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(Complex game elements are shaded yellow – these can 

be omitted for a simpler game) 

Overview of game play 

 

A game inspired by the games “Risk” and “Go” but with an 

ecological flavour. 

The game board is a world map about 66cm x 44cm, with land 

cells shown on it, the occupation of which by players’ pieces 

represents making philanthropic investments in the ecology 

and social wellbeing of the people living in those cells. There 

are about 300 such cells covering all of the land surface of the 

Earth in a hexagonal grid pattern. 

Only one player piece is allowed in a cell. 

All players start as equally rich billionaires (with 10 player 

pieces each, representing 10 billion of wealth each to “invest”, 

and the objective of the game is to build the wellbeing of the 

global population by investing for ecological and social impact 

in cells on the game board.  The player who achieves the 

greatest “wellbeing” score after a set number of game turns, 

or a predefined end-point trigger state, wins the game.   

The initial wealth, which is assumed to have been “swapped” 

for player pieces, does not count for anything at the end of the 

game, and this provides an incentive to use the player pieces 

allocated rather than just keep them stored/ unplayed. 

The optimum number of players is designed to be six.  

However, the game would work with 2, 3 or 6 players.  If there 

are 4 or 5 people wanting to play, some people could form 

teams to establish the right number of game “players”. 

 

Each player starts with playing “chips” of 1 billion each, adding 

up to 10 billion dollars.  They can then invest chips, one at a 

time, in philanthropic causes, by handing a chip to the banker, 

which entitles the player to place a playing piece (identifiable 

as belonging to the player, by number, eg “P3” for player 3, 

which they then place on the playing board). [a simpler 

version could be played by just giving each player 10 player 

pieces to start the game and ignore the complex elements 

shaded in yellow in this leaflet] 

 

If a player places a playing piece on a cell in, for example, the 

tropical climate zone, this represents making a philanthropic 

investment in, eg, rainforest protection. 
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If they place it in the arid climate zone, this represents making 

a philanthropic investment in greening of deserts for food 

production, etc.  You get the idea. 

 

The figure below shows the first prototype of the game board.  

It comprises nine sections made out of stiff card, and these 

nine sections fit together a little like a jigsaw puzzle when laid 

out on a flat surface.  There is only one way they fit together. 

 

How to set up starting positions – the setup phase 

The table on the top-left section of the game board shows the 

values of the bio productivity index for each climate zone at 

any point in time, and the initial game values are in cells 

coloured orange.  Put markers (eg matchsticks) on those cells 

at the start of the game. 

 

For the first ten set-up turns (known as the setup phase), each 

player in sequence places one of their playing pieces in a cell 

on the game board.  The only rule they have to follow during 

those ten set-up turns is that they have to (if they can) place 

each new piece (apart from the first one) on a cell adjacent to 

one of their existing pieces on the board.  If they cannot do 

this (because no such cells are unoccupied), they can place it 

on any unoccupied cell anywhere on the board. 
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How to play the game after the set-up phase. 

After the initial set up phase, each turn comprises: 

In sequence, each player can: 

 

a) For one of their pieces on the game board, move it (to 

an unoccupied cell adjacent to one of the player’s 

existing pieces) unless all such cells/hexes in contact 

with each other are already occupied, in which case 

they can move their chosen piece to any available cell 

anywhere on the game board 

b) For all of that player’s pieces in play on the game 

board, harvest a return from them (see more below), 

which is translated into chips which can be used to 

invest in additional player pieces 

c) Make a further investment (one chip = one new piece 

placed on the game board), unless all their chips have 

been used up. 

It is a general rule about moving pieces that any new pieces, 

or movements of existing pieces, have to be played adjacent 

to one of the player’s existing pieces on the game board, 

unless all such cells are already occupied, in which case they 

can play their piece on any available unoccupied cell 

anywhere on the game board. 

 

Harvesting of social impact from a player piece yields chips 

(collected from the banker) to the value a thirtieth of the sum 

of the biological productivity index value of the cells under 

each of the player’s pieces on the board which are being 

harvested, rounded down to the unit.  The player pieces 

remain on the board and the relevant number of chips are 

collected from the banker.  The biological productivity index 

value is associated with the climate zone type, and there is a 

table on the game board where that value is tracked for each 

climate zone type. 

If a player has at least 8 of their pieces in a climate zone, they 

are given a philanthropy badge associated with that zone.  

When they have such a badge, then at the end of the game 

the value of the biological productivity index for that zone is 

increased by the number shown on the philanthropy badge, 

even if this takes it past its maximum value during game play.] 

At the end of each fifth turn, there is a global stewardship turn 

(could be done by the banker), in which rolling dice represents 

ecological events occurring. 

This impacts the biological productivity index of each of the 

climate zones.   

The hexes / cells on the playing board are colour-coded for 

their ecological climate type: 

 
 
 



The Global Wellbeing Game 
 

Key to cell colours: 
Light blue  Polar 
Green  Temperate 
Yellow  Arid 
Pink  Tropical 
Brown  Mediterranean 
Dark blue Mountains 
 

The outline of all the relevant areas of land on the world map 

are visible as feint lines under the hexagonal grid on the game 

board. 

 

Each ecological climate zone has a number associated with it 

– a biological productivity index.  Climate changes affect the 

value of that variable.  In the table above (printed on the game 

board), values of that index at the start of the game are shown 

in the cells shaded orange.  The values move up or down the 

table during game play as climate change affects the 

biological productivity of one or more zones. 

Except during the setup phase, at the end of each game turn, 

the stewardship turn comprises rolling a specific type of die for 

each of the climate zones listed in the table.   

Purple 4 sided die for polar and mountains,  

White 6 sided for arid,  

Blue-pink multi-coloured 8 sided for mediterranean 

Purple 10 sided for tropical,  

Green 12 sided for temperate 

 

Climate change is determined by dice throw – a different type 

of die for each zone, depending on the max value in the table 

column for that zone, and as listed above.  If the number 

thrown is greater than the current value in the relevant column 

in the table, the value increases by one, and this can be 

indicated during play by moving a marker (eg matchstick) on 

the copy of the table printed on the game board.  If the 

number thrown is less than the current value, the value 

decreases by one.  If the number thrown is the same as the 

current value, the value stays the same and the marker is not 

moved. 
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Turn counter 

The basic timeline is measured in human generations.  One 

“turn” represents a generation (about 20 to 30 years). 

There is a printed turn counter provided with the game, to help 

keep track of the turns as they progress.  It looks like the table 

below.  Move a marker (eg a coin) from one box to the next to 

indicate which move is being played currently, and increment 

it each time a turn ends. 

 

 

Climate Tipping Points 

Every tenth turn, throw the 20-sided purple die.  This 

represents potential climate tipping points (positive or 

negative) being reached.  Add up the current values of the bio 

productivity index for all 6 climate zones.  If the die value 

thrown is higher than this total, increase them all by one, 

subject to any of the values being restricted by already being 

at their maximum permitted values.  If it is less, decrease 

them all by one, subject to any of the values being restricted 

by already being at their minimum permitted values.  

 

How to win the game 

After a predetermined number of turns (or some other criteria 

agreed at the start of the game), each player counts up their 

scores, based on their closing positions.   

[complex version - The value of the biological productivity 

index for each zone is increased, cumulatively, by the 

numbers shown on any and all of the relevant philanthropy 

badges held by players, even if this takes it past its maximum 

value that was allowable during game play]. 

The player’s score is the total of the number of player pieces 

in each zone multiplied by the bio productivity index of that 

zone (after the impact of any philanthropy badges has been 

put into effect).  The player with the highest total score 

calculated this way wins. 


