
Enlightened Self-Interest 

Enlightened Self-Interest is a game about non-profit boards. When you play the game 

with people involved in university/community partnerships, at least one member of the 
board should be a university representative, but the game can certainly be played with 
any mix of member characters. It can also be played for longer and shorter times or with 
more or less advanced rules (see below). Purposes of the game include: 

• to model the complex dynamics of non-profit boards for people considering board
membership, cooperating with a non-profit, or currently serving on a board.

• to give players experience with rhetorical challenges in situations where argument
and problem solving can really matter.

• to dramatize the way that well-meaning people of different backgrounds can
easily misunderstand one another, mistake hesitance or deliberation for
recalcitrance, and grow frustrated with the slow pace of collective decision
making.

• to encourage play within serious situations.

Start with the most basic rules of the game, but experiment with variations suggested here 
or developed in the course of further play. 

Basic Rules 

1. Before you begin play, decide in the group these fundamental characteristics of
the non-profit organization you represent. The fundamentals need not be
described in more than a few words and numbers-they can be elaborated in the

course of play.

a. Demographics of the community served
b. Geographical location for the organization

c. Current operating budget
d. Number of employees
e. Service or function of the organization

2. One player must volunteer to be the Executive Director (ED). All other players
must choose a card from the Board pile. Take a few minutes for the players to fill
out brief notes expanding the biography or back story of their characters. Feel free
to make the roles known to all, but the biographies are best shared as play
unfolds. As noted above, if some or all of the players are associated with a

university or college, the group may choose to designate one or more university
members of the board.

3. Choose a card from the Situation pile. The ED is the only player who may

change, alter, or add to the details of the s ituation but may be convinced to do
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