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wargaming

@ Wargaming Is both art and science:
@ ART: narrative, aesthetics, engagement, empathy

@ SCIENCE: methodology, player and group psychology,
data and models

@ Thispresentation will highlight ten sets of findings
from social science that are relevant for wargaming
designand implementation.
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Established in 2012 as a

core practice area of the

Brent Scowcroft Center on
International Security at the
Atlantic Council, the Middle East
Peace and Security Initiative
brings together thought

leaders and experts from the
policy, business, and civil
society communities to design
innovative strategies to tackle
present and future challenges in
the region.
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Preface by Bilal Y. Saab

The next US president will inherit an array of major foreign policy
challenges from nearly every corner of the globe. However, none seems
more complex and perhaps consequential, | think, than identifying
America’s role in the Middle East now and into the future.

Critics of President Barack Obama’s handling of the Middle East see
a relationship between the scaling down of US involvement in the
region and the drastic deterioration of security conditions, and more
specifically, the ascendency of the very powers—state and nonstate—
that US policy has long sought to counter or contain, including Russia,
Iran, and the band of terrorists linked to Al-Qaeda and the Islamic State
of Irag and al-Sham (ISIS). These critics also believe that Washington’s
aversion to military intervention in the Syrian conflict and its nuclear
agreement with Iran (which did not address its bellicose regional
agenda) have made the United States’ traditional regional partners
wary of its intentions.

Proponents of Obama’s Middle East policy argue that much of the
region’s increased instability has little to do with US designs, changed or
not, and should be attributed instead to preexisting and local problems.
Furthermore, it was over-involvement during the George W. Bush
presidency, they contend, that partly led to the present travails. Had
the United States not gone to war against Irag in 2003 and disbanded
the Iragi army, for example, 1SIS would not have come to the fore. Had
the United States not promoted free elections with little regard for
institution-building, illiberal Islamists would not have hijacked politics
in several countries in the region. Finally, it is seen as a net gain for all
sides, and for regional security, that regional partners are reducing their
security dependency on the United States and further investing in self-
defense capabilities.

It is very difficult to tell whether reduced or increased US engagement
in the Middle East would make a dramatic difference for regional



#1: framing matters

@ How players engage Iin a gannot solely determined
by material payoffs.

@ Rather, theframing of the game that is, what
participants think the game is about, and the extent to
which they feel engaged in that narrativecan have
substantial effects on choices and behaviour.

@ Peter Perla and ED McGrady (2011) on thnportance of
constructed, immersive narrative on wargame design.
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#1. framing matters
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payoffs.

Reframing the game doubled
the rate of cooperative
behaviours (with no other
changes).
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First Round Cooperation Overall Cooperation
Framing of game had more
effect than anticipated
player style.

Nomination Status
[l “Most Likely Cooperators”
- “Most Likely Defectors”

Figure 1 First round and overall cooperation in the Community
Game versus Wall Street Game by nominated “most likely
cooperators” and “most likely defectors” (Study 1).

(Liberman Samuels, and Ross 2004)



#2. greed and grievance

@ The UltimatumGame:

@ Find partner, decide who is Player A and who is Player B:

@ Player A has £100, and decides how to share that amount
with Player B.

@ Player B may either:
@ AGREFand the two players receive their allotted share, or
(o , and both players receivaothing.



#2. greed and grievance

@ Material incentives may not always have the anticipated
effects.

@ Rational utility maximization would predict offers of 99/1
(and acceptance of such offers). Howe¥er
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Oosterbeek Sloof, van de Kuilen (2004).




#2. greed and grievance

Rejection rate |
increases
sharply below
40%, especially
in wartime
(black line).
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Gneezy and Fessler (2011)
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#2. greed and grievance

Individuals will place context
specific constraints on assessme
SO as to preserve key normative
values (Tetlock et al 2000).
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Increasing material incentives can
actually strengthen opposition

' Y2y3 UGUK2asS dacred
JdI f @mhgeset al 2007).

a
1 1
o o
N =

-
[=]

Conversely, symbolic nematerial
concessions may increase the
scope for compromise and
agreement (Atran and Axelrod
2008).
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#3: Intrinsic/extrinsic motivation

@ While the researchers have yet to fully agree (Hecker
2011), 1t is clear that, under some conditions:

@ Intrinsic motivations may better promote engagement
and learning

@ Intrinsic motivators better correlate with quality, while
extrinsic motivators better correlate with quantity
(Cerasoli, Nickin and Ford, 2014)

@ SEGNAYAAO Y2GA0FG2NAR OFly 64O



#4: culture matters*

@ The normative value placed on
principles and objects varies
across cultures.

@ |sraell and Palestinian views of
Jerusalem

@ American views of guns and
healthcare

@ British views of Europe




#4: culture matters*

@ {2YS OFINRIFIGAZ2Y | ONRPaa Odz i
Interactiont for example, more individualist vs more
collective culturefHemesath and Pomponio 1998; see
also Parks and Vu 1994)

TABLE 2
Breakdown of Defection and Cooperation Choices:
American-Chinese Sample

Defect (%) Cooperate (%) Total

31 (46.3) 36 (53.7) 67
41 (74.5) 14 (25.5) 55
72 (59) 50 (41) 122




#4: culture matters*

@ X. ' ¢ adzOK ayl agA2ylfé¢ Odz (dz
limited and ambiguouX

United States $39.81 $48.51
India $37.75 $45.14
Both $38.78 $46.83

Nouri and Traum2013.

Female 45.3 45.2
Male 315 35.3
All 36.4 39.2

Botelho, Hirsch and Rutstrom, 2000



HZ. culture matters:

Oosterbeek Sloof, van de Kuilen (2004).




#4: culture matters*

@ Play style also varies as much (or more):
@ age/generation

male/female

urban/rural/class/education/market integration

personality type

etc.

»®» ® ® @

@ Occupational subculturesan havesubstantial effects
on game play.



#5: subculture matters

& Forexample, economists are selfish (from lit review by
Bauman 2012):

=
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Carter and Irons, 199¢ Economists are different before they
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Frank et al, 199& Economists more likely than others to
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Game, economics education associated with mare positive
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#5: subculture matters

@ Similarly, Mintz et al (2006) showed that university students and
military officers game crises in demonstrably different ways,
despite having a common "national” culture.

TABLE 1
Differences between Students and Military Commanders in Choosing
“Do Nothing” versus “Do Something” (in Percentages)

Choice

Subject Group Do Nothing Do Something

Students 35 65
Military 8 92

@ Globalization may create some convergence along professional
rather than national lineg ie, diplomats tend to have similar
SRdAzOF GA2yaz ol Ol3aINRPdzyRZ IyR AYl
converged despite ethnicity, religion, etc.



#6: game cultures matter

Regular players may develop informal
norms that constrain or encourage
behaviours, independent of the formal
rules and incentive structure of the
game.

Eurogamers and the importance of
sociality (Woods 2012).

Online games and selfmposed limits on
certain behaviours (Carter, Gibbs, and
Arnold 2015).

GDF YSNJ Y2RSEé AY LINP

simulation (Frank 2012, 2013)
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Pissing people off, even in real life.



#(. lessons from prediction

@ a2 NHFYSa | NBEX§ 20 LINBRAOUA

@ X &t they certainly contain elements that value
predictive accuracy:
@ focus on plausible processes and outcomes.
@ STFTSOUAGDS L)Xl & NBIldzZANBa |yl
potential moves.

@ What does the literature on political prediction tell us
that might be useful? (Tetlock 2005, Tetlock and
Gardner 2015)



#(. lessons from prediction

Cognitive style may matter as much formal expertise.
@ A KSRISK23Ja¢ @a aF2ESac¢

Bayesian updating is essential.

Aggregate assessments outperform individual ones.
Diverse teams outperform homogenous ones.
Longterm forecasting unreliable.

Unflinching postmortems and accountability help.



#3. threats, deterrence, and signaling

@ Deterrence theory and other aspects of international
relations theory remain deeply rooted in rationalist
assumptions.

@ credible threats and costly bargaining (Fearon 1995,
1997)

@ But, such assumptions are deeply problematic:
@ perception (Jervis 1976)
@ social constructivism (Wendt 1999)
@ cognitive psychology (Stein 2013)



#3. threats, deterrence, and signaling

@ Thomas Schelling (2016) on a key finding the RAND
(1960s) crisis games:

G9DSNRORIRE | A02YyAaKSR |0 K2g
signaled to the adversary what they took seriously, how

ol Rt @ SIOK aARS KIFIR NBIR 0KS
Interpreted how far they were willing to go or what they

took seriously, and how many things of no significance they
aLISyd I t20 2F GAYS FylfteéelAy:



#3. threats, deterrence, and signaling

@ Insights from cognitive psychology (Stein 2015):
preference for simplicity

averse to ambiguity and dissonance
predisposed to listen to hawks, magnify threat
resist updating

poor at estimating probability

heightened sensitivity to (relative) losses

fundamental linkages between emotion, reason, and
perception

@ effects of fear, anger, humiliation

@ individual and collective

»®» ® ® ® ® ® @



#9: games and learning

Research shows that simulaticrand gamesbased
learning iIsmoderately effective.

However this ishighly dependent on context

@ DICEGameDesign x Gamémplementation X
Curriculum Integration Xeducational Requirements

@ [ AGSNY Gdz2NB 2y af SENYyAy3I aae
research evidence.



#10 social dynamics are
often non-linear

framing effects (corruption)
opportunity effects (protest)
declining returns (patronage)

curvilinear (repression,
democracy and stability)

Source: Center for Systemic Peace

homeostatic vs cascading
systems (Arab Spring)
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