
GOOD LUCK & HAPPY FARMING!

Use the game pieces printed on the 
cards as the building blocks for the farm 

that maximizes your group’s choice of YIELD. 
To use a piece, cut it out with scissors and 

tape it to the farm plan where your team thinks 
it should go in the farm. Some pieces have several 

versions, shapes or sizes. Discuss with your partners 
which type would be best. You can make even larger 

versions by doubling or tripling up on the pieces. You can use any 
piece you want, but try to maximize your scores for 1-2 YIELDS 

in particular. Try to locate pieces close to pieces they have a 
natural relationship with, and in places that make best 

use of the existing farm site.

Before you begin, choose a TEAM SCOREKEEPER. On 
the back of each piece are the SCORES for that piece. Every 

time you use a piece, the SCOREKEEPER adds the piece’s name 
and scores to the scorecard on the game board on the table. 
Pieces are scored for both YIELD (what a piece produces) and 
INPUTS (what a piece requires). Each piece also produces and 
requires dollars, so at the end of the game you will see whether 

the farm makes money or needs money to run.

Your 
farm may be 

profitable, but it 
doesn’t have to 
be. It might also 

be supported with 
grant funding, for 

example. This isn’t 
just a competition 

to be profitable. 
Knowing how 

much additional 
funding the farm 

needs is important 
information.

The game 
is focused on 

the FARM area, 
but pieces can 
be played in the 
PARK as well.

Some 
pieces require 

INPUTS of 
OTHER PIECES 

available for play. 
For example, 

the Commercial 
Orchard requires 

Truck Loading 
Access. If a piece 
requires another 

piece as an INPUT, 
add that piece 

to the board and 
score it as well. 

Every piece used 
should also be 
added to the 

scores.

At the bottom of your team’s Score Card are the 
totals for each YIELD category, DOLLAR amounts, JOBS, 

VOLUNTEERS, and EVERYTHING ELSE. Add up the scores 
for everything in the column above the total at the bottom.

At the end of the game (30 minutes), each team chooses 
one spokesperson to present what YIELD you maximized for 
and to read off the scores the group got. The spokesperson 
also explains why the team placed the pieces where it did.

GET READY 

TO BUILD A 

FARM!

At the bottom of your scorecard are totals for different 
YIELDS and INPUTS. When you’re done with your design, 
add up all the YIELDS and INPUTS, and summarize the 
other required inputs (“EVERYTHING ELSE”).


