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Play Flow

The board has 40 parcels of land

Each parcel of land is equal to 1 hectare

In a 4 player game, each player gets
10-parcels of land to manage

Objectives

Each player receives sticky notes
of their chosen color, which are
placed on the parcels of land they
choose to manage

* Minimize planting and operational costs through strategic land and density choices

» Maximize timber revenue through efficient thinning and harvesting

* Reduce losses by using insurance, remedy cards, and currency tokens
» Optimize long-term outcomes such as carbon storage, timber volume, and ecosystem services
» Collaborate and negotiate with other players through land leasing and resource exchange

Each player receives 10 parcels and €8,000
Players choose how many parcels to manage
Players choose species and planting density
Players plant trees using pushpins

Players draw a risk card and apply effects
Players perform first thinning (Year 30)
Players draw a risk card

Players perform second thinning (Year 45)
Players draw a risk card

Players perform the final harvest (Year 60)
Player decisions are entered into the SIMA
model

Players review visualization-based outcomes
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On the sticky notes, players place the colored
pushpins representing the tree species they select.
Players can only select one type of tree species for
each parcel of land. Players can choose one of the
densities to plant trees in each parcel of land
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Players record decisions and enter
them into the SIMA forest growth
model to simulate outcomes

Results are visualized using
radar charts to compare
player strategies and
discuss trade-offs
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