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GLOBAL ALLIANCE FOR THE 
MARGINALIZED AND EQUITY 
(GAME) 

The purpose of this planning conference is to establish the framework for the 
implementation of the GLOBAL ALLIANCE FOR THE MARGINALIZED AND 

FOR EQUITY, hereafter referred to as GAME. 

GAME’S MISSION 

To bring together marginal, underclass Muslim youth from across the globe to 
provide them with opportunities that will give meaning to their lives, a sense 
of a  collect ive  identity,  of  belonging to something greater than 
themselves; to nurture their dignity and worthiness in the face of a global 
society that has, for the most part, abandoned them. 

Discussion Document 

This paper briefly outlines the rationale for GAME & the VISION embodied in 
the GAME concept.  It is intended to guide your deliberations, promote the 
exchange of ideas, help you decide how GAME should be formulated, structured 
& implemented. Your packet includes electronic materials we will use in the 
discussion:  a) community profiles, b) youth unemployment, c) Muslims in 
Europe, and d) New York Times’ article highlighting an effort in Rio Janeiro, 
Brazil that GAME could use as a model of engagement.   

Nothing in this discussion document is set in stone.  It can be amended, even 
discarded, if you find that your discussions lead in different directions. Our 
hope is that you leave this planning conference with a sense of common 
purpose, having made the decisions and put in place the action plan that 
will facilitate holding GAME’s inaugural conference at the Glencree 
Reconciliation Centre, Co. Wicklow, Ireland. 

Overview of Structure

The participants in this planning conference fall into two groups. 

The first group is comprised of TWO COMMUNITY WORKERS from each of 
the ten cities (see below) present.  The COMMUNITY WORKERS will function 
as a decision making body. They will decide:  
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 How to structure themselves

 How to form of a Secretariat

 How to utilize communications platforms

 How the role of the COVENORS of GAME evolves.

 How GAME should be managed & implemented/ & in what stages/&
what support systems are needed.

Among the matters they will address: 

 The age cohort of Muslim youth from their communities that might
best benefit from GAME

 Gender balance

 Other selection criteria, with special attention to the search for identity
& sense of belonging that the “in between” generation Muslim youth
strive for -- who will accompany them to participate in GAME’s
founding conference.

The second group is comprised of the IMAGINATION TEAM. The 
IMAGINATION TEAM is drawn from a cross section of creative fields in the 
humanities – documentary film making, theatre, music, art, writers, etc. It 
will focus on finding innovative ways to create community activities that 
fulfill GAME’s mission. It will decide how they will work & coordinate their 
activities with the COMMUNITY WORKERS    

The two teams will develop an outline of an AGENDA for the October 
conference.  

Why your community 

Many economically-deprived Muslim neighborhoods across the EU & the 
Balkans are self- contained. They exist on the fringes of the mainstream, are 
poorly integrated into the larger socio-economic eco systems, establishing 
their own social norms. 

Across the west, governments are also scrambling to deal with rampant youth 
unemployment. The prospects for finding ways for dealing with this enduring 
phenomenon are limited & inadequate at best—or simply non- existent. The 
contours of the global economy in the early decades of the 21st century are 
being redrawn. In many countries in the west countries are experiencing 
anemic rates of growth or stagnation.  Increasingly, jobs once performed by 
humans are being performed by machines. Advances in technology are 
replacing labor.  (SEE “DIMINISHING OPPORTRUNITIES: THE EVOLUTION OF 

JOBLESSNESS”)   
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Much of the anger 
driving the rise of 
populism & nativism has 
its roots in the 
dislocation caused by 
accelerating trends in 
job displacement, falling 
standards of living, & 
yawning gaps in income 
& wealth inequality 
equal.  

The underpinnings of 
liberal democracy are 
beginning to crumble. 
Right wing populists are 
recasting the anxieties 
pervasive in an age of 
uncertainty in 
“Othering,” as an outlet 
for the grievance –filled.  
Migrants, especially 
Muslim migrants, & 
indigenous young 
Muslims are at the cusp 
of the othering. They 
have become “the 
threat.” Muslims are 
associated with 
radicalization & 
terrorism, with mores 
that are said to clash 
with Judeo/Christian 
values.  

Fear of the “other” has 
metastasized into virulence. The stigmatizing of young Muslims who live in 
deprived neighborhoods in communities across Europe is commonplace & 
gathering force. Social media and fake news add to the frenzy of distortion. 
Perceived threat contaminates actual threat. Distinction is subsumed by 
subverted opinion. (SEE “MUSLIMS IN EUROPE: FACTS & PERCEPTIONS -the power of 

fear.) 

The usual panaceas are promulgated to mitigate the economic circumstances 
of lower income Muslim communities—much talk of more education, skills –
learning, employment opportunities—the litany is filled with goodwill 
promises, political pandering & empty vessels of unfilled, outmoded or out of 
reach remedies, modeled on out- of- date premises.   
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In the coming decades, structural ruptures to basic 
economic systems will obviate the need for low/medium 
paying service sector jobs & bring redundancy to much  
of the manufacturing sector. Because we have few ideas  
about the future use of human labor in the face of  
accelerating robotization & the burgeoning uses of  
artificial intelligence we fall back on old bromides,  
believing that if we repeat them often enough the  
desired outcomes will somehow materialize.  

They have not & will in all likelihood not. 
Hence the need for new paradigm. 

Your community was selected for participation in GAME 
because it has attributes of marginalization:  

 Poverty

 Deprivation

 Chronic youth unemployment and intergenerational

 exclusion

Over decades many of the major problems your 
community is burdened with have received insufficient  
government attention, partly because residents of deprived 
areas are least likely to make their voices heard at a  
political level, partly because much of the indigenous  
non-Muslim populations in the city your community is  
part of perceive you in negative ways—prejudice is  
rampant; communities fall off the political radar until some riotous behavior 
occasionally casts a temporary spotlight on the scale of their deprivation, 
only to be abandoned to themselves once the spotlight turns elsewhere, and 
partly because the problem is holistic. So intertwined are the socio-economic 
factors and the ingrained negative cultural norms and behavioral patterns 
associated with long run deprivation that even when attention is focused on 
alleviating one aspect of the situation, the countervailing negative social 
forces usually makes short shrift of what progress might ensue. 

Why GAME? 

Broadly speaking, the purpose of forming GAME is to bring youth, selected 
according to your criteria, to Glencree Reconciliation Centre, to  

 Discuss their futures in terms of finding alternatives to whatever
susceptibilities for extremism may exist in  your communities

 Create & identify sustainable projects that give meaning and purpose to
their lives to offset the dearth or absence of socio-economic
advancement & social mobility opportunities that are their future

“Neighborhoods are 

self- contained, 

establish their own 

social norms; for the 

most part local & 

central governments 

regard them as 

havens of crime & 

violence; policing 

these slums 

becomes the reflex 

response to 

addressing their 

needs. 

A WORLD APART 
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 Enhance their self-esteem &
provide a sense of belonging, of
brotherhood/sisterhood

 Create an ecosystem that leads
them to believe that collectively
they are part of something
greater than themselves; that
collectively they can accomplish
things they cannot achieve
individually

 Reinforce the conviction that
their lives matter and that
rather than being peripheral to
society they are integral to its
functioning as a holistic entity

 Enhance the welfare of others
in their communities.

Some examples of matters that might be taken under consideration: 

 Drawing up a Charter for Marginalized Muslim Youth, a declaration of
their emancipation from stigmatization and being “Othered,” an
expression of the values they collectively espouse and their societal
roles within the context of the socio- economic environment in which
they live.

 Giving expression to these values by agreeing a Program of
Implementation that will provide purpose, meaning and dignity to their
lives.

 Becoming the Founding Members of GAME to oversee their collective
goals, institutionalize their inclusiveness and adherence to the values
of the Youth Charter.

These steps and the initiatives that follow will NOT emphasize education, job 
skills, training or raising their profiles in mainstream society. Rather, they 
will take their socio/economic situations as a given, their neighborhoods as a 
given, absence of integration into the socio/economic mainstream as a given 
and will NOT provide financial remuneration or the promise of one. 

GAME will: 

 Function as a space for members to collectively construct a narrative
reflecting their understanding of their situations and identify steps they
believe would alleviate aspects of those situations, mitigate
marginalization and lessen isolation, and lay out a trajectory of
achievable expectations for their future. One example of such a non-
monetized activity is provided by the community of young people
in  Complexo do Alemão, one of the largest urban slums in Rio Janeiro.
Brazil.  (SEE ‘“THE MEDIA DOESN”T CARE WHAT HAPPENS HERE: CAN

The Supposed Path to 
Prosperity that is a Lie 

Education will lead to  
Jobs, which will lead to 
Social Mobility, which 
will lead to integration 
into the Mainstream 
Economic MMa
Assimilation
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AMATEUR JOURNALISM BRING JUSTICE TO RIO”S 

FEVELAS?)1  

 These steps will be a template for creating
a set of non-monetized activities with the 
assistance of the Imagination Team, which they 
will carry out in their communities and are 
specifically designed to ***enhance their self-
esteem, ***give meaning and purpose to their 
lives, ***give them reason to believe that they 
are part of a cause greater than themselves; 
***reinforce the conviction that their lives 
matter and that rather than being peripheral to 
society they are integral to its functioning as a 
holistic entity and ***enhance the welfare of 
others in their communities. 

 Create networks for sharing best practices
and the extent to which they can be modified or 
adapted for the circumstances of their living 

 Organize collaborative endeavors;
promote their collective sense of belonging to 
an institution that speaks to them and for them. 

 Foster their connection to a community of
like-minded members setting realizable goals to 
improve the quality of their lives and set 
precedents for their communities. 

 Explore the cultures of the countries in
which they live & counterpoise them with the 
cultures that define them 

Sign a Covenant that this assembly of youth 
will: 

 Become the founding members of GAME
and assist in defining its mission; ***set its 
agenda and organizational structures; ***agree 
its modus operandi 

 Shape connections with similarly
disempowered Muslim youth across the globe 
with a narrative created by the marginalized for 
the marginalized with a goal of providing 
meaning and significance in their lives. 

Cities 
Represented 
At Inaugural 
GAME 
Conference 

 Berlin , Germany

 Brussels , Belgium

 London, Great Britain

 Manchester, England

 Paris, France

 South Mitrovica,
Kosovo

 Kaqanik, Kosovo

 Pristina, Kosovo

 Rome, Italy

 Sarajevo, Bosnia and
Herzegovina

 Tirana, Albania

 Tripoli, Lebanon



8 

 Create mechanisms to monitor and evaluate the progress they make in
effecting the Program of Implementation.

In short, GAME is conceived as a platform to begin an essential dialogue. It 
will  focus on shaping identity within the reality of its members’ daily lives 
where generational or semi-generational unemployment, deprivation and 
poverty often prevails; where exclusion & non-assimilation prevail in the 
neighborhoods of the major metropolises in which they reside – a geographic 
and demographic alignment that is unlikely to change much for many in the 
course of their lifetimes, but which they can, nevertheless, improve in terms 
of adapting their behaviors by carrying out specific tasks  to meet the 
challenges of that reality. 

Unlike other global or regional youth forums, which address the problems of 
youth in the context of cultivating youth leadership or building ladders to 
“success,” and staking out youth’s claims to a greater role in the power 
centers of their respective societies, GAME is designed to address a specific 
subset, places the marginalized young people themselves at the center of the 
project & is the agency of advocacy on their behalf.  

It should also be emphasized that GAME does NOT insinuate that all 
radicalized young Muslims or individuals vulnerable to radicalization come 
from poor and deprived communities or are predisposed to radicalization. 
On the contrary, it does assert that all things being equal radicalization is 
more likely to occur in these communities. 

In short, while DAVOS is where the rich and powerful come together 
annually to discuss their interests, STOLAT brings together members of 
GAME to discuss their needs, develop innovative programs to address them, 
and give a voice to the marginalized and stigmatized. 

___________________ 
1
Matthew Shaer, “The Media Doesn’t Care What Happens Here:  Can amateur journalism bring justice to Rio’s? New York Times 

Magazine, February 18 2015 favelas?https://www.nytimes.com/2015/02/22/magazine/the-media-doesnt-care-what-happens-
here.html




