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Developing classroom-based learning modules 
for young people on good governance and social accountability 
 using the Plutopia 2.0 computer games
Concept note
Background

The Affiliated Network for Social Accountability in East Asia and the Pacific (ANSA EAP) promotes social accountability towards effective and accountable governance.  Social accountability is organized and capable citizens engaging with governments in a sustained and constructive way to exact accountability from public officials and decision makers.  Its end goals include improving public service delivery, protecting people’s rights, and making people’s lives better.  ANSA EAP’s twin strategy involves establishing and strengthening a regional community of practitioners, and institutionalizing action-oriented learning programs on social accountability.

ANSA EAP partnered in 2009 with the De La Salle University (DLSU) Game Lab to develop a computer game that could help introduce the basic concepts and principles of good governance and social accountability to young people.  This game will also serve as learning material for the network’s capacity building initiatives.  
Plutopia 1.0 was initially disseminated as an online game in social networking sites like Facebook.  The game allowed individual users to adopt characters called “avatars” that they can personalize online then use to interact with other online gamers, and improve their virtual communities.
The improved version - Plutopia 2.0 takes off from this earlier version and the initial comments from users to better hone its messages and thus prepare it for use as a classroom learning material for young people.  The main strategy has been to develop mini-games around the specific activities in constructive citizen-government engagement and citizen monitoring of government, and integrate these into the overall Plutopia 1.0 game environment.  An emerging need at this point is the development of modules for classroom-based learning sessions using the Plutopia mini-games and environment, and focusing on particular topics such as active citizenship, good governance, constructive engagement, and citizen monitoring of government actions and performance.
Objectives

1. This concept note outlines a proposed collaborative program that will address the propser and effective use of the game.  The general aim is to gain concrete experience of introducing SAc to an elementary school environment.  This involves developing classroom learning modules based on the Plutopia computer game that targets the pilot delivery of this learning activity to grade school students.  The activities will have the following specific objectives:
2. To introduce the idea of SAc to the primary school educators and their wards specifically to a select number of educational learning module developers
3. To develop classroom-based learning modules on active citizenship, good governance, and social accountability using Plutopia 2.0;
4. To conduct pilot runs of the Plutopia-based learning modules among selected upper grade school students; and,
5. To capture the collaboration between ANSA EAP and its partner educational institution (tale, tool, technique of mainstreaming SAc) as well as finalize and package the Plutopia modules and related materials as tools for classroom-based learning on citizenship, good governance, and social accountability.
Outputs
1. Partnership agreement between ANSA EAP and module developers on context, frame, and targets for the module development process;
2. Workshop design for collaborative module development

3. Classroom-based learning modules and session guides for upper grade school teachers on active citizenship, good governance, and effective citizen monitoring of government using the Plutopia games;

4. Lessons and insights from the pilot delivery of the Plutopia modules to selected upper grade school classes; and,

5. Documentation of experiences and lessons from the learning module development and piloting process (3Ts).
Proposed activities

· Brown-bag session on social accountability.  This will involve a half-day learning event aimed at providing the target module developers with an overview of the ANSA EAP’s social accountability frame and at building consensus on the module development process.  The main methodologies will be interactive presentations and group discussions on: 1) The ANSA EAP’s social accountability framing and networking efforts; 2) Plutopia’s overall game environment and new mini-games.  Target participants will include selected grade school teachers.
· Module development workshop.  This will be a one or two -day event aimed at facilitating joint development of the Plutopia modules among the members of ANSA EAP and the identified module developers.  The module developers will be constituted into several teams and will be assigned to work on the Plutopia mini-games or identified themes before the one-day workshop.  The teams will present their modules during the workshop for comments and improvement by the group.
· Piloting of the draft modules.  This activity will involve a series of pilot runs of the Plutopia modules with selected upper grade school classes.  Pilot runs with children outside of the classroom setting will also be conducted if possible to provide a range of test environments for the modules.  Appropriate documentation of the pilot runs, including the lessons and issues arising from the process, will be carried out.  An external process observer may be hired by the ANSA EAP to provide a third party assessment of the modules based on the pilot runs.
· Finalization of the modules and learning materials.  This activity will involve an evaluation meeting with the module developers and ANSA EAP team members to highlight and discuss areas for improvement.  A final process of revision and changes will be undertaken at this point.  This phase will also include the development of other learning tools or materials to support future delivery of the modules.  Entry points and action plans for institutionalizing the modules within the grade school curricula will be identified and finalized at this point.
Time frame and budget

ANSA EAP proposes the following time frame and indicative budget for the activities outlined above:

	Activities
	ANSA EAP Budget (USD)
	Time frame (May - July 2010)

	
	
	May
	June
	July

	1. Preparations for and actual conduct of brown bag session on social accountability

	100.00
	x
	
	
	
	
	
	
	
	
	
	
	

	2. Preparations for and actual conduct of Plutopia module development workshop

	100.00
	
	
	
	x
	
	
	
	
	
	
	
	

	3. Pilot runs and finalization of Plutopia modules

	200.00
	
	
	
	
	
	x
	x
	x
	x
	x
	
	

	TOTAL
	400.00
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