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As a mother of 5 young adults, I wondered whether there would be a bigger brighter future for

my children.  And I wondered what role my husband and I would play - not just for our

children, but for families everywhere.

 

And I knew our world was facing some enormous challenges which the United Nations have

set down as the Sustainable Development Goals. So my interest in this space led me to

participating in 3 collaborative books with B1G1 with the latest one "Legacy" being another best

seller. In this book I speak on the role of sustainable cities and communities.

 

I have also been on an entrepreneurial pathway trying to make sense of how our industry

needed to change to adapt to the new economy and technologies. So I became a Master

Trainer for the Entrepreneur's Institute and received an International entrepreneur award for

timing in starting our new venture - The Grow CFO Co.

 

We wanted to provide social entrepreneurs and impact centric businesses with access to great

financial strategic advice without it being prohibitvely expensive because we know that for our

world to flourish, it will be driven by the impacts these businesses make through their products

and services or their philanthropy.

 



WHAT I WONDERED...

Gamifying the world of

business and giving

PLAYING A BIGGER

WORLD GAME



The topics then are those that I have wondered about and been on a voyage of discovery and

learning.  I wondered:

 

What is philanthropy?

What is the bigger game - especially in terms of the United Nations Sustainable Development

Goals?

How can I create a business that has philanthropy at the core - not just in giving impacts but in

customer selection, brand image, business model and leveraging resources? 

 

 





Recognise this man?

 

In 1961 Buckminster Fuller created a simulation game that he called the World Peace Game - it

was shortened later to the World Game.

 

I wondered how we could bring this idea forward to play out in the next decade.

 

But first, it is important to understand what the elements of a great game are. So I did some

research and came up with the following list:

 

 



Elements of great games

Captivating worlds

Interesting theme

Team play for connection

Challenge and reward

Rules and objectives

Player Avatar

Compelling visuals

Time pressure



 

So let's check off the World Game against these criteria... first, the game needs to have a theme

that is inspiring enough that it makes people want to play over and over.  This is Bucky's idea

for the game.

 

 



WORLD GAME

Buckminster Fuller

Make the world work, for

100% of humanity, in the

shortest possible time,

through spontaneous

cooperation, without

ecological offense or the

disadvantage of anyone.

"

"

en:User:Edgy01 (Dan Lindsay) [CC BY 3.0
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Tick! Inspiring theme. 

 

Next is that there needs to be inspiring lands or worlds in which we play - beautiful places.

 

 



Justin Kunimune [CC BY-SA 4.0 (https://creativecommons.org/licenses/by-
sa/4.0)]

Buckminster Fuller

Dymaxion Map
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Tick! Captivating worlds. The image of Bucky's Dymaxion map shows the linking of our lands

across the world.

 

The next element of a great game is that there needs to be a set of objectives or levels to be

reached.
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Tick! The Sustainable Development Goals make a great framework for us to have as levels in

our game. There are 17 very clearly identifiable levels.

 

So each of these levels should have sub levels or badges and rewards that make up the game

play.

 

 



169 Targets

230 Indicators
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Tick! The  17 Sustainable Development Goals  then have 169 Challenges - these are the targets

for achieving the goals and 230 indicators which are the identifiable measures before we can

get the level badge.

 

Great games also allow us to become the hero of the game with us playing in the game under

our own hero avatar.

 

And those who have teenage children will know they love to be connected to their friends on

teams in games.

 



Dynamic Deb

World Game Avatar Hero

With thanks to Cartoonize.net





Captivating worlds

Interesting theme

Team play for connection

Challenge and reward

Rules and objectives

Player Avatar

Compelling visuals

Time pressure

Elements of great games



Tick! B1G1 provides us with the opportunity to become the hero of the story and collaborate

with others as we play together.

 

Games with time pressure increase the sense of urgency to play and keep on levelling up.

 

 

 



Moore's Law

Moore's Law, Singularity & the 2030 deadline

People - Planet - Prosperity - Peace - Partnership



Moore's Law: 

overall processing power for computers will double every

two years.

 

Technological Singularity: 

when machines reach a level of intelligence that exceeds

that of humans. (Ray Kurzwell anticipates 2045)

 

UN set 2030 as the target for achieving the SDGs.
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Tick! Time pressure has been applied to our game.

 

The United Nations set a target to have achieved the SDGs by 2030. So we now have just one

decade left.

 

The urgency has been increased because of the nature of technology.

 

Whether or not Moore's law continues to hold, the idea that technology is doubling in

capability every 18 months means that the time frame at which we reach Technological

Singularity (where technology becomes more advanced than human intelligence.)

 

Although experts disagree, they do think it will be sometime around 2045.

 

If we haven't solved the world's biggest challenges by then, I wonder whether computers will

decide we are obsolete?
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Tick! B1G1 provide us with beautiful images showing the game being played along with the

amazing SDG badges.

 

 

 

 

 



WONDER-FILLED TAKE AWAYS

Collaborate

Make it fun

Leave no-one behind

PLAYING A BIGGER

WORLD GAME



So to sum up, there are three keys to philanthropy - resources, time and attention, and

knowledge. 

 

Gamifying our giving by collaborating and making it fun will help us ensure noone is left

behind.

 

And using these keys and the idea of gamifying the philanthropy of our business can help us

put philanthropy at the core creating sustainable growth, opportunities for others and

leveraging of our impacts.
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