Lz ~S77

Lincoln P. Bloomfield
Revision I
December 21, 1959

: ¢/ 59~27

U.S. Army War College
Carlisle Barracks
Pennsylvania

November 20, 1259

POLITICAL GAMING

By contrast with the traditional war game, what has come to be known
ag the political exercise has had a relatively short life. Indeed, it is
so new that eyebrows are still raised at the notion of grown men playing
such games instead éf going about their other presumably more serious business.
Yet political gaming as experimented with recently in this country has
aroused rather intense interest in respectable quarters--academic and govern-
ment- andthings have reached a‘point where our advanced service schools are
experimenting with a combination of political and military gaming and
even the possibility of political geming without a military phase.

What then is the political exercise, and why should it be arousing
such widespread interest? Reduced to its simplest form, the political game
is an attempt to simulate the interaction between states by having indivi-
duals play the role of governments dealing with international problems.
The purposes of this simulation may be several. One is to 1ea;n something
about the structure and process of international relations. Another ig

to teach students or professicial trainees more about the process



than they can get from textbooks or lectures. Thirdly--and this is perhaps
the most debated usage---the purpose may be o seek te gain insights inte
future possibilities and prospects by playing through, in an admittedly arii-
fieial setting. the kinds of internationsl issues that might confront our
nation at some time in the future.

One can already see similarities and differences with the traditional
war game.  The political garme has much in common with the kind of "free"war
game which has evolved in recent years by contrast with the 19th century type
of game in which the ocutcomes were rigidly determined by elaboraie rule

books. But one essential difference is that traditionally war gaming_by
its very nature had concentrated p;im&rily on tactical rather than strategic
situations. Even the Naval Electronic Wariare Simulator at the‘N#val War
College, while speeding up the processes of action and evaluation, still
limits the game to situations which are less than strategic in scope.

0f course the politfbal game too can center around political situations
limited in time and scope and emphasizing the detailed fequirementa for making
political and other decisions in that limited area; in other words, a tactical
political game is possible. But the chief characteristic of the political
exercise is that it can be global in scope, similating not only the global
political ehvironment but also the detailed interaction of governments on
a global scale.

Another essential differemnce is that tangible material factors generally
are decisive in the war game, given the right leadership. The emphasis in

political gaming is on buman rather than on material factors, and the prime

factors tend to be qualitative rather than quanitative. Certainly both kinds of
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gaming place a premium on zie'xibnity and the capacity to innovate, but the
pay-off in political life is aignificantly greatnr with theae virtuea.
Perhaps a final difference is that is a war game 1t is cnstomary to

' assign at tha close the role of victor and of vanquiahsd on the basis of the «

relative position of antagonists 1n terms of territory egghansedy dqaage .

" suffered, casualties, and so on. In>a.961£fic§1 game, ag in politics

itself, victory is not a very meaningful concept, which is perhaps why
| ’ponnc'a;l gauing at its best is quite as frustrating as the real thing. ‘8o
the value of political gaminz is exprassedinfterun ot appraisnls ot com-

,r

plicated and often unresoived situations rather than in terms of concrete

and»measurablo results. v

But having said all this, political gaming has in common with war gaming
its central idea--that sometﬁidg ¢an be gained'By setting into motion an
artificial simulation of a ﬁealnlifé conflict situation, I say setting into
motion because this simulation is not at all a tableau of llving st.atuesc
It is easentidlly dynnmic and competitive, and 1€’ strives to reproduco reality

in a meaningful way, If it is successful, it sets in motion a selfnsustainu

- ing chain reaction which develops a life and a momentum of its oun, not

always .in the.direction planned by theﬂdirectors‘of the game,

Americans are nét‘tﬁe pidneers in this field, although much that is new
is being learned here. I am indebted to others for the avidence that both
Germany and Japan indulged in serious political gaming a generatlon before

it engaged the 1nterest of American scholars and operational research analysts,

In the early 1930's on the initiative of the later General Eric von Vanﬂ»fezn

| the Wehrmacht Academy began to hold - large-scale joint military and political
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games each yéar, participated in’by representatives of the armed services,
politicians, busiﬁess men, the armaments industry, and the propaganda ministry.
One known game centered around the prublem 6f deaiing with Poland while at
the same time not provoking France, Czechoslovakia, or the League of,Nationso
~ The Tokyo War Crime trisls revealed that the politicéi’element was a
central ingredient in some of the war games‘sponspréd by the Japanese "Insti-
tute for Total War Research. I understand that in what theyicalled "iable- :
top maneuvers" in the suﬁmer‘of 1941 thé Japanese gamed the subsequent attack on
the Goso and predicted with great accuracy Some of the Amefican proposals which'
were later made. Apparently the results were applied to a speed-up ovaapahesé
preparations for war, There is also some evidence that the Soviet Unibn_is
using the political gaming technique for predictive research, though the
evidence is unfortunately‘scantyn It would not be at ail Sv:zrprisinge
In the field of business training and research Operationai-gaming has of
~course become.fairly commonplace. The American Management Aésociétion‘haa
experimented with the use'of computérs in calculating the consequences éf
business decisions, At the business schools of ﬁarvafd, M.I.T., and Carnegie
Tech marheting‘and,ménagemant games have been used as teaching aids,exposing
the trainees to the tensions and requirements of the decision-making pfocess

in compétitive market situations, Various other disciplines have used this

technique,
* % * * . % 3*

—— The strictly political game, as I have indicated, has had only limited
American usage to date. However, it is already possible to divide its prac-

titioners into two general camps, one with a general emphasis on theory, the

other primarily concerned with pracfical applications of the technique,
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Thelmore theoretical approach, pioneered bvaarold Guetzkow at North-
| western Univefsity, has the explicit purpdse of clarifyingvtheories of inter-
national relations, It seeks to validate theories about the structure of
international politics, and uses role-playing tovard this end. The‘primary
discipline which has shaped this technique is séciél psychoiogy,,with its
experimental interést' in face~to-face group relationscv This kind of game
éttempts to quantify the process of international relations by assigning
units of national resources, capabilities, and so on to teams who in a
sefies_of somewhat Styliied"moves attempt to maximizé their goals andv .
minimize their losses. Another element which'ﬁaﬁ contributed to this kind
of énme 13 the mathematical theory of games. In the Northwestern type of gama
care is taken to ensure than no known country is actually represented, 80 that,
the results may refer to the theoretical structure rather than to the players'
notions of how nations are supposed to react. One of the virtues of this
type of game is precisely in its attempt to simulate interaction not between
peéple but between forces represented by jaeople° The disadvantage ia,howeven
equally obvious if the purpose is to expose the players to the environment of
reality as faithfully as it can be simulatedo
My own bias is in the other direction~-toward the practical uses of the
gaming technique for training, research, and, hopefully, policymmakingo It
is thus the - kind of political game, in which empirical reality and |
operational values are emphasxzed which I shiail emphasize here,
B Whathahnllcall the "reality game“ identifies indiv1dual players as
intimately as possible with the strategies and policies of realulife govern~

“ments. I would not rule out the p0351b111ty of even 1earning about the theory

s
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of international relations through this method. But the prime aim Qould be
either to teach people more~about the way things actually happen in political
conflict sitﬁations, however disorderly and untidy that process may be, or

to try to anticipate and pre-test the reactions of known governments, including
our own, to.the situatiphswhich might confront us them in the future.

The pioneer innovator in this reality pame has beeﬁ the RAND Corporation,

which in recent years has experimented infensively with the political game
and in impertant ways 1sid the foundation for what has folléwed at MoIQTQ,
Columbia, West Point; and elsewhere where the technique haé been trieé° It
is interesting that quite early in the process RAND's experimenters abandoned
the attempt to as;ign numerical values to political and economic.factérs and
tovassess in quantitative terms the relative value of alternative strategies.
RAND's conclusion was thaﬁ to formalize the conditions of the game and its
payoff would unrealisticaliy oversimplify the real-life world and confuse the
assessments of politicél-étrategies and tactics which emerge from the game.

The way a political exercise is organized, played, and evaluated will
depend largely on the purpose for whichlit is plﬁyed. in regard to the two
basic purposes I have mentiocned- -the purpose of teaching or training and the
purpese of operational research or policy plenningf~many whc.have‘been involved
agree that the most unequivoéallsuccéssea have been in the gggggzigggl uses of the

pelitical game, which has been received with great enthusiasm by players and
jnstructors alike. For the teaching of undergraduates it wouid be difficult to

find a more vivid means of bringing home to the student what he reads in books,

employing virtually all of his senses in the process, Indeed, the mock League
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of Nations and UN Assemblies held over the years have long recégnized the
value of this kind of simulated participation. But~hefe'I ﬁould emphasize
the other educational applicationﬁ-fbr advanced graduate:students and mili-
tary or diplomatic trainees who have a serious professiénal interest.

Three elements distinguish the teaching and traiﬁing gamé;a)The aim
is to expose ‘ trainees to the real-life tensions and preséures of political
conflict situations which they can expect to confront in thei£'careers but
which so far age oretty much abstractions to them.b)Another purpose is to
demonstrate in a fairly unfafgettable way the variety of factors, subtle and
unsubﬁle, which go into the formulation of strategic decisions. This is of
particular value to a military officer whose environment in the course of his
trgining and in the earlier years of his career does not often reveal the
actual weight of political, econamié, and other non-military factors in
'decisionwhaking or assign to them & dominant role in the nationel policy
structure. This sense of perspective is achieved largely through role-playing it-
sglf, that is tq’say, by the adoptipp_%y'tpeuigggy;dnél,piajér~of the rolé
iﬁfkﬁiéidméf'or polic&-makér or stratégistAwho ﬁust deal»with issues and pro-
blems in a way that is outside the normal experience of the military officer,
Role-playing for the trainee is thus an end in itself as well as a way to
Ehelp make the political world explicit rather than implicit.

For diplomatic trainees many of the same values obiain, but in the know
ledge that in terms of career such training is central rather tﬁan peripheral.,
For experienced practitioners, whether from the military, diplomatic, of
educational realm, the experience offered by the game is of course of little
orr no educational value;buﬁ it may tof important value in tﬁe second broad use

of the techniqﬁewmés an adjunct to operations research or poliey-planning.
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In this context the value of gaming is iconsiderably more controversial
than when gaming is limited to eﬁ:p:.ic’iﬂy' educacional use. The political
. éxefcises involving professional diplomats or serious students of international
relations or diplomacy so far have had a variety of purposes, ranging from
modest %o daring. : ;‘

The most modest aim wouid be to learn morg‘about‘the teéhniqug of gaming
‘itself. This was our chief purpose in putting on‘ M I'$b“s - Endicott House
game in the fall of 1958 which for three days engaged the rather fascinated
. attention of a group of senior scholars and officials, and to which I shall
refer again. Themext step toward boldness would be the attempt to uncover .
factors in a given operational situation which might not otherwise recéive

priority or even awaieness in more conventional types of planning and re-
search. The RAND experience,‘which has generously been made available to some
of us, assigned considerable value to this findingo Historical experience is per-
haps UQ;Wﬁmnyguide, but a politncal exercise can serve as a testing ground ‘
for assumptlons which go well beyond the kind of selfsquestioning to which
the scholar or planner is accustomed. By his own inventiveness the player
can provide insights for himself as weil as for others into the-néed‘for con~
tingency planning, a need which is notkalﬁaya satisfied inﬂéur policy-planning
process, k

}hug one.of the most useful purposesof the serious professional reality game
is to help clafify premises which underlie tbinking and planning but which
are not of ten if ever put to the actuél test of events., Lacking such a

test of eveﬁts, the game sets up a laboratory in which those events can be

.\X lived through experimentally., Senior scholars have reported eye-opening

bencéptions of elements in their own field of specialty which only the game

-

brought out. v
A further value may be the identification of new areas of potential research
which may be subsequently investigated by either further gaming or by more

conventional research



phe ultimate temerity lies in the
notion that the future can be 5redi@ted by the use of gaming. Artificial
simulation of events is going to distort reality in inescapable ways. There
are variables and intangibles in any human situstion which cannot be com-
prehensively anticipated if 6niyw$écause ef the sheer cussedness of mankind,
a quality which confounds the most elaborate pr@gnosticatioﬁsn And, perhaps
most serious of all, there is nc assurance that culture-bound Americans,
however dramatic their role-playing, are going to react identically with
the kinds of mentality they are attempting to simulate; particularly those
shaped in drastically different cultures and subject to pressures which
we may find it impossible to evoke. Perhaps we §hould introduce the Stanis-
lavsky method into gaming. At all events,this is an imperfection which cannot
be lost sight of. |
3 3 * 3 3 3 %

There are some basic factors in designing and playing a political game
which are generally common to all such experiments. The first has to do
with the preparation. In the first instance this depends on the resources
available, The scope of staff preparations can range anywhere from full-time
for a group of pecple down to a couple of ueeks of frantic efforis by cne
man with some part-time help--and I report the latter type with some feeling.
The minimum essential preparaticns include the choice of the problem, the
selection of personnel, their organization into teams representing the

governments or other international forces bearing on the problem,
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the arrangement for physical facilities, staff organization, normally
including one or preferably two umpires, and preliminary documentation
setting forth the problem and supplying necessary background.

The choice of problem is crucial, determining as it does the scope

of the game in terms of geography, teams, and players. Some recent games
took the whole world for theirarena, with all teams making moves and reacting
right across the board. Another type of probiem centers around a single
erisis in a single area. In our Endicott House game the problem was a
¢risis caused by an anti-regime cocup in Poland. We therefore had to

assign maximum strength to the American, Soviet, and Eastern European

teams. But at the same time, since we anticipated that the problem would

go before the United Nations, it was necessary to have teams representing
aggregates of countries in Afriecsz, Asiag, and Latin America.

‘The choice of problem, then,will deiermine whether the geme takes place
primarily in the form of bilateral nsgotiations between govermnments or whether
its emphasies is chiefly in the United Nations cor cther international conference

settings or both. The Berlin games put on for some of our students at
M.I.T. centered around rather interminable méetinw of the foreign ministers,
with emphasis on a sn;all number of dominant governments and individual
negotiators.. In some of the RAND games and’ at the ﬁav'al War Col.lege there
were only two or three teams, with the game managers or umpires attempting
to supply the initiatives and reactions of all countries unrepresented.
There werel0 teams at Endicott House.

The choice of problem will slsc deiermine whether the pame is going
to be primarily political or military in its tone. 7If & "bonb-iine”
probliem such as Poland or Berlin or Formosa is chosen, and if one party

or the other has no real alternative but to commit its stratagic forces,
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a political gasme may be over in the first five minﬁteso On the other

hénd, one of the insights of our exercise at Endicott House is that such

a bomb-line problem does not necessarily lead to hostilities if the

gcvermnental teams faithfully eeek to duplicate the probable actions of

the governments concorned.l ot couru. the organizers can rig the m to 01“‘1““ ?
’the alternative of military action, but this would iwe- on the players an | “
artificiai inhibition which cén be’ éestructive of the chief values of the

exercise. An ‘
important choice for the designers concerns the internal organization of

‘teamao In an educational game it. is very useful to expose the internal
dacision-»making process of a society such as our own by a formal diviaion
of labor, includ ng civilian and nulitary executive 1eadersh1p, Congressional

m public op:l.nion, and so on. A n:lnplor :!omt is the d:l.vicion of the Anor:lun

team into component parts of the executive eommunity, perhaps even jus* two-- :

~ the. Natiqnal Security Council and Joint Chiefs of Staff. For the pro-

fessional gaﬁe this internai division of labor is useful primarily to

ensurekthat all significant factors are being reflected in Dbasic stra-

tégi‘c déﬁisiom;‘ simulated in the gamkeo

Another ma,jor decis:l.on is on the relation of game time t-o real tlmeo

Time can with unearthly ease be compresaed, expanded, and made past, present.

or fu‘mreo Some games have been projected into a future time, partly to .

avoid having ?:.he players confused by contemporary events, Other games have
—taken thé world as it is, letting the game be " influenced by what

the players read in the New York Times evéry morning. 'In either 6ase there

is a tendency to develop a schizoid mentality trying to sort out ;’v:hat is
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happening in the game and what is happening in real life. This inci-

dentally illustrates the‘degree of commitment which individuals acquire

Vin these games., To someone who is not a psychological expert it is no-

thing short of astonishing t§ see grown men abandon their families, forget

their worldly obligations, and engage their personalities and intellects

sc completely in a simulated role. Perhaps show business learned this a long timeeggo.
Once it has been decided whether the game is to be Set in .the present,

a year from now, or five years from now.--or conceivabiy five yéérs ago if -

the purpose is to .replay an earlier situation to see how it might have |

been handled differently--~the scenario can be written, describing the world

as the players are to find it on the opening of the game. The ratio of

the game day to real time can also be juggled with astonishing ease. One

hour of gaﬁe time can represent a week or a month of real time, with the

umpire intervening to say vwhat ha# happened in the interim., At the opposite

pole the real events of a single crucial day of history can be played

and replayed, discussed, and then played again, all over a considerable

period of elarsed time, |

A crucial decision is whether the strategy to be followed by players

is to be realistic or what is called a "deviant strategy’. Iﬁ other words,
all players could seek to reproduce as faithfully as possible the probable
reactions of known governments; or one team could bé freed from such iﬁhibi-
tions, pl#ying an "optimai" or "norm#tive" strategy.

- In this connection it is of great importance that at the
outset, as soon as they learn the problem and before the play begins, teams be
required to put on paper their basic strategic goals, their estihate of
fhe situation, and their appreciaiion of how it will probably unfold. This

can serve as a standard of comparison in the post-mortem session, and it teaches



much about the validity of the premises.:and appraisals on the basis of
which a given team has operated. I consider it useful to withhold from

the players advance knowledge of the actual problem, particularly where

the game pgnters around & crisis situation to which the players should

react as in real life, and tOZEOnceal background papers and maps which identify
the problem until the game actually commences. The final body of
information launching the game often takes the form of a series of hypo-
thetical press releases, starting perhaps at D minus 2 and gradually picking
up momentum as tgé crigisvunfﬁldé,with dispatches issuing from capitals

and comhuniques from chancelleries, military disposition leakings, and other
;,,garhg;of'ghe familiar flap proceeding to the point where the game
starts éhdfthe machine takes off under its own momentum.

Clearly, the role‘of umpires is vital, In the RAND games two
non-playing teams were used, one a team of uﬁpires who had the function
.Wofufuling on the plausibility of.ﬁoves vwhich were submitted to them in
writiné before being executed, and the other a so-called '‘nature" team whosé
function,was to introduce new factual elements, generating new crises in
other parts of the world, ard inkgeneral stirring up the mud when things got
slow. In other games the functions were combined, In a game at M.I.T. a
world newépaper‘cal}ed the Weltbild was.produced each night by the instructional
staff, presenting td thé piayerS’at the beginning of each day the hypothetical
events which had taken pléce overnight and would seriously affect their
plans for the day. This technique had been refined to the point of having
a simulated James Reston, a Walter Lippmanng or a Joseph Alsop commenting

in his own inimitable style.
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The mechanics of reproducing anﬁ distributing documexits. and gehgraliy
kéeping the flow of information moving is one which would not tax a large .
extablishment, and indeed an overly efficient administra‘tive operation poﬁrlj,

slmulatea | "the real-life lags in infomatio‘n ‘whiéh so often bedevil
those who have to make decisions, from the Preaident down to the squad
leader. The physmal layout is important; . | if a game is played .,1.1; tod'
~small a space - it'will maximize thes ‘sénsé of unfeality by apeedikng‘

up information as well as mking it difficult to hold realistic consulta-

" tions, At Endicott House we: were treat.ed to the Spectacle of foreign
ministers striding in and out of one forgign office after another and
co‘rx.iucting multiple lnegotia-tiqns in a short space of time which even

the ‘.!.at.e Mr. Dulles would have envied as an exercise in ’personal dipj.cmxacyo |

The uée of the international conference technique, apart from being ’
 a wholly realistic ‘epivsode in the unfolding of many an international ecrisis,
| ‘has the ﬁirtue‘ of enabling a large number of‘ players to pa'rticipate and of
creating a setﬁing in which multiple diplomacy can vrealistic’ally:
take place. Reality, however, is méximized only if éorresponding go?erna
ment héadguartera are established apart from the conference so thaf ne-
gotiators can consult with their governmenﬁs and receive tinsfbructions on
the basis of which thé iacticél negotiations can proceed with realisfna

Practically all ‘whd have taken part in these experiments agree that

~ the post-mortem session following the game is perhaps the most valuable

event of the political exercise, Here the players are debriefed; and here
at last the strategies of the individual teams are exposed to general view

and di.ssec’c'edo - Y Apostamortem session immediately following the

‘game is not entirely satisfactory, coming out of a role is a little bit like

~
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coutng out of * deep sleep after & particularly vivid dresm. It taku
timas for the carry~over of emotional content from the game to rnnltty

to wear ott. But given adequate time and conducted lkilltully. tha po.t- |
mortem can supply the decisive 1nsi¢hta about the planning and. action pro—

N

cess in the very_nty_in which the gane. L;ke the reclity‘it sinnlltol,'

cannot .

On the basis of the evidence so far it 1s.difficu1t to draw any
definitive conclusions about the political game as a means of analysing
~alternative national strategies. Above all, uncertainty lingers HBSHt
the payoff in the realm of prediction. In games I have cited there have
been some startling anticipations of events which subsequently took place
in the real world° The 1956 RAND game at Santa Monica involved the withe
drawal of minor Soviet contingents from Germamy, some profound differences
among the NATO powers regarding the use of force vis-3-vis Naaser’q Egypt,
and the rapidity of Soviet technological advances, all of which were to
_appear in the press shortly. Some M.I.T. students in 1958 - .. " antici-
pated the forthcoming reﬁellion of French colons and militéry'elements in
Algeria, a mo§e:aboutbwbich ﬁhe.umpirés were‘sufficiently skeptical as to
question its plausibilit; | |
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One suggestion which has appealed to some of us is the possibility
of running simultaneous games so that their outcomes may be compared.
Another possibility would be to have a single problem gamed, simultaneously

discussed by conventional planning methods around a table, and given.

a third check in the form of one mad genius in a closet trying to antici- -

pate the whole thing siugle-han.edly..

The built-in limitations in using Americans to play the roles of
foreign countries could perhaps be net by having nationals of the
country pley on their own home team, so to speak, perhaps in combination
with Americans, On the other hand I have seen great value in placing an
extremely anti-American foreign student in the role of American Secretary

of Sta'te,' ~watching with fascination the transformation as he came up

against the crisis and was required to act responsibly in his assigned role.

came out of the game chastened and even grudgingly admiring theperformance of

the current Secretary of State (although the price was to have his
antaegonism transferred to me for having done this to‘ him. )

It is not easy to predict where this new technique is going to lead
us, There is a new game on the market called "Diplomacy, The Game With
- the Human Element"whereby anyone with $6.95 to spend can happily negotiate,

 denounce, threaten, spread rumors, or declare war. Perhaps we are 2all in

the wrong occupatién. There might be great value in THUS pre-vesuiuy &

summit meeting, or in examining possible alternatives in the event of

Nasserism in the Panama Canal zonre;

of 1956 with alternative Western strategies. Given the appropriate faci-

1ities and staff, 8 cold war problem might be run through successive poli-

tical and.limited military stag‘_es.

or in replaying the Hungarian revolution
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The future uses of the political game need to be approached with
prudence, and I do not expect to be able to claim that as British hot
Wwars were won on the playing fields of Eton, American cold wars are going
" to bewn on the playing fislds of M. I.T. Reality can of course only be
simulated in & game, But there are two prime values which group operations
of this kind do bring to analysis of foreign policy problems, One is the
benefit of interaction between several minds--which can of course also
be achieved around the conference teble. The other is the rather more
complex set of benefits which flow from the dynamics of this interaction
in the form of role= playing, generating a self-sustaining reaction that
develops its own course independent of the limits or boundaries with which
one starts. There is a potent value in unpredictability, and in exposure
to the antagonistic will of another who is operating on the basis of very
different assumptions, WNeither of these values csn be derived from
solitary meditation or cooperative discussion, In this sense; an affirmative
answer is possible to the general question "Is political gaming useful?" and

this insight emerges as the clearest finding from our expsrimentation.



