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This game is dedicated to my wife Cati whose encouragement
brought the project to life and to Chris Contreras and
all the games we didn’t have a chance to make.
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A. GENERAL RULES

A1. Overview

Over the course of the game, players will advance the members of their family

through positions in the East India Company, hoping to improve their fam-
ily’s wealth and their reputation in polite society.

The character of each game of pin Company is determined by the performance
of the Company, which is jointly operated by all the players. The Company
will usually attempt to establish a profitable trade and a political foothold in
India, but its goals are largely dependent upon the players.

A2. Learning the Game

John Company is a sandbox game, meaning players may only explore a small
fraction of the game during the course of play. The best way to learn the game
is simply to set up a mock game and work through the first two game turns,
referencing the relevant rules as they are needed. When teaching the game
only one player needs to be familiar with all of the rules. Many systems can be
described after the game has begun.
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reference to a rule in each paragraph will also include a citation to that rule.

Rules that refer to the two or three player game only are printed in purple.

Ag. DR IX
AR X P EBLA L RERE 0 4 R B

Bkt DA T LA E TR

ANATOMY OF A REGION CARD
region —p . empire
number and 5 unj ab S W\ name
name 2 =
= 3
5 % sovereign
ndicrafts - | event
order name 57 x column
demand /@’ X =
' In these rules region
revenue Silk q cards will be referred
to using these icons:
-© 3
Cotton ‘{
. (fron)  (back)
dominated > @
event s !Q
column




UEAh, AR HLIXHAT L FPROL, BUAIRDURISE Sy ARDL, I L HR phy B 1Y) S B (o7 B R
KR o

LRI — MXARERLHR . LTPROL AT T2 X R 17
b, SEEm (T BER&I CEAKOASUKED) S

BRI — M XA RS A IRE . — DX AT DU o5 — X
N, BXALX KSR E SOVRE. S XARCR
i,

R FER A FIRSII . 08 B F ) S A2 0T I .
SGARGE: 3t DO 5 [ 5 5 TP it P s 0t X S e P ) 2
TR DX E AR R & T = ANME X 2 — ik .

ML B, A TARENERR 5, AnfH T —MEXHIE . SMEXHEZ—
AN FERMALATBURNL . 2982 A, BRI AR pFL (FRNE

B, Fp o, H¥efA (B4, MEARYD , HEBNCLKISAE I HIAT A
X

BXEIS IR 54780 (F7D FESATZ) (F7) oK. X UEAE I 8 7 A A
1748 73 FE b (Governors and Residents) K& FEH I+, — M XS AL
BRI S/ N(He). W —MEFREA —NX, By, AKmA Sk
i

Aq. HIEHFH

E 2980 2 mfrh )\AS X PR B AR RS JBE R &1 22 T i 1) BP0 b o bie %
e PRMCRIGRAE=Z — By A Pl Chia) B

CH)Y o RASAENS, (VNP HRR SR 2 F0F. FRPI, JP T IF
IR ES A RELI, PP RS R PRy, AR

SEHT
The Balance of India Order Equilibrium Chaos
Number of Dice Rolled 2 1 2
Result Lowest Result Highest

B EER-F- ] R > Al R R A B AR . IR SE AR RIS
S0 DRt Tk 7 e AR TRREL i = Y R 2T B B iy TR e 2w oo 1 = e L1 L AR
AR ).

A5. TRy A\ TAE

SRR, BUHRAF IR 2R BN JEE 2w A B RS A B AL o B X S
S O3 A RIRAE AT 8. —BokU, SURE SRT hm P F ik,
RIEE T RIPAT A . BTSSRI IpRLER, AR T S — NBAE A
FR ARG b o XA T RGN IR TTN, I VP H 420 A =T
(AN R 7 T



OFFICE ANATOMY
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B. COMPONENTS

B1. Game Components
Each copy of John Company includes the following (not drawn to scale):

game board 6 player cards 6 sets of 20 family cubes

DDD EEE
8 region cards DDD O @ n

ololololoolals R

& provincial office cards wooden elephant

CopoEmEm =~
19 evening post cards post-monopoly card

18 prize cards

50 wooden ships

@ee@@@ea@@@ea@@ &, of course,
these rules
ARAAAAAAAAAAAAA N
&

50 wooden goods
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30 white, 15 red, 15 blue, and 20 black disks 10 dice
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C. SETUP
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Company scenario (K2) and may be adjusted by the other scenarios.
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PRICE OF A SHIP
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SUCCESSFUL SAIL EXAMPLE

(Goods cannot outnumber ships!)

1. Exhaust units 2. Mark .
equal to demand ~ order(s)

of target order(s).  as filled. .—}
AfA00
(5]

ooooo

3. Adjust company’s revenue.
COMPANY REVENUE:

.1!2!3!4!5!6!7!8!9!]0!11!12!13IE.ll

(All revenue will be allocated in the trade phase!)

F8.A74H /)24t

AFFIEAFATE 7 E4E: governorships F residencies. X 2P HALFEAESRAT SN
(Fp HRAEAR— N HBLX I 6 R 5 B AH SR BHEAD . 754 W] B B 21 A7)

i, governorsi] LHUATIERKAT S . governorsfresidents# il APATH HE47 50

BEATH. FIHIX 1730, fTEDFEARE ST Z X 1% B 1ZT 30
. BOmAiZTsher, BEMInS . XMrahEaEEN . WRER TR,
ot DCRREN AL BRI — i, T A B A AR B . EREAFRBHER
ANHX, K ED RSP ) TR % N
Y
rrm

Invest

BRATAI AR T 2R MhIX .
Strategy: The invest action allows players to reroute the Elephant, which can be an
effective way to protect their investments and lower the chance of depression or collapse

in key markets.
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Ki. ik

SRFUE IR LU R K FE6[E A ithe  Early  CompanyRIA T 4. 7EDLSIE N
J&» they should consider the Post Monopoly scenario, which provides the
challenge of dealing with a deregulated Company. At this point, players who
have the lux-ury of time can begin to explore the campaign game. The next
scenario, the Company under Siege, begins after the Battle of Plassey and
provides much of the dynamism of the full campaign game in a much
shorter span. For this reason, it should only be played by experienced
players. The e xperimental John & Co. scenario offers a minimalist take on
John Company that provides many new challenges. This can likewise be said
of the solo game which offers a completely different play experience.

JonesFIHRERE (FHAM=ZAFR) o« EHTWE AR MEM R, It
ITUL RS . B SERE X O — A B L AT G
) . PBithe John & Co. scenario (K5) A4k, R H 460 S A IEHE
M. G, WM ERBER T Jones KRG, H T [E & Jones

KIGAT N (E4) FEHLTHE -

BERREAN: BIEAFRE, BUSMIESENAFHELIFHENIRBLS.
BNRBHBRE XTI RGN N . B IK IR RB LS.

K. Early Company & The Campaign Game (1710)

REGIONSIN 1710

Bengal Pres. Madras Pres. ~ Bombay Pres.
Closed Regions Open Regions

s AR, MR EHE R R ER R “ReEvoke MoNoroLy”

M “MonoroLy REVOKED”

o RATTEAR : K MR S Rk =k, BRTR AU SRR =3 . 4 “Monopoly
Revoked”[E ] HAEVLBEEE —HERR, SRIGIRAL—HE, ZB—MEE LT, 25 M
Whla], SE=MEAE RTH. AR R A SRR,



K3. Post Monopoly (1813)

This scenario begins in 1813 with the revoking of the Company’s monopoly on trade in
India. Players will likely need to work together to make money, as a private venture to
India with only the starting funds would likely end in disaster.

REGIONS IN 1813

Bengal Pres. (Governor General)

LE CACD

Closed Regions Open Regions

4 Setup & Adjustments to Offices: In addition to their starting family
treasury, all players begin with a single ship. During setup, every “6”
rolled gives that player a ship. Governor of Bengal, Governor of Bom-
bay, Governor of Madras, and Superintendent of Trade in China begin
created. Place a black disk on the Madras and Bombay PRESIDEN-
CIES. Note: The Superintendent of Trade to China will start with two ships.

s Laws in Effect: Revoke Monopoly, Governor General, Tenure Limita-
tions

s Other Adjustments: Remove the “Monopoly Revoked” domestic
event. No Company Offices begin with any money.

K4. Company under Siege (1753)

With the Battle of Plassey won, the Company gained control of Bengal and the outlines
of what would become the British Empire in India began to take shape. However,
Clive’s brazen military exploits did not sit well with everyone in the Company. Even as
he consolidated power in India, Clive faced opposition from both within the Company
and_from the broader public back home.

REGIONS 1N 1758
Bengal Pres. Madras Pres. ~ Bombay Pres.
Closed Regions Open Regions

i Setup & Adjustments to Offices: Each player starts with two addition-
al starting cubes. Governor of Bengal begins created. In the two and
three player game, players will start with fewer than twelve cubes in
their stocks.

@ Laws in Effect: Board of Control. Calico Acts.

4 Other Adjustments: Remove “Monopoly Revoked” from the Evening
Post deck. Set aside the “Revoke Monopoly” law. Each time a Bail-
out (J3) occurs, the “Revoke Monopoly” law becomes the active game
turn’s event card. If it fails to pass, it is set aside until the next bailout.



Kj5. John & Co. (1653)

From 1617 till the end of the English Civil War, the East India Company struggled to
remain viable. The shares issued in this period produced little or no return, and, by the
late 1630s, private firms began to challenge the Company’s monopoly. In 1650 these
private firms were merged with the Company, but, unable to raise enough capital to
maintain operation, the new Company collapsed in 1653. With this failure, the pri-
vate firms resumed their trade while the weary directors of the Company waited for
Cromuwell’s government to take action. It was not until 1657 that Cromuwell restored the
Company’s monopoly and raised the necessary funds to revitalize the enterprise. This
scenario imagines that the independent British trading firms were able to successfully
lobby Cromuwell to establish free trade in place of a state-sanctioned monopoly.

REGIONS 1N 1653

mY
doslaolsla

Closed Regions Open Regions

w® Setup: Flip the board over to its reverse “John & Co.” side. Give every
player £6 and one ship. Prizes and Evening Post cards are not used.

i No Presidencies. There are no PRESIDENCIES. Place all the cLOSED
regions on one side of the board. When a region is OPENED with a
Trade Mission (I2), it moves to the opposite side of the board.

s Family Income: When a player passes that is not a firm, they take £1
from the bank.

4 Victory Points: At the end of the game players earn victory points for
firm revenue (I5). In addition, players receive two points for each man-
or, one point for each shipyard, and one point for each factory.

s Altered Sequence of Play: Use the abbreviated sequence of play dis-
played on the “John & Co.” board.

Bases. Through Revolts and Campaigns players can establish control of re-
gions. Regions controlled in this way are called bases. Like a good or ship,
a base is always controlled by one firm. Like ships and goods, bases may be
bought and sold between firms and are lost if the firm fails. Bases are always
considered OPEN but trade may be restricted by the base owner (see below).

Formation during Revolt. After a region Revolts during the Events in In-
dia players may make a bid to establish authority over the region. The bid
begins with a random player and proceeds clockwise until all players but
one have passed. The minimum bid is twice the value of the region’s de-
fense. Bids may be increased in any increments. Players who pass may not
reenter bidding. After the auction, the winning bid is paid to the bank and
the region is placed in front of the winning bidder. Place the correspond-
ing base card (on the reverse side of the PROVINCIAL OFFICE card) over
the top of the region as if the Company had conquered it. Any ships that
would have been lost during a Revolt remain on the card.

Operation of Bases. Bases confer several advantages. Bases generate tax
revenue for their owner at the start of the Trade Phase. Other players may
sail there only with the permission of the owning player. This permission
must be granted before the Sail Action is taken. As a Family Action, a
base’s owner can take any of the base’s listed actions (Invest or Campaign)



according to the standard rules. If a campaign is successful, the conquered
region becomes a base immediately. Players may not campaign against
other bases. Note: As firms have no standing armies, they must rely entirely on
mercenaries to conduct campaigns.

Bases in Negotiation, Merger, and Firm Failure. Bases can be negoti-
ated like a good or ship. They may be bought and sold and are subject to
merger. If a firm fails, any bases owned by that firm immediately become
CLOSED and SOVEREIGN.

K6. The Militant Company (Solo Game)

The goal of the solo game is simple: conquer India. The game is won at the
end of an Evening Post Phase when all PROVINCIAL OFFICES have been
established. The game ends one of four ways: at the end of the twelfth game
turn, by Mutiny (J4), if expenses cannot be paid, or if no regions are domi-
nated by the company when the Governor General is created.

#® Setup: In the solo game, there are no families, only the Company. No
prize cards are used. Player cubes are not needed. Setup the region
cards and PRESIDENCIES as per the Early Company scenario. Shuffle

2

all of the Evening Post cards but “Revoke Monopoly,” “Monopoly Re-
voked,” and “Governor General.” Make a stack of eleven Evening Post
cards and then place the “Governor General” roughly halfway in the

stack.

Rules Differences:

4 In the Evening Post Phase, skip Attrition and Proposed Laws, except
the Governor General, which will always be created after that game
turn’s event rolls. If no regions are dominated when the Governor
General is created, the game is over.

s During the Company Phase, an unlimited supply of goods and ships
can be purchased. Ships always cost £3. The price of a good depends
on the Evening Post card. If the price of goods is zero, no goods are
purchased that game turn. Factories are always assumed to be present.

# If an office takes an action which fails, the office cannot act until the
next Company Phase.

s Plunder gained in Campaign is ignored.

@ During Expenses, the Company must pay £1 for each PROVINCIAL
OFFICE and for each GUN and officer. After the Governor General
has been created, the Company must pay £2 for each PROVINCIAL
OFFICE .

o The Debt action and Emergency Loans (G4) may never be taken.

#® Scoring. The player’s score is the number of regions conquered when
the game ends. As a tiebreaker, the score achieved in fewer game turns
should be considered better.

L. NOTES
Li1. Design

The outlines of John Company were first sketched out sometime in late 2009

on a porch in Bloomington, Indiana. Design continued intermittently over
the next few years. A serious attempt was made to finish the design in 2011 in
Austin, Texas and again in 2013. Active development for this iteration began
in early 2016 and was completed in the spring of 2017.
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4 Game Design, Graphic Design, Research: Cole Wehrle
s Game Development, Master of India: Chas Threlkeld
#® Our Venerable Rules Editor: Travis D. Hill

s Playtesting: Cati Wehrle, Drew Wehrle, Grayson Page, Mark von Min-
den, Morten Kattenhgj, Christopher Felleisen, Matthew Clark and the
First Minnesota, Nathan Spillman, Davey Janik-Jones, Andy Mesa,
Brad Keusch, Jim Parkin, Adam Brock, Chris Broadbent

Special Thanks to the many friends who indulged my early designs and whose confusion
and dissatisfaction pushed me to scrap bad ideas in search of something better. Thanks
also to Karim Chakroun for his many suggestions for the game’s graphic design, work
polishing the event icons, and his excellent rules questions, and to Dominique Bonjour
Jor excellent proofing of these rules.

La. Scale

Each game turn represents about half a generation (about fifteen years). A successful
writer in the service of the Company could expect a full career, though many left be-
fore aging out due to other opportunities. This turnover is modelled with the attrition
system.

The value of a single coin is harder to track. In the beginning, a single coin in the fam-
ily treasury represents about two thousand pounds and in the Company treasury rep-
resents several times that value. This difference in magnitude is one reason why players
may not freely transfer capital between Company Offices and their family’s treasury.
When money does transfer from Company to player, it is assumed to be greatly dimin-
ished either because of corruption (both Company and government rent-seeking) or
scale (directors paying out dividends). The one place where the design necessitated the
breaking of this rule is in the purchase of shares where family money can be put back
into the Company. Here the share purchases of a single family should be understood
as standing in for renewed public investment in the Company.

L3. A History of fohn Company by Cole Wehrle

Some games begin with specific mechanics. Others begin with a particular mood. The
design of Fohn Company began with an institution, the British East India Company.
How did that Company come to dominate the economic and political future of the
Indian subcontinent? How did it make decisions and what led to its demise? Who
were the people who shaped it and, by extension, shaped so much of the world around
them?

None of the answers to those questions came easily. I have been trying to make a game
about the Company for nearly a decade. The designs have never quite worked, but the
process proved generative. Pax Pamir began as a rumination on the Company’s policy
on India’s northwestern frontier. An Infamous Traffic began as a highly asymmetrical
economic simulation about the Company’s trade with China. In the development of
both games, there was a shift in perspective—moving from Auckland’s Office to Afghan
villages in the case of the former and from the trading rooms on Leadenhall Street to
the black markets of Lintin island in the latter. Making a game that actually directed its
attention on the Company itself seemed impossible. The key breakthrough happened
while reading two books. The first was K. N. Chaudhuri’s The Trading World of Asia and
the East India Company. The second came while reading Jean Sutton’s The East India
Company’s Maritime Service, 1746,1834. Chaudhuri’s book is the product of a decade
of close research in the East India Company’s archives and presents an unparalleled
view of the Company’s decision-making process and the economic circumstances that
guided official policy. Sutton’s book provided a secondary “bottom-up” perspective
through detailed account of a family that through three generations rose through the
Company’s ranks to eventually control the Company’s shipbuilding. Together, both
books presented a view of the Company as a vast and deeply conflicted institution. It
wasn’t long before I had a new approach to my design problems. The scattered and

contradictory Company that I had been wrestling with for years wasn’t a barrier to the
game. It was the game. @



Some players will be alarmed by the degree to which this design relies on dice. Dice
were central to the design from the start. While I generally dislike dice games, any
game on eighteenth century trade at this scale that does not include some element of
chance is simply an exercise in wishful thinking. The spending decisions faced by gov-
ernors, residents, and presidencies captures the basic budgetary tension that was faced
by their historic counterparts: how should one balance trade with security? But even a
well-formed budget can be foiled by a single bad roll. The dice system guarantees that
failure is always a possibility. However, by having players spend Company money and
not their own, they were shielded from the worst iniquities of fate. Thematically, the
sense of pooled risk enabled by the organization of the Company seemed like a perfect
way to capture the spirit of the East India Company and other early joint stock and
charter companies like it.

Indian politics offered an interesting design problem. In a region with hundreds of
small political actors, several full-fledged empires, and enough espionage to make Le
Carré’s head spin, I knew I would need a hefty dose of restraint to stay sane. Yet, at the
same time, there needed to be some representation of this political landscape. The old
idea of the event table came to the rescue. Using a few simple guidelines, I was able
to write the event tables into a simple Python script which was then greatly improved
by the game’s developer, Chas Threlkeld. Using this script, hundreds of thousands of
games were “played” and a huge range of metrics could be assembled to guide altera-
tions to the 32 event tables. Though obviously limited by the scope and complexity
of the game, the event system produces reasonably realistic results where ahistorical
outcomes can usually be explained by a little historical knowledge. In an ideal world,
I would have loved to have printed a sentence or two about each of the games 192
events. If the game doesn’t always produce the specific situations that faced officers
of the East India Company, I hope it does provide players with a window into their
anxiety about the land in which they worked.

Over the course of the game, that spirit of cooperation will erode, just as it did histori-
cally. Interests on the subcontinent with taxing operations or back home in manufac-
turing may encourage players to not always consider the Company’s best interests
when various proposals come up for a vote in Parliament. Families with interests out-
side of the Company will certainly be interested in making the Company more cum-
bersome and having its charter revoked, but they were not the only forces working
to regulate the Company. The increased oversight and regulation brought through
various India Acts should be understood as something of an “inside job” with families
deeply invested in one part of the Company seeking to reform the other elements.

To these two groups, I should add a third: those elements of society who supported a
more militarized Company. If a single group deserves blame for the Company’s dete-
rioration and end, it belongs with these western despots who saw India as a land for
personal glory. They left behind not only a shattered political landscape but also a
massive industrial-military complex with an overhead so high it eventually crushed the
Company’s profitability. In the game, this element of the Company is reflected in the
three Presidency Armies and the promise of security they offer, as well as the power of
the Military Affairs Office and the provincial offices. Of course, many licenses were also
taken with the military matters, which dramatically simplified the command structure
of the Presidency Armies and greatly exaggerated the profit potential of soldiers in it
through the plunder system. However, I felt that this incentive was critical in captur-
ing the very real warmongering that caused such headaches back in the Company Of-
fices in London and that contributed to the collapse of the Company.

The historical narrative of growth and decay is certainly possible in FoAn Company,
but so too are other stories. A strong East India Company lobby could protect the
monopoly and early regulation may keep its excesses in check. Or, perhaps the free
traders could get an early start and break its monopoly before it gains a political foot-
hold. So too might the Company evaporate if the subcontinent proves too hostile to
British interests. Though there are only five unique events in the game, a huge variety
of outcomes are certainly possible. I hope you find as much joy in exploring them as I
did in building this design.



L4. Business or Bureaucracy? by Phil Eklund

The difference between force and persuasion is the most fundamental distinction in
political science. A street hawker and a street mugger can both empty your wallet. But
one uses persuasion, in such a way as both parties profit, while the other uses force, at
knife or gunpoint.

Defining “government” as the institution with a monopoly of force in an area, the
street mugger is the government, at least on this street. At least until the police arrive.
But in an anarchy, the mugger's governance can be permanent.

The collapse of Mughal authority in the eighteenth century created such an anarchy of
competing warlords in India. To protect their trade, the East India Company (E.I.C.)
gradually took a larger political role on the subcontinent. The parts of India that came
under Company governance drew their profits as taxes from the merchants and land-
owners, both of whom benefited from the restoration of order.

A business is a cooperative whose members only use persuasion in their dealings. If
they use force, either colluding with or becoming the government, they become de
facto bureaucrats, and the business becomes a branch of the government. Stocks or
profits do not define a business, as politicians also take profits and issue stocks.

The E.I.C. is a prime example of a de facto bureaucracy. Not only did it enjoy a mo-
nopoly backed by the cannon of the British Navy, to the exclusion of competitors, it
had the monopoly of guns in the areas of India it controlled and governed. Like all
bureaucracies, if it took a loss, it was bailed out by the crown.

The British government was the most benevolent governing institution during its
day. Thanks to the Enlightenment, it introduced to the world the concepts taken for
granted in the West today: separation of powers, equality of all under the rule of Law,
the king not exempt from the Law, and the abolition of slavery and the caste system.
All of these innovations were stonewalled by the E.I.C. in India. Although domestic
monopolies were abolished by the Long Parliament, and the Glorious Revolution of
1688, overseas monopolies lingered on, as rewards for those who sided with the crown.
Especially scandalous was the delay in the abolition of slavery, a full decade after it was
abolished in the rest of the British empire in 1833. It was a good thing for India when
the E.I.C was disenfranchised by rival bureaucracies.

Ls. Cole’s Guide to India

Before we begin our tour of India, it’s worth making a general point about the event
system in John Company: events are not as random as they seem. Whenever players
consider the risks of a par- AN ELEPHANT’S PATH
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2@ The Balance of India. The Balance of India tilts throughout play. When tilted
to chaos, there is a 74% chance that the event roll will be a 4, 5, or 6. Chaos
means depression, revolt, and war. Whereas order translates to peace and pros-

perity.
o Not all regions are the same. Just because two different orders in two different

regions provide the same revenue doesn’t mean that the risks associated with
them are comparable.

Now let’s look at those regions, starting at the top.

The Punjab is the seat of Mughal authority in India. At the start of the campaign
game, the Mughal Empire is the dominant force in India, but will likely crumble in
the first few turns of the game. The defeat of the Marathas at the start of the century
proved short lived and by the 1720s the Empire was experiencing massive revolts. Like
many regions in John Company, Punjab behaves very differently depending on its eco-
nomic status. When depressed it will lash out in times of chaos, while the same aggres-
sive behavior is more likely during order if Punjab is prosperous. And, while conquest
will likely be cost prohibitive when Punjab is part of an empire, its 4 plunder can make
it an enticing target if it can be attacked when alone.

Maratha’s low plunder, tax, and possible revenue from orders usually keep it outside
of the Company’s influence. This is mostly a representation of the logistical nightmare
presented by the thousands of Maratha microstates that frustrated British and Mughal
authorities alike. More than any other region, Maratha’s behavior changes dramati-
cally depending on its economic status. When prosperous, it will seek to create a vast
central Indian state and can threaten company interests in Bombay. Until their defeat
by the British in Second and Third Anglo-Maratha wars of the early 19th century, the
Maratha Confederacy was the primary power on the subcontinent.

Hyderabad offers the company their most lucrative trading opportunity at some con-
siderable risk. While not easily conquered, orders can be easily disrupted in times of
chaos and even a depressed Hyderabad, if still lucrative, can prove damaging if the
collapse events are triggered. This uncertainty reflects both the interference of other
European powers and also the local piracy that constantly threatened the precious nat-
ural resources of the region. The possibility of a significant empire emerging around
Hyderabad is remote. If Maratha revolts, the tilt to chaos will usually keep Hyderabad
from developing dominions. However if Mughal authority stays strong, India will
sometimes polarize between that northern empire and a southern one.

Mysore is similar to Hyderabad. The emergence of a southern empire of some size
often hinges on which region begins conquering its neighbors first. Like Maratha,
Mysore is usually less valuable to the company for its limited potential revenue, but it
can be a good idea for the Bombay Presidency to open the region to trade in chaotic
times to prevent Mysore from threatening Bombay.

Bengal is the region that will usually guarantee the Company’s financial viability dur-
ing the opening turns of the Early Company scenario. It can also be a tempting first
conquest with high tax values and weak revolts. The only downside to the conquest is
that it reduces the regions excellent natural defense of 2 to o and forces the Company
to garrison an army large enough to fend off the other Indian states—such as the Pun-
jab, which might threaten it again.

Bombay is a puzzle. Though western India had been a huge commercial fixture in the
Company’s past history, by 1710 it was exhausted and subject to infighting. The puzzle
it offers to the Company is easily stated but hard to resolve: no region benefits more
from prosperity than Bombay, but conquering Bombay and providing the investment
necessary to jumpstart the region can open the company up to the threat of revolt and
of conquest. No region is as likely to be attacked and conquered by non-British actors
as Bombay.

Sindh is also a not a desirable conquest. This is less a function of the threat offered
from other regions than from its tendency to revolt—representing both the autonomy
of local power in the Sindh and the predilection of Afghan tribes to raid the area. For
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this reason, the Company should probably stay away until late in the game, though the
region is often a good target for the open trade action. The two strength 6 conquest
events represent the invasion of India by Nader Shah of Persia. If the Mughal Empire
can avoid the revolt of Maratha, the power of this invasion can splinter even a stable
empire.

Madras may seem like a good Company target both for the possibilities of investment
and for its high tax value. However, Madras should only be attempted if the Company
can defend it. The revolts on the Madras card represent the interference of France and
other European powers against British dominance in India.

L6. Endnotes

' Most SMG games take place in relatively lawless arenas: fin de siécle Mexico, nineteenth century
Afghanistan, fifteenth century Europe. For this reason, negotiations are never enforceable. This
matter is different with respect to the British Empire. One of the most important advantages of
the British Empire was its robust legal system, especially with regards to tort law and enforceable
contracts. These legal codes were additionally reinforced by a social and cultural environment
that punished dishonorable behavior. Of course, these codes often only applied to the actions of
the British men with other British men. John Company’s promise system reflect the consequences
of these systems and allows for the possibility of multi-turn agreements between players.

2 By the eighteenth century, the Company was directly responsible for the construction of its own
ships. However, it relied on a broad network of suppliers both for materials and for the provision-
ing of those ships--costs which often dwarfed the actual construction of the ships. Player cubes in
the shipyard resource box therefore represent the development of these non-Company industries
and the growth of the ship building lobby within the company.

3 The cubes on the Court of Directors represent more than stock certificates. Those with consider-
able interest in the Company formed the Court of Directors, which managed the Company under
the direction of a Chairman elected from the court. Though the Court of Directors was answer-
able to the broader General Court (shareholders of more limited interest), in practice the broader
court never interfered with Company business.

¢ The cube limit reflects the ability of a family to be cohesive. The removal of a prize or manor
cube represents the children of an established wing of the family seeking their fortune elsewhere.

5 Global trade in the eighteenth and nineteenth century involved considerable risk, and those who
held executive positions in a Company often had to make difficult budgetary decisions. Company
profits could fluctuate from 22% (1713) to -8% (1722). Later in the century, these profits stabilized
somewhat around 5%, but the stability was mostly due to an increase in lending practices that
allowed factories and foreign Offices to continue to operate through challenging circumstances.
Within the game, chaos is driven both by events and by player choice. Checks represent the chaos
of the Indian political landscape as well as global forces. The failure of a roll might represent
company corruption, accidents, or mismanagement.

¢ In John Company the difference between goods and ships represents two different Company
strategies. Ships represent investments in infrastructure and capacity. Good, in contrast, repre-
sent a higher bandwidth commercial strategy that relied on short-term shipping contracts with
third parties. So, when goods move with the Sail Action, their physical movement should be
understood as dependent on actors outside of the game.

7 Captains were allowed to profit directly from inter-Asiatic trade (sometimes called the “country
trade”) so long as they did not attempt to privately export to the West. Though these trades were
allowed, they did considerable damage to the Company’s profitability due to the opportunity
costs associated with these trades. In game terms the money paid from the Company to its Cap-
tains should be understood as money earned by the Captains through their own private efforts
and the Company’s losses should be understood as a theft of time. Though Captains may have
been able to make the most revenue from such trades, virtually all Company employees could
participate in the inter-Asiatic trade and even develop businesses that operated solely in Asia. For
this reason, even low-level Company positions such as writers could be quite lucrative. Regret-
tably the scale of John Company does not allow for a full treatment of this level of the Company’s
operation. For more, see Holden Furber’s book John Company at Work and Peter Marshall’s article
“Private British Trade in the Indian Ocean before 1800” which can be found within Patrick Tuck’s mas-
sive edited collection, The East India Company 1600-1858.

8 A black disk on an office represents some barrier in a player converting their status in the Com-
pany to respectability back home. This may be due to corruption and scandal (via the Board of
Control) or because the region was eliminated through revolt or conquest. Even the highly pub-
licized trial of Warren Hastings did not derail reentry into polite society.

9 Over the course of the eighteenth century the East India Company was bailed out over a dozen
times. Many of these bailouts were small and are captured, partly, through the debt action. How-
ever the Company also benefited from several massive bailouts, including, most famously, in 1772
which led directly to both the Tea Acts and the Regulating Act of 1773. The forces leading to these
bailouts usually related to either British domestic policy (most especially protectionist policies
meant to shield the budding British textile industry from superior Indian products) or economic
depressions and collapses in India.

© The Sepoy Mutiny/First War of Indian Independence was simply one of many international
debacles that would have led to the British government seizing control of the Company’s political
project in India. In John Company such an event could occur gradually or in one dramatic burst of
revolution. In some of these instances the British Government may have stepped into the vacuum
and reasserted British power in the region. However, in other situations, especially those where
there was little investment in the area, the British government would likely have not mounted an
intervention. John Company leaves this question open.
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