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Ecochain challenges its participants to solve a problem statement : an
ecosystem is completely failing. Its vegetation is sparse and there are so many
herbivores clamoring for food and resources that all water sources have dried
up. By the end, the participants have to offer a solution using their knowledge
from the card game.

Each player is given 10 cards out of which they have to put one face up on the
table. The main aim of the card game is to complete 3 distinct food chains first.
On one’s turn, the player can either draw an unknown card from the deck or
pick one from the face up cards at the centre. If they wish to keep the card they

must swap it out with one of their own, and if they don’t they must keep the
card back.

Once a participant makes a food chain, they must shout ‘ECOCHAIN’ and verify
the accuracy of their chain. If it is correct they may keep the chain, and if not
they must swap the cards for ones from the unknown deck.

There are three special cards : wild card, draw 2, and skip. Wild card may be
used as a substitute for any level of the food chain. With draw 2 the participant
may take 2 cards from the unknown pile without replacing them with their own
cards. Skip will move past the next person’s turn.

Number of players: 5-6

NOTE : 2 printouts of the attached cards must be taken to play
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