HipBone tools and Conflict Resolution

Games of Peace and War

for

Amos Davidowitz,

Director, Education, Training & Special Programs
Institute of World Affairs

1321 Pennsylvania Ave., SE

Washington, DC 20003

All materials © Charles Cameron 1995-2006

Charles Cameron
3059 East Ave R-4
Palmdale, CA 93550

Phone 661 575-9930
hipbone@earthlink.net




Please note:

Please note that this is a work in progresdn its present form as submitted to
Amos Davidowtitz / IWA, and as background notes for a possible article to be
submitted to th&rown Journal of World Affairsand indeed as a proposal for a
book to be published under the provisional tilégrgaming, Gaming Peace

| am happy to share the text at this point with scholars of war- and peace-gaming
and members of the serious / social games community rbatiest that it
should not be more widely posted or distributgithout referring back with me

first.

Your comments, corrections and suggestions for improvement are appreciated.



About this document:

This is the tenth in a series of papers written for submission to Amos Davidowitz
of thelnstitute of World Affairs , explaining the context of niyipBone Games

and Analytics| http://www.beadgaming.cofnand exploring their possible use in
conflict resolution.

This particular papeGames of Peace and Wdbrings together a variety of
materials | have monitored over the past decade or so. It can function ak-a che
list of games and game-related materials, but is intended to be more than that.

Mapping and navigating a constellation of ideas:

The items have beanosen for their individual resonancee for the issues and
implications they raise, and this resonance will often come across mabt clea
when contrasting items are compared with one another.

Effectively, then, this document maps a space of thought in much the same way
that the star map of a constellation maps a part of space — in thithease,
constellation is one of ideagnd the map most interesting when one reads it as a
web of contrasts, parallels and tensions — including such categories as:

war training games peace movement games
shoot-em-ups for kids grognard games

military exercises chess-related games
terrorist sponsored games activist / subversive games
games people play the game of life

game theoretic games thought experiments
fictions of games news regarding games

About the author:

Charles Cameron is the designer ofitieBone Games and Analytics family
of thinking tools with application to the understanding of complex problems and
to conflict resolution.

Charles took his degree in theology fr@hrist Church, Oxford He wasSenior
Analystwith the Arlington Institute 1999-2000, is an associate of thstitute

for Millennial Studies at Boston Universityand currently conducts online events
for theSkoll Foundation’s Social Edgdoards ahttp://www.socialedge.org/

He presently lives in Southern California with his wife and two children.



1: Games of Peace

Since wars begin in the minds of men, it is in the minds of
men that the defenses of peace must be constructed

UNESCO Constitution, 1945

| try to monitor whatever goes on at the intersection of games with, for want of
better terms, war and peace, and hope this overview of some recent developments
in both areas will provide context for my presentation of the HipBone Games and
Analytics as tools in the service of conflict resolution.

First, I'll introduce some recent games and games events thatfavitict
resolution cross-cultural understandingnon-violenceandpeace



Games, sports and peace: background
The Olympic Truce

Theconnection between sports and pedearkens back to the original Olympic Games,
which were protected as ceremonies sacred to Zeus by the Olympic Truce:

A truce (in Greekekecheirig which literally means "holding of hands") was
announced before and during each of the Olympic festivals, to allow visitors to
travel safely to Olympia. An inscription describing the truce was written on a
bronze discus which was displayed at Olympia. During the truce ... armies wer
prohibited from entering Elis or threatening the Games, and legal disputdgeand t
carrying out of death penalties were forbidden.

www.perseus.tufts.edu/Olympics/truce.html
The International Olympic Committee has attempted to revive the Olympoe Th

recent years, through the work of @g/mpic Truce Foundatiorand thenternational
Olympic Truce Centre

The Crown of Wild Olive

Although the games themselves wagens(war-like contests), theictor’'s reward was
symbolic of peace

By rewarding the Olympic champions with no more than a wreath of wild olive
branches, the God [Zeus] ironically transfigures the competitive values of his
worshippers and points, through a paradox, to an incommensurable, alternative
world in which all contest becomes cooperation, all war becomes peace.

Mihai Spariosu,The Wreath of Wild Olivep. xi.



Soccer and Peace

Two recent incidents highlight tle®ntinuing relationshipbetween games and peace —
note that soccer (Association Football) is the game mentioned in each of thesmmista

A joint Israeli-Palestinian football team has taken on Spanish champions
Barcelona in a match aimed at promoting peace in the Middle East. The "Peace
Team" lost 2-1 to the Spaniards at their Nou Camp stadium. ... The "Peace Team
was made up of Israeli internationals and Palestinian footballers from thte We
Bank. The match was organised by the Peres Center for Peace - a bodyyset up b
Israeli politician Shimon Peres. .Fdotball is a great contributor to the peace
process' Mr Peres told a news conference. "I think all of us are coming here

with one message and that is peace has a future." The match was timed to
coincide with the end of the Euro-Med summit in Barcelona.

'Peace team' in Barcelona mat¢clBBBC News, 30 November 2005

The dramatic football victory of Iran over the USA in the World Cup in the

summer of 1998 in France was a turning point of a kind. Shirts were exchanged
between the players and photographs taken. Both countries set aside the rhetoric
of confrontation and talked of peace. The football team became overnight heroes
not only in Iran — which was to be expected — but also in much of the rest of the
Muslim world, whergpolitical antagonisms seemed to be set aside in favour of
solidarity with a fraternal underdogvhich had taken on and vanquished what

they saw as the bully on the block.

Akbar S Ahmedislam Today: A Short Introduction to the Muslim Wor|dL999

Perhapsnost telling of allis this series of responses from an interview with Islamic Jihad
suicide bomber Rashid Sakher, taken from Dan Setton’s 1997 documentary film
Shaheed

SETTON: Will you allow me to ask you a difficult question?

SAKHER: Go ahead.

SETTON: If [the Islamic Jihad] came to you and ordered you to perform a
terrorist attack in a large soccer stadium, where there are Jewtaisls, what
would you do?

SAKHER: No. | couldn't do that. No.

SETTON: But they are Zionists. They are nonbelievers.

SAKHER: Yes, they are nonbelievers. But on a soccer field? | couldn't do that.



Games of peace and non-violence

Let’s begin our survey of contemporary peacegaming with two recent contests for
games with a positive impact on the state of the world.

Nobel Peace Prize Game Design Challenge

At this year's Game Developer’s Conference, Eric Zimmerman of igaine
proposed for his annual Game Design ChalleBgsign a game that could win
the Nobel Peace Prize.

The winner and runner-up:
Harvey Smith’s PeaceBomb [winner]

A Web-based game played through the Nintendo DS, which organizes flashmobs
of players to do constructive projects. A gameworld in which Earth is crushed
under the jackboot of a soulless government/corporation. Players come up with
ideas in a community-driven format, where the participants can create gaed ide

If the game gets enough good karma from other players, the game "¢theates
flashmob by asking players to show up and do something specific. Examples
include donating money or clothes to a shelter, cleaning up an economically
depressed area, or donating time to a Habitat for Humanity project. The game
would feature the ability for others to vote project idea. It would also allovg user

to sign petitions with the DS stylus, and similar.

Cliff Bleszinski’'s Empathy

A game targeted at the leaders of the industrialized nations. The game would be
an attempt to humanize the effects of wlay forcing leaders to face those most
affected by war: Civilians. As a leader of a household, within the game, you
attempt to keep your family together and alive during a conflict. The player (a
national leader) goes through the process of joining the military, and has to deal
with the stresses of training and the disruption to their family. The game would be
intended to evoke sympathy in the civilian, not in the soldier. A key would be
realistic graphics, to ensure empathy with the family characters.

< | am taking descriptions of the games, where possible, from press ra&ases

https://www.cmpevents.com/GD06/a.asp?option=C&V=11&SessID=1625



USC Center for Public Diplomacy games competition

The Center for Public Diplomacy at USC’s Annenberg Center recentlychibste
first Reinventing Public Diplomacy Through Games Competition

The winner and runners-up:
Peacemaker [winner]

PeaceMaker is a one-player game in which the player can choose to take the rol
of either the Israeli Prime Minister or the Palestinian Presidefthe player

must react to in-game events, from diplomatic negotiations to militagksit

and interact with eight other political leaders and social groups in order to
establish a stable resolution to the conflict before his or her term in office ends.

http://wetc.tv/download/projects/PeaceMaker.mpg

Exchanging Cultures
Exchanging Cultures, @dplomatic game built inside Second Liigas created to
facilitate thecreating of virtual communities and relationshigsased on the
exchange of cultural items like: dances, art crafts, food receipts, arctatect
models, clothing, cultural routes and images of real original places for tavele
and explorers.

http://interactive.usc.edu/members/jmfernandez/2006/02/exchangingulture
s_ec_game.html

Global Kids Island: Fostering Public Diplomacy Through Second Life
Global Kids, Inc. envisioned a Public Diplomacy program within Second Life
where the youth in the after-school program will spend the month learning about a

global issue, experience an interactive and experiential workshop designed to
educate about the issue.

http://www.globalkids.org/olp/index.jsp

Hydro Hijinks
Hydro Hyjinks is a class project from Montgomery College designed to promote
discussion abounhternational water issuegand to educate players from around

the world about sources of international conflict over water rights.

http://www.youtube.com/watch?v=JS2JT9IV3CM




Other Games with peace and related content

A Force More Powerful

Developed byrhe International Center on Nonviolent ConfliciCNC), media

firm York Zimmerman Inc. and game designers at BreakAway Ltd., the gam
built on nonviolent strategies and tactics used successfully in conflicts aleund t
world. Featuring ten scenarios inspired by histér{zorce More Powerful
simulates nonviolent struggles to win freedom and secure human rights against
dictators, occupiers, colonizers, and corrupt regimes, as well as camaigns f
political and human rights for minorities and women. The game models real-
world experience, allowing players to devise strategies, apply tanticsea the
results.

A Force More Powerful — the Game of Nonviolent Strategy

Darfur Is Dying

In the online gam®arfur Is Dying, launched at yesterday's Save Darfur rally on
the Mall, atrocity is a click of a mouse away. A player can be a 14-yearrbid gi

a blue dress with white polka dots named Elham, in search of water for her camp,
chased by gun-carrying Janjaweed militiamen. Run, Elham, run! Suddenly a
game that takes no more than 15 minutes to play seems too real and not real
enough at the same time. Sponsored by Reebok and MTVu, the college-oriented
TV network, and designed by a group of students at University of Southern
California, Darfur Is Dying is part of growing but still nascent "games for

change" movement within video games

Washington Post, May 1, 2006

Food Force

The roar of the chopper blasts through my headphones. Frantically clicking the
mouse, | adjust my aim for the wind speed and fire my payload: a pallet stacked
high with bags of rice. What -- you were expecting a cruise missile?n&ith

guns to fire and no cars to steafou would think thaFood Forcewouldn't be a

very popular video game in today's market. But after it launched on Yahoo Games
last spring, it quickly became the most popular free game on the site, racking up 1
million downloads over the first two months. Created bylth#ged Nations

World Food ProgrammeFood Force is made up of six stages, each one built
around a certain aspect of the emergency food program'’s operations. The entire
game takes about 30 minutes to play.

U.N. Game Wins Hearts and Minds, Wired, Feb 15, 2006



Select Media Festival: Digital Disobedients

Digital Disobedients: War Gameswas an exhibition at the Select Media Festival
3 held in Chicago, October 2004.

Designers and programmers are being acknowledged this year fangigganes

as social commentary. Many PC games motivate your interaction by pleting

in a kill or be killed setting, while other games typically encourage winrgng a

your objective. Contrary to mainstream games, the games we have selécted ca
your attention to the story and place importance on inaction as well as action.
They illustrate polemic perspectives on war, terrorism, GMO,s, and capital

Even though these games make you think about serious issues, they are still fun,
creative and masterfully designed. From cute pixel flash games &ticeaiD

game mods, these works peacefully exemplify the art of War Games.

http://lumpen.com/events/smf3/archives/2004/10/digital disobed.html

*

Among the games exhibited:
FLASH/SHOCKWAVE GAMES

Bush Game by J.Oda

Anti War Game by Future Farmers

Donkey John by Kaho Cheung, Tom Spiers, and Joe Boughton-Dent
Madrid by Newsgaming.com

September 12th by Newsgaming.com

Pinga by Amy Francheschini, Linda Leow, and maxMin

PC GAMES
Waco Resurrection by Team Waco @ C-Level
911 Survivor by Jeff Cole, Mike Caloud, and John Brennon

Escape From Woomera by The Escape From Woomera Project Team
STOP BUSH by Together We Can Defeat Capitalism

Shown on the following pages:

September 12thfrom Newsgames.com aMdaco Resurrectionfrom C-level



September 12th

September 13' is one of a series of games frdfewsgames.coma team of
independent game developers workatdghe intersection of simulation and
political cartoons

INSTRUCTIONS

This Is not a game.

You can't win
and you can't lose.

This is a simulation.

It has ne ending.
It has already begun.

The rules are deadly simple.
You can shoot.
Or not.

This is a simple model
you can use
to explore

some aspects of

the war on terror

Continue

The people scurry by, you target them...

It is difficult, though not impossible, to target the terrorists without hittieg t
women and children... and still it continues...



Waco Resurrection

C-level unveilsWaco Resurrectiona new 3D multiplayer computer game series
based on alternative utopias and apocalyptic moments.

As predicted by his Branch Davidian followers, Vernon Howell (aka David
Koresh) has returned to Mt. Carmel for final battle. Revisiting the 1993 Waco,
Texas episodggamers enter the mind and form of a resurrected David Koresh
through custom headgear, a voice-activated, hard-plastic 3D skimch player
enters the network as a Koresh and must defend the Branch Davidian compound
against internal intrigue, skeptical civilians, rival Koresh and the inblera

advance of government agents. Ensnared in the custom "Koresh skin", players are
bombarded with a soundstream of government “psy-ops”, FBI negotiators, the
voice of God and the persistent clamor of battle. Players voice messianic texts
drawn from the book of revelation, wield a variety of weapons from the Mount
Carmel cache and influence the behavior of both followers and opponents by
radiating a charismatic aura.

Waco Resurrectionre-examines the clash of worldviews inherent in the 1993
conflict by asking players to assume the role of a resurrected "adigren order

to do divine battle against a crusading government. While the voices of far-off
decision-makers seem resolute and determined, the "grunts" who physically
assault the compound appear conflicted and naive in their roles. The game
commemorates the tenth anniversary of the siege at a unique cultural moment in
which holy war has become embedded in official government policy. In 2003, the
spirit of Koresh has become a paradoxical embodiment of the current political
landscape - he is both the besieged religious other and the logical extension of the
neo-conservative millennial vision. Waco is a primal scene of Americartliear:
apocalyptic visionary - an American tradition stretching back to Jonathan
Edwards - confronts the heathen "other" Waco Resurrection the roles are
anything but fixed.



Real Lives:

What if you could live the life of another person, growing up in Ghana, Brazil or
India? You can by playinBeal Lives 2004 the interactive life simulation game.
Real Livesis Bob Runyan's version of the game of Life. By offering kids the
opportunity to live other people's lives through a software simulation, "we try
help kids to understand and feel empathy for people in other parts of the
world," says Runyan.

Billions of possible characters can be born in more than 190 countries. The
software uses statistics to present accurate cultural, political and economi
systems. Statistics also drive the presentation of personal attributels i$sadts,
family issues, schooling, jobs, natural disasters, wars and more. Livescorcee
a yearly basis and, as players make decisions in each of those years, the data
engine adjusts possible outcomes for that particular life.

Our teen-testers were able to experience many different lives in pist a f

hours. One was a boy born into a poor family in Zhangzhou, China, who did

not attend college or vocational school. As a mail clerk, our teen-tester faced
decisions about gambling, alcohol and drinking. The boy survived famine and
earthquakes but contracted hepatitis. He found romance but had no children and
he died at age 84 from cancer. In another simulated life, our testers were
surprised to discover that their girl character, who was born in India, washot se
to school, while her brother was. Other lives experienced malaria in Ghana, and
incarceration for political activism in Argentina.

Note: Real Lives does not avoid issues like war, malnutrition, child abuse, and
human rights abuses.

Global Simulation Workshop

TheGlobal Simulation Workshop is a direct descendant of R. Buckminster
FullersWorld Game. The game simulates the next 30 years of global economic
development. Players represent geopolitical regions, multinational congteser
and global organizations dedicated to health, education, human rights, and the
environment.

Teams trade resources both concrete and abstract: wealth, technologynsolut
infrastructure, natural resources and more. Players try to "win the dgnts/ing
to raise their wealth scores, and the facilitator and multimedia help teatigbae
game actions into real-world terms. By the end of the workshop, these simple
game tokens come to stand for millions of people and billions of dollars in the
minds of the players; the simple act of "winning" gives way to an enhanced
understanding of interdependence.

The GSW does not teach values, it allows players to experience the results of
their own actions.



The Asylum Game

The Asylum Game was originally developed for Swedish national TV. The object

of the Norwegian version of the game is to try to replicate the dangers, the perils
the reality faced by migrants trying to reach Europe (in this casedypifvom

Liberia and Iran. Once you get there the aim is to be granted asylum. The game
gives you several choices along the way, you have to choose the correct one every
time. After every part of your journey the game shows real footage froemediff
situations, and it also gives important information about refugees and migration.

JM'ES

Zae hachowde

Juvl.'l.l.rll :lll_'n.ll.

eyl

A Norweigian friend of mine played the game and wrote this up for me iher
own words.

“In the game you can choose between being Parvin (19) from Iran or James (26)
from Liberia. | choose James. | need to leave my country because | have been
imprisoned for human rights activism and | want to go to Norway because | have
an uncle there. My first choice is between getting on a ship as a stowaway, or to
hitchhike north. | choose the ship. After nine days at sea | am discovered, and
thrown overboard. | die.

Luckily you are allowed to cheat, and | start all over again. | hitchhiked north,
over the border to Mali, to the city Gao, close to the Sahara desert.

| then needed to find someone to help me get through the desert. After being put
in prison twice for trusting the wrong man, | cheat and find a man who can help
me, and who also sells false passports. | have now been on the run for 691 days
and | am still only in Mali.

The man offers me three different passports. | need to choose the right one to

enter Algeria. The choice is between a Malian, a Guinean or a Moroccan one. |
choose the Moroccan one because it is an Arab country and | assume that will
make it easier to cross the border to another Arab country.

| walk through Sahara carrying my new passport. | die from thirst afted&@s
on the run. | am now dead twice. | try again and die from thirst again, by now |



am very frustrated because my computer is so hard to control. My stress level is
rising. Instead of trying a third time | cheat.

On the border to Algeria we are stopped by Algerian Border Police. My

Moroccan passport is no good without a visa, and the police take me into the
desert and shoot me. | am told that the passport from Mali was the only one |
could have used. How was | supposed to know? | get irritated, who do they think |
am? Then | realize that this is reality for a lot of people, and that they enbng
chance. | feel embarrassed. | cheat, again.

By cheating | get through the desert, but | have stomach ache, my leglensw
and | have an infected wound.

| go through Morocco in local busses. In Tangiers | can see Spain on the other
side. | get the choice between getting in to the Spanish enclave of Ceuta with my
false passport or buy a seat in a small boat. | choose to go to Ceuta and am
deported back to Morocco.

| try the boat. We have to swim the last stretch. | drown. | try again. | drown
again. By now I'm dead six times. | get angry with my computer again. My
fingers hurt. | cheat again and get into Spain. Finally I'm in Europe. I'm sick and
have to go to the doctor. This is impossible without getting into the system by
seeking asylum. | refrain, but after a few weeks the police catch mehané to

seek asylum in Spain after all. In the process | have my fingerprints taken.

| decide to go on to Norway where my uncle lives. | get a place in a container, but
it is full of people and | have to arrange so everyone gets in or else the truck
leaves without me. | try twice with no success, and have to cheat again. The truck
is found days later, all the refugees are dead. | guess | had some luckefdr onc
cheat again and finally get to Norway.

In Norway | discover that | can’t seek asylum because of the Dublin convention,
which says that if you have applied for asylum in one Schengen country you can
not apply in any other. Because my fingerprints were taken by Spanish police |
burn them away to avoid being found in the European fingerprint register,
Eurodac.

| seek asylum and am rejected. | cheat and try the wheel of fortune again, and
after about five tries | am finally granted asylum. | realize ltlaat no longer 26
years old, | am now over 30 and have to start my life over. | also realize that | a
one of the lucky ones that actually made it. | cheated more than 15 times.

Now I'm exhausted, tomorrow I'll try my luck as Parvin.”
Posted by Sokari, June 19, 2006. Copied in full under a Creative Commons

Attribution NonCommercial ShareAlike 2.5 License from Biack Looksblog.
http://www.blacklooks.org/2006/06/the asylum game.html




Chess for Peace

Mikhail Gorbachev and Grandmasters Karpov and Polgar are among thosg closel
involved in this projecto establish long-term relationships between young

people from around the worldtilizing chess as a vehicle to promote mutual
understanding of shared problems.

Pawns Unite:

EastWsdeaX
En2WSHean

pawns join forces
to defend world peace

AAAALAAA
AAdAdAAdArAdA

Ruth Catlow’sRethinking Wargames Blogrovides running documentation of
the collective research f&ethinking Wargamesa participatory net art project

The primary aim of this project is to create and promote new rules for chess in
which pawns join forces to defend world peace. Rethinking Wargames uses the
game of chesw® find strategies that challenge existing power structures and
their concomitant war machineriesThose with a talent for strategic thinking, are
invited to contribute to the reevaluation of an evidently inhumane, anachronistic
and violent system of human institutions, mirrored on the chessboard.

Seetwo of my own chess variangibmitted to Ruth’s project on the next page.



Story Telling Chess Variant

My own chess variant, which would require two fairly accomplished storydelle

of roughly equal chess strength to play it, is one in which the game is played as i
any chess game, following the usual rules, with the added proviso that at each
move, the player should write a fictionalized account of the move, such that the
combined narratives of the two players taken together in sequence of moves
constitutes a story for publication.

Each player thus has two motives in making each mox&hess-winning-
motive, and a storytelling-collaborative-motiveparalleling human motivation,
with its characteristic mix of survival drive and quest for self-actuadizat

Moral agents acting at cross purposes to both sides of a conflict...

A gedankenexperiment rather than a gameconsider a chess variant in which

the bishops on both sides are out in front of their pawns at startup, and the player
whose turn it is must first see if either of his bishops can intervene so as to avoid
the loss of a piece currently in threat -- regardless of which side the Ipiesce t

saved is on -- making that move if one exists. Only if no piece is in threat may the
player chose a ("normal”) move with the intent of winning the game...

Bishops thus functioning as moral agentgting across battle lines pursuit of
a goal that is perhaps pacifist or at least Red Cross like...

Color Chess

A Peace conference is under way, a lasting peace must be made. Eothaaliz
objective, the players each send out their diplomats to each other's camps to
secure an agreement. They use their skill to find their relevant couthterpek
out a strategy and negotiate the quickest path to finish the game.

Dominique BeyensColor Chessis another art project using a chess variant to
explore cooperative-collaborative alternatives to conflict-driven games.



Gamer’s initiative:

Peace protest in the Sims

Dead-in-Iraq

| enter the online US Army recruiting game, "America's Army", ireotd

manually type the name, rank and date of death of each service person who

has died to date in Iraq The work is essentially fleeting, online memoriato

those military personnel who have been killed in this ongoing conflict. My actions
are also intended as a cautionary gesture. | enter the game usingoggmy |

name, "dead-in-iraq" and proceed to type the names using the game's text
messaging system. As is my usual practice when creating such anntiteryve

am a neutral visitor as | do not participate in the proscribed mayhem. Rather, |
stand in position and type until | am killed. Upon being re-incarnated | continue to

type.
dead-in-iraqg, 2005



A Children's Game [excerpt]

All people on the planet
are children, except for a very few.
No one is grown up except those free of desire.

God said,
"The world is a play, a children's game,
and you are the children."”

God speaks the truth.
If you haven't left the child's play,
how can you be an adult?

Without purity of spirit,

if you're still in the middle of lust and greed
and other wantings, you're like children
playing at sexual intercourse.

They wrestle
and rub together, but it's not sex!

The same with the fightings of mankind.
It's a squabble with play-swords.
No purpose, totally futile.

Like kids on hobby horses, soldiers claim to be riding
Boraq, Muhammad's night-horse, or Duldul, his mule.

Your actions mean nothing, the sex and war that you do.
You're holding part of your pants and prancing around,
Dun-da-dun, dun-da-dun.

Don't wait till you die to see this.

Recognize that your imagination and your thinking
and your sense perception are reed canes

that children cut and pretend are horsies.

From The Essential Rumied Coleman Barks



2. The Middle Passage

Consider this &ridge passagea way of moving from games of peace to games of war
while acknowledging that thaistinction between wargames and peacegaiise&

nearly as clear as one might suppose — which in turn gives rise to the suspiciaar that
and peacanay be moréntricately interwoventhanradically opposed

Consider...



American Football

American football can be considerealwarlike sport, or an alternative to war giving
young men much of the thrill (and bonding) of the real thing, but at greatly redsked ri

Lacrosse
American Indiarlacrossemust have been quite a battle-like affair:

"Sticks" such as those at left were the principal weapons used in a sesdi-sacr
ball sport variously known as "They Bump Hips" or the "Little Brother of War"
that American Indians believe was given to them by the Creator sometages
past. ...

As the game was played by its original inventors, from 30 to 50 players might
take part on vast ball fields without sidelines whose variable length was
determined by both teams prior to the match. Games lasted for days at times, and
in some tribes players and nonplayers alike bet ponies, fortunes in fur and
beadwork, even wives and children, on the outcome.

Early French and English settlers at first were both startled and édoii the
game. "Almost everything short of murder is allowable,” one noted. "If one wer
not told beforehand that they were playing,” another wrote, "one would certainly
believe that they were fighting."

Adele Conover,Little Brother of War, Smithsonian, December 1997

Yet it was considered something to be played joyfully:
The Game of lacrosse was given to our people by the Creator to play for his
amusement. Just as a parent will gain much amusement at the sight of watching
his child playing joyfully with a new gift, so it was intended that the Crdagor
similarly amused by viewing his "children" playing lacrosse in a mawhah
was so defiant of fatigue.

http://www.e-lacrosse.com/na.htm#creator

Martial Arts

Boxing, presumably, is a war ganfencing, especially whetaken to the point of
dueling, can be considered a potentially lethal sport — and in geneadial arts are
presumably martial, ie wargameswith the possible exception Afkido .



Aikido

Through the techniques developed in Aikido [Morihei Ueshiba] brought to the
world an alternativeto our current form ofieavy-handed militarism and turn-
the-other-cheek pacifism... In a time when spiritual values have all but
evaporated, and where we are all poised on the edge of our mutual destruction or
survival, | believe the message of Aikido is a meaningful one.

Richard Strossi Heckler, Aikido and the New Warrior

Describing his experience teaching Aikido to Green Berets in his bo8earch of the
Warrior Spirit, Richard Heckler writes:

| walk them along that line between fierceness and harmony. While there’s a
directness in Aikido attacks and a follow-through in the throws, there is also an
on-going bodily conversation that absolutely requires cooperation. Aikido is a
strikingly beautiful art, but to think of it only in terms of flowing and blending
would be to slander it. The practice of aikido demandsihdive in

contradiction and paradoxanswers and solutions are guided by what is
presented in the moment, not by fixed predispositions. This spontaneity of spirit
makes it threatening for institutions and rigid minds.

Walking theline between fierceness and harmanieitherheavy-handed militarism
and turn-the-other-cheek pacifismLiving in contradiction and paradox

If such ambiguities and paradoxes exist within the realm of games and sgomsght
expect to find them in the realms of peace and war as well — and indeed we can:

Nonviolence is not a cover for cowardice, but it is the supreme virtue of the brave.
Exercise of nonviolence requires far greater bravery than that of swarsisima
Cowardice is wholly inconsistent with nonviolence. Translation from
swordsmanship to nonviolence is possible and, at times, even an easy stage.
Nonviolence, therefore, presupposes ability to strike. It is a conscious delibera
restraint put upon one's desire for vengeance. But vengeance is any day superior
to passive, effeminate, and helpless submission. Forgiveness is higher still.

Mohandas K. Gandhi

Given that even Mahatma Gandhi says tlestgeance is any day superior to passive,
effeminate, and helpless submissidris difficult to view violence and non-violence as
the opposites they are often supposed to be.

By the same token, Christ’s remailjink not that | am come to send peace on earth: |
came not to send peace, but a swktatthew 10: 34) may, in some paradoxical way,
have much to teach us about the one who is also known Bsiitike of Peacdlsaiah 9:
6).



Game theory

Game theory too, though often used in the calculus of war, is neutral in nature — and can
be viewed as supporting either cooperation or strife, war or peace, but is perhaps best
understood as playing no favorites between them.

Game theory is a mathematical discipline wiitteresting ethical repercussionsvhich
analyzes on a strictly mathematical basis the benefits of various cha@azs make
when faced with what are calledcial dilemmas Two early expressions of this style of
approach can be found in the philosophers Rousseau and Hume:

Such was the manner in which men might have insensibly acquired some gross
idea of their mutual engagements and the advantage of fulfilling them, but this
only as far as their present and sensible interest required; for as toHbtlesig

were utter strangers to it, and far from troubling their heads about a distant
futurity, they scarce thought of the day following. Was a deer to be taken? Every
one saw that to succeed he must faithfully stand to his post; but suppose a hare to
have slipped by within reach of any one of them, it is not to be doubted but he
pursued it without scruple, and when he had seized his prey never reproached
himself with having made his companions miss theirs.

Jean Jacques Roussea@n the Inequality among Mankind

Your corn is ripe today; mine will be so tomorrow. 'Tis profitable for us both that

| shou'd labour with you today, and that you shou'd aid me tomorrow. | have no
kindness for you, and know that you have as little for me. I will not, therefore,

take any pains on your account; and should I labour with you on my account, |
know | shou'd be disappointed, and that | shou'd in vain depend upon your
gratitude. Here then | leave you to labour alone: You treat me in the same manner.
The seasons change; and both of us lose our harvests for want of mutual
confidence and security.

David Hume, A Treatise of Human Nature

The points made by both Rousseau and Hume illustrate the fact that the two basic human
strategies of cooperation and competition have payoffs which can at timeéxsatisae
the individual while benefiting the community and vice versa.

Applying mathematical rigor to this insight, the 78 two-person two-strategggat the
heart of Game Theory include four games of special n@easdlock, Prisoner’'s
Dilemma, ChickenandStaghunt— of which Prisoner’s Dilemma is the game that has
been most exhaustively investigated.



Prisoner’s Dilemma

Like the other games mentioned above, Prisoner’s Dilemma pits individuakintsre
cooperation — aompetition between competition and cooperatidnyou like.

If one assumes rational self-interest on the part of playarsommon assumption in
game theory, though not one that necessarily corresponds with human beltla@ror —
Prisoner’s Dilemmaappears to be a game whose payoffs favor defection rather than
cooperation. Indeed,

Morton Davis said that the average person’s reaction to the prisoner’s dilemma is
not so much to ask what you should do but rather to ask how you justify
cooperation. Going by the literature, that’s been the reaction of a lot of game
theorists, too.

William Poundstone, Prisoner’s Dilemma

Considering that in the Cold War yedpsisoner’s Dilemmawas almost a synonym for
the nuclear arms race, this was a less than comforting thought.

In a series of contests, experiments, and two bolikes Evolution of Cooperatiorand
The Complexity of Cooperatignhowever, Robert Axelrod showed that the somewhat
depressing implications of the game were considerably modified it one playatedepe
games with some memory of previous plays — the notigierafted prisoner’s dilemma

In iterated games, one of the best strategiesstatbout with a cooperative moyenly
switching from cooperation to defection when the opposing player defects, andrsyvitchi
back to cooperation if she or he cooperates. Of such strategies are humaationsliz

and scriptural wisdoms — built.

Wisdom?

And what are we to make of this comment by Peter Perla, author of one of the standard
works of wargaming — associating it with wisdom?

The Israelis ... have made extensive use of wargaming in almost everyaspect
their society. Israeli military gaming is based on the notion espoused by Sun Tzu
that military power is composed of human beings, weapons, and wisdom, of
which wisdom is the dominant force. To the Isragjening is a central tool in

the development of wisdam

Peter Perla, The Art of Wargaming 1990
Wisdom is a highly contested term. To many it has a distinctly peaceable canmotati

and yet Jesus in the New Testament instructs his disciples toMeeass serpents, and
harmless as doves.



Warren Sack’s Agonistics: A Language Game

I'd like to close this section with Warren Sackgonistics: A Language Gameanother
game which lies at the disputed border between peaceable and warlike games.

}5"-“ gl M g e Aoty

http://www.medienkunstnetz.de/works/agonistics/images/5/

In the 1980s, Chantal Mouffe and Ernesto Laclau had an idea: why not think
about democratic discussion as a competition, an “agonistic” activity, &game
Society is recognized as impossible, as a space of endless contingencies.
Establishing precise distinctions between difference and conflict, theylaied

a democracy based not on hostilities where parties are enemies to each other, but
on “agonism,” where parties are constructively adversarial. This thecepiac

that democracy cannot be organized in a well-mannered way without room for
confrontations and a multiplicity of voices.

In the game Agonistics,” players post to one or more online, public discussions
(e.g., Usenet newsgroups) using any email program. The system tsanslate
players' posts into a graphical display. Depending upon the content and the
threading of the messages written, a player is assigned a position oe.altiecl
goal of the game is to win points and move to the center of the Ettaleers

score points if they are in dialogue: if they mutually respond to or cite the
messages of other playerfo win the game, one needs to establish a dialogue
with as many other players as possible.

Like the HipBone Games and Analytics, Sack’s game focusdseanany voices
present in a complex situatigrand teaches the conflict-resolution-relat&ls of
dialogue



3: Combat doll, toys and kids

In part, this document is a catalog of games which touch upon issues of war and
peace, in part it's a constellation — a selection of points which cumulatively map a
terrain of similarities and disparities . As with MgubleQuotesthe aim here is

to trigger thoughts bghoosing striking instanceand setting them innexpected

juxtapositionto one another.

The images in this section make a smaller constellation (Orion’s beltih wie
larger grouping...



Tactical deployment of Gl Joes

A U.S. Army Special Forces soldier uses Gl Joe toys to demonstrate tactics
during a training session with Chadian soldiers south of the capital. It is part of a

$500 million Pentagon initiative to provide counterterrorism training to soldiers in
North and West Africa.

U.S. Pushes Anti-Terrorism in Africa
Washington Post, July 26, 2005



Special Ops Cody doll held hostage

The U.S. military said Tuesday that no U.S. soldiers were known to be missing in
Iraq after Iraqi militants claimed in a Web statement to have taken arsoldie
hostage and threatened to behead him. Doubts were also raised about the
authenticity of a photograph posted on the Web site, which the militants claimed
depicted the kidnapped soldier.

The figure in the photo, who the statement said was named “John Adam,”
appeared stiff and expressionless. Liam Cusack, of the toy manufaatagenD
Models USA Inc., said it bore a striking resemblance to the African-Aaeri
version of its “Cody” action figure. “It is our doll. ... To me, it definitely looks
like it is,” Cusack told the AP. “Everything the guy is wearing is dyaehat
comes with our figure.” He said the figures were ordered by the U.S.rgikta
Kuwait for sale in their bases, “so they would have been in region.”

A statement posted with the picture suggested the group was holding other
soldiers. “Our mujahedeen heroes of Iraq’s Jihadi Battalion were able twecapt
American military man John Adam after killing a number of his comrades and
capturing the rest,” said the statement, signed by the “Mujahedeen &xigad

“God willing, we will behead him if our female and male prisoners are not
released from U.S. prisons within the maximum period of 72 hours from the time
this statement has been released,” the statement said.

Doubts cast on claim U.S. soldier kidnapped
NBC News, Feb 1, 2005



Suicide Bomber Barbie

Simon Tyszko’s Suicide Bomber Barbie conflates Western commaodificatibn wit
Palestinian desperation. Religious and capitalist dogmas struggle wéttoie
idealised form, in an artwork of potent incongruity. ...

Suicide Bomber Barbie is wracked with strategic contradiction. It septed in
an unlimited hand made edition, and is priced at £750, the proceeds of the sale
going to Amnesty International.



A mother’s dream

| imagine that it's not the dream of Palestinian mothers to see theieahildr
become suicide bombers

-- Condoleeza Rice



Chechen Rebels:

http://www.infovlad.net/?p=375
http://users.livejournal.com/ krot /58486.html




The accompanying index includes:

5. Religious watrrior (the green headband denotes pilgrimage to Mecca)
10. Warrior showing cut-off head.

14. Chechen child-warrior

15. Chechen woman sniper

19. Senior Islamic leader

23. Chechen watrrior praying

24. Arab warrior.praying



Found object:

Toy soldier found by George Brett on the sidewalk on Dupont Circle, Washington
DC, posted on Flickr May 16,2006



Toy Kalashnikovs, Iraq

The only danger on the street were the ubiquitous little boys playing wgth lar
toy Kalashnikovs that shoot small plastic pellets. Throughout my time in
Baghdad | did not see a single Iragi boy on the streets who did not own one of
these rifles.

Nir Rosen, In the Belly of the Green Bird

Found object, Afghanistan

Splav PFM-1Butterfly landmine

A favorite toy of generations of Afghan children: The Russian- made PFM-1
antipersonnel mine. Children just love the bright green color and wings of the
"butterfly,” as it's nicknamed -- in fact, statistics show that the PFM-1 has
attracted more children than any other of the 630 types of antipersonnel mines
currently littering the planet (despite stiff competition from shoe polish lid,
pineapple and ball shapes). Splav, the butterfly's Russian manufacturer, denies
marketing the toy specifically for children: The wings, they say, allewv

butterflies to float down prettily from helicopters (as they did during the-8979
occupation of Afghanistan), while the green color disguises them in grass (where
15 million or so now lie). So it's only a happy coincidence that "intentional
handling," or curious people picking up mines, still causes the majority of
incidents. Or that when the butterfly is picked up, the detonation of liquid
explosive and tiny blades in the wings can blow a small hand off.



The Jihad to Destroy Barney the Purple Dinosaur

The demon lord B'harne, servant of the malevolent alien High Magus of Lyra, has
commenced his assault on the human.rdoeler the benevolent guise of the
children's television host Barney the Dinosaur, B'harne seeks to destiney

minds of children and adultand bind them to his tyrannical will. Once he has
made mindless slaves of humanity, B'harne will rule the Earth with an iron talon.

There are those who oppose B'harne. Drawn together by mysterious forces, mad
scientists and sorcerors, warriors, scholars and surrealists have bayelbdrto

into a fighting force capable of standing against B'harne's power and the power of
his masters...

TheJihad to Destroy Barney the Purple Dinosais a fictional organization

created and maintained by a menagerie of people with far too much spare time
and a vast wealth of undirected cynicism. The Jihad to Destroy Barney the Purple
Dinosaur is not affiliated with any religious organization or denomination, and
despite the ignorance, stupidity, or general stubborness of those that refuse to
believe otherwise, the Jihad to Destroy Barney the Purple Dinosaur is in no way
affiliated with any Islamic Jihad of any sort.

The Jihad to Destroy Barney the Purple Dinostnas not condone Real Life
Violence in any way, shape, or forend summarily opposes the tactics used in
acts of terrorism and hate-group violence.



4: Games of War

War gaming is a significant aspect of the art of war, and first person shaatestrategy
games are among the major genres produced by the contemporary games saustry
monitoring news at the intersection of games and war is a matter of risingttiers --
instances that broaden our grasp of the field.

The topics that interest me here are the blurring of the distinction betweamggend
warfare, the use of commercial games for warrior training, the creatmsmuods by
combined military and game industry teams, the subversive uses of games, etc.

Again, it will help us to recall thatvar at the strategic level is likely to include winning
hearts and minds as well as brute forand that wargaming is not without its peaceable
aspects either:

War gamers know from experience that you can war game both combat and non-

combat situations. In fact, to the war game designer, there is littlectitie

between the two.

James DunniganWar Games, Preemption, and Other Curious Behavior

We begin by looking at the mythic and religious background of war...



Games, sports and war: background

Warfare as Play:

Johan Huizinga indicates in his magisteHalmo Ludensthatplay-terms are regularly
applied to armed strifén many languages. Indeed, there are two great perspectives on
war found in the world’s cultures, one of which is premised on the reality of the world,
the other on its unreality or illusoriness — in which context it is worth rememligeng

our very word “illusion” has its roots in the nature of play:

illusion ¢.1340, "act of deception,” from O.Fr. illusion "a mocking," from L.
illusionem (nom. illusio) "a mocking, jesting, irony," from illudere "mock &t,"
"to play with," from in- "at" + ludere "to play."

Online Etymological Dicttionary

Thatattitude which takes the world for a wraith or an illusiois so foreign to our

current sensibilities in the west that we may tend to dismiss it out of handt+gratins

with us on the psychological level, as the archetypal background of our honor codes, and
of such notions adeath before dishonor

In its strong form, the notion that this world is illusory and reality a propertyeofvorld

to come is as foreign to us as Bin Laden’s 1996 comment about the jihadist “sons of the
land of the two Holy PlacesThese youth love death as you love He declaration

which hearkens back to general Khalid al-Walid’s demand that the governor oéal-H
should surrender, for should he fail to dd‘'lswill bring against you tribes of people

who are more eager for death than you are for life.”

We are thus surprised and taken aback by the idea#inttre itself can and perhaps
should be viewed as play

Men directing their weapons against each other -- under doom of death yet neatly
lined up to fight as in the pyrrhic sword-dances of their sport -- this is enough to
tell us that all human intentions are but play, that death is nothing terrible, that to
die in a war or in a fight is but to taste a little beforehand what old age has in
store, to go away earlier and come back the sooner. ... Murders, death in all its
guises, the reduction and sacking of cities, all must be to us just such a spectacle
as the changing scenes of a play; all is but the varied incident of a plot, costume
on and off, acted grief and lament. For on earth, in all the succession of life, it is
not the Soul within but the Shadow outside of the authentic man, that grieves and
complains and acts out the plot on this world stage which men have dotted with
stages of their own constructing.

Plotinus, Enneads3: 1: 15



The attitude is widespread, as James Aho shows Religious Mythology and the Art
of War, and indeed is found embedded in myth and scripture:

In theMahabharatg the killing in war (and even the opposition between

enemies, as we have seen) is an illusmayg. But this means that in Hinduism

the violent contest, properly viewed, is a form of play to be neither rebuked nor
avoided, but to be joyfully and unself-consciously entered as one might a game or
dance.

Turning now from war as play to games and war...
Agon and the Olympic Games:

The Olympic Games of classical times wag®nistic— they revolved around the same
principle ofstrife which forms the basis of Greek tragedy. Indegmn along withalea
(chance)mimicry, andilynx (vertigo), is one of the four great elements of gameplay
according to Roger Caillois — aadon (from which we get our wordsgonize agonyas

well asprotagonist, antagonigtis characteristic of both warfare and debate. The link
between strife or warfare and games is thus an ancient one, no less than the link betwee
games and peace — and this is reflected, too, in the histgands of strategy

Dunnigan’s definition of wargames:

A wargame is an attempt to get a jump on the future by obtaining a better
understanding of the past. A wargame is a combination of “game,” history, and
science. lItis a paper time machine. Basically, it's glorified chiés®u’ve

never encountered a wargame before, it's easiest just to think of it as ciieas wi
more complicated playing board and a more complex way of moving your pieces
and taking your opponent.

James Dunnigan,The Complete Wargames Handbook
Chess:

Rajah Balhait summoned the Brahmin Sissa and requested the wise man to create
a game which would require pure mental skill and oppose the teaching of games
in which chance (luck) decides the outcome by the throw of dice. Moreover, the
king requested that this new game should also have the abiithance the

mental qualities of prudence, foresight, valor, judgment, endurance,
circumspection, and analytical and reasoning abilitgissa produced

Chaturanga, a game of conflict between Vedic armies of elephants, cavalry,
chariots, and infantry, the ancestor of our modern game of Chess. Today the
battle metaphors and the warfare symbolism are not so apparent, but they
continue to be imprinted in what is a highly aggressive intellectual activity.

Adapted fromJean-Michel PéchinéChess is a war game



Not Unlike Chesse

Since the world itself can be viewed as the battlefield of good versus evil, lsiokers

have proposed games of moral conflict. Here Johann Valentin Andreae (1586-1554) --
author whahas been compared with JRR Tolkien in our own day — describes a game he
would like to see developed:

Meantime, the king and queen, for recreation's sake, began to play together. It
looked not unlike chesse, only it had other lawsijtfaras the vertues and vices
one against anotherwhere it might be ingeniously discovered with what plots
the vices lay in wait for the vertues, and how to re-encounter them again. This
was so properly and artificially performed tltatere to be wished that we had
the like gametoo.

JV AndreaeThe Chemical Wedding of Christian Rosenkreuit616

InfoChess® OnLine

Go:

InfoChess® OnLine is an engaging game of strategy and deceit that hasadapt

the interest of some of the most prestigious strategists, tacticians at@goti

creative thinkers and gamers throughout the United States and abroad.
Automating our popular board game of InfoChess®, ManTech's National Security
Solutions Group has taken the ancient wargame of chess to new levels.
InfoChess® OnLine now uses the exciting nature of online gaming to deliver an
informative and exciting learning experience.

The greatest strategy game of all time may also be the most abstract...

Go offers botlthe fierce intellectual challenge of life and death combat as well

as the aesthetic pleasure of finding beautiful playst build territory efficiently

and harmoniously. The game can shift from the one to other in the blink of an eye.
At first, the game may seem to be static: the game pieces (stones) adegpldc

do not move. But after a while, it becomes apparent that there is motion on the
board, that the stones are racing to get ahead, locking into combat, killing, being
killed, or running away. As this vision of the game develops, one gains an inkling
of the vast world expressed by the scattering of black and white stones on a 19x19
grid.

-- Ken Warkentyne

The strategic significance of Go in modern times is explored in Scott Boorstadig
The Protracted Game: A Wei-Ch'i Interpretation of Maoist Revolutionariré&egy.



A spread of games

To glimpse of themmensespreadof wargames, from the simplest to the most complex,
from the purely instinctive to the most cerebral, from the unplanned to the mostlgaref
plotted, and from the nursery to the global battlespace, consider these games and thei
varied uses. | have included not only a cross-section of games, but also somemsgws ite
fictions, etc which offemterestingly angles from which to consider war and gaming

Let's begin with a game fromain Banks’s brilliant science fiction novelThe Player of
Games:

A Shoot:

The game has no name of its own, but is of the kind known as a shoot -- and the world-
class player called Gurgeh, master of many more complex gameshise t@trit. We
watch as Gurgeh limps, wounded, across sand dunes. Incoming missiles target him:

The flight of missiles cleared the nearest ridge in a glitteriogHe saw them
late because of the damaged visor. ... The gun sang wildly in his hands, and
seemed always to be aiming at where the missiles had just been.

His visor goes dark, he feels numb from the neck down. A crisp little voice tells him
"You are dead."

Think of this as a war game played on the boundaries of virtuality and reality. Gurgeh's
"shoot" is a fully immersive full body virtual reality combat sim -- destyf game in

which the intellectually and ethically unimpaired will always be wonderingtiher they

are in a simulator, or participating all unknowing in an actual battle.

It is also everything the high gloss high tech battle ads for army ietyaks for in
entertrainment, to coin a word: it is hot, sexy, lethal.

Meanwhile, in the “real” world of CD-ROMSs...
America’s Army

Created by the MOVES institute at the Naval Postgraduate S&meljca's

Army is an Army awareness and recruiting tool. It sjaad-based first-person
shooter gamesonsisting of "basic training,"” plus a series of team-based
"missions” which involve operations, Special Forces, and Combat Medic
specialties. The game was launched in June, 2002. There are currently almost 4
million registered users, with over 2 million having completed basic training.
500,000-600,000 missions are played per day, and over 50 million hours have
been played overall.



Armor Attacks

At the opposite end of the (technical) spectrum fAomerica’s Army, but no less lethal,
we have thgame-in-a-book

John Antal sub-subtitled h&rmor Attacks: The Tank PlatooriAn Interactive
Exercise in Small-Unit Tactics and Leadership”. The book teachesataantit
operational lessons by means of branching narratives in which the reader’s choice
determines the path taken and results obtained.

War in Afghanistan

Shrapnel Games and ProSIM have announced the next title in the ATF Engine
series of modern real-time strategy titles for Windowar in Afghanistan.

Instead of focusing on one particular campaign or pevit,in Afghanistan

will cover everything from British operations in country during the 19th century
to the capture of terrorist mastermind Osama bin Laden (which hypotlsgtical
this point). From the Soviet invasion, to the rise of the Taliban, to Operation
Enduring Freedom, all important conflicts in the war torn region will be touched
upon. War in Afghanistan will feature content-heavy scenarios. Setting up the
scenario will be aerial photos (actual if possible) of the operations area, highl
detailed order briefings, briefing slides, intelligence estimatemeimy force
composition, and more.

‘War in Afghanistan’ Announced,Pak Tribune, April 21, 2004
StreetWars: Killer

Not being Mike Wallace or part of a contingent of paparazzi, | usually don't hide
in bushes or dark stairways to ambush people. But that's exactly where | was a
few days ago -- and, oh yeah, on the roof of someone's apartment, too. We're
doing a story on these amateur "assassins," who hide out looking to "kill" their
target. Sounds violent, but it's actually part of an elaborate game called
"StreetWars: Killer."Think paintball, but played with water gungAnd not in

some arena, but on the streets of Los Angeles or New York City. Some 200
people are given a list of targets to kill -- and when | say "kill,” | mean shitot w

a water gun or hit with a water balloon. So you've got your list. But at the same
time, you are on someone else's list. So while you're out there looking for your
targets, someone else is looking for you. All you get to start is a picture, a name
some basic info. The players Google each other, look through records, and do all
kinds of other stuff to find out where their targets work and play.

Angelenos and New Yorkers hunted by ‘assassi@IN, March 22, 2006



Co-Revolutionary Competition:

In contemporary Department of Defense war games, “Blue” is always
technologically superior to its adversary, “Red.” In addition, Blue and Red forces
are determined by separate, isolated analyses prior to (not as resultnef plgs.
War game patrticipants are therefore often exposed to biased represenfations
future Blue and Red military capabilities. Moreover, these war ganpdsrex

only a limited, predictable set of futures. Perhaps as a result of these mirexale
game assumptions, military analysts repeatedly predict militauyefsithat seem

to ignore long-term, focused co-evolution between competitors. Alidade
Incorporated and the Newport Center for Information Age Warfare Studies has
developed a new style of seminar war game to overcome these conceptual
preconditions.

The Co-Revolutionary Competition, a seminar war game that will explore co-
evolution of technology and operations in a competitive military environment, is
designed to provide frequent interaction for teams competing over a four decade
gaming horizon. Although the game will start with a set of possible futures,
competitive, focused, iteration by players will to allow the teams to arritree&

own strategic destinations. Game success will be determined by thetextent
which players explore the robustness of their competitive futures.

Thomas PM Barnett’'s Alternative War Game Inspired by the New Sciences
Connecting in Conversation

Gaming as public media platform This game, from Barnett's (and my) friend
Critt Jarvis, is under construction at the time of writing.

"Take care of yourself. Take care of this place. Watch out for each other.”



Whack bin Laden Games
Sites on the internet witnessed a rash of am&téhack bin Laden games in the

months following 9-11. This example shows a characteristic use of popular
cartoon-based youth culture -- tRewerpuff Girls vs. bin Laden:

Welcome Arafat

A little out of date, this simple "shoot Arafat” game comes from the wetifsike
Kahane organization, a US State Department designated terrorist organizati
comprised of followers of the late Rabbi Meir Kahane.



Super Columbine Massacre RPG!

For a little more than a year, the online game "Super Columbine Massacte RPG
and its creator have been sailing the Internet underground. ... Ledonne [SCM-
RPG’s designer] admits that the site is not "a very good game." Harris and
Klebold, fans of the gory game "Doom," probably wouldn't think much of it. It's a
2-D game with tiny, cartoonish pixies and the look of a 1980s Nintendo title. ...
Armed with a Tec-9 semiautomatic, the player can move from the cafekawa,

the hallways, up the stairs, then to the library. The player decides whether to kill.
In the end, players leathere's really no way to win...

Most interesting point in Jose Antonio Vargas’ Washington Post aiSiblagk,
Anger Over Columbine Video Gamé&om which the quotes above are taken

It's one thing to have a documentary ("Bowling for Columbine"), a movie
("Elephant") and several books ("No Easy Answers," "Day of Reckoning™)
about that dark day, but's quite another to have a game

Kuma\War

Kuma\War is a free online war game that uses cutting-edge game techiwology
accurately reconstruct real-war events from the news. Kuma\Wairss anfd
third-person squad-based war game. It is the first PC video game to bring the
tactical FPS (shooter) into the 21st century by modeling missions on actual real
world events. ... A vast database of intelligence accompanies Kuma\War online
games: satellite photos, political context, event details and the weaponcg, tact
and forces involved. You'll also get exclusive video news shows and insight from
a decorated team of military veterans.

This game actually makes me flash back and think about the war and the
aftermath... But that's not necessarily bad. Being that | will be going back
to Irag for a 3RD tour, I'll say that's much better fighting from my PC
behind a desk then actually slinging leat each other.

SGT from HHC 1/64 Armor, 3rd Infantry Division(M)

Missions include an Iran hostage rescue mission, a battle in Sadr City,jfthe sw
boat incident and John Kerry's Silver Star, Tora Bora and the search for bin
Laden, opium wars in Afghanistan, port security, urban hostage rescue in Iraq,
and a Mexican border battle...

In Najaf: al Mahdi Cemetery Battle, IUS troops battle al Mahdi militiamen
loyal to radical cleric Mugtada al Sadr in the southern city of Najaf —
maneuvering through one of the world’s largest cemeteries and takinig care
avoid one of Shiia Islam’s holiest mosques.



Decks of Cards:

The US Department of Defense started the ball rolling with a deck of 55 playing
cards showing the names and facello$t Wantedmembers of Saddam

Hussein's regime. Not surprisingly, the deck caught considerable pressmttenti
and in subsequent months a slew of decks appeared in sometimes perverse
homage to the DOD’s effort.

An Iraqi Freedom US Military Heroesdeck was quickly issued. NewsMax
offered aDeck of Weaselmcluding Michael Moore, Tim Robbins and Jacques
Chirac. As if by way of response, a deck publisheérance featured Donald
Rumsfeld as the Ace of Spade&Sreenpeaceffered its own “most wanted” list,

a deck in which President Bush rather than Saddam Hussein was the ace of
spades. There was a deckRapublican Chickenhawks- politicians and

pundits who avoided serving their country through connections, deferments, or
other excuses. There waBack of Hillary exclusively focused on the many
images and sayings of Hillary Clinton. TWé&r Profiteers Card Deckocused

on the oil, gas, and energy companies (spades), US government officials (hearts
“because they love you”), military and defense contractors (clubs, apprbpriate
and heads of industry, finance, media, policy, and hype (diamonds). Parody
Productions offered a deck Wfall Streetfigures for use in “corporate ethics
seminars or training sessions”. The Fellowship of Reconciliation (among)pther
issued a deck calledperation Hidden Agendao benefit “US Veterans Dealing
with Gulf War Syndrome” and “Iragi men, women, and children who have
endured years of suffering.” And an artist from the Yukon named John Steins
mocked the Bush administration with a deck of nicely crafted linocuts Axikse

of Weasels- which were banned for sale on eBay.

Kitchen garden games

Lawrence Sterne ifiristram Shand/ describes the war games played in Uncle Toby’s
kitchen garden:

When the town with its works was finished, my uncle Toby and the corporal
began to run their first parallel— not at random or any how—but from the same
points and distances the Allies had begun to run theirs; and regulating their
approaches and attacks by the accounts my uncle Toby received from the daily
papers—they went on, during the whole siege, step by step with the Allies. When
the Duke of Marlborough made a lodgment my uncle Toby made a lodgment
too—and when the face of a bastion was battered down or a defence ruined—the
corporal took his mattock and did as much—and so on gaining ground, and
making themselves masters of the works one after another till the town fell into
their hands.

http://www.ourcivilisation.com/smartboard/shop/sternel/tristram.htm



Reenactors:

“Old hand” World War | reenactors still talk reverently about a somewhat
mythical place called “Shimpstown.” There, reenactors were free to soalpt t
land, and they dug an extensive network of trench lines and shell holes in “no
man’s land” and built barbed wire defenses, wooden underground bunkers, and
machine gun nests.

Jenny Thompson,War Games: Inside the World of 30Century War Reenactors

Silhouette City

CSA [Covenant, Sword and Arm of the Lord] zealots conducted training classes
for outsiders who paid fees of $500 and more to go through CSA's "End Time
Overcomer Survival Training School.” ... The "End Time Overcomer" training
course culminated ain area of the compound called Silhouette Cipatterned

after the famous urban gunfight training facility the FBI operates awits

fortified training camp at Quantico, Virginia. Like Quantico, CSA's Silheuet

City consisted o& number of mock buildings on several streets where

cardboard cutouts would suddenly spring up as trainees walked with their guns
at the ready But whereas the FBI's cutouts tended to be of mothers pushing baby
carriages interspersed with hulking brutes carrying tommy guns, often thescutout
that popped up in Silhouette City were of Menachem Begin, Golda Meir and other
prominent Jews.

Jay Kinney, Armed and Dangerous: The Rise of the Survivalist Right

Mass Casualty Exercise

Members of emergency service teams "read" the possibility of mejetiiashing
into the Pentagon during the Pentagon's Mass Casualty Exercise
(MASCAL), a contingency planning exercise which was held in the OSD
conference room in October 2000.



Microsoft Flight Simulator

View of World Trade Center.
Flight-simulator games

They seemed to be in a rush to fly the big planes. Long before they were really
ready, before they had the 1,000 or so hours any airline would demand of a future
jet pilot, they invested in expensive time in a training device. The 727 full-motion
simulator is a multimillion-dollar contraption that twists and bucks and turns on
hydraulic pistons like a Disney ride. But the technology is good enough that
airline pilots use simulators regularly to train for emergenciesatigatoo

dangerous to practice in a real plane: a double-engine failure or a fire on.takeoff
For $1,500, Atta and Al-Shehhi bought six hours of simulator time from Henry
George, who owns the SimCenter School in Opa-Locka. He led them through a
few basic maneuvers: climbs, descents, turns. It wasn't much, but it was enough to
give a beginner pilot a realistic sensation of how to handle a three-engine jet
airliner. And enough, later, to break George's heart. "To think that | helped in any
way their terrible cause, that my skills were used for such a terrible deed," he
says. Al-Shehhi was on board United Flight 175 and was probably the pilot of the
airliner as it smashed into the side of the World Trade Center's south tower. Atta
was on American Flight 11, which had hit the north tower 21 minutes earlier.



They were not, it seems, alone in their training. As far back as 1996, at least two
other men were following a similar course. Hani Hanjour, another of the eventual
hijackers, was working with a CRM Airline Training Center in Scottsdale. Ari

By 1999 Hanjour had accumulated enough hours — 250 — to fly with an FAA
examiner for his commercial pilot's license. It was awarded and issueshtha

year. His address: a post-office box in Saudi Arabia, though for much of the past
year he had lived with two other men, Nawaqg Alhamzi and Khalid Al-Midhar in a
San Diego apartment complex.

They were a quiet lot. "I saw them watching and playing flight-siraulgames
when | was walking my dog at 10 or 11 at night. They would leave the front door
open," recalls Ed Murray, who lived across from them.

Time magazine,The New Breed of Terrorist

Conspiracist

War games as fertile grounds for the conspiracist imagination.

Michael Ruppert’'sCrossing the Rubiconchapter 19, “Wargames and High
Tech: Paralyzing the System to Pull Off the Attacks”, is available fontiad at
http://www.newsociety.com/./titleimages/rub_war.pdf




WTC Defender

WTC Defender, a flight simulation game in which “players try to defend the
World Trade Center from kamikaze pilots” was made unavailable for download in
the wake of 9/11 -- despite the fact that it challenged players to shoot down
aircraft that were attacking the Towers.

Atlantic Monthly Game

As a preview of the problems Iran will pose for the next American President, and
of the ways in which that President might respdrte Atlanticconducted a war
game this fall, simulating preparations for a U.S. assault on Iran.

"War game" is a catchall term used by the military to cover a witgeraf

exercises. Some games run for weeks and involve real troops maneuvering across
oceans or terrain against others playing the role of the enemy force. Some are
computerized simulations of aerial, maritime, or land warfare. Otheiasty
talking-and-thinking processes, in which a group of people in a room try to work
out the best solution to a hypothetical crisis. Sometimes participants are told to
stay "in role"—to say and do only what a Secretary of State or an Arggderi
commander or an enemy strategist would most likely say and do in a given
situation. Other times they are told to express their own personal views. What the
exercises have in common is the attempt to simulate many aspects aft-cenfli
operational, strategic, diplomatic, emotional, and psychological—without the
cost, carnage, and irreversibility of real war. The point of a war gameeiarto |

from simulated mistakes in order to avoid making them if conflict actuallyrecc

Our exercise was stripped down to the essentials. It took place in one room, it ran
for three hours, and it dealt strictly with how an American President might
respond, militarily or otherwise, to Iran's rapid progress toward developin

nuclear weapons. It wasn't meant to explore every twist or repercussiast of p

U.S. actions and future U.S. approaches to Iran. Reports of that nature are
proliferating more rapidly than weapons.

Rather, we were looking for what Sam Gardiner, a retired Air Force cpluasel
called the "clarifying effect" of intense immersion in simulatedsienimaking.

Will Iran be Next? James Fallows, Atlantic Monthly, December 2004

State Department

The State Department is enthusiastic about using so called “seminar’games
These are role-playing games that still require some kind of war gaming
technology in the background to decide the outcome of military (and non-
military) conflicts. Often the State Department just has some old hand in the
background ‘adjudicating’ these situations. While this approach works in seminar
games dealing with simple military situations, it does not work if thereyis an



complex element—technological or sociological—in the loop somewhere. For
example, seminar games cannot be used to realistically explore a pdstewvar
because it would require a serious analysis of Iragi culture and politics, past and
present.

James DunniganWar Games, Preemption, and Other Curious Behavior

One such game is described in Craig Eisenrdr&h&s Game: A Novel of thew Ciold
War.

The changing impact of war games

War games were now news, and news about a war game exploring a war with
China, or any games in which one dwelled on why some generals blundered, were
considered too politically embarrassing to tolerate.

James DunniganWar Games, Preemption, and Other Curious Behavior
For instance...
Millennium Challenge 2002

The rogue general of the radical Islamic forces brilliantly deckhis U.S.
counterparts. As the American fleet entered the Persian Gulf, the enemy
commander used coded cries from minarets to coordinate a preemptive suicide
strike by bomb-laden pleasure boats and propeller planes. A Chinese-made
Silkworm cruise missile crippled the Navy's sole aircraft carrignerrégion. The
sneak attack sank 16 ships, killing thousands. What surprised the analysts,
however, was the reaction by the American military. It decided to &awhole

war all over again. This was, after all, just a war game gone awry.

Rebooting the war was an understandable decisionMill@nium Challenge
2002was by far the most ambitious Pentagon attempt to make high-tech
simulation the platform for military innovation. More than two years and $250
million in the making, the simulation featured a cast of more than 13,000 troops,
scores of ships and planes and enough microprocessors to make an Intel
stockholder happy. And as Gen. Peter Pace, vice-chairman of the Joint Chiefs of
Staff, explained during a news briefing, "You kill me in the first day and | si

there for the next 13 days doing nothing, or you put me back to life and you get
13 more days worth of experiment out of me, which is a better way to do it.”

Adapted fromMilitary Overkill Defeats Virtual War WP, September 22, 2002

The brilliant strategist whose success in playing the enemy team conrruanged all
the fuss was retired Marine General Paul van Riper.



Mercenaries 2: World in Flames

A U.S. company's video game simulating an invasion of Venezuela is supposed to
hit the shelves next year, but it's already raising the ire of lawshbkel to

President Hugo Chavez. Chavez supporters in Venezuela's National Assembly
suspect the makers of "Mercenaries 2: World in Flames" are doing \Wastim
bidding by drumming up support among Americans for an eventual move to
overthrow Chavez. "l think the U.S. government knows how to prepare
campaigns of psychological terror so they can make things happen later,"
Congressman Ismael Garcia said, citing the video game developed by Los
Angeles-based Pandemic Studios.

Video game raises Venezuela lawmakers' ire, AP, May 24, 2006
Islamist Games:

Osama Bin Laden was an early adopter of satellite phones. His followers make
videos with handheld cameras. And his sons play video games. Coll and Glasser
don't say what games the Bin Ladens Jr. play (or if they use an "Iced Cotfde" m

to add burgas to the women®fand Theft Auto: San Andreas). The world's

jihadist gamers do have several titles to choose from. Hezbollah produced a game
calledSpecial Force[http://www.specialforce.ndtthat allows players to

simulate attacks against Israeli troops. The pro-Palestimaer Siegeis in the

same genre. And there is at least one children's game with some jihadi content:
Innovative Minds' Islamic Fun features a game calldte"Resistancgéalongside
inoffensive-sounding kiddie fare like "Tree Hop" and "Two Bunny Race."

Chris Suellentrop, The Evildoers Do Super Mario BrosSlate, 2005

Sonic Jihad: Reuters report

One of the latest video games modified by militants is the popular "Batll&fiel

... In a modified video trailer posted on Islamic Web sites and shown to
lawmakers, the game depicts a man in Arab headdress carrying an automatic
weapon into combat with US invaders. "l was just a boy when the infidels came
to my village in Blackhawk helicopters,” a narrator's voice said as the screen
flashed between images of street-level gunfights, explosions and helicopter
assaults. Then came a recording of President George W. Bush's Sept. 16, 2001,
statement: "This crusade, this war on terrorism, is going to take a'wWhias

edited to repeat the word "crusade,” which Muslims often define as an attack on
Islam by Christianity.

Islamists using US video games in youth appeal, Reuters, May 4, 2006



Sonic Jihad: Hoax exposed

We've all seen this sort of video before: in-game "movies" created by gomer

show off skill, tell a little story, or both. This one, for example, uses Battieliel
snippets ofTeam America: World Policeand a speech by George W. Bush. It's
standard fare, really, and nothing particularly newsworthy. Or so it should have
been. Instead, the video was apparently spotted by US officials, who understood
it to be propaganda used by Islamic militants. Perhaps the content wasn't the only
reason it was identified as such, however. As it turns out, the video was made by a
Battlefield 2 fan named SonicJihad ... To say that gamers are having a field day
would be a little bit of an understatement.

Fan-made Battlefield 2 video mistaken for terrorist propaganda
The Stone Throwers:

Important notice: This game does not try to propagate hate or violence against
anybody or any peopldt is some kind of support to the Palestinian people in
their continuous struggle for liberty, independence@eate It also aims at
proving that Arabs are able to respond against Israeli and western-mauge&om
games that convey a distorted image about Arabs.

Al-Agsa Mosque is always in great danger as long as there is Isragfiation in
Palestine. You have heard recently that a group of Israeli terroristsywal tr

infiltrate the holy place. The people of Palestine have prepared to ambush them at
the moment they try to enter the mosque. But you just can't wait... Something
inside you tells you to go out to the mosque grounds and face the enemy with
your bare hands(As all Palestinians do). Go on and fight for freedom!



Special Force:

In Lebanon, in 2001, the Hizbollah Internet Central Bureau undertook the design
of Special Force, a computer game inspired by Delta Force that would allow
players to fight as one of a group of Islamic resistance fighters, kifinagll
commandos and infiltrating Israeli lines to return the Israeli-divertédngapply

to southern Lebanese villages. The makers of the game wanted to ‘contest the
view of Arabs and Muslims being portrayed as terrorists in Western games and
introduce the Resistance to the young people’ (Karouny, 2003). Helped by its War
Information Department, which provided maps of the areas, Hizbollah’s Central
Internet Bureau took two years to produce the game.

Machin and Suleiman,Arab and American Computer War Games

In the Name of Allah, Most Gracious, Most Merciful

One time | was walking in Beirut, the capital that “defeated the gteatay of

the world”. | stopped by one of the computer game shops dispersed widely in
Beirut and most Arab cities. | saw the children playing the game of the ib\nci
American hero, who's never out of ammunition and continually wins. | asked one
of the children, did you like the game? He replied yes, but | wish | were glayin
as an Arab Moslem fighting the Jews as the Islamic Resistance did indreba
After that, he left to the alleys of Beirut roaming with heroes of thenlsla
Resistance.



The Resistance:

Some in the media have kicked up a fuss over this game. It seems that the media
is silent when they, the zionists, use their tanks to slaughter our children but when
our children play a shoot-em up game where they shoot zionist tanks in return for
correct answers we are accused of training terrorists and instillireghawards

Jews! On the contrary the questions in the game educate children not to fall for
the zionist lie that zionism, jewishness and Judaism are synonymous but to
understand that zionism, a racist ideology, has nothing to do with Judaism - one of
the questions in the history/politics section asks "What is the differencedsetw

Jew and a zionist?".

Innovative Minds’ Islamic Fun CD-ROM
Shuhada

One day last month, | visited the terrorist Abdullah Shami at his home in the
Shejaiya neighborhood of Gaza City. Shejaiya is said to be a stronghold of
Islamic Jihad, a group that conducts suicide attacks against Isradi targe

Shami is the group's leader in Gaza. He lives on the third floor of a concrete and-
plaster apartment house. Before | went upstairs, | met three of his shas in t
sand-covered alleyway that leads to the building. The sun was boiling hot, and the
building provided shade for the boys and their friends. They were playing a game
called shuhada, which means martyrs. The youngest son, Ahmed, who is three,
played the shaheed, the martyr, and charged a make-believe Jewish bunker. The
other boys made the sound of rifles firing, and Ahmed dropped to the ground and
pretended to be dead. His brothers Mahmoud, who is five, and Muhammad, who
is six, then carried his limp body down the alleyway, and performed a mock
funeral. The game ended when Ahmed rose from his imaginary grave, shouted
‘Allahu Akhar!" and giggled.

Jeffrey Goldberg, The New Yorker July 9, 2001

Left Behind: Eternal Forces

In a post-apocalyptic New York, two sides wage battles for dominance throughout
the city as they try to learn why a large portion of the population suddenly
disappeared. The latest "Command and Conquer" game? No, this is "Left Behind:
Eternal Forces." Based on the best-selling series of novels about &@Htiast
Days" scenario, the upcoming real-time strategy game includes ynidagties

between the Tribulation Forces and the Global Community Peacekeepers as well
as uncovering the meaning behind the mysterious disappearances worldwide of
the faithful during the Rapture.

Christian games make push for the mainstreaMSNBC, May 9, 2006



Two views of the gameplay: one hostile, one favorable.

You are on a mission - both a religious mission and a military mission -- to
convert or kill Catholics, Jews, Muslims, Buddhists, gays, and anyone who
advocates the separation of church and state - especially moderate, nmainstrea
Christians. Your mission is "to conduct physical and spiritual warfare"...

It's this wrestling back and forth for the souls of the people that makes the
gameplay dynamic so interesting. Players aren't competing to kilhémeyearmy
-- rather, they're trying to save them, and each person killed representsea fail
rather than a success.

Billy Graham's Bible Blaster

The gamelleft Behind: Eternal Forces| resembles a send-up of Christian-
themed video games by "The Simpsoislly Graham's Bible Blaster is a first-
person shooter game in which you fire Bibles at club-carrying heatheoswvert
them into card-carrying Republicans.

Weaning of Anarcho-Terrorists:

Weaned on video games such as Urban Chaos and Grand Theft Auto Ill, which
are virtual seminars in sociopathy, and neurologically conditioned through hours
of practice to indulge their basest urges, it makes sense that today's extremist
behave badly in the real world--a world they no doubt have difficulty
distinguishing from their free-for-all fantasies.

Scenes from Seattle in 1999, where a World Trade Organization meeting was
beset by rioters throwing urine and scrap metal at cops and tossing newspaper
boxes and trash cans through store windows, could be stock footage from any of
the PlayStation or the Microsoft Xbox or the Nintendo GameCube games you can
rent at Blockbuster.

Norah Vincent, Anarcho-Terrorists Cut Their Teeth on Video Gamex02
Ethnic Cleansing

Hate groups are increasingly using racist and anti-Semitic computesgam

recruit young people, the Anti-Defamation League charged in a report celease
Tuesday. Ethnic Cleansing, Shoot the Blacks and Concentration Camp Rat Hunt
were some of the titles studied by the group. The objective of these firstrpers
shooters are predictably similar -- to kill as many non-whites, Jews angeger
else they hate as possible.

Games Elevate Hate to Next Level, Wired, February 20, 2002



Game Counter Game

A number of online news agencies, includiRguterswhich cites thé-ars news
agency, are reporting that Iranians are developing a video game abourtgougdi
nuclear weapons—a real-life situation that the U.S. has been keeping a close eye
on even as conflict continues in Iraqg.

According to Reuters, the game, which is being designed by students from the
Union of Islamic Student Societies, deals with an Iranian atomic sciebDostor
Kousha" who goes on a pilgrimage to the Shi‘ite Muslim holy city of Kethala

Irag where he is seized by U.S. troops. As Iranian special forces hero Commande
Bahman, the player must rescue the country's top atomic scientist so that he can
continue with his nuclear activities.

It's been suggested that the game is being created as a response to "WsS. attac
Iran” or "Assault on Iran” from Kuma Reality Games, which gave U.$ema

the mission to destroy Iran's nuclear facilities. The Kuma title angesagt m
Iranians, and sparked a petition in Iran asking that the game be taken off the
market.

U.S., Iran Fight Virtual War, GameDaily, May 30, 2006
The Toys of Peace

"In the view of the National Peace Council,” ran the extract, "there are grave
objections to presenting our boys with regiments of fighting men, batteries of
guns, and squadrons of 'Dreadnoughts.’ Boys, the Council admits, naturally love
fighting and all the panoply of war... but that is no reason for encouraging, and
perhaps giving permanent form to, their primitive instincts. At the Children's
Welfare Exhibition, which opens at Olympia in three weeks' time, the Peace
Council will make an alternative suggestion to parents in the shape of an
exhibition of '‘peace toys.' In front of a specially-painted representatite of

Peace Palace at The Hague will be grouped, not miniature soldiers but miniature
civilians, not guns but ploughs and the tools of industry... It is hoped that
manufacturers may take a hint from the exhibit, which will bear fruit in the to
shops.”

"The idea is certainly an interesting and very well-meaning one," saikit
"whether it would succeed well in practice --"

Saki (HH Munro), The Toys of Peace and Other Papeit®919



Wars virtual and real

When the simulations used to train fighter pilots show up in the special effects of
Hollywood movies, four-person Marine fire-teams train with the video game
Doom, and Disney’s former head Imagineer, Bran Ferren, becomes an interior
decorator for a naval command ship, reality becomes one more attradhien at
Virtual Theme Park of War and Peace.

James der Derian,Virtuous War: Mapping the Military-Industrial-Media-
Entertainment Network

New technologies of imitation and simulation as well as surveillance aed spe
had collapsed the gap between the reality and virtuality of war. As the confusion
of one for the other grows, we face the danger wéw kind of trauma without

sight, drama without tragedywhere television wars and videogames blur
together.

James der Derian,ibid

This is one of the eerie new realities of wargaming. In today’s computerized
games, players look at video displays whose artificial images often attydke
same images that would appear on a real video display during a real war. In the
combat control centers of modern wawmmanders see electronic symbols of
distant targets, not the targets themselvddectronic wargaming is preparing
generals and admirals for warfare that, to its managers, will look likeea vi

game.

Thomas B Allen,War Games: the Secret World of the Creators, Players, and
Policy Makers Rehearsing World War Il Today987

Now, like the navy and the air force before, the army was leaping into a realm of
hyyperreality, wher¢ghe enemy disappeared as flesh and blood and reappeared
pixilated and digitized on computer screemskilling zones, as icons of
opportunity. Was there a paradox operating here, that the closer the war game
was able to technically reproduce the reality of war, the greater the sangier
might arise from confusing one with the other?

James der Derian,ibid

Perhaps the strongest statement of this blurring comes in Orson Scottgtesdient
short story from 197 Ender's Game- later a Nebula and Hugo award winning book:

Maezr laughed, a loud laugh that filled the room. "Ender Wiggins, you never
played me. You never playedyamesince | was your teacher."



Ender didn't get the joke. He had played a great many games, at a terriltde cost
himself. He began to get angry.

Maezr reached out and touched his shoulder. Ender shrugged him off. Maezr then
grew serious and said, "Ender Wiggins, for the last months you have been the
commander of our fleet$here were no games. The battles were r&aur only
enemy washe enemy. You won every battle. And finally today you fought them

at their home world, and you destroyed their world, their fleet, you destroyed

them completely, and they'll never come against us again. You did it. You."

Real. Not a game. Ender's mind was too tired to cope with it all. He walked away
from Maezr, walked silently through the crowd that still whispered thanks and
congratulations by the boy, walked out of the simulator room and finally arrived
in his bedroom and closed the door.

Orson Scott Card,Ender's Game Analog, August 1977
Internal Look

It tuned out that the mud soldier Schwarzkopf was the first cyberpunk general.
Not well known is that Schwarzkopf sponsored a highly significant computer-
simulated command post exercise that was played in 1990, July 23 to 28, under
the code name of Exercise Internal Look '90. ... The trigger for the real-world
scenario? An Iraqi invasion of Kuwait. The resulting contingency plan was the
size of a large telephone book, and spelled out everything from the number of
divisions required, to the number of casualties expected, and the best way to
handle the news media. Less than a week after the exercise was contpeted, t
Iragis actually invaded Kuwait. Schwarzkopf, according to his autobiography,
found that his planners at Central Command kept mixing up the reports from
Internal Look with the real thing.

James der Derian Virtuous War

In early 1990 Ware began running a desert war on the virtual battlefield of Kuwait
and Saudi Arabia. In July, in a conference room in north Florida, Gary Ware
summarized the results of Operation Internal Look for his superiors. ...

Two weeks later, Saddam Hussein suddenly invaded Kuwait. At first, the upper
echelons of the Pentagon had no idea they already owned a fully operational,
data-saturated simulation of the war. Turn the key and it would run endless what-
ifs of possible battles in that zone. When word of the prescient simulation
surfaced, Ware came out smelling like roses. He admitted that "If we haditto st
from scratch at the time of the invasion we would have never caught up.” In the
future, standard army-issue preparedness may demand having a parallel universe
of possible wars spinning in a box at the command center, ready to go.

Kevin Kelly, Out of Control Chapter 22



A different enemy

On March 27, 2003, Lt. Gen. David McKiernan, serving under CENTCOM
commander Gen. Tommy Franks and tasked with running the ground war, called
for a temporary halt to the push north in order to shore up the rear. With the lead
units outrunning their supply lines and facing a series of unexpectedly brutal
fights with an enemy often wearing civilian clothes, it was quickly becoming
clear to ground commanders that the "enemy we're fighting is a bitediffgran

the one we war-gamed against,” as Lt. Gen. William S. Wallace, head of the
Army's V Corps, told reporters at the time.

Paul McLeary, How we lost Iraq, Salon, May 9, 2006

A Certain Barbaric Warfare:

HG Wells in hisLittle Wars (1913) writes of certain barbaric warfarevhich has been
wagedin all ages

with soldiers of tin and lead and wood, with the weapons of the wild, with the
catapult, the elastic circular garter, the peashooter, the rubber ball, arAksuc
appliances

This is the nursery war game in its untamed state, a game for tabletop, flacdem,g

and in effect a miniature and more sophisticated equivaléddwboys and Indians

Wells also describes “ two middle-aged men” (Wells himself and Jeromeokdger

observed with some disdain by the womenfolk, “playing with ‘toy soldiers’ on ¢loe'fl

— and we understand that the innocent joys of childhood translate naturally into the guilty
pleasures of later life.

That’s the child’s play version of barbarism. Adult versions can be cruel:
Jailer Paintball

As the Iragi insurgency intensified in early 2004, an elite Special Operations
forces unit converted one of Saddam Hussein's former military bases near
Baghdad into a top-secret detention center. There, American soldiers made one of
the former Iraqgi government's torture chambers into their own interrogagilon

They named it the Black Room. In the windowless, jet-black garage-size room
some soldiers beat prisoners with rifle butts, yelled and spit in theirdadesn a
nearby area, used detainees for target practice in a game of jailbajaint

In Secret Unit's 'Black Room,' NY Times, March 2006



Buzkashi

And adult games can be ruthless, too — the Afghan national sport of Buzkashi requires
players on horseback to carry a beheaded goat to the goal

It's a PETA nightmare, and proof that you don't want to mess with Afghanistan.
Literally translated, Buzkashi means "goat grabbing." The object gfaine is to

carry a headless carcass of a goat (sometimes a cow) around a polewigila

horse and take it back to a scoring circle on a course sometimes mileshn lengt
Mounted riders literally tear the goat apart trying to rip it out of thepgrasthe
opposing team. Players carry whips to beat their opponents into dropping the goat
and, riding at top speeds, men knock one another of their horses and often end up
in huge pile-ups. If the carcass is torn to pieces, whatever team ends up with the
biggest piece wins. In some looser games, there are up to 1,000 players, making
quite a mess!

A US soldier in a Buzkashi match in Afghanistan.



More gruesome still

War is a horrific business, and games played within the context of war can be gruesome
in the extreme. The three game descriptions which follow are not for the faiatheart

but they do provide telling examples of the human condition at its rawest. | have printed
them in grey so that those who wish to avoid them can move directly to the next section.

Serbia: playing soccer with human heads

A charismatic but deeply violent man, Caze made an impression on Dumont and
others by playing soccer with the severed heads of Serbs killed in battle,
according to French court documents.

Trial of French radical sheds light on latest recruits to terror organizatsn
Revolutionary United Front (RUF) games in Siera Leone

The rebels’ version of Russian roulette was designed to extract maximum
‘entertainment’ from terrorising groups of captured villagers. They waitdige
grotesque ‘punishments’ on scraps of paper — ‘cut off hands’, ‘cut off genitals’,
‘slice off lips’ and the like — which were then screwed up and thrown into a heap

on the ground. Each of the captured villagers was then forced to choose one of the
pieces of paper, and whatever horrific mutilation was written thereon wettyexa
what the rebels would proceed to do to them.

Damien LewisOperation Certain Death2004

Sex-the-child

If possible, the ‘sex the child’ game was even worse. Captured women would first
be gang-raped. Presuming they survived that ordeal, the rebels would then gather
around any of the women who were heavily pregnant. A ringmaster would take
bets from his fellow rebels on the sex of the child the woman was carrying. Once
all the wagers were in, whoever had bet the highest price got to slice open the
belly of the pregnant women with a machete and haul out the child, hence
revealing its sex.

Damien Lewisjbid



Reality

As darkness deepened over Afghanistan on Sunday October 7 2001, the US
government, backed by the International Coalition Against Terror (the new,
amenable surrogate for the United Nations), launched air strikes against
Afghanistan. TV channels lingered on computer-animated images of cruise
missiles, stealth bombers, tomahawks, "bunker-busting” missiles and Mark 82
high drag bombsAll over the world, little boys watched goggle-eyed and stopped
clamouring for new video games

Arundhati Roy, Brutality smeared in peanut butteiGuardian October 2001

Russian Roulette

"l am going to explain to you why we went to war. Why mankind always
goes to war. It is not social or political. It is not countries that go to war, but me
It is like salt. Once one has been to war, one has salt for the rest of one's life. Do
you understand?"

"Of course."

"So in my perfect republic it would be simple. There would be a test for
all young people at the age of twenty-one. They would go to a hospital where they
would throw a die. One of the six numbers would mean death. If they threw that
they would be painlessly killed. No mess. No bestial cruelty. No destruction of
innocent onlookers. But one clinical throw of the die."

"Certainly an improvement on war."

"You think so?"

"Obviously."

"You are sure?"

"Of course."

"You said you never saw action in the last war?"

"No."

He took the pillbox, and shook out, of all things, six large molars;
yellowish, two or three with old fillings.

"These were issued to certain German troops during the last war, for use if
they were interrogated.” He placed one of the teeth on the saucer, then with a
small downward jab of the shaker crushed it; it was brittle, like a liqueur
chocolate. But the odor of the colorless liquid was of bitter almonds, acrid and
terrifying. He hastily removed the saucer at arm's length to the fagroof the
terrace; then returned.

"Suicide pills?"

"Precisely. Hydrocyanic acid." He picked up the die, and showed me six
sides.

| smiled. "You want me to throw?"

"| offer you an entire war in one second.”

John Fowles,The Magus



I nstitute for Creative Technologies

The Institute for Creative Technologies (ICT), is a USC-affiliaesstarch center
which is significantly funded by the U.S. Department of Defense. It is plattig
known in the video game community for having produced the Pandemic co-
created~ull Spectrum Warrior game for the Xbox, originally made for army
training on the go, but then released as a successful THQ-published game, but it
also does a great deal of other bleeding-edge research for the ArmpAARd
other government entities here and abroad on the intersection of entertainment
and technology.

Along with its battle-training games, ICT has developedranersive therapy game
for treating PTSD (Post Traumatic Stress Disorder)

Immersive Therapy

To create real-life emotional responses requires visually believahlalwirorlds.

The therapist must be able to interactively control the scene, introducing stimul
based on the patient's reactions. Real-time scene rendering with higl-qualit
visual quality previously required high-end server systems. Dr. Skip Rizzo and his
team wanted a solution that could be more broadly deployed. ...

The NVIDIA platform allowed ICT to leverage a wealth of video game Mirtua
content. In a project sponsored by the U.S. Office of Naval Research, the ICT
team recycled the virtual art assets designed for the combat video fgaline "
Spectrum Warrior" to recreate battlefield scenes, required fomgesidiers

with PTSD. ...

A psychologist himself, Rizzo believes virtual reality therapy is secatffe

because it can place patients in simulated environments that help them to recall
and process painful memories rather than avoid them. ... According to Rizzo,
"The sound of a bullet flying by can raise someone's arousal level in &atay t
maybe a visual might not." Future upgrades will include smells like gasoline,
burning rubber and gunpowder -- important because smell is so tightly linked to
memory and emotion.



National Strategic Gaming Center, April 2006

It is not exactly a closely guarded military secret when the announcenpeatrap

as a dispatch in USA Today, a national newspaper that appears on every street
corner, indeed, virtually every hotel in the land. The message this week: the
National Strategic Gaming Center of the National Defense Universid{J§Nvill
conduct a "war gaming" exercise on July 18 involving Iran’s nuclear program.

The United States' premier university for the education and training of itg seni
military officers, NDU is at Fort McNair in Washington, DC. War-gaming is
tabletop or even larger exercise simulating crisis management. Sercises
have become a standard business of the US military and the militaries of the
North Atlantic Treaty Organization countries. The purpose is to "gamejugari
options, political and military, and their implications.

Such exercises now involve civilians, including even members of Congress, so it
is important to recognize that going to war is treated as an option of lastimesor
such exercises, very much unlike what the Bush administration did in a "real-
world situation”, namely Iraqg.

This particular "war game" is the fifth in a series that has also incluaediges

related to a purported avian-influenza pandemic and a crisis in Pakistan.rgecreta
of Defense Donald Rumsfeld started these exercises in 2002 to help the legislative
and executive branches discuss policy options.

Ehsan Ahrari, Deadly serious war gameésia Times, April 22, 2006



War Game centers

There are about two dozen centers around the world that are playing war games
where the U.S. is Blue -- the protagonist. Most of these places are small
departments at military schools and training centers, such as the Wargaming
Center at Maxwell Air Force Base in Alabama, the legendary Globak®Ganm

at the Naval War College in Newport, Rhode Island, or the classic "sand box"
table set-ups at the Army's Combat Concepts Agency in Leavenworth, Kansas.
Providing them technical support and know-how are academics and savants holed
up in the numerous para-military think tanks peppering the beltway of
Washington, D.C., or research alleys nested in the corridors of national
laboratories like JPL and Lawrence Livermore Labs in California. Thevéo
simulators, of course, carry acronyms; TACWAR, JESS, RSAC, SAGA. Atrece
catalog of military software listed four hundred varieties of war gaon®ther
military models for sale right off the shelf.

Kevin Kelly, Out of Control Chapter 22



Department of Defense Game Developers Community

At the time of writing (May 2006), the DOD’s Game Developers Community veebsi
listed the following 66 games:

Air Force

Air Force Delta Storm

Avant Guard

Falcon 4.0

JVID and Finflash

Project X

Quick Strike - Time Sensitive Targeting Trainer
Starcraft

Army

America's Army - Operations

Army Research Lab Trainer for X-Box
Asymmetrical Warfare Virtual Training Technology
Battle Command 2010 (BC2010)

Battlefield 1942

Civil Support Team Trainer

Critical Leadership Analysis System (CLAS)
DARWARS Ambush! Lessons Learning Game
DARWARS Tactical Language Trainer
Decisive Action

Delta Force V / Land Warrior

Digital Warrior

Full Spectrum Command

Full Spectrum Leader

Full Spectrum Warrior

Gator Six, Battery Command Virtual Experience
Guard Force

M1 Tank Platoon

Mission Rehearsal Exercise (MRE)

Operation Flashpoint

Saving Sergeant Pabletti

SIMNET

Spearhead I

Steel Beasts

TAC-OPS

Joint Forces

Anti-Terrorism Force Protection




DARWARS - The DARPA Training Superiority Program
Entropy-Based Warfare

Joint Force Employment

Peloponnesian War

Stability Operations: Winning the Peace

Warlords

Marines

Navy

Close Combat Marines

Infantry Tool Kit

Marine Air-Ground Task Force - MAGTF XXI
Marine Doom (no longer used)

Medal of Honor

Soldier of Fortune

Virtual Battlefield Simulation 1 (VBS1)

Battle Stations 21

Bottom Gun

Electro-Adventure

Forward Observer

Harpoon2

Jane's Fleet Command
Leadership Training - Center for Naval Leadership
Microsoft Flight Simulator

Navy Anti-terror Simulation Game
SOCOM: US Navy Seals

Sub Command

Other Military Games

Comanche 4

Command & Conquer - Generals
Counter-Strike

Cyberwar XXI

Ghost Recon

Raven Shield (Rainbow Six 3)
Return to Castle Wolfenstein

Rogue Spear




