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ls the earth a l iving organism with a
survival mechanism of its own? Yes,
according to one of the most radical
theories to hit the planet in years. Ac-
cording to the Gaia (guy-uh) hypoth-
esis ,  put  for th by Br i t ish sc ient is t
James Lovelock,  a l l  l iv ing th ings
from microscopic bacter ia to hu-
mans work together l ike the parts of
one vast organrsm. Ultimately, Love-
lock explains, this "composite organ-
ism" manipulates the a i r ,  the land,
and the sea to generate the condi-
tions most suited to itself.

Inspired by this theory, veteran
game makers Roll ie Tesh and Tom
Braunlich have designed Planit: The
Omni Evolution Game. Planit allows
each player to race through the ag-
es of Gaia on his or her own olanet.
ciirecting evolution from the first t iny
microorganisms through humans.
Players advance whbn they maintain
their world in the steady-state con-
dition'conducive to l ife. That means
keeping temperature "Just Right." lt
also means sustaining the feedback
loop between animals (which con-
sume oxygen, Or, and expel carbon
dioxide, COr) and plants (which con-
sume CO, and expel Or).

Note: Although the goal is to be
the first player to develop "Evolution-

ary Humans," remember that we hu-
mans are not  necessar i ly  the end
goal of the real Gaia, which wil l be
functioning long after we are gone.

The game is for two to four play-
ers, ages ten to adult.

MATERIALS: The fo ldout  Plani t

board game and two pages of cut-
out cards, found on pages 83 and
85. A six-sided die and two oennies
for each player must be supplied by
you. To utilize the materials within the
magazine, take out the poster-sized
game board. Cut out the square play
ing cards along the dotted l ines. Mix
them and place them facedown on
the game board to form the card
deck.  Cut  out  the "Carbon Cycle
Life" tokens (Animals and Plants),
fold them over, and tape to form dou-
ble-sided tokens. Finally, cut out the"Higher Animal"  tokens and set
them aside for later.

HOW TO WIN: The winner is the
first to complete both phases of the
game. In the f i rs t  phase,  p layers
must fi l l  the atmosphere up with oxy-
gen.  ln  the second phase,  they
must  evolve h igher  animals in  se-
quence. The first to evolve l 'Evolu-
tionary Humans" wins.

THE GAME,S RATIONALE: So
that you may understand the theory
behind the act ion,  we present  a
brief summary of planetary evolution,
as depicted in the game, below:

The early earth had no oxygen in
the atmosphere because the ocean
acted as a "sink" to eat up oxygen
(O2) molecules. The first phase of the
game involves producing enough ox-
ygen to fi l l  up the o, sink and then
fil l  up the atmosphere to its present
O, level-21 percent.

After you have raised oxygen
enough to fi l l  the O, sink, a major ice
age occurs. This was a crisis t ime for

Gaia because oxygen filled the at-
mosphere,  poisoning the or ig inal ,
primitive carbon cycle animals that
produced COr, thus dangerously low-
ering carbon dioxide-and temper-
ature,  which f luctuates up and
down with CO, levels. The penny
placed on your  COr/ temperature
marker must be moved down to tcr
AGE at this point in the game.

Pushing atmospheric oxygen up
to 21 percent is necessary before pro-
ceeding on to the next state of evolu-
tion, notable for higher animals. Us-
ing an Animal or Gaia card, you may
direct the evolution of these animals
in sequence from repti les through
birds and mammals, and then on to
humans-first the devolutionary, or
destructive, sort and then the evo-
lut ionary var iety .  Each t ime you
evolve a higher l i fe form, place the
token representing that life form on
your planet.

STARTING OUT: Name your plan-
et and write the name beside it on
the game board. Place one carbon
cycle animal token and one carbon
cycle p lant  token on your  p lanet ,
healthy slde up. (These tokens rep-
resent  lower p lant  and animal  l i fe
forms such as primitive bacteria and
algae, which maintained the carbon
cycle throughout most of Gaia's his-
tory.) Each player must also put one
penny on the "Just Right" space on
the COrltemperature gauge and the
other penny on the bottom of the O,
scale. Any player may go first.

HOW TO PLAY: To start, players

Plcyers r.rce through the oges ol
Goio, direcring evolution
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draw three cards and lay them
faceuo in f ront  of  them: On each
turn, the player draws a fourth card
and plays any one of the four cards,
mainta in ing a hand of  three at  a l l
times. (Players may use their turn sim-
ply to discard, mandatory for anyone
stuck with no possible move.) When
the deck has run out, remix the dis-
card oile and reuse.

THE PLAYING CARDS
o Plant cards may be used either to
lower temperature (as CO, is con-
sumed,  g lobal  temperature goes
down) or to raise oxygen (plants
breathe out oxygen). The player play-
ing the card decides which function
to use, with this caveat: The plant
card may be used to raise oxygen
only if the temperature is already set
at "Just Right." The Plant card may
be used only i f  the p layer  has a
healthy plant token on his planet. To
play the card, announce how you
will use it, then roll the die. Refer to
the "Plants"  char t  to  see how to
move. For instance, if you announce
that you want to lower your temper-
ature, a roll of six would push your
temperature down two spaces! A dot
(o)  means no ef fect .  P lant  cards
may be played only on your own plan-
et and are most useful early in the
game because of  thei r  abi l i ty  to
raise Or.
. Animal cards may be used either
lo raise temperature (since animals
breathe out CO2) or to evolve high-
er animals, including repti les, birds,
m'ammals, and devolutionary and ev-
olutionary humans. The Animal card
may be used only if the player has
a healthy animal token on his plan-
et. Ihis card can be used to evolve
higher animals only if the O, level
has reached 21 percent, and if the
temperature is "Just Right." (lt the
temperature is  not  "Just  Right , "
then you must adjust it before you
can use this card to evolve higher an-
imals, though you may sti l l  use it to
raise temperature.) Animal cards are

most  usefu l  la te in  the game be-
cause of their abil ity to evolve high-
er  animals.
o Gaia cards are oowerfu l  wi ld
cards that may be used as either a
Plant card or-an Animal card. The
Gaia card may also be used to heal
damaged plant and animal tokens,
representing the lower life forms on
your planet. (These tokens are dam-
aged by hazard cards that succeed
in mounting a lethal attack, as ex-
plained below.) To heal, discard the
Gaia card, roll the die, and then re-
fer to the "Heal" chart on the game
board. lf you're successful, turn the
damaged token back to healthy.

The game inc ludes hazard
cards, which may be hurled down on
your own planet or your opponent's
planet to adjust conditions or infl ict
a disaster. To play a hazard card,
state your intention, roll the die, and
consult the chart (or sometimes the
card itself), Here's the rundown:
. Volcano cards belch COr, raising
planetary temperature (see chart).
. Meteor cards smash into the plan-
et, stirring up a cloud of dust that
blocks sunlight, lowering tempera-
ture (see chart).
. UV Radiation cards can cause mu-
tations or be lethal. They can't be
used against a planet protected by
an ozone card. A roll of one creates
a mutant-move to the mutant chart
and roll again.
r Mutant cards might create an un-
predictable new life form that could
raise or lower planetary temperature,
increase p lanetary O. ,  or  even
evolve a higher animal (see chart).
o Acid Rain cards may harm life. A
roll of six is lethal. (lf you roll a six,
see "lethal attacks" section, below.)
r Methane cards signal release of
methane,  a greenhouse.  gas pro-
duced by bacteria. Roll the die for
instructions.
o Plague cards signal a viral infec-
tion. A roll of f ive or six is lethal.
r Fire cards pump thick smoke into
the air, blocking sunlight and lower-

ing temperature. Redraw if one of
first three cards.
o Increased Solar Output cards
push up everyone'stemperature. Re-
draw if one of first three cards.
o Salt Cycle cards cause you to lose
your turri as the planet adjusts for
this toxic accumulation. Redraw if
one of first three cards.
. Rain Forest cards symbolize the
vitality of the rain forest, enabling you
to make the temperature on your plan-
et "Just Right."
. Ozone Layer cards protect your
planet from UV radiation. (Only one
allowed per planet.) The cards musf
be removed during the "DeVolution-

ary Human" phase.
o CFC cards destroy an opponent's
ozone layer. (Discard both.)

Special note on lethal attacks: lf
your hazard card succeeds in infl ict-
ing a le thal  at tack,  you decide
which life form to destroy. Usually, it's
advisable to damage one of the op-
ponent's carbon cycle plant or ani-
mal tokens to prevent him from play-
ing his Plant or Animal cards. When
one of these life forms is damaged,
it is turned over on the opponent's
o lanet  unt i l  a  Gaia card can be
used for healing. In the final phase,
the attacker may also damage a high-
er animal, which means extinction for
that  type of  creature.  The poor
beast is removed from the planet
and waits to reevolve.

WINNING THE GAME:  The  f i na l
steo is to create humans that can
l ive in  harmony wi th Gaia.  The
destructiveness of "Devolutionary Hu-
mans" makes them more vulnerable.
They destroy their ozone layer, so re-
move your ozone layer upon evolv-
ing "Devolutionary Humans." fhe
step on to "Evolutionary Humans" is
especially risky. To evolve "Evolution-

ary Humans" and win, play an An-
imal card (or a Gaia card) as normal.
But after roll ing the die, use the spe-
cial "Winning" chart to see the result.
There might be a setback!DO
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