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why does it matter? 

The moral elements are among the most important in 
war. They constitute the spirit that permeates war as a 

whole, and at an early stage they establish a close 
affinity with the will that moves and leads a whole mass 
of force, practically merging with it, since the will is itself 

a moral quantity. Unfortunately they will not yield to 
academic wisdom. They cannot be classified or 

counted. 

War is merely the continuation 
of policy by other means. 

  “Wars of the future are likely to be 
unconventional.” 
  Most wars of the past 50 years have 

been unconventional. 

  All war is political. 

  All conflict outcomes are fundamentally 
shaped by social, economic, and 
political dynamics. 

2 



why does it matter? 

  War-fighting is hardly the only reason to be interesting in 
modeling conflict dynamics and embedding these in a 
serious game or simulation. 

  humanitarian and development assistance 

  political risk assessment 

  human rights protection 

  journalism 

  social science education 
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challenges 

  The social science of conflict remains uncertain, even 
more uncertain than the modeling of kinetic operations. 

  large number of variables 

  competing theoretical models 

  tendencies rather than invariant relationships 

  Political, personal, cultural, and institutional interactions 
play important role in shaping outcomes. 
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minisims 

  “Minisims” are short conceptual games that 
are designed to: 
   challenge presumptions 

  offer quick insight in conflict and peacebuilding 
dynamics 

  link to other materials 

  help break up the monotony of a lectures 

  act as a group “ice-breaker” 
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minisims 

  Ultimatum Game 
  Widely studied by behavioural 

economists and anthropologists. 
  Clear implications for conflict 

negotiation and behaviour. 

  Other quick abstract classroom 
negotiations. 

  Stakeholder assessment simulation 
  Hidden information and agendas 
  Marginalized populations 
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minisims 

  Crisis Response card game 
  Developed by the World Bank based on ideas 

from the Connections 2012 Game Lab. 

  Showing comparative advantage, coordination 
issues in humanitarian assistance/disaster 
response. 
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boardgames 

  Most hobby wargames contain limited simulation 
of non-kinetic factors, and/or are too 
challenging for large numbers of non-gamers to 
quickly master. 
  train-the-trainer approach 

  optional assignment 

  class play 

  manual games do have the advantage of being 
easily customizable (including by students) 
  this in turn leads students to think about social 

modeling issues 
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specialist stabilization sims 

  Stabilization simulations developed for the 
military (from PSOM to UrbanSim to the various 
Caranas) have typically NOT been made 
available to the NGO or academic sector. 

  Military wargaming and MILEX specialists have 
generally NOT done outreach to assist NGO and 
international organization training and 
simulation. 

  missed opportunities? 
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poor integration of non-military 
actors in military exercises 

  The “primary school teachers with C4” problem 
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interactive fiction as conflict 
simulation 

  Considerable potential for choose-your-own-
adventure type game materials integrating text, 
graphic, and videos. 

  Growing number of easily used tools (Twine, 
Inklewriter), useable by instructors or students. 
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large-scale crisis simulations 

  with specialist software support for online role-
play 

  ad hoc, using freely available web tools  
  email, IM, VOIP, Twitter, websites, blogs, YouTube 
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Brynania simulation 

  set in real world, but on fictional 
continent of Cyberia 
  peace negotiations, humanitarian 

assistance, peacekeeping, CIVPOL/
SSR, refugee repatriation, transitional 
elections, longer-term development 

  130 students from two classes 
playing variety of roles (local 
government, insurgents, civil society, 
NGOs, UN agencies, international 
community) 

  generally senior policy-maker roles, 
but occasional “zooming” to lower-
level position to highlight particular 
operational challenges (“strategic 
corporal”) 
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Brynania simulation 

  Sim runs 12 hours per day for 7 
days 
  1 hour = 1 day, 1 day = 1 month, 

covering 7 months of stabilization 
operations 

  Both face-to-face and electronic 
interaction 
  class generates approximately 1,000 

hours of face-to-face interaction, 
and 12-15,000 emails 

  Allows qualitative and quantitative 
comparisons across simulation runs 
(n=13) 
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• high (self-reported) 
positive effects on 
understanding of 
academic course 
material 

• high positive effects 
on understanding 
operational 
challenges and 
constraints (theory 
vs praxis) 

• modest positive 
effects on 
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Brynania simulation 

  Instrumented game also used by 
King (2012) to examine the 
psychology of violence. 
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Carana HADR game 

  Four player instructional game 
developed from discussions at 
Connections 2012. 

  Generally cooperative play with 
asymmetrical victory conditions. 

  Emphasis on resource allocation, 
coordination, assessment. 

  Print-and-play for ease of 
distribution (to be made available 
at PAXsims). 
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conflict simulations and policy 
planning 

  Chatham House, Israeli-Palestinian refugee 
negotiations (2008) 
  traditional negotiations role-play simulation 

  scenario designed to force parties to think about 
design of agreement and implementation 
challenge 

  physical lay-out and process designed to 
“simulate” feelings of marginalization within 
refugee community 

  part of multi-year “track two” process support by 
Canada, UK, EU, others 
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conflict simulations and policy 
planning 

  National Transitional Council (Libya), civil war 
scenario planning (2011) 
  simple BOGSAT format with described scenarios 

rather than iterative game 

  UNRWA and University of Exeter, regional crisis 
planning exercise (2013) 
  “gamified” competitive policy exercise (event 

injects, roleplayers), rather than properly iterative 
game 
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