
Rule Book



Introduction
Welcome to Going Concern.

You must invest your family’s 
wealth to build a foundation for 
the next generation. Invest your 
capital wisely in manufacturers, 
real estate, and commodities. 
Diversify your portfolio. Protect 
your most valuable concerns with 
the help of cra�y politicians in this 
game of uncertain and variable 
outcomes as you try to build 
wealth.
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Game Materials

66 Playing Cards (48 Concern 
Cards & 18 Risk Cards)

Game Money ($1, $5, $10 bills)

1 Die

1 Turn Indicator (Wooden Cube)

Concern Cards
The concerns are businesses, which 
will generate a payout for you each 
round. Manufacturers (bakeries, 
textiles, chemicals, and autos) have 
payouts determined by a dice roll.
Real Estate (farmland, multifamily, 
office buildings) have consistent 
payouts. Commodities (mines, 
logging mills) have payouts based 
on your ownership of manufacturing 
or real estate concerns.
You can also purchase politicians, 
which offer no payout, but instead 
protect you from losing your 
concerns in the risk phase.



Payout each round

Price 

Name

Concern type

Card Example Risk Cards
Risk cards create various one-time 
effects on your concerns or remain-
ing cash balance.
Cycle cards, based on the risk die 
roll, can either cause you to lose 
unprotected concerns or generate 
an additional payout.
Tax Season cards affect your 
current cash balance.
Election Cycle card affects your 
politicians. 



Card Example

Die roll 
and

outcome

Name

Game Setup &
Mechanics
•Shuffle the Concern card deck 
and Risk card deck seperately.

•Each player begins with $20.
•Each player rolls the die. Player 
with highest roll goes first and 
the player to the le� goes 
second.

•Place turn indicator in front of 
player who goes first.



Concerns Phase Setup

Concerns Deck Risk Deck

4 Concern Cards (face up)

Risk Phase Setup

1 Risk Card (face up)

Each round is divided into 2 
phases, concerns and risk. In the 
concerns phase you can 
purchase concerns and politi-
cians, allocate your protection, 
and earn your payout.
 
Begin with a die roll to deter-
mine payouts for manufacturers.
 
Next, flip up 4 concerns cards 
(see diagram) and the player 
going first may choose whether 
to purchase a card or pass. 

Concerns Phase



A�er that player has purchased, 
the player to his or her le� goes 
next.
Players may purchase one 
concern at a time. However, if 
concerns remain a�er play has 
gone around and returns to the 
first player, they may purchase 
another or pass.
A�er every player has passed, 
any remaining concerns cards 
are discarded, and players 
receive payouts from their 
concerns.

Payouts Example

How Payouts Get Counted:
In this example, the die roll is 
2 so the player earns $7.
$1 for the Commodity
$3 for Manufacturing
$3 for Real Estate
($1 + $3 + $3 = $7)



Protection prevents an allocated 
concern from being lost due to a 
risk cycle card.
When purchasing a politican, 
you can then also allocate its 
protection for that round to one 
concern.
Protection can be reallocated to 
one concern you own before 
the concern phase is over.
Politicians cannot be moved 
during the risk phase.

Protection & 
Politicians

In this example, the Multi-
family Building Card is 
protected, whereas the Mine 
and Chemicals Concern 
cards are not.



Risk Phase
During the risk phase, flip up the 
next risk card, and if it is a cycle 
card roll the die to determine the 
impact.

A�er the risk impact, the round is 
finished, and you will start a new 
round in the concerns phase 
with 4 new concerns cards. 
Place turn indicator in front of 
player to the le� who then 
begins the next round.



Tax Season
Tax Seasons cause you to lose 
half your money greater than $5 
(rounded up).

Example 1: Player 1 has $5
($5-$5) / 2 = $0 in taxes

Example 2: Player 2 has $11
($11 - $5) / 2 = $3 in taxes

Example 3: Player 3 has $12
($12 - $5) / 2 = $4 in taxes

In the example on the previous 
page, the player loses his or 
her Chemical Concern, 
because it was not protected 
during the Manufacturing 
Cycle. 
If the Politician were under the 
Chemical Concern, nothing 
would happen, because it is 
protected.



A�er the final risk phase (when 
all concerns have been 
revealed), players sell their 
remaining concerns (see table)

For example:
If you have 1 Commodity, 2 
Manufacturing, and 4 Real 
Estate, you would earn:
$4 from Commodities ($4 x 1)
$10 from Manufacturing ($5 x 2)
$24 from Real Estate ($6 x 4)
For a total of $38!

Concern Type Sale Price
(per card)

Commodities

Manufacturing

Real Estate

$4

$5

$6

Asset Sales



Game End & 
Winning
The game ends a�er all 
concerns are sold. A�er the risk 
phase, whoever has the most 
money wins!




