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PROJECT
ABSTRACT

The River Intellectuals network
is an organization that wants to
connect academic students to
Balkan river conservation. InJuly
2019 the first Student for River
Camp is organized. Students

| And

Inspire them in using their
expertise and ambition
for Balkan river
conservation.

from the Balkan, and the rest

of Europe, applied for a week of
lectures and activities at the Soca
river in Slovenia. Itis identified
that these students, in varying
degree, lack the knowledge of the
cultural and political system that
drives corruption in hydropower
development. To transfer this
knowledge, the medium of
serious game is chosen, due to its
effective, engaging and reusable
nature. The aim of this project is
therefore to:

Design a serious game
that engages the students
participating in the
Students for Rivers

Camp, educate them in
the complex system of
hydropower development,

To achieve this, the problem is
investigated first. The culture

of corruption is the result of the
Balkan’s turbulent past, and
manifests itself in a combination
of bribing, threatening, rule
bending and nepotism. The story
to tell is that of Government
officials and Hydropower
companies enriching each

other, over the backs of the local
communities. The banks who
invest in the hydropower projects
don't know, or don’t want to know
about this. Activists try to stop
hydropower development by
activating the local community.

The corruption game uses a
combination of game mechanics
to simulate this story. There are
several characters to play, each

with different and confliction
goals and rules. Some want

to develop hydropower dams,
others try to prevent that. A stack
of event cards guide the players
through the game. The game s
finished with a group evaluation,
and individual assignment.

The corruption game has

been successfully tested at the
Students for River Camp. 42
students and lectures played it

as part of the program. It has
been evaluated positively in
achieving its goal. The game have
been referenced multiple times
throughout the week by lecturers,
students and organisation alike.

Plans have been made to develop
the project further, doing a final
iteration. The ambition is to
spread the Corruption Game to
NGO's worldwide.
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Figure 1: Balkan River Defence slogan on a kayak. Picture taken during field research in Romania



1 1PROJECT
o H CONTEXT

The last of Europe’s free-flowing Currently there are plans This means the permanent The system is corrupt, and the
and pristine rivers are located in to develop over 3000 new destruction of nature, and money that is made only goes to
the Balkan. hydropower dams. severely decreases the quality of a few people. Their motive isn’t

life for local communities. sustainable energy, itis money.




Figure 2 to 9: Story elements of the project context.
From left to rights: the Vjosa river, a map of planned
hydropower dams, a hydropower dam under
construction, Balkan politicians, Rok Rozman, kayakers
during Balkan River Tour 2, the poster of Balkan River
Tour 4 and the Poster of the Students for River Camp.

JULY 7TH- 13TH

S
L
’ \\__._ Slovenia
. : v

Rok, a kayaker from Slovenia, The tour becomes a yearly event. Four tours later the Students The students come from all over
decides to paddle from his home Each year more paddlersjoin, for River camp is added to the Europe, but lack the necessary
river to Albania, generating from all over the world. program, where students are knowledge about the complex
attention for the problem. encouraged to use their expertise cultural and political system
in the field of river conservation that drives the hydropower
development.




TARGET

o GROUP

The Student for Rivers Camp is

a week of lectures, workshops
and activities related to river
conservation, that takes place in
July 2019, at the banks of the soca
river in Slovenia. It is organised by
the River Intellectuals network,
and the Balkan River Defence
organisation (Appendix U).
Participants are students doing
their Bachelors, Masters or PhD.
Half of these students is from
the Balkan, the other half from
the rest of Europe. It is suspected
that the students lack, in varying
degree, knowledge about the
political and cultural system that
drives hydropower development.
To illustrate, one of these
students wrote in her letter of
motivation:

‘What I feel is hindering
the discourse on dam
construction, is a missing
structured dialogue and
decision-making process,

which incorporates all
relevant perspectives at

a metaphoric ‘one table’
and enables stakeholders
to learn from each
other’s knowledge and

perspective’

Participant,
Students for River Camp

Sheis spot on. The problem is
however, that for the people
that make the decisions, some
perspectives are a lot more
relevant than others. They are
rarely interested the knowledge
and perspective of others, only
those of themselves. That is the
knowledge of the political and
cultural system that is missing,
and needs to be educated.

Expert lectures | Workshops | Overnight river experience
For Bachelor, Master or PhD students (or recently finished)
All fields of study welcome!

e

s

STUDENTS FOR RIVERS CAMP

PUT YOUR KNOWLEDGE TO ACTION

7th 13th July 2019

Slovenia / Kamp Koren / Soéa River

Application deadline
More information on

§
1st May 2019 RIVER &
balkanriverdefence.org/src INTELLECTUALS :saLkan
RIVER

DEFENCE

Figure 10: Poster of the Students for Rivers Camp 2019



Greece

Italy

Serbia the Netherlands
Slovenia Germany
Albania Austria
Macedonia Chile
Sweden
Geography Civil engineer Ecology
Environmental Engineering Communication Designer
Urban Architecture Biology Sports
management management

Figure 12: Collage targetgroup

4 outof37 The Students are observed motivated. They have a thirst for
Participants mentioned and interviewed (Appendix knowledge, want to connect with
corruption in any way D and E), and their letters of likeminded people, feel a strong

motivation analyzed (Appendix connection to nature, and have a
C). The target group is defined as love for outdoor activities.

Flgure 11: Target group statistics idealistic, activistic, proactive and



TRANSFER
o EFFECT

The choice is made to develop | Secondary, the game aims to: | Secondary:
a serious game, because of
its engaging, effective and reinforce the attitudinal Inspiration in potential

reusable nature.Itisasafewayto o ze (inspire) towards ~ solutions
experience complex topics for a

wider audience (Appendix A and the use of the players

B). expertise in river An increased motivation
conservation. The effectis  in using the players

The desired transfer effect g _p ,y .

(Siriaraya et al, 2018) of the game Me€asuredonalongterm  own expertise in river

is stated as: after gameplay (5 days, at  conservation.
Within the domain of the end of the Students for
nature conservation, Rivers Camp).
the game aims to create

) i The attitudinal change consists
an attitudinal change of:

(educate) towards the
political system that drives
hydropower development.  An increased knowledge of
The effect is measuredona stakeholders and motives
short term after gameplay

(30 minutes, during An increased Knowledge
evaluation session). of corruptive elements of

| the cultural and political

9 system

Primarily:




The players should experience
corruption rather than be
informed about it. Like the

real situation, the gameplay
should be explicitly unfair. The
consequences of actions should
be in your (or somebody else’s)
face. The game should target the
players emotions. They should
feel content, proud, angry or
scared. They should be raising
their voice and whispering in
secret. It does not have to be fun
all the time.

INTERACTION
VISION

1.4

= |

Flgure 13: Interaction Vision



1.5

The requirements are derived
from the desired transfer effect,
the characteristics of the target
group, the vision of the Balkan
River Defense organization,
and the goals of the River
Intellectuals organization
(Appendix U).

All concepts and prototypes are

11

evaluated on these requirements.

GAME
REQUIREMENTS

1. The game should be

Cngaging

4. The game should fit the

Atlitude

and style of Balkan River Defence

2. The game should be playable

(nwthe Field

5. The game should

I ’
players to use their expertise
for river conservation

3. People from different

Cultues

Should be able to play

6. The game should evoke

0' 4




Flgure 14: One of the prototypes being tested in Romania
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Corruption is always undesired.
But why is it that even more

the case regarding hydropower
development? Where does this
Balkan culture of corruption
originate, and why are these
dams so bad? Who are involved?

It should be mentioned that,

for the feasibility of the project,
the conclusion are drawn from

a generalization of the Balkan
as a whole. Some arguments
might be stronger, weaker or
even absent, compared between
the countries, provinces or even
ethnicities. The countries differ,
but the core of the problem is the
same.

Methods

To answer these questions,
literature and reports from
Riverwatch, Euronatur,
Bankwatch and the European
Union are reviewed, as well as
several books and documentaries
about Balkan history.
Furthermore several experts are
interviewed, most importantly:
the founder of Balkan River
Defense, Rok Rozman, and
investigative journalist on this
subject, Pippa Gallop (Appendix
D).

Figure 14: The problem illustrated: destruction of
villages, dead lakes and corrupt dams
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Potential

Because of the Balkan’s history,
compared to western-Europe

the countries of the balkan

are relatively underdeveloped
(DPAD, 2014). And because of the
high amounts of altimeters of the
mountainous landscape, There is
a lot of potential for hydropower
development.

European Union
Slovenia and Croatia are
members of the European Union,
all the other countries are either
Candidate-members or potential
candidate-members. All have
expressed their wishes to join
the European union. The political
and economical stability that

a membership provides, opens
the door for foreign long-term
investments in the Balkans.

Also, several European Union
Investment funds are now
available for the countries.

Creen energy

Because of global warming,
renewable energy is becoming
increasingly importantand
valuable. All the nations of

the European Union have
expressed their wishes to reduce
coz emission under the Paris
agreement (United nations,
2015). The European Union
actively subsidises initiatives
that reduces coz emission,

like wind mills, solar power
and hydropower. The Balkan
region has a big potential in the
generation of these renewable
sources of energy.

E THESE RIVERS
EVELOPED?

BALKAN HISTORY

The History of the Balkans are complex. The area is the crossroad
between Europe, Russia and the East, and therefore historically

of great strategic importance. Balkan states have mostly been
dependent areas who's fate is determined directly or indirectly

by these great powers. The Balkans were invaded by the Romans,
and later the Ottomans, to be followed by Austrians, Russians, and
British, and in more recent times, by Germans, Italians, Frenchmen
and finally by Americans. The long history of suppression and strife
has left a bitter legacy of mutual animosity and distrust between
nations and between peoples. Often overemphasis of local cultural
and political differences had triumphed over more sensible
movements of cooperation and mutual aid in the face of common
problems. In every Balkan state the local population has developed
an attitude of distrust toward authority and of indifference toward
the concept of civil responsibility.(Jelavich,1983)

From the aftermath of world war 2, the authoritarian rule of
communist dictator Josep Broz Tito kept the country of Yugoslavia
together by repressing local culture and political differences.
Following his death in 1980, the economy collapsed, and both
unemployment and inflation increased. The economic crisis led to
arise in ethnic nationalism resulting in the Yugoslav wars. A series
of separate, but related ethnic conflicts, wars of independence and
insurgencies. Fought from 1991 (R. Craig Nation, 2004; BBC,1995).
This conflict left the peninsula in ashes.




Flgure 15: One of the building sites visited during field research in Romania
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Class 1: Near-natural (DE 1+2)

Class 2: Sligthly modified (DE 3)

~ Class 3: Moderatly modified (DE 4)
e Class 4: Extensively modified (DE 5)

Class 5: Severely modified (DE 6+7)

Prepared by FLUVIUS, Vienna 2018 ..‘:.‘

.1: Hy T gi ituation for rivers.

: German data from 2002 based on: Umweltbundesamt (2016):
“Gewdsser in Deutschland: Zustand und Bewertung.” Auf Basis
Landerarbeitsgemeinschaft Wasser.

Mote: The German assessment is originally based on 7, rather than 5, assessment
classes. Based on the official recommended class boundaries for original survey
data the transposition combines classes 1 and 2 into class 1 (blue) and classes
6and 7 into class 5 (red), the other classes 3-5 being the same. This leads to

a slight overestimate of blue and red river stretches, but does not change the
averall share of rivers falling into the more intact (blue and green) and mare
degraded (orange and red) classes.

.
v

- 4

Flgure 16: Hydromorphical state of European rivers: the Balkans compared to Germany
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Biodiversity

Although freshwater systems
support some of the richest
biodiversity on the planet,

they are highly threatened

all over the world. Since the
early1970’s, at least 81% of our
planet’s freshwater ecosystem
populations have been lost
(WWF living planet index, 2016).
If hydropower dams were to be
builtin the Balkans, it would
have a significant and irreversible
impact on freshwater biodiversity
in the region (Freyhof 2012, Weiss
etal. 2018). Approximately 40%
of the proposals are planned
within protected areas, including
national parks and Natura

2000 sites (Riverwatch, eco-
masterplan, 2018). The European
Union has committed to halt the
biodiversity loss and ecosystem
degradation by 2020 (the EU
biodiversity strategy to 2020,
2011). Building hydropower
plants will move Europe farther
away from meeting these legally
binding objectives.

Habitat

The people who live in the
valleys, have lived there for
generations. The homes,
memories, culture and history
of the local communities will

be destroyed, and there is no
going back. A lot of locals are
dependent on the river for work,
working in tourism, agriculture
or as fishermen. Although
companies promise otherwise,
hydropower development rarely
brings new jobs.

The last of Europe
Theserivers are the last free
flowing rivers of Europe. Most
of the countries in Europe

destroyed theirs, a long time ago.

In Germany almost every river is
severely altered compared to the
Balkans (figure 16). If we destroy
these last Balkan rivers, there

is no going back. Interestingly
enough, these western European
countries are recently starting to
reverse the process, destroying

old dams to create healthier
rivers again.

Alternatives

Other renewable energy sources
than hydropower, namely wind,
solar and biomass, provide

a huge electrical potential.

Near twice as high as the
current electricity demand

of the seven countries. Non-
hydro technologies have seen

a tremendous and partly even
unexpected cost reduction in the
past few years and have already
achieved or will probably achieve
soon cost competitiveness with
hydropower (Neubarth, 2018).




Human greed

The answer to this whole
question can be summarized by
one word: CGreed. As one of the
seven sins, human greed is the
big driver behind hydropower
development. A lot of people

in charge of the Balkans, have a
never-ending thirst for power,
status and wealth.

Corruption

There is a widespread perception
of massive corruption in South
East Europe (Bankwatch, 2014).
For the different countries in-
between 65 percent (Bosnia)

and 82 percent (Serbia) of the
respondents rated the judiciary
of their own country ‘corrupt or
extremely corrupt’ (Transparency
International, 2013).

Nepotism

Almost every company that
has something to do with
hydropower, or any form of
power in general, is owned by a

select number of wealthy and
powerful people (Bankwatch,
2012). These people make sure

to put their own family and
friend in powerful positions, both
corporate and political. Since the
fall of communism, the same
small community of people has
remained in power, and profit
from the ordinary citizens.

Freedom of press

Some countries score better than
other. But on a general term

is the state heavily pressuring
the media. Many Balkan media
companies depend on direct or
indirect government favour in the
form of advertising revenue or
subsidies (Bankwatch, 2014). The
countries are ranked in-between
123th (Macedonia) an 54th
(Serbia) in the world for Press
freedom (Reporters without
borders 2014). Freedom of press
is one of the requirements to
become full member of the
European Union.

Figure 17: The brave women of Kruscica, blocking the bridge to the entrance
of the construction site of a local hydropower dam, before they have been

removed by force.

Intimidation and

violence

There is a vast amount of cases
known of intimidation and
violence. From police showing
up without notice (during

E CULTURAL AND POLITICAL
AT DRIVES HYDROPOWER
ENT?

field research in Romania), to
severe beatings of journalists
and during protests. The brave
women of Kruséica being the
most well-known example.




Lack of public

information
Hydropower companies

and investors, do notinform
the publicabout future
development. The people of the
villages affected by dams are
often completely surprised by
construction, and often do not
have the time to organize any
way of coordinated protest or
obstruction

National Subsidies
The government guarantees a set
price of the electricity produced.
Without these guarantees many
small hydropower dams would
not be viable (IRENA, 2018).

It should be no surprise that
often the politicians thatare
responsible for this legislation,
are connected to the owners of
the power companies.

European investments
The European Bank for
Reconstruction and
Development, the European
Investment Bank, and the World
Bank Group have extended loans
and guarantees totalling EUR
727 million to no fewer than 82
hydropower plants. (Bankwatch,
2018). Several Austrian, Italian,
Chinese and Turkish banks are
investing as well, but since they
are not required to open their
books, the size and number of
their investments is unclear.

COMMUNIST HERITAGE

Living under Communist rule for centuries leftits scars. The
people of the Balkan are afraid to stand up for themselves. They
don’t know any better, than being taken advantage of. The old
communists are supposed to be gone, but exactly the same people
are in power today.

These poor fuckers don’t know what its like
to stand up for themselves. They grew up in
a communist country. If you were a problem
back then, you got shot. It’s as simple as

that.
Rok Rozman, Founder BRD

The communist ideal of a strong and self-sufficient country is
still alive in the Balkans. The production of electricity is one of the
core responsibilities of the state. The price of electricity is forcibly
being kept low, and heavily subsidized. Every government since
communism postpones the necessary increases in price, being
afraid that It would negatively affect the public opinion.

20



Biodiversity
Enough Green
Energy Energy

European

Department
Nature

Conflict

Subsidise
Pressure
Influence

Governmen

Control

European
Development

Banks

Department

Energy

Invest

Lo Local

Banks

Foreign Truth
Investors

00

Encourage

Supress

Employment

Protecting habitat

Balkap

Obstruct

Promise
Employ

Vote

Help
Accomodate
Support

) Balkan river
Activate

Support
BRD

Protecting

Activists Rivers

Interest

Wind Hydropower [
<
Dams
~—
A

Country

Influence

Personal gain
Provence

Build

Votes

Influence

l Companieg

Construction

21

Pressure? ’e Judge
> >

Personal gain

Company growth

Hydropower

Company profit  Personal gain

Personal gain

Stop Facilitate

Obstruct
BRD
o Fund

Lobby Organisation o

Demand
(Corporation)
Recruit Expertise

River Support
Intellectuals

Leeway
collective

National Conservation
Parks of nature

Figure 18: Stakeholdermap. Sources can be found in the Appendix (Appendix: N)

Stakeholders

In figure 18 the complete
stakeholder map can be seen.
This might seem complex, but
that’s exactly what the situation
is. Stakeholders are written in
white, their interactions with
each otherin colour, and their
goalsin black. The companies
(Grey) want to develop
hydropower dams, Balkan

river defence (Green) wants to
prevent that from happening,
by activating and supporting the
local communities (Blue). For the
execution of their projects the
companies need three things. A
positive Environmental Impact
Assessment Study from the
environmental expert (Blue), A
building permit or concession
from the Government (Purple),
and for a bank (Red) to invest

in their project. They use a
combination of lobbying, bribing,
nepotism and threatening

to achieve these. Journalists
(Yellow) check if everything is
going the way it is supposed to,
which often is not the case.




THE MOST COMMON TYPES OF
CORRUPTION IN HYDROPOWER

DEVELOPMENT
Payment of bribes

For example: to win concession

Nepotism
Family and friends of politicians
winning tenders for concessions

Subsidies

Setting up schemes to favour
hydropower rather than other
renewables, so that domestic
construction companies can
benefit most.

Tender criteria
Drawing up tender criteria
that favour certain bidders. For
example: requiring a certain
amount of experience, which
only certain companies close to
the government have

Rule bending
Changing laws to fit specific
projects or types of projects

Environmental impact

assesment

They are not required at all, they
are approved by non-qualified
experts, or they are being bought.

Lack of monitoring
Unwillingness to push

fines in case of violations of
environmental or construction
conditions

22
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Croatia: The INA—MOL affair

A Croatian case is INA-MOL, in which the court convicted
then-Prime Minister Sanader for taking EUR 10 million
in bribes from the Hungarian oil company MOL, in order
to give MOL a dominant position in the Croatian oil
company, INA. The state prosecutor has also indicted
MOL group chairman Zsolt Hernadi, who has denied
wrongdoing; Hungary has refused extradition.

Montenegro : The KAP electricity
theft affair

Between March and May 2013 the Montenegrin
government allowed the Podgorica Aluminium
Factory (KAP) to steal power from the European
Energy Interconnection System after the Montenegrin
electricity company cut them off for non-payment. The
European Network of Transmission System Operators
for Electricity (ENTSOE) ordered Montenegro to return
the stolen electricity or risk being excluded from the
European network. The government agreed to do so, but
the cost is being passed to taxpayers through the state
budget and consumers through increased electricity
bills.
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Figure 18: Case studies of corruption and nepotism in the Balkan (Bankwatch, 2012)

Kosovo: The UNMIK/KEK affair

A German court convicted Jo Trutschler, manager

of the Kosovo Energy Corporation (KEK) on behalf of
UNMIK, of breach of trust and misusing an academic
title and sentenced him to three years in prison. From
2000—2002 it was discovered that he had acquired
about USD 4.3 million (then around EUR 3.7 million)
and transferred the sum to fake companies in Gibraltar.
UN investigators discovered that in

addition Trutschler had falsified his diploma and
claimed greater experience in management than he
really had. Most of the money was recovered.

Albania: The money laundering

investigation

The case of Argita Berisha is about the purchase

of land in Albania not long before the government
chose it as the site of an energy project, thus raising its
value; the buyer’s attorney was the daughter of then-
Prime Minister Sali Berisha, while the administrator of
the buyer’s local firms was the brother-in-law of then-
Minister of Transportation Lulzim Basha.
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To explain the complexity of

the culture of corruption and
nepotism, there are several
stories that should be told.
There are different stakeholders,
all with different motives,
knowledge and resources. To
recreate a complete view of the
system, all perspectives should
be represented in the game.

Method

Methodology is chosen with the
use of the Cookbook method
(Siriaraya et. al, 2018).

The characters are derived from
the stakeholder map, and their
stories from observations and
interviews with both experts
and locals (Appendix D and E).
Design for Emotion methodology
(Desmet, 2019) is used to
deepen the level of storytelling

(Appendix H). The separate
stories are combined into a
cohesive story with the use of the
Story Element Cards (Appendix
G).

These are not the whole stories,
these are an interpretation and
simplification, to make them
useable in game. Nevertheless
they are based on the truth.

A complete list of story elements
can be found in the Appendix
(Appendix Q)

Flgure 19: Collage of activities during field research in Romania: Cleanup,
Protesting, Talks with the local Mayor and Kayaking
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Local Community

The main protagonists of the
story. They struggle to put food
on the table, and are highly
dependent onjobs provided by
the government or companies.
The villages they lived in for
centuries are being flooded,
destroying the homes their
great-grandparents built, losing
their cultural heritage. They don’t
know what is about to happen,
and nobody is telling them.

If they get compensated, the
compensation is meagre.

27

Hydropower Company
The hydropower companies

are motivated by greed. They
always want more. They don’'t
care for anybody but themselves.
Together with the government,
they have been in power for
years, and are not planning to
lose it.

Balkan River Defence

The life of an activist is a struggle.
Balkan river defence is trying
their best, but often lack the
resources. The key of river
conservation is activating the
local communities to stand up for
themselves.




Environmental Expert
Part of the local community.
Often being put under

pressure to asses the impact of
hydropower developmentin a
way that benefits the hydropower
companies. They are dependent
on the money provided by these
companies, and risk losing
business or their job.

Investment Bank

The investment bank’s main
motivation is success. They want
to develop as many projects as
quickly as possible. In some cases
they simply don’t know about the
negative impact, in other cases
theyjust don't care.

Flgures 20 to 25: Story Stakeholders

Government

The government and the
companies are working together.
The government want what the
company wants, but they don't
want to do it too public. The
Covernment still need to make
sure he/she gets re-elected.

28



Environmental
Experts

Investment
Banks

Nepotism

Bribe Influence

Permit Support Invest Influence

Balkan
River
Defence

Hydropower Hydropower
Companies DET

Activate

Threaten Choose

Local

Communities

Flgure 26: Simplified stakeholdermap with a focus on interactions. The complete process
of stakeholdermap abstraction can be found in the Appendix (Appendix O)
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LOCAL
COMMUNITY

Struggle to survive

Feel the impact of the
hydropower dam

Being threatened
Being bribed by:
Hydropower company
(and Government)

Choose:
Government

HYDROPOWER
COMPANY

Build hydropower
dams

Nepotism with:
Government

Bribing and
Threatening:

Local community,
Balkan River Defence,
and Environmental
Expert

BALKAN RIVER
DEFENCE

Stop hydropower dams

Being threatened by:
Company (and
Covernment)

Activate:
Local communityand
environmental expert

Influence: /nvestment
banks

ENVIRONMENTAL
EXPERT

Struggle to survive

Feel the impact of the
hydropower dam

being Bribed or
Threatened by:
Company (and
Government)

Being activated by:
Balkan River Defence

INVESTMENT
BANK

Be successful
Invest in hydropower

being influenced by:
Balkan Rlver Defence

THE
GOVERNMENT

Shares goals with:
Hydropower company

Give permits for
hydropower

Chosen by:
Local community
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I'm doing Did you know Ah, shit! What We're developing My family needs Bullshit! They are Sounds like Hal thisis going Don't trust ‘m! lam going to get
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Construction Please stop! Ididit! Asuccesful Progress! I have failed I'm gettinga About that, You promised! | tried to
canstart! Thereis no Filled my and sustainable those poor jobatthe dam! we don't really warnyou..
back! pockets again investment souls need you after
all



Flgure 27: Storyboard of Gameplay. Character specific storyboards can be found in the appendix (Appendix M)
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They destroyed Letus helpyou! Theyare not That's the Let's vote someone Thisis not my Don't panic, Let's hope Ha did it again. Told you so.
ourvalley goingto get spirit! for mayor, who fault, 1did all | we'll make sure for a better Gotre-elected  Our father would
away with this looks after us could. Do not you win future have been proud
replace me!

Ready for Over my Never again' Could you asses I'm questioning You also Let me see You have my You two are Not again!
another dam? dead body the new location, your motives questioning what 1 can do permission to unbelievable! :
mr. Expert? this case full build another
of money? dam!

199
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MO

IGP
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MO

We going to I'min Lets rally NO MORE Ifyou're not Please! No! This doesrt There is nothing | dom'twant to I'm sorry but
obstruct this everyone, and DAMS! backing off, | can't feed my look like a to be worried be associated | can't tisk
decisionin show the world I'll beat you to children when I'm sustainable about with this this
every way! whatis happening shit ina hospital invesetrment
to me

1 OP
S

Yourvalley is Developing No way! There Not for you, I'm terribly sorry, You don't want Iwon't.I'm And you could Me! Ajob? This will not
beautiful! Whatif  tourism? Sounds is no money to atleast but | dort think to ruin this terribly sorry! work there Amazing! be the last
we could share that promising be made from you have the opportunity of it

with the rest of that required permits

the world?
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The game should definitely
include these story elements:

MENTS

The Hydropower Company has
the ability to bribe other players.

The hydropower Company and
Mayor are benefitting from
eachother.

Legislation is to be manipulated.

Rules are there to be interpreted
in whichever way benefits the
Mayor

The Hydropower Company
and Mayor have the ability to
threaten other players.

The Local Community does not
know what is happening, they are
being keptin the dark.

The Activist is powerless
without the support of the Local
Community

Only the Local Community needs
to live with the consequences of
hydropower development.



Picture 28; The local community of the Basca Mare valley. Photographed during field research in
Romania
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GAME
MECHANICS




Having defined the Story, the
next challenge is to find the right
set of game mechanics to tell this
story.

Method

The transfer effect, requirements
and vision are used as a starting
pointin the search for the right
game mechanics. The brainstorm
cards (appendix]) and existing
games (appendix L) provided
examples to begin experiment
with. By trial and error with
different prototypes and user
tests (appendix 1), a set of game
mechanics is chosen. With

the use of the story element
cards (appendix G) the game
mechanics were matched to the
story elements.

A complet list of story elements
matched with game mechanics
can be found in the appendix

(Appendix Q)

Figure 29: Story Element Cards in use, with game mechanics in pink.
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CHOOSING

A=t

£

Picture 30: trying out different game mechanics with every new prototype.

Picture 31: Writing messages, one of the core gameplay mechanics that

did not make it to the final version of the game.
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MECHANICS

The game is required to be
playable in the field, during

the Students for River Camp.
Therefore the choice is made to
develop a physical game. The
setting is the valley and the river,
and the core gameplay consist
of building a dam, or trying

to stop the dam from getting
built. This means, the playing
field is a classic board with a

top view river, and all required
objects are pawns. To tell the
story, it is chosen to re-enact it
by playing the game. To simulate
all stakeholders, the players get
to choose one of six different
characters, each with their own
win condition, set of rules and
appearance. These characters
compete or collaborate with each
other, in getting the resources

to construct a hydropower dam.
The consequences of building
adam are known to some, but
secret to others. Thereis a lot

of influencing, convincing,
threatening and bribing

involved. Different event cards
will generate opportunities
throughout the game,
encouraging a change in attitude
and tactics.

Choosing the right Game
mechanics is never a linear
process. Several prototypes were
developed and tested, to come
to this point (Appendix I). There
are too many choices and even
more arguments, and it is never
possible to explain everything.
Therefore, only the four game
defining core-mechanics will
be discussed in the following
chapters.
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Figure 31: The evolution from design goal and requirements, to game elements and mechanics
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Character

Win condition

Knowledge
of rules

Elections

Resource

Action

Local

Household

Vote

Protest

Activist

No dams

Yes

Protest

Biologist

Household

Vote

Environmental
Impact
Assesment
Study

Succesful
Investments

Investment

Household

Vote

Building
Permit

Family
(Nepotism)

Threaten
(Fines)

Money
(Jobs)

Company

Dams

Yes

Family
(Nepotism)

Threaten
(Violence)

Money
(Bribe)

Flgure 32: Game characters, their traits and resources.



Flgure 33: The protest event card, used by the activist and local to block
the building permit

RESOURCE
MANAGEMENT

To build a dam several resources
are necessary: A permit, study
and investment (Figure 34). The
permit can be granted by the
Mayor character, he study can be
granted by the Expert character,
and the investment can be
granted by the Bank character
(Figure 32). The resources are
located in the event card deck
(figure 33), and are gradually
available throughout the course
of the game. In which way the
characters need to be persuaded
to grand these resources, is up
to the Company character. The

Company is encouraged to use
a combination of threatening,
bribing and nepotism. The
resources are only valid when
signed with the players own
autograph, to make the players
feel personally responsible for
the impact of what their action
might cause.

The Activist can block the Mayor
giving a Permit, if they find a
local willing to protest with them
using the ‘Protest’ event card
(Figure 33).

Figure 34: A permit, study and investment

4.2
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DIFFERENCE
IN RULES

Picture 35: The different character- and rules cards.

Like the Balkan, is the world of
the Corruption Game explicitly
unfair. Besides different
resources, the characters also
have a different set of rules,

and different information is
available to them. To encourage
conflict even more, some rules
are contradicting. For example:
The rules of the company imply
an environmental study is not a
necessity, the rules of the activist
say itis crucial. When rules are
unclear, it is the Mayor, who has
the deciding vote. It is the Mayor
who is in charge of the valley,
and itis him/her who makes

the legislation. Multiple ‘rules’
are deliberately written in a way
that the can be interpreted in
different ways. Identically to the
real situation, the Locals lack any
form of information. They don't
know what is about to happen.
The only way to win the game as
an Activist, is to try and guide the
Locals, and activating them.




Flgure 36: The event deck

EVENT
CARDS

The stack of event cards guide the
player through the game. When
the first card is picked, the game
starts. When the stack is emptied,
the game is finished. Players

pick the cards with the colors
corresponding to their character.
There is, however, no time limit,
and when to pick a new card

4.4

is decided by the players (One
example of an unclear rule). The
player who picks the card, reads
the written text on the back, and
performs the possible action, if
he or she wants. Some cards need
to be played immediately, some
can be used whenever the player
deems necessary.

Flgure 37: Players reading the event cards
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Figure38: Memory cards, front- and backside

CHARACTER
ROLEPLAYING

Hydropower developmentin

the Balkan has a lot of different
stakeholders, with different
perspectives, and different stories
to tell. Because it is chosen to
re-enact this story, roleplaying is
implemented as a key mechanic
in the game. Roleplaying
however, requires a certain level
of characterimmersion from

the players. There are several
different techniques in the game
to help players in acting like their
characters. First of all, in the
introduction every character has
afew lines to read out loud. The
line of, for instance, the Activist

goes like this:

Say this:

1am the activist, | come
here to save this valley
from the destruction of
hydropower dams. We
need to protect the local
community, and the

wilderness.’

Do this:

‘Put two middle fingers in
the air, point them at the
company and scream no
more dams!’ (or something
similar)

Secondly, all the players who
got the Locals character, have to
write down a real (out of game)
memory of their own river, and
the reason that memory was so
special to them (figure 38). One
of the players drew a fish, for

instance, and wrote:

‘Catching my first fish, with
Grandpa’




Thirdly, several characters get
special props to wear, and use.
For the Company there is a grey
tie to wear, for the Bank a red
one. The Mayor has a black high
hat to wear. In the course of the
game the game leader can (if
the setting is right) provide the
Company with Rakija (Balkan
strong liquor) and cigars. He can
share these with whomever, as a
part of deal making.

In the Balkans two things
are crucial when you want
to make a deal: Eating
lamb and drinking the best
Rakija.’

Balkan student

Figure 39: Several props in use during deal making: The mayor’s high hat, the Company’s grey tie, Rakija and Cigars
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The corruption game consists of a
box with:

3 parts of the playing
board

A stack of event cards
9 household cards

6 character cards

6 rule cards

3dam pawns

3 house pawns
7.mansion pawn

1. eco-tourism pawn
20 euro bills

6 votes

Two pens

1 rulebook

And:

A high hat
Aredtie

Agreytie

Two cigars

Two shot glasses
Rakija, or Schnopps

The corruption game has four
stages: The introduction-,
playing-, evaluation-and
assignment stage. These stages
will be described in the following
chapters.

Flgure 40: The corruption game set
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Figure 41: Game set-up

The gameis being set up by the
game facilitator. There is room
for six players on each tables,
each with a different character.
Once all players are ready,

the instructions can be read
(Appendix P). These instructions
introduces the different
characters, and explain the most

Figure 42: Character-and Rule Cards

basic rules. Hereafter all player
can read their character card, and
their character rules, which are
already on the table. The game
starts when the first card is taken
from the event deck.




Figure 43: The corruption game in use

The players gradually go through
the stack of event cards (figure
36). This event deck consists of
several cards, with a set order,
each with a different effect on
the game. The player with the
color corresponding with the
card, reads italoud. Itis up to the
players if, and when, to use the
effect of these cards (Appendix
T). The Permits, studies and
Investments that are required

to build dams, can be found in

the event deck as well. When the
event deck is empty, the game

is finished. Players can evaluate
how many dams are build,

and count who got the most
points. Characters get points

for different achievements, the
player with the most points won
the game.

Figure 44 till 47: the process of building a hydropower dam in game. Once a Permit, Investment and Study are collected a dam is build. The
playing field is then flipped, revealing the consequences. A concrete dam pawn is then placed on the playing field.
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The game facilitator initiates
the group evaluation. Questions
asked to trigger player are:

ION

What happened?

What did you feel?

Who won the game, and why?
What surprised you the most?
Do you think it works like this in
real life?

Figure 48 and 49: Facilitating group evaluation



One of the cards in the deck is
the ‘eco-tourism’ card. This is the
alternative that Balkan River
Defense proposes to hydropower
development. Players are invited
to come up with their own
solution or alternative. They
cando thatin the form of an
event card. For the individual
assignment, empty cards are
provided, on which can be drawn
on the front, and written on

the back. Players are asked to

Figure 50: Ideas
generated by
participants of
the Students for
Rivers Camp

formulate and draw their ideas
in card-form and quickly present
these cards to each other. The
game facilitator could ask these
questions to trigger the players:

What character is it for?
What would be the effect?
Why would this work?
What would be the cost?
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The most important question is
still unanswered. Has the desired
transfer effect been acquired,
have the players learned
anything, and how was their
experience?. And what is the
future of the corruption game?

Method

The game is tested with the
target group. All tables are
observed, photographed and
filmed during gameplay, group
evaluation and the assignment.
Of some tables the audio is
recorded. Players are interviewed
afterwards (Appendix F)

The results of the individual
assignment are collected
(picture 50). Datais analysed
and conclusions are drawn. The
entire project is evaluated, and
recommendations are made.

Figure 51: The game being tested during the Students for Rivers Camp
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The final user test is executed
during the Students for River
Camp (July 2019) at Kamp
Koren in Slovenia. The 36
participants were both students
and lecturers, and played the
game in six separate groups

at the same time. Four game
facilitators walk around, answer
questions, and guide the

groups in the right direction:
Encouraging a combination of
bribing, nepotism, rule bending
and threatening. The game is
integrated in the Students for
River camp program, and is
followed up by a lecture about
corruption the next day (figure
52). Results from the individual
assignment given at the end of

the game are used as a possible
starting point for student
projects. During the students

for river projects, students
brainstormed about how science
could benefit river conservation.
Anideais generated, and
presented (figure 54).

Corruption game Students for River Camp program

Introduction Playing the Game

Assignment:

Group Evaluation .
P Creating own Cards

Lecture: Assignment:
Corruption in the Balkans Student project

Players sit down at the
table and choose their
character. They read the
provided document
together, explaining the
most important rules.

The game is played,
taking somewhere
around 2 - 2,5 hours.
The facilitator is around
to answer questions,
and guide the group.

The facilitator engages
the group in a short
evaluation session.
What did they
experience, and what
are their take-aways?

If you could make a

card from the deck
yourself, what would it
be like? All players make
their own card, and
show these to eachother.

The next day, a lecture is
given by Pippa Gallop,

a journalist from
Bankwatch. After
experiencing corruption
through the game, she
now explains the
participants more
in-depth information
regarding the corruptive
elements of hydropower
development

The students start to
brainstorm, about what
they would like to do for
their student project.
The created cards from
the game can be used
as a starting point in
idea generation

Figure 52: Overview of the game within the Students for River Camp program



Figure 53: One of the tables playing during the final user test, with
another group in the background

Figure 55: One of the lecturers, a professor in electrical engineering,
participating in the game, playing as the Company

Figure 54: One of the student showing their project. Winning one
of the grants provided by Riverwatch
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Figure 56: One of the players, playing as the Activist, is about to play
the protest card
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Method

Asimilar approach has been
used, as during the field research.
By joining all the activities of

the target group, a complete
immersion in the target group
was acquired. Even though
announced as one of the ‘River
Intellectuals’, | was just one of
the students participating in the
Students for Rivers Camp. To
generate the biggest quantity
and most valuable data, it is
therefore chosen, instead of a
number of set formal interviews,
to go for a multitude of informal
interviews. Conducted on several
occasions with both students,
activists and lecturers. Some
interviews are recorded on audio,
sometimes notes were taken.

To evaluate the different
assumptions, the desired transfer
effect and the requirements,
interviews are conducted before
partaking in the game, directly
afterwards and during the 5

days after participating in the
game. While playing the game
video and audio are recorded on
several tables, and observations
are noted. All data is analysed,
grouped and conclusion are
drawn.

Knowledge gap

The assumption has been made
that the target group has a
knowledge gap regarding the
cultural and political system of
hydropower development. The
students are indeed missing, to
various degrees, the knowledge
about the corruptive elements
regarding river conservation.
There is however a noticeable
difference between the students
from different cultures. For most
of the students from the Balkan,
corruption doesn’t come as a
surprise. Students from northern
European countries, have a lesser
knowledge of the culture of
corruption in general.

EVALUATION
USERTEST

Transfer effect
The desired transfer effect is
stated as:

An increased knowledge of
stakeholders and motives

An increased Knowledge
of corruptive elements of
the system

They players did show, to varying
degree, an attitudinal change
towards the system that drives
hydropower development. Every
student mentioned playing the
game was a valuable experience.
Most students said it was an
eye-opener. As expected the
transfer effect was much stronger
with non-Balkan students. Some
European students simply did
not believed that what they had
experienced was based on the
real situation.

The most noticeable, the
participants found, was the
involvement of politicians in
hydropower companies (or the
other way around), and how

the activist is highly dependant
on the local communities. This
effect, as well, was stronger with
European students, than with
Balkan students.

The game gave a first look into
aworld the student did not
understand, and sometimes

did not believe. The lecture that
was given the next day by Pippa
Gallop, was for many a necessary
confirmation about what they
had experienced earlier.

Several Lecturers that
participated in the game, made
references to it in the lectures
they gave after playing the game.




Figure 57,58,59: Participants of
the Students for River Camp

‘The lectures were
interesting, but this was
much more interactive and
a welcome change. And
fun’

‘When I'll be home, and people
will ask me about the camp,
the first thing I'm going to tell
them is playing the game’

‘When you are done, would
it be possible to send me

a set?| would love to play
this with my students back
home.
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‘Really, | can drink Rakija?
You really do start to
understand the Balkans.’

‘They locked me up, and |
couldn’t do anything. All
| wanted to do was stand
up and walk away.’

I know you are a nice girl,
but man, | really hated
you playing the game.’

Figure 60,61,62: Participants of
the Students for River Camp

1. The game should be

The game is highly engaging.
Participants were pointing,
shouting and laughing. They
were happy, proud, angry and
scared. Some sessions went
better than others. In some
cases players had problems with
characterimmersion. Possibly
due to lack of experience with
certain characters, a lack of
characterimmersive game
mechanics, or due to the more
introvert character of some
players.

2. The game should be playable

i the Field

The gameis playable almost
everywhere. All you need is

the cards, and six people. The
board and props deepen the
experience, but aren’t crucial for
the gameplay.




3. People from different

Cultures

Should be able to play

Thereis a language gap. The
written or spoken English is too
hard for some students. Students
from all cultures are able to

play, a mixed group of Balkan
and non-Balkan students is
desired. Students from relatively
‘corrupt’ cultures, were noticeably
more credible in playing as the
Company or Mayor, and more
openly corrupt than others. My
two favorite Mayors came, not
surprisingly, from south America
and the Balkans. It would be
interesting to test the game with
an all-Balkan, or all--Western-
European group, and analyze the
differences.

EVALUATION
REQUIREMENTS

4. The game should fit the

Allitude

and style of Balkan River Defence

It did. Balkan River Defence

and the River Intellectuals
initiative want to approach river
conservation in a different way.
The corruption game is one

of these ways, and currently
being used in practice and as
promotion on their social media.
The artwork, wood, concrete
and written text of the game fits
the rock ‘n roll, uncompromised
and self-made attitude of both
organisations (Appendix S and
U).

5. The game should

I ’
players to use their expertise
for river conservation

All students already wanted

to use their expertise in river
conservation, or they wouldn’t
have participated in the

Camp. The game did make a
small difference. For some it
brightened their activism, for
some it may have scared them

a little. The blanc cards worked
inidea generation, but lacked
structure and a clear assignment.
This might be due to the lack of a
private facilitator, and the chaos
of six groups playing at the same
time.

6.5

6. The game should evoke

0' 4

The game did evoke discussion.
But in some cases the discussion
was short and lacked depth. This
may be caused by a combination
of the tight schedule, the chaos
of six groups playing at the same
time, the sudden heavy rainfall,
and the lack of a private game
facilitator.
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The prototype is evaluated

as successful in achieving the
transfer effect. However, as an
educational tool the game has
the biggest effect combined with
factual knowledge. Combining
the game with a lecture of a
professional worked excellent.
The game is highly engaging, but
reliant on extravert theatrical
players to take their character

to a next level. The role of game
facilitator is crucial in guiding
the process, but there are no
guidelines.

The biggest validation of a
successful project, even though
the gameis still far from perfect,
is the fact that the game is being
played for educational purposes
on several occasions after the
students for river camp.

SION

y Balkan River Defence ses
N 20 augustus om 21:03 - @

Attention Devils Race kayakers! In a few days they will release water from
the Lipno Dam so we can race through the rapids below. But can you
imagine what this river looked like before the dam? Imagine all the rapids
lost and buried under the Lipno reservoir?! Imagine not having to wait for
someone to “turn the water on”? And imagine the decision making, politics
and debates that happen before a dam is built.

Join our Elli and Vera on THURSDAY EVENING at the campsite to explore
the interactions and transactions behind hydropower by playing the
Corruption Game. The game was developed by one of our
#RiverlIntellectuals and provides a fun and interactive way to understand the
behind the scenes interactions of dam construction. All you need is your
brain and some dark thoughts .

PS: Schnops included!

#devilsextremerace2019 #fightcorruption #nodams #seriousgame #keepriver
swild Free Rivers Fund

Vertaling bekijken

Figure 63: Social media post from the Balkan Rlver Defence organisation
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Guidelines Game
Facilitator

In some cases the discussion

was short and lacked depth. A
private and experienced game
facilitator has proven to be crucial
for a successful evaluation and
discussion. A game facilitating
guide or training should be
included in the game, in case

no experienced facilitator is
available.

Use of Language

The game should be playable for
people from different cultures
with different languages. The

use of the English language on
some elements of the game,

has proven to be too difficult for
several players. Some cards might
need to be rewritten. It should

be considered to translate the
game in Balkan languages. But
that might only be feasible if it

is going to be played multiple
times, with homogeneous groups
that speak the same language.

Inconsistencies

Any inconsistencies still leftin
visual artwork and the use of
language should be adjusted.
Some game elements might
be combined, or separated.
Gameplay could still be
smoothened.

Introduction of rules

and goals

Most rules, information and
goals of the different characters
are introduced in bulk at the
start. This has proven to be too
much to handle for most players,
resulting in a lot of confusion,
and a slower paced gameplay.
The possibility should be
considered, to implement some
of these rules, bits of information
and goals, throughout the course
of the game. For instance, as
event cards.

Group evaluation

It should be considered to
integrate group evaluation and
discussion as event cards. Giving
it more structure as well.

Card game

The game is quite large, heavy
and expensive. To make the
game more affordable, better
accessible, and easier to take

it with you, a smaller card
version could be developed. The
hydropower pawns however,
should always remain concrete.
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The aim from both me and the River
Intellectuals network, is to develop this
game further. Itis proposed to do another
iteration of the game, possibly in some
collaboration with Raccoon Serious
Games. There are plans to develop an
easier accessible card version, as well as
develop one of the previous prototypes
(prototype 4, Appendix X) into a more
informal version.

Figure 63: The corruption game
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Designing a game is embedded in the
assignment. As designer my choices what
product to develop, are therefore limited.
Nevertheless, it is usefull to ask the question:
Why should this problem be solved by making
a serious game?

Figure 64: User test in Romania



Motivations of the players are central to the story,
utilising interesting characters and reward loops
keep you pushing forward. Players will become
emotionally invested in seeing it through.

Serious games can be used multiple times,

for multiple applications. It can allow a player

to explore different paths and different
consequences, resulting in a well-rounded view of
a situation or problem

You can hear about it, read about it, but only once
you experience it, you can feel the effect. A game
can re-enact that real-life experience.

4

Serious games are great for taking a complex
topicand turning itinto a case study game, so that
learning can be accessed by a wider audience.

Experiencing the corruption of the Balkan first
hand, can be quite dangerous. A game is a safe
environment to practice and learn.

It works. Overall declarative knowledge is higher
for players taught with simulation games than a
comparison group (Ely and Sitzmann, 2010).
Being indulged in a fictional story world can
enhance prosocial skills resulting in an increase in
altruistic behaviour (Johnson, 2012) or change in
peoples beliefs (Appel and Richter, 2007)
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TION

Before answering the question: Why a game? First one
should ask the question: What is a game? By combining
existing statements, A personal definition fora ‘game’is
generated.

A gameis:
A fun, voluntary and fictitious activity with a structure and rules,
where players interact and compete in achieving goals,

and somebody wins.
Roger Caillois Greg Costikyan Kevin J. Maroney
Chris Crawford Clark C. Abt Bernard Suits

Katie Salen and Eric Zimmerman Elliot Avedon and Brian Sutton-Smith Jane McGonigal
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Fun
Entertainment
Non-productive

Time and place N
Specific rules

Tokens
Governed by rules
Defined by rules
Decision makers Procedure and rules
Participants Rules

Players

Opposition between forces
Attack Competitor
Interactive Conflict

Art Activity Voluntary

Voluntary participation

Fictitious
Structure
Artificial
Limiting context
Control systems
System Objectives
Feedback system Goals

Specific state of affairs

Uncertain outcome

Quantifiable outcome Manage resources

Disequilibrial outcome Decisions

Figure 65: Analysis defenition game
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S OF
IATION

To determine the target group characteristics 38 letters of motivation,
sent by the participants of the summer camp are thoroughly analysed.
Characteristics are highlighted, and clustered into 8 groups. Also
mentions of cultural differences and forms of corruption are noted, as
validation of the necessity for the desired transfer effect.
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Figure 66,67,68: Analysis letters of motivation




Idealistic'

‘I think that everyone
should contribute in
making a change, in a
way that he can’

7

‘Civil disobedience is one
complementary strategy
to accelerate a system
change’

W V/SOSS VY \_J/

‘I plan to do a radio
broadcast about the
situation of the Balkan
rivers, and | will write an
article about the river
protection for the next
issue of the magazine
Bergauf’

All participants have sent application
letters and videos, and are willing
to contribute time, expertise and
money. This strongly suggest that

the participants are intrinsically
motivated an passionate.

Motivated



a thirst for

‘My goal now is to build
up a proper foundation

of knowledge in this
field’

‘I love to meet and
connect with people
especially when we share
a passion for freshwater
science and nature
protection’

with like-minded people

connection to

‘My education has taught
me to continuously
search the most
harmonic behaviour with
natures way’

Many participants enjoy outdoor
activities such as: Guiding, canoeing,
biking, scouting, hiking, climbing,
fishing and kayaking

a love for

activity
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Field research is done during the Balkan River Tour
4 in Romania. A week of small informal interviews
is conducted with participants and experts, both
from the Balkan and the rest of Europe. The gathered
datais analysed, and formed the base of this
project. Experts were all from the Balkan, and could
tell different perspectives on both Hydropower
Development, and Balkan River Defence as an
organisation. Thereby contributing in defining the
problem (Chapter X), and formulating the desired
story (Chapter X). Interviewing participants set the
expectations of the target group (Chapter X).

73

Figures 69 till 72: Interviewed experts

Catalin Campeanu - Local entrepeneur
and river defender

Pippa Gallop - Bankwatch Rok Rozman - Balkan River Defence



Figure 73: Interviewed participants of Balkan River Tour 4 in Romania
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VATIONS
NIA

Observations on the organisation, the target group and the Balkan
culture are made during the Balkan River Tour in Romania. To

get the best understanding of situation, a Deep dive approach is
chosen. Meaning a complete immersion in the organisation, by
joining all activities during the event. This included a clean up in

a Romanian village, meetings with local mayors, visits to the local
school, protesting at building sites, and of course: paddling.

Figure 74: Collage Activities



IEWS
NIA

A series of small informal and continuous interviews are
conducted with all the participants of the Students for River
Camp. Participants Datais captured on audio, and notes are
taken. Overall experience is defined, and Transfer effect was
measured.

Figure 73: Interviewed participants of the Students for Rivers Camp in Slovenia 76



ELEMENT

The problem and its stakeholders are vast and and executed, with the goal to generate a the most feasible story is created, and the
complex. One of the biggest difficulties lies complete but flexible overview. Important narrative is chosen.

in choosing and describing what story to tell. story elements are subtracted from literature,

Existing design methodology was ineffective interviews and observations, and printed in

in this choice. A new method was developed card form. With the use of the right elements

77 Figure 77: Creating story and narrative with the cards Figure 78: Story Element Cards



David vs. Goliath

Rooting for the underdog

S I
/

D)

Loss of

Habitat

and that this is permanent

X0
S

Loss of
Biodiversity

and that this is permanent
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473
Size

What is the difference between
big and small dams

(v
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L @ -
Corruption

The feeling of unfairness
and injustice

Duality of locals

Progress or Habitat

T
QY

Duality of the EU

Green energy or Biodiversity

)
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L @ o)
Corruption

Environmental
Impact Assesment

Alternatives

Solar, wind or biomass

)

=
History

The turbulent past of
the peninsula

Freedom of speech

Critique has consequences
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Corruption

Permits

J

Figure 79: Selection of Story Element Cards
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THE SCOPE

River stretches.

No-go

Eco-tourism

C
JI\V
==
3
=

54
)

J
|
——

Figure 81: Story Element Cards in use

Figure 80: Story elements that remained outside the scope
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BRIBING

NEPOTISM

|

INVESTIGATE

\ (IARACIER / | |

Wq— s
‘ Media \

Figure 82: Created narrative with the Story Element Cards
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Once the story and narrative is defined, game
mechanics can be chosen. Post its are placed
linking story elements to game mechanics. Game
mechanics are tested in different prototypes
(Appendix X), evaluated and adjusted accordingly.

1
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Russia
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- National parks
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L
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Habitat

of the animals
P————

Figure 84: Story elements that were outside the scope, but
might still be incorporated in the game

81 Figure 83: Combining game elements with game mechanics



Figure 85: Chosen mechanics that fit the story and narrative




Story is emotion. To create an engaging
experience for all characters, a wide
variety of emotional states are

crucial. To deepen storytelling and
make characters feel the impact of
their decisions, it is chosen to use a
combination of design for emotion
methodology. With the use of emotion
capture cards (Desmet, XX), interviews

FOR

ON

(Appendix X) were analyzed, and
emotions extracted. These emotions
are combined with the Story Element
Cards (Appendix X). A story and
emotion blueprint s created for the
each character. Afterwards, possible
game mechanics are added with purple
post-it;s.

Figure 86 and 87: Emotion Capture Cards in use
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Figure 88,89,90: Examples of Character Emotion blueprints
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This report might suggest otherwise, but
designing a game has never been a linear
process. Most design related decision
are made by research through design.

RCH
GH DESIGN

Trying, failing, adjusting and trying again.
The final game is the end result of many
prototypes that are tested and evaluated,
and adjusted. Adjustments are made in

between prototypes or testing sessions, or
even during gameplay.

Figure 91: Combined analysis of different prototypes



IMPLEMENTED CHANGES IMPLEMENTED CHANGES

- Open world - Hidden characters - Players stay awake - Money
- more players (24) - Government title - Open characters -Round indication
- More Characters (6) - Players go asleep - Hidden objectives
-different characteristics - Hidden messages - Friendlier names
- More Resources (4) -Teams -Turn-based
Prototype 1 Prototype 2 Prototype 3.1 Prototype 3.2 Prototype 4

2 - ° 1212
e R , ® 2222
o

o o
22 2222222122
2 222 22 O
START \_/4 \_/4
~Board, cards and dice IMPLEMENTED CHANGES IMPLEMENTED CHANGES
- Map with river, different biomes
- Two players -Boardgame - Players stay awake - more players (8) - No messages
- Two characters - less players (6) - Government token -Open world -10n1conversations
- Competition - Hidden characters - Prison - Central board - More freedom
- Building - Open objectives - Removed resource (Work) -Hidden characters - Time constrains
- Resource management -Game leader - Elections - Open objectives - Changed Journalist

Figure 92: Overview of prototypes and implemented changes 86
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L

Initially designed to simulate the building
process, Prototype one is a two-player resource
management building game. Resources could be
acquired by rolling the dice, each throw allows
you to manipulate something on the field. The
prototype lacked, story, depth and interaction
and was quickly discarded. Government, Expert
and Bank (Formerly Investor) characters are used
for the first time, although incorporated as game
mechanics.

Figure 93: Playing field Prototype 1



Figure 94: Prototype 1

Figure 95: Analyisis Prototype 1
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To encourage interaction, and simulating the decision making
process, prototype two is incorporates elements of the murder
game and the werewolves of millers hollow. In between 10 and 24
players get a assigned a secret character, with different traits and
objectives. All players can write hidden messages to one another.
The prototype is tested, with fewer people, but already proved

to be quite chaotic. Interactions between players, and messages
send, show elements of the desired story and transfer effect.

22212

22 2222222122
X 222 212

Figure 96: Overview Prototype 2

Figure 97: Prototype 2

Figure 98: Analyisis User test Prototype 2



Figure 99: User test Prototype 2

CHARACTER

Figure 100: Messages Prototype 2
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TYPE
.ONE

Based on the previous prototype, but redesigned to avoid
chaos. Completely written rules and guidelines proved

to be effectful. The number of players are decreased as
well. New gameplay mechanics include: Players going
‘asleep’ every round, characters waking to perform their
actions, as well as electing a mayor. Writing hidden
messages proved to slow the game down significantly.
But the messages written showed the desired corruptive
elements.

Figure101: Overview Prototype 3.1

Figure 102: Prototype 3.1

Figure 103: Analyisis User test Prototype 3



Figure 104: User test Prototype 3.1

‘ CHARACTER

Figure 105: Messages Prototype 3.1
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TYPE
.TWO

Played at the Balkan River Tour 4 in Romania with
participants, mostly kayakers, of that week. Small changes
were made. Introduction of a turn based system, instead
of falling asleep’. Indication of what round, and game
progress is added. Characters are known to other players,
but objectives are secret. Character names are changed
from scientific to more personal, easier and friendlier
names. Investor became Bank, Local community became
Local, etc. Writing messages slowed the game down,
again. Open characters provided a better opportunity for Figure 107: Prototype 3.2
role playing and characterimmersion, and thereby a more
experience-oriented gameplay.

Figure 106: Overview Prototype 3.2 Figure 108: Analyisis User test Prototype 3
93



Prisoner

kL

Figure 109:
Collage
User test

Prototype 3.2
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Played at the Balkan River Tour 4 as well. Later renamed
as the ‘party version’. Completely open world, ata
campfire setting. Set times for all players to meet again,
free time in between. Character immersion was superb.
Players came up with their own narrative, were heavily
involved and emotional. Too chaotic for a more formal
setting, although several aspects are integrated in the
final version (Break cards, Rakija, Character props). This
version might be further developed in a more informal
educational tool for future Balkan River Tours (or similar
events).

Figure 110: Overview Prototype 4

Figure 111: Prototype 4

Figure 112: Analyisis User test Prototype 4



Figure113:
Collage
User test
Prototype 4
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STORM

Tic, Tac, Toe

The brainstorm cards are recreated from the cards used during Boter kaas en eieren

an &RAN] workshop. The cards show various element of different
well known games. The cards are used in several brainstorm
sessions, in some cases in combination with the prototypes for
brainstorm (Appendix X).

- Paper and pencil

- Making a row

- Mark, taking turns
- Tactics

o Figure 114: Close-up brainstormcard



Combined with:

Tic, Tac, Toe
Boter, kaas en ejeren

- Paper and pencil
-Making a row

- Mark, taking turns
- Tactics

Combined with:

- Colored pegs, Codes

- Code-breaking

- Deduction

- Secrets, Strategy, Tension

Combined with:

Football match
Voetbalwedstrijd

- Players, Ball, Field

-Score, Win

- Pass, Shoot, Defend

- Tactical, Technique,
Speed, Team effort

Combined with:

- Numbers, letters, cards
-Winning prizes

- Draw machine
-Chance

Combined with:

The game of life
Levensweg

- Boardgame, currency,
spinning wheel

- Accumulate wealth

- Spinning the wheel,
Drawing cards

- Luck, Simulation

Combined with:

-Turning wheel

-Group activity

- Word matching

-Word game, Competition

Combined with:

Game of the Coose
Ganzenbord
Y

- Board game, squares, dice
- First to finish

- Throw the dice and move
-Random chance

Combined with:

Relay race
Estafette

- Baton, Taking turns
- Running, Hand off
- Team effort, Speed

Combined with:

Battleships
Zeeslag

-Crid, Pins, Ships

- Destroy ships

- Hit, Miss

- Tactics, Guessing, Bluffing

Combined with:

- Cards, Chips
- Abetter hand
- Combinations, Bluffing

Combined with: Combined with:

Stratego Checkers
Dammen

- Board game, Ranks -Boardgame, Pieces
- Capture the flag -Outmaneuver, Block
- Explore, Attack, Defend -Taking turns, Kings

- Tensity, Random chance - Strategy, Tactics, Memory - Strategy, Tactics

Combined with:

Combined with: Combined with:

Clash of Clans Mahjong Werewolves
Weerwolven van Wakkerdam

&Y

- Multiplayer, Community, -Tiles, Dice, Counting cards -Cards, Roles, Storyteller

Virtual, Currencies
- Strongest community
- Build, Develop, Attack,
Cooperate
- Strategy, Tactics, Social

Combined with:

- Picture, Words
-Work out the answer
-Riddle

- Language, Puzzle

- Make combinations - Elimination
- Build, Claim, Draw - Special action, Voting,
- Observation, Strategy, Deliberation
Chance - Bluffing, Deduction,
Tensity

Combined with: Combined with:

Tikkertje

- Balls, Berries, Lures, Eggs -Group activity
- Catch‘mall - Counting everyone out
- Walking, Catching, - Pass on, Running,
Develop, Battle Safe zones
- Tactics -Observation, Speed,
Tensity

Figure 115: Selection of brainstormcards
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TYPING

Brainstorming, both with and without the brainstorm

cards, proved to be insufficient in idea generation. A set of
brainstorming tools specific for game design was developed and
used. Prototype 0.1 was paper with different geometrical shapes
that are regularly used in game design, and could be drawn on.
Prototype 0.2 was a set black tiles and white pawns that could be
drawn on and experimented with. Players could make up their
rules, the effect of their pawns, and position of their tiles, while
playing. Creating a dynamic environment for a brainstorm in
gamification. Prototype 0.3 merely incorporated curved rivers on
the tiles.

99

AINSTORM

Prototype 0.1

Prototype 0.2 Prototype 0.3

Figure 116: Overview brainstorm prototypes



Figure 117: brainstorm prototypes 0.2 and 0.3 Figure 118: brainstorm prototypes in use
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NG

Several existing games have been tested, analyzed
and used as inspiration for the different game
mechanics that have been chosen in the game. The
mostimportant were: The resource management,
and top view playing field of Catan. The characters
and elections from the Werewolves of Millers
hollow. And lastly, the open world, and dilemma
cards from Terra Nova.

ST

Figure 119: Catan
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Figure 120: Werewolves of Millers Hollow Figure 121: Terra Nova
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The complete storyboard
(Chapter X) is derived from

the Character storyboards
(figure X till X). The character
storyboards are directly derived
from the Story (Chapter X)

and inspired by Interviews,
Observations and Literature.
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BOARD
CTERS

Don't tell me what
to do with my valley

More! | want
more money.

Your disgusting,
your greed is killing
this valley

| hope we can stop
the hydropower dams

Don't tell me what

More!| t
ore! | wan to do with my valley

maore money.

,\
3OO

Your disgusting,
your greed is killing
this valley

I hope we can stop
the hydropower dams

My hydropower dam

This valley i<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>