
Commons Game - 
Initial Design Schematic 

Jose Ramos 

Jan 2016



The commons game aims to be a fun 
game  experience  that  builds  a 
community  around  the  idea  of  the 
“commons”  and  acts  of 
“commoning”.



What is the “commons”?  



Elinor Ostrom won the 
Nobel Prize in Economics 
in 2009 for her work 
showing how some 
communities effectively 
manage common 
resources.  She was 
foundational in showing 
how “commons 
governance” can be 
achieved.  Today her legacy 
lives on through the 
expansion of commons 
research, thinking and 
experiments worldwide.   



• A social system for the long-term stewardship of resources 
that preserves shared values and community identity. 

• A self-organized system by which communities manage 
resources (both depletable and and replenishable) with 
minimal or no reliance on the Market or State.

• The wealth that we inherit or create together and must 
pass on, undiminished or enhanced, to our children.  Our 
collective wealth includes the gifts of nature, civic 
infrastructure, cultural works and traditions, and knowledge.

• A sector of the economy (and life!) that generates value in 
ways that are often taken for granted – and often 
jeopardized by the Market-State.

David Bollier: http://bollier.org/commons-short-and-sweet  



According to Michel Bauwens commons can be: 

Material 

Immaterial 

Inherited Produced

Planetary life support 
systems (safe climate)

Social commons (shared 
goods like infrastructure, 

libraries, and public safety)

Digital / p2p commons 
(open source designs)

Language, education and 
culture

http://futurism.com/interview-michel-bauwens-on-peer-to-peer-economics-and-its-role-in-
reshaping-our-world/

http://futurism.com/interview-michel-bauwens-on-peer-to-peer-economics-and-its-role-in-reshaping-our-world/


I like to describe commons as that which we 
all mutually depend on and that that we 

mutually benefit from. 

It is therefore in our interest to mutually 
protect such commons and to extend them. 



People depend on and benefit from ecological integrity at 
various scales, from a safe climate to pollution free rivers



People depend on and benefit from the social commons: 
libraries, public safety, social inclusion, public services - 

health, educational, support. 



People depend on and benefit from immaterial co-
produced resources (digital / p2p) - in particular as we 

attempt to accelerate global co-learning for deep 
sustainability and social justice. 



People mutually depend on and benefit from integrity in 
culture - truth in various spheres, political, economic, 

spiritual, historical, linguistic.  



Commons: 
Opportunities and Threats 
• Disruption of the global 

climate 

• Destruction or 
privatisation of basic life 
support systems 

• Internet platform 
monopolies 

• Patents on life forms 

• Hundreds of thousands of 
innovative projects and a 
global movement for 
change 

• Global lab of knowledge 
and design 

• Distributed governance  
and coordination systems 

• Emerging planetary 
consciousness



II. to build a community of commoners / commoning 
- meet other people who are likeminded, develop 

some relationship and deepen connections and the 
ability to collaborate. 

Purpose of the game 

1. for people in this nascent community to get to 
know the idea of the commons through an engaging 

game format

Game goals and rewards support the purpose of 
the game 



• Key elements of the game include: 

• Coming together with others to decide what 
are “commoning acts” and how much these will 
be rewarded.

• Being rewarded for carrying out “commoning 
acts” with “commons credits” (CCs)

• Exchanging CCs with other gamers for unique 
services and offers

• Unlocking rewards by exchanging CCs in 
dynamic ways   



Commoning CCs (commons credits)

Community decides what 
to assign value to: 

planting trees, support 
for migrants, cleaning, 
authenticating CCs 

claims etc.  

CC

CC

CC

When a person does the 
activity assigned value by the 

community, they get the 
determined CCs

Tree 
Planted 

CC Transfer of credit 

Service or offer

That person can now use the 
CC within the game 

community to access a service 
or offer from another player 

Decision support 
approaches include 

holding live 
workshops, as well as 
using loomio / liquid 
democracy or other 
online systems, etc.
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CC

People can get CC through three ways

Game
$$

CC When a person buys into the 
crowdfund campaign, they get a 

small number of game CCs 1

2

3

A person can get CCs by giving a 
service or an offering - the two 

parties decide on the details of the 
exchange

Service or offer

CC

Commoning  

CC When a person does the 
activity assigned value by the 

community, they get the 
determined CCs



Commoning CCs (commons credits)

Community decides what 
to assign value to: 

planting trees, support 
for migrants, cleaning, 
authenticating CCs 

claims etc.  

CC

CC

CC

Life support commoning: 
Atmosphere, reduce CO2 

emissions (plant tree)

Immaterial commoning:  
Produce an open source 
design for sustainability 

product

Public commoning: create 
social inclusion, help a migrant 

with something  



The game brings together a 
community of people to create and 

exchange what is understood as 
“Commons Credits (CCs)”. CCs are 

tradable units.
CC

CC

CC

CC

CC

CC

CC

CC



Creating a market 

For the game to work there needs to be a 
large enough ‘market’ where people can trade 

CCs for services and offers.  A successful 
crowdfund will ensure critical threshold.  

...........................

...........................

...........................
..........................

Each player needs to have publicly listed at 
least 3 or 4 things that they will offer (as a 

service or other) in exchange for CCs

If the game is funded through the crowdfund 
- there would be 100 players and 300-400 
services or offers people can access using 

CCs - game on! 



What kinds of service or offers can a person give?  

The main guideline is “ethical” and do no harm 

But it is best if people are ethical AND 
really creative, and can make offers 

unconventional, fun, even weird 

e.g. for a CC I am 
willing to listen to a 

problem you have at work 
and give you some 

advice 

For a CC I will teach 
you how to cook an 

awesome dahl

I’ll teach you about 
creating a social 

enterprise

For a CC I will give 
you a tour of my 
neighbourhood 



DESIGN CHALLENGES



Authentication of commoning acts 

Hey everyone I 
just planted a 
tree. Give me 

my CCs! 

One design challenge is to authenticate 
commoning acts (acts the community has 

assigned value to and give CCs for). 

Where is the tree? 

I don’t see a tree!  
Otherwise people can claim to have done 

something that they didn’t, and receive 
CCs when they shouldn’t.  

THE 
AUTHENTICATOR

I shall find out! 

It seems likely we will need to make 
authentication / auditing a commoning act 
- or have game referees that make sure 
what is being claimed matches reality



OES

The game needs an online exchange 
system (OES) (the public ledger) that 

can keep track of transactions in a way 
that is transparent and audit-able 

Gamers should be able to easily log 
transactions, and exchange CCs, in a 

recordable and reliable way  



Alternatively CCs can be 3d 
printed and exchanged in 

person. 

Either way, this needs a good solution.  

But this is harder to track



How long should the game go?

Because the idea is to build community among 
‘commoners’ the idea is to make it long enough 

for people to develop exchanges and 
relationships

Jan Feb Mar April

May June July Aug

Sept Oct Nov Dec



Game goals and rewards needs to be established 
(these are just ideas): 

commoning 5 CCs and making 5 exchanges with 5 
different people = level 5 (what reward?)

making 3 exchanges = level 1 (what reward?) 

making 5 exchanges = level 2 (what reward?) 

commoning 3 CCs and making 3 exchanges = 
level 3 (what reward?)

commoning 7 CCs and making 7 exchanges = 
level 4 (what reward?)



The commons game is in the design 
phase:  

Your ideas are critical to its success. 
Please provide your ideas and 

feedback! 


