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-Last night the Sheikh went all around the city, lamp in hand,
crying, “I am weary of beast and devil, I wish for a man.”This verse is part of a long poem by Rumi, the Persian Sufi poet of 13th century. As a name for
this project the last part of this verse is picked and slightly modified, to show that as he was
looking for an uberman in the dark, we soon will be wishing for animals*.
“I Wish for an Animal” is a pervasive game designed to educate about the matter of wildlife
conservation. Urbanites live in the concrete jumble they have built over centuries around a
society in which the only species who have a say, are Homo sapiens. Lifestyle of city dwellers has
made it so that their only daily exposure to nature would be interacting with their apartment
plants and pets. This removes them from realities of the natural environment and creates this
belief for the majority that preserving the environment is a job of environmentalists rather than
that of each of them.
“I Wish for an Animal” tries to raise awareness about the impact of everyday city life on wildlife
extinction and conservation. The game was experienced for four days in Tehran with 85 players,
in April 2015.
* In Persian “I wish for an animal” rhymes with “I wish for a man”.
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A multi-player
mixed-reality
game
about wildlife
conservation

I Wish for an animal is a game played in three
days by a group of players and the goal is
saving animals in the fictional city of the
game. I describe the design and realization of
the game showing how it is driven by a strong
narrative that is crafted from destinations,
times and events and yet supports interactivity
through chat, the use of objects, health and
dilemmas, all of which can be combined into
more complex missions.
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Wildlife
conservation
in Iran

Iran is a developing country with
a large population, which has
increased by eighty percent in
the past thirty-five years. The
country is now facing the
imminent extinction of many
native flora and fauna species
because of rapid alteration of
their natural environment,
coupled with poor management
and over-exploitation. The IUCN
contends that from the 1127
vertebrates living in the boundaries of Iran, 74 species are
listed as vulnerable, endangered
or critically endangered.
Moreover, five species (Asiatic
cheetah, leopard, Asian black
bear, Persian fallow deer and
onager) of this portion only live
in Iran, which means if they
become extinct they are gone
forever, as did Persian lion and
Caspian tiger more than sixty
years ago.

More than three decades of
exploitation have destroyed
much of the country’s natural
resources. The estimated rate of
desertification is about two
million ha per year. National
parks and other protected areas
have been the most hard-hit
areas with the maximum
destruction occurring between
1978 and 1990. The major
cause of the rapid decline in the
wildlife resources of Iran has
been habitat disturbance.
Overgrazing, defragmentation,
droughts, industrial pollutants
and deforestation have now
altered about 96% of the
natural habitat of the country.
In addition to all of these causes
direct killing and shooting of
wildlife are a very straightforward reason of extinction for
endangered species.
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DISPERSION
AND CAUSES

1127
SPECIES

194 Mammals
521 Birds
212 Reptiles
20 Amphibians
180 Fish

Overgrazing
Animal Trading
Deforestation
Food shortage
Car accidents
IUCN RED-LIST 2013

[67 species]
[74 species]

Wildlife
conservation
in Iran

IUCN RED-LIST 2014
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Persian lion
Caspian tiger
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AMIRHOSSEIN KHALEGHI
Wildlife Conservationist

COLLABORATION
OPPORTUNITY

I had a chance to meet Amir, a wildlife conservationist and
get in touch with a well-known NGO, Persian Wildlife
Heritage Foundation. They supported the research phase
through the design process.

On average a person ﬂushes the toilet
4.5 times a day. By putting a heavy
water bottle in the toilet tank, about 5
liters of water can be saved every day
per person. This has been a common
method dating back to wartime
rationing, when many people used
bricks in the toilet to decrease their
water usage.
To see how people would respond to
this idea, I designed a label for empty
water bottles and provided it online for
download and at the same time printed
a bunch of them and put them on the
shelves of two supermarkets and asked
the salesmen to hand them out to
anyone who buys a bottle of water.

+

EXPERIMENTING
WITH THE
POTENTIAL
AUDIENCE

2

An experiment on facebook,
asking people to take pictures of
a list of 26 items.
The collaboration was not as
expected, only 13 people
participated.
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There are many direct and indirect stakeholders in
wildlife conservation; almost every living creature is
reliant on wildlife. From this wide range, I focus on
connection between city dwellers and villagers in Iran
and the importance of this correlation in protecting
the wildlife. Villagers are directly dealing with the
wildlife and at the same time they consist ninety percent of the poachers in Iran. This paradoxical situation
arises from many environmental injustice issues combined with the demands from urbanites. Urbanites
have the three main criteria of environmental justice
by being provided with infrastructure (distribution),
considered in the process of decision-making (recognition) and having a direct political impact (participation), while rural communities are disregarded in all
three of them. At the same time because of their
direct interaction with wildlife, rural communities are
blamed for most of the problems that stem from this
interaction, one of them being poaching.
Iran is a society in transition. It has been moving from
traditions to modernism since 1900 with the emergence of Persian constitutional revolution.

Because of many socio-political situations governing the
society and culture of Iran, this progress has been very
slow. This is creating a great gap between city dwellers
and rural communities: city dwellers do not recognize a
social status for those who are not “modern”, which
means anyone living out of cities having non-modern
jobs such as farming and ranching. And villagers feel a
deep resentment towards urbanites who, they believe,
benefit most from all the money gained from oil sold by
the government. These perceptions drive these communities apart and take away the chance of collaboration
for big problems of the country such as wildlife preservation. Along with the problem of false judgments and
recognizing each other as the cause of the problem,
which is shifting the burden of wildlife extinction only to
the shoulders of the rural community; these groups
have no access to actively engage in helping each other
or knowing the living situations of the other group.
So this conflict shows one social aspect of the problem
of wildlife conservation, which this project will address.
It will initially explore both ecological and cultural
pieces of the problem in that region.
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IMPACT

Divided into two groups of allies and
adversaries, there are many stakeholders
in wildlife preservation. Starting from the
local communities of species’ habitat to
larger scales of tourists, citizens,
organizations, industries, government and
international groups, almost everyone is
dependent on the wildlife.

IUCN

WWF
PLANTS

ANIMALS

NGOs
ECOSYSTEM

IDEA
ENVRNMNTLST
MEDIA

ECOTOURISTS

INDIVIDUAL
ENVRNMNTLSTs
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ADVERSARIES

ALLIES
Department of
environment

FABRICATION
GENERAL
TOURISTS
LEGAL
HUNTERS

EXHIBITION

LOCAL
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GAMEPLAY
DRIVERS

FEEDBACK
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FACTORY
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COMMERCIAL
MEDIA

VILLAGERS
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FUTURE

BUSINESS
LEADERS

REAL ESTATE

ANIMAL
TRADERS

Government

-

URBAN
COMMUNITIES
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Among the three chosen stakeholders: Illegal
hunters, local communities and urban communities; I found urbanites more promising for a
design project considering the thesis project
limitations. An audience who I had more
accessibility to and used to be part of them:
Youth from Tehran.
Ethnographic research and expert interviews
led to nine importatnt insights and I chose five
of them that resulted in a design statement.
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Wrong Beliefs
about
Environmental Issues

Poaching: Poverty,
Pleasure and Revenge

Poaching: A Market
Demand from Cities

Modernity
vs. Tradition

Tech-Savvy Youth

Antagonism
towards Government

Disconnected
Consumption-Oriented
Urban Lifestyle

Emotional Response
to Environmental Issues
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EDUCATING
THE URBANITES
ABOUT THE
IMPACT OF THEIR
LIFESTYLE ON
WILDLIFE
CONSERVATION
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“I mean, that, you know, ought to be the ideal of
teaching, anyway, whether it's children or graduate
students. They should be taught to challenge and to
question. Images that come from the enlightenment
about this say that teaching should not be like pouring
water into a vessel. It should be like laying out a string
along which the student travels in his or her own way,
and maybe even questioning whether the string's in
the right place.”
-Noam Chomsky

FEEDBACK
FUTURE

“Volunteers will commit more to volunteering for
conservation activities if such activities meet their
more pertinent personal and social goals of connecting with and giving back to their communities, social
interacting with other volunteers and defending and
enhancing their egos.”
-Stanley Asah, et. al
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A game that
would start a
conversation
about wildlife
conservation
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After experimentions and
designing different
boardgames and looking into
existing games such as Day of
the Figurines by Blast Theory,
the game was born:

I WISH
FOR
AN ANIMAL

In any social activity in order
for change to happen there
should be physical interaction.
Although I wish for an animal
is played via text messaging
and from anywhere in the city,
it has a centerpoint where
players can meet.
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Platform

Content

Space
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The platform I created
with the help of a
developer, is a
windows-based
software and I had to
work with it on a Mac
computer.
It consisted of 9
different data sections
and after connecting
to a server, would
automatically reply to
players based on their
responses.
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CONTENT
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- Locations
- Object
- Players
- Animals
- Missions
- Questions
- Eﬀects
- Daily messages
- Events

Content
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Creating the content, which were the scenaros and missions that happened in the
city, was a 2-month process of reading,
writing, test plays, feedback and rewriting.
In the end the game held 47 different missins based on locations and time of the
day. They varied from very easy to tough
as game proceeded. Because it turned out
that becoming familiar with the commads
and ruleset of the game took some time
and easy scenarios helped players get
used to the logic of gameplay.
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47

SCENARIOS

Very easy
Easy
Challenging
Tough
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RENT A SPACE
PREPARE THE TEAM
MAKE THE MATERIALS

- 2097 animals made from
cardboard in 7 different species.
- 24 locations
- 500 buttons
- Booklets
- Posters
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TEHRAN
APRIL 14-17
SAM CENTER BASEMENT
I travelled back to Tehran in
early-April to test the game. I
rented a space at a shopping
mall and advertised a week
prior to the game using this
poster and also uploading a
short video on Facebook and
Instagram.
* Watch the video in
supplementary materials
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About 300 people visited the centerpoint
in the opening. 85 of the registered to
play. They gave us their phone numbers,
customized their figure and put it in the
“park”, where the game started.
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As the game proceeds in the following
days I am at the centerpoint changing the
model based on the messages I receive
from players: Tracking them in the city,
destructing locations and killing players an
animals.

TEHRAN
April 15-16
Sam Center
Basement
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Because of technical problems game collapsed many times: we sent 15000 messages in two days and the system overloaded. In one of these crashes when the server
did not get connected, we understood that it was shut down by the police because
apparantly some inappropriate words were used in masseages and after investigating we found out that the word is “the police”. So instead of calling off the game, I
decided to ask players to come to the centerpoint in the last day and play physically
around the model for 2 hours.
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TEHRAN
April 17
Sam Center
Basement
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What I liked about it:
- Idea and concept
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- Collaboration
- Connecting technology,
environment and daily life
- URLs referencing to real-life
news

Average interest
in the subject of
wildlife
conservation

8.34

TEHRAN
April 17
Sam Center
Basement

I also wrote a
questionnare on the
wall to get feedback
about the experience
of gameplay from
players.

What I didn’t like about it:
- Difficult and Complicated
set of rules
- Short length of the game

- Caring for wildlife

- Too many messages

- Interactive nature

- Ambiguity

- Relitivity of actions/decisions

- Not deep enough

- The story

- Lack of visual content

Average joy of
the game

7.68
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Write a paper
based on
the experience

/ debug
/ test
/ run
/ publish
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Conclusion
Environmental issues are an unspoken matter in Iran’s
society. Although there are different NGOs and people
actively engaged in the field, majority of
population are uneducated and naive about it. Like
almost every other society, people believe that dealing
with environmental issues is a job of environmentalists.
After the physical gameplay (watch the video), Amir an
I had a 30-minutes conversation with players and
answered their questions about the game and also
wildlife conservations. Surprisingly the questions, were
those I wished would be raised by playing this game
and it showed that part of the goals of the game were
met: starting the convesation in players’ minds and
putting them in the place of decision makers.

The test-play revealed many problems of the game
that need to be solved in the future before another
test-play or launching the game. Players said that the
scenarios could be deeper and at the same time
wanted the game to be longer because they needed
more time to get used to the rulesets and the mentality
of the game.
The NGO that I worked with, Persian Wildlife Heritage
Foundation, were amazed by the response that they
received from visitors and players. They proposed to
support the game in its future attemts.
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