
You are a farmer in Europe. You have your own farm with fields to grow five types of crops on:
potatoes, sugar beets, rapeseed, maize, wheat, and chickpeas. To grow crops on your field, you
need resources, such as water, nutrients, workers, and seeds. Players have to run, invest into and
improve a farm in 8 seasons. The objective of the game is to maximize farm health score which is
dependent on environmental, financial, and social health of the farm. Players can achieve this by
ensuring that environmental impact of the farm is positive, workers are satisfied, and the farm is
profitable. The players need to strategize and balance these goals while withstanding
uncertainties of weather and events such as pest attacks.
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player.oneas
playcollectivelycanare more than 4 players, teams of 2 can be made and theythereIfo

tokensmoney40water,with 5 nutrients, 5startPlayerso
conditions.startingsamehas thefarmEacho

fields.6ofis in charge of one farm on the board that consistsplayerEachoo Each player is in charge of one farm on the board that consists of 6 fields.
o Each farm has the same starting conditions.
o Players start with 5 nutrients, 5 water, 40 money tokens
o If there are more than 4 players, teams of 2 can be made and they can collectively play
as one player.
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subsequent rounds, you pay the “maintenance cost”
• In the round that you buy the card you pay the “one-off” fee (fixed costs) and in
cannot pay the maintenance cost, they have to roll the technology dice.
• Players need to pay the maintenance of some technologies every round. If players
• Each technology can be bought as many times as the player wants.

score.
have social/environmental consequences that impact the environmental and social
nutrients or water savings, and the possibility to predict uncertainties. These cards
Technology cards are opportunities to invest in the farm. These provide players with

• Players can buy multiple technologies• Players can buy multiple technologies

Technology cards are opportunities to invest in the farm. These provide players with
nutrients or water savings, and the possibility to predict uncertainties. These cards
have social/environmental consequences that impact the environmental and social
score.

• Each technology can be bought as many times as the player wants.
• Players need to pay the maintenance of some technologies every round. If players
cannot pay the maintenance cost, they have to roll the technology dice.
• In the round that you buy the card you pay the “one-off” fee (fixed costs) and in
subsequent rounds, you pay the “maintenance cost”
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using the technology.
buy it again. If it shows “no fail” (green), they can continue
shows fail (red), players need to lose the technology and
chance of failure/success. If the technology failure dice
technology can fail. The technology failure dice has a 50%
is not done regularly, there is a high chance that the
Technology failure dice: If the maintenance of a technology/solutionTechnology failure dice: If the maintenance of a technology/solution
is not done regularly, there is a high chance that the
technology can fail. The technology failure dice has a 50%
chance of failure/success. If the technology failure dice
shows fail (red), players need to lose the technology and
buy it again. If it shows “no fail” (green), they can continue
using the technology.



the game is to maximize farm health score which ascalculatedisofobjectiveTheThe objective of is calculated asthe game is to maximize farm health score which
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Players earn environmental
points by investing in

sustainable technologies,
theiror diversifying crops

Players can earn social points by
generating livelihoods through

employment of providing
them a consistent sources of income,

or investing in technologies.

workers

Players can earn financial points
by generating profit. This is equal
to the amount of money left with
the players after the payments
step in each round.
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• 1 Water = 0.25 coins
• 1 Nutrient = 0.25 coins
• Any technology = 1 coin
• Any development card = 1 coin
• 1 worker = 1 coin


