
Economy in iWars

This document describes the economy of the contest. It talks about all the resources, their 

distribution, market value and how wealth is calculated.

Players compete in an economy that is a simplified version of reality. Resources in the economy 

include a currency, called Rupyulars (and referred to as cash), 9 raw materials, and 5 finished 

products. The following table shows the contest resources by resource type.

Category Resource

Currency Rupyulars

Raw Materials Oil, Steel, Rubber, Plastic, Copper, Glass, Aluminum, Coal, Wood

Finished Products Computers, Weapons, Vehicles, Ships, Airplanes

Market Values

Each resource in iWars has a market value associated with it. The market value of a resource 

determines how cheap or expensive that resource is.

The market value of a resource is always determined in Rupyulars.

For example, 

If Oil has a market value of 5 Rupyulars and steel has a market value of 10 Rupyulars, that means 

steel is twice as expensive as oil.

The market value of 1 Rupyular is always 1 and it never changes whereas the market value of all the 

other resources is dynamic and keeps changing based on rarity, monopoly, supply and demand.

Resource Distribution

Every player starts the contest with a fixed amount of all the resources. This amount is determined 

by the Contest Administrator (CA) and it can even be 0.

So if this amount is set to 0, players start without any resources, but if this amount is set to 100 (or 

any other number decided by the CA), players will start with 100 units each of all the 15 resources.

Once the contest starts, each player starts receiving raw materials from the Monitor (Game server).

The monitor supplies these raw materials to every player as a reward for staying online in the 

contest and taking the risk of getting attacked or hacked.

So, if a player chooses not to stay online, he/she will not get raw materials from the monitor and 

without these raw materials, it will be difficult to make progress in the contest. 

Every player is distributed the same Rupyulars worth of raw materials, but the actual number of raw 

materials received by each player may be different based on the market value of the raw material 

that is distributed.



For example, 

If Player A is set to receive Oil, and if Player B is set to receive Steel. And if the Market Value of Oil is 

10 Rupyulars and if the Market Value of Steel is 5 Rupyulars, and if the Monitor is set to distribute 

100 Rupyulars worth of raw materials, then Player A would receive 10 units of Oil, and Player B 

would receive 20 units of Steel. 

If the value cannot be distributed into integral units, the remainder is distributed as cash. 

For example, 

If Player C is set to receive Copper and if the market value of copper is 15 Rupyulars, and if the 

Monitor is set to distribute 100 Rupyulars worth of raw materials, then Player C would receive 6 

units of copper and 10 Rupyulars. The Monitor distributes these raw materials to the players as a 

reward for staying online. 

Resource Distribution Methods

The Monitor supports 2 methods of resource distribution. This method needs to be chosen by the 

contest administrator. 

Method 1 – The Monitor chooses a raw material at random for every player when the player joins 

the contest for the first time. This chosen raw material is called the favored raw material for that 

player. Then, at every distribution cycle, the monitor distributes a percentage of the total value to be 

distributed as the favored raw material and the remaining value is distributed as other raw materials 

chosen at random. The percentage of total value to be distributed is also chosen by the contest 

administrator.

For example, If Player A’s favored raw material is Oil and if the Monitor is set to distribute 100 

Rupyulars worth of raw materials, with the percentage of the total value to be distributed as the 

favored raw material being 50%, then, Player A will get 50 Rupyulars worth of Oil and 50 Rupyulars 

worth of a combination of randomly selected raw materials. 

It should be noted that the percentage of the total value to be distributed as the favored raw 

material can also be 100% which would mean that the player would only receive their favored raw 

material from the monitor and nothing else (except Rupyulars). 

This method is designed to encourage trading of raw materials between players. As access to all raw 

materials is required to make progress in the game, this method will encourage communication 

between players and the formation of alliances. 

Method 2 – The Monitor does not choose a favored raw material for the players, but the entire 

distribution amount is distributed as a combination of randomly selected raw materials. 

This method is designed to keep the players independent. 



Finished Products

Finished products need to be synthesized from raw materials.

The following table shows the raw materials that are required to synthesize finished products.

Finished Product Raw Materials Required

Computer 1 unit of Plastic, Copper and Glass 

Weapon 2 units of Oil, Steel and Plastic 

Vehicle 5 units of Coal, Aluminum, Glass, Rubber 

Ships 10 units of Coal, Steel, Rubber, Wood 

Airplanes 10 units of Oil, Wood, Aluminum, Copper 

Once a finished product is synthesized, it cannot be disassembled into raw materials.

Each finished product has a special use. Computers are used to spy on other players. Weapons are 

used by soldiers in wars. Vehicles, ships and airplanes are used to transport resources and/or 

civilians and soldiers to other players.

Finished products can be synthesized inside buildings called as factories.

A player needs to build a factory of a specific type (Computer, Weapon, Vehicle, Ship, Airplane) to 

start synthesizing the finished products. (See more about how to build and operate a factory in the 

“Buildings section”).

Like factories, there is another type of building called a “Collector building” which can be built by a 

player to start collecting raw materials independent of the monitor.

Collector buildings are of 9 types (1 for each of the 9 raw materials.)

A player who is receiving Oil from the monitor can build an Oil-Collector building to increase his/her 

reserves of oil and try to gain monopoly on the Oil market. Or the person can build a Collector 

building of a different raw material, say, Steel, to try to get into the Steel market.

Players may also trade their resources with other players to acquire all the resources available in the 

game.

Wealth

The wealth of a player is calculated as follows.

Amount of resources held * Market value of the resource.

At the end of the iWars contest, the player having the maximum wealth wins the contest.


