
Evoke is an award winning digital graphic novel 
series and game designed to teach and empower 
young people around the world to learn about 
social innovation, and to help them collaborate 
and develop their own social ventures within their 
communities. 

It consists of a web platform with game mechanics 
and social tools, built around a narrative centerpiece 
— the graphic novel.

The stories of Evoke are set ten years in the future 
— far enough for big global changes to begin to 
be plausible, but near enough that the world is still 
quite familiar. 

Style guide 1.2
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HISTORY
Evoke is an award-winning, multi-player online 
educational experience, which uses storytelling, 
game mechanics, and social networks, to 
prepare young people to become social 
innovators who create solutions that address 
global ‘grand challenges’ (e.g., displacement, 
hunger, poverty, water scarcity). The Evoke 
project is designed to support young people 
as they develop an understanding of these 
complex challenges, acquire 21st century 
skills (e.g., creativity, collaboration, critical 
reflection), socio-emotional skills (e.g., curiosity, 
empathy, generosity), and gain the confidence 
to experiment, collaborate, and create innovative 
solutions. Conceived and coordinated by 
Robert Hawkins, EVOKE has been played in 
three languages by student groups in over 100 
countries
.

VERSIONS AND ITERATIONS
The original iteration of EVOKE, URGENT EVOKE, 
launched at the TED conference in early 2010 
by co-creator and noted game designer Jane 
McGonigal, generating much media interest, it 

ran as a 10-week “crash course in saving the 
world” from February through May. Geared 
for students across Africa, this first version of 
EVOKE was in English. It won a top award at the 
8th Annual Games For Change Festival.  
(view trailer)

The second iteration of EVOKE, EQUIPE-EVOKE, 
took place in 2012, in partnership with the 
Ministry of Science and Technology in Brazil. 
This version of EVOKE, which is sometimes 
referred to as ‘season two’, was in Portuguese. 
(view trailer)
The third iteration of EVOKE took place in 2014. 
Supported by the World Bank’s Innovation 
Fund, it was piloted in Spanish in Mexico and 
Colombia, in partnership with the University of 
Guadalajara (Mexico) and Uniminuto (Colombia). 
This version of EVOKE, which focused on food 
security, energy and water, was in Spanish.

A creative narrative hackathon with Arizona 
State University, which featured world-renowned 
science fiction authors from ASU’s Project 
Hieroglyph as well as futurists, visual artists 
and subject area experts on a range of pressing 

global issues, led to the creation of new content 
related to peace and literacy (which were later 
incorporated into the fourth version of EVOKE). 
(view video of the collaborative process of 
content creation)

The fourth iteration of EVOKE took place 
in partnership with the Soacha campus of 
Uniminuto, targeting the town south of Bogota 
which has a larged population of people 
displaced because of prior civil unrest in that 
country. This version of EVOKE took place in 
Spanish.

A fifth iteration of EVOKE is planned for July 
2017, in partnership with World Vision in South 
Africa. This version of EVOKE will take place in 
English.

>>> Is this complete?

history of evoke
resource:
https://docs.evokenet.org/document/history/
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NEW CAMPAIGNS
This style guide is developed so that you and your 
team are able to create your own Evoke campaign.

Policy for limitations on partner customization of 
look and feel.
Javascript is necessary to get the site running.

OPEN SOURCE
Evoke runs on Moodle. A complete set of 
customized templates is available. 

MOODLE
Anything about Moodle?  
Contact persons? >> Please add and expand. 

HOW TO WORK WITH  
THIS STYLE GUIDE
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RECOGNISABLE
Any expression of Evoke must undoubtedly be 
recognisable. Our visual identity guarantees this. 
That is, in everything we do, our base. This involves 
colors, fonts, and everything that is needed to 
ensure our recognisability and uniqueness, through 
any channel. This ensures consistency and 
recognisability in the world around us.

INTERACTION
On top of our basis that helps us to inform and 
makes us recognisable, we have a layer of style 
elements that make it easier for us to interact with 
different audiences. Let’s keep it fun and playful!

Brand strategy
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Graphic novel
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Logo
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several 
variations
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Logo

These versions are present 
in previous campaigns, but 
are no longer added to new 

campaings.

Old versions from previous games 
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Colors

PLAIN BLACK

‘MELLOW YELLOW’

R237/G214/B97
#EDD661

‘URGENT BLUE’

R39/G162/B179
#27C0E3

‘NIGHT’

R79/G83/B106
#4F536A

‘WHALE’

R73/G142/B179
#498EB3

‘RHUBARB’

R255/G102/B102
#FF6666

‘LIVING BLACK’

R20/G15/B63
#140F3F

‘POISONOUS GREEN’

R184/G249/B7
#B8F907

‘PURPLE’

R153/G51/B255
#9933FF

‘BRIGHT BLUE’

R41/G51/B255
#3329FF

‘FOREST GREEN’

R21/G50/B19
#153213

‘CYCLAMEN’

R255/G102/B255
#FF66FF

‘BRIGHT MINT’

R0/G230/B166
#00E6A6

‘EVOKE’

R255/G5/B64
#FF0540

PLAIN WHITE

‘Evoke’ is for 
accents and CTA
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Colors

100% color

Lighter colors in a % of the 
pop colors can be used for a 
background. 
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Colors

100% color

Darker % of the pop colors can 
be used for better readability in 
case of hightlighting a text. 
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Bungee > Headings

ABCDEFGHIJKLMNOPQRSTUVWXYZ
0123456789?!;‘’ 
Bungee outline

ABCDEFGHIJKLMNOPQRSTUVWXYZ
0123456789?!;‘’ 
Bungee hairline

ABCDEFGHIJKLMNOPQRSTUVWXYZ
0123456789?!;‘’
Bungee shade

ABCDEFGHIJKLMNOPQRSTUVWXYZ
0123456789?!;‘’

Fonts

Bungee is the basis for the logo. 
For consistency we also use this
member of the Bungee family 
for headings, only available in 
caps. The spacing is 0

Heading: Fontsize = Line 
spacing.

For an extra playfulness or 
distinction in a heading, choose 
from the variety of the font 
family. For instance for headings 
in colums or pop-ups.
The Bungee family is unfit for 
longer texts than headings.

All selected fonts are Google 
fonts. https://fonts.google.
com/?query=bungee

To reach the highest level of consistency, the following selection 
of fonts are the only ones used in Evoke. 
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Roboto light > Bodytext

ABCDEFGHIJKLMNOPQRSTUVWXYZ
abcdefghijklmnopqrstuvwxyz
0123456789?!;‘’ 
Roboto light italic

ABCDEFGHIJKLMNOPQRSTUVWXYZ
abcdefghijklmnopqrstuvwxyz
0123456789?!;‘’
Roboto medium

ABCDEFGHIJKLMNOPQRSTUVWXYZ
abcdefghijklmnopqrstuvwxyz
0123456789?!;‘’
Roboto black italic

ABCDEFGHIJKLMNOPQRSTUVWXYZ
abcdefghijklmnopqrstuvwxyz
0123456789?!;‘’

Roboto is a font with a large 
family in styles, from thin to 
black. This font is for body 
text and navigation.

This font has a very nice 
look and open character, well 
balanced in the details but 
without distracting elements.

Openness is always nice for 
small texts.

Bodytext is Roboto Light. 
Spacing is 0. 

https://fonts.google.
com/specimen/
Roboto?query=Roboto

Fonts
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Bangers

ABCDEFGHIJKLMNOPQRSTUVWXYZ
0123456789?!;‘ ’
shazam! Thud! Oompf! Wham! 
Permanent Marker

ABCDEFGHIJKLMNOPQRSTUVWXYZ
0123456789?! ;‘ ’

Fonts

Because Evoke has a graphic 
novel as a starting point, we 
need some handwritten fonts 
as well for extra playfulness and 
fun.

Use these for example in case 
of a pop-up with additional 
instructions from a leading 
figure in the mission, for quotes 
and questions. Bangers for 
headings, and Permanent 
Marker for longer texts. 

https://fonts.google.com/
specimen/Permanent+Marker

https://fonts.google.com/
specimen/Bangers
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Maps
The map is the starting point for the game. On the map the several 
missions are visible and numbered. A series of maps, overall view 
and more zoomed in parts are available.
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text balloons

Text balloons

Because Evoke has a graphic 
novel as a starting point, 
we need some handwritten 
fonts as well for extra 
playfulness and fun. 

Text balloons are used when extra information or additional 
instructions are given. Always with an outline

YES!

Aquí comienza su viaje a  
lo largo de esta aventura  

de Evoke Cities.
 

 ¿Están preparados?

alchemy calls
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badges
When specific tasks are fulfilled, agents get rewards: the badges.
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badges
Evoke Runes/Badges To keep the connections 

with previous versions 
of Evoke, the badges are 

created form the old runes. 

This collection can be 
expanded when necessary, as 
long as they are based on 

the runes.
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avatars
For extra playfulness, every agent can pick their own specific avatar 
to hide their identity. Every avatar is based on a character from 
previous versions of Evoke.
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In practice
Examples of the website.
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create a new  
evoke campaign

Here are some examples of how the identity 
can be implemented in several items. These are 
suggestions.
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create content

Content > please add
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Example of the system flow 
of a campaign >>> is this a 

good example?
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how to write

THE WORLD OF EVOKE
The stories of Evoke are set ten years in the future 
— far enough for big global changes to begin to 
be plausible, but near enough that the world is still 
quite familiar. The global conditions of the world 
of Evoke have not been explicitly explored. This is 
a deliberate choice. Evoke stories are intended to 
be modular rather than sequential, and we want to 
leave ourselves free to tell whatever kind of story we 
choose in the future, rather than tying ourselves into 
any particular narrative thruline. 
There are, however, two guiding truths about the 
world of Evoke that can inform your stories. 

1. Latent collapse
There exists a general state of latent collapse. 
Infrastructures have begun to fail and become 
insecure for a whole host of reasons, from age 
and wear, to climate change, to deliberate human 
action. Developed nations are, for the first time 
in decades, finding themselves vulnerable to the 
kinds of challenges we would normally associate 
with developing countries — food shortages, water 
crises, unreliable access to light and power. Rural 
problems are becoming urban problems, and the 
old ways of solving them don’t work anymore 
because the traditional response systems are no 
longer stable. 
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To be clear, things are bad, but they’re not 
universally bad, and they’re not unrecognizably bad. 
It’s not Mad Max, and it’s not the kind of simple, 
one-note dystopia that figures in so many high-
profile stories these days. Life as we know it has 
not ground to a halt, and bad things aren’t always 
happening everywhere, but when they do happen, 
they happen harder and worse than they have in the 
past, because we are more vulnerable than we once 
were. The world isn’t a wasteland, but it’s deeply 
stressed at many key vectors. 

2. Evoke ethos
There is a converse to all these stress points, 
and it is where the Evoke ethos lives. It turns out 
that there are experts in solving just these kinds 
of problems, people who know how to work 
at local levels to create sustainable solutions. 
These are the very people who have been facing 
these problems at the local level for decades – 
innovators who have found ingenious uses for 
technology and tools, who know the power of a 

tight community to effect change. These people 
are the foundation of the Evoke Network, and their 
goal is to spread their ethic of resourcefulness and 
creativity worldwide. They embrace DIY solutions 
and small-scale interventions that can be replicated 
at the local level. They specialize in mobilizing 
communities for action. They seek out new models 
of entrepreneurship and new opportunities. And 
they teach the rest of the world how to do all those 
things, too. 

YOUR STORY
Your own stories can take place anywhere within 
these parameters. Remember that in many ways, 
the world is still much as we know it. In fact, 
maybe the biggest change is a subtle one. People 
everywhere are ready to try something new. They’re 
eager to embrace new solutions, because they 
sense the urgency of their situations. 
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HOW THE EVOKE NETWORK OPERATES 
The agents of Evoke are scattered around the 
globe. They can be found in all walks of life, and 
they possess a vast range of skills and talents. 
In their everyday lives, they are no different from 
anyone else around them, but when the need 
arises, they will jump into action. 

The Network is activated by a kind of distress 
signal called an Evoke. We have never de-
scribed exactly how an Evoke is sent, and frankly, 
we like the fact that its exact mechanisms are a 
bit mysterious. We have suggested in the past 
that only officials and leaders have access to 
the Evoke communication platform, but there 
is room for creative reinterpretation. We can 
imagine that an Evoke is a low bandwidth signal 
that takes advantage of the most rugged com-
munications protocols available in any given 
environment to convey a brief message to the 
secret Evoke headquarters in Dakar, Senegal. 
From there, agents are dispatched based on 
their skillsets and their proximity to the crisis. 

MAIN CHARACTERS 
Most of these characters, with the exception 
of Alchemy, are strictly optional. They all serve 
different purposes, and can be used or omitted 
as needed. For example, you might have Eureka 
recruit a new agent, and then focus your story 
on that new agent, with Eureka as a supporting 
or minor character. Existing characters can play 
mentorship roles based on their specialties. 
They can provide real-world information and 
context about issues, innovators, and solutions. 
They can interact with one another, but as these 
stories are being developed episodically and not 
within the context of a single larger narrative 
arc, we’re not looking to develop deep strands of 
conflict and narrative drama between them. 

Each of the original Evoke team members have 
their home setting with its own visual elements. 
For examples, see the first series. With that 
said, please meet a few members of the Evoke 
Network. 

your story resource:

https://docs.google.com/docu-
ment/d/1eAGwlOGZWg661LKBnaa5h-
6QFTvCdmdzpZI-Y6_8x4qc/edit

check if all information is still relevant
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ALCHEMY 
Every team has to have a leader, and Alchemy is 
the founder and leader of the EVOKE network. 
Alchemy is the central node of the network. 
When Evokes from different regions are sent, 
they are routed to his secret base of operations 
in Dakar, Senegal. From there, he dispatches 
agents based on proximity and skills. 

Alchemy’s personality is direct. His communi-
cations to agents in the field are brief and eco-
nomical. His tone is grave and severe, but he is, 
at heart, an optimist who believes that humanity 
has the capacity to face the world’s biggest chal-
lenges. Alchemy is responsible for the EVOKE 
Network’s code of secrecy and stealth. His real 
name is unknown, and very few agents have 
ever seen his true face. Most of the time, field 
agents speak to an animated avatar based on a 
tribal mask. He’s a bit like Charlie from Charlie’s 
Angels. 

In most cases, Alchemy is not a leading char-
acter in the story, but he is often a presence. He 
often functions as a vehicle of exposition and 
context. He is the mysterious dispatcher who 
activates field agents. He lays out the challenges 
that face them. During the course of the field 
agents’ work, they might check in with him, and 
he might make reference to real-world innova-
tors and projects (see the INFORMATION DENSI-
TY section for more on these references). 
In writing your stories, feel free to use Alche-
my to set up your scenario and recruit agents, 
but you are certainly not required to do so. He 
might only appear for a moment, or he might 
not appear at all. He might use unconventional 
methods for contacting his field agents — feel 
free to be creative in this regard. Background on 
Alchemy’s early life appears in the first Evoke 
series, episode 8. Alchemy made money mining 
tantalum when he was younger. This fortune has 
been Evoke’s source of secret funding.

EUREKA 
Eureka is a gearhead, an engineer who’s drawn 
to both low-tech solutions and DIY fabrication 
tools (3D printers, CNC routers, etc). She’s based 
in Capetown, South Africa, but like all the agents, 
she is globally mobile as needed. She’s reserved 
and serious, but she delights in her work. She’s 
happiest with a homemade arc-welder in her 
hand and a UV mask on. She knows where every 
fab lab is in every major city, and her name is 
well known among the fabrication community, if 
not her face. She takes failures very personally, 
but that only pushes her to work harder. Over the 
course of the first series, she becomes romanti-
cally involved with Cipher. Their skills are com-
plementary in ways that have yet to be explored 
in EVOKE stories. (Cipher is a different kind of 
hacker.) 

alchemy eureka ember quinn cipher villians
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EMBER 
Ember is a beloved college professor hailing 
from Legon, Ghana. She teaches courses in 
resilience and innovation. She has a husband 
named Kwame and a young daughter named 
Amma. Her work, both as an educator and as a 
globe-trotting stealth agent of change, upends 
the traditional role of a woman in the home. Her 
husband supports her wholeheartedly, even if 
other members of their family and community 
are not so understanding. 

Ember’s great skill is as a mobilizer and a com-
municator. She excels at finding channels for 
spreading messages among communities, 
whether by simple word of mouth, or through 
more dramatic and spectacular means (she 
prefers the latter). 

She’s outgoing and sharp, with a bright person-
ality, a quick wit, and a deep faith in humanity’s 
good nature. She’s also a testament to personal 
resilience. Her mother was a prostitute who died 
of AIDS when she was young. Her aunt raised 
her, and her teachers inspired her to continue 
her studies. The strong women in her life have 
inspired her to try to be a role model to other 
young women.

QUINN 
Quinn is a businessman with a heart. He runs 
the largest network of apiaries in Africa, and 
since the collapse of the western honeybee 
colonies, he has become one of the world’s 
leading suppliers of honey. He embraces busi-
ness practices that are both sustainable and 
profitable, and he has done quite well for himself. 
In any situation, he is looking for the business 
opportunity. Sometimes this makes him come 
off as cold, but his heart is always in the right 
place, and he would never engage in a business 
venture that had a net negative outcome for the 
communities it affects. This trait has yet to be 
put to the test in an Evoke story. 

He grew up in Zimbabwe, a child of prosperous 
farmers. When he was a boy, his family’s lands 
were taken from them by Mugabe, and they were 
forced to leave Zimbabwe with nothing. Quinn 
vowed then and there that he would not let his 
family remain poor, and he has lived up to that 
vow. 

CIPHER 
Cipher is a bit of an outsider in the Evoke net-
work. Technically, he’s not an agent of the net-
work, though he is known to be helpful at times. 
He’s a hacker with a journalism hobby. Or maybe 
he’s a journalist with a hacker hobby. Either way, 
he’s got a penchant for brutal honesty and an in-

nate disregard for authority. He’s brave but mys-
terious, and a little bit shady. He’s been linked in 
the past with an anarchist group of anonymous 
hacker-journalists named Citizen X that has been 
trying to unmask Alchemy. He may still have ties 
with them. 

Cipher and Eureka are romantically linked, but 
their relationship is complicated. They both 
have feelings for each other, and their skills and 
competencies mesh well in the field. But Eureka 
isn’t certain she can trust Cipher, and Cipher has 
some guilt about his associations outside the 
Evoke network. Cipher is a passionate believer 
in exposing corruption and waste. He doesn’t 
support everything that Citizen X does, but he 
believes they provide a valuable service to the 
world, and he isn’t above leveraging their influ-
ence and reach to make things happen.

OTHER CHARACTERS 
Other characters may be ordinary people who 
rise to the occasion, community leaders, and 
people whose lives illustrate the effects of the 
problems to be addressed. They may appear in 
single episodes, or they may become involved 
in the larger storyline. Additionally, other charac-
ters may be specialists, activists, aid workers, or 
journalists, who are drawn to places where there 
are problems in need of solving. 
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VILLAINS 
A bad guy is by no means a necessary compo-
nent of an Evoke story. The Evoke network regu-
larly takes on challenges that in themselves are 
enough of an obstacle for any hero, and adding a 
villain to the mix may serve only to dilute the seri-
ousness of the issue. But sometimes, a bad guy 
might be an appropriate character for a particu-
lar story dynamic. Here are a couple guidelines 
on bad guys in Evoke. 

Alpha
The Evoke universe contains one super-villain 
whose identity and nature have not been ex-
plored deeply. His name is Alpha, and he sits 
atop an international empire of corporations 
and companies. His true identity has never been 
revealed, nor have his motives. Alpha has nev-
er figured directly in an Evoke story. Rather, his 
name shows up in association with negligent and 
destructive corporate actions (illicit dumping of 
medical waste, trafficking in blood minerals, etc). 

He has stated that he wants to destroy Evoke, 
but again, his actions have only manifested 
indirectly. Alpha is not intended to be a nemesis, 
but rather a personification of the kind of large-
scale bad actor who creates acute problems and 
exacerbates chronic ones. He does not need 
to appear in any given story, but if he does, it 
should be only indirectly. (Alpha Industries is his 
corporate identity.) 

It’s important to know that the story of Evoke 
is not about Evoke vs. Alpha, only that Alpha 
represents the worst of human nature: a person-
ification of greed incarnate, who gleefully places 
big bets on chaos, and profits without reserva-
tion from suffering. 

Other bad guys
Other types of villains are possible. However, 
they should not be super-villains. More likely, 
they are realistic, naturally-occurring bad guys 
driven by small-minded desires — leeches 
grafting funds and resources off of charitable 
missions, for example. If a story takes place in a 
poor urban area (a favela, for example), a gang 
presence might represent a kind of bad guy. But 
in general, the stories should not pit the network 
against a single person or group of people. 

Evoke is about collaboration rather than confron-
tation. Bad guys are another kind of obstacle to 
be navigated, and not necessarily a beast to be 
slain.

KINDS OF STORIES 
Evoke stories take on real-world challenges: pov-
erty, food, water, energy, disaster relief, climate 
change, pandemics, education, public health, 
and human rights, the big problems that face us 
both globally and locally. 

An Evoke episode might feature an acute prob-
lem, which interacts with a chronic problem (for 
example, flooding and landslides partly caused 
by deforestation). 

The purpose is to make people aware of existing 
solutions to problems as well as to stimulate 
innovation and new solutions. Also, the intention 
is to promote a problem-solving mind-set that 
users can take into their daily lives and their 
communities. 

POTENTIAL STORY STRUCTURE 
1 A Problem: a situation, a setting, and a 

subject matter 
2 A Call to Action: help from Evoke is requested 
3 The Network responds to the call. Alchemy 

dispatches at least one established character, 
or activates a new character or group of char-
acters uniquely suited to the task at hand. 

4 a further elaboration of the problem; local 
people are introduced as characters; 

5 As the Evoke network begins to implement 
solutions, local people see how they can 
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participate and how these solutions can 
improve their lives and the world. 

6 A setback, revealing additional complexity to 
the problem. 

7 Second try, in which quantitative data & meth-
ods may be discovered 

8 Third try, applying methods discovered, which 
ultimately work. 

9 A resolution of the acute situation, though not 
necessarily the chronic one. 

STORY LENGTH
Evoke stories should run between ten and fifteen 
pages in illustrated graphic novel format. To give 
a sense of how much real estate that is, the orig-
inal Evoke episodes ran 6-8 pages each, and an 
ordinary comic book you would buy off the shelf 
is usually 24 pages or so. 

SETTINGS 
Your stories can be set anywhere in the world. 
Ideally, we should not only get a sense of place 
through the careful usage of local texture and 
specific landmarks within the setting; but also an 
understanding of how the problems are rooted 
in the place and its history. We like stories to do 
something surprising with their real-world set-
tings, particularly if the setting already has many 
familiar associations. This can take the form of 
an unexpected problem (cholera in 19th century 

London is a well-known historical fact; cholera in 
21st century London is interesting). Or it can take 
the form of an unusual spectacle (the skyline of 
Rio festooned with photovoltaic balloons). We 
like to catch our readers off-guard whenever pos-
sible. We believe this type of innovative estrange-
ment makes both the challenges that the Evoke 
agents face, and the solutions they ultimately 
deploy, stand out more strongly. 

There are also settings specific to the characters 
of the Evoke Universe, such as Alchemy’s head-
quarters in Dakar, Senegal, Eureka’s workshop 
in Cape Town, South Africa, Ember’s classroom 
at the University of Legon in Ghana, and Quinn’s 
bee farms in Zimbabwe. 

CHALLENGES 
The Evoke Network specializes in rising to meet 
tough challenges — often the type of challenges 
commonly associated today with developing 
nations. In many cases, these crises are taking 
place in locations that we don’t normally associ-
ate with development challenges — think malaria 
in Moscow, for example. In others, the challenge 
represents a magnification of current issues — a 
Santa Ana wildfire consumes Los Angeles. One 
way to think about the challenge of your story 
is to imagine it has two levels. There is an acute 
problem that may have arisen suddenly (the 
lights have gone out in Rio). But beneath that, 

there are deeper, chronic problems (drought 
brought on by climate change has lowered the 
water level at the Itaipu Dam). The agents in the 
field might meet the acute challenge with great 
success, and leave the local community with 
tools and strategies for addressing the deeper 
underlying insecurities. 

A good starting place for brainstorming challeng-
es for your stories is the UN Millennium Develop-
ment Goals. 

SOLUTIONS 
Evoke agents are drawn to solutions that sur-
prise and inspire. If the world of the future is 
plagued by magnified crises, it’s also filled with 
magnified solutions. The stories take their inspi-
ration from the innovators of today, and project 
the most radical ideas forward. Maybe Moscow 
repurposes military technology to deploy a laser 
grid to shoot malaria-carrying mosquitos out of 
the sky, based on this prototype built in 2010 by 
Nathan Myrvhold (http://www.ted.com/talks/na-
than_myhrvold_could_this_laser_zap_malaria). 

The Evoke Network seeks to inspire new prob-
lem-solvers, and it does this by implementing 
the kinds of solutions that make people take 
notice. An element of spectacle, an element of 
playfulness, and an element of mystery, are all 
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part of the Evoke ethos. For instance, when chol-
era struck London in 2020, the Evoke Network 
responded with an anonymous shipment of wa-
ter-purifying LifeStraws at the Gherkin building, 
and used a laser projection display to announce 
its arrival. They have also used street art, satel-
lite constellations, and OLED screens. Although 
up until now, the Evoke Network’s projects 
have been funded by Alchemy’s secret fortune, 
financial solutions can be part of the game. For 
example, communities may find creative ways 
to fund and run services for which their govern-
ments have abandoned responsibility.

INFORMATION DENSITY 
In the same spirit of playfulness and mystery, 
we like stories with Easter eggs. We like casual, 
offhand references to innovators and innovative 
technologies. Anyone might be a member of 
the Evoke Network, and if they’re not a member 
today, they might be in ten years. For example, 
in an episode about building a windmill to pro-
vide power for a local community, Eureka men-
tions that she learned to do this from her friend 
William K. A bit of research will bring players to 
learn about William Kamkwamba, a boy from 
Malawi who did the very same thing using scrap 
metal and recycled parts. In another episode 
about poaching, Ember makes a passing refer-
ence to John Kasaona, who teaches poachers in 
Namibia to be wildlife guides. 

We like our episodes to be dense with this kind 
of information. We like references that point 
readers out into the real world. You don’t have to 
explain every reference, as long as it’s contextu-
ally relevant. There are spaces outside the graph-
ic novel where we can footnote Easter eggs. 

RESOURCES [links >>> still relevant??]
Maps 
MapQuest 
Google Maps 
Google Earth HealthMap http://www.healthmap.
org/en/ 
NOAA Nautical Maps 
Ushahidi http://www.ushahidi.com/ 

Quantitative resources 
Wolfram Alpha: www.wolframalpha.com 
Visualization Tools 
Organizations/Individuals 
Ashoka Fellows https://www.ashoka.org/fellows 
Changemakers www.changemakers.com 
Skoll Foundation Entrepreneurs http://www.
skollfoundation.org/skoll-entrepreneurs/ TED 
Fellows http://www.ted.com/participate/ted-fel-
lows-program/meet-the-ted-fellows PopTech 
(the Society category is especially good) http://
poptech.org/popcasts 
Science fiction examples 
Real-life situations that are Evoke-like 
Afrigadget http://www.afrigadget.com/
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Any questions?
Don’t hesitate to contact me.

Martine Eyzenga
martine@diezijnvaardig.nl
+31 654 . 285492

colofon
> contact persons for more information 
about Evoke. Not me ^ ofcourse ;-)
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