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Global Sustainability!

Fostering Political & Strategic Edutainment
Imagine you are the President of the United States of America working for permanent global sustainability in these turbulent times of uncertainty, technological development, terrorism, and financial and environmental crises. Imagine playing the role of the leader of a world international organization such as the United Nations in this new global order. Or imagine that you are the leader of a former superpower such as Russia, the United Kingdom, and France, even China, seeking to determine your new role in the world for decades to come. Imagine being a dictator and the challenges you will face from the “international community.”  Imagine playing the role of a democratic president in a small country surrounded by drug-business, illegal weapons trade, lawlessness and massive corruption. Image playing the role of a CEO for a large transnational corporation seeking to reach new markets and thus erase the “politico-economic” boundaries between countries. Just imagine.

Global Sustainability! is a 2D multi-player political videogame, halfway between a “real” simulation of world politics and a fiction game. It combines the decision-making process of Hidden Agenda and the construction of your own environment in simulations like Civilization and SimCity.  The game provides you with a ‘playing field’, and you must make decisions – perhaps hard choices – to reach long-term global sustainability or, at a minimum, to obtain some sort of national stability. Global Sustainability! is a combination of two main features of new media objects, i.e., database (political, communicational, and economic data of countries and organizations) and immersive navigable space (narrative of chains of action-decision-consequences through inter/national spaces.)


 


You will play and learn about power issues, budget decisions, unintended consequences of your actions, global risks, environmental, migrational and energy issues, overpopulation, and control of the information flow – all through the perspectives that take shape as you take a leadership role. You will face both manageable and overwhelming challenges. You will encounter immediate problems and ones that emerge as you play the game.  At the end of a full game, you will receive a Verdict of History, if you are able to pass through all the stages, if you are able to get reelected, if you retain critical resources, if you are not killed in the  …midst  of … 

The player starts by flying over a global map. The map spans spaces between and across the countries and the blue dots. It highlights state boundaries at a point in time.  The blue dots point to Starter Spots from where the character you have chosen will begin to make decisions. 

The player must first choose his/her role-playing (President U.S., U.N. Secretary General, France, China leader, CEO of International Corporation, Leader Small Country, leader of a faith-based organization.) Then, he/she must choose a Starter Spot in order to start with the game and to self-position in the appropriate context, e.g., as U.S. President you may want to start dealing with energy needs. 

For all practical purposes, these are real world Starter Spots, not imagined ones.  Potential crises are credible.  They are not fabricated and there are real stakes, not imagined ones.





Target Audience

The target audience is high school students, college students, undergrads, and casual gamers. Because the game offers opportunities to gain qualitative understandings of global politics and international power, we believe that it would be attractive in schools and universities and in both formal as well as casual gaming environments. It also exposes the players to ways of relating their own games to events in the real world they hear or read about. In terms of the playing context Global Sustainability! is designed for use inside and outside the classroom, that is to say, for academic purposes as well as in leisure time  simply for the fun of the game.
Pedagogical Approach

Global Sustainability! seeks to combine pleasure and educational principles in order to enhance the experience of political edutainment about global issues, increase the sensitivity of students to their external environments, and to allow them to see things from a variety of different perspectives (or to look at things differently.) Our pedagogical approach combines traditional notions of education (the world is such and such and it can be described and recognized) with problem-solving, agents-based models, strategic reasoning, crisis and budget management and constructivist notions—all embedding the player as a builder
, and a creator of his/her own political environment while, at the same time, having to confront the complex interrelations among unintended consequences that are beyond the control of a particular agent, whatever his or her position might be. 

Game Overview

Backstory

Global Sustainability! is a collaborative effort between researchers of Games-to-Teach Project http://cms.mit.edu/games/education and a forward-thinking MIT political scientist. In September 2002 we first met with Professor Nazli Choucri, an expert on international relations and global issues. Currently the Director of the Global System for Sustainable Development http://gssd.mit.edu/ and Associate Director of Technology & Development Program http://www-tdp.mit.edu/, Professor Choucri is especially interested in developing new approaches to political and strategic education through innovative uses of games and simulations. We began to meet regularly, and engaged in brainstorming sessions about the different ways of designing a global game and how these could be made relevant to today’s global context, which will invariably shape tomorrow’s realities.

The goal is to seek a reasonable balance between artificial worlds and realistic parameters – in order to engage players for fun and for insight. It is conceived and designed for ‘education-in-disguise’ – a learning environment without the formal pedagogical overtones. And thus foster new insights into the changing global environment. 

The concept of Global Sustainability! is based on (a) intellectual foundations and central issues in the study of international relations, past and present (b) ongoing empirical research to formulate and test new theoretical perspectives; and (c)  an interest in capturing what is different – in the real world and in the world of games and simulations -- about the early years of a new century.


We are entering the 21st century with a changing political environment where borders are not what they used to be; where new threats have appeared following a relatively peaceful period; and where problems concering matters of land, energy, and natural resources are looming larger than ever.  The player is placed into just this world to obtain a global sustainability to last us into the next century and beyond.
While the Cold War has ended, the world now faces new challenges and dangers from sources largely unforeseen. In the gaming context, as in the real world, ’reality’ as we know it is continuing to change, and the patterns of change are shaped by different interactions and options among policy makers, governments and players and by their various effects. As Choucri et al put it, “The fall of the Berlin Wall, the end of Communism as a global threat, the demise of the Soviet Union, and the creation of new states with new configurations and strategic dilemmas are among the most significant and observable of these changes (…) By the same token, new realities such as these have facilitated new venues for collaboration on a range of relatively ‘new’ issues, notably environmental degradation, electronic communication, regulatory strategies, etc.” (Choucri, Madnick, Siegel et al., Nov 2001, MIT).
After September 11, 2001, the U.S. is not alone in facing new threats; the world as a whole is increasingly vulnerable and especially so the G-7 countries. Terrorist Diasporas and their offshoots could appear within the U.S., in the former Soviet Union and its mafia networks, in the Colombian guerrillas, in the Middle East, or where we do not expect or are unable to imagine. The driving motivations, (i.e. the ‘hostility-engines’) of such terrorism have been identified and differentiated; we know they consist not only for political, economic and geographical factors, but of ethnical, fundamentalist and cultural factors as well.  This makes the need for a worldwide collaboration for the future all the more pressing.
In this connection, one of the most radical issues of the information age is not, as it is commonly thought, the emergence of the networked society and the computerization of culture but rather the revolution of biological and genetic information. This leads to the development of chemical and biological weapons, creating new intensities and complexities which make global sustainability absolutely necessary immediately.

There are also the ‘old’ issues that remain strong in the 21st century. Energy matters are a core concern in 21st Century and these are exacerbated by accelerated globalization. The world has become not only more dependent on networks of finance and commerce, but also on potentially vulnerable supplies of energy. Clearly, the nations, conglomerates or communities that have safe and reliable access to sources of energy could lead the world, whereas the ones who lack will inevitably be faced with serious problems.

A “green agenda” has been forged as an item of policy concern that is transcended from broader development issues, and ‘stands alone’ even in the context of supply insecurity or access to alternative sources of energy.  This “green agenda” is central to the sustainability of both industrial and developing countries. This agenda is closely coupled with the environmental issues that have become salient over the last decades. From disparate sources --  from Greenpeace to the U.N., from local movements to national governments -- we have seen the emergence of new environmental dislocations which call for  new regulatory practices in order to change the behaviors of those managing the natural resources of the world. 

The nation-states and “central governments”, as we used to know them, are being challenging by the complexities and the turbulence of this new world. Modes of financial, economic, strategic and even political competitiveness are narrowing the field of action for the nation-state.  At the same time, international laws and global markets are deepening the strength and autonomy of the old nation-state. The “new Europe” is the very example of such a trend. A political and economic community is rearranging its ties of strategic collaboration in order to increase its “weight” in the global order (U.S., Japan).
Asia is a continent where we have seen significant changes over the last decades. The collapse of former Soviet Union and the emergence of independent republics with access to nuclear material and with increasing levels of illegal (i.e. mafia-like activities) was one of the key features characterizing the years of the 1990s decade. The countries of Southeast Asia have become engines of economic development and innovation. India is quietly advancing to the first world with its information technology (IT) industry and huge markets for goods and services. And, of course, China is opening its doors to the West and thus becoming an important agent not only in the region but also in the world as a whole. 

Game play

The cut scene, which introduces the game, takes place in a flight simulator over the global map seeing the different continents and political boundaries while moving across the landscape of nation-states. You will also see a few international organizations spaces such as the U.N. building, European Committee in Brussels, China’s Great Wall, Roman Vatican, the Gaza Strip, Afghanistan war camps, North Korean factories, Brasilia buildings, the Colombia official house, the Sahara dessert, and other parts of the world. 


[image: image1.wmf]
The player will choose what agent (level of power) she/he wants to play. Once the player has chosen an agent, she/he will proceed through different political stages: the more she/he advances by making decisions and managing internal/external crises, the more complex the game-environments become (in terms of costs of moves.) This means more pressure, more information and more fields with which to deal. This means less time, more space to cover, and greater uncertainty to manage. As you obtain more power and information you face more unintended consequences – both randomly and because of the choices you have made - and thus your pace through which you cover the gaming-stages is affected.  

· US president

· China President
· Colombia/Brazil President
· Liberian President
· UN Secretary General

· Non-State Actors

· European Union – Secretary General

· ROW – Rest of World Alliance
· African Policy Maker

· Green peace

· United Nations Environment Program

· UN Commission on Sustainable Development 
· Grassroots & Ethnic organization 
The player will travel through 5 stages, spanning 25 years of real action in the physical world. At the end of the play, whether within one of these 5 stages or at the very end of the last one, the player will receive a “Report from History”, which will summarize his/her accomplishments and failures, if you are still alive! There’s a 5% to 10% probability of death, depending what kind of actor you have chosen.  The situation can be grim.

Failure States

The game ends when the player runs out of budget (financial crises), domestic support (failure in next election
), or international support (military intervention). A Player’s state-of-the-art indicators will be monitored via the Competitiveness Barometer, which also includes security-sustainability measures.

Win States

A player wins when she/he has completed all the stages of the game and has succeeded both nationally and internationally in developing sustainability. More specifically, stages are ‘won’ when obstacles –financial crises, public opinion pressure, energy crises, war and terrorist jeopardy have been surmounted by “just-in-time” decision-making, diplomatic negotiation, prioritization, good luck (because of unfortunate random events), charisma, military power and intelligent operation – without creating more costly, unintended, or damaging consequences.
Outline Level

Imagine you are going to study and learn about international and global politics: the subject is complex, but now you have an ally, i.e., a computer program that runs an interface suitable to help you get strategically engaged in contemporary international relations. So, you sit in front of the computer and open Global Sustainability! and start playing. After that, you will discuss with your classmates and with the professor the experience you have had, the challenges and misunderstandings when playing Global Sustainability! 


Philosophical / Design Goals

1. 
 From Rational Choice to Global Sustainability
This game engages the student in a complex international environment by playing the role of a powerful agent who must deal with protecting power sources, managing political crises, and steering through increasingly complex decisions and unexpected events in order to reach a level of global stability.  This means not only striving for peace but examining problems/goals within agriculture, land use, water sources, urbanization, population growth, migration, industry, and more. I would add here some theoretical framework for thinking and playing with Sustanaibility issues (Nazli?) I think we have to move beyond the common sense level ... 
References, Key Books and Authors
Sources: 
http://www.worldbank.org/data
http://www.developmentgateway.org/node/244175/
http://www.grid.unep.ch/
http://unstats.un.org/unsd/cdb/cdb_help/cdb_quick_start.asp
http://www.oecd.org/statistics/
http://devdata.worldbank.org/data-query/   (for using data bases)
http://gssd.mit.edu/
http://www-tdp.mit.edu/
http://www.undp.org 
Energy and environment are essential for sustainable development. The poor are disproportionately affected by environmental degradation and lack of access to clean affordable energy services. These issues are also global as climate change, loss of biodiversity and ozone layer depletion cannot be addressed by countries acting alone. 

UNDP helps countries strengthen their capacity to address these challenges at global, national and community levels, seeking out and sharing best practices, providing innovative policy advice and linking partners through pilot projects that help poor people build sustainable livelihoods. 

 The goal is to situate the player in networks with the flow of information and knowledge that characterizes the new global order from a political and policy-making standpoint. That is to say, to play as an actor ‘who gets something (what), just-on-time (when) and using different strategies (how) – and with what consequences. Models of action / Decision Making/ Game theory (my colleagues Carlos Osorio –MPP at Harvard and PhD student at MIT’s Technology and Policy Program- and Carlos Rodriguez –Phd in Economics and Behavioral Sciences at Cambridge University- might help us in this regard.)

Global Sustainability! is positioned halfway between a simulation and a game (because our design tries to simulate some aspects of the “real world” but at the same time incorporates an additional narrative backstory (which includes some goals and artificial challenges as well as failure and win states.)
In this regard, several efforts have being made to achieve sustainability in the real world by governments and international agencies. Among these agencies, efforts by the United Nations Development Program may be taken into account when thinking/designing systems for playing with sustanaibility.  Current efforts include the so-called Millennium Development Goals.

The Millennium Development Goals are an ambitious agenda for reducing poverty and improving lives that world leaders agreed on at the Millennium Summit in September 2000. For each goal one or more targets have been set, most for 2015, using 1990 as a benchmark. This agenda includes 8 main goals (see more details at http://www.undp.org/hdr2003/), including one related to “ensure environmental sustainability” which targets are as follows: 
• Integrate the principles of sustainable development into country policies and programmes and reverse the loss of environmental resources. 
• By 2015, reduce by half the proportion of people without access to safe drinking water. 
• By 2020 achieve significant improvement in the lives of at least 100 million slum dwellers. 
More than one billion people lack access to safe drinking water and more than two billion lack sanitation. During the 1990s, however, nearly one billion people gained access to safe water and the same number to sanitation. 

2. From theory to practice: towards an understanding of the educational experience of a gameplay

From a philosophical and historical standpoint, our game design idea is related to the goals of experimentalism, the practical view of education closely following the progressive ideas of John Dewey. According to this view, knowledge must be meaningful and relevant to the individual to be useful. One determines this kind of knowledge by teachers and students working collaboratively - both engaged in finding productive purposes to the knowledge they create or the novelties that they identify. In this context, the purpose of education is for ‘man’ to be able to assess his environment and then experiment with ways to improve it. Experimentalism corresponds to what currently has been called pragmatic constructivism. 

From simple to more complex scenarios, the player will be the builder of his “political & sustainability knowledge” -- and hence of his own future -- by making decisions, choosing actions, consulting advisors, taking risks and facing unexpected consequences. The player will shape his/her environment –say the international arena- as she/he moves through the process of being one of the possible “big agents.”   

Rather than presenting an explanation for a phenomenon (or a canonical illustration of ‘how things work’), Global Sustainability! challenges players by confronting them with political microworlds and offering them (students) a context for thinking through problems, for making their own actions part of the solution and thus for building on their intuitive sense of their role in the game world. 



Global Sustainability! draws some of its design concepts from microworlds (player as builder, from simple to complex settings, self-regulated learning), simulations (attempts to mimic real global order) and, of course, from games (challenge, curiosity, fun). Motivational researchers have offered the following characteristics common to all intrinsically motivating learning environments: challenge, curiosity, fantasy, and control (Lepper & Malone, 1987; Malone, 1981; Malone & Lepper, 1987). Games, argues Rieber, “represent the instructional artifact most closely matching these characteristics.” (Rieber, 1996) Fantasy and imagination are used to encourage learners to imagine that they are completing the activity in a context in which they are really not physically present.  

3. From Games to Microworlds: playing with bots
As we briefly stated earlier, our design is halfway between a built-in environment (game) and a programmable one since the player will play a role of a pre-existing “power”, but at the same time he/she will construct some of his/her environment by manipulating data, budget, decisions and media, and especially by interacting with agent-based models (AI), i.e., other avatars which will create an atmosphere not only of flows of information/data but also of communication and knowledge (intersubjective politics enacted by computational systems: what you do and say do matter to others!)  Emergent properties and conditions will take place as an outcome of this sort of interaction/communication.

Global Sustainability! unfolds with a mixture of challenge, curiosity, fantasy, and control. A gamer, confronting a daunting situation, finds personal satisfaction in achieving success – and personal motivation as well -- rehearsing alternative approaches, working through complex challenges, exploring creative options  (often well into the night!)  It will also produce a sense of frustration when players fail to manage the increasingly complex and challenging environments.  We assume that psychological interactions among states of fun, fantasy, and frustration are key motivational engines for players. 

In this sense our design is intended to produce both an experience of engaging immersion and unintended “breakdowns” which according to Winograd and Flores (1986) leads the users to conceptualization, and ‘breakpoints’ which in the study of international relations signals fundamental re-structuring of power relations. In other words, while playing through the transparency of the interface, suddenly an event which may or may not be related to the player’s actions will take place and change the direction of the cognitive experience …and thus will lead to some sort of conceptualization about international politics, risks, uncertainty, and unintended consequences. 

After playing several times, the player will realize some connections and chains between his actions/decisions and the outcomes, but he/she will always be vulnerable to unexpected events, breakdowns and conceptualization (as a learning tool for making sense of what is going on …)


Eric Zimmerman and Katie Salen (in press) “argue that games can be thought of as overlapping, interacting chains of information and decisions, and consequences.” (cited in Squire, Jenkins, Holland, 2001) 

This is the goal of Global Sustainability!  However, designing “interesting” decisions is a complex art (perhaps with some vague overtones of ‘science.’)  Simulated games are emergent systems where the properties of game play emerge from simple sets of rules. One relatively easy way that game designers can give players choices is to constrain the resources and tools that they can access in the game. Parenthetically, the study of ‘emergent properties” is a new focus of research in the field of international relations.

In our case, these properties have to do with economic competitiveness (budget), time, internal/external support, military power and sources of energy.  Limiting the player’s ability to access information or manipulate the world forces the player to evaluate (and design systems for evaluating) the relative value of information and devise new goals and strategies. 

In other words, limiting choice constrains action, and this encourages players to invest in their goals and plans. He/she can begin understanding the relationships between ‘loads’ on the one hand and ‘capabilities’, on the other. As players experiment with choices and consequences they build narrative chains (what causes this or that) that enhance political understanding of complex systems of relations. In this sense, Global Sustainability! models not only principles but also processes, particularly the dynamics of international complex systems. Therefore, students develop their own languages for illustrating those systems and grow incredibly adept at explaining them in their own terms.

4.  Making real Decisions “where there is no turning back”
At a more concrete and pragmatic level, the player will have to deal with “real stuff” concerning public life, real risks* and dangers competitiveness and economic sustainability in modern democracies. In this sense, the player/leader will have to deal with the following types of critical (but basic) challenges: 

a. Meeting needs

b. Maintaining order

c. Expanding control

d. Satisfying populations

e. Managing Borders

f. Today’s Decisions – Tomorrow’s Impacts

g. Protecting natural environment & life supporting properties

h. 
i. Thinking globally and acting locally

j. Using resources available – coping with constraints
k. Satisfying different (non-armonic) demands

l. Making Public-Choice
m. Establishing long-term stability
*A general acceptation of the formulation for risk estimation can be described by the following

equation:

Risk = Frequency x Population x Vulnerability

Where:

Risk = Number of expected human losses per exposed population per time period (e.g. per year)

Frequency = Expected (or average) number of events per time period

Population = Number of exposed population

Vulnerability = Expected percentage of population loss due to socio-politico-economical context
                                                         Source: Peduzzi, UNEP/GRID, 2000
http://www.grid.unep.ch/activities/earlywarning/preview/appl/reports/vul_risk.pdf
The game-case of International Organizations (UN) and International Corporations will be based on a different scenario, since these actors are not nation-states with no borders and no havens, and no responsibilities to a direct population or voting constituency. 

At the same time, Global Sustainability! -- with its mixture of game and simulation -- will try to teach some fundamental issues about the new (and a lasting) global order both conceptually and practically. On the conceptual side, Global Sustainability! is aimed to foster “body knowledge” (Papert) around The Clash of Civilizations (Huntington) and Risk Society (Beck) with its increasing Security Dilemmas.
  And it is also intended to help integrate strategic thinking in two complex domains, the domain of social interactions and the domain of ecological and environmental systems and balances
The idea of the “body knowledge” consists of using the above theoretical descriptions to make sense of the everyday world for the player, that is to say, to put cultural, ethnic and political conflicts under the control –and no control- of the player. At the same time, Global Sustainability! seeks to engage the player in the practice of “No free lunch”, i.e., to understand the costs and consequences of every move/action.   
           Examples:

· When actions designed to create security create more insecurity

· When moves to protect the environment create an energy crisis
· When immigration laws create social pressures
· When settlement patterns contribute to environmental erosion

· When corporate investments impede local well-being

And so forth- the examples are many as are the potential dangers and challenges.
Common Questions

What is the game?

Global Sustainability! is a single-player game in which the user is embedded in a global system consisting of natural and social environments.  The player chooses the role of one of the following international actors (U.S. President, President of other G-7, U.N. Secretary General, EU Secretary General, Middle or Small country and Non-State Actors such as CEO of an International Corporation or head of a major foundation or philanthropy, trying to prevail in attaining their specific goals (improved well being, better international competitiveness, greater stability and peace, sustainability, greater equity,  less ‘divides’,  more community cohesion,  less war and terror, to note a few examples only)) and achieve a positive “Verdict of History.” (or World’s Evaluation)
Why create this game?

Political apathy and decreasing interest in both domestic and international public sphere have grown over the last decades, especially among the young generations (Putnam, 1999; Almond and Verba, 1990; Katz, 2000). In addition, there appears to be something of a deja vu in relation to environmental problems.  The early years of the 21st century have witnessed less commitment to environmental sustainability worldwide, accompanied by potentially less commitment to securing greater social sustainability.  

The Political Edutainment enacted by a game such as Global Sustainability! can foster international “political awareness” to a certain extent. Previous “political video games” deal mostly with  conflict, violence, and the Cold War period and don’t introduce the emergent world features, which have appeared since 1989 (this is an important ‘hole’ in the market.)  Also, an educational tool such as Global Sustainability! will help students to make sense of Political Science and International Relations  and the complex ways in which humans interact with their natural environments – both in high as well as in low politics.
The term high politics is used to describe strategic contexts (such as the nuclear arms race) and  low politics generally refers to environmental, social, demographic and other ‘less toxic’ factors in a different and engaging way. Thus, it can foster new learning experiences, create greater involvement, and open up new directions of thinking about the challenging world of global politics.  At the same time, we are all living through major changes in world politics. Among the most important features of these changes is the gradual realization that we are all hostage to each other’s educations.  In fact, we are in a condition of being mutual hostages.  Our natural environment is hostage to our social activities, and our visions and strategies of a better world are hostage to the resilience of natural environments.  

Here we face a conceptual problem which is the opposition between two different understandings of nature: on the one hand we have the conception of nature as an actor, a host or even a mind whereas on the other hand we find the conception of it as a social and technological product, i.e., as nature socially produced and manufactured (Beck, 1992), e.g., nanotechnology and biotech.
This can lead us to an understanding of nature as a complex duality (Nazli) or merely a complex phenomenon (with two, three or multiple layers). 

Where does the game take place?

The game takes place within a series of encounters (leaders, advisors, activists, press, visionaries, religious activities) and actions to take with the background global map on screen. Depending on what actor you are playing, your playing space will be the United Nation building in New York, i.e. headquarters, or in the Nairobi  seat of the United Nations Environment Program, a local community,  a municipality, the White House, the Government Building in Paris, Berlin or Beijing, or European Union headquarters in Brussels. Whenever the player makes a decision or takes further action on some issue either locally or globally, she/he will produce a change on the global map in the background …These changes can take place in the economic indicators, internal support, energy crises, environmental indicators, climate, or other natural processes, diplomacy or risk. The player won’t fully understand the chains of causes/consequences of his/her decisions until she/he has become an expert player… Random events will also take place (to represent real world uncertainty) and change the political micro-world (energy, support, budget, competitiveness.)


Describing the Controls

The player controls her/his avatar moving through the different settings and spaces where she will decide to meet advisors, the press, agree to proposals, use military power and so forth. Each of these encounters will take place in a different environment (rooms, official buildings, TV sets, international meetings) of Washington, Paris, Berlin, New York, Brussels, Moscow, Middle East (Tel-Aviv, Gaza Strip), a camp on the Sahara dessert or a tropical forest in the Amazonia.  As the player manages each stage within a particular role, she/he may change his/her location because of increasing/decreasing budget, energy crises, air and water quality, new partners, local/global coalitions or because of an unexpected event and that event may be natural (a volcano) or social (a war). 

On the PC, the player uses the mouse to control the view, to choose an agent role and the starter spots with which /he wants to start.  Also with the mouse –or Ctrl + certain keys- she will use the tool bar on the screen (budget, advisors, energy level, press report, competitiveness index.)  With the mouse, she can quit a location and go to another compelling situation (at the risk of failures states.)  By doing a left-click on the mouse, the player performs these on-screen operations such as choosing actions and decisions. With a right-click the player obtains information about his/her stage of play and the ones to come.

What is the main focus?

The main focus is undertaking the challenges, facing the complexities, and managing the economic/political crises both nationally and internationally in order to achieve global sustainability. The player will also focus on ‘being the leader’ in shaping new global sustainability futures. The idea is this: You as a leader will have to succeed in these chains of events-decisions-consequences in order to be re-elected, remembered positively (Verdict of History) or maintain your “charisma” within your community.  You do not want to ‘lose’.  You do not want to lose faith in the sustainability agenda.  And you do not want to be marginalized as an ineffective idealist.   What about the local-global interaction in producing sustanaibility ??? In other words, the player’s possible paths towards global sustainability could be either nation-state or internationally-based ...
Differences, Costs & Constraints according with the policy to be chosen ....
What’s different?

Global Sustainability! is unique because is a perfect mixture between a simulation and a game; it is a mixture of social management as well as environmental management.  It seems to model the complexities of world politics through the lens of the key agents of the global world entering 21st century and it seems to reflect the real angst of the 21st century. The role-playing is contextual in a ‘real world’ frame of reference.

Who is the target audience?

The target audience is high school students, introductory college students, undergrads and casual gamers – in various countries of the world and at all levels of development which means the use of different languages (Multilingual.)  Because the game offers opportunities to gain qualitative understandings of complexities in global politics, environmental resilience, international relations, and the ethics of power, we believe that it would be attractive in schools, universities, so formal and casual gaming environments.  

What will people learn through playing this game?

Players are learning the basic issues of global sustainability, environmental  issues, world politics and international relations from the perspective of an important world agent (See Philosophical Points). They will learn the interconnectedness of information, decisions, and goals by figuring out that you cannot control all your moves nor calculate the consequences of your actions.  They will learn that every decision has a consequence; that the sum of decisions (and consequences) results in a significantly positive or negative result to the player; and that, in the last analysis, total control of outcomes is highly unlikely (given the random operator), but that some degree of ‘steering’ can be achieved.    Ideas about trade-offs (no free lunch) will also become more ‘realistic’.  They will also learn that human beings are embedded in natural environments and that every action we take is not neutral with respect to ‘nature’ as we know it.  They will also learn that ‘nature is a player’…it is not inert. Nature is not ‘natural’ anymore ...
How will people learn through playing this game?

Players will learn actively through repeated interactions with the Starter Spots and the global world. Starter spots are those points on the map that are ‘at risk’. They will have to keep an eye (or closely monitor) the global map and the side bars.  They will learn the different outcomes should they follow either this advice or that one; or support this partner or the other one; or if they choose policy A instead of policy B. Similar to ecological notions of learning, the player will eventually become attuned to the environment so that interacting with power and political situations embodying global principles will become accessible.

Global Sustainability!  does not talk down to students, and the players are positioned in an observably credible context.  It does not talk down to users in developing countries.  And it does not try to over simplify what are clear complexities of current realities.
Give 3-5 verbs that describe the gameplay.

Targeting, challenging, strategizing, positioning, estimating.   
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User Scenarios

Overview

Jennie is a high school senior, planning to go to college and major in international relations. She has never been out of the Midwest and her family does not talk much about world politics or US foreign policy. She knows that the US is rich and that no one is truly deprived but she does not understand the concept of inequality.  She has also begun to learn about environmental issues. She knows everything is complicated, but does not have a handle on how, what, why, or when.




 HYPERLINK "http://www.cnn.com/WORLD/meast/9804/09/hamas.arrest/israel.gaza.strip.gaza.lg.jpg" \t "_top" 
[image: image45.jpg]Mediterranean

Sea
ISRAEL
WEST
ANK
GAZA =
STRIP
\@Gaza City

EGYPT






 HYPERLINK "http://www.raptureme.com/photo/antichrists/ac-kofi-annan.jpg" \t "_top" 
[image: image46.jpg]











        00:00

	
	


	

	

	


New Game

	


Save

Quit

She opens Global Sustainability!. She sees the background map on screen; the view moves around the world and shows different locations and Starter Spots. If she chooses New Game, she is asked to choose her Avatar:
· Secretary General of the UN

· President of the World Bank

· US president
· China president

· German president
· Liberian president
· Colombian president

· U.K. Prime Minister

· Palestinian leader

· Kuwait president
· CEO of the world’s largest corporation(s)  (Finance, Media, Industry)
· Non-State Actors

· (a) multinational corporation such as Shell (energy), British Telecom (communication) and XXX (variables analyzed) 

· (b) Religious Faith Centers (Catholic Church, Jewish network, Arabic center, & other)
· European Union – Secretary General

· Top World University 

· OECD
· Local and municipal leaders (Chiapas Mexico/Bosnia Herzegovina)
· Grassroots organization 
· Anti-globalization activists 
  (differentiation of motives)
General Outline

The chart below outlines the moments at which the player first encounters the primary elements of gameplay. Note that tasks, decisions and design features of the environment of the role-players (leaders) that correspond to public policy content are articulated in the descriptions of the prototype AI, the political and social environments, the spaces where action takes place, random and natural events. Each decision/challenge/outcome/teachable moment follows patterns similar to those described in the user scenarios.

	Time
	Event
	Decisions / Experiences

	1 minute
	Choose Avatar
	Customize appearance of Avatar 

	5 mins. 
	Starter Spots appear
	Player start to think about options and possible scenarios

	5 mins.
	After a Starter Spot is chosen, challenges  are assigned
	Player receives initial task/challenge list and gradually learns how to use the control interface.
The player starts to engage with its role   

	10 mins.
	Attempt/ Complete First Task
	Player is introduced to environmental challenges and policy issues. He/she learns how to interact with such scenarios and AI bots. (other actors, the nature, the media, other resources)

	1 hour 
	Exploration Begins
	The player has now accumulated enough trust through task completion that she can begin to venture outside the first list of challenges/tasks and move to more advanced spots.  


Game Characters

Overview

The player will encounter (four/five) types of characters (or programmable objects) in Global Sustainability: Presidents of Nation-States, Director of NGOs, World Corporations’ CEOs, Fundamentalist Activists, Grassroots organization . 
Human Prototypes

The Human Prototypes are synthetic characters that initially embody specific principles and are encountered during tasks only.  However, as the player encounters some of the same prototypes from task to task, she begins to befriend them and form an alliance.  In the end, the character’s relationship with the prototypes will prove integral to successful completion of the game.

Creating a Character

The player can customize the appearance of her avatar.  [See New User, 1 minute Scenario, page 16.]  The character’s attributes are primarily cosmetic. However, the game includes role playing elements. As the player completes challenges, stages and public valoration (here we can follow Dewey’s conception about democracy and its publics), she gain points and access to new stages and prototypes. 
Artificial Intelligence – Synthetic Characters

We draw from Bruce Blumberg and his Synthetic Characters Group at MIT’s Media Lab, to create human prototypes that are capable of demonstrating a wide range of psychological and thus, decision-making processes. These characters will be unique in that, in addition to possessing the ability to exhibit learned behavior, many avatars will also be individualized, possessing personal and even social histories.
We want to explore the potential of creating a synthetic character tool kit for users to combine elements of characters.

1.
Jennie chooses to play President of the United States
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How would the avatar look like? Although we can use historical and actual references (photos), we may  create symbolic avatars
She knows that global instability and various wars have created major imbalances in nature and that environmental resilience is being threatened. She knows that each player begins with a Support (counter, internal and external). She chooses US President – 

And then she chooses one of the following Starter Spots …




On the global map on the screen she sees a set of starter spots come up.  
The goal is to tackle issues present in each location, bringing about stability nationally, at the environmental as well as the social level.  At the same time these problems must be addressed on an international level, collaborating with other nations and/or organizations in order to obtain global sustainability.
(pay attention to the free-rider issue in global sustanaibility: acting on their own)

Jennie chooses her first Starter Spot- The Amazon Rainforest in Brazil
This is a highly disputed area with many different facets.  The US wants to protect the environment and limit deforestation, but at the same time they do not want to be caught up with leftist extremists.  On the other hand, they need to help support their ally, Brazil, in its quest to bolster its rural population and the overall economy.  This debate has recently been pulled to the forefront once again as a World Corporation tries to buy and deforest a large portion of land.
In her first move to help obtain stability in this region, Jennie holds a conference with the Brazilian government, the World Corporation, Greenpeace, and some grassroots organizations.  She’s hoping to find a compromise that will satisfy all the parties involved.
The Brazilian government defends its actions, citing studies that show a decline in deforestation.  The President claims that conservation is at an all-time high and that the land he is preparing to sell for deforestation will have negligible effect on the environment.
The World Corporation eagerly asserts its full agreement.  It is eager to develop this land both for energy and housing.  Its CEO claims that the minimal changes to the environment are a small cost in the face of huge social and economical benefits.  The Corporation argues that these too are an essential part of our world and people cannot be neglected in turn for trees.
One of the more extremist grassroots organizations cuts in angrily.  They insist that the Brazilian government is doing a horrible job in both conservation and stopping deforestation.  They point to plans to invest over US$40 billion in new highways, railroads, power and gas lines, and hydroelectric reservoirs in the Amazon.  In the end there will be over 5000 miles of paved highways.  This will initiate large-scale deforestation that will have a devastating effect on the environment.
At this point Greenpeace speaks up, demanding zero deforestation by 2010.  They present data showing the destruction of the Amazon increasing at an alarming rate.  They criticize the government as they ask for new, strict regulations to be implemented immediately.
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Jennie now has several different options.  She can support the government and allow the sale of land to the World Corporation to go through.  She can throw her weight behind Greenpeace to develop long-term plans, or she can follow the advice of the grass roots organizations and push for the sale to be terminated altogether.  Each scenario will lead to far different outcomes that can affect Jennie’s future in many other areas.
She decides to attempt a compromise.  There are benefits to the sale and deforestation of the land, but at the same time the preservation of this ecological area is incredibly important for long-term environmental stability.  Jennie urges the government and World Corporation to slash the amount of land by 30% and to put a limit on any future sales.  She stands firmly with Greenpeace on forcing deforestation rates down.  Finally, she puts forth a policy of reforestation that will help to reach the desired goal by 2010.

The different groups agree and sign an agreement, but Jennie must continue to be actively involved and see to it that all sides of the bargain are held.
Next Jennie turns her attention to Scandinavia where fishing interests are causing problems
Scandinavian Ocean Corporations have been overdeveloping their profitable fish trade, pushing some of the species towards extinction.  Environmental activists are urging the government to act immediately, pointing towards harmful disruptions in the ecological equilibrium as examples of what’s to come.  If the delicate balance is upset, they claim that all ocean life would be upset.  This would in turn affect all trades depending on the water for survival and deal serious blows to the economies of the Scandinavian countries.


   

  


The Icelandic government is especially worried about this.  The fishing trade is the backbone of their economy, making up 50% of their exports to the world.  The over-fishing by independent private companies is forcing the food price down and threatening the species, and therefore the entire Icelandic livelihood.
Jennie decides to step in and force stiff penalties and regulations against the corporation.  She is aghast that the population has dwindled this far.  She urges the UN to put a temporary ban on the entire fresh herring market, the most endangered of all the species.  This will be lifted when the danger is not as absolute.
Unfortunately, this quick action backfires on her.  Although most people would like the environment to prosper, they are angry over the complete ban on herring.  The public grows discontented with this new development.  At the same time, the large corporation begins to go bankrupt, promoting more dissatisfaction with the way things were handled.  Jennie realizes that although she acted in the environment’s best interest, many people were upset by her actions.  She decides that next time she might have to compromise a little- or at least better educate the public so they understand the entire situation.






   


Suddenly Jennie is confronted with an emergency- an energy crisis!

There has been a system overload, plunging much of Europe into the world’s most massive blackout ever witnessed.  Millions of people are without electricity or water.  Break-outs are occurring because alarm systems are down.  Banks are in danger of being robbed.  Commuters are trapped in subways and all trains and planes are disrupted.  Panic is quickly breaking out all over.

The E.U. schedules an emergency meeting to discuss possible plans- as the head of this union Jennie has some important decisions to make.  She orders all knowledgeable personnel to work around the clock to get systems back up and running.  Everyone is also eager to get at the cause of the problem- possibilities of terrorism are brought up and immediately strike fear when suggested to others.

As a day passes and then another, the panic continues to grow.  Without heat houses grow dangerously cold and shelters with generators are popping up all over.  Food everywhere goes bad as freezers and refrigerators thaw.  Emergency crews from other countries or areas not affected by the black out are brought in to provide food and other basic needs.
Jennie also brings the matter to the U.N- she points to this crisis as a push in the direction of diversifying energy dependency.  She wants to look into other forms to avoid future decapitating energy crises like this one.




 


The U.N. votes to accept Jennie’s resolution to place emphasis on preventing this from ever happening again.  Not only will diversification help to stabilize the energy situation, it could also be highly beneficial to the environment.  It does not help to abate the immediate crisis, however.

As technicians work around the clock however, power slowly begins to flow into key areas once again.  To help things stay somewhat on schedule bus service is doubled.  People begin to adjust and as fear of a terrorist attack fades, public agitation begins to lessen.

By the end of the week everything is up and running once again, and Jennie has successfully implemented many task forces and brain trusts to prevent against all future problems in this area.  Safeguards are already being implemented and the public supports the initiatives with high approval ratings.

Her resources, tools & constraints 

Support counter (internal and External)


Every move she makes has a cost and a benefit


Every choice has a consequence


Moves are cumulative – she cannot undo a move

Every action taken by humans has an impact on the natural environment


Nature is not governed by social rules and norms, (but it could be
           manufactured and reorganized, e.g., nanotechnology)
She knows that key issues are of two kinds (a) random, and (b) created by other players.  Each area of concern has pressure points on the country.  She has to reduce the pressures of these issues (due to time only) and manage the intended ones (due to actions of others).  Jennie has five rounds to play - She has to work within the Support factors, use her resources, manage her needs and try to reduce the number or the intensity of these problems.

Back to locations on the background map     
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She chooses –“Area of Concern– energy needs” (She could have chosen an area of ‘population pressure’ or ‘droughts’ and ‘desertification’ among others)

Jennie’s problem is to find more sources of energy without taxing natural resources or over-polluting the environment.  She wants to find a viable long-term solution to the energy needs of her country and the world.  Every tool she can use has a down side that she must take into account.
For example:  drilling for oil – cost and danger to the environment, plus possible opposition by major world organizations such as GreenPeace and certain grassroots amplified by the media.  This would also give more power to countries with oil, affecting troublesome areas like the Middle East.
Any action she chooses has a direct impact on ‘Non-States’ multinational corporations for example.

Time is important – since the counters are clicking throughout the game. She is also playing against Time.


The Game can end in several ways:

· Time runs out

· Jennie looses her Support Base (Internal)

· Jennie looses her Support Base (External)

· Environmental balances worsen and resilience declines

· Jennie’s moves at end of game cycle leave her with less support, more starter hotspots, and unsolved energy crisis, therefore negating all possibilities of sustaining a stable world at this time
Jennie can buy or Borrow Time but only from State-Based actors
· From UN

· From European Union
· From China
· From Israel
· From Chile
To do so she has to activate the ‘Borrow-Time’ counter – which then factors back to her Support Base.   But she knows that ‘Borrow-Time’ must also involve ‘paying for the time.’
Jennie also knows that that she is constrained by the US electoral cycle – she has four years in office – only two are actually effective because one is spent on campaigning and one on organizing the administration.  This is an extra constraint (over and above the usual Support Base.)

She can chose not to run again, and then is able to use up the Support bases during her first term.  Or she can do that in the second term. She cannot assume no-negative impacts on her from the outside.

Starter Spots and Issues can be simultaneous, sequential, or random. 

Here is an example of each:

In the energy crisis– as Jennie’s main game – other things might happen. A war could develop in the Middle East, stopping a major source of oil, or a new way of harnessing water or sunlight could be discovered.  Currently, however, Jennie knows that wars in the region have led to oil fires and to degradation of ecological balances.  (Even the regional climate has been impacted.)
Then there can be a random earthquake in China (i.e. in rest of world) or a flood in Europe that requires US assistance and troops.

This means that she has to factor in the allocation of her resources and impact on her Support Base.
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As she is tackling these world problems, Jennie must be looking at issues within the country.  The US (and the world) has water, population, and land needs that require constant attention and work.  Many of these relate to the ongoing problems she is facing with the energy crisis, but even the other ones must not be neglected if Jennie wants to maintain her domestic support base and to establish stability.

Taking all of this into consideration, she decides to invest time and money into developing new sources of energy and further exploring environmentally friendly ones that currently exist.  She expects to meet resistance from many powerful lobbyists, but sees this as an important step towards long-term sustainability.
Meanwhile Time is ticking         5:25
Game Ends – Time Out.

She must now “Go To End-Game”:

· Reviews her balance sheet

· Calculates her ‘Value’ – positive is candidate Nobel Prize

· Negative is ‘Criminal Court’

She knows that this important to her ‘life after the presidency’.

Jennie has learned quite a bit – mainly trade-offs, choices, and consequences.  
Now she wants to play another Player.

2. Jennie chooses to play Secretary General of the UN 
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She knows the US policy and earlier moves – and she is now confronting a set of Starter Spots. She can play – same issue or another one.

She chooses to focus on the energy crisis. – She has basically the same set up as when playing US president – but there are some major differences in the composition of Support Bases.
Rest of World (ROW) is equivalent to Internal Support

And Support from US is equivalent to External Support.

As UN secretary General she cannot run down ROW support or US support.  And she knows it is difficult to have both at the same time.

The Starter Spots expand when the UN is the player – and they differ on pressures for response.  UN must also select priorities (in addition to the main agenda, i.e. Iraq.)
More important, Jennie’s budget comes from the US (25%) and from rest of world (75%).  She cannot afford to lose US support too early.  But she can bargain – raise troops for UN (not from US) and hence UN casualties, and allows US to provide leadership.  This buys Jennie some Time and some Support.  

Any US-UN arrangement will trigger non-State actor moves. Terrorists strike – randomly or targeted.  Random terror raises the counter-count for pressure on UN. Targeted terror has more defined range of impacts – depending on the target and damage.


Terrorist act – attack on UN building


NYC closed – stock market dives

US under pressure – withdraws support from UN – goes it alone – attacking select states supporting terrorists (in Rest of World).

Jennie knows that the basic rules of the game hold – i.e. counters, time, etc.  She also knows that her last moves activated attack on UN.

UN chooses to focus on Middle East to temporarily assuage energy crisis– sends oil experts into Iraq and Saudi Arabia to increase exports- OPEC resists, creating political tensions
Agenda changes- international conflict arises between OPEC and the rest of the world, especially other oil-producing countries such as Russia – re-play with goal of achieving diplomatic solution between these countries 

Side –  Bar 
choices



· Search for other energy sources
· Invade countries in Middle East
· Pressure Russia into producing more oil
· Legislation constraints

· Other



Jennie can now choose to Continue or Terminate.
If she chose to Terminate, She must now “Go To End-Game”:






· Reviews her balance sheet

· Calculates her ‘Value’ – positive is candidate Nobel Prize

· Negative is ‘Criminal Court’.

The game will also evaluate how she tackled the rest of the non-energy problems of the world at the same time.  Did she examine problems of overpopulation?  Help 3rd world nations towards technology?  Reduce world famine?

3.
Jennie now wants to play the CEO of a Global Corporation
Jennie knows that the CEO of a major international company will have vastly different priorities than those of the President of the U.S. or the Secretary-General of the U.N.  Three possibilities appear:

· C.E.O of Nike
· C.E.O. of Sony

· Oil Magnate
Jennie chooses to begin as the CEO of Nike.  She also chooses to focus on immigration and labor laws as her Starter Issue.

As the CEO of Nike, Jenny wants to abolish the negative image Nike has gained through the use of sweat shops, but at the same time she must make a profit to keep the company viable.  She looks to balance cost, labor laws, and consumer appreciation at the same time.
A lobbyist group in the U.S. decides to boycott the company and pressures the government to place sanctions on the company.  Jennie knows that this would be extremely detrimental.  She depends on cheap foreign labor, however.  She decides to agree to a small wage increase and to greatly improve working conditions in exchange for positive press.
As she works to publicize these changes and throws her full support behind new laws to regulate conditions in factories, new studies are released showing more modern methods of producing sneakers.  It is more expensive but far better for the environment.  Once again Jennie is faced with tough choices.  She chooses to switch over the entire company to this new form of production, but ends up losing money and facing bankruptcy.  She now knows the challenges faced by people in her position.
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Jennie now decides to go back and take the role of an oil magnate.  She chooses to live in Texas.

Instantly, Jennie’s crude oil is in high demand.  Although it is not nearly as lucrative as the wells in existence in the Middle East, U.S. sources of oil are a great commodity at this time. 
As the turmoil continues in Iraq, the price of Jennie’s oil goes up.  She’s making millions all at once and completely satisfied.  Environmental lobbyists are starting to worry her, however.  Pressure is being put on the government to search for cleaner forms of energy.  She worries that she will be seen as “evil” by the public as they begin to switch to solar, water, or other sources of power.

Jennie faces a challenge unique from those of other characters in the game.  She must fight to ensure her future for a very different reason.  This scenario also allows her to view Middle Eastern politics from a very different angle.  Understanding this perspective could be invaluable in her future.

· 
4.
Jennie now wants to play China, Germany or Brazil (ROW)
The same structure, she knows, but different values for Support Base (internal and external.)
Starter Spot is once more the energy crisis – ROW has a different take because of its Support Base and its resources.

Rest of World begins play with a range of Starter Spots continuing to pop up.  These cannot be ignored. ROW’s goal is to contain current problems within tolerance range and also to manage the current energy crisis (because this is a a global system and no player can opt out – unless he/she chooses Time out, or other options.)
ROW must survive rounds of sanctions on the Middle East where decisions are made by US and/or UN.  ROW has little direct leverage. At a minimum it needs to go through the game cycle without ending up by being worse off than at the beginning.  (Or, losing the game worse off.)
It also wants to avoid any moves that increase problems in other areas, such as agriculture, land use, water needs, or trade.
 Such moves might come from US, UN, or European Union. At this point there is a new problem.   A state-based challenge can have massive consequences. It is a North Korean problem and the problem has nuclear dimensions.  It cannot be put on the ‘back burner’ for long.

Jennie is leading an ROW Alliance – as such she is the ROW player.

She has the ROW agenda to worry about – and she is faced with Starter Spots

(Important to other players) and issues important to ROW.

ROW support base internal (resources, people etc.) and external (US and UN) have to be in balance. If it loses US it loses external foreign aid –so loses internal support.  If loses UN it loses external humanitarian aid etc. – so loses internal support.

Jennie knows that if there are consequences of losing internal support in ROW region.  One impact is that internal conditions lead to push for outward migration – from ROW to Europe and to the US - This creates more tension with US and Europe – and creates new costs for all.  It also changes problems with population and resources, working against the goal of global sustainability.
The new global agenda (in addition to the hot spots) is now Managing Migration.

UN takes on this item as its main agenda – has to resolve other current issues – and deal with US.

This has created a NEW GLOBAL CRISIS –




Jennie begins to appreciate this new reality when she looks at the background map where borders are unstable – governments cannot control their people moving in and out.

Jennie is stressed. She is entering a new level and a new domain of danger. She does not know what to do – she can opt for End Game - and must then meet the usual conditions as at the end of a game.  But she can go on:

She can choose from the Side Bar Now to

· Continue  - set global agenda at end of last game.



Choose new player or

· New game – reset all to new values

Choose player

5.
If she chooses to Continue and play as US   President – 

Then she goes through the game she started with (see page 1 above) but with the added Factor of “Managing Migration”.

Return to the Starter Spot – Energy Crisis and play

Now Jennie understands that as US president, she needs to pay attention to USA borders (Mexico, Canada) and to those of European Union. Most migrants are benign, but there is a variable % of disruptors.

She also knows that even the benign ones have costs and benefits.  They influence Support Base. Moves can be seen as taking jobs from nationals, or making claims on social supports (health, education etc.) or creating new needs for law and order (hence $ for police etc.)  Rising population also has an effect on resources and the environment that must be taken into account.

6. Now Jennie chooses to play a Non-State Actor

She has 2 options in Global Sustainability – 

· 
· Religious Faith Centers

· For-Profit (Multinationals- select type)
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Each player has its own support base and counter for performance- they differ in goals, importance in Global Sustainability, and vulnerability to control by state actors.

They all seek to reduce impact of states on their own actions while at the same time seeking to increase (counter) on their goals.

The structure of the game is the same – Supports, etc.  But now the non-state actor moves take place a landscape of state-actors as well as other non-state actors. 

6.1. Jennie wants to play a Religious Faith Center
When she chooses the option a Starter spot agenda pops up. There are several options of regional-based faith centers:

· Central Africa  (you chose a president) 
· The U.S.- 
· Latin America
· former Soviet Union and satellite countries
The structure and game play for each one of these groups is similar. The player (Jennie) starts as the leader of the organization present in one of these areas. The leader aims to improve the quality of life in these areas and reach a long-term stability that the country/region can maintain on its own. The leader/player faces domestic as well as international problems, budgeting issues, charisma and recruitment issues and a networking agenda.

Jennie chooses to play as the leader of a faith center in Africa.

She knows that each player begins with a Support (internal and external) and in this case with different levels of opposition (internal/external).

She clicks on Starter Spots

On the global map on the screen she sees a set of starter spots pop up.  These are places that urgently need aid
· Liberia
· Somalia
· South Africa
· Nigeria
The central aim as the leader of a faith organization is to improve quality of life in the area you are aiding as well as achieve positive international opinions about your organization.  Charisma, Salvation’s Religions and Work Ethic (Weber)
Jennie chooses to start in Liberia       00:00     Budget : 1.000.000 US$

                                                                        Cost USD of Food and Housing
Population Sensitivity 
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The issues she has to tackle immediately in Liberia concern basic needs such as food and clothing.  When these essential concerns are met she will also want to tackle education, housing, and jobs.
 

7. Jennie wants to play U.S. president again

She clicks on the Starter Spot on the Mexican/US border  

· increasing numbers of illegal aliens are making it into the US
· US citizens are threatening to take matters into their own hands
· illegal immigrants are dying through suffocation while in the trucks coming into the U.S., etc.
Jennie clicks “Meeting with Mexican president”

President: Hello

You: Hello

Proposal   Here is the document that states our agreement on illegal aliens
· Agree

· Disagree. Jennie click disagree

Then, an unexpected consequence happens:  BACK TO THE PAST

The Game engine tracks information of the past (in the Global Sustainability Database) and runs an environment of the 1950s: Now Jennie is in the midst of the Cold War !!

New Maps, borderline, new information and old/new challenges: Jennie has to pass the Cold War challenges –case of illegal immigration during McCarthyism and Cold War threats.
8.  Now Jennie wants to play the Director of An International Group of Global Business and Industry (IGGBI)
As the director of IGGBI Jennie is once again facing a new panel of problems in order to reach a level of global sustainability.  She is working from the same angle as a CEO of a multinational corporation but towards very different goals.  Although she still wants (and needs) to turn a profit, her main concerns are economic growth, ecological balance, and social progress.
She chooses to focus on energy concerns once again to complete her view of this subject from every angle.  This time, she wants to continue to improve upon cleaner methods of obtaining power.  Jennie is in full support of solar cars and hydraulic power.  She believes that oil is on its way out and should be helped along.  In order for this to be a viable solution for the future of the world, however, cheaper methods of harnessing such energy are needed.

Jennie works to obtain support from not only more companies around the globe, but also the political support of other countries and of the U.N.  Without their help, she has very limited influence.

By the time the game ends she hopes to have changed the balance of energy sources.
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Chart – View World Bank DataBase in    http://devdata.worldbank.org/data-query/  


The BACK TO THE PAST  could be a challenging function – a sort of fictional unintended consequences to teach historical precedents by generating a breakdown with the linear story-telling ……  
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Each Starter Spot might open a way to the past if the player makes some mistakes in his/her policy decisions …

· World Wars?

· Dictatorship in Latin America

· Mao´s China

· Cuba Revolution 

· Fall of the Berlin Wall
· United Nations Conference on Environment & Development

· World Trade Organization

· United Nations Environment Program









	
	
	

	
	
	

	
	
	

	
	
	








Technical Information

Overview

The biggest technological hurdle of this game is creating realistic avatars and agencies and thus, create complex though engaging scenarios for environmental decision-making. The exploration phase of the game is relatively easy to create, and will rely more on good game design than on technology to create educative game play experiences. 

We believe that creating such synthetic characters is achievable, because we are not attempting to create a fully functioning human, but rather, building incomplete prototypes that are explicitly modeled on rules of human behavior and rational choice. 

Game Engine (interaction between actors)
No commercial game engines create such an array of synthetic characters, although several engines have modeled portions of the game. Black and White uses a neo-behaviorist model of learning in its creatures, which responds to classic and operant conditioning, as well as social learning theory (if the creature sees you throw a rock, it may throw a rock as well.) Black and White also has a morality AI algorithm at play in its villagers, who are judging your decisions based on a relatively simple utilitarian / romantic deontology.  

Creatures uses a similar model in its characters, which learn from your actions. The creatures respond to conditioning and decisions, and learn to imitate one another, teaching machines, and your actions. If a player repeats a pattern of action in policy-decision (acting pro-corporate interests and interfering in a natural environment), other actors might start acting the same and, thus, create a huge conflict.  
Camera

Global Sustainability! uses a standard third person over the shoulder camera. The biggest foreseeable challenge is making a camera that will respond intelligently to the many challenges, stages and pressures that the player will face. 













The Physical World: Environments, Resources, and Scales


· UN Building



· White House



· The China Wall



· EU Brussels Building



· Riskdag (Berlin)
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 Size of the world can be a large concern; describe how big the levels are and or would be, and how you think the game would handle loading.

Travel


Maps and Territories 
Move from one Spot to another

From one stage to another

Gaining elections

Receiving the Verdict of History (Where?) In an open space? In a room?















.
On-Screen Gauges

Command  Bar: 

                  -    “Starter Spots”: Choose one and start feeling your role
· “Items”: Browse and select items which have been obtained

· “Challenges/Actions List”: View list of tasks that have been assigned
   -     “Barometer” : Media & Competiviness Index (evaluation of playing)
Menu 

The player can reach the menu by pressing ESCAPE.  Menu Options are as follows: ‘New Game,’ ‘Save game,’ ‘Load Game,’ ‘Change Options,’ ‘Help,’ ‘Quit.’  (ESC will exit the menu and return to game.)

      Dialogue

Dialogue is always presented in text windows, though voice can also be turned on/off by selecting “Change Options” from the Main Menu and clicking the “Voice Dialogue” option.  Displaying dialogue as text allows the player to digest the information at her own pace. 
Musical Scores and Sound Effects

Overview

Overall, we are going for a stylized soundscape; while the environment and different stages will emit ‘realistic’ noises, the soundtrack and prototypes will provide a more whimsical feel.

Musical Score
The game will have an action film inspired score, similar to that used in Civilization 3 and SimCity with classical overtones. The score will change in relation to game events; if the player is being chased by random events, disagreement with other actors and a decreasing barometer the score will pick up in intensity. 

Sound Design

The Prototypes will display a range of voices, from squeaky to deep, but generally speaking will use a Sims – type language. We really want the prototypes (our characters) to have a wide range of personalities and styles, and we see voices playing a critical role in this. 

Sound Effects

	Events
	Sounds

	Starter Spots Appear
	loud sound 

	A Spot chosen and a list of challenges ahead 
	Classical Music

	Decision-made
	Short Squeal

	Volcano explosion
	Big explosion

	City contamination (Waste problem)
	Machinery engine sound

	Public disapproval (Barometer decreasing)
	Crowd Sound

	Storm
	Wind, Storm

	International Community Meeting
	People talking

	Flood
	Explosion and people shouting

	Desertification
	Dry Wind sound

	Achieve a new stage
	Claps

	Receiving Verdict of History
	Classical Music















Weather

Since Natural is not natural anymore and therefore is being reshaped by the production conditions of global society, we may want to add a feature about weather change due to environmental policy. This may be an interesting challenge (as well as an unintended consenquence) of environmental choices and policies
· Planet Warm up
                 *    Antartic & Artic areas are melting due to certain actions
· Africa Extreme Conditions  

                 *    Dissertification in Middle East
                 *    Hole in Ozone layer  (South America, esp. Chile and Argentina)
                 *    Specific weather changes in America, Europe & Asia
Day and Night

Actually, it doesn’t make a big difference for our game design. Unless we introduce a feature where if you do or don’t choose certain actions ...you won’t get sunlight for your country (or area). But it seems too sci-fi, isn’t it?

Time

The game will span 25 years, according to several stages. Leaders and avatars will be elected by national elections, international and board decisions.
Political Science, Public Policy, Environmental & Media Studies Content
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Related Games
Hidden Agenda

Tropico

Ashes to Empire

Civilization III

SimCity

Virtual U

Command and Conquer

Everquest
	
	Hidden Agenda
	Ashes to Empire
	Civilization III
	SimCity
	Virtual U

	Oneplayer/ Multiplayer
	One player
	One player
	One player
	One player
	One player

	2D/ 3D
	2D
	3D
	3D
	3D
	3D

	Database/ Working Engine
	Black & white, outline pictures, arrow keys between options, pop up screens
	Mouse or joystick option, basic colors, zoom in and out, few details, pop-up “palm pilot”, icons
	High-level graphics, icons for terrain and resources, mouse or arrows, pop-up screens, right clicking for more choices, animated advisors
	High level graphics, map of city, zoom in and out, pop up screens, animation with cars, people, and disasters
	Multicolored, screen of campus, detailed icons, pop-up menus, details for each department and area

	Win/ Failure
	Verdict of history, success in election/ overthrown
	Satisfy provinces and restore order/ run out of time or be killed
	Cultural domination, conquest, space race, elected UN leader/ have civilization destroyed or low score
	No clear win state only improvement on city/ starvation, citizens leave, run out of money
	Success and good reviews/ removal by board

	Educational Goals
	Issues in central America, difficulty in walking middle line
	Promote understanding of involvement in foreign affairs, impacts of Cold War today
	Learn about wonders of the world, way civilizations interact, progress of learning, balance of money and luxuries
	Explore situations with which a city must deal, budget, zoning, balancing expenses and income, supply and demand
	Idea of what it is like to run a university, problems that are faced, how to improve all aspects of educational experience

	Period Covered
	Modern day
	1993
	5000 BCE to today
	Modern
	Modern

	Main Characters
	You play as president, interact with ministers
	Leader trying to establish order, deal with military and civilians
	Leader of civilization, interact with other leaders
	You play as mayor, interact with other mayors
	You as head of university, other high ranking members, board

	Decision Making Characteristics
	Consult with ministers, meet citizens, implant and update policies
	How to best meet needs, balancing time and importance of issues
	Type of government, allotment of resources, priorities, interactions
	Budget, zoning, what to build, transportation, energy
	Priorities, budget, allocate resources











� Here we are in front of an important issue concerning the type of educational technology and its learning experience, that is to say, a built-in environment (game) where you play along with features already available vs. a programmable environment where you learn to program the system in the way you like. Our design will be halfway between both. We will return to this issue later.    


� Elections procedures apply to both nation-states and international organizations. In the case of non-state actors such as terrorist networks, the level of charisma (and even its loss) will be the “internal” barometer. 


� As Ulrich Beck has pointed out, the risk and security dilemmas started along with the Cold War period (Nuclear power) and became visible with the Chernobyl disaster. Thus, 9/11/01 is a specific case of “terrorist” action, which has increased the risk (and fear) expectable by one of the most powerful agents in the real world.  Global SustainabilityAgenda! will incorporate these new variables of uncertainty: the more hegemonic you pretend to be, the more risks you face. 


� Even though we are traying to be neutral and to avoid specific ideologies as much as possible in this description of a gameplay, we are proposing a certain interpretation.


� Although this is a post Cold War simulation that deals with the features of the new global order, we believe that for educational and strategic purposes it is interesting to go back in the history of international relationships and pose some challenges that can illuminate actual policy dilemmas to a new generation of gamers/students that was born after 1989.
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