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Summary 
 
The history of technology illustrates that new developments, such as the steam engine, 
internal combustion engine, or computer start off as relatively large, cumbersome, 
expensive and one-of-a-kind prototypes that are designed and used for one purpose. As 
the inventor(s) and early adapters learn more, the technology in question gets smaller, 
more efficient and powerful, less expensive, multipurpose, and available to the masses. 
 
A similar pattern of development is happening with global models. The first global 
models were very large, cumbersome, specialized, expensive, and available to only an 
elite few. As we slowly move up the learning curve, global models improve, are used 
for more purposes, and become more widely available. 
 
Global Recall is a global problem-solving tool. Its purpose is to help its users better 
recognize, define, and solve global problems and local problems in a global context. It 
comes with a database of more than 600 indicators for every country in the world, a data 
analysis and graphing component, an encyclopedia of world problems, and a Solutions 
Lab where solutions to global and local problems are tackled by the user of Global 
Recall. 
 
NetWorld Game is a significant advance over Global Recall. NetWorld Game is an 
Internet-based multi-user global simulation. It contains many links to other sites that 
add perspective, data, alternatives, and real-world funders, policymakers, and 
implementers of change to the simulation.  
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NetWorld Game puts the user in charge of the world, or a sector of the global economy 
to be more precise, and allows them to lead the world twenty years into the twentieth 
century. Players run a country or region of the world, a multinational corporation, or 
bank. 
 
Both Global Recall and NetWorld Game use simple econometric models of individual 
national economies and the global economy as a whole to help users learn about 
consequences of different budgetary investments and interactions between economic 
sectors. In addition they are used to develop and explore different policy alternatives 
and solutions to social, economic, and environmental problems. 
 
1. Introduction/Overview 
 
Thomas Jefferson said “The best defense of a democracy is an informed electorate.”  
 
The history of technology illustrates that new developments such as the steam engine, 
internal combustion engine, and computer start off as relatively large, cumbersome, 
expensive, and one-of-a-kind prototypes that are designed and used for one purpose. As 
the inventor(s) and early adapters learn more, the technology in question gets smaller, 
more efficient and powerful, less expensive, multipurpose, and available to the masses. 
This latter point is referred to as the “democratization” of the technology in question.  
 
The computer is a recent example of this trend toward “more with less,” multipurpose, 
and availability. The first computer, the multi-ton ENIAC at the University of 
Pennsylvania, has been replaced by the orders-of-magnitude more powerful, lighter, less 
expensive, versatile, and mass-produced personal computer.  
 
A similar pattern of development is happening with global models. The first global 
models were very large, cumbersome, specialized, expensive, and available to only an 
elite few. As we slowly move up the learning curve, global models improve, are used 
for more purposes, and become more widely available. This article describes two global 
models that are embedded within global problem-solving tools that are intended to be 
widely available and useable, not by a few research scientists, but by students, teachers, 
the media, the general public, and researchers. As will be seen, these models and tools 
are different in scope, intent, purpose, goals, and use from the other global models 
presented in this encyclopedia. 
 
The two global problem-solving tools presented here are delivered in different media 
(floppy disks and the Internet) but are linked in that one (NetWorld Game) is the 
evolution of the other (Global Recall).  
 
2. Global Recall: A Tool for Global Problem Solving 
 
Global Recall is delivered on floppy disks and is available for Macintosh computers. It 
is intended as a global problem-solving tool. Often referred to as an “interactive atlas” 
by resellers and reviewers, Global Recall does contain more than 500 maps, but to refer 
to it as only an atlas is akin to referring to a computer as a doorstop. Global Recall’s 
purpose is not to merely describe the present or past, or to study current trends, or to 
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predict future states. Its purpose is to help its users better recognize, define, and solve 
global problems, and local problems in a global context. It comes with a database of 
more than 600 indicators for every country in the world, a data analysis and graphing 
component, an encyclopedia of world problems, and a Solutions Lab where solutions to 
global and local problems are tackled by the user of Global Recall. Figure 1 shows the 
Main Menu screen, which denotes the three main components of this program: the 
interactive encyclopedia of global problems, the problem-solving laboratory, and the 
database of socioeconomic and environmental statistics and maps. 
 

 
 

Figure 1. Main Menu screen for Global Recall 
 

 
Figure 2. Outline of Global Recall sections 
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Figure 3. Global Recall’s opening screen for the database and maps section 
 
Embedded within the Solutions Lab of Global Recall is a simple econometric model 
that is intended to help the user learn about the relationships between different 
economic sectors and their problems. It is simple by global model standards but is not 
intended to stand alone or to predict climate fluctuations or the next quarter’s US 
interest rates. It is one part of a complex sequence of a problem-solving process that is 
intended to get people involved in the development of alternative solutions to pressing 
world problems. On one level it is intended to democratize the availability of global 
information and the problem-solving expertise needed to synthesize data into 
knowledge and knowledge into solutions. It is an attempt to reduce the distance between 
the average human being, their creativity, imagination, insight, values, and problem-
solving abilities and the problems of the planet we all inhabit. It is also the attempt to 
legitimatize the study of complex problems by the lay person. 
 
The Solutions Lab leads the user through a twelve-step problem-solving process that 
helps to clarify what the problem is, define it from a comprehensive framework, 
determine alternatives, choose the best option, determine costs in terms of resources, 
money, and personnel, develop a time flow of what happens when and where, and 
determine what is needed to make the solution sustainable. The maps, data, and problem 
encyclopedia are all hyperlinked so that the user can link back and forth as data is 
needed to learn about the depth of a given situation or opportunity, explore alternatives, 
or buttress solutions. 
 
3. Global Recall: The Model 
 
The econometric model embedded within Global Recall has nine sectors: Food, Shelter, 
Health, Education, Energy, Environment, Communication and Transportation, Human 
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Rights, and Leisure Time. These represent resources, services, or quality-of-life 
indicators. Data for each of these indicators is an index derived from real-world data. 
 
The user of the model starts off with the present state of the real world and seeks to 
change the current world conditions to those he or she has defined as desirable or 
“preferred state” conditions. The focus of the model is defined by the user; that is the 
user picks a country, continent, or the whole world as the unit of analysis. The model 
then goes into its database and brings out the current state for the specified unit. The 
user invests Human, Financial, and Material Resources to change the current state to the 
preferred state. The results of different allocations can be seen instantly by clicking on 
the Calculate button on the screen. Each resource affects each indicator differently, and 
each combination of resources affects each indicator differently. 
 
An additional feature of Global Recall is the Global Recall Formulator. This allows the 
user to create their own model using the 600+ indicators in the Global Recall database. 
The user selects variables in the database that they want to represent their model, then 
they define relationships between the variables and weigh the importance of each 
variable. The output of this selection process is a new model with the user’s choices for 
indicators and relationships. It replaces the default model Global Recall came with that 
is supplied by the World Game Institute. 
 
When the user is finished allocating resources they go on to the next Work-Station and 
learn the results of their investments. 
 
- 
- 
- 
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