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EarthGame 1.0
An online global problem-solving tool accessible to anyone in the world with Internet access where sustainable and affordable solutions to real world problems are envisioned, developed, costed out in all respects, and tested so they can be implemented as soon as possible.

An online tool and game that provides “ordinary” people the opportunity and challenge of addressing real world problems in a way that builds knowledge, competency, and options for real world implementation.

An experiential, interactive, and fun way of learning about the world, its resources, problems, and options that builds global capacity and alternatives for sustainable prosperity.

By Medard Gabel/BigPictureSmallWorld

medard@bigpicturesmallworld.com
www.bigpicturtesmallworld.com
With the full support of
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EarthGame 1.0 Overview

 “To make the world work for 100% of humanity, in the shortest possible time, with present day resources and technology, through spontaneous cooperation, without ecological harm or the disadvantage of anyone.” 

—Buckminster Fuller

The world needs to see itself, across threats, opportunities, policies, and budgets, at all levels.

As a planetary species, humanity needs a tool for seeing the whole, for connecting the dots, seeing patterns and large scale trends, and most importantly, recognizing, defining and solving its most pressing problems in a global context. Nearly all of the world’s most critical problems are global in scope and have been made increasingly dangerous by a piecemeal local approach that ignores interconnections and its resultant synergy.

A tool that allows humanity to see the whole world in a problem-solving context will generate insight and solutions to problems that heretofore have seemed unsolvable. 

EarthGame 1.0 is such a tool.
Drawing on existing knowledge bases including the Millennium Project of the World Federation of UN Associations that has produced eleven annual State of the Future reports,  EarthGame could serve as the decision-support tool of choice for individuals, organizations, corporations, and governments. 

Purpose

The purposes of EarthGame 1.0 include:

· Aiding in the development of viable and affordable solutions to global and local problems 
· Making accessible to growing numbers of people the information and information processing and visualization tools that aid in the development of solutions to global and local problems 

· Increasing the amount of intelligence, creativity, imagination, and problem solving attention focused on global and local problems.

Users/Audience

The intended user community of EarthGame 1.0 includes government, corporate, and NGO leaders, academics, researchers, policy analysts, the media, students from high school age up, game players, and concerned citizens. It is not a tool aimed at an elite few, but rather at a massive, society wide level of participation, useful to a growing variety of social networks addressing innumerable challenges.

Possible Uses/Users

· Activists— issue exploration, documentation, alternatives development

· Business—product development, market assessment, testing, “from green to gold”

· Foundations—optimize investment/giving, both direct and in alliances

· Gamers—fun, recreation, competition, recognition, rewards

· Government—policy exploration, development, testing, costing of tradeoffs

· Public—for lifelong free education online, creation of informed social networks

EarthGame 1.0: Timelines and Budgets (Detailed Specifications Available on Request)

	In Escrow
	Within this time
	This deliverable

	50,000
	Six months
	Complete design specifications including schematic diagrams

	1,750,000
	Ten months
	Working prototype of EarthGame 1.0

	2,200,000
	Eighteen months
	Final version of 1.0 debugged and fully functioning.  2.0 underway

	1,500,000
	Three years
	EarthGame 2.0 operational and online

	1,500,000
	Four years
	EarthGame 3.0 operational and online


EarthGame 1.0: Staffing and Timelines: 

· EarthGame version 1.0: One year from start date, with 14 F/T staff + 5 interns

· EarthGame v. 2.0: One year from completion of v. 1.0, with same staffing

Staffing

6 Researchers/Designers

5 Coders/Designers

1 Graphic Designer

1 Administrator/COO

1 Marketer/Government and Corporate Liaison/Development

1 Designer/Executive Director 

Note: Existing "serious games" cannot be integrated into one meta game--that would be akin to integrating baseball, soccer, basketball, jai ali, kickboxing, chess, skeet and 20 other sports and games into one game.  One cannot mix purposes, scales, aggregate levels, rules of operation, conditions for winning, playing fields, props, etc. and expect a meaningful whole. However, you can create an open architectures others can expand upon.
For More Detail:  Medard Gabel, 610.566.0156, or medard@bigpicturesmallworld.com
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� We support this initiative, but it is independent.  EIN has no financial equities and receives no compensation for supporting this elegant and essential idea and program.
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