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Research shows that simulations-and games-

based learning is moderately effective

However, this is highly dependent on context.

DICE: (Game Design x Game Implementation x 

Curriculum Integration x Educational Requirements)

Literature on ‘learning styles’ is poorly grounded 

in research evidence. 



GRADUATE CONFLICT SIMULATION 

COURSE—WHAT I IMAGINED…

 Understand the types of wargames and 

wargamers

 Play several types of simulations

 Research a conflict or battle

 Design our own simulation!

Sounds simple, 

right?



CHALLENGES

 I have limited wargame experience

 Had never researched a battle in this depth

 I am not a mathematician, statistician, or economist. 

 Felt completely out of my depth

 Sometimes it was extremely frustrating



RE-DESIGN IT AGAIN AND AGAIN…



RE-DESIGN IT AGAIN AND AGAIN…



RE-DESIGN IT AGAIN AND AGAIN…



RE-DESIGN IT AGAIN AND AGAIN…



PLAYTEST IT SO MANY 

TIMES YOUR FRIENDS 

GET SICK OF IT. 



WHY IS THE COURSE EFFECTIVE?

 It is a different ‘learning style’ 

 Changes your perspective—in the mind of a decision-maker, not 

just an observer

 Deep dive vs. brief overview

 ‘Finished’ product I am proud of

 I got to play games in class



SIMULATIONS FOR UNDERGRADUATES

Dual-purpose:

 I gained more 
exposure to 
wargames and 
strategy

 Students get hands-
on experience.

‘We get to play games in 
class…it’s fun, and I think I 
actually understand this 
battle now.’



WHAT’S THE POINT?

Surely this just proves that Professor Sabin and 

King’s College London are using the right 

context?



Seen as better than the Model United Nations 

model for:

Engagement

Education and Understanding

Versatility 

STUDENTS ARE INDEPENDENTLY SEEKING OUT AND 

ORGANIZING CONFLICT SIMULATIONS



Source: www.mun.org
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KCL CRISIS TEAM

 February 2016 ‘South and East China Sea’ Conflict 

Simulation

 ~100 student participants

 Two-days of simulation







 No real rules—certainly not any written down

 No ‘turns’—actions happened at random

 Maps were inconsistent

 Information bottleneck

 Too much separation 

 A bit too silly 

Despite all the negatives—students loved it.



 Research shows that simulations-and games-based learning is 

moderately effective

I personally believe they are highly effective. 

 However, this is highly dependent on context.

 DICE: (Game Design x Game Implementation x Curriculum Integration x Educational 

Requirements)

King’s College London and Professor Sabin certainly get it right—but 

even without proper context, a simulation can still be engaging and 

effective. 

 Literature on ‘learning styles’ is poorly grounded in research 

evidence. 

Maybe so, but they certainly fit mine! 


