
GAIA 
ASSEMBLY OF THE NATIONS 

 

Gamemaster's Manual 
 

 

Gaia ð Assembly of the Nations is an educational role-playing game 

that deals with human rights, diversity, decision making, influencing, 

environment, peace, equality and development. The game works as a 

method for global and democracy education and it has been developed 

during the European Youth Campaign òAll Different All Equaló in 

Finland, run by the Finnish Youth Co-operation Allianssi. The aim of 

the game is to prevent the complete destruction of the imaginary planet 

Gaia by forging common decisions that could improve the situation in 

the Assembly of the Nations.  

The game demands cooperation, a will to compromise 

and courage to make difficult decisions.  
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Gaia ð Assembly of the Nations Role Playing Game has been developed in co-operation with the 
Finnish Youth Co-operation Allianssi, the Helsinki City Youth Department, the European 

Confederation of Youth Clubs (ECYC) and the Finnish UN Association during 2006-2008. The 
manual is based on role-playing game òProject Earthó funded by the NORDBUK - Nordic Children's 

and Youth Committee. The game was developed by Rosa Puhakainen-Mattila (Finnish UN 
Association), Annina Hirvonen (ECYC), Mirella Huttunen (Finnish Youth Co-operation Allianssi), 
Anne Laine, Sini Perho, Anna-Maria Kienänen, Ulla Kajaluoto (Helsinki Youth Services) and Asta 

Rentola (Finnish Youth Co-operation Allianssi), Elina Lauttamäki and Riikka Jalonen. 
 

© 2008 Finnish Youth Co-operation Allianssi 

 
The role playing game is downloadable free of charge at www.keks.fi. 

 

 

http://www.keks.fi/
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A good facilitator should think of the 
following things before the game starts: 

 

 

 What is your aim to play Gaia ð The Assembly of the Nations with your group? What 

are the themes you would like to bring into discussion by playing this game? 

 Learn the content and the flow of the game well beforehand so you can answer even the 

trickiest questions.  

 Keep the instructions simple and clear. Tell only the necessary information at a time, 

donõt overload the players with too many details at once.  

 Familiarise yourself with the themes addressed in the game. This could include e.g. the 

UN declaration of Human Rights. 

 Focus on the players and not to yourself.  

 BE PREPARED to meet difficult and challenging players ð the whole idea of the game 

is to raise questions and challenge peopleõs way of thinking!  

 Everyone is not as comfortable with role playing as other so accept different kinds of 

learners and their learning styles.  

 Be flexible enough ð give the players time to discuss but keep the control of the group 

and keep the timetable together.  

 Show up to the game venue on time and familiarise yourself with the venue.  

 Make sure that you know where to find the necessary materials and that you have all 

the possible equipment with you that you need during the game.  

 Make sure that the game venue is accessible and that the playersõ possible special needs 

are also catered.  

 The facilitator should have a good understanding of what is happening in the group and 

in the game: encourage the shy or silent players to come along, as questions that are 

challenging enough (instead of providing the players with ready-made answers) and 

walk the talk ð you must show the example by your own actions! 

 A good game leader is fully in her/his role ð this will help the players to get into 

character and stay in character throughout the game! 

 Turn frustration and anxiety into a possibility. Getting a player frustrated or anxious 

means that something has moved in their minds! 

 Be attentive towards the game and listen and observe what are the things that come up 

during the game. Note these issues down and bring them up in the debriefing.  
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INSTRUCTIONS 
Game Instructions 
 

PLAYERS max. 35 persons, min 15 persons; 13 + years old 

GAMEMASTERS min 2.pers. (Gamemaster/Secretary of the Assembly of the Nations and 
Gamemaster/ President of the Assembly of the Nations). There can be several secretaries in 

the Assembly if there are more than two Gamemasters.  

TIME about 3 hours + preparations in the beginning and cleaning up after the game.  

SPACE Any big room (e.g. classroom) in which the players fit sitting at five separate table 
groups.  
 

 
 

 
 

 
 
 

 
 

 
 

 
 
 

 
 

 
 

 
 
 

 
 

 
 

 

The desk of the President and the 
Secretary of the Assembly  

President  

Secretary  

PAXIANS 

REGELIANS NOBLIANS 
MONESTERIANS 

MAKTIANS 

SCORE BOARD 
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OPENING  
The role-playing game takes place on the imaginary planet Gaia that resembles the planet 
Earth. Gaia is the parallel reality of the Earth ð the nature; the people and the current situation 

on Earth are nearly identical on Gaia. However, the situation in Gaia has reached a critical 
point and the planet is headed for the biggest catastrophe possible.   

 

THE AIMS AND OBJECTIVE S OF THE GAME  
All the five nations living on the planet Gaia have been summoned to a crisis meeting of the 
Assembly of the Nations in order to halt the destruction of the planet. The mission of the 

Assembly is to create a consensus among the five nations based on one or several Action 
Proposals in order to steer the situation on the planet towards a better course. 

 
All the five different nations living on Gaia have been summoned to the Assembly. Each 
nation presents an Action Proposal detailing how to solve the crisis situation. Each nation 

lobbies its Action Proposal passionately in order to have it accepted. Each Action Proposal is 
voted upon and all Action Proposals that receive a majority of YES-votes are implemented 

immediately.  

 

 

Preparing for the game and necessary equipment  
 

In the meeting room:  
- 1 table for each group (nation); in total 5 and a chair for each player 

- Chairs and a table for the President and the Secretary of the Assembly 

- Five chairs for the Round of Negotiations 

- Drinking glasses and water/soft drinks  

- Fruit and other snacks 

- CD player 

- Scoreboard, e.g. on a flipchart or attached to the wall 

- Safe Zone (a restricted area in the room) 

- A clock and a gong/whistle/gavel for drawing the participantsõ attention and for 
concluding the voting. 

 

On each table:  
- 2 Envelopes: Nationsõ letters (envelope 1) and Action Proposals (envelope 2) 

- A copy of the Scoreboard 

- Pens and paper 

- Accessories to help identify each nation (e.g. badges, pieces of cloth of different colours, 

etc.) 

- Registration form  

- Black and white voting cards (one for each player). 

 

Other equipment needed in the game:  
- Tickets for each player for the Paralleia 5000 transition capsule (incl. name, status and 

nation of the character) + tape or safety pins that the players can use for attaching their 
name card to their clothes.  
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- Instructions for the Gamemasters (incl. timetable, introduction to the game, 

instructions for the warm-up, imaginary trips, questions for debriefing). 

- Instructions for the Secretary of the Assembly (incl. Scoreboard, description of the 
impact of each Action Proposal). 

- Instructions for the President of the Assembly (incl. description of the impact of each 
Action Proposal, timetable, rules of the game). 

 
 

Gaia ɀ Assembly of the Nations role playing game in a 
nutshell 

 

 

The timetable is explained in detail in the Instructions for Gamemasters and the 

Instructions fo r the President of the Assembly. The Gamemasters facilitate the Opening of 

the game (I) and the Debriefing (III). During the role playing game one of the Gamemasters 
takes the role of the President of the Assembly of the Nations, while the other one becomes the 

Secretary of the Assembly of the Nations.  

 

 

I Opening 00.00-00.50      
1. WARM UP 00.00-00.10        
2. GAIA - ASSEMBLY OF THE NATIONS AS A METHOD 00.10-00.15  

3. THE AIM OF THE ROLE PLAYING GAME AND LOBBYING 00.15-00.20 
4. PREPARING FOR THE ASSEMBLY 00.20 -00.40    

5. CHARACHTER CREATION AND THE IMAGINARY TRIP TO GAIA 00.40-00.50 
     

II Game 05.00-02.25      
1. ARRIVAL ON GAIA AND PREPARATORY WORK  00.50-01.00 
2. THE ASSEMBLY OF THE NATIONS COMMENCES 01.00 -01.05 

3. THE SCOREBOARD AND THE SECRETARY OF THE ASSEMBLY OF THE 
NATIONS 01.05-01.10 

4. DRAWING UP THE ACTION PROPOSALS AND A LOBBYING STRATEGY 01.10 -
01.20 
5.  LOBBYING AND SNACKS 01.20 -01.40 

6. ROUND OF N EGOTIATIONS AND VOTING 01.40 -02.25 

7. ADJOURNING THE ASSEMBLY OF THE NATIONS 00.25  

 
III Debreafing 00.25 -03.00     
1. THE IMAGINARY TRIP FROM GAIA TO EARTH AND "SHAKING OFF" THE 

ROLE 02.25-02.30 
2. DEBREAFING 02.30 -03.00      

3. THE END OF THE GAME 03.00    
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I OPENING 00.00-00.50 

1. WARM UP 00.00-00.10 See more tips for warming up attachment 6. 

 

Itõs good to start the role playing game with some warm-up exercises and with a short, 

improvisation -based drama session. This will help the participants warm up for the role 

playing game and to tune in to the right òfrequencyó. Here are brief instructions for a short 
warm-up session. 
 

Before you start the warm-up session with the group everyone should introduce themselves 

to each other. Itõs good to know who youõre playing with! This is especially important when 
the players donõt know each other from before. If the players already know each other, itõs 

good to have a chat in the beginning during which the players can tell about their previous 
experiences with role playing game or acting/theatre.  

 
Here are some questions you can ask the group:  

- How many of you have participated in a role playing game before? 

- How many of you have participated in a LARP (=live action role playing game)? 

- How many of you have done any theatre or improvisation before?  
 

 

1. Warm-up  ð The Viking Game  
 
Everyone stands in a circle. The facilitator starts by òthrowingó a Viking greeting to somebody 

across the circle. The greeting is "thrown" by putting your hands together over your head and 
making throwing motion with your hands together and shouting a loud Viking roar (like the 

sound Venus Williams or John McEnroes make when they hit the tennis ball). The louder the 
better!  Make sure to have good eye contact with the person you are throwing the greeting to. 
That person must then "catch" the greeting by putting their hands together and raising them 

over their head (the reverse action of throwing the greeting), they should also roar. The people 
standing on each side of the person "catching" the greeting make a simulated karate chop 

motion on the stomach of the catcher.  The catcher then throws the greeting to a new person. 
 

 

2. Warm-up  ð The Magic Wand 
 

The players move freely in the room. One of the players is carrying an imaginary magic wand 

which will enable him/her to make the others do what s/he wants. When the wand carrier 
shouts òblingó, everyone must follow the instructions (e.g. òjump like a frogó). After one 
instruction the wand is passed to another player, who gives out the next set of instructions.  

You can also use the wand exercise to stir up a discussion in the group or make people act 
some characters already. Here are a few examples:  

- You are yourself at the age of 5 

- You are your elementary school teacher 

- You are your neighbour 

- Chose a pair and argue that rye bread is better than white bread 
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Gaia - Assembly of the Nations role game 
Gaia ð Assembly of the Nations is a role playing game which deals with the problems of the 

imaginary planet Gaia that exists in a parallel universe. The problems on Gaia are nearly 

identical to the problems on planet Earth. The participants take up player characters as 
delegates to the Assembly of the Nations and their task is to save Gaia from destruction. The 

players draw up Action Proposals for the future of the planet. Their aim is to bring about 

positive change in the situation of the planet - depicted as positive progress on the 
Scoreboard. 

 

Off-game 
During the game, players cease being 

themselves and everyone creates a character. 
Everyone, including the Gamemasters should 

stick to their roles.  However, if something 
happens (e.g. a player twists an ankle) and the 
game needs to be halted, this can be indicated 

by saying òoff-gameó. This allows the rest of 
the players to understand that itõs a comment 

outside the game. The best way to do this is to 
direct the òoff-gameó signs to the 

Gamemasters in order not to disturb the rest of 
the players. 

Safe Zone 
A restricted area outside the game area, where 

the players can go to rest if the game/role 
starts feeling oppressive. When the Secretary 

of the Assembly (=one of the Gamemasters) 
sees a player going to the safe zone, it is 

his/her task to leave their post in the game 

and talk to the person in the Safe Zone. The 
Safe Zone is a safe place to talk about oneõs 

feelings to the Gamemaster and calm down, 
until one feels like continuing with the game. 

However, talking about the content of the 
game (e.g. speculating who is voting what etc) 

is not allowed in the Safe Zone. 
 

- Chose a pair and justify to your pair why it is important, that states have a justice 

system 

- Take a pair and justify to your pair why a multi-party system defends democracy better 
than a one-party system 

 
 

 

2. GAIA - ASSEMBLY OF THE NATIONS AS A METHOD 00.10-
00.15 

 

Explain to the players what the Assembly of the Nations role playing game is. The 
participants of the Assembly of the Nations are the President of the Assembly of the Nations, 
the Secretary of the Assembly of the Nations and the delegates of the Assembly of the Nations 

(=players). The players are divided into five different groups, or ònationsó, and they will stay 

in these groups throughout the game. The nations represent the five nations of Gaia.  

 

Explain the concepts òOff-gameó and Safe Zone and go through the schedule of the role 
playing game (snacks and adjourning, debriefing). Explain briefly what the Scoreboard is and 
what playing a player character means.  
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Player Character 
Each of the participants receives a role card 

with her/his player character name and 
nation. With the assistance of the 

Gamemaster, each of the participants creates a 

player character for her/himself. Through the 

player character the participant is able to 

take part in the Assembly of the Nations and 

represent views that s/he would otherwise 

not represent. After the game is over, the role 
is òshaken offó and the participants become 

themselves once again. 
 

Lobbying 
The playersõ task is to improve the 
situation on Gaia by the means of 

democratic decision-making. In order 
to improve the situation, the players 

create Action Proposals in their 
groups. The players must lobby 

members of the other groups and 

òselló their Action Proposal to the 
others. 

 

Scoreboard 

The Scoreboard depicts the situation on Gaia in real time. At the outset of the game the 
situation in all six columns (each representing a certain theme) is at level four (of 

altogether 7 levels). Without an Assembly of Nations the situation would rapidly 
deteriorate to the lowest level (level 1). The participants aim to improve the situation on 

Gaia via the Action Proposals they present. Improvement is showed as positive 
advancement in each column of the Scoreboard - towards the ideal level 7. 

 

 

3. THE AIM OF THE ROLE PLAYING GAME AND LOBBYING 

00.15-00.20 

 

AIM  
In order to avoid the destruction of Gaia, all the 

nations on the planet have been summoned to a crisis 
meeting. The aim of the meeting is to find a 

consensus among the nations over one or several 
Action Proposal that would improve the situation of 

the planet.  
 

DEMONSTRATE LOBBYING  
One of the Gamemasters demonstrates the meaning 
of the concept "lobbying" by arguing in favour of the 
role playing game Gaia - Assembly of the nations and 

trying to convince others to join in. Why is the game 
so good that others should join it?  
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Paralleia 5000 
The transition capsule Paralleia 5000 is 

used for moving between the Earth and 
the imaginary planet Gaia. You can 

build the capsule out of chairs and 
sheets, if you like. You can move into 

the capsule by e.g. switching off the 
lights and/or closing oneõs eyes or 

lying on the floor. 

 
 
 

Role sign 
When the players are on Gaia, they can 

wear accessories that identify them as 
members of their group. These can be e.g. 

pieces of cloth, face paint, different clothes 
etc. It is also important that the 

Gamemasters dress up for their role, with 
e.g. a scarf or a hat.

 

 

ASK LEADING QUESTIONS FROM THE PLAYERS  
What global problems are there? Which global issues are present in the media? What issues on 
Earth worry the players? If possible, draw links between the things that the participants say and 

the situations outlined in the Scoreboard. 

 
 
4. PREPARING FOR THE ASSEMBLY 00.20-00.40 

Divide the players into five different groups. Ask each group to open envelope no 1 

(attachment n:o 2) and read it together with the members of their group.   
 
Give each player a role card (attachment n:o 1) which works simultaneously as a ticket to the 

Paralleia 5000-transition capsule. Tell the players to introduce their player characters to the 
other members of their groups.  

5. CHARACHTER CREATION AND THE IMAGINARY TRIP TO 
GAIA 00.40-00.50 

Character creation 

Dim the lights. You can play some slow and calm music in the background. Ask the players to 

sit down freely in the room, but not in a circle. The players should have read the description of 

their player character on the ticket as well as the description of their nation. Read the 

instructions slowly in order to give time for the participantsõ imagination. Ask the players to 
close their eyes. Tell them that the idea of the role card is to give them an idea or a sort of 

framework about their player character, which each participant then creates for her/himself. 
Ask the participants to think about the player character they were given and read the following 
slowly and calmly:  
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Role-forming Exercise 
Each player receives a ticket for the transition capsule. Each playerõs 

individual role card is on the reverse side of the ticket. The role card 
indicates each participant's player character complete with a name, 

status and the nation of Gaia the player belongs to. Each player creates 
his own player character with the help of the Gamemaster. The 

Gamemaster will lead the role-forming exercise (see Gamemasterõs 

instructions). In her/his player character the participant can attend the 
Assembly and represent views that she/he would otherwise not 

represent. Once the game is over, the Gamemaster leads a òshaking off 
the roleó exercise, after which all are themselves again. Once the 

players have "shaken off" their player characters, the players should 
forget their own and the othersõ player characters as well as the 

comments made during the game. Once the game is over, players do 

not need to justify opinions presented during the game. òShaking off 
the roleó is followed by a debriefing conversation. The aim of the 

debriefing is to talk about the thoughts, emotions and views that 
surfaced during the game. 

 

òThink about your home in Gaia. What is it like? Think of the time when you were still 

very small and saw the older members of your nation around you. What were they doing? 
What was important for them? Now that you are past your own childhood, you notice that 

you resemble the older members of your nation as they were then  
 

What are you like? What is your character like? What things are important to you? Are 
you like the rest of the members of your nation, or different from the others? How do you 
take part in conversations? What inspires you? What worries you or upsets you? What 

kind of a position or posture describes you the best? Try and take that position. Start 
moving in that position. Find yourself a comfortable way of moving that also depicts your 

character.  
 

What is your name? Say it in your mind. Whisper it. Now open your eyes.ó 
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Imaginary trip to Gaia  
 

Ask the players to sit in the capsule (on the floor, on the chairs, wherever) and close their eyes 
again. Tell them that itõs now time to move to the parallel universe, to Gaia. Wish them a 

relaxed transition. Play some relaxing music in the background.  
 

òIf I may kindly ask you all to sit down in a relaxed position and close your eyes for this 

transition. I thank you very much for your cooperation. 
 

Dear delegates to the Assembly of the Nations! I kindly welcome you on board the transition 
capsule that operates between parallel realities. Our capsule is of the model Paralleia 5000 and it 

will transport you to the planet Gaia, in our parallel reality. We will travel directly to the capital 
of Gaia, to the headquarters of the Assembly of the Nations, where the honourable President of 
the Assembly is already awaiting our arrival. Before we commence the transition, you will be 

explained the basic facts about travel between parallel realities.  
 

We will use a frequency that we have just discovered recently. It will allow us to move from our 
reality to an entirely different frequency, which will take us to Gaia. You wonõt feel a thing when 

we move from one dimension to another ð it is even difficult to sense any movement. You may 
feel very relaxed, even tired. This is caused by a quantum leap which we will be using when we 

move from our reality to another. Normally this would take us a million light years but the 
quantum leap makes it feel like no time has passed at all.  
 

After a short periodé 
 

Our parallel dimension, which was named after the explorer who first discovered it ð Gaia 
Paralleius, does not differ from the Earth at all. Gaia is inhabited by people just like those who 

live on Earth. The structure of society on Gaia is very similar to ours on Earth. In fact, Gaia is 
identical to the Earth in many ways. Also the problems on Gaia are the same as those on Earth. 
The inhabitants of the planet suffer from environmental problems caused by the people of Gaia, 

such as climate change and draught. Poverty, inequality and conflicts are everyday on Gaia, 
exactly like on Earth. Observing the situation on Gaia and solving its problems will also give us 

valuable information when thinking about solutions that could help planet Earth. Our group of 
pioneers is doing valuable work for both the Earth and naturally for Gaia. This is what we hope. 

The significant difference between the planets is that the time cycle followed on Gaia is slightly 
faster than followed on Earth. This means that the situation on Gaia is far more extreme than 

that on Earth. The condition of Gaia is critical and solutions to save the planet and the people 
living on it are needed as fast as possible.  
 

You will soon arrive at the headquarters of the Assembly of the Nations. The headquarters is the 
most beautiful building on Gaia. Supremely talented smiths, artists and engineers have worked 

together to create a magnificent complex which in its splendour should inspire hope in mankind. 
The people of Gaia come from different nations. There are approximately 6 billion people on 
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Gaia. In the Assembly you represent each of the five nations. When you arrive on Gaia, you will 

form groups on the basis of the nation you belong to.  
 

Also we at the cockpit of the transition capsule are anxiously waiting to see, whether you will 
succeed in solving the problematic situation on Gaia. All our trust and hope is laid on you ð the 

situation on Gaia is seriously nearing a catastrophe! 
 
We have now reached the surface of Gaia. The transition has been performed successfully. The 

research team on Paralleia 5000 wishes you all the best and success in the Assembly of the 
Nations on Gaia! 

 
You may now open your eyes.ó 
 

Leave the space, switch on the lights again (or use candles, if that is the lighting for the Assembly) 

and dress up in the clothes/accessories you will be wearing during the Assembly of the Nations as 
either the President of the Assembly or the Secretary of the Assembly. The President of the Assembly 
welcomes the delegates and the game starts.  
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Registration Form  
The task of each nation is to fill out the 

registration form by describing the nation's 
relationship to asked themes. What is the 

nature of the nation like? What are its 
essential values? Who are these people, what 

do they like? Where do they come from and 
how do they want Gaia to evolve in the 

future? With the help of the registration form 
each nation creates a sense of group unity and 

common aims. 
 

II GAME 00.50-02.25  
 
Once the imaginary trip on Paralleia has ended and the players have arrived on Gaia, the 
meeting starts. 20 minutes are allotted at the beginning for preparing the meeting. The 

President of the Assembly of the Nations welcomes all the representatives at the Assembly of 
the Nations and leads them to sit at the tables. The tickets given to each player have the name 

of a nation written on them. The players form groups on this basis and each group sits down 
together at a table.  

 

 

1. ARRIVAL ON GAIA AND 
PREPARATORY WORK 00.50-
01.00 
 

The players arrive at the meeting and sit down 

at their group's table. Instruct the players to fill 

up the Registration forms concerning their 
nation. Once they have filled up their 

registration forms, the nationsõ have one minute 
time to create a short presentation in the 
Assembly. In the presentation the nation 

introduces their unique nature and most 
important things for the nation. 

 

2. THE ASSEMBLY OF THE NATIONS COMMENCES 01.00-01.05 
 

The President of the Assembly of the Nations presents the Rules of Procedure of the meeting.  
 

"I am the President of the Assembly of the Nations. I will be presiding over the meeting that 

is about to start. I have been authorized to do by the mandate of the representatives of the 
previous Assembly of the Nations, who have elected me to this position." 

 
The Rules of Procedure of the Assembly of the Nations state the following: the honor and 

authority of the President of the Assembly of the Nations are inviolable. The President of 
the Assembly of the Nations acts as an impartial arbiter in possible conflict situations. 

Representatives may ask for the floor by saying "honorable president".  
 

Welcome the nations: 
 

"All the nations of Gaia attend the Assembly of the Nations. Your citizens have elected you 
to represent the opinion of your respective nations. Each nation has its own specificities and 

its own objectives, that is wishes to further in the meeting" . 
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Mandate 
The Assembly of the Nations is the supreme legislative body on Gaia 
which is convened when crises occur. The Assembly has executive 
power. The authorization of the Assembly comes directly from the 

citizens of Gaia, who elect the delegates from their nations to 
participate in the Assembly. 

 

 

Ask every nation to introduce themselves with a short presentation.  

 

I greet the Noblians! Rise and greet the other representatives. (The Noblians introduce 

themselves to the Assembly.) 

I greet the Regelians! Rise and greet the other representatives. (The Regelians introduce 

themselves to the Assembly.) 
I greet the Monesterians! Rise and greet the other representatives. (The Monesterians 

introduce themselves to the Assembly.) 
I greet the Paxians! Rise and greet the other representatives. (The Paxians introduce 

themselves to the Assembly.) 
I greet the Maktians! Rise and greet the other representatives. (The Maktians introduce 

themselves to the Assembly.) 
 
 

 

 

 

 

 

 

 

 

 

 

The Declaration of the Assembly of the Nations 
 
"The Assembly of the Nations was founded so that none of our nations would ever be left 

alone to solve unsurpassable problems. This time the Assembly of the Nations has been 
convened for a crisis meeting in order to solve the distressing situation we find ourselves in. 
Our citizens are no longer able to ensure the wellbeing of our planet. The possibilities of our 

citizens are deteriorating, due to climate change, poverty and famines, wars, pandemics 
and conflicts between religions. The deteriorating of our morale, wiltering of our love, abuse 

of our natural resources and the peoples' greed have grown so strong, that the ultimate 
destruction of Gaia is close. The citizens of our planet are blinded in the face of this 

catastrophe they themselves are responsible for." 
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The Rules of Procedure of the Assembly of the Nations 
 

Explain the Rules of Procedure of the Assembly of the Nations to all players: 
 

"This meeting has been convened in order to improve the ever deteriorating 
situation on our planet Gaia. Each nation can present one Action Proposal in the 

Round of Negotiations that will follow. The Action Proposals are voted on, and 

those that are passed will be implemented immediately.  
 

The Rules of Procedure of the Assembly of the Nations are simple: 

 
 

1. Each group presents one (1) Action Proposal that they think will enable 

us to solve the problems ravaging our planet. You will have access to the 
Action Proposals once the honourable President of the Assemble advises 
you to choose one of them. There are several Action Proposals available to 

each nation, but you must choose only one. 

 

2. You will be given a chance to discuss the Action Proposals freely 

before voting.  During this time you have should create a lobbying strategy 
to make sure that your brilliant Action Proposal will gain the favours of all 

the nations. 

 

3. Each group has exactly two (2) minutes to present their Action 

Proposal to the Assembly of the Nations, after which the other groups can 
ask questions and make comments. 

 

4. There will be a round of voting after the presentation of each Action 

Proposal (one vote / person). If the Action Proposal gets a majority of 

YES-votes (white voting card), it is passed. If the Action Proposal gets 
more NO-votes (black voting card), it is rejected. 
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Scoreboard 

The Scoreboard depicts the situation on Gaia in real time. At the outset of the game the 

situation in all six columns (each representing a certain theme) is at level four (of 
altogether 7 levels). Without an Assembly of Nations the situation would rapidly 

deteriorate to the lowest level (level 1). The participants aim to improve the situation on 
Gaia via the Action Proposals they present. Improvement is showed as positive 

advancement in each column of the Scoreboard - towards the ideal level 7. When an 
Action Proposal is passed in a round of voting, the Secretary of the Assembly of the 

Nations notes the impact of each Action Proposal on the Scoreboard. The impact of 

each Action Proposal on the Scoreboard is noted in each Action Proposal (see e.g. 
attachment 8) and each column of the Scoreboard describes in detail the nature of the 

effects. The secretary uses a marking system (e.g. post-it papers) to indicate the score on 
the Scoreboard - moving these marks up or down according to the effects brought about 
by each Action Proposal. The Secretary of the Assembly of the Nations interprets the 

situation on the Scoreboard using her/his imagination and gives concrete examples of 

the situation on Gaia. After the last round of voting the Secretary of the Assembly of 

the Nations uses the Scoreboard to summaries the final situation on Gaia.    
 

 

3. THE SCOREBOARD AND THE SECRETARY OF THE 
ASSEMBLY OF THE NATIONS 01.05-01.10 
 

The Secretary of the Assembly of the Nations introduces the Scoreboard. It has six columns 
representing different themes:  

 technology 

 material equality  

 fr eedom and diversity 

 peace 

 health and well-being  

 civilization   
 

At the outset of the game the situation in all six columns is at level four  (of altogether 7 levels). 

 

Place a marker at row number four in each column. The marker should be such, that it can 

be moved back and forth on the Scoreboard, e.g. a post-it paper.  
 
The Secretary of the Assembly of the Nations presents the current situation by reading the 

score under each title (theme): 4.  
 

Each Action Proposal that is accepted influences the situation on Gaia, and the influence is 
shown on the Scoreboard. The effects of an Action Proposal can be positive, negative or both.  
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Scoreboard 
Shortened version, see also attachment 5. 

 
 

 
 
 

 

 

TECHNOLOG

Y 
 

Development of 

technology. 

MATERIAL 

EQUALITY  
 

Distribution of 

wealth and 

natural resources 

among the people 

FREEDOM 

AND 

DIVERSITY  
Freedom to be 

yourself. Reality 

of oneôs 

freedom as an 

individual. 

Respect of 

diversity. 

PEACE  
 

Amount of war 

and violence. 

HEALTH AND 

WELL BEING  
 

Access to health 

care and general 

well-being 

CIVILIZATION  
 

Education, 

sustainability of 

cultural heritage 

7 

Computerised 

world. The 

development of 

technology has 

freed people from 

working. People 

have a chance to 

do whatever they 

like. 

Wealth and 

natural resources 

are distributed 

equally. The usage 

of natural 

resources is in 

balance with the 

regeneration of 

the nature in the 

entire world. 

Diversity is 

genuinely seen 

as richness and 

a resource. 

Different 

individuals are 

needed! 

Equality is 

reality 

everywhere. 

The culture of 

peace everywhere 

in the world. 

Everyone has a 

chance to live in 

peace without 

having to fear 

over the security 

of oneself or of 

the others. 

Everyone is 

taking part in 

maintaining 

peace.  

Well-being 

belongs to 

everyone. There 

are cures 

available for all 

diseases and they 

are available for 

everyone. 

Everyone has a 

chance to fulfil 

themselves and 

learn new things 

throughout their 

life. The diversity 

of cultures, 

mutual respect 

and peaceful 

coexistence are 

reality. Common 

ethical rules are 

guiding people in 

their everyday 

li fe. 

6 

Everyone has a 

possibility to use 

the latest 

technological 

equipment. 

Natural resources 

and wealth are 

distributed 

equally; the usage 

of the natural 

resources is 

geographically 

fair. 

Everyone is 

taking their own 

and everyone 

elseôs well-

being into 

consideration. 

The rights of 

different groups 

are recognised. 

Diversity is 

being respected. 

Peace has 

increased all over 

the world. Many 

of the conflicts, 

which have been 

going on for a 

long time, have 

ceased. Violence 

nearly 

nonexistent. 

General state of 

health and well-

being has 

increased all over 

the world. Health 

care is available 

for everyone. 

Everyone has an 

access to 

education. The 

education 

supports 

individual needs 

to develop. Equal 

respect for 

different cultures 

has increased. 

5 

Some part of the 

population has a 

chance to benefit 

from the 

development of 

technology. 

 

 

 

 

Global awareness 

on the inequal 

distribution of 

natural resources 

and wealth. Joint 

action to change 

the situation.  

Differences are 

accepted. 

Different groups 

are living 

together in 

peace but 

separately from 

each other. 

 

An attempt to 

global peace. 

Joint action for 

building global 

peace. 

Attempt to 

remove the 

inequality in 

health care. Joint 

systems have 

been created to 

change the 

situation. Health 

is understood as a 

global 

prerequisite for 

general well-

being. 

Access to 

education to more 

and more people. 

Joint action to 

cherish the 

cultural heritage. 
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4 

Increasing 

development of 

technology. 

Clear 

geographical 

differences. 

Abundance of 

natural resources 

and wealth. 

Wealth is 

distributed 

unequally among 

people. 

Common 

agreements on 

freedoms and 

rights of the 

individual. 

Differences are 

nevertheless 

tolerated 

limitedly. The 

consept of 

freedom 

depends on 

interpretation.  

A long state of 

peace in some 

parts of the 

world, while in 

other there are 

conflicts that 

have been going 

on for quite some 

time. Some kind 

of violence in all 

societies. 

Means to help 

the progress of 

health and 

health care. 

Inequality in 

access to health 

care. Unequal 

division of 

health.    

Access to 

education and 

the development 

of oneôs skills 

and knowledge 

in distributed 

unequally. 

Freedom of 

speech is 

everyoneôs right, 

agreed with a 

common 

agreement ï 

however not 

happening 

everywhere.  

3 

Technological 

growth has 

slowed down. 

Wealth and 

natural resources 

are owned by 

fewer and fewer 

people. Inequality 

and poverty is 

increasing. 

Fewer people 

have a chance to 

express their 

differences. The 

rights of 

minorities have 

decreased. 

Conflicts and 

disquiet have 

increased. 

Extreme 

organisations are 

fomenting 

juxtaposition. 

Violence is 

affecting more 

and more people. 

Trust in finding 

peace is 

disappearing. 

Geographical 

difference in 

mortality rates in 

curable diseases. 

Medicines are 

available to fewer 

and fewer people.   

Education is less 

available for 

people; the 

existence of 

cultures is being 

limited. Education 

and culture are 

used as tools for 

power. Freedom 

of speech is more 

limited. 

2 

The development 

of technology has 

stopped. The 

utility of all 

goods is nearly 

impossible. More 

and more is used 

to dominate 

people. 

The diversity of 

the nature has 

nearly 

disappeared. The 

wealth of the 

world is in the 

hand of a few. The 

majority lives in 

extreme poverty. 

The persecution 

of diversity has 

increased. 

People are being 

used for trade. A 

few people call 

the shots on 

what is 

acceptable and 

what is not. 

Armed conflicts 

around the world. 

Conflicts are 

reality for 

everyone. 

Numerous civil 

wars. Peace 

doesnôt have a 

chance. 

Global epidemics. 

Only a few people 

have a chance to 

protect 

themselves with 

medicines. High 

rate of mortality 

everywhere in the 

world. 

Education is to be 

bought by a lucky 

few. The 

corruption of 

cultures from the 

inside. No 

common 

perceptions of 

right and wrong. 

Freedom of 

speech is very 

limited. 

1 

Technology has 

turned against 

people. Machines 

rule the World. 

Natural resources 

have been 

exploited to non-

existence. The 

globeôs ability to 

regenerate has 

come to an end. 

Extreme poverty 

everywhere. 

All people are 

merchandise. 

Diversity has 

been destroyed. 

The World is in 

an open state of 

war. Everyone is 

fighting for 

themselves and 

themselves alone. 

There are no cures 

for diseases. The 

human kind has 

nearly become 

extinct. 

Values, moral and 

norms are 

missing. All 

cultures have 

been destroyed. 
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Below are a few concrete examples of how to present the situation on Gaia at the outset of the 
game (level 4). You can use them or make up your own.  

Outset situation, i.e. level 4 on the Scoreboard.  
 

TECHNOLOGY  
In parts of Gaia the technological level is extremely advanced. It facilitates people's everyday 
life, makes communication easy and lessens the need of physical labor. However, technology 

remains the privilege of Northern and Western societies. In poorer regions in the East and the 
South the situation is not as positive.  

 

MATERIAL EQUALITY  
Gaia is richer and more prosperous than ever before. However, it is worrying that the wealth of 
Gaia is concentrated in very few hands. An estimated 2% of the population owns nearly half of 

all the wealth on Gaia. Poverty is every day for many people. Approximately every fifth person 
lives on less than 2 Euros a day, that is, in extreme poverty.  

 

FREEDOM AND DIVERSITY  
In the current situation the freedom of individuals to fulfill themselves and be themselves is 
fairly well realized - at least in parts of Gaia. In many countries, however, expressing 

differences and otherness is still difficult. For instance homosexuality is forbidden by law in 
several countries. There are also sharp regional differences in the level of the freedom of 
speech. Racism and intolerance are present everywhere.  

 

PEACE 
Gaia has been living a period of relative peace for a long time. However, in certain areas 

violence is constantly present. Especially Oilland has been a site of conflicts for long, without 
prospects of lasting peace. Also intrastate conflicts are present in numerous countries. 
Domestic violence is a serious problem all around the planet.  

 

HEALTH AND WELL -BEING  
The health situation of the people of the North has improved drastically during the last one 

hundred years. Unfortunately the availability of medicines is extremely unequal. In the poorest 
countries people do not have the possibility to afford even basic medication. International giant 
corporations control the pharmaceutical industry - the interests of the economy prevail at the 

expense of the poor and sick. Also psychological problems, depression, fears and sorrow 
blacken the everyday lives on many individuals.  

 

CIVILISATION  
Education in available to larger and larger numbers. Unfortunately this right is realized only in 
prosperous welfare states. In the poorest countries education is the privilege of the wealthy. 

This is true for many prosperous countries as well, where high tuition fees practically prevent 
poor people from studying. There are 700 million illiterate people on Gaia, most of them 

women and girls.  
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Lobbying 
In order to have their Action Proposal passed 

in the Assembly, each nation needs support 
from other nations. The votes of one nation do 

not suffice to pass an Action Proposal. During 
the lobbying break, nations have a chance to try 

to lobby other nations to support their Action 

Proposal. The objective is to gather as many 
unanimous supporting opinions and promises 

to vote for the Action Proposal as possible. The 
time allotted should be used to the second, in 

order to secure enough support. Good 
argumentation is essential in lobbying. 

 

 

4. DRAWING UP THE ACTION PROPOSALS AND A LOBBYING 
STRATEGY 01.10-01.20 
 

Ask the players to open envelope no. 2 (containing the Action Proposals, attachment n:o 3). 
The players have 10 minutes to choose one of the Action Proposals and think of good 

arguments to support the chosen Action Proposal.  
 

 

 
5.  LOBBYING AND SNACKS 
01.20-01.40 
 

Form groups of at least 5 players. There must 
be at least one representative of each nation 
in each group. In these groups, each 

participant tries to lobby the Action Proposal 
of his/her group to the others. This time 

should be used efficiently in order to secure 
as broad a support as possible for one's 

group's Action Proposal. Snacks can be 
served during lobbying.  
 

 

 
6. ROUND OF NEGOTIATIONS AND VOTING 01.40-02.25 
 
The President of the Assembly of the Nations starts the round of negotiations and voting 

with the following:  
 

"You have been convened in order to solve the multiple problems ravaging Gaia. You will 

be making decisions as representatives of your nations. You are guided simultaneously by 
your own conscience and by the common objectives of your nation. Choose one (or two) of 

your representatives to present your Action Proposal. The nations not in turn for presenting 
their Action Proposal should chose one representative, who will comment on the Action 

Proposal that is being presented. The role of commentator rotates, so that each 
representative takes part in at least one round of negotiations - either presenting their own 

Action Proposal or commenting on the Action Proposal of another nation."  
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Round of Negotiations and voting 
After the nations have had time for informal mingling (=lobbying for the Action 

Proposals during the coffee break), itõs time for the official presentation of each Action 
Proposal. Once an Action Proposal has been presented, it is followed by a Round of 

Negotiations, during which the delegates have a chance to ask questions and make 
comments regarding the Action Proposal in question. The Round of Negotiations 

consists of the presentation of an Action Proposal (presented by 1-2 delegates) followed 

by a Round of Comments on the proposal in question (Comments by 1 delegate/each 
non-presenting nation). If there is time, this can be followed by a round of free 

comments and questions from the rest of the delegates. The President must make sure 
that all players have a chance to either present or comment on an Action Proposal. 

 
 

 

Each nation has 2 minutes time to present itself and its Action Proposal 
 
After this 2 minutes are allotted in each round of negotiations for questions and comments on 

the Action Proposal. This is followed by voting (after each Action Proposal there is a vote). 
When an Action Proposal gets half or over half of the votes of the representatives, it is passed. 

The Secretary of the Assembly of the Nations notes the impact of each Action Proposal on the 
Scoreboard.  
 

Each nation has 2 minutes time to present itself and its Action Proposal 
 
After this 2 minutes are allotted in each round of negotiations for questions and comments on 
the Action Proposal. This is followed by voting (after each Action Proposal there is a vote). 

When an Action Proposal gets half or over half of the votes of the representatives, it is passed. 
The Secretary of the Assembly of the Nations notes the impact of each Action Proposal on the 

Scoreboard.  
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An example of the setting of the Round: 

 
 

 
 

 
 
 

 
 

 
 

 
 
 

 
 

 
 

 
 
 

 
 

 
 

 
 
 

 
 

 
 

 
 

Presenting 
nation, for ex. 

PAXIANS 

Comment 
from a 

nation, for. 
ex. 

REGELIANS 

Presenting 
nation, for ex.  

PAXIANS 

Comment 
from a 

nation, for. 
ex. 

MAKTIANS 

Comment 
from a 

nation, for. 
ex. 

NOBLIANS 

Comment from a 
nation, for. ex. 

MONESTERIANS 

 

The desk of the President and the 
Secretary of the Assembly  

President  

Secretary  

SCORE BOARD 

PAXIANS 

REGELIANS NOBLIANS 
MONESTERIANS 

MAKTIANS 
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Action Proposals 

 

MAKTIANS   
ACTION PROPOSALS

 

 

óBURN THE LAWó 

Against restrictive laws  
 

Freedom and diversity (+1) 
Unrestricted freedom. 

 

Peace (-1) 
Extended freedom does not guarantee the 

physical inviolability of the weaker ones. 
 

Material equality ( -1) 
This allows even more ruthless exploitation of 

the natural resources of the world. 
 

Civilization (+1)  
Laws cannot restrict creativeness. 

 

MAKTIANS   
ACTION PROPOSALS

 

 

óEASY TO NOTICEó 

A religion for everyone  

 

Freedom and diversity (+1) 
Freedom to choose whatever religion one 

likes and the assurance of knowing what 
religions other people are following. 

 

Peace (-1) 
Differentiation between different groups 

increases. 

 

Technology (-1) 
Technological development is forgotten as 

humankind concentrates only on soft values. 

 

Health and well -being (+1) 
Spirituality increases mental well-being. 

MONESTERIANS   
ACTION PROPOSALS 

 

óNO ALMS FOR POOR PEOPLEó 

Throw the poor into seas 
 

Civ ilisation ( -1) 
The sense of moral of humankind decays. 

Solidarity is forbidden. 

 

Material well -being (-1) 
Only the rich and the strong have a natural 

right to possess material commodities. 
 

Health and well -being (+1) 
The poor wonõt overload the public 

healthcare. 

 

Technology (+1) 
More money is left for the development of 

technology. 

MONESTERIANS   
ACTION PROPOSALS 

óCONTROL SEXó 

All sexual activities should be organised 
 

Material equality (+1)  
People work more and the crime rate 

decreases. 
 

Freedom and diversity (-1) 
An external system controls peopleõs private 

lives. 

 

Civilisation (+1)  
People have more time to concentrate on 

educating themselves. 
 

Health and well -being (+1) 
People are not able to satisfy their natural 

needs. 
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PAXIANS   
ACTION PROPOSALS 

 

óA TEMPLE FOR EVERYONEó 

The approval of the state for all religions 
 

Freedom and diversity (+1) 
All religions are equal and people can choose 

whatever religion they like. 
 

Civilisation (+1)  
Religions give humankind a civilisation of the 

soul. 

 

Technology (-1) 
Sustaining a variety of religions costs society 

more. 
 

Health and well -being (-1) 
Religious rites directed at the human body 

may harm oneõs health. 

 

PAXIANS   
ACTION PROPOSALS 

 

óDIFFERENTó 

 A society for the different  
 

Freedom and diversity (+1) 

People finally realise that diversity is not a 
problem. 

 

Material equality ( ð 1) 
óFlawlessó people are forgotten. 

 

Technology (ð1) 
Directing resources to social policies reduces 
the amount of financial resources directed to 

radical innovation technology and slows 
down technological development. 

 

Peace (+1) 
Violence against those who are different 

decreases. 

NOBLIANS   
ACTION PROPOSALS 

 

óDEATH TO DREADLOCKSó 

Dress codes for young people 
 

Health and well -being (+1) 
The amount of infections caused by piercings 

decreases. 

 

Freedom and diversity (-1) 
Freedom to express oneself via dressing is 

taken away from young people. 
 

Technology (+1) 
A mass production of clothes that match the 

dress code is started. 

 

Material equality ( -1) 
Young people are the only group forced to 

wear uniforms, while others can choose their 
appearances. 

NOBLIANS   
ACTION PROPOSALS 

 

óBIG SISTERó 

Cameras everywhere 

 

Freedom and diversity (-1) 
Privacy disappears totally. 

 

Peace (+1) 
Violence decreases and neighbourhoods 

become safer. 

 

Technology (+1) 
More financial resources are directed to 

technical solutions of camera surveillance 

systems. 

 

Civilization ( -1) 
Self-control and people's own will disappear. 
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REGELIANS  
ACTION PROPOSALS 

 

óNEIGHBOURSó 

Everybody should stay in their own village  
 

Health and well -being (-1) 
Peoplesõ genotype becomes very unbalanced 
and the lack of new genes causes an increase 

in hereditary diseases. 

 

Material equality (+1)  
Exploitation of nature ceases and people 

become a lot more self-sufficient. 
 

Freedom and diversity (-1) 
An individualõs chances to move from one 

place to another are limited. 

 

Peace (+1) 
The number of conflicts between nations 

decreases due to lack of contact. 
 

REGELIANS  
ACTION PROPOSALS 

 

óGLOBAL AND FAIR DISTRIBUTION 

OF INCOME ó 

Being rich is a crime ð punished by 

community service 
 

Peace (-1) 
Lost benefits increase dissatisfaction and spur 

violent resistance. 

 

Freedom and diversity (-1) 
People do not have the chance to live up to 
their potential as they cannot influence their 

own level of income. 
 

Material equality (+1)  
Wealth is distributed equally ð the resistance 

of the environment increases. 

 

Health and well -being (+1) 
Health care is available for everyone and 

extreme poverty decreases. 
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 7. ADJOURNING THE ASSEMBLY OF THE NATIONS 00.25 

Once all the Action Proposals have been voted on and the Secretary of the Assembly of the 

Nations has assessed the impact of each passing Action Proposal on the Scoreboard, the 
President of the Assembly of the Nations leads the players back to the Parelleia 5000 transition 

capsule: 
 

"Our duty at the Assembly of the Nations is fulfilled and it is now time to leave Gaia. 
Please, step aboard the Paralleia 5000 transition capsule." 

 

 

 



30 

 

III DEBRIEFING 02.25-03.00 

 
1. THE IMAGINARY TRIP FROM GAIA TO EARTH AND 
"SHAKING OFF" THE ROLE 02.25-02.30 

The Trip Back from the Parallel Dimension  
 
Ask the participants to board the Paralleia 5000 transition capsule. Read the following text; the 

imaginary trip from Gaia back to the Earth: 
 

òWelcome back towards the Earth. Now itõs time to start the engines so please, close your 

eyes. The countdown has ended and after a strong quivering we are in the suction gap of a 
timefold. You feel totally loose and relaxed, almost fluid from fatigue. Your thoughts 

evaporate through your ears and now your mind is completely empty. Soon you start to feel 
that we are nearing the orbit of the Earth and suddenly all that happened just a few 

minutes earlier feels like a distant dream. What have you been imagining? Here you are 
again as your own self... Dear companions; I pronounce my heartfelt thanks for your 
company on this journey. You have now successfully landed on Earth. Welcome back!"  

2. DEBRIEFING 02.30-03.00 

The debriefing conversation after the game is extremely important, because its objective is to 
create links between reality and the themes that came up during the game. The debriefing 

session should be well planned and enough time should be allotted for conversation. If the 
game takes long, also the debriefing should be relatively longer. There is no one way to 

conduct the debriefing session - the debriefing situation depends always on the group, the ages 
of the participants, their level of knowledge and especially on how well the game succeeded. It 

is worth planning the debriefing session in advance, but the leader of the conversation should 
also take into consideration situations that arose during the game (conflicts etc).  
 

The leader of the debriefing session should also have strong background information on the 
themes of the game: human rights, diversity, decision making processes, influencing, 

environment, peace, equality and development, as well as an understanding of the ways the 
role playing game is connected with these themes.  

 

The debriefing session can be conducted with all the players together or in several smaller 

groups. It is worth having as many groups as there are Gamemasters (if e.g. each group needs 
a leader to facilitate the conversation).  
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An example on the structure of the debriefing session: 
 

10 minutes together right after the game: Questions 1-3 and instructions for debriefing in 

smaller groups.  

10 minutes of debriefing in small groups. Each group gets a flap board.  

10 minutes of summary by each group. Each group has 1 minute to present their summary. 
 

DEBRIEFING QUESTIONS  (For more questions for debriefing see attachment 7.)  

1. What kind of sensations did the game give you? 
2. Could you imagine things like this happening in real life? 

3. What is the most important thing that you remember from the game or your own 
character? 
4. What did you think of the decisions made at the Assembly of the Nations? 

5. What did you think of your character and the fact that s/he might have had opinions 

and values completely different from your own? 

6. What made the game feel realistic/unrealistic? How did you come up with your 
Action Proposals? Do they have a basis in reality? Could they work in the real world? 

7. What would life on earth be like, if one of the nations of the game took power on 
Earth? 
8. What did it feel like to be making decisions about topics that you didn't have much 

knowledge on? 
9. How could we make decisions in our world that would be just for all people? 

 

 
The End of the Game 03.00 
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Attachment 1.  

Tickets / Role Cards  

 
Each nation is allotted seven entrance tickets/role cards. If you want to play with a bigger 

group, you can take two copies of a certain entrance ticket/role card, so that two players will 
have the same card. This is not a problem, as in any case each player creates her/his own 

player character (during the directed role-forming exercise). In order to avoid confusion, you 

can ask these players to make up a last name or nickname for themselves. 
 

Print the entrance ticket/role cards on both sides of the paper and cut them apart. Ask the 
players not to show their cards to each other. Each card has the name, the nation, the status 

and some indications as to the personality of a character. The name and nation of each 
character are public information, but the players should not show others the text below the 

dotted line. Once the players have travelled to Gaia with the Paralleia 5000 transition capsule, 

they can fold their cards at the dotted line and attach the role cards to their shirts using e.g. 
tape or a safety pin. 
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Regelians 
Gilandra 

----------------- 

You are the leader. 

 
 

Regelians  

Sulas 
----------------- 

You want to be the leader. 

 
Regelians  

Pietra 
----------------- 

You question everything. 

 

Regelians  

Ondel 
----------------- 

9ÏÕÒ ×ÏÒË ÉÓÎȭÔ ÃÏÏÐÅÒÁÔÉÖÅ ÂÕÔ 
selfish.   

 
Regelians 

Makki 
----------------- 

You love a passionate discussion.  

 
Regelians 

Imias 
----------------- 

You create new ideas all the time. 

 

Regelians 

Tiiro 
----------------- 

You worship your leader. 

 
 
 
 
 



 
 
 

 
 
 

 
 

 
 

 
 
 
 

 

 

 
 

 

 
 
 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 
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Paxians 
Höm 

----------------- 

You are the leader. 

 

 
Paxians 

Pau 
----------------- 

You want to be the leader. 

 
 

Paxians 
Zuh 

----------------- 
You question everything. 

 
Paxians 

Tigo 
----------------- 

9ÏÕÒ ×ÏÒË ÉÓÎȭÔ ÃÏÏÐÅÒÁÔÉÖÅ ÂÕÔ 
selfish.   

 
Paxians 

Pälä 
----------------- 

You love a passionate discussion. 
  

 
Paxians 

Inno 
----------------- 

You create new ideas all the time. 

 
Paxians 

Mjau 
----------------- 

You worship your leader. 
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Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
Earth - Gaia - Earth 

 

Ticket 

Paralleia 5000 
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Noblians 
Eledriel 

----------------- 

You are the leader. 

 

 
Noblians 

Gafina 
----------------- 

You want to be the leader. 
 

 
Noblians 

Ledel 
----------------- 

You question everything. 

 

Noblians 
Lauera 

----------------- 
9ÏÕÒ ×ÏÒË ÉÓÎȭÔ ÃÏÏÐÅÒÁÔÉÖÅ ÂÕÔ 

selfish.   

 
Noblians 

Salenel 
----------------- 

You love a passionate discussion.  

 
 

Noblians 
Tii 

----------------- 
You create new ideas all the time. 

Noblians 
Pitrie 

----------------- 
You worship your leader. 
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Monesterians  

Kixi 
----------------- 

You are the leader. 

 

 
Monesterians 

Lubaduu 
----------------- 

You want to be the leader. 
 

 
Monesterians 

Reini 
----------------- 

You question everything. 

 

Monesterians 

Himber 
----------------- 

9ÏÕÒ ×ÏÒË ÉÓÎȭÔ ÃÏÏÐÅÒÁÔÉÖÅ ÂÕÔ 
selfish.   

 
Monesterians 

Gunni 
----------------- 

You love a passionate discussion.  

 
 

Monesterians 
Eiva 

----------------- 
You create new ideas all the time. 

 

Monesterians 

Lipsie 
----------------- 

You worship your leader. 
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Maktians 

Gero 
----------------- 

You are the leader. 

 
Maktians  

Jaeg 
----------------- 

You want to be the leader. 

 
Maktians 

Betrog 
----------------- 

You question everything. 

 

 
Maktians  

Ksaid 
----------------- 

9ÏÕÒ ×ÏÒË ÉÓÎȭÔ ÃÏÏÐÅÒÁÔÉÖÅ ÂÕÔ 
selfish.   

 
Maktians  

Metir 
----------------- 

You love a passionate discussion.  

 
Maktians  

Elxie 
----------------- 

You create new ideas all the time. 

 

 
Maktians 

Fähel 
----------------- 

You worship your leader. 
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Attachement 2. 

 

.ÁÔÉÏÎÓȭ ÌÅÔÔÅÒÓ  
 

Each nation is given two letters. This attachment 2 includes the letters of the nations, which 
are to be put into envelope no. 1. Number the envelopes and place them onto the tables of each 

nation. Print the letters on both sides of the paper. 

 
The letters are written by the presidents of each nation. The letters give a notion of each 

nation's character and values. The letters also states the Rules of Procedure. On the basis of 
these letters the participants will fill out the Mind Maps later in the game. The letters should 

also give the players some ideas about the character they will be playing. 
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Maktians 

Power, strength and 
freedom!!! 

 

Dear members of our nation! You have been elected for an honourable mission to represent 
the age-old wisdom of our nation at the crisis meeting of the Assembly of the Nations 
concerning the well-being of our planet Gaia. 

 
It is an honour to take part in the Assembly of the Nations. The people of Maktia have elected 

you to represent the Maktians. It is a demanding and responsible task. The votes passed in the 
Assembly of the Nations have a direct impact on the situation on our planet. 

 

Each delegate must remember that polite behaviour is an essential principle of the 

Assembly of the Nations. 
 

The Rules of Procedure of the Assembly of Nations are simple: 
 

1. Each group presents one (1) Action Proposal that they think will enable us to solve 

the problems ravaging our planet. You will have access to the Action Proposals once 

the honorable President of the Assembly advises you to choose one of them. There are 
several Action Proposals available to each nation, but you must choose only one. 
 

2. You will be given a chance to discuss the Action Proposals freely before voting. 
During this time you have should create a lobbying strategy to make sure that your 
brilliant Action Proposal will gain the favours of all the nations. 

 

3. Each group has exactly two (2) minutes to present their Action Proposal to the 

Assembly of the Nations, after which the other groups can ask questions and make 

comments. 
 

4. There will be a round of voting after the presentation of each Action Proposal  (one 

vote / person). If the Action Proposal gets a majority of YES -votes (white voting card), 

it is passed. If the Action Proposal gets more NO-votes (black voting card), it is rejected. 

 
 

Turn around 

1 
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Then a few words about our people: We are the Maktians. We live in big colonies in the 

meadows of the faraway valleys. For some reasons we are always fighting with our 
neighbouring nations. Freedom of each individual is the foundation of existence. Even the 

thought of governments, a legal system or taxes makes us angry. If we give up our principal of 
freedom, we have nothing left! We think that conflicts are part of natural development. The 
right to success has to be earned. We have no apparent enemies at the Assembly of the 

Nations. As time passes, the stupid comments from the Noblians and the Paxians may start to 
annoy us. 

 

Key points:  
- People should be free from government control and they should be guaranteed more 

freedom 

- There is too much peace and harmony on our planet. It holds back technological 
progress. 

 

 

Good luck to the  

Assembly of the Nations!!! 
On behalf of the people of Maktia, the President of Maktia,  

Ksaibul dõHarqur 
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Monesterians 

Wealth, development and an 
end to sentimental humanism! 

 

 

Dear members of our nation! You have been elected for an honourable mission to represent 
the age-old wisdom of our nation at the crisis meeting of the Assembly of the Nations 

concerning the well-being of our planet Gaia 
 

It is an honour to take part in the Assembly of the Nations. The people of Monesteria have 
elected you to represent the Monesterians. It is a demanding and responsible task. The votes 
passed in the Assembly of the Nations have a direct impact on the situation on our planet.  

 

Each delegate must remember that polite behaviour is an essential principle of the 

Assembly of the Nations. 
 

The Rules of Procedure of the Assembly of Nations are simple: 
 

1. Each group presents one (1) Action Proposal that they think will enable us to solve 

the problems ravaging our planet. You will have access to the Action Proposals once 

the honorable President of the Assembly advises you to choose one of them. There are 
several Action Proposals available to each nation, but you must choose only one. 

 

2. You will be given a chance to discuss the Action Proposals freely before voting. 
During this time you have should create a lobbying strategy to make sure that your 
brilliant Action Proposal will gain the favours of all the nations. 

 

3. Each group has exactly two (2) minutes to present their Action Proposal to the 

Assembly of the Nations, after which the other groups can ask questions and make 

comments. 
 

4. There will be a round of voting after the presentation of each Action Proposal  (one 

vote / person). If the Action Proposal gets a majority o f YES-votes (white voting card), 

it is passed. If the Action Proposal gets more NO-votes (black voting card), it is rejected. 

 
 

Turn around 

 

1 
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Then a few words about our nation: We are the Monesterians. Growing up in Monesteria is 

like growing up in a little village in the countryside. None of you should be very eager to go 
back there very soon. The others call us materialists, self-centered and boasters. We prefer to 

call it pride and logic, as the other nations are just jealous.  
 
In the Assembly of the Nations we donõt have any apparent enemies. As time goes by, it gets 

harder and harder to listen to the stupid arguments of the Regelians and the Paxians. 
 

Key points:  
- Our planet needs more wealth and development.  

- Thereõs too much material equality and mutual understanding on our planet. Thereõs 

no room for sentimental people and stupid humanism in the future.  
 
 

 

Good luck to the Assembly of 
the Nations!!! 

 

On behalf of the people of Monesteria, the President of Monesteria,  
 

Hiblio Fergus 
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Noblians  
Nobility obliges you to look 

after the lower classes 
 
Dear members of our nation! You have been elected for an honourable mission to represent 

the age-old wisdom of our nation at the crisis meeting of the Assembly of the Nations 
concerning the well-being of our planet Gaia. 

 
It is an honour to take part in the Assembly of the Nations. The people of Noblia have elected 
you to represent the Noblians. It is a demanding and responsible task. The votes passed in the 

Assembly of the Nations have a direct impact on the situation on our planet.  

 

Each delegate must remember that polite behaviour is an essential principle of the 

Assembly of the Nations. 
 

The Rules of Procedure of the Assembly of Nations are simple: 
 

1. Each group presents one (1) Action Proposal that they think will enable us to solve 

the problems ravaging our planet. You will have access to the Action Proposals once 
the honorable President of the Assembly advises you to choose one of them. There are 
several Action Proposals available to each nation, but you must choose only one. 

 

2. You will be given a chance to discuss the Action Proposals freely before voting. 
During this time you have should create a lobbying strategy to make sure that your 

brilliant Action Proposal will gain the favours of all the nations. 
 

3. Each group has exactly two (2) minutes to present their Action Proposal to the 

Assembly of the Nations, after which the other groups can ask questions and make 
comments. 

 

4. There will be a round of voting after the presentation of each Action Proposal (one 

vote / person). If the Action Proposal gets a majority of YES -votes (white voting card), 

it is passed. If the Action Proposal gets more NO-votes (black voting card), it is rejected. 
 

 
Turn around 

1 
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Then a few words about our nation: We are the Noblians.  We live in Noblia, which is located 

on the island of Kalaris, in the centre of everything. The other nations call us arrogant, old-
fashioned and bossy. Luckily we are above criticism by those stupid and smelly people. 

Among ourselves we understand each other well, because we know that we are the highest, 
finest and the most perfect nation of all.  
 

At the Assembly of the Nations we do not have any enemies, but those Maktians are so stupid 
and boring to listen to! 

 

 

Key points:  
- Our planet needs peace. There are too many wars and too much violence. 

- Our planet is too focused on freedom. People are just hairless monkeys. What can a 

hairless monkey do with free will and opportunities? 
 

Good luck to the Assembly of 
the Nations!!! 

 
On behalf of the people of Noblia, the President of Noblia,  

 
Galadriaus Philintrodius 
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Paxians 
Greed and competition are destructive, 

love and peace bring happiness!! 
 
Dear members of our nation! You have been elected for an honourable mission to represent 

the age-old wisdom of our nation at the crisis meeting of the Assembly of the Nations 
concerning the well-being of our planet Gaia, 

 
It is an honour to take part in the Assembly of the Nations. The people of Paxia have elected 

you to represent the Paxians. It is a demanding and responsible task. The votes passed in the 
Assembly of the Nations have a direct impact on the situation on our planet.  
 

Each delegate must remember that polite behaviour is an essential principle of the 

Assembly of the Nations. 
 

The Rules of Procedure of the Assembly of Nations are simple: 
 

1. Each group presents one (1) Action Proposal that they think will enable us to solve 

the problems ravaging our planet. You will have access to the Action Proposals once 

the honorable President of the Assembly advises you to choose one of them. There are 
several Action Proposals available to each nation, but you must choose only one. 
 

2. You will be given a chance to discuss the Action Proposals freely before voting. 
During this time you have should create a lobbying strategy to make sure that your 
brilliant Action Proposal will gain the favours of all the nations. 

 

3. Each group has exactly two (2) minutes to present their Action Proposal to the 

Assembly of the Nations, after which the other groups can ask questions and make 

comments. 

 

4. There will be a round of voting after the presentation of each Action Proposal  (one 

vote / person). If the Action Proposal gets a majority of YES -votes (white voting card), 

it is passed. If the Action Proposal gets more NO-votes (black voting card), it is rejected. 

 
 

Turn around 

1 
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Then a few words about our own nation: We are the Paxians. We spend our time mainly 

travelling and we are known for our capability of finding inner peace during boring trips the 
other nations call us oversensitive, overemotional and difficult. The difficult part might be true, 

but whatõs wrong with showing compassion towards others and experiencing real connection 
with other creatures and the entire universe? Materialism, good looks and fashion are things 
that we couldnõt care less about. At the Assembly of the Nations we have clear enemies and as 

time passes the stupid arguments and debates of the Regelians and the Maktians annoy us 
more and more.  

 

Key points:  
- First and foremost our planet needs civilisation and peace. 

- Material equality and well-being has been focused on too much. It only creates bad 
vibrations. 

 

 

Good luck to the Assembly of 
the Nations!!! 

 

On behalf of the people of Paxia, the President of Paxia,   

Paxlo Mum 
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Regelians 
Community, equality and 

group spirit!! 
 

Dear members of our nation! You have been elected for an honourable mission to represent 
the age-old wisdom of our nation at the crisis meeting of the Assembly of the Nations 
concerning the well-being of our planet Gaia. 

 
It is an honour to take part in the Assembly of the Nations. The people of Regelia have elected 

you to represent the Regelians. It is a demanding and responsible task. The votes passed in the 
Assembly of the Nations have a direct impact on the situation on our planet.  

 

Each delegate must remember that polite behaviour is an essential principle of the 

Assembly of the Nations. 
 

The Rules of Procedure of the Assembly of Nations are simple: 
 

1. Each group presents one (1) Action Proposal that they think will enable us to solve 

the problems ravaging our planet. You will have access to the Action Proposals once 

the honorable President of the Assembly advises you to choose one of them. There are 
several Action Proposals available to each nation, but you must choose only one. 
 

2. You will be given a chance to discuss the Action Proposals freely before voting. 
During this time you have should create a lobbying strategy to make sure that your 
brilliant Action Proposal will gain the favours of all the nations. 

 

3. Each group has exactly two (2) minutes to present their Action Proposal to the 

Assembly of the Nations, after which the other groups can ask questions and make 

comments. 
 

4. There will be a round of voting after the presentation of each Action Proposal  (one 

vote / person). If the Action Proposal gets a majority of YES -votes (white voting card), 

it is passed. If the Action Proposal gets more NO-votes (black voting card), it is rejected. 

 
 

Turn around 

 

1 
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Then a few words about our own nation: We are the Regelians - a perfect society, in which 

the problems of individuals are replaced by the unity of our group, a sense of solidarity and 
conformity to our rules. The other nations envy our solidarity, our songs and our festive 

marches that have been our traditions for centuries. Who needs individual liberty and a 
toothbrush of her own when we can share everything all with our brothers and sisters?  
 

We have no apparent enemies at the Assembly of the Nations, but with time it gets harder and 
harder to listen to the stupid arguments of the Maktians and the Monesterians.  

 

Key points:  
- People need more group spirit and unity. The group goes before the individual! 

- Equality, solidarity, happiness!  

- Wealth and freedom are given too much focus. Who needs such artificial values? 
 

 

Good luck to the Assembly of 
the Nations!!! 

 

On behalf of the people of Regelia, the President of Regelia, 

Gilapotropis H 
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Attachment 3.  
 

Action Proposals  
 

Each nation is given two letters. This attachment 3 contains the Action Proposals for each 
nation. They are to be placed in envelope no 2. The envelopes are to be numbered and placed 

on each nation's table. Print the Action Proposals on both sides of the paper.  
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4ÈÅ -ÁËÔÉÁÎÓȭ 
ACTION PROPOSALS 

 
 

In order for us to succeed in having our Action Proposal passed we need the support of the 
other nations. We cannot succeed solely with the votes of our own nation! There will be time 

to lobby the other nations for their support during the lobbying break, which the honorable 
President of the Assembly of the Nations will announce. The objective is to gather as many 

unanimous supporting opinions and promises to vote for the Action Proposal as possible. The 
time allotted should be used for the second, in order to secure enough support. Good 

argumentation is essential in lobbying. 

 
Sell your Action Proposals to the other nations. If you succeed in making your Action 

Proposal look good in the eyes of all the nations, you can be sure of your success during the 
rounds of voting! Compromises, negotiations, bargaining... all means are accepted. 

 
Choose one of the Action Proposals on the reverse side of the paper. Invent a title and flesh out 
your nation's Action Proposal. Remember to take into consideration the impact your proposal 

will have on the Scoreboard! 

 

2 
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ȱ"ÕÒÎ ÔÈÅ ,Á×ȱ  
Against restrictive laws 

 

Freedom and diversity (+1) 
Unrestricted freedom. 
 

Peace (-1) 
Extended freedom does not guarantee the physical inviolability of the weaker ones.  
 

Material equality ( -1) 
This allows even more ruthless exploitation of the natural resources of the world.  

 

Civilization (+1)  
Laws cannot restrict creativeness.  
 

ȱ%ÁÓÙ ÔÏ ÎÏÔÉÃÅȱ 

A religion for everyone 

 

Freedom and diversity (+1) 
Freedom to choose whatever religion one likes and the assurance of knowing what religions 
other people are following.  

 

Peace (-1) 
Differentiation between different groups increases.  

 

Technology (-1) 

Technological development is forgotten as humankind concentrates only on soft values. 

 

Health and well -being (+1) 
Spirituality increases mental well-being. 
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The MonesteÒÉÁÎÓȭ 

ACTION PROPOSALS 
 

 
In order for us to succeed in having our Action Proposal passed we need the support of the 

other nations. We cannot succeed solely with the votes of our own nation! There will be time 

to lobby the other nations for their support during the lobbying break, which the honorable 
President of the Assembly of the Nations will announce. The objective is to gather as many 

unanimous supporting opinions and promises to vote for the Action Proposal as possible. The 

time allotted should be used for the second, in order to secure enough support. Good 

argumentation is essential in lobbying. 
 

Sell your Action Proposals to the other nations. If you succeed in making your Action 

Proposal look good in the eyes of all the nations, you can be sure of your success during the 
rounds of voting! Compromises, negotiations, bargaining... all means are accepted. 

 
Choose one of the Action Proposals on the reverse side of the paper. Invent a title and flesh out 

your nation's Action Proposal. Remember to take into consideration the impact your proposal 
will have on the Scoreboard! 

 

2 
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Ȱ.Ï ÁÌÍÓ ÆÏÒ ÐÏÏÒ ÐÅÏÐÌÅȱ  
 

Dump poor people into the sea! 
 

Civilisation ( -1) 
The sense of moral of humankind decays. Solidarity is forbidden.  
 

Material well -being (-1) 
Only the rich and the strong have a natural right to possess material commodities.  
 

Health and well -being (+1) 
The poor wonõt overload the public healthcare.  

 

Technology (+1) 
More money is left for the development of technology.   

 
 

Ȱ#ÏÎÔÒÏÌ ÓÅØȱ  
All sexual activities should be organised 

 

Material equality (+1)  
People work more and the crime rate decreases. 

 

Freedom and diversity (-1) 
An external system controls peopleõs private lives.  

 

Civilisation (+1)  
People have more time to concentrate on educating themselves.  
 

Health and well -being (+1) 
People are not able to satisfy their natural needs. 
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The NoblianÓȭ  
ACTION PROPOSALS 

 

 
In order for us to succeed in having our Action Proposal passed we need the support of the 

other nations. We cannot succeed solely with the votes of our own nation! There will be time 
to lobby the other nations for their support during the lobbying break, which the honorable 

President of the Assembly of the Nations will announce. The objective is to gather as many 
unanimous supporting opinions and promises to vote for the Action Proposal as possible. The 

time allotted should be used for the second, in order to secure enough support. Good 

argumentation is essential in lobbying. 
 

Sell your Action Proposals to the other nations. If you succeed in making your Action 
Proposal look good in the eyes of all the nations, you can be sure of your success during the 

rounds of voting! Compromises, negotiations, bargaining... all means are accepted. 
 

Choose one of the Action Proposals on the reverse side of the paper. Invent a title and flesh out 

your nation's Action Proposal. Remember to take into consideration the impact your proposal 
will have on the Scoreboard! 

 

2 
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Ȱ$ÅÁÔÈ ÔÏ ÄÒÅÁÄÌÏÃËÓȱ  
Dress codes for young people 

 

Health and well -being (+1) 
The amount of infections caused by piercings decreases.  

 

Freedom and diversity (-1) 
Freedom to express oneself via dressing is taken away from young people.  
 

Technology (+1) 
A mass production of clothes that match the dress code is started. 
 

Material equality ( -1) 
Young people are the only group forced to wear uniforms, while others can choose their 
appearances.   

 

 

 

 

 

Ȱ"ÉÇ ÓÉÓÔÅÒȱ  
Cameras everywhere 

 

Freedom and diversity (-1) 
Privacy disappears totally.  

 

Peace (+1) 
Violence decreases and neighbourhoods become safer.  

 

Technology (+1) 
More financial resources are directed to technical solutions of camera surveillance systems.  

 

Civilization ( -1) 
Self-control and people's own will disappear.  
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The PaxiaÎÓȭ 

ACTION PROPOSALS 
 

 
In order for us to succeed in having our Action Proposal passed we need the support of the 

other nations. We cannot succeed solely with the votes of our own nation! There will be time 
to lobby the other nations for their support during the lobbying break, which the honorable 

President of the Assembly of the Nations will announce. The objective is to gather as many 
unanimous supporting opinions and promises to vote for the Action Proposal as possible. The 

time allotted should be used for the second, in order to secure enough support. Good 

argumentation is essential in lobbying. 
 

Sell your Action Proposals to the other nations. If you succeed in making your Action 
Proposal look good in the eyes of all the nations, you can be sure of your success during the 

rounds of voting! Compromises, negotiations, bargaining... all means are accepted. 
 

Choose one of the Action Proposals on the reverse side of the paper. Invent a title and flesh out 

your nation's Action Proposal. Remember to take into consideration the impact your proposal 
will have on the Scoreboard! 

 

2 
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Ȱ! ÔÅÍÐÌÅ ÆÏÒ ÅÖÅÒÙÂÏÄÙȱ  
The approval of the state for all religions 

 

Freedom and diversity (+1) 
All religions are equal and people can choose whatever religion they like.  
 

Civilisation (+1)  
Religions give humankind a civilisation of the soul. 
 

Technology (-1) 
Sustaining a variety of religions costs society more.  
 

Health and well -being (-1) 
Religious rites directed at the human body may harm oneõs health. 
 

 

 

 

 

 

ȱ$ÉÆÆÅÒÅÎÔȱ  
A society for the different 

 

Freedom and diversity (+1) 

People finally realise that diversity is not a problem. 

 
Material equality (ð 1) 

óFlawlessó people are forgotten.  
 

Technology (ð1) 
Directing resources to social policies reduces the amount of financial resources directed to 
radical innovation technology and slows down technological development.  

 

Peace (+1) 
Violence against those who are different decreases. 
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The RegelianÓȭ 

ACTION PROPOSALS 
 
 

In order for us to succeed in having our Action Proposal passed we need the support of the 
other nations. We cannot succeed solely with the votes of our own nation! There will be time 

to lobby the other nations for their support during the lobbying break, which the honorable 
President of the Assembly of the Nations will announce. The objective is to gather as many 

unanimous supporting opinions and promises to vote for the Action Proposal as possible. The 
time allotted should be used for the second, in order to secure enough support. Good 

argumentation is essential in lobbying. 

 
Sell your Action Proposals to the other nations. If you succeed in making your Action 

Proposal look good in the eyes of all the nations, you can be sure of your success during the 
rounds of voting! Compromises, negotiations, bargaining... all means are accepted. 

 
Choose one of the Action Proposals on the reverse side of the paper. Invent a title and flesh out 
your nation's Action Proposal. Remember to take into consideration the impact your proposal 

will have on the Scoreboard! 
 

 

2 
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ȱ.ÅÉÇÈÂÏÕÒÓȱ  
Everybody should stay in their own village 

 

Health and well -being (-1) 
Peoplesõ genotype becomes very unbalanced and the lack of new genes causes an increase in 

hereditary diseases.  
 

Material equality (+1)  
Exploitation of nature ceases and people become a lot more self-sufficient.  
 

Freedom and diversity (-1) 
An individualõs chances to move from one place to another are limited.  
 

Peace (+1) 
The number of conflicts between nations decreases due to lack of contact. 
 

 
 

Ȱ'ÌÏÂÁÌ ÁÎÄ ÆÁÉÒ 
ÄÉÓÔÒÉÂÕÔÉÏÎ ÏÆ ÉÎÃÏÍÅȱ 
Being rich is a crime ɀ punished by community service 

 

Peace (-1) 
Lost benefits increase dissatisfaction and spur violent resistance.  

 

Freedom and diversity (-1) 
People do not have the chance to live up to their potential as they cannot influence their own 
level of income.  
 

Material equality (+1)  
Wealth is distributed equally ð the resistance of the environment increases.  

 

Health and well -being (+1) 
Health care is available for everyone and extreme poverty decreases.  
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Attachement 4. 
Registration forms  

 

The task of each nation is to fill out the registration form by describing the nation's relationship 
to asked themes when they enter the Assembly. What is the nature of the nation like? What are 

its essential values? Who are these people, what do they like? Where do they come from and 
how do they want Gaia to evolve in the future? With the help of the registration form each 

nation creates a sense of group unity and common aims.  
 

Note that there is one registration form that you have to copy for all the five nations.  
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Draw a picture of the symbol or the emblazonry 

in the arm of your nation here. 

Assembly of the Nations  
Registration from  
 

Please fill the Registration form by 

describing the nation's relationship 

to asked themes. Note that the form 

continues on reverse side. 
 

 

Name of the nation 

 
______________________________________________ 

 

Nationõs slogan or the first verse of the 

national anthem 
 

 
____________________________________________________________________________________ 

 

Describe your looks in two adjectives. How important are the looks for your nation? 

(Choose 1 to 5 stars) 

* * * * *  
____________________________________________________________________________________ 

 

Describe your attitude generally and in the Assembly in two adjectives. What nations 

have least common with you? 
 

________________________________________________________________________ 

 
________________________________________________________________________ 
 
 

Describe shortly (with maximum five sentences) about the close history of your 

nation. 
 
____________________________________________________________________________________ 
 

____________________________________________________________________________________ 
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____________________________________________________________________________________ 

 
____________________________________________________________________________________ 

 
____________________________________________________________________________________ 

 
What things (minimum three things) are most valued by your people? 

 
____________________________________________________________________________________ 
 

____________________________________________________________________________________ 

 

How important does your people find following themes? (Choose 1 to 5 stars) 
 

ð Economy     * * * * *  

ð Sexuality     * * * * *  

ð Freedom and human rights  * * * * *  

ð Law and order    * * * * *  

ð Religion     * * * * *  

 

Does your nation value independence or community? Circle the preferred option. 

 
What kind of culture is been valued in your country? 

 
____________________________________________________________________________________ 
 
____________________________________________________________________________________ 

 
____________________________________________________________________________________ 

 

Signatures 
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Attachment 5. 

Scoreboard 
 

Each nation is given an A3 sized Scoreboard. Print the Scoreboard on one side only and tape the 
two pieces together. You can also print the title of the Scoreboard and attach it to the top of the large 

Scoreboard (attachment 9).  
 

The Scoreboard depicts the situation on Gaia in real time. At the outset of the game the situation in 
all six columns (each representing a certain theme) is at level four (of altogether 7 levels). Without 
an Assembly of Nations the situation would rapidly deteriorate to the lowest level (level 1). The 

participants aim to improve the situation on Gaia via the Action Proposals they present. 
Improvement is showed as positive advancement in each column of the Scoreboard - towards the 

ideal level 7.  
 

Once an Action Proposal has been passed in a voting round, the Secretary of the Assembly of the 
Nations indicates the impact of the Action Proposal in question on the Scoreboard. A more detailed 

description of the outcome can be read in each sector of the Scoreboard. The Secretary of the 
Assembly of the Nations analyzes the Scoreboard and gives concrete examples of what each 
outcome means. After the last voting round the Secretary of the Assembly of the Nations 

summarizes the final situation on Gaia.  
 

In addition to the Scoreboards for each nation, a large Scoreboard is placed at a central place in the 
room. It is on this large Scoreboard that the Secretary of the Assembly of the Nations moves 

markers (e.g. post it -papers, etc.) to mark the changes in the situation after each round of voting. 
The large Scoreboard can be e.g. projected with an overhead projector or the file can be printed in 
enormous size.   
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TECHNOLOGY  
 

Development of 

technology. 

MATERIAL 

EQUALITY  
 

Distribution of 

wealth and 

natural 

resources 

among the 

people 

FREEDOM 

AND 

DIVERSITY  
Freedom to be 

yourself. Reality 

of oneôs freedom 

as an individual. 

Respect of 

diversity. 

PEACE  
 

Amount of war 

and violence. 

HEALTH AND 

WELL BEING  
 

Access to health 

care and general 

well-being 

CIVILIZATION  
 

Education, 

sustainability of 

cultural heritage 

7 

Computerised 

world. The 

development of 

technology has 

freed people from 

working. People 

have a chance to do 

whatever they like. 

Wealth and 

natural 

resources are 

distributed 

equally. The 

usage of 

natural 

resources is in 

balance with 

the 

regeneration 

of the nature 

in the entire 

world. 

Diversity is 

genuinely seen as 

richness and a 

resource. 

Different 

individuals are 

needed! Equality 

is reality 

everywhere. 

The culture of 

peace everywhere 

in the world. 

Everyone has a 

chance to live in 

peace without 

having to fear 

over the security 

of oneself or of 

the others. 

Everyone is 

taking part in 

maintaining 

peace. 

Well-being 

belongs to 

everyone. There 

are cures 

available for all 

diseases and they 

are available for 

everyone. 

Everyone has a 

chance to fulfil 

themselves and 

learn new things 

throughout their 

life. The diversity 

of cultures, 

mutual respect 

and peaceful 

coexistence are 

reality. Common 

ethical rules are 

guiding people in 

their everyday 

life. 

6 

Everyone has a 

possibility to use the 

latest technological 

equipment. 

Natural 

resources and 

wealth are 

distributed 

equally; the 

usage of the 

natural 

resources is 

geographically 

fair. 

Everyone is 

taking their own 

and everyone 

elseôs well-being 

into 

consideration. 

The rights of 

different groups 

are recognised. 

Diversity is being 

respected. 

Peace has 

increased all over 

the world. Many 

of the conflicts, 

which have been 

going on for a 

long time, have 

ceased. Violence 

nearly 

nonexistent. 

General state of 

health and well-

being has 

increased all over 

the world. Health 

care is available 

for everyone. 

Everyone has an 

access to 

education. The 

education 

supports 

individual needs 

to develop. Equal 

respect for 

different cultures 

has increased. 

5 

Some part of the 

population has a 

chance to benefit 

from the 

development of 

technology. 

 

 

 

 

Global 

awareness on 

the inequal 

distribution of 

natural 

resources and 

wealth. Joint 

action to 

change the 

situation. 

Differences are 

accepted. 

Different groups 

are living 

together in peace 

but separately 

from each other. 

 

An attempt to 

global peace. 

Joint action for 

building global 

peace. 

Attempt to 

remove the 

inequality in 

health care. Joint 

systems have 

been created to 

change the 

situation. Health 

is understood as a 

global 

prerequisite for 

general well-

being. 

Access to 

education to more 

and more people. 

Joint action to 

cherish the 

cultural heritage. 
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4 

Increasing 

development of 

technology. Clear 

geographical 

differences. 

Abundance of 

natural 

resources and 

wealth. 

Wealth is 

distributed 

unequally 

among 

people. 

Common 

agreements on 

freedoms and 

rights of the 

individual. 

Differences are 

nevertheless 

tolerated 

limitedly. The 

consept of 

freedom 

depends on 

interpretation.  

A long state of 

peace in some 

parts of the 

world, while in 

other there are 

conflicts that 

have been going 

on for quite some 

time. Some kind 

of violence in all 

societies. 

Means to help 

the progress of 

health and 

health care. 

Inequality in 

access to health 

care. Unequal 

division of 

health. 

Access to 

education and 

the development 

of oneôs skills 

and knowledge 

in distributed 

unequally. 

Freedom of 

speech is 

everyoneôs right, 

agreed with a 

common 

agreement ï 

however not 

happening 

everywhere. 

3 
Technological 

growth has slowed 

down. 

Wealth and 

natural 

resources are 

owned by 

fewer and 

fewer people. 

Inequality and 

poverty is 

increasing. 

Fewer people 

have a chance to 

express their 

differences. The 

rights of 

minorities have 

decreased. 

Conflicts and 

disquiet have 

increased. 

Extreme 

organisations are 

fomenting 

juxtaposition. 

Violence is 

affecting more 

and more people. 

Trust in finding 

peace is 

disappearing. 

Geographical 

difference in 

mortality rates in 

curable diseases. 

Medicines are 

available to fewer 

and fewer people. 

Education is less 

available for 

people; the 

existence of 

cultures is being 

limited. Education 

and culture are 

used as tools for 

power. Freedom 

of speech is more 

limited. 

2 

The development of 

technology has 

stopped. The utility 

of all goods is 

nearly impossible. 

More and more is 

used to dominate 

people. 

The diversity 

of the nature 

has nearly 

disappeared. 

The wealth of 

the world is in 

the hand of a 

few. The 

majority lives 

in extreme 

poverty. 

The persecution 

of diversity has 

increased. People 

are being used for 

trade. A few 

people call the 

shots on what is 

acceptable and 

what is not. 

Armed conflicts 

around the world. 

Conflicts are 

reality for 

everyone. 

Numerous civil 

wars. Peace 

doesnôt have a 

chance. 

Global epidemics. 

Only a few people 

have a chance to 

protect 

themselves with 

medicines. High 

rate of mortality 

everywhere in the 

world. 

Education is to be 

bought by a lucky 

few. The 

corruption of 

cultures from the 

inside. No 

common 

perceptions of 

right and wrong. 

Freedom of 

speech is very 

limited. 

1 

Technology has 

turned against 

people. Machines 

rule the World. 

Natural 

resources have 

been exploited 

to non-

existence. The 

globeôs ability 

to regenerate 

has come to an 

end. Extreme 

poverty 

everywhere. 

All people are 

merchandise. 

Diversity has 

been destroyed. 

The World is in 

an open state of 

war. Everyone is 

fighting for 

themselves and 

themselves alone. 

There are no cures 

for diseases. The 

human kind has 

nearly become 

extinct. 

Values, moral and 

norms are 

missing. All 

cultures have 

been destroyed. 
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7 
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1
TECHNOLOGY 

Development of 
technology 
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Computerized world. The 

development of technology 

has freed people from 

working. People have a 

chance to do whatever they 

like.
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Everyone has a 

possibility to use the 

latest technological 

equipment. 

 

 

 

Some part of the 

population has a chance 

to benefit from the 

development of 

technology. 
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Increasing 

development of 

technology. Clear 

geographical 

differences. 

 

Technological 

growth has 

slowed down. 
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The development of 

technology has stopped. 

The utility of all goods is 

nearly impossible. More 

and more is used to 

dominate people. 
 

 

Technology has 

turned against 

people. Machines 

rule the World. 
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MATERIAL 
EQUALITY 

Distribution of wealth 
and natural resources 

among the people 
 

Wealth and natural resources 

are distributed equally. The 

usage of natural resources is 

in balance with the 

regeneration of the nature in 

the entire world. 
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Natural resources and 

wealth are distributed 

equally; the usage of the 

natural resources is 

geographically fair. 

 

 

Global awareness on the 

inequal distribution of 

natural resources and 

wealth. Joint action to 

change the situation. 
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Abundance of natural 

resources and wealth. 

Wealth is distributed 

unequally among 

people. 

 

 

Wealth and natural 

resources are owned by 

fewer and fewer people. 

Inequality and poverty is 

increasing. 
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The development of 

technology has stopped. 

The utility of all goods is 

nearly impossible. More 

and more is used to 

dominate people. 

 

Technology has 

turned against 

people. Machines 

rule the World. 
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FREEDOM AND 
DIVERSITY 

Freedom to be yourself. Reality 
ÏÆ ÏÎÅȭÓ ÆÒÅÅÄÏÍ ÁÓ ÁÎ 

individual. Respect of diversity. 
 

 

Diversity is genuinely seen 

as richness and a resource. 

Different individuals are 

needed! Equality is reality 

everywhere. 



93 

 

Everyone is taking their 

own and everyone elseõs 

well-being into 

consideration. The rights of 

different groups are 

recognized. Diversity is 

being respected. 

 

Differences are accepted. 

Different groups are 

living together in peace 

but separately from each 

other. 
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Common agreements on 

freedoms and rights of the 

individual. Differences are 

nevertheless tolerated 

limitedly. The concepts of 

freedom depends on 

interpretation. 
 

Fewer people have a 

chance to express their 

differences. The rights of 

minorities have 

decreased.
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The persecution of diversity 

has increased. People are 

being used for trade. A few 

people call the shots on 

what is acceptable and what 

is not. 

 

All people are 

merchandise. 

Div ersity has been 

destroyed. 
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PEACE 
Amount of war and 

violence. 
 

 
The culture of peace 

everywhere in the world. 
Everyone has a chance to live 

in peace without having to fear 
over the security of oneself or 

of the others. Everyone is 
taking part in maintaining 

peace.
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Peace has increased all over 

the world. Many of the 

conflicts, which have been 

going on for a long time, 

have ceased. Violence 

nearly nonexistent. 
 

 

An attempt to 

global peace. Joint 

action for building 

global peace. 
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A long state of peace in 

some parts of the world, 

while in other there are 

conflicts that have been 

going on for quite some 

time. Some kind of violence 

in all societies. 

 
Conflicts and disquiet have 

increased. Extreme 

organisations are fomenting 
juxtaposition. Violence is 

affecting more and more 
people. Trust in finding peace 

is disappearing.
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Armed conflicts around 

the world. Conflicts are 

reality for everyone. 

Numerous civil wars. 

Peace doesnõt have a 

chance. 

 

The World is in an 

open state of war. 

Everyone is fighting 

for themselves and 

themselves alone.
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HEALTH AND 
WELL BEING 

 

Access to health care and 
general well-being 

 

 
Well-being belongs to 

everyone. There are 

cures available for all 

diseases and they are 

available for everyone. 
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General state of health 

and well-being has 

increased all over the 

world. Health care is 

available for everyone. 

 
Attempt to remove the 

inequality in health care. 

Joint systems have been 

created to change the 

situation. Health is 

understood as a global 

prerequisite for well-being. 
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Means to help the 

progress of health and 

health care. Inequality in 

access to health care. 

Unequal division of 

health. 
 

 

Geographical difference in 

mortality rates in curable 

diseases. Medicines are 
available to fewer and 

fewer people. 
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Global epidemics. Only a 

few people have a chance 

to protect themselves with 

medicines. High rate of 

mortality everywhere in 

the world. 

 

There are no cures 

for diseases. The 

human kind has 

nearly become 

extinct. 
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CIVILIZATION 
 

Education, 
sustainability of cultural 

heritage 
 

Everyone has a chance to fulfill 

themselves and learn new things 

throughout their life. The 

diversity of cultures, mutual 

respect and peaceful coexistence 

are reality. Common ethical rules 

are guiding people in their 

everyday life.
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Everyone has an access to 

education. The education 

supports individual needs to 

develop. Equal respect for 

different cultures has 

increased. 

 

Access to education 

to more and more 

people. Joint action 

to cherish the cultural 

heritage. 
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Access to education and the 

development of oneõs skills and 
knowledge in distributed 

unequally. Freedom of speech 

is everyoneõs right, agreed with 
a common agreement ð 

however not happening 
everywhere. 

 

Education is less available for 
people; the existence of 

cultures is being limited. 

Education and culture are used 
as tools for power. Freedom of 

speech is more limited.
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Education is to be bought 

by a lucky few. The 

corruption of cultures 

from the inside. No 

common perceptions of 

right and wrong. Freedom 

of speech is very limited. 

 

Values, moral and 

norms are missing. 

All cultures have 

been destroyed.
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Attachment 6. 

Exercises for warming up 
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Improvisation exercises 
 

Freeze 
 

Invite two people on óstageó.  Ask them to start a scene and when someone from the audience 
shouts ófreezeó, they take a still position and one of them leaves the stage. S/he will be replaced by 
someone from the audience who must take the same still position as the person who left had. The 

ònewcomeró starts another scene which can be completely different from the previous one.  
 

Genres 
 
Invite 2-4 people on stage. Ask the audience to give you a topic, characters and a place (e.g. three 
cleaning ladies are talking about their summer holidays during a coffee break). The scene starts 

normally and continues until someone from the audience shouts another genre. When this happens 
the actors must continue their performance using that genre as their style. The scene must keep 

going and reach an end despite the changes of the genre.  
 

Possible genres:  
- opera 
- amateur theatre 

- James Bond 
- Childrenõs TV show 

- Horror movie 
- Silent Film 

- Soap opera 
- Reality Show (e.g. Big Brother) 
 

Animalistic characters  
 
Invite 2-4 people on stage. Ask the audience to give you a topic, a place, characters and an 
animalistic feature for each of the characters (e.g. there are a robin-like lady from across the street, a 

rhino-like butcher and a horse-like young man who talk about the expensive prices of food while 
queuing to the till in a supermarket). The characters should perform the scene from the beginning to 

the end, making sure that their characters are animalistic. 
 

Feeding words 
 

Invite two people on stage. Ask the audience to give you a topic, place and characters for the actors. 

In addition to this, as the audience for a list of words, which can be anything (approx. 20 words). 

The actors will beging the scene and the director/facilitator should ófeedó words to them and the 
actor talking mustu se it in their line. The scene must advance and reach the end despite the new 

words being fed to the actors.  

 

 
 



110 

 

Attachment 7. 

Extra Questions for Debriefing 
 
 

The debriefing conversation after the game is extremely important, because its objective is to create 

links between reality and the themes that came up during the game. The debriefing conversation 

should make the players connect the themes of the game to their own lives and their own 
environment. For this to succeed it is of primary importance that the debriefing conversation deals 

with topics close to the reality and everyday lives of the players.   
 

There is no one way to conduct the debriefing session - the debriefing situation depends always on 

the group, the ages of the participants, their level of knowledge and especially on how well the game 
succeeded. It is worth planning the debriefing session in advance, but the leader of the conversation 

should also take into consideration situations that arose during the game (conflicts etc).  
 

Questions are a good way to start the debriefing session. Ask the participants questions that lead 
them to evaluate the game, their own characters and the links between the game and everyday life. 
The leader of the debriefing session should also have strong background information on the themes 

of the game: human rights, diversity, decision making processes, influencing, environment, peace, 
equality and development, as well as an understanding of the ways the role playing game is 

connected with these themes.  
 

This way you will have the essential background information in order to pose relevant and well-
informed questions and lead the participants through the debriefing conversation. Below are a few 
suggestions, ideas and questions that might be useful in planning the debriefing conversation. You 

can certainly leave some out - choose only those questions that are the most pertinent from the point 
of view of the game you have just played.  

 
 

The debriefing session is divided into 3 parts:  

1. Description 
2. Analysis 

3. Application 
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Part 1: Description  
 

At this point of the debriefing conversation the participants are still strongly influenced by the game 
world. However, it is important that at this point the roles have been already "shook off" and each 

participant is her/himself again. After a successful role playing game the participants are usually 
eager to talk about their own character and about what happened to their character in the game.  
 

It is worth going through the different elements of the game, so that all the participants are able to 
form a clear general image of the contents of the game. Why did one of the groups talk about peace? 

Why did a friend who usually thinks differently support such stupid ideas during the game? Give the 
participants time to discuss the course of the game itself, before moving to questions about the 

feelings the participants had about the game (this is a good way to link the descriptive and analytic 
phases of the debriefing session).  
 

Some good questions for the conversation: 
- What happened in the game? 

- Can you describe it? 
- What was it like? 

- Was it fun? 
- Did you experience something fun during the game? 
- Who were you? 

- What was your character like? 
- Tell us about your character, what did s/he do? 

- How did your group (nation) manage? 
- Did you get along with your group? 

- Was it easy to lobby your Action Proposal to the others and was it easy to get them to vote 
for it? 
- Was your character in favor of the Action Proposal put forward by your group? If not, why? 

- What is your general feeling about the game? 
 

You can also form a debriefing cycle, in which everyone has a chance to say something. Encourage 
everyone to speak, but be clear that participants do not need to speak if they do not want to.  

 
Here are some questions for the debriefing ring. 
 

- How did you feel during the game? 
- Was it hard to stay in your character? 

- What do you think of your character? 
- How did your character develop? 

- What did you think of the decisions of the Assembly of the Nations? 
- What did you think of your character and the fact that s/he might have had opinions and 
values completely different from your own? 

- What did you like? What didn't you like? 
- What happened to you during the game? 

- Did your mood change during the game for some specific reason? 
- What did acting your character feel like? Why? 

-  Did you feel your character was in balance with your nation (group)? 
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Part 2: Analysis 
 

In the analysis phase participants should link themes of the role game to their own reality. In this 
phase, the game is perceived from a broader perspective, via the ideas and thoughts of the 

participants. The aim of the leader of the debriefing conversation is to get the participants to 
recognize and analyze links between the game and situations in the real world. Use topics that came 
up during the descriptive part to initiate the conversation.  

 
Good questions for the conversation: 

- Have you witnessed situations in real life similar to the ones in the game? 
- Were the situations such, that they might be possible in the real world? 

- What happened on Gaia? 
- What changed in relationship with the people? 
- Did the role playing game remind you of something? 

- What kind of Action Proposals were passed? What were they about? 
- What did the changes brought about by the Action Proposals and their consequences feel 

like? 
- Could you imagine things like this happening in the real world? 

- Did you think of any specific person as a role model for your character? Who? 
- What made the game feel realistic/unrealistic? Did the game have anything to do with real 
world situations? 

- Did you notice any similarities between the game situations and the real world? 
- Did your character agree with your group's opinion? Did it feel real? 

- Did you agree with your character? 
- What did it feel like to be in the role you were given? 

- Did any of the groups resemble any group or person in real life (celebrity, politician, etc)? 
- What would the world be like, if one of the nations of the game gained control of the Earth? 
- Which situations were the most problematic in the role game? 

- What would not have happened, had people been able to choose? 
- What did you feel was hardest in the role game? 

- What topics were the Action Proposals about? 
- How did the Action Proposals of other groups affect you? 

- Could the Action Proposals of the game be possible in our world and our lives? 
- What do you think is the purpose of the game? 
- Did you learn something from the game? What? 

- What elements of the game were about e.g. human rights, diversity, decision making, 
influencing, environment, peace, equality or development? 

 

 

Part 3: Application  
 
The purpose of the application phase is to get the participants to concentrate on the learning 

experience gained from the game. The learning experience can be for instance the acquisition of new 
information on human rights and on possibilities to work for improving the human rights situation - 
anything that the participant can use in her/his real life.  

 
Start this phase by concentrating on the game reality and ask the participants to analyze it. Explore 

the observations on the role playing game the participants feel are especially relevant and study, how 
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the participants would like increase information e.g. about human rights issues. Often the 

participants might even think up concrete action plans  
 

Relevant questions: 
 

- How can we avoid the situation in the game from happening in real life? What can you do 

to help us avoid it? 
- Have you ever felt you are in a minority? What did this feel like? 

- Was there something in the game that affected you personally? 
- What is the most important thing that you remember about the game/your character? 
- Could you use this experience in a real life situation? 

- Could the things presented in the Action Proposals be real in our world? 
- How did it feel to be shunned by the other groups? 

- Did the role playing game inspire you? 

- Which nation would you represent if you could choose? Why? 

- Can you use the points of view of some of the nations in the real world? 
- How could people create common rules for all? 
- What situations in the game did you feel were totally unpardonable? Do similar things 

happen in the real world? Examples? 
- How do you feel about the changes in the world? Which things are better, which are worse? 

- Is the existence of differences important for you? 
- Are compromises important? 

- Is cooperation important despite differences in opinion (even if some things are in 
common)? 
- What is the role of the Assembly of the Nations in the real world? Is there someone else 

deciding about your life at the moment? 
- Does this role playing game and conversation about social issues have any links to your life? 

- What would be the consequences, if the decisions made in the game were real? 
 

About the themes of the game: 
 
The three parts of the debriefing conversation deal with different themes, which are essentially 

connected with human rights, such as freedom, religion, sexuality, racism etc. On a general level in 
the game, the following occurs: 
 

- Some human rights are breached in order to achieve others.  
- It is easy to make decisions for others without thinking about the consequences.  

- People struggle for power and forget human rights.  
- What do people really need? Money, love, peace, war, diversity, equality? 

- People have a right to express themselves freely - is this an absolute value everywhere? 
- Freedom of religion - how far can one go in the name of one's religion? (v. islamophobia?) 
- Surveillance and the fear of terrorism - how far can one go in the control of people's lives, if 

someone is e.g. suspected of terrorism? 
- Family rights - rights of sexual minorities 

 

If you want to only concentrate on one or several themes in the debriefing session, here are some 

questions to help you, related to the different Action Proposals. 
 

a) Sexual rights 
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- What kind of arguments are there against sexual minorities? What is behind these 

arguments? 
- Should sexual minorities hide their sexual orientation? 

- Should sexual minorities be given the right to marriage?  
- Should sexual minorities be allowed to adopt children? 

- Can religion be an argument against homosexuality? 
- Do you know any representatives of sexual minorities? 
- What is your attitude towards sexual minorities? 

 
b) Religious rights 

- Should people have an absolute right to believe in what they want to? How about religious 
rituals, should they be allowed if they are practiced in the name of religion? 

- Should society enable the existence of all religions and should all religions be supported by 
society? 

- Are all religions just as good? 

- Should all religious customs be tolerated? 
- Should displaying religious symbols be forbidden? 

- Are all those who practice the same religious similar? 
 

c) Security rights 
- How far should people be allowed to go in a fight for something they believe in? 
- Who decides, what is right and what are the limits? 

- Where do you draw the line between a freedom fighter and a terrorist? 
- Who is responsible for the birth of extreme groups that we call terrorists? 

- Does surveillance of citizens in public spaces bother others than lawbreakers? 
- How can we avoid terrorism? 

- Should there be more or less laws? 
- What would the world be like, if there were no laws and everyone had the right to do as 
s/he likes? 

- Are humans essentially good or bad or possibly something in between the two? 
 

d) Social rights 
- Why is the majority always right? Or is it? 

- What is the relationship between the rights of the individual and the rights of a group? 
- Is there something wrong about evaluating people's capabilities? That some people are better 
than others? 

- Are some people better than others? 
- Where do our prejudices about certain population groups spring from? 

- Does abiding by rules create better circumstances for equality? 
- Do you have to be the same as others in order to get the same possibilities as others? 

- Is homogeneity the same as  equality? Do we need to be similar in order to be treated 
equally? 
- Can you demand special treatment in a hospital or at school, because you are not "like 

everyone else"? 
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Attachment 8. 
Signs to be attached to the 

tables and walls 
 

S 
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Scoreboard 
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j

k

h 
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Regelians 
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Monesterians 
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s

d

f

U

A

A

L

I

S

U

U

S

 
 

U

S

K

O

 
Imias 
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N

T

O 

Paxians 
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Maktians 
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The Assembly 
of the Nations 

on Gaia 
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The Secretary of 
the Assembly of 

the Nations 
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The President of 
the Assembly of 

the Nations 
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Attachment 9. 

Rules of Procedure in big 
letters 

 
 

I f you wish, you can print the rules of procedure of the Assembly of the Nations and tape them onto the wall. 
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1. 
Each group can present one 

Action Proposal to solve the 

problems ravaging our 

planet.  
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2.  

The groups discuss 
the Action Proposals 
freely before voting.  
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3. 
Each group has two minutes to 
present the Action Proposal to 
the Assembly of the Nations, 

after which the other groups can 
ask questions and make 

comments. 
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4. 

 
Each Action Proposal will be 
voted (one vote / person). If 
the Action Proposal gets a 
majority of YES-votes, it is 

passed.  


