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(1) PROJECT DESCRIPTION
"Investment Zone" is a process based art-work. It follows 10 citizens of 
Gelsenkirchen in their attempt to make use of a plot of empty land at Schalker Verein 
(aka game zone) over the course of 6 month. 

Participants will come together every two weeks to deliberate and discuss in a 
structured manner the development of the plot. At each meeting micro-grants will be 
given to every player to invest in the game zone. Until the next meeting players will 
follow through with their decisions. The players can act on their own, or they can 
pool their resources and collaborate to achieve greater impact. It is entirely up to the 
discussions and negotiations between the players what investments and actions in 
the zone shall be taken. 

The game zone is conceived as a "Sonderzone" that gives players the freedom to 
pursue any idea as long as it falls within the law of the zone. Players can amend or 
modify collectively the laws that govern the game zone. This radical openness of the 
process can elevate players momentarily above the constraints of Realpolitik. 

DOCUMENTATION
In short video-statements the players explain their recent moves. Beside the video-
statements the discussions and the decisions taken in the bi-monthly meetings are 
protocoled in a digital form and published on the project website. Thus the 
deliberation process becomes very transparent and open for anyone to follow. The 
process of the players is as well followed by commentators that regularly report from 
the game zone in local media. In that way the game zone becomes also a public 
stage for the players. 

IMPACT
While the outcome of the game remains entirely open and up to the players, we 
believe that this game is a useful and meaningful exercise in citizen participation. 
The project tries to test different forms and formats of such engagement with citizens 
on a very base level. The game sheds light on current debates on citizen budgeting, 
digital formats of deliberation and decision making, on micro-grants, and in general 
on a discussion of the use of public space. 



The long duration of the game allows players to engage in the deliberation process 
on a very different level than a 1 day citizen workshop. It gives them opportunities to 
explore some first obvious ideas, but then - perhaps in collaboration with others - to 
find more unusual avenues. 

We believe that this game allows citizens of Gelsenkirchen to express real wishes, 
hopes, doubts, criticism and anger - both in a discursive format and through 
immediate actions. In an ideal case the game provides the players with useful tools 
that can be applied also later on in other forums of citizen participation.

BACKGROUND
The "Sonderzone" is located in a currently unused plot of the Gewerbegebiet 
Schalker Verein. On the site of a former steel factory city officials and town-planners 
had envisioned a new vibrant center of Gelsenkirchen, that mixes business, living 
and pleasure in an ideal way. (see "Dokumentation der Planungswerkstatt - Schalker 
Verein", 2002). Infrastructure measures were taken to prepare the site for investors, 
but up to date not many plots have been developed. The site therefore speaks about 
the dreams and hopes of town planners, but it also tells a story of despair, of an 
unfulfilled promise. In it's ambiguity between hope and despair the site provides an 
ideal location for the game.

(2) GLOBAL PERSPECTIVE
In order to open the game to a global perspective a second game will be organized  
in Bangalore, India. Processes in both cities are documented in the same manner 
allowing players and interested parties to follow the discussions and actions that take 
place in a very similar framework but in very different contexts. Our partner 
organisations in Bangalore (jaaga.in + metaform.in) suggested as a site for the game 
the Akkithimmanahalli Tank (aka "Mud Tank"). Similarly to the Schalker Verein the 
site has a rich and layered history, but is currently in a "waiting mode" with it's future 
development open for deliberation. (see Mud Tank site description: mud_tank.pdf)

(3) GAME RULES

PLAYERS
The game is conceived for 10 players.  Players are found through adverts in small 
newspapers, flyers, posters and other means, for example in collaboration with an 
employment agency. If a player drops out, a replacement has to be found.

GAME ZONE
Playing field are a demarcated area (ca. 40 x 40 m) on an unused plot of the 
Gewerbepark Schalker Verein (Germany) and a similar sized part of the 
Akkithimmanahalli Tank (aka "Mud Tank") in the heart of Bangalore City (India) .



GAME DURATION
The game starts in April 1, 2014 and ends September 30, 2014. 

MICRO-GRANTS
Each player receives a micro-grant of 50 EUR twice a month. 

GAME PLAY
Players convene in even weeks in order to decide 
(a) on the amendments to the laws of the zone and 
(b) how to invest their micro-grants in the zone. 

Any move is allowed as long as it falls within the law of the zone.

Players are encouraged to team up to achieve greater impact. The teaming up 
happens in the meetings within a specific procedure. 

Players can recruit volunteers to help with their efforts.  

Moves decided by the players in the meeting have to be executed until the next 
meeting. A micro-grant that has not been used until the end of the month will expire.

The moves can take any form such as a construction, event, sculpture or a 
performance. Something has to happen in the area and it can either leave or not 
leave traces. 

In short video-statements the players will explain their next moves.

In case of conflict an outside facilitator can be called upon in order to de-escalate the 
conflict.

THE LAW
The game zone (aka Sonderzone) is governed by THE LAW. the LAW consists of 5  
fixed rules and changeable rules. Players can decide on amendments or changes to 
THE LAW in their bi-monthly meetings. 

(4) WEBSITE/ONLINE TOOL
A website with a set of online tools will help the players to document their 
discussions, decisions and events of the game. 

(5) MEDIA PARTNER
A local newspaper follows the development in the game-zone with a bi-monthly 
update by various commentators. 



(6) SCHEDULE
January to March 2014
Searching of participants start (open call via flyers and media) and personal 
meetings

February 2014
Production of a sign to stand on the game zone, telling about the upcoming game. 

End of March 2013
selection of 10 players 

April - September 2014
The game starts and goes on until September 2014. 

July and September
Public moments at the site

September 2014 
closing of the game. Discussion about the game process and a possible continuation

(6) GAME RULES

SPIELREGELN (FEST)

§1
Es können maximal 10 Spieler / Spielerinnen am Spiel teilnehmen.

§2 
Die Spieler / Spielerinnen treffen sich 12 mal im Abstand von vierzehn Tagen.

§3 
Jeder Spieler / jede Spielerin erhält bei Anwesenheit pro Treffen 50 EUR “Spielgeld”.

§4 
Das “Spielgeld” muss in das Spielfeld investiert werden.

§5 
Jeder Spieler / jede Spielerin berichtet pro Treffen in einem 90 Sekunden langen 
Video etwas über die Verwendung des “Spielgeldes”.



SPIELREGELN (VERÄNDERBAR)

§1 
Neue Spieler / Spielerinnen können dem Spiel beitreten solange die Höchstzahl von 
10 Spielern / Spielerinnen nicht überschritten wird.

§2 
Falls ein Spieler / eine Spielerin zweimal in Folge nicht an den Treffen teilnimmt, 
kann ein neuer Mitspieler / eine neue Mitspielerin nachnominiert werden. 

§3 
Das “Spielgeld” muss bis zum nächsten Treffen in das Spielfeld  investiert werden.

§4 
Die Investitionen müssen sich im Spielfeld sichtbar manifestieren.

§5 
Im Falle eines Konflikts, kann ein externer Schlichter einbezogen werden.

§6 
Das Spiel endet am 20. September mit einer öffentlichen Veranstaltung. 

§7
Diese Spielregeln können an jedem Treffen unter Zustimmung aller anwesenden 
Spieler / Spielerinnen geändert werden.


