
Message From Justin Wong <ctwong@cityu.edu.hk> =====

Dear Bryan + Alan,

I just had a meeting with Hector and Linda few days ago and finally we have come up with a more 
completed and possible game plan.

Please check the thread in my blog:
http://www.ok-head.com/microwave/

Hector, Linda and I are trying to specify the game objectives and the rules more and hopefully we can 
talk and figure out something by tomorrow. Therefore it would be great if you guys can let us know by 
tonight what  you think, especially the problem we may face during the technical execution.

Many thanks!
Justin
========================

At 03:02 PM 7/21/2005 +0800, Bryan wrote:

Dear all,

I am not sure if what I think of has been discussed.

The 'playfulness' or 'success' of this game may depend on whether the players adhere to the formal 
rules or not adhere to the rules. I am not sure in this version of the game, do we expect the players 
adhere to the rules?

The division of landowner, activist, terrorist, police may be at a risk to reinforce the existing labels of 
such roles, without subverting anything yet. The conception of terrorist can vary significantly in different 
contexts. Do we want to have a more ambivalent attitude towards such social roles? Can the
'real' players on the street have some sense of autonomy when confronted with the 'real' situation?

Any ideas? Thanks.

Bryan

========================
Thursday, July 21, 2005 4:33 PM
From: Linda Chiu-han Lai 
To: Bryan, Alan, Justin
Cc: Hector Rodriguez
Subject: RE: game plan

Bryan, you're right to point out these issues.

It's just the beginning of our finalization process.  I don't think we would actually use those terms.  What's 
more important is to specify a game with various groups, each with a different set of rules to observe 
and subvert, plus there's the need to negotiate and com promise among groups to achieve each 
group's own ideal.   The mapping out of groups with various interest was also a crucial step of our NOT 
wanting to surrender to the single-minded wealth accumulation principle behind MONOPOLY.  We 
really don't want to JUST play monopoly.
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We're still fining tuning.  We also wanted to work through the rules to present a new type of society.  So 
it would be great if any of us can come up with concrete rules.  Rules express philosophy and social 
ideals.  This is where we are exactly at this point, and the most difficult part.

The other part that needs input would be the "external/intervening" factors: i.e. how to cook up our own 
stock market and stock system.  For example, would the stock index rise and fall according to how 
many people are purchasing books at a major book store at Central, or purchasing movie tickets, 
...versus how many people are coming out of the Mark Six station or coming out of Marks & Spencer 
with a bag of clothes?   How many people are kissing on the street?  How many cops in uniform are 
seen on the streets?  etc. etc. We can implement our ideal city by creating a stock system that takes 
stock of a classified list of activities.

I suppose all the technical constraints are still on our table while cooking these rules, such as how to 
maximize the activity of "running/walking/moving on the street," the factor of knowing/not 
knowing/missing other players' location, interface and visual representation for 
purchase/attack/negotiation etc.

Justin, I suggest you post the notes you gave me and Hector last week on the constraints on the blog.  
Perhaps this email message can be posted there too for more concentrated discussion.

Best,

Linda

========================
Date: Thu, 21 Jul 2005 17:18:41 +0800 
From: Justin Wong 
To: Linda Lai, Hector Rodriguez
Subject: Re: game plan
Ok, i'll post everything up there.
Also, do you think we can have the meeting tomorrow at 2:30?

Thanks,

Justin

========================
Date: Mon, 25 Jul 2005 12:41:25 +0800 
From: Hector Rodriguez 
To: Justin Wong, Linda Lai
Justin and Linda,

Attached are some notes related to the game. They are only ideas, very incomplete and preliminary.

I have left many areas open, such as the stock market, etc., because I think you guys are thinking 
about those...
I want this project to have a lot of open areas for players themselves to make rules and decisions.

Hector 

An initial state of the game is constituted by assigning individual players (or asking them to choose) a 
role. 

Secret police: 
Each policeman must give her/his mobile phone number. The central department will call them with 
instructions and updates. 
The police must have a special line of communication: a phone number known only to the police 
themselves, and a pass word to a secret web site. 
The number and web site are used to find out information. 
There is a system of hierarchical roles: some people are under other people. This must be carefully 
devised. 
The police must be able to use tracking devices to figure out the position of members of the under-
ground. 
One possible suggestion: Some members of the police may, at any time, decide to form paramilitary 
organizations to take the law into their own hands????? 

Police control board: 
These people determine the objectives, and sometimes also the tactics, of the members of the secret 
police. 
There is a strict hierarchy: one person is in charge, etc. We might name the system of posts in advance, 
through the design of the game. 
The members of the control board must decide together. But it is possible for some members of the 
police control to conspire against other members. 



Underground: 
These are activists dissatisfied with several features of the state. 
These may include:  the lack of democracy and accountability, the power of the property capitalists, 
etc. 
They must through collective discussion figure out just what they believe to be wrong, and what to do 
about it. They may choose more or less violent strategies, etc. 
They must determine strategies of intervention within the space of Central. [????] 
We recommend that strategies might include the disruption of everyday spaces by introducing unfamil-
iar activities (eg., bargaining in Park’n’Shop). But the strategies and goals are determined by the mem-
bers. 
They may develop secret meeting places, secret gestures and ways of contacting one another (maybe 
in the internet). We may wish to stipulate that they must find secret meeting places in Central. 
It is possible for members of the underground to break away from the group and form a different group. 
They may announce to the other members their decision to break, or they may do so secretly and 
remain in the group while pursuing the interests of another group. 
The underground members might wish to try to find out the secret police phone number. 
Some underground members might wish to engage in public political activities that are no longer un-
derground. 

One objective is for the police to transform underground members into informers who will give them 
information about the underground activities. Some of these informers may, however, have been 
planted on purpose by the underground to feed false or misleading information to the police. 

Media-makers 
The media people are charged with documenting the activities of the various participants in the game. 
They are experts in video, sound, and perhaps animation and web design. 
They can be hired by the police, business sector, or underground. 
It may be possible for people in one group to approach media-makers documenting another group in 
order to get information about the other group. The police might, for instance, approach the video-
makers working for the underground (or vice versa). 
Media workers may choose to act as “secret agents” for one group or another, collecting information 
for them, or perhaps trying to execute other objectives. 

Property capitalists [Find a better name?] 
Rules not yet defined… 

The initial definition of people as “police” or as “business” or as “underground” will be altered or com-
plicated in the course of the game. Different players will choose actions that correspond to different 
roles. For instance, members of the underground may decide also to play the part of investors. 
Individual players may choose to belong to more than one group. This will of course cause consider-
able problems: can someone belong to the police and the underground? What does this mean ex-
actly? 
The categorization will become more and more complicated, too, as groups divide and subdivide, 
forming new alliances. A police paramilitary group is a sort of underground organization. The property 
capitalists may choose to finance the police, but also underground groups. And so on. 



Date: Wed, 17 Aug 2005 02:15:18 +0800 
From: Justin Wong 
Subject: some thoughts....... 
To: Alan, Linda, Bryan & Hector
Dear all,

Some thoughts to share with you.....

You know what, suddenly I am not quite sure about the idea we previously "agreed"... I found it difficult 
when I tried to wrap up the whole thing....especially how the performance be linked with other game 
components, for example, the online player....and I am a bit afraid that it will become just another ori-
entation game...

Then I began to think of an idea which has embedded in my mind for some time... I know it sounds 
scary to say it now (time-wise) but it is in fact a even more simple one...

It doesn't involve any performance...but again, it's going back to the very basic: get to the destination, 
the fastest wins! (like the current one…) It is in fact the "navigating with the wrong map" concept which 
always pops up all along our discussions.

I've made a draft diagram...please check.

I am not sure if it is a better one....but i found it more focused and simple. And people can get to the 
point straight away...and yet I think it's still fun to play...

Just some thoughts.....feedback welcome.

Best,

Justin

========================
Date: Wed, 17 Aug 2005 09:41:36 +0800 
From: Linda Lai 
Subject: RE: some thoughts....... 
To: Justin, Bryan, Alan, Hector
Dear Justin,

Thanks for the elaborate thoughts...

I like the idea of using different maps and the wrong maps.  The notes you sent seem to suggest a 
"hidden map" rather than different maps -- or a map that shows only part of the location as the street 
player moves along.  Have I read it correctly?

I think the key question I concern here is ultimately why we want to have this game.  This is a brief cap-
ture of what we've discussed this summer, perhaps the list can be modified together by us:

(1) We want to be on the street engaging in a game in location tracking.  
-- WE ARE VERY MUCH STICKING TO THIS NOW.

(2) We want to make this game unique to the PDA device.  That is, there is no game here unless we play 
with a PDA set.  JUSTIN, THE NEWEST DRAFT YOU PRODUCED DID NOT ADDRESS THIS ASPECT SUFFICIENTLY.  
Perhaps you've actually done so just that you haven't got the time to elaborate.

(3) We want to bring in other elements that help to highlight in a fun way the "space" aspect -- therefore 
at one point I thought of using old maps.  WE ARE NOW BACK ON THIS -- THANKS TO BRYAN AND 
JUSTIN...  How to play with moving in actual location and relying on visual representation of space 
(maps) is the  key here.  I SUGGEST -- BASED ON JUSTIN'S SUGGESTION TODAY -- FOCUS MORE ON HOW 
VISUAL/MAP REPRESENTATION TURNS A SIMPLE REACH OF THE DESTINATION ADVENTUROUS + IT HAS TO BE 
TIED TO THE MAXIMIZATION OF THE PDA SET AS A "UNIQUE" MAP TOOL.

(4) The "magic" on the way to the destination should be elaborated upon the principle of cultural inter-
vention, discovery of our city -- in SI terms, to create "situations" out of the routine of the city space.  A 
second sub-objective should be to generate communities, or to invent situations of communication 
and contact.  I don't see there's a lot of problem to build in the above into Justin's new plan.  We also 
mentioned some simple fun things we could do in our last meeting.

(
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5) I think we should take it easy with the performance.  No need to feel scared about it for the technical 
side.  In my view, creating a performance situation is just to add more fun -- but not the main event.  We 
can even use manual counting or cell-phone report to do some basic graph record.  It can be an arbi-
trary set of statistics that affect the players' scores at the end (i.e. inflation or deflation of points due to 
external factors etc.).  It can also be one factor obstructing the street players, delaying their arrival of 
the situation.  I still hope as much as possible we can involve such artists to just build the community.  
...also good for documentation of the game, and it doesn't involve the programming.

So much for the time being…  Justin, don't worry about making changes -- as long as we have shared 
principles.

Add more to the above objective list if I've overlooked something.

Best,

Linda

========================
Date: Wed, 17 Aug 2005 11:15:30 +0800 
From: Justin Wong 
Subject: RE: some thoughts....... 
To: Linda, Hector, Alan, Bryan 
Dear Linda,
Thanks for the feedback and ye...it's true that the idea just popped up in the middle of the night and I 
haven't got much time to elaborate.

BTW, here are some of my responses:

1) Sorry for the confusion...It's not just a hidden map, it should be a totally different map. When I first 
have this idea, the picture in my mind is, there is a guy playing video game on the screen, (something 
like zoobie game, the avatar moving around within the virtual map, nothing to do with Central)...and 
the interesting(?) thing is, there is another guy in the city which has to follow the virtual avatar's moving 
path in order to get to a place...(the reason why part of the PC's map is hidden is, i try to impose the 
element of  "exploration" instead of just make it merely a "racing" game)

I hope it make sense as it tries to put two worlds together. It's sth like two people are going to achieve a 
common goal in two different worlds.

And it solves the problem of "ok, what is the role of the PC player?" -- the question we had last time (we 
also had some discussions with Alan about that too)

2) The PDA set...hmm...haven't thought about it thoroughly. I understand your concern... (My quick 
response is, instead of showing the real Central map on the PDA, we could think of having some alter-
native ways to represent the current location of the street player etc...) I guess it might also rely on the 
design of the "magic" part too...I mean, there should be some more interactions among different teams 
in the city... (e.g. other team's location...etc) and it might involve more usage of the PDA here...
Not sure now...but i guess it is not that difficult to solve this problem.

3) About the performance, actually I'm not scared by it. Maybe I am not convinced by what we had 
last time, having 3 groups of people (Street player, performers, and the PC player) working together in 
way that, the pc player and the performers look like the assistants of the street player...(In the last tech-
nical meeting, we roughly assigned the role for each group: the performer will provide the next destina-
tion, the PC player will provide the path to get there.....)  It turns out become more and more like an 
ordinary city orientation game.  (Bryan and Alan, correct me if I get it wrong.) I am not against perfor-
mance, I am just not convinced by the role they are having now.

Suddenly I found that my idea could actually be integrated with the one we have now...I do think the 
"magic" thing could add some fun to the game.... (and it could become the performance part here).

Sorry but I need to submit some text to Fion in these few days....I would be grateful if you guys can just 
drop me some words today about what you think and how the game could improve....

Well, maybe at least give me some thoughts about the title?

Hey, Bryan, do you think we can meet today or tomorrow in school? I really hope to speed up the pro-
cess....

Many many many many thanks!

Best,
Justin



========================
Date: Wed, 17 Aug 2005 17:02:15 +0800 
From: Justin Wong 
Subject: RE: some thoughts....... 
To: Alan, Bryan, Linda, Hector
Dear all,
Just to let you know that I will submit the game description to Fion tomorrow morning. And I realize that 
things won't gonna work if we are going to wait for another meeting....which means, another week. I 
would therefore like to make a decision here about the game direction... (Sorry, but i think i have to do 
it...)

So far, here’s what we've got:

1) It is a game which involves 3 parties (street player / On-line player / Performers)
2) It is a racing game -- the fastest team reaches the destination wins.
3) The online player and the street player, who play as a team, have to co-operation with each other 
through the PDA and the PC client.
4) There will be performances taking place all around the city. The outcome of the performance, as an 
external factor, will in turn affect the progress of the street player.

I think they are the principles we all agree in the last meeting...

The followings are my further elaboration, as I've stated in my last mail:
1) Online player and street player are looking at two different maps.
2) Online player's map is an ordinary game map (a fake one, not related to Central)
3) Street player's map is a real Central's map.
4) The destination is located in the online player's fake map. The street player can't see it from his/her 
own real map.
5) However, most of the online player's maps are covered with fog. As the online player's avatar 
moves, s/he can only see the area 10meters radius around him/her. Therefore, s/he has to hang 
around and look for the destination.
6) Since the street player won't know the destination from his/her own map, what s/he can do is to 
follow the online player's path. It is like navigating with a fake map in the real city.
8) The destination will appear in the PDA when s/he reaches there.
9) With this setting, the destination, located in a park in the fake map, may turn out to appear in the 
middle of the road in the real city.
10) Performances can be integrated along the process. 
11) For example, there will be an artist who will keep on asking the people on the street to send out an 
SMS. The phone number we get may be used as a factor to affect, let's say, the area of fog in the online 
player's map...etc.
12) Other performances may be used to grant a specific team some magic items, which can be used 
to speed up their process....or be used to "attack other teams"... etc.
13) There may be some add-on items all over the street. They could be some messages / hints, sound 
etc....

I hope it makes some sense to you.

Please let me know if there's anything missing from this plan. After reading Linda's response, I think we 
can make some adjustments with the details. If you guys do not strongly oppose to the framework, I will 
take it as our "first final" proposal.... Then we can start the real production this week!

Many thanks!

Best,

Justin
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