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ABSTRACT ID# 2083 INTRODUCTION

The Scientific Community Game (SCG) Is In
the spirit of Karl Popper who Is one of the
prominent philosophers of science of the 20
century. The SCG involves proposing and
opposing claims related to a constructive
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2) When scholars try to maximize their
reputation points and win the game, they
create a common good: knowledge. The
claims that have not been successfully
opposed are candidates for truth which
benefit the social welfare.

3) The competition and collaboration are well
structured and effective. The scholars will
have a consistent interface for all
problems and a community for comparing
various solution approaches fairly.

4) The game Is fun and adjusts to the skill
levels of scholars.

The SCG can be played productively for

1) Developing reliable software for
computational problems.

2) Evaluating potential employees.
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* Rules encourage productive scientific behavior
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Return On Investment for
playground designers: a small
Investment in defining a domain,
etc. produces an interactive
environment to assimilate and
create domain knowledge.

Return on Investment for
scholars and avatar designers:
The SCG rules need to be
learned only once because they
are the same across
playgrounds. A small investment
In learning a domain etc. leads
to numerous learning and
teaching opportunities. The more
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* Web Application for Crowd Sourcing and Education.

* On-line definition of playgrounds to be used by managers
and professors.

* Providing a library of predefined domains, protocols, claims
and playgrounds.
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