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HOW TO ENTER
THE WORLD FACTORY
World Factory is a game in which you must decide what it means to win.
You have been chosen to run a clothing factory in China.
You will need:
•

The World Factory book (available at www.nickhernbooks.co.uk/worldfactory).

•

Paper.

•

A pen.

•

A timer.

•

A Playing Chart, for keeping track of money and workers (see p. 4 of these downloads).

You start with:
•

100,000 in capital (see p. 5 of these downloads).

•

24 Worker ID Cards (see pp. 6–9 of these downloads).

Your capital is the money that you have once the factory has dealt with day-to-day running costs, including workers’ pay.
At the start of the game your workers earn a monthly wage of 3,000, which is just below living wage, but commonplace for
the industry.
How to Play
Every route through World Factory starts at CARD 1. On each card, there is a scenario, and a conundrum. Each conundrum
is based on a real-world situation discovered through our research. When making your decision, consider how many
workers and how much capital you have gained or lost so far. Occasionally there will be a card that only offers one pathway.
The cards are placed in numerical order in the book for ease of reference, so you will be constantly moving back and forth
through the book as you follow your story. There are no right or wrong decisions, just different paths through the game.
You can run your factory as an individual, or play as a group with a dealer. If playing in a group, between 3 and 6 players
is optimal. If there are more than 6 of you, you can split to play the game separately. Each factory will need their own copy
of the World Factory book. If you are playing in a group, you must make decisions collectively. If you cannot agree, you must
devise a way of coming to a decision.
If you are playing with a dealer, they will manage a bank of workers and money. The dealer makes the final decision with
regard to money and workers; he or she has the ultimate authority.
If you are playing solo, you will responsible for running this aspect of the game yourself.
You can use the Playing Chart (p. 4 of these downloads) to keep track of your capital and your workers. Each time you make
a decision, before moving on to the next card, make a note of:
▶

The next card number.

▶

The running total of your capital.

▶

How many workers you currently have.

▶

The current wage level of your workers.

▶

Anything else of interest, e.g. the garment orders you receive.

To start, you need to set a game-play timer: if you are playing solo, set the timer to 30 minutes. If playing as a group, set the
timer to 50 minutes.
Now, turn to CARD 1 in the book.
Read the card, and then the two options offered on the card next to it.
When you have decided which option to take, you follow the card number indicated on the card you have chosen, and turn
to that card to find the next step in your story. If you are playing as a group, you will need to let the dealer know if you need
to pay or receive any money, or lose or gain workers.
It is now time to enter the World Factory.
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PLAYING CHART
Card

Capital

Workers

Wage
level

1

100,000

24

3000

Garment orders

Notes
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CAPITAL

4

WORKERS’ ID CARDS 1

5

WORKERS’ ID CARDS 2

6

WORKERS’ ID CARDS 3

7

WORKERS’ ID CARDS 4

8

WORKERS’ BIO CARDS 1

9

WORKERS’ BIO CARDS 2

10

WILD CARDS
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QUESTIONS/EXPLORATIONS
FOR AFTER THE GAME
• How far were you driven by the desire to make a profit, and how did this affect your
decisions?
• What other kinds of motivation inspired your decisions?
• Did your decisions about what to do always reflect what you would have liked to do
(if you didn’t have financial or other constraints)?
• What frustrated or surprised you, and why?
• How many cards did you play? Did you play fast or slowly, and why was that?
• What kinds of garments did you make, and what does that suggest about your
factory?
• Were there any decisions that split the group, and how did you resolve them?
• What was your attitude to your workers, and was it consistent?
• Every seam on every garment you are wearing right now was sewn by someone.
Does anyone know where, and under what conditions, the clothes they are wearing
were made?
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DEALER SLOGANS

KEEP GOING
FORWARD

MAXIMUM DESIGN
WOW AT MINIMUM
COST
UNCERTAINTY
MEANS PROGRESS

EQUALITY IS A
MIRAGE

IT’S A WIN-WIN
SITUATION
CHALLENGE IS
EXHILARATING

SURVIVAL IS
WINNING

WORK HARD,
SO YOUR CHILDREN
WON’T HAVE TO

WORK HARD
DREAM HARDER

CHEAP AND QUICK

BIGGER FASTER
CHEAPER MORE

WORK IS
ENTERTAINMENT

MONEY IS POWER
PRECARITY IS LIFE
EFFICIENCY IS LIFE
CHINA FIRST

BITTER FIRST
SWEET LATER

TIME IS MONEY
BELIEVE IN THE
FUTURE
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