
Game Plan – Phase II
I See Where You Are `In Central’ 

For a while, we had been spending time to adapt the game Monopoly to our 
own context.  The idea of accumulation of wealth made us feel a bit uneasy. 
We also find it difficult to adapt the falling and rising of the stock index into a 
meaningful indicator that can be integrated into our critique of urban life.

After some collaborations with Hector and Linda, we have finally come up with an idea developed 
from the original monopoly concept.
In fact, it won’t be like monopoly any more as we all prefer to do the game in a more critical way… 

The following shows some of our prime focus: 
1. Criticism on captialism by introducing a totally different game objective other than “earning 
money” 
2. Identity / Characteristics of the area (Central) 
3. Alternative landscape of Central 

In short, the game will represent a virtual/real city operated by different groups of people, here are 
some examples:
1. Landowner (Big Capitalist) — who has all the money and power to buy / sell lands, buildings… 
2. Underground subversive group — who has every rights to protest against capitalism, (ok, let’s call it 
“the long-hair” group) they may try to destroy the socio-economic system in a comparatively mild 
way…. 
3. Terrorist — destroy destroy destroy….. 
4. Government — Biggest landlord…monitoring the trading process…etc 
5. Police — make things….under control…fight against the crime etc 

 



The whole gameplay would be the interactions among those groups: 
Landowners may use their money to change th e whole landscape of Central. For example, they can 
transform Central into a “cultural center” by moving all the cultural facilities together….destroying all 
the banks and financial centers…etc. Long-hair group, as the “law-breaker”, on the other hand, can 
use different means (legal or illegal, e.g. organising a demonstration, making graffiti ….etc) to alter 
the stock market (or any kind of index) in order to influence the value of the lands. Police, of course, 
are expecting to stop their actions and to restore orders……etc etc….

Since we are now approaching a much complicated setting, there are several things we need to 
concern about : 
1. To develop a sophisticated yet simple sets of interactions among different groups 
2. How to introduce the importance of the street player….what’s so important to have ppl running 
around instead of just playing the game online? 
3. Interface design… think of a game which allow ppl to join freely from the web (?) , interface must 
be easy enough for them to get the idea in a short time….in fact, the interface for PC player should 
be easier to handle….what I am more concern about is, the PDA’s interface….(as it has a much lower 
graphical display power) 
4. Do we need extra ppl? (i.e. ppl more foscuing on game programming) 

Basic Technical Specification
July 22nd, 2005 

Development Platform:
PDA (Pocket PC)
Dell x50v

Location-tracking technology used:
GPS + Bluetooth +GPRS

Pros:
1. Higher compatibility with other devices (e.g GPS, GPRS modules)
2. Better graphical display
3. Flash-ready

Cons:
1. Doesn’t work indoor (GPS)
2. Performances varies under different conditions (mostly affected by weather and the surrounding 
buildings)
3. Accuracy : +/-10 meters (depends on weather and environments)
4. Live Broadcast (video) not available (Unable to transmit real time footage to City Hall)
5. Runners / Players could only communicate with each other through voices (with 3G phone, we 
could do 2-way video call between 2 people)
6. GPRS – limited speed, stability doubtful
7. can’t use Wi-Fi, which requires fixed locations (APs)

Game Basic Criteria
1. Simultaneity: different persons at different points at the same time + runners (outdoor) and viewers 
(at city hall)
2. Point to point movement
3. Site-specific (Central)
4. Runners-online player interaction
5. Significant role for each participant (online players are easily ignored)
6. Performance
7. Competition



Refined Proposal for Central 2.0 (any better name?)
July 31, 2005

The City
Central 2.0 is a hybrid place composed of different virtual and physical components embedded in 
Central, Hong Kong
It is self-growing city running through a period of time (could be up to a week) with no definite begin-
ning and ending.
It is a role-playing game model which consists of different groups represented by online avatars 
(operated through the internet) as well as real physical beings (operated on the street).

The Agenda
It is a challenge towards “Central Values”: 
- Capitalism
- Economy-driven city
- “Center” of the World ( …as the former HQ location of the government)
…
It is also an experiment on the re-definition of different social classes – capitalist, activist, 
underground…etc.

The Story – The Stock Market
The stock market – as the main indicator to reflect the general picture of Central 2.0, holds the key for 
the interactions among different groups and reflecting the social structure among them. And yet, its 
mechanism could also reveal the type of society we are trying to build.

The stock market has the biggest influence over the city: (e.g. it controls the value of the land, the 
energy of the City…etc) …It is an index calculated from different factors, possibly the followings:

Some real-world factors ???
e.g. economy, politics…etc
Subversive type of factors ???
e.g. cultural development, population of the poverty…etc
Some irrelevant (yet critical and playful) factors ???
e.g. tidiness of the city, transportation, weather…etc

Once the game begins, competitions among different groups are expected to emerge – as they may 
want to influence the stock market so as to maintain their own class’s benefits (or to attack others’…). 
Therefore, the stock market appears to be the main target they are competing for.

In fact, the role for each group isn’t clearly restricted. Though participants are expected / suggested 
to perform actions confined by their own group, there are still rooms where they can break the rules 
and act against their original role. (e.g. underground could turn to the police). They could set up their 
own rules and play their own “little game”. (Though there are still some constraints they need to 
follow)  It is all up to the participants’ own interpretation and the actual interactions during the game. 

Possible outcome of the game:
1) A totally distorted social group structure (blurring boundary among groups etc)
2) A different landscape (space) of Central
3) A live documentation of the life cycle of Central 2.0
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