
Effects
Major Tom Mouat



© Crown Copyright

Defence Academy of the United Kingdom

Disclaimer

This presentation represents the personal view of the author 
and is in no way representative of official UK MOD policy.

The UK MOD is small, but still bigger than one man can know. 
He might have missed something.

The author is a full-time reservist serving beyond mandatory 
retirement age and is therefore possibly embittered and cynical 
after 40 ȅŜŀǊǎ ǎŜǊǾƛŎŜΧ Υ-) 
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"Effects"
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What are "Effects"?

ÁThings like Operations Other Than War, Effects 
Based, Non-Kinetic, Hearts & Minds, Soft Effects, 
Shaping, Influence, Messaging, Grey Zone...

ÁInvolving religion, training, morale, belief, 
cohesion, leadership, motivation, public support, 
political will...
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How Normal Simulations Model Effects

ÁRules.

ÁTriggers.

ÁPre-Sets (decided beforehand).

ÁExample:  If you bomb the Mosque, the local 
people will hate you. Hate = Protests, roadside 
IEDs and Shootings.

ÁSimple Rule-based behaviours.
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The Fallacy of a single unified model.

ÁLists of factors

Á+1 for digging a well. Context

Á+1 for medical inoculations. Reaction

Á+1 for Flaming Pigs1. Repeatabiliy

Á+1 for Dancing Pigs2. Irrationality

ÁVery often single sided.

ÁVery often hidden in a Black Box.

ÁNeed to be calibrated.

ÁCan't account for General Butt Naked3.

1. https://en.wikipedia.org/wiki/War_pig
2. https://en.wikipedia.org/wiki/Dancing_pigs
3. https://en.wikipedia.org/wiki/General_Butt_Naked

https://en.wikipedia.org/wiki/War_pig
https://en.wikipedia.org/wiki/Dancing_pigs
https://en.wikipedia.org/wiki/General_Butt_Naked


© Crown Copyright

Defence Academy of the United Kingdom

The Wisdom of  Crowds

Groups can be better at estimation than individuals.

ÁDiversity of opinion.

ÁDecentralisation of expertise.

ÁIndependence of thought.

ÁAggregation of the result.

ÁBest predictions come from conflict or contest.

ÁToo much communication can make the group less 
intelligent.

https://en.wikipedia.org/wiki/The_Wisdom_of_Crowds
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Stupid Crowds

ÁHomogeneity of opinion.

ÁCentralisation of decisions and a formal hierarchy.

ÁDivisions and compartmentalisation.

ÁImitation based on previous decisions.

ÁEmotionality and peer pressure.

Á'Group Think'

https://en.wikipedia.org/wiki/Groupthink
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Role Play - Predicting the Outcome of Conflict

ÁThe roles that people play affect their behaviour.

Å"Cost Analyst" vs "Market Analyst"

ÁWhen predicting outcomes in conflict it is necessary to 
make predictions in a chain.

Å"Action, reaction, counter-action, etc."

ÁExperts predict what shouldhappen.

ÁRole Play predicts what will happen.
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How good are we at forecasting how others will behave in conflicts?

Obscure conflicts
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What we would expect from random chance ?

3 possible answers:
33% probability of 
getting it right by 
guessing

6 answers 
=17%

Average

4 answers 
=25%



© Crown Copyright

Defence Academy of the United Kingdom

Using judgment is often WORSE then guessing !

Average
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Using Game Theory fares no better..

Average
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But a role play achieves substantially better forecasts

Average
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How to get the best out of Role Play

ÁAssign the roles before reading the scenario.

ÁPlayer roles should be typecast.

ÁPlayers should act as they think the subject would.

ÁBriefings need to be accurate but succinct (1 page).

ÁEnvironment and materials affect the game.

ÁBase predictions on a number of games.

ÁSmaller numbers are better than large games.

ÁThey are better for large changes or unusual events.

https://link.springer.com/chapter/10.1007/978-0-306-47630-3_2
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Matrix Games

https://www.amazon.com/Matrix-Games-Handbook-Professional-Applications/dp/0244992134/ref=sr_1_1?ie=UTF8&qid=1539446366&sr=8-1&keywords=matrix+games+handbook
https://www.amazon.com/Wargaming-Developments-Professional-Educational-Innovations/dp/1291979654/ref=sr_1_1?ie=UTF8&qid=1539446264&sr=8-1&keywords=matrix+games+for+modern+wargaming&dpID=51pA0kvGVpL&preST=_SX258_BO1,204,203,200_QL70_&dpSrc=srch
https://www.amazon.com/Modern-Crises-Scenarios-Matrix-Wargames/dp/024401616X/ref=sr_1_fkmr0_1?ie=UTF8&qid=1539446328&sr=8-1-fkmr0&keywords=modern+crisis+scenarios+for+matrix+wargames
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What is a Matrix Game?

ÁA free-form game system 
concentrating on "effects".

ÁInvented by Chris Engle in the 
USA in about 1988.

Á¢ƘŜ ƻǊƛƎƛƴ ƻŦ ǘƘŜ ƴŀƳŜΧ

ÁUsed worldwide.

ÁCan deal with qualitative 
issues that are hard to 
measure.
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Matrix Games

ÁUse verbal "arguments" to advance the players 
position in the game.

ÁUse dice (if necessary) if there is a risk of failure in 
order to drive the game forwards.

ÁGenerate an evolving narrative of the conflict for 
further discussion and analysis. 
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Elements of Matrix Games

ÁThe Arguments

ÁReasonable assumptions.

ÁEstablished facts.

ÁScale, Time and Events (a "couple of weeks").

ÁAdjudication and dice.

ÁNarrative.

ÁArguing about other players.

ÁSome arguments will have graduated effects.
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Important things to Remember

ÁYou only get to make one action per turn.

ÁThis is an adversarial wargame, so:

ÅNo "deep dives" (make a note and move on).

ÅNo extended back-and-forth debates.

ÁLive with the consequences of earlier decisions, so:

ÅTurns need to be fast.

ÅMinimum of 6 turns in the game.

ÁYou are generating a narrative.
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Example



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom


