Negotiation Simulation on 
Global Forests Management and Conservation

Simulation Logistics for Game Manager

· This is a 17-party negotiation simulation exercise on the global policy for the management and conservation of forests. 

· Although substantively focused on global forests policy, and although based on in-depth research on current positions of various countries, the game is FICTIONAL and the roles are NOT NECESSARTILY based on the real positions of any countries.  Many countries are composite of countries of that ‘type’ either regionally, economically or in terms of forests policy.

· The purpose of the game are: (a) to introduce participants to international multilateral negotiations; (b) to introduce participants to international environmental policy-making through negotiations; and (c) to introduce participants to key international forest policy issues.

· The game is designed to SIMULATE international negotiation dynamics without mimicking existing and recent negotiations.  The simulation seeks to encourage original and innovative thinking by participants.

· This game has 17 parties (including a Chair who also has substantive concerns on the issue for her/his country).  The simulation requires 17 players.  It can also be played with more players than that with two people representing each country.  Having more than two players per country is NOT recommended (however, it may be appropriate for a handful of the larger countries to have 3-person delegations).

· The simulation is designed to be played over 1-2 days.  It requires a MINIMUM Of 6 negotiating hours, but can be played over up to 12 negotiating hours with the requirement of a more detailed written agreement).  It is STRONGLY RECCOMENDED that the simulation NOT be played over less than 6 negotiating hours.

· Apart from this Logistics note, the game material should include the following:
-- 18 confidential instructions (including two separate instructions for the Chair; one on being the Chair and one from the Swiss government);
– One Background Note and one Scenario Note;
-- One fictional Press Release;
– Copies of three Proposals.

· In terms of material distribution, each player should get the following at the beginning of the game:
-- One copy of the Game Scenario (also includes Bios of negotiators);
– One copy of Background Note;
-- Confidential instructions for the role they are playing (2 different sets of instructions for the Chair);
-- One copy of the Certification proposal (so called Vancouver-Helsinki Proposal)
– One copy of the FFF Proposal (on behalf of Brazil)

· Additionally, the game manager should hold on to the copies of the Press Release and distribute it to the participants when appropriate (usually around mid-way in the simulation)

· Additionally, the Indonesian delegation should be given sufficient copies of the FCS Proposal as part of their confidential instructions.  They can choose to introduce this in the game (or not) whenever they want.

· It is absolutely vital that at least 90 minutes of debriefing time be left after the game (ideally around 120 minutes).  The debriefing should focus not only on what happens in the simulation exercise but also on highlighting areas in which the simulation (and the actual experience of the players) was similar or different from real negotiations.  The debriefing may be structured around the three goals of the simulations, namely: (a) to introduce participants to international multilateral negotiations; (b) to introduce participants to international environmental policy-making through negotiations; and (c) to introduce participants to key international forest policy issues.







� The Negotiation Simulation on Global Forests Management and Conservation is for educational use only. The scenario and role instructions in this simulation are entirely hypothetical and do NOT represent any official policy or positions. This simulation exercise was developed in partnership by the United Nations Environment Programme (UNEP), the United Nations Institute for Training and Research (UNITAR), the Fletcher School of Law and Diplomacy (Tufts University), and the University of Joensuu, Finland, under the direction of Barbara Ruis (UNEP), Brook Boyer (UNITAR), Professor Adil Najam (Fletcher School) and Professor Tuomas Kuokkanen (University of Joensuu). Brooke Barton and Nadaa Taiyab, both of the Fletcher School, coordinated the role development, and the individual role instructions were written by Brooke Barton, Karoun Demirjian, Joshua Newton, Nadaa Taiyab, and Nirmalan Wigneswaran from the Fletcher School and Hyun-Binn Cho and Arun Seetulsingh from UNITAR.  The development of the exercise was supported by the University of Joensuu. This exercise may not be used, reproduced, revised, or translated in whole or in part by any means without written permission.
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