding clockwise.

b. Resolve the use scheme, manifest scheme, and the crown cards. 
c. Resolve any gold and anti-gold conflicts immediately 

after each card is resolved.

5. Fee phase 
a. Fees are paid in the turn order starting with player with 

the lucky coin and proceeding clockwise.

b. If a player cannot pay the fee there is no concequence 
unless a U.O.Me card is played at this moment.

c. Refer to the *Fee Payment Procedure pg. 31 for details.

6. Turn ends
a. The card that was just played is turned over and placed 

in each player’s discard pile.

b. The Workshop Leader will announce the end of the turn.
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Work Cards

Notes on work cards:
1. Work cards can be used to create gold or anti-gold 

unless explicitly stating otherwise.
2. Refer to the *Ingot Creation Procedure pg. 29

for details on how to create ingots.
3. Work cards range from safe (Work I) to risky and rewarding (Work V).
4. Note that some work cards explicitly state whether ingots are placed into 

the crown or the hole upon success and upon failure.



11 12

Tips for Success:

• You must sit between Enthusiast and Genius, 
across from Ne’er-do-well.

• Anti-gold is a powerful weapon at your disposal.
• Timing is everything.
• The Crown may be soiled.
• Genius is vulnerable.

regarding anti-gold:

• You may produce gold or anti-gold ingots, 
anti-gold ingots are created by inverting the gold paper such that the 
ingots created with be white instead of gold.

• A gold ingot and an anti-gold ingot may not 
coexist in a player’s stash. If both are found in the 
same stash both ingots are immediately to 
be deposited into the hole.

Opponent

Deck Layout:

• 5x Work I
• 5x Work II
• 2x Work III
• 3x Work IV
• 3x Work V
• 3x Make Wine, Tow The Line
• 2x Spit In The Pot, Like It Or Not
• 1x Walk The Plank, Point Blank
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Tips for Success:

• You must sit between Ne’er-do-well, and Opponent, across from Genius.
• Channel your enthusiasm.
• Do not hurt the fellow players with your enthusiasm.
• Fire Up the most successful workers.
• Beware of anti-gold.
• Big hands and long arms will serve you well.
• Keep a strong grip on The-Thumbs-Up and channel its awesome power.
• Keep The-Thumbs-Up facing up at all times!

Deck Layout:

• 5x Work I
• 5x Work II
• 1x Work III
• 2 x Work IV
• 3x Work V
• 2x Fire Up!
• 2x Super Fire Up!!
• 2x The Crown Giveth
• 2x The Crown Taketh

E
n

thusiast
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Tips for Success:

• You must sit between Enthusiast and Genius, across from Opponent.
• Choose your words carefully.
• Feed The Crown.
• Anti-gold is a weapon at your disposal.
• Lay low.
• “When the sun sets the fox feasts”.
• Keep a strong grip on The-Hands and channel its awesome power.
• Keep The-Hands facing up at all times!

N
e
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Deck Layout:

• 5x Work I
• 5x Work II
• 1x Work III
• 2x Work IV
• 3x Work V
• 2x Dem Words I
• 2x Dem Words II
• 2x Dem Words III
• 2x Dem Words IV
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Tips for Success:

• Keep the crown full.
• Keep morale high all around.
• Consider the threats all around you.
• Understand the numbers, play the numbers.
• Forecast.
• Avoid bad ingots and anti-gold.

Genius

Deck Layout:

• 2x Create Scheme Tetra
• 2x Create Scheme Cube
• 2x Create Scheme Diamond
• 8x Use Scheme
• 3x Manifest Tetra
• 2x Manifest Cube
• 1x Manifest Diamond
• 4x U.O.ME.
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3.2.

5.

7.
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Ingot Creation Procedure

1. Create ingots by playing a work card.
2. Get gold paper from drawer.
3. Place paper on mold with the golden side facing down.

a. to make anti-gold, place paper with golden side facing up.
4. Stamp down onto gold paper with ingot stamp.
5. Fold over any overhang.
6. Stamp again.
7. Evaluate your created ingot:

a. a satisfactory ingot:
I. will have no white underside visible on the exterior of the ingot.
II. will fit into a stash slot without deformation.

b. if you deem your ingot as non-satisfactory, 
you may unfold it and re-stamp.

8. Remove completed ingot and place in front of you.
9. Continue producing ingots until you choose to stop or the end of work is

declared by the Workshop Leader.
10. At the end of work, any ingots deemed unsatisfactory by 

the Workshop Leader must be deposited 
into the hole or into the crown.
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3a. 3b.

Fee Payment Procedure

1. Each player must pay a fee of 1 ingot if they 
have at least 1 ingot in their stash. 

2. This ingot may be gold or an anti-gold.

3. Each player can decide whether to deposit the ingot 
a. into the crown

b. or into the hole.

Use Schemes Procedure

1. Use schemes by playing a use scheme card.
2. After the work phase:

a. Refer to the *scheme payout chart pg. 35 to see the 
potential results of using the different schemes to determine the 
best strategy of which scheme to roll when.

b. Select which of your completed schemes you wish to roll 
and hold it in your hand for all to see.

c. Announce “using scheme” for all to hear.

d. Cast your selected scheme as if it were a die and 
call out what number is on top.

3. Look up the number you rolled in the *scheme payout chart pg. 35 
and implement the results.

4. Important note: when collecting ingots from the crown the 
genius may not look into the crown and must select the ingots by feel.
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1.

Scheme Creation Procedure

1. Remove scheme from drawer.
2. Use scissors to cut scheme along cut lines.
3. Use hole punch to punch out the holes.
4. Use folding stick to fold along the fold lines.
5. Begin using the needle and string to sew the scheme shut,

 tying a knot at the end of each stitch.
6. Use the scissors to cut off any extra string.

If the scheme creation procedure is not completed in a given turn, 
Genius may continue working on the scheme during 
the work phases of future turns.

7. Schemes that have been sewn shut are complete and ready to be 
rolled by use schemes cards.

*Note: competed schemes can be reused throughout the game.

2.

3.

4.

5.

6.
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Scheme Payout Chart

1. ............................transfer 1 ingot from the crown to your stash

2. ...........................transfer 2 ingots from the crown to your stash

3. ...........................transfer 3 ingots from the crown to your stash

4. ...........................transfer 4 ingots from the crown to your stash

Tetra Roll:

1. ............................transfer 1 ingot from the crown to your stash

2. ...........................transfer 2 ingots from the crown to your stash

3. ...........................transfer 3 ingots from the crown to your stash

4. ...........................transfer 4 ingots from the crown to yourstash

5. ...........................transfer 5 ingots from the crown to your stash

6. ...........................transfer 6 ingots from the crown to your stash

Cube Roll:

1. .........transfer 1 ingot from the crown to your stash

2. ........transfer 2 ingots from the crown to your stash

3. ........transfer 3 ingots from the crown to your stash

4. ........transfer 4 ingots from the crown to yourstash

5. ........transfer 5 ingots from the crown to your stash

6. ........transfer 6 ingots from the crown to your stash

7. ........transfer 7 ingots from the crown to your stash

8. ........transfer 8 ingots from the crown to your stash

Diamond Roll:
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Manifesting Schemes Procedure

1. Hold a completed scheme in your hand.
2. Declare “Manifest tetra”, “Manifesting Cube” or “Manifest Diamond”.
3. Destroy the scheme by crushing it in your hand.
4. Discard the destroyed scheme into the hole.
5. Follow the directions as stated on each Manifest Scheme card.

3.

4.


