
Game Title:  Fears on Fire: 

 a community geocaching and online video project

Estimated play time:  24 hours, plus prior setup time (30 min. minimum; 1-2 hrs. average)
 Can be organized as a local, national, and/or international event occurring during 

the same 24 hour period.

Location:  Anywhere in the world; each local registered event is limited to a geographic area 
within a 10 mile radius. When two or more events happen in the same area, the 

events’ radii should not overlap. Heavily populated cities may opt to contain each 
event within a 5 mile radius.  

Number of Players:  Teams of 2-20 people, who all live and/or work within the 10 mile radius set by 

the event coordinator. Each team must have a leader who is 18 years old or 
older. Note: teams with more people have more anonymity within the team. 

 One adult (over 18) event organizer for each participating locality. Event 
organizers may place a limit on the number of teams allowed to participate, 

although the more the better.

Age:  Players aged 13 and up
 Organizers may choose to separate teen events from adult events.

Credits: Created by Susanna Hall; inspired by the collaborative interdisciplinary projects 

of Harrell Fletcher, particularly http://www.learningtoloveyoumore.com/, and by 
my students at Fenway HIgh School in Boston, MA. 

Theme / Backstory: The theme for Global Game Jam 2011 is “extinction.” Behavioral psychologists 

use “extinction trials” to study whether human fears can be reduced and/or 
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eliminated. This game is a collaborative public event in which a community’s 
fears are shared publicly and anonymously using a paper box, GPS tracking, and 

brief digital videos archived on the “Fears on Fire” website. In these videos, a 
team's written fears are read by members of another team and are then 

destroyed by fire. 

Game Components:  A “Fears on Fire” website or wiki (to be created) that posts rules, registers local 
teams, and archives videos produced during game play.

 An event organizer for each participating town/city.
 Each team must have access to (1) one smartphone with GPS tracking software, 

and (2) a digital video device that is capable of recording, saving, and sending a 
1-2 minute video to YouTube. 

 Each team must print and cut out the box template (attached) and may decorate 
and tape their box up with materials they have at hand. 

Object of the game:  To share your fears, learn what people are afraid of in your community (and 

perhaps around the world), and take a small, symbolic step towards destroying 
their fears. To have fun and explore your area. 

Setup: (before game day)

• PLAN: Event organizer chooses area within 10 mile radius, sets up event name and date on 

website, and markets the event.

• Teams form. 

• REGISTER: Team leaders register online, using an anonymous team name, and agree to legal 
terms.

• MAKE YOUR BOX: Each team makes one box from the box template (see below), decorates it, 
assembles it, and cuts a slit in the top.

• WRITE YOUR FEARS: Every member of team writes/types one of their deepest fears, or a deep 
fear of someone they know, on a slip of paper and puts it in the box. Do not write names or any 

other identifying information on the slip of paper.  

• note on anonymity: Teams should be aware that when they view videos after the event, they may 

recognize which video recounts their teams’ fears (they will hear the fear they wrote), and may 
therefore become aware of the fears written by their teammates. Therefore, teams may decide to 

2



share their fears within the team at this stage of game play. Larger teams have more anonymity 
built in.

• Each box may hold a minimum of 2 and a maximum of 20 fears, so the smaller the team, the 
more fears each person will be allowed to write and put in the box.

• Print and affix disclaimer statement (see below) to box.

• TEST YOUR TECHNOLOGY: make sure your GPS app works and can send locations via SMS 

text and/or email. Make sure you know how to record digital videos and upload them to YouTube.

Progression of Play: (on game day)

PART ONE: Between midnight and noon

• HIDE YOUR BOX: Bring box to a public location where your team can hide it away from the view 
of passersby. Hide the box. Observe ethical guidelines (see below). 

• CREATE & TEXT A CLUE: This clue will help another team find your box once they arrive in the 
location.  Send your clue via SMS text to your local event organizer.

• TRACK & TEXT YOUR LOCATION: While standing within about 20 feet of the box, use your GPS 
tracking device to get your current coordinates, and send them via SMS text to your local event 

organizer. If your location is easily accessible by public transportation, please note this in your 
text, as certain teams may not have access to a car. 

PART TWO: Between noon and midnight

• FIND A BOX: The local event organizer assigns each team a GPS location and a clue from 

another team. Each team locates this other team’s box using their GPS tracking device and the 
clue provided. 

• BRING IT HOME: Each team must bring their box to a place in which it is safe and private 
enough to make a video and a contained small fire, ideally the home of a team member.  

• DESTROY THE BOX: by pulling or cutting it apart, being careful not to destroy the slips of paper 
inside. 

• BUILD A SMALL FIRE for burning the box remnants and the slips of paper. Be aware and careful 
of potential fumes from adhesives and decorations used on the box. 

• MAKE A VIDEO: remove all slips of paper from the box, and have team members take turns 
reading the text from each slip of paper into the video camera, and then placing the paper into the 
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fire to burn. The remnants of the box should also be completely destroyed. Since the maximum 
number of fears in each box is 20, these videos should be only 1-3 minutes long.

• UPLOAD THHE VIDEO to YouTube and send the link to the event organizer so s/he can embed it 
on the game’s website. This must be complete by midnight on the day of game play.

Resolution (after game day):

• The next day, gather with your team members and watch the videos made within your community. 
If the scope of game play has been larger, teams can also view videos made in other parts of the 

country or world. 

____________________________________________________________________________________

NOTES:

General Ethics/Guidelines:

These should be detailed in a Terms of Agreement statement that each team leader signs electronically 

when registering his/her team online. 

In general, team members should agree not to endanger others, to minimize the impact on nature, to 

respect private property, and to avoid public alarm. (from http://en.wikipedia.org/wiki/Geocaching) Team 
leaders should agree to be responsible for the physical and emotional safety of their team members on 

game day. 

Other information to be included on the “Fears on Fire” website or wiki:

• Fire safety guidelines

• Links to free GPS Tracking apps for cell phone

• Creative Commons copyright agreement for event organizers and team leaders.
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Disclaimer Notice:

Each local event organizer will fill in the appropriate information in the text below and post this notice to 

his/her local event registration website. Each team will print this statement and affix it to their box before 
hiding it:

“This box is part of a geocaching game occurring in CITY for the 24 hours from midnight on DATE to 
midnight on DATE. Please do not move this box! You may direct any questions or concerns to EVENT 

ORGANIZER NAME via PHONE or EMAIL.”
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Global Game Jam 2011 ACHIEVEMENTS used in this game:

Aggregation

The game uses or combines existing web services and online data (e.g. Google Maps, Gmail, Twitter, 
Facebook, airline services, news, stocks, etc.) as part of the gameplay.

Bits and Pieces
The game has both physical and digital elements.

Do and Undo
The game features a phase of creation and assemblage, followed by a phase of removal of all traces of 

expended effort.
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Sample cube box template:
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