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18 Jan. 2003

(Excal for Games)
The Game of Money

Money is a substitute for things. As one is not allowed to create in this universe, money is limited to a certain amount.

It flows or “circulates” through a network of terminals and it gets stuck in some. 

Money flows have two characteristics:


a) Its thickness (quantity, amount: in an electrical current it would be the charge)


b) Its speed. (velocity of particle: in a current it would be the voltage)

To have money, a terminal must make a flow of money pass through him. The thickness of the flow and the time it is stopped in the terminal determines his wealth.

The speed of the flow determines times of crisis (slow down) or times of expansion (more rapid). 
The fewer terminals it outflows from a terminal, the more remains in that terminal. The more terminals it inflows from to a terminal the more comes in. 
Also the slower the outflow and the quicker the inflow, the more accumulation there is. But this is no guaranty of long term success.

What is a guaranty is that what outflows must be less that what inflows. The difference is called profit or added value.

There are two completely different ways of making a flow of money pass by oneself:

a) Put some commodity on the flow (industry), or

b) Have some commodities pass by you (commerce).

There are also some less acceptable ways which are just not putting anything there (burglary)

Control the outflow lines and open up the inflow lines. Production attracts inflows.  

Energy attracts energy. Energy goes to the nearest accumulation of energy. The same law applies to planets and monopolies. Everything of the same kind attracts each other proportionally to the Quantity & Quality. 
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