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1. Concept 
 
Players take on the role of one of the country’s largest trading nations/trading blocs, as they 

seek to grow and prosper within the international trading system. Championing the values of 

free trade, players strive to form free trade agreements and complete multilateral trade rounds 
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to gain wealth and increase their access to raw materials and markets. Who will trade most 

successfully, fulfil their destiny and truly become Most Favoured Nation? 

 

 

2. Fundamentals of Game play 
 

Between three and five players may play. The game is won by the player with the most victory 

points at the end of the game. Victory points may be gained by the successful completion of 

free trade agreements (FTAs), through initiating and completing multilateral trade rounds and 

through generating wealth through free trade.  

 

Reflecting the fact that free trade is not a zero-sum game, the players do not usually directly 

harm one another. Rather, they compete primarily through the interaction of their policies and 

through a scramble for limited resources and markets. In addition, there is some limited direct 

interaction through taking part in practices such as subsidies, dumping, the application of 

safeguards and the World Trade Organisation (WTO) dispute settlement mechanism. 

 

2.1 Action Cards 

 

Play occurs through the selection of action cards. Selecting an action card will typically cause 

all players to carry out activities; however the player selecting it will usually gain an additional 

benefit – for example, the privilege of going first and/or an additional bonus. Two action cards 

– “Multilateral Trade Round” and “Campaign” – only grant actions to the player selecting 

them. The action cards are: 

 

 Industrial Growth 

 Negotiate FTAs 

 Policy Instruments 

 Wealth Creation 

 Trade Wars 

 Multilateral Trade Round 
 

If four people are playing, one addition action card – “Campaign” is added. If five people are 

playing, two “Campaign” action cards are added. 

 

Detailed descriptions of each action card are given below. 

 

2.2 The Game Cycle 

 

Each cycle begins with one player having the role of the Director General of the World Trade 

Organisation. They take the Director General token and place it before them.  

 

The Director General takes an action card. If there are any Political Capital tokens on it he may 

add these to his stockpile. He and the other players carry out the actions mandated or permitted 

by the card, in the manner described in the rules.  

 

Following the action being completed, the player to the left of the Director General proceeds 

similarly and so forth, until each player has taken an action card.  

 

http://www.igmansfield.co.uk/


© I. G. Mansfield 2010     www.igmansfield.co.uk 

 

To complete the cycle, place one Political Capital token upon each action card that has not 

been selected. The cycle is now complete. Return all action cards to the centre and pass the 

Rotating Presidency token to the player immediately to the left of the former Director General. 

The next round shall now begin, with a new Director General. 

 

 

3. Boards, Equipment and Features 
 

3.1. Board and Equipment 

 

Player Board 

Each player is given a board set out in three parts: 

 

Top:  3x4 grid, on which trade agreements can be placed. 

Centre: Space in which tokens can be placed. 

Bottom: Industry area, containing a space for each of the seven industries.  

Left/Right: Space in which Policies may be placed, if implemented.  

 

 
 

Communal board 

Communal board areas include: 

 

 A stylised map of the world, depicting each country with which a trade agreement can 

be formed. 

 A Free Trade Agreement board on which each of the FTAs available for negotiation 
can be placed, together with two piles, one of victory point tokens and one of political 

capital tokens. 

 A Policy Instruments board, with all the policy instruments that are available to be 
taken. 

 

Tokens, counters and other pieces 

 40 Political Capital (PC) tokens (1s (x30) and 5s (x10)) (placed on the FTA board). 

 70 Victory Point (VP) tokens (1s (x30) and 5s (x20)  (placed on the FTA board).  

 40 Trading tokens. 
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 120 Factory tokens (placed somewhere convenient). 

 43 Policy Instrument cards, of which the appropriate number (see 4.3.1) are placed 

somewhere convenient. 

 40 Industry tokens (10 Agriculture; 5 of each other type) (placed face down in a stack 
in the centre, with a number equal to the number of players plus one turned face up) 

 30 Safeguard tokens (played near the factory tokens). 

 5 Industrial Lobby tokens (placed near the factory tokens) 

 8 action cards (placed in the centre). 

 The Rotating Presidency card (given to the player who will play first). 

 5 Voting tokens (Aye/Nay), one of which is given to each player. 

 

If three people are playing, 70VPs worth of tokens are places out, if four people, 95VPs, if five 

people, 120VPs. Ensure a good mix of 5s and 1s are used.  

 

All other counters and tokens should be placed out. If, at any point, a player is eligible to take a 

token or counter and none remain (and none can be made available through players exchanging 

5s and 1s with the centre) then that player goes without. The exception to this rule is VPs: in 

the final round, where VPs run out, players should keep track of the full total of VPs that they 

earn. 

 

Starting the game 

At the beginning of the game, each player begins with one factory, one safeguard token (which 

they may place on any sector of their choice) and three PCs. 

 

3.2 Sectors and Free Trade Agreements 

 

List of Industry sectors 

 

In Most Favoured Nation, each player’s economy is comprised of seven industry sectors: 

 

 Agriculture, including tropical products and fish. 

 Minerals, including metals, coal, oil and gems. 

 Textiles. 

 Heavy industry, including all forms of low-tech, often high-energy production 
industry. 

 High-Tech Manufacturing, including aerospace, pharmaceuticals, electronics and 

other forms of advanced manufacturing. 

 Financial Services, including IT, legal and business services. 

 Tourism. 
 

These sectors have the same effect for the majority of the game’s functions; however, various 

policy instruments can affect different sectors in different ways. 

 

 

List of Free Trade Agreements 

 

ONE TWO THREE FOUR 

1VP Cost = 2 2VP Cost = 4 3VP Cost = 6 4VP Cost = 8 

Angola  Caribbean Brazil China  
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Ghana    Indonesia Switzerland European Union 

Maldives  Singapore South Korea India 

Lesotho  (Pakistan) (Canada) Japan 

((Namibia)) ((Turkey)) ((Russia)) United States 

 

 The countries in single brackets are only used in four or five player games. In 3 player 

games, simply remove them from play. 

 The countries in double brackets are only used in five player games. In 3 or 4 player 
games, simply remove them from play. 

 Of the countries in the ‘Four’ category, only use the ones which represent countries in 
play. 

 Regardless of the number of people playing, three of each FTA should be placed on the 

mat and are available for players. 

 

Country 

 

Sectors traded  Trade 

available 

Angola Minerals 1 

Ghana Agriculture 1 

Maldives Tourism 1 

Lesotho Textiles 1 

Namibia Agriculture 1 

Caribbean Agriculture, Tourism 1 

Pakistan Agriculture, Textiles 1 

Singapore High-Tech Manufacturing, Financial Services 1 

Indonesia Minerals, Textiles 1 

Turkey Textiles, Tourism 1 

Brazil Agriculture, Minerals, Heavy Industry 2 

Switzerland Agriculture, High-Tech Manufacturing, Financial 

Services 

2 

South Korea Heavy Industry, High-Tech Manufacturing, Financial 

Services 

2 

Canada Agriculture, Minerals, High-Tech Manufacturing 2 

Russia Agriculture, Minerals, Heavy Industry 2 

India Agriculture, Textiles, Financial Services, Tourism 2 

Japan Heavy Industry, High-Tech Manufacturing, Financial 

Services, Tourism 

2 

China Agriculture, Minerals, Textiles, Heavy Industry 2 

United States Heavy Industry, High-Tech Manufacturing, Financial 

Services, Tourism 

2 

 

 

 

 

 

4. Action Cards 
 

4.1 Industrial Growth 
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Each player in turn, starting with the player who took the action, may take one of the face-up 

industry tokens. Once each player has taken a token, for each token, the player may add a 

factory to that industrial sector on his board. The tokens are then discarded and more (equal to 

one plus the number of players) turned face-up. If there are no tokens left face-down in the 

stack, the full number of tokens is first shuffled and placed face-down, before turning the 

appropriate number face-up. 

 

The number of factories in a sector equals the industrial strength. The maximum number of 

factories that each industrial sector may have is three. If a player is unable to place a factory 

and comply with this rule then that factory is lost.  

 

The player who took the action may also move one factory from one industrial sector to 

another, provided that this does not take the new sector over three factories. 

 

 

4.2 Negotiate Free Trade Agreements 

 

Each player in turn, starting with the player who took the action, may negotiate an FTA, 

provided they have sufficient political capital to do so. A player may not have two FTAs with 

the same country. If an FTA is negotiated, the FTA token is then taken from the centre and 

placed in the FTA section of the player’s board. In return, the player places the correct amount 

of political capital in the centre. This occurs even if the FTA was with a country represented by 

another player. 

 

A player is not compelled to negotiate an FTA if they do not wish to. 

 

A country may not negotiate an FTA with themselves. 

 

The player who took the action receives a discount of one unit to the cost in political capital of 

the FTA. 

 

Safeguards in negotiation 

When negotiating an FTA, should the player have any sector protected that that country trades 

in then, provided he has at least one factory on that sector, he may remove the Safeguard token 

to gain a discount of 1PC to the cost of the FTA. This may never reduce the cost below 0. 

 

 

4.3 Policy Instruments 

When this action is chosen, players put in place policy instruments in order to make themselves 

more effective traders. The policy instruments typically have some immediate effect (cost or 

benefit) and have one or more ongoing effects (some positive, some negative). Policy 

instruments may also be reversed, though again this may have some cost or benefit. 

 

Each player in turn, beginning with the player who chose the action token, may do one of the 

following: 

 Implement a policy instrument. Do this by taking an unused policy card from the supply 
and placing it on your board in front of you. 

 Stop implementing a policy instrument. Return the policy card to the supply. 
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It is not compulsory to take an action. No two players may affect the same policy instrument 

(other than Safeguards) in the same action. 

 

In addition, the player choosing the action card may choose, in addition to the above, to do one 

of the following:  

 Add a Safeguard token to an industrial sector of their choice. 

 Remove a Safeguard token from an industrial sector of their choice. 

 Move an existing Safeguard token from one industrial sector to another.  
 

It is not compulsory to add, remove or move a Safeguard token. 

 

The complete list of policy instruments is given below. 

 
Policy Instrument Effects on 

Implementing 

Ongoing effects Effects on 

Stopping 

Implementing. 
Industrial Lobby -1VP 

Place an industrial 

lobby token on one 

industrial sector. 

 

Whenever you trade from this sector, 

gain 1PC for each trade token placed. 

A player may only have one Industrial 

Lobby; however, in a future Policy 

Instruments round, if ‘Industrial Lobby’ 

is chosen, the Industrial Lobby may be 

moved to another sector without further 

loss of VPs. 

Remove the 

industrial lobby 

token.  

 

Diplomatic Corps -1VP Cost of all FTAs other than those in 

group 1 is reduced by 1PC. 

None 

Specialist Economy None Maximum number of factories per sector 

increased to four. 

None 

Balanced Economy None Gain 1PC whenever you trade from 3 or 

more sectors in the Wealth Creation 

phase, or 2PC whenever you trade from 

5 or more sectors. 

None 

Safeguard Regulations None You may always do one of 

add/move/remove a Safeguard token 

during the Policy Instruments phase. 

None 

Flexible Labour 

Market 

None May always move one factory during the 

Industrial Growth phase. 

None 

Trade Promotion 

Agency 

-1VP Place a trade token on one of your FTAs. 

Receive one extra VP each Wealth 

Creation phase in which you trade with 

that country. 

A player may only have one Trade 

Promotion Agency; however, in a future 

Policy Instruments round, if the player 

chooses ‘Trade Promotion Agency’, the 

Trade Promotion Agency may be moved 

to another FTA without further loss of 

VPs. 

None 

Special Trade Envoy None Instead of negotiating an FTA, when the 

‘Negotiating FTAs’ action token is taken 

(by any player), you may choose to swap 

one of your FTAs for another in the same 

group.  

None 

Commonwealth None May spend VPs as if they were PCs 

when negotiating FTAs/carrying out a 

multilateral trade round. 

None 

Isolationism +1PC Penalty for blocking a multilateral trade None 
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round eliminated. 

May trade from one safeguarded sector 

gaining 1VP for each unit of industrial 

strength, instead of 1VP for every two. 

All FTAs cost +1 to negotiate. 

Just In Time 

Manufacturing 

None Minerals sector functions as if its 

industrial strength was one lower. 

Heavy Industry and High-Tech 

Manufacturing sectors function as if their 

industrial strength was one higher. 

There must be two or more factories on 

Minerals for this policy instrument to 

function; if not it has no effect. 

None 

Supermarket 

Deregulation 

None Agriculture sector functions as if its 

industrial strength was one lower. 

Tourism and Financial Services sectors 

function as if their industrial strength 

was one higher. 

There must be two or more factories on 

Agriculture for this policy instrument to 

function; if not it has no effect. 

None 

Labour Unions +3PC 

Must place two 

Safeguard tokens. 

Textiles, Heavy Industry and High Tech 

Manufacturing sectors function as if their 

industrial strength was one lower.  

-2PC 

Common Agricultural 

Policy 

+2PC 

-1VP 

Agriculture sector functions as if its 

industrial strength was one higher. 

Requires 3PC to complete a multilateral 

trade round. 

-3PC 

+1VP 

Generalised System of 

Preferences 

+1VP 

-1PC 

Agriculture sector functions as if its 

industrial strength was one lower. 

Heavy Industry and High-Tech 

Manufacturing sectors function as if their 

industrial strength was one higher. 

May not form an FTA with any countries 

in group 1 (though existing FTAs are 

unaffected). 

Discount of 1PC to negotiating FTAs 

with countries in groups 3 and 4. 

-1VP 

+1PC 

Depreciated Currency -1PC Gain one additional VP for each country 

you trade with in the wealth creation 

round from the Textiles and Heavy 

Industry sectors. 

High-Tech Manufacturing and Financial 

Services function as if their industrial 

strength were one lower. 

 

If in play, is discarded – not returned to 

the supply – if a multilateral trade round 

is agreed. 

-2PC 

NB1: A player may not implement/stop implementing a policy instrument that costs PCs unless 

he has the necessary PCs to pay. However, when implementing/stopping implementing a 

policy instrument that costs VPs he simply takes negative VP tokens from the centre, 

regardless of whether he has accumulated positive VPs. VPs, once taken, are never put back.  

NB2: It should be noted that all policy instruments which refer to a sector functioning at a 

higher or lower strength do not affect the limit on number of factories – only the actual number 

of factories built count against that, not the effective industrial strength. 
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4.3.1 Number of policy instruments 

 

The number of policy instruments available varies depending on the number of players in the 

game, according to the following table. Essentially, with the exception of the Industrial Lobby, 

for which there is always one per player, there are two of each other policy instrument in the 

three and four player game and three in the five player game. 

 

Policy Instrument Number in Game 
Three Players Four Players Five Players 

Industrial Lobby 3 4 5 

Diplomatic Corps 2 2 3 

Specialist Economy 2 2 3 

Balanced Economy 2 2 3 

Safeguard Regulations 2 2 3 

Flexible Labour Market 2 2 3 

Trade Promotion Agency 2 2 3  

Special Trade Envoy 2 2 3  

Commonwealth 2 2 3 

Isolationism 2 2 3 

Just In Time Manufacturing 2 2 3 

Supermarket Deregulation 2 2 3 

Labour Unions 2 2 3 

Common Agricultural Policy 2 2 3  

Generalised System of Preferences 2 2 3  

Depreciated Currency 2 2 3 

 

 

4.4 Wealth Creation 

When this action is chosen, players attempt to generate wealth through using their industrial 

strength and negotiated FTAs to trade on the world market. The focus of this action takes place 

on the central map of the board. 

 

The player who chose the action card chooses an industrial sector. For each factory in that 

sector, he may place one trading token on any country with which he has an FTA and which 

trades in that industrial sector. For each token he places, he receives 1VP. 

 

Each player in turn then chooses an industrial sector and trades in the same way. No country in 

groups one or two may have more than one token placed on it; no country in groups three or 

four may have more than two tokens placed on it, even if the tokens would be placed by 

different players. 

 

The cycle continues (players may take multiple turns to place tokens) until no player can place 

any more tokens. If a player cannot place all the tokens to which he is entitled from one 

industrial sector he simply places as many as he can. If he cannot place any tokens, play passes 

to the next player in turn until no player can place any more tokens.  

 

NB: Some policy instruments may alter the above rules. This is described fully in Policy 

Instruments, above. 

 

Provided the player who chose the action card has placed at least one token he receives one 

additional VP over whatever he would normally collect. 
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Protected sectors 

If a player has protected a sector, he may not use that sector to trade in the wealth creation 

phase. Instead, he automatically receives VPs equal to half the industrial strength of that sector 

(rounded down).  

 

Once all tokens have been placed and all protected sectors scored, this action is complete. 

 

 

4.5 Trade Wars 

 

The player who chooses this action card may choose from two possible actions: 

 

Challenge Safeguards 

A player may challenge the WTO legitimacy of another player’s safeguards. This may be done 

to any player who has a protected sector with an industrial strength in that sector higher than 

the challenger’s own industrial strength in that sector. The challenged player must remove the 

safeguard. 

 

Build Market Share  
The player may try to build the market share of an industrial sector which must not have a 

safeguard on. To do this a player chooses one sector. The player may place a Trading Token on 

that sector. In the next Wealth Creation round he may place that trading token in addition to 

those he would normally be eligible to place through industrial strength. The trading token is 

then removed (regardless of whether or not it was used).  In other words, for the next Wealth 

Creation round only, that sector behaves as if its industrial strength is one higher. All other 

calculations based on industrial strength are unaffected. 

 

 

4.6 Multilateral Trade Round 

 

When this action card is picked all players must vote on whether or not they shall complete a 

multilateral trade round. Each player conceals his voting token and places it on the table. Once 

all players have done this, all voting tokens are simultaneously revealed. If all votes are ‘Aye’ 

the multilateral trade round is successful. If any vote is ‘Nay’ the multilateral trade round is 

unsuccessful. Players may not abstain. 

 

A player must have at least two units of political capital in order to vote ‘Aye’. Note that this 

rule even applies to the player who initiated the round. 

 

If a round is successful, the player initiating the round receives 3VPs. If the round is 

unsuccessful and only one player voted against the round, that player loses 2VPs. In all other 

circumstances there are no changes to VPs. In an unsuccessful round, every player who voted 

‘Aye’ gains a PC. 

 

In addition, should a round be successful, each player: 

 Pays two units of Political Capital. 

 Must remove one Safeguard counter (if a player has none then that player is unaffected 
by this instruction). 

 Receives one additional factory on a sector of their choice. 
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4.7 Campaign 

 

The player taking the Campaign action receives one Political Capital token. There is no effect 

on any other player. 

 

Note that there are no Campaign actions in a three player game, one in a four player game and 

two in a five player game. 

 

 

5. Ending the Game 
 

The game ends when: 

(a) One player has successfully negotiated 12 FTAs 

(b) The stock of VPs (ignoring negative VPs) has been used.  

 

Each player then counts up the number of Victory Points accumulated through wealth creation 

and completing multilateral trade rounds and adds this to the number from FTAs. The player 

with the highest number of Victory Points wins the game. 

 

 

Annex: Disclaimer 
 

This is a game, not an economic simulation. As a result, a large number of simplifications have 

been made, the most notable perhaps of which is that countries do not export or import, but 

simply ‘trade’ in sectors. In reality, a country is more likely to export heavily in some sectors 

and import in others. The issue of multilateral trade agreements and of the various policy 

instruments is also vastly simplified, whilst the term ‘Most Favoured Nation’ is used here in a 

sense that is far removed from the technical sense in which it is used in the WTO. 

 

Furthermore, a number of liberties have been taken in how far the game reflects reality. Whilst 

efforts have been made to ensure the list of FTA countries and sectors traded is largely 

realistic, in so far as there were conflicts, game balance was placed before accuracy. The trade 

aficionado will no doubt spot other deviations – fisheries, for example, are in reality included 

under Non-Agricultural Market Access (NAMA), rather than, as here, under Agriculture. 

 

Nevertheless, it is hoped the game captures at least some essence of the benefits of free trade, 

the temptations of protectionism and the fact that, whilst greater mutual openness is in all 

nation’s best interests, countries may frequently act in a way that seems contrary to this. Above 

all, it is hoped that the game is fun to play: if it achieves that and nothing else, the player will 

not be disappointed. 

 

Finally, it should go without saying that all views expressed in these rules are the opinion of 

the author alone and should on no account be attributed to any other organisation, government 

or employer. 
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