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What if…. 
 
…you could do things to help the planet in a coordinated way with other gamers 
around the world?   
 
…what if you did this as part of a game that adapted itself to the needs of different 
ecological systems? 
 
…what if these activities would give you points in a participating LARP, deck-building 
game, video game, or RPG? 
 
 

Welcome to Gaia Reboot. 
 
The gaming system that harnesses the organizational power of gamers across 
the globe to create a self-evolving system of applied ecological 
transformational healing.   
  



Abstract 
Gaia Reboot is a game that embodies a methodological approach towards designing 
self-regulating ecologically-reflexive paraludic games. Players simultaneously earn 
multiple types of points by completing ecologically beneficial tasks.  
 

Modular Points Systems 
Points are tallied in a blockchain ledger that tracks two basic types of points being 
earned: Gaia Points (GP), a running tally of all points the player has ever earned, 
Trade Points (TP), which can be exchanged with other players.   
 
Based on the calculations used to create these two base types of points, other point 
systems can be developed in a modular fashion. These include Flow Points (FP) 
which are like Trade Points but they depreciate in value over time, Exchange Points 
(EP) which can be used in out-of-game exchange systems of speculative 
investment, and Cosmic Points (CP) which players have infinite access to and may 
gift to each other at their leisure.   
 
Other experimental points systems may be developed in conjunction with these 
basic point types.  It is strongly suggested that all new point systems are retroactive, 
allowing points to be added for work completed before a player installed that specific 
point system, thus incentivizing its installation.   
 
The creation of new point systems will never interfere with the base number of Gaia 
Points and Trade Points that a person has on their account. 
 
Merchants may choose to accept only certain types of points, based on their person 
philosophy and preferences. 
 

Ecologically Reflexive Activity System 
Activity Cards are created by ecologists and allow players to simultaneously earn 
Gaia Points and Trade Points, as well as any other types of points they have 
installed.   
 
In creating activity cards, ecologists work to break down larger ecological issues and 
threats to the biomass, creating actionable tasks.   
 

How It Works 
Gaia Points are the root point-type, with all other points assigned based on 
calculations that use (1) the amount of Gaia Points earned and/or (2) the Gaia Time-
cycle in which the points were earned and/or (3) the creation of a user identify.   
 



When completing an Activity Card, you get every type of applicable point 
simultaneously for achieving that task.  The simultaneous awarding of different point 
types allows players and game designers to fluidly move between different game 
systems that use different point-types.  Thus, as a player, you are able to walk away 
from one game system and join a system that honors a different point type(s), while 
maintaining what you’ve earned.  That’s because all points earned and always 
already automatically translated into the new system’s point-type.   
 
New point-types are likely to be developed as Gaia Reboot ecologists refine their 
data as they evaluate ecological healing efforts. By having time-stamped Gaia points 
as the base point-type, other points may be developed at a future date that can be 
projected backwards and synced with players’ GP balance. Yet-to-be-developed 
point-types may hold the power to motivate more rapid ecological healing. 
 

Note to Game Designers 
Game designers who utilize Gaia Reboot to underlie their game system are 
encouraged to incorporate only the types of points that will lead to the type of game 
setting they wish to create.  For example, some game designers, for reasons relating 
to the socio-aesthetics of their game, may choose to only incorporate Flow Points 
(FP) within their game design.  Likewise, as players gain fluency within the Gaia 
Reboot points system, they are likely to self-select towards only playing the games 
with points systems that match their socio-aesthetic preferences.   
 

Bonus Points & EIS Blankets 
While, for the most part, points are awarded through the completion of ecologically-
beneficial tasks in the form of Activity Cards, bonus points may be added later for 
quality labor, as verified by random players and ecologists who are prompted to 
survey and evaluate your work weeks or months after its completion.   
 
Additional points also be blanketed to players who achieve a 1 or higher on the 
Ecologist Incentive Scale (EIS) which can be found at samarasteele.com.  Bonus 
points and EIS blankets are outside of and in addendum to the points that ecologists 
are allotted to assign. 
 

Tasks of Fluctuating Value 
Ecologists have the power to make changes to the amount of Gaia Points awarded 
for any given task, depending on that task’s urgency.  These changes, however, may 
only occur at the start of one of the 12 yearly Gaia time-cycles (called “twelfths”).  
Additionally, award changes that require extensive ecologist deliberation will take 
place quarterly.   
 



Ecologists are divided into [9] meta-groups based the [9] meta-systems at play within 
the ecosystem. Ecologists are encouraged to specialize in at least 3 sub-
ecosystems, within at least two meta-systems, allowing cross-system dialogue.   
 
Each meta-group shall receive an equal base allotment of proto-GP, which they can 
assign to sub-groups within their field who will then produce activity cards based on 
the needs of that sub-group’s ecological focus.  
 
Within each ecological meta-group, ecologists will deliberate about which types of 
tasks require more points during the next twelfth or quarter based on ecological data.  
Their deliberations shall be transparent and open to the public.   
 
Ecologists may chose to give their vote to a proxy through a liquid-voting system.   
 
Ecologists likewise receive points for their labor as decision-makers.  Additionally, 
there shall be a limit upon the amount of time an ecologist may spend as a decision 
maker before returning to the field.   
 

Extra Points 
Each quarter, ecologists shall collectively decide what to do with a pool of extra 
point-value equal to 1/4 of total points that may be granted to specific sub-groups 
based on perceived urgency of caring for and/or repairing their group’s sub-system 
of the ecology.   
 
Likewise, each quarter another pool of extra points equal to 1/8 of total points will be 
assigned by the whole of ecologists to specific tasks and can’t be transferred to other 
tasks within that group.   
 
Because of this process of fluctuating value, any given task may have different point 
values from twelfth to twelfth, quarter to quarter.  Extra points are reassigned 
quarterly, while intra-group task re-valuations occur at the start of each Gaia cycle. 
 

The Tenth Meta-System 
The maintenance of the Gaia Reboot software and distribution system is considered 
the tenth meta-system.  This meta-system is also tasked with meditating about 
human labor-incentives, and asking how to better incentivize ecological care.  
Decision-makers in the Tenth System can not be ecologists themselves, as they 
must provide checks and balances.  This group is responsible for ensuring that 
ecologists are able to consistently redistribute ecological labor based on the 
ecosystem’s needs. 
 



WARNING: everything after this is just notes and/or stuff from earlier drafts, 
and may not reflect the present form of the game 
 
More about Ecologists 
 
Ecologists serve as task creators and moderators, and their efforts likewise earn 
points within the system.  Ecologists workshop and green-light each other’s 
proposals before they are made public, so to avoid releasing ecological tasks that 
may create undue harm to other biological systems. Ecologists are prompted to 
articulate their tasks as pertaining to the restoration, maintenance and healthy 
proliferation of whole ecological systems, as pertaining to various factors of a healthy 
planetary biosphere.  Players with enough GP in specific tasks may be invited to 
apprentice with ecologists to learn take on their roles.  
 
Ecologists are promoted to articulate subsystems of the ecosystem, and break down 
the care and/or emergency restoration of that ecosystem into actionable tasks.  
Ecologists may upvote or downvote each other’s tasks based on perceived 
relevance, and likewise request approval for a task to be granted urgent status.  
Individual ecologists’ votes are weighted differently, based on two interconnected 
factors: liquid-democracy proxy voting power assigned by other players (who, as 
non-ecologists may not vote in these matters), and also by up or downvotes from 
other ecologists that allow them to expand their pool of proxy votes.   
 
In-game credentials will be eventually developed for ecologists, but at this time,  
 
Gaia Reboot is intended to operate in conjunction with other similar game systems 
that incentivize things like social care, work-trade, and self-development, however, 
any type of syncing that may occur with other points systems will happen via 3rd 
party software.  Gaia Reboot is intended to hold steady to its role of incentivizing 
pertinent ecological healing. 
 
 
 
Point Awarding 
 
Points are awarded through the completion of ecologically-beneficial tasks in the 
form of Activity Cards.  Bonus points may be earned for quality labor, as verified by 
random players and ecologists who are prompted to survey your work weeks or 
months after its completion.  Additional points may be gained by players who 
achieve a 1 or higher on the Oakland Ecologist Incentive Scale (OEIS). 
 
 



Points are awarded in two ways: the completion of ecological tasks in the form of 
Activity Cards, and through a system of bonuses based on a calculation of biomass 
growth or shrinkage, with points only being awarded to those at or above zero on the 
Oakland Ecological Incentives Scale. 
 
 
The Role of Ecologists  
 
Ecologists serve as task-creators and moderators of the game, using biomass 
evaluations and ecological health measurements to reify each Activity Card.  
 
Ecologists workshop and green-light each other’s proposals before they are made 
public, so to avoid releasing ecological tasks that may create undue harm to other 
biological systems.  They receive points for green lighting tasks, and for flagging 
tasks that have not been properly deliberated.  Deliberation between ecologists 
allows a level of agreement to be reached when, for example, a type of task that has 
mildly destructive qualities in one ecological system is required to avoid complete 
collapse of a different type of system.   
 
ecologists must be credentialed by an accredited university, holding an advanced 
degree in a sustainability-related field, with three recommendations by other 
ecologists, or have 5+ years experience in sustainable farming with proper 
certification of training in methodologies such as biodynamic farming, permaculture, 
etc. 
 
 
 
 
 
 
Ecologists receive points within the game system at a rate that is arbitrated by [x].   
 
 
Ecologists are able to vote up or down each other’s tasks, with increased voting 
power assigned 
 
Tasks are assigned point value within the game system based on the present level 
of urgency which ecologists assign to that task at the time, somewhat like surge in 
Uber.   
 
 



This game is not finished, nor should it ever be, but rather seeds a self-evolving 
reflexive approach to incentivizing labor through an ecologically restorative 
framework, with the maintenance of the planetary biosphere as its ultimate goal. 
 
 
 
  



 
  



What is Gaia Reboot? 
 
Gaia Reboot is a points system that can be used to underlay other games.  It is both 
modular and paraludic, so it can be plugged in to pre-existing games, or used to 
underlay the points systems of new games, including MMORPGs, deck-building 
games, LARPs, capital, RPGs, and other story-based games, allowing tis gameplay 
to be incorporated into a self-regulating system of incentivizing the labor needed for 
planetary ecological healing. 
 
Created by Samara Hayley Steele, Gaia Reboot is a game design methodology 
intended to be freely used and expanded upon based on a Creative Commons 
license and a GetHub.com-style model of decentralized development.  Game 
designers and organizations are encouraged to modify the rules herein and scale it 
to best fit their needs.  
 
Likewise, his game represents the beginning of a collaborative process that between 
game designers, ecologists, software engineers, and economists to properly scale 
and adjust the points system, which, similarly to that of Uber and Lyft, will direct 
players towards the most urgent situations first.  Likewise, part of the design of the 
game is to be self-regulating, with all “staff jobs” occurring within the game itself, and 
to be scaled properly to allow points to be awarded as equitably as possible, while 
likewise incentivizing quality efforts.   
 
The numbers in the following document should be treated as placeholders as they 
have not yet been scaled to best equitably incentivize game activities.   
 
If you use this points system in your game, or choose to modify and expand it, 
please contact the developer (Samara Hayely Steele / 
thenewurbanecology@gmail.com) who will be thrilled to share your project with 
interested parties.   
 
How Gaia Reboot Works (Jan 2016 version) 
 
Activities can be worth between 1-10,000 Gaia Points (GP) depending upon their 
difficulty and level.  When Gaia Points are awarded, scaled Trade Points (TP) and 
Speculation Points (SP) come with them as part of the package.  So, when it is 
mentioned “you will receive Gaia Points,” assume that means you’ll receive all other 
associated types of points at their present affiliated level. 
 



To receive Gaia Points, you must complete Activity Cards within the timeframe listed 
on the Activity Card.  This will involve submitting documentation of its completion to 
moderators (who are also players) as well as completing the tasks listed on the card. 
 
Once a player’s success in completing the activity has been varified, the Gaia Points 
will be added to their indent-linked account.  (Expect 3-5 days verification time.)   
 
If your account is synced with another RPG’s point system, that game’s staff will be 
alerted to your new GP, via direct message.  Game staff may then incorporate the 
points into their game system using a Gaia Reboot plug-in, or manually. 
 

So wait, you get several varieties of points 
for doing an individual activity? 

 
Yep.  By having different types of points tallied for every Activity Card, game 
designers are given freedom to decide which types of points to use in their game, 
allowing them to make logistical decisions in alignment with their ethical approach to 
game play and their taste.   
 
 
 maybe be interested in building intentionally socially unsustainable games to allow 
for a certain type of dramatic play that such points configurations promote. 
 
able to have freedom in deciding which types of points will be used in their game.  
For example, so game designers might link a players in-game abilities with how 
many GP the player earned last month.  Additionally, some game designers might 
use plug TP, or event XP directly into their game system to be used as in-game coin.  
Additionally, those playing the game known as capital may chose to purchase XP 
from players as a way to incentivize ecological labor, or simply as a solid commodity 
investment.  Also, let’s not forget Cosmic Points (CP), a mysterious type of points 
whose purpose is yet to be determined.  Gaia Reboot is all about giving game 
designers the power to craft player experience and create a well-balanced game 
world. The possibilities are pointful! 
 
About the Types of Points 
 
For each Activity Card completed, players get 3 kinds of points, GP, TP, and XP.  
Players also have access to unlimited Cosmic Points (CP), which they may gift to 
other players. 
 
Gaia Points (GP) 



 Gaia Points are linked with your identity, and cannot be exchanged.  They are a 
running tally of total points earned.   
 Your Gaia Points are listed as three numbers: your cumulative GP, your scaled 
GP, and your consensus GP.  Additionally, below your GP tally, you will be able to 
see the month and year in which GP was earned.   
 

For example 
 Samara Hayley Steele  
 GP: cum130448 / sca84032 / con17048 
 GP by month: 2018oct 2056 / 2018nov 3408 /  […etc] 

 
Trade Points (TP) 
 
 
Advanced: Let’s talk about those numbers! 
 
Why keep track of  the months? 
Tracking GP earnings by month allows types of scaling to be projected backwards, 
allowing your scaled and consensus GP to be auto-calculated.   
 will include the month and year in which that GP was earned. 
 
 
 Your cumulative GP is the total amount of GP you have ever earned based on the 
GP value being given to all Activity Cards at the time you completed it.  This number 
will never change.  It is tallied both as a total number, and by month, allowing the 
scaling and consensus numbers to be automatically calculated for you. 

 
 
 Your scaled GP changes to reflect what your number would be if the current 
criteria used to assign GP to Activity Cards were projected backwards and applied to 
all GP you have ever earned.  This number will be in flux backed on experiments in 
scaling that ecologists may be conducting at the time, such as over-compensating or 
under-compensating for certain types of activities.  Looking at your scaled GP can 
help you make assessments about what your past types of labor are worth in today’s 
gameplay. 
   
  
 
 
  
 
 



For Designers: How to use Gaia Reboot with a game System. 
For example, some game designers might boycott certain types of points for ethical 
reasons, aiming to create a game with an equitable and socially sustainable 
underlying points systems—hence building a game in the utopic vain.  Other game 
designers might be interested in creating socially explosive dystopic settings, and will 
use the points system in such a way to create inequality in power between players.  
Other game designers might just be casually curious in finding out “what happens if 
the points do that?”  Gaia Reboot allows the game designer to make the choices that 
are right for the game world they wish to create, allowing ecological activities 
become the bedrock of an unlimited number of yet-to-be-developed emergent styles 
of social and logistical play. 
 
 
Add stuff from talk: See, click, fix (software suggestions?) 
 
Note to self: put super thinky stuff at end—everyone should be grabbed at 
first; the methology for those who want to jump in comes later 
 
Other types of points in systems that may be in harmony with Gaia Reboot: 
Childcare systems, Elderly care systems – as we move towards automation, 
and also decoupling work from money, we need meaningful things to do that 
help us as individuals and as a society  -- education system needs to be 
reformed so people’s efforts train them towards doing curtain kinds of work.  
Also, medical and spycholgical care, and cultural creation 
 
F.A.Q. 
 
Why bother incentivizing ecological labor? 
Humans like to have fun, and to do meaningful things together.  By creating a points 
system that can be thoughtfully intergrated with games and software, we are able to 
recognize each other’s good work for the planet’s ecological wellbeing.  This may be 
seen as one of many, many emergent tactics towards incentivizing ecological 
wellbeing.   
 
 Your cul 

/// 
They likewise are tagged based on the month in which you earned them, 

allowing their value to be re-scaled according to future modifications in the points 
assignment system.  Their base value will never change, but your GP number will be 
listed as three numbers: your cumulative points, your scaled points (i.e. what your 
points are worth based on the assessment used last month),  



 
Trade Points 
 
Speculation Points 
 
 
If the moderators deem that a task was not adequately completed, the Activity Card 
will be returned to the player’s dashboard and, depending on the activities’ urgency 
level and prevalence, the player will be given 0-3 more chances to complete the 
Activity Card before it is released back into the general activity pool. 
 
 
May 2016 Note: 
To ensure that the system continually insentivises labor, rather than accomulaiton, 
one tactic might be to write an algorthrym that increases the rewards as the total 
rewards in existence grow.  For example, perhaps once there ar 1000 Gaia Hour 
Points that have been awarded, the rate goes up to 2 GHP per hour.  Or perhaps the 
amount increases incrementally each time a new Gaia Hour is released into the pool.  
That way it will always be in my best interest to work rather than attempt to get Gaia 
points from others.  But does this completely solve the problem?  
 
Activity Cards 
The design of acitivity cards the activity card system might be thought of as an 
ecologically-oriented combo of the apps See Click Fix and Uber, with a little craigslist 
thrown in.  The basic flow is (1) someone documents an ecological issue (2) that 
issue is broken down into actionable tasks (3) those tasks are documented, mapped, 
and given a write-up explaining what needs to happen (4) a player or group of 
players will go and complete the task, or interact with it if it is an ongoing task (5) the 
players will document their work (6) other players outside of their social network will 
verify he completion of the task (7) points will be awarded to the player’s accounts 
(8) plug-ins will upload of the player’s change in points and award the player 
associated badges, story privileges, etc. 
  
. 
 
The creation of Gaia Reboot plug-ins is considered a game activity, allowing plug-in 
devleopers to receive points based on their plug-in’s popularity and ecological 
impact. 
 
Scaling	
	



When	scaling	activities	and	choosing	how	to	assign	points,	it	worth	considering	
many	factors,	and	vital	to	work	across	disciplines	and	industries.		Factors	to	
consider:	
	

• To	what	degree	is	this	activity	important	to	the	overall	Gaia	Reboot	project	of	
incentivizing	ecological	recovery	and	achideving	a	steady-state	index	of	
biomass	health?			

• To	what	degree	is	the	task	being	done?		If	the	numbers	are	too	low	to	achieve	
steady-state	within	the	allotted	timeframe,	boost	incentives.	

 
This incentivization must take into account random human cultural systems which 
may put unmerited incentive upon types of labor that have minimal ecological 
benefit.  Likewise, this is why this gaming system includes efforts to “hack culture” 
and better incentivize types of ecological labor. 
 
Cosmic	Points	/	Gaia	Points	/	Trade	Points	/	Exchange	Points	
	
Timeframe	&	Bonuses	
	
While	other	approaches	to	ecological	healing	utilize	a	human-centered	timeframe	
and	set	arbitrary	goals,	the	Gaia	Reboot	timeframe	is	set	by	looking	at	actual	
ecological	data	and	saying	“Whoa	Kay,	how	long	to	be	have	before	this	aspect	of	the	
planetary	ecosystem	collapses	at	our	current	rate/type	of	activity?”		Likewise,	
regional	ecosystems	are	broken	down	into	systems	with	varying	levels	of	risk-of-
collapse.		Emergency	ecosystem	work	is,	obviously,	incentivized	at	a	much	higher	
rate	of	bonuses	than	Urgent	work,	which	is	also	given	a	somewhat	lower	incentive,	
likewise,	less	urgent	eco-maintaince	work	that	isn’t	being	done	is	going	to	get	a	
higher	incentive	than	work	that	is	currently	receiving	a	satisfacorty	amount	of	labor.		
Likewise,	types	of	behavior	that	increases	eco-resilence	in	the	long	run	will	be	
rewarded,	such	as	having	the	same	person	do	a	task	well	for	many	years:	that	
person	will	receive	cumulative	bonuses	the	longer	they	continue	doing	that	task	
well.		Additionally,	bonuses	can	be	given	for	better	ways	of	doing	a	task,	such	as	
discussing	and	co-creating	design	with	local	inhabitants,	doing	the	task	using	better	
materials,	doing	the	task	so	well	that	in	a	year	(or	x	amount	of	time)	someone	else	is	
able	to	check	on	it	and	verify	that	the	work	is	still	in	place,	etc.	
	
Obviously,	the	types	of	bonuses	given	will	have	to	be	specific	within	task-sets,	and	
those	who	moderate	those	sets	must	be	encouraged	to	consider	types	of	behaviors	
to	be	incentivized,	and	likewise,	work	to	scale	and	constantly	modify	those	
incdntives	so	to	direct	labor	accordingly.	
	
Task	Design	Methodology:	Avoiding	Ideology	
While	design	tasks,	it	is	vital	to	avoid	embedding	ideology	into	the	task	itself.		For	
example,	rather	than	saying	“Commitment	to	this	task	will	be	rewarded	with	a	
bonus”	–	red	flag!		A	word	like	commitment	is	ideological:	it	supposes	a	type	of	state	
to	be	occurring	inside	the	gamer	that	they	may	or	may	not	actually	be	experiencing,	
and	likewise	robs	them	of	the	privledge	of	getting	to	find	their	own	story	/words	for	



what	motivates	them	to	interact	with	the	game.		If	they	just	like	crunching	point,	
that’s	fine!		If	they	have	a	deep,	complex	spiritual	connection	to	the	game	acitivties,	
that’s	also	fine.		What	isn’t	fine	is	putting	the	words	in	their	mouths—let	them	find	
the	words	to	express	their	relationship	to	the	game	on	their	own.		Likewise,	am	
important	game	task	is	to	read	tasks	and	flag	ideology.		At	first,	this	person	will	
simply	be	allowed	to	flag,	but	after	they’ve	flagged	(x)	amount	of	ideological	things,	
and	a	moderator	has	reviewed	their	work,	they	will	be	given	the	ability	to	flag-edit	
task	listings.	
	
Preventing	Player	Abuse	&	Exploitation		
How	do	we	avoid	a	scenario	in	which,	for	example,	a	sweatshop	is	erected	in	which	
people	are	having	to	work	17	hours	a	day	on	task	moderation	while	a	
parasitic/abusive	set	of	players	takes	the	points	from	these	individual’s	gameplay?		
There	will	always	be	abusers	who	slip	through	the	cracks,	but	identifying,	
addressing,	and	circumventing	abusive	systems	as	they	arise	is	possible,	and	
likewise	can	be	incorporated	into	the	game	in	various	ways.		Two	important	
features	of	the	root	software	that	must	be	developed:	

- linking	points	to	a	specific,	living	biological	human.		
- Making	it	impossible	to	be	robbed		
- Building	mechanisms	that	will	prevent	people	from	being	able	to	rob	a	

person	
	
Avoiding	accumluaton	
One	ascept	of	this	is	to	avoid	people	from	passing	along	inheritences	of	points,	
giving	people	unfair	adventage	based	on	things	their	parents	did.	
 
Examples of Types of Activity Cards 
 
Dredging (1-500 GP) 
This type of activity involves researching to find specific causes contributing to Gaia 
Wounds (GW).  While dredging, you are playing a real world researcher, finding 
peer-reviewed science articles that explain the cause of the GWs (30-75 GP), 
interviewing scientists and researchers to better understand the cause (100-500 
GP), and looking for articles on the web for a general audience that accurately 
explain the problem and/or cause (1-20 points). 
 
Field Data Mining (10-1000 GP) 
This type of activity involves documenting soil and water samples (10-50 GP), 
documenting ecosystems (10-500 GP), and observing ecological mass and health 
(10-100 GP).  
 
Minting (5-1700 GP) 
This type of activity involves using data found by Dredgers and Miners to creating 
accessible media items that can be used to communicate the information to a varity 
of audiences.  This may include creating internet memes that include links to the 



information (5-30 points), writing articles a about it, creating videos, etc.  The GP will 
be awarded based on the educational quality of the media, as well as its popularity.  
For example, the player might receive 10 additional bonus points by submitting 
documented hit counts for each additional 500 hits over 10,000, up to 20 times.  For 
valid items that reach 100,000 hits, they will be awarded an additional 500 GP.  For 
1,000,000 hits, they will be awarded an additional 1000 GP. 
 
Field Directing (150-300 GP)  
Pre-req: 300 GP in Field Recording  
This involves proposing Field Recording activates, which, if accepted (150-300 GP), 
will become Field Activity Cards.  This means providing research to show why that 
type / location for field recording is important, including which types of Activity Cards 
are likely to be created as a result, as well as an explanation as to how it may fit into 
a larger strategy either to address a pre-exisitng GW or to propose one.  
 
Task Moderation (10-50 GP) 
Pre-req: 1000 GP 
This involves verifying the work of other players in completing their Activity Cards, as 
well as the work of other moderators in approving them.  Each activity card requires 
at least 3 moderators to approve it. 
 
Trolling (500 GP) 
Pre-req: moderating 10 Activity Cards 
This involves flagging Activity Cards in the activity pool that have dubious activities, 
either lacking in evidence or substance.  It also involves flagging completed activity 
cards that lack verification or have other factors that may make their achievement 
likelihood doubtful.  Finally, it involves flagging people who may be trolling without 
cause.  All points that others may have achieved through these dubious activities will 
be frozen, and 10 moderators will be alerted to serve on a council, along with the troll 
who is presenting the case, in order to determine how/if the players involved can 
redeem their points.  For each case that a troll pushes through, they will receive 500 
GP. 
 
Card-Maker 
Pre-req: 300 points in Field Directing 
Browsing the proposals of Field Directors and using them to create new Activity 
Cards, to be released into the activity pool.  Each new Activity Card requires the 
approval of 3 moderators and 1 activity director. 
 
Gaia ER Management 
Pre-req: 1000 points in moderation + 500 points in activity directing + 500 points in 
minting or trolling 



Citing at least 20 proposals of Field Directors, compiling proposals for new Gaia 
Wounds.   
 
Social Uses for Gaia Reboot 
While intended for use within and alongside gaming systems, social uses of GP and 
TP are also encouraged.  Documenting, studying, and regulating emergent social 
uses of the points system will likewise be an element of gameplay.   
 
To accommodate min-maxing styles of play, it will be import to anticipate new types 
of points-bundling and accumulation before they emerge and to prioritize pre-
emptive systemic changes to the game rather than ad-hac regulations, when 
applicable.  Pre-emptive system changes are not always possible, however; and 
exchanges between high-level players and regulators must be expected.  These 
exchanges between advanced players and regulators will likewise be gamified and 
incorporated into gameplay. 
 
Gaia Reboot is a game that is friendly too and encourages all styles of play, it is vital 
that proper limits be placed on the game to avoid min-maxers from stumbling into 
styles of play that create personal benefit while causing ecological harm and reifying 
unfair advantage.   
 
 min-maxing styles of play, Gaia Reboot must put proper limits on the ceiling of the 
game sop that the min-maxers do not find themselves staying into socially 
deplorable behaviors simply for playing the game well. 
 
to avoid accumulation.  Experimental tactics to avoid acculumation may include 
expiration of exchanability and negative interest.  and the creation of speculative 
instruments for Trade Points is supervised and moderated within the game, with 
mechanisms in place to deactivate TP that have found their way into out-of-game 
speculative systems. 
 
Bonuses 
 
For completing 10 activities of the same type, you will receive a bonus equal to 5% 
of the points earned while completing those activities, up to 500 points.   
 
Implementation 
 
While the developer was simply involved with a think-tank that helped constructing 
the underlying ideas for this system, and she does not plan on implementing it, we 



are interested in working with groups who are, and may offer fiscal sponsorship 
should they start a 501c3 to do this type of work.  
 
In terms of implementation, we suggest that computer software be used to reprent 
activity cards, and that the Activity Card Proposal system be based on the 
craigslist listing system (i.e., the player fully creates the card before submitting it), 
which will reduce admin overhead while allowing players control over the 
appearance of the activity card.  
 
Secondly we recommendation using a more moderated version of a wiki model for 
the Gaia Wound Display, which will dually serve to prioritize specific Activity Cards, 
while also creating education portals for players and the public about ecological 
needs. 
 
Finally, we suggest that such a system be rendered modular, so it can easily be 
plugged in to various gaming systems, including pre-existing MMORPGs, LARPs, 
RPGs, and deck-building systems, so to allow player work to be transcribed into 
these systems.  For example: how could GP be used to moderate specific player 
decks in a deck building game?  Might a player need to do ecological work in specific 
types of spaces (swamps, mountains) or have to do specific types of work to use 
certain cards under this form of play?     
 
Additionally, this modular approach will allow new game designers to create systems 
in which Gaia Reboot serves as the underlying point-model from the het-go, which 
will allow activities to be incorporated with game storylines in a myriad of unforeseen 
ways. 
  



Special Thanks 
 
Gaia Reboot would like to thank Jane McGonagall for her work in the gaming system 
SuperBetter, a reflexive game intended to heal dopamine pathways in individual 
players preventing depression.  Modeled on a similar approach, this game works to 
lend playability and meaning to planetary healing activities.   
 
 
 


