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“ S imulation is an umbrella term that
covers some interesting active-
learning strategies—including role play-

ing, simulation exercise and games and
computer models—that allow students to
practice and apply their learning” (Mey-
ers and Jones 1993, 89; italics in the
original). As this quote indicates, educa-
tional exercises, simulations give stu-
dents the chance to apply theory, develop
critical skills, and provide a welcome
relief from the everyday tasks of reading
and preparing for classes. Students “put
on the skin” of another person and par-
ticipate in the learning process. For the
social sciences, where there are few
absolutes or certainties, students can
investigate the major questions of the
discipline experientially. Comparison,
analysis, and evaluation by students are
the natural outcomes of this learning en-
vironment (Bain 2004; Meyers and Jones
1993). Simulations have become increas-
ingly popular in the teaching of social
sciences and, when done properly, they
are effective. Shifting the focus from the
teacher to the student provides more im-
mediate feedback to the student than a
lecture and exam some time in the fu-
ture. Students immersed in the “game
world” must actively demonstrate their
grasp of the subject. As members of
teams, students have increased account-
ability as well as assistance from their
peers in learning (Bain 2004; Wheeler
2006). In addition to engaging students,
simulations make complex theories
clearer. Active participation in the
knowledge experience, as opposed to
being a passive observer, allows students
to experiment and build their own
knowledge base. A number of studies
have shown that this approach increases
comprehension, builds critical thinking
skills, and improves retention (Asal
2005; Krain and Lantis 2006).
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This method is particularly appropriate
for examining the complexities of the
international system. Simulations, fol-
lowed by analytic discussion, encourage
students to engage with the issues in a
fresh and vibrant manner. The advantage
of active methods, such as simulations,
over lectures is that students are more
likely to delve beneath an issue’s surface
and are better able to relate theory and
practice (Amoore and Langley 2001;
Fowler 2005; Krain and Lantis 2006).
Topics with multiple motivations or theo-
ries at work are particular targets for
simulations. Proponents of this method
argue (and I believe quite rightly) that
the ability to recreate the complexities of
political processes in the classroom al-
lows students to examine motivations,
constraints, and interactions. Addition-
ally, they promote analytic skills and a
deeper understanding of the political sys-
tem dynamics (Asal and Blake 2006;
Krain and Lantis 2006). Passive learning
in these areas leaves many students in-
different, resulting in only superficial
explorations of the issues. As Shellman
and Turan (2006, 20) note, “international
relations simulation enhances students’
knowledge of international relations
theories, concepts, organizations, and
processes. It does so by creating an envi-
ronment where students apply and make
use of theories and concepts to achieve
their goals.” On the other hand, a role-
playing exercise requires students to im-
merse themselves in the topic and the
decision maker’s motivations (Kanner
2004). As McKeachie and Svinicki
(2006, 226) state, “The chief advantage
of games and simulations is that the stu-
dents are active participants rather than
passive observers. Students must make
decisions, solve problems, and react to
the results of their decisions.” Situations
involving negotiations and the allocation
of scarce resources are ideal settings in
which to use simulations. Assigning roles
motivates students to participate in dis-
cussions and test their own problem-
solving capabilities (Fowler 2005; Lantis,
Kuzma, and Boehrer 2000). In this case
the simulation was developed for an
upper-level political science class on war,
peace, and strategy. Most students were
juniors and seniors and had already taken
at least the introductory course in inter-
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national relations or international affairs.
The majority of them had taken a num-
ber of international and comparative pol-
itics courses. The course focused on the
decision by international actors to use or
not use military force in defense of their
interests. Therefore, the simulation’s pur-
pose was to reinforce theories of conflict
and cooperation within an anarchic
environment.

One of the first questions in designing
a simulation, or any teaching activity, is,
“What do I want students to learn?”
(Bain 2004; Lantis, Kuzma, and Boehrer
2000). As stated above, although this
simulation was designed for a War,
Peace, and National Security course, it
focuses on questions that are key objec-
tives for most foreign policy, inter-
national behavior, or international
relations courses:

* Why is force used to solve disputes?
* What constraints (structural, motiva-
tional) are there on the use of mili-

tary force?

* How useful is force in pursuit of
national tactical and strategic
interests?

In addition to having students participate
in traditional discussions and write es-
says built on these major issues, |
wanted students to understand the inter-
nal bargaining that occurs as decision
makers weigh their options.

War & Peace

Scenario

The simulation centers on seven
states—Azteca, Bruder, Calderon, Delan,
Erat, Fredonia, and Gulan. Specific back-
grounds and resources for each state are
listed in the Appendix.! The system is
currently in a period of relative peace
following a large scale conflict around
50 years ago. Since then, most states
have enjoyed prosperous times with high
levels of trade and interdependence.
There is no current hegemony, although
a number of states perceive the opportu-
nity to become the regional leader. Over
the centuries, states in the region have
tried and rejected a number of inter-
national governing systems. While as a
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group they are not against institutions,
they are hesitant to enter into permanent
agreements.

Preparation

Since this was an upper-level class
within an international relations field,
most students already had a handle on
the basics and were able to start the first
week of class.

Students

Students were randomly assigned to a
state and then given the chance to orga-
nize it. The only restriction was that an-
archic (leaderless states) were not
allowed. Having organized, students
were expected to coordinate with other
groups directly through the use of diplo-
macy or public statements. This was sim-
plified by using WebCT’s? bulletin board
or discussion group capability. One board
served as the international public sphere
and each state had a separate private
board for its coordination. As the simula-
tion progressed, additional boards were
established for each alliance.

Instructor

Instructors in these types of exercises
are usually limited to raising questions
relating the exercise to lessons and read-
ings from the class (Fowler 2005). How-
ever, since most of this exercise was
generated by the students, a significant
duty for the instructor was computing the
results for each round’s events (to be
discussed later). As it turned out, this
was a great deal of work, but was sim-
plified by using a spreadsheet program.

Conduct

There were only a few formal rules of
conduct although students quickly devel-
oped their own norms, such as good faith
negotiations. This allowed for a high
level of free play.

Schedule

State activities drove most of the ac-
tion. Each week of the semester (there
were two 75-minute classes a week) con-
stituted a separate round, however this
was for administrative purposes as states
were continually negotiating.

Beginning Round: Instructor published
updated resource levels and updated the
class on any news. Announcements were
followed by a discussion of the last
week’s events and how they related to
the theories of conflict and cooperation
discussed in class.
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During the Week: States negotiated
treaties and determined their actions for
the upcoming week based on changes to
the international environment and any
internal issues. Examples of these treaties
included a nonaggression pact between
Gulan and Bruder as well as agreements
on a free trade zone between Fredonia
and Calderon. States that saw these ac-
tions as threats would plan on initiating
negotiations as a function of alliance
building. In addition to time at the end
of class for negotiations, heavy use was
made of bulletin boards and the course’s
internal email system.

Weekend: States deliberated on their
responses and posted any announcements
on WebCT’s bulletin board no later than
6:00 p.m. on Sunday, which constituted
the end of each round. Private and secret
actions between states (such as establish-
ing an alliance or moving troops to the
border) were forwarded directly to the
instructor for arbitration. After all actions
were submitted, the instructor computed
the results and the changes in state
resources.

Possible Actions: States chose from a
menu of actions that covers most of the
activities of states in the international
system.

Negotiations: Students quickly realized
that even powerful states need friends
and guarantees. Unlike in many simula-
tions, negotiations were not risk-free.
While a successful treaty could improve
the position of a state, a failed negotia-
tion could damage international reputa-
tions. Although states could send feelers
to judge the acceptance of a possible
agreement, no credit was given until they
submitted a signed treaty to the instruc-
tor. Treaties were not limited to one area
and students could (and did) negotiate
military alliances, trade agreements, and,
in one case, a neutrality agreement.

War: Sometimes the differences be-
tween states exceed their leaders’ capac-
ity to negotiate. In those cases, military
power must be expended. Even if suc-
cessful, wars cost states and should not
be entered into lightly. States were re-
quired to submit formal public declara-
tions of intent and resources before
going to war. In cases where alliances
were in place, military resources were
balanced against the whole of the al-
liance’s resources before computing suc-
cess or failure.

Intelligence Gathering: Although spy-
ing was not encouraged, it was recog-
nized as a valid use of state assets. States
wanting information about another state’s
intentions committed $100,000 to an in-
telligence budget, which gave them one
message from the targeted country. Once
states realized that this was an element

of the simulation, they began to conduct
operational security, often filling conver-
sations with nonsense or false informa-
tion on the chance that the message was
the one selected for transmission.

Costs of Activities (See Table 1
for details)

Because there is no such thing as a
free lunch, every action required the allo-
cation of resources. The amount of re-
sources allocated could determine the
success or failure of the response, al-
though results also were based on the
probability of success given a random
generator (in this case, a set of die).
States had three resources that they could
dedicate to their efforts.

1. Diplomacy. Unlike other instru-
ments, successful diplomacy was a
function of the players and not ran-
domness. States allocated diplo-
matic points to indicate the level of
political capital and commitment
that they had during negotiations.
Once states entered formal negotia-
tions, they were publicly commit-
ted by declaring their points on the
WebCT bulletin board.

2. Military. Successful use of military
power was determined by a compar-
ison of the expected values of the
states involved with the greater ex-
pected value of winning. Military
power could be increased by allo-
cating GNP GDP? toward training
new service members; however, this
took one round to have an effect.

3. Economic. Economic power was
both an instrument that supported
other resources as well as the focus
of state policy for some states. Be-
cause many considered trade to be
the best way to increase economic
power, trade relations could be
opened with any state where peace-
ful relations existed.

Grading

Evaluation in any simulation is diffi-
cult. It is easy for students and instruc-
tors to see simulations as only a change
of pace from more traditional classroom
activities. To be integrated into the class,
the simulation must measure whether
students connect it to the course objec-
tives. Grading for the exercise had both
an individual and a group component.

Individual Logs

A substantial component of the simu-
lation grade was each student’s weekly
log of their group’s activities. Weekly
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Table 1

Costs of Activities

Diplomacy

Military

Economic

1.

2.

Effect of this instrument is a function of the players and not a
random event.

Players allocate diplomatic points to indicate the level of political
capital and commitment that they have during negotiations. When
states enter formal negotiations it will be announced in the
discussion forum. Each participant must commit these points in
advance of an agreement.

Diplomatic points awarded for successful talks will be multiplied by
these factors to determine changes.

Factors

0.5—Achieve an agreement

—-0.25—No agreement

—0.75—Diplomatic efforts result in conflict

Effect of this instrument will be determined by a comparison of
the expected values of the states involved with the greater
expected value winning.

Military power can be increased by allocating GNP GDP toward
training new service members. One additional service member will
be allocated for each $20,000 committed. As an example, a
commitment of $1,000,000 will result in an increase of 50 service
members.

The effect of military encounters is determined by the expected
value computed as:

EV = (military resource) * P(random) + economic resources #* P (random)

P (random) decided by roll of a single die

Losers in each encounter will lose half of committed resources from
both their population and their military size. Losers will also have two
points deducted from their diplomatic resources.

Winners of each encounter will lose one-fifth of committed resources
from both their population and their military size. Winners will gain
two points from each encounter.

1.
2.

Economic resources support other resources.

Because trade is considered by many to be the best way to in-

crease economic power, states may decide to initiate trade relations

with a state. To initiate trade:

A. States must have peaceful and diplomatic relations with each
other.

B. Each state must negotiate a trade agreement.

C. Each state must commit a certain level of their GNP GDP (per-
centage or amount) toward trade with the other state.

D. The success or failure of the negotiations and the level of GNP
GDP increase will be a function of a multiplier effect.

E. The multiplier (a result of a toss of the die) will be applied to the
amount of GNP GDP dedicated to trade by each state.

F. Because trade relations are not all equal, each state will roll die
separately to determine their multiplier.

Diplomacy can be supported by promises of financial aid or loans. If

an agreement is reached, these promises will result in a transfer of

funds from one state to another. The amounts allocated to aid need

to be posted along with the diplomatic points at the same time as

the annulment of formal discussions.

Military initiatives require a minimum allocation of $10 million of

GNP GDP. Amounts above that can improve capability by improving

logistics, morale, and technology.

logs included a short description and
analysis of each action taken. These
analyses were evaluated based on how
well the descriptions of the actions re-

lated to specific theories from class read-
ings or discussions. For instance, a
student who described an agreement as
an example of defensive realism because
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it was an attempt to bandwagon against a
possible hegemonic alliance would be
given more credit than one who simply
stated that the agreement was settled be-
cause of mutual interests. If a student
disagreed with the group’s decision
(which happened on a number of occa-
sions), the reason for dissent was to be
included. These logs were collected at
least once during the simulation and also
at the end. Grades for individual logs
were based on application of the theories
studied during group activities.

Group Grade

The second component of an
individual’s grade was each state’s ability
to formulate and conduct policy. Two
submissions were used to judge this.

National Security Strategy (NSS):
The first of these submissions was each
state’s NSS, due at the end of the first
round. An NSS is a statement of a state’s
goals and interests, as well as a method
to accomplish them. The suggested out-
line for the NSS included: (1) statement
of national interests and goals; (2) state-
ment of threats to interests; (3) strategy
for defending and advancing interests;
and (4) specific approaches.

After Action Report: The second sub-
mission was an after action report of how
well national goals were accomplished.
States were told to think of these reports
as the “State of the Union” for their na-
tional leader. Grades were assigned based
on their ability to meet initial goals.

Successful Diplomacy: An additional
incentive was offered to overcome any
student’s status quo bias. The acquisition
of more resources is generally considered
a goal of most states. Students whose
states ended the game having increased
their diplomatic points by 25% were
awarded an additional two points for the
simulation grade. Any state that lost 50%
or more of its resources was declared a
failed state and subject to colonization
by any other state. Colonization of a
student’s state resulted in a loss of one
point from the student’s grade (although
some students called for stiffer penalties).

Lessons Learned

As stated, the class discussed lessons
learned regarding theory and action at
the beginning of each week. On the
simulation’s last day, students were also
asked to discuss problems with and pos-
sible improvements to the exercise.
While the simulation’s focus was on its
everyday play, students’ comments con-
nected it to the application of theories
discussed in class. The comments cen-
tered on four topics:
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Democratic Peace

Students were allowed to choose any
type of government, however all states,
even ones described as feudal (Azteca),
adopted either democracy or constitu-
tional monarchy as their form of gov-
ernment. Despite the presence of a
number of self-proclaimed realists, stu-
dents thought that there was an institu-
tional bias toward interdependence and
negotiated settlements. Although con-
flicts existed, war did not break out nor
was it threatened. There are two possi-
ble explanations. First, that the cost of
war in the simulation was so extreme
that no state would risk it. This was not
outside the realities for most states and
probably acted as a constraint. States
that had been successful in gaining
without conflict showed an aversion to
the risk of war. Second, that having had
the idea of democratic peace drilled into
them, the students automatically deferred
to negotiations. While this demonstrates
a limit to students’ ability to role play,
democratic peace theory was emphasized
to show that norms have an important
influence in states’ behavior. All actors
had certain expectations of other states’
behavior. It was suggested that a better
way to examine democratic peace theory
would be to assign states their govern-
ment type (e.g., military dictatorship,
theocracy, etc.).

Anarchic and Chaotic System

The instructor’s hands off position
ensured that all events were the result of
player decisions. The result was that at
the mid point of the game, the inter-
national system had become bipolar with
two great alliance systems (and one non-
aligned state). From then until the end of
the game there was little or no reason for
action; no state wanted to upset the bal-
ance of power since a status quo bias set
in. These students, who did not remem-
ber the Cold War and had all started col-
lege after the September 2001 attacks
and the Indian Ocean tsunamis, thought
that this was an unnatural environment.
In their view, leaders needed to be forced
out of complacency by arbitrary events
whether natural (earthquake) or man
made (insurgency). Much as events in
Yugoslavia changed the Clinton adminis-
tration, the addition of these conditions
would force states to reevaluate their
initial strategies. A possible solution to
this would be the introduction of non-
state actors, such as a transnational ter-
rorist movement that could act as a “wild
card.” These groups could prompt action
by states, like al-Qaeda did for the
United States, or could be allied to
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weaker states to wage asymmetric
warfare.

Internal Disputes

Besides insurgencies, states undergo
power shifts that can change policy and
security strategy. As discussed above,
stability and the status quo became the
norm for all of the states. The lack of
challengers meant that there were no do-
mestic pressures on leaders to change
their selected courses of action; once
established, all but one of the states kept
the same leadership. Leaders did not
have to worry about accountability to an
electorate or a dominant coalition. Since
accountability is one of the explanations
for democratic peace discussed in class,
the absence of contenders had theoretical
implications.

The one exception to this condition
was a power struggle between a civilian
leader who wanted to go to war and a
military leader (who happened to be an
ROTC cadet) who refused to commit
forces. His argument was that the inva-
sion would have been a risky action and
the possible gains did not outweigh the
possible losses. I am not sure if this was
a result of the conservative nature of mil-
itary culture or an illustration of prospect
theory. However, his attempted coup and
subsequent relief by the civilian leader
(who also had him committed for psychi-
atric evaluation) provided some relief
from the status quo as other states of-
fered assistance to the new regime if
there was some promise of future favor-
able considerations.

Geopolitics

The map used for the simulation con-
sisted of two small islands and a flat
continent (see the Appendix). Given class
discussions of geopolitics and the effect
of geography on strategy, this was seen
as too artificial. States had to defend all
borders. The transaction cost of trade
was almost zero and there was no con-
straint on the movement of armies. It
was suggested that the future map in-
clude major rivers as well as a mountain
range. However, this involves more than
just drawing a new set of lines. Costs for
movement over these terrain features
would need to be added to cost of con-
flicts for military operations. While pos-
sible, the added value may not be worth
the additional computational issues.

Conclusion

Student comments at the end of the
simulation reflected the lessons that I
had hoped that they would learn. While

the goal for all students was the same—
i.e., gaining diplomatic, military, and
economic points to get a good grade—
they found that there were different
strategies to achieve this and that mili-
tary force was only one method, and a
costly one. Many stated that in spite of
not achieving their military goals, they
were successful in improving their posi-
tion through trade and diplomacy. Oth-
ers (a minority) credited their success
and survival to luck. Most saw parallels
between their actions and that of world
leaders. The theories we discussed were
replicated on a small scale in the class-
room. Although we did not conduct a
formal pre- and post-test, I found that
students’ final papers showed a more
refined understanding than their prelimi-
nary papers. Informal feedback from
other instructors indicated that students
were taking what they learned in the
simulation and applying it in other
classes. The students seemed more en-
gaged in the behavioral aspects of inter-
national actors than students from other
classes that were not involved in the
simulation.

Although I have not had the opportu-
nity to teach this course again, this simu-
lation has been used in courses such as
foreign policy and international behavior.
Minor problems in the costs of state ac-
tivities were addressed during the simu-
lation and are reflected in Table 1. These
fixes were seen as a better reflection of
the true relative costs of state activities.
When I presented this simulation to my
graduate course on teaching, there was
interest in its use for medium-sized intro-
ductory classes in international relations.
I look forward to hearing the results of
its use at that level. In that case, there
might have to be more instructor inter-
vention as students are not as likely to be
familiar with the concepts upon which
this simulation is based (e.g., theoretical
principles, alliance structures, bargaining
theory). However, I do not see this as a
major obstacle to the successful use of
this simulation.

While it may be impossible to place
students in the position of state leaders,
this simulation had the advantage of at
least introducing the complexity of their
decisions. By adding costs to all deci-
sions, students became more constrained
and cautious, as many national leaders
are (or should be). Having a number of
instruments at their disposal, they learned
to balance carrots and sticks. They
learned that even powerful states can be
constrained by the agreements of smaller
states. At the same time, they realized
that leadership requires agreement from
other leaders and that sometimes doing
nothing is the best response.
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Notes

1. Despite the fact that the state descriptions
provided differences in ethnic homogeneity, his-
torical background, and government type, stu-
dents tended to ignore all of these differences
except that of governmental type. Even Azteca,
the non-democratic state in the system, quickly
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Although highly industrialized, Azteca is a semi-feudal militarized state. An island nation, Azteca was isolated

for most of its existence. As a result, it has few ethnic groups and most internal politics focus on factional
fightin% amongst elites. While one group wants to expand Aztecan influence, another wants to return to the

days of the monarchy.
Bruder

Bruder is a constitutional monarchy with a large and Eowerfu| middle class. Heavily industrialized, Bruder is

aligned with a number of the elites in other countries by morrio?e and family. With one of the strongest

economies in the region, Bruder’s leaders see themselves as the

Calderon

uture leaders of the region.
Calderon has the smallest economy and military of any state on the continent. Although historically a

constitutional monarchy, reforms and disinterest amongst the hierarchy has resulted in the state essentially

being a democracy.
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Appendix (Continued)

Delan

Delan is a loose confederation of predominantly agricultural provinces. Only recently unified, Delan has a

weak central government and has not developed a national identity. This has caused problems as the northern
Delanian provinces have started to industrialize and are seeking autonomy from the south.

Erat

Erat was the largest power on the continent, althou?h this position has been slipping as the costs of
maintaining its empire have grown burdensome. Still

a monarchy, Erat's royal family is divided on the issue of

preserving the empire or splitting into component parts (each ruled by a branch of the family). Many of the
provinces also have strong ethnic identities that present a problem for both the state and local governments.

Fredonia

Fredonia has used its geographic position to its advantage. Originally part of Erat, it won its independence
and established a representative democroc%/.
has become prosperous through a blend o

lts security guaranteed by its ability to avoid continental wars, it
industrialization and trade. Until recently, Fredonian leadership was

mostly isolationist. However, a new cohort of leaders has a view of Fredonia as a leader amongst the industrial
states. Although it has the most ethnically mixed population, internal conflicts are almost nonexistent.

Gulan Gulan is

in an unusual position. One of the oldest states on the continent, it was formerly a major power.

Since then, the bureaucratization of its government and labor force has reduced its economy and position as
an economic force. With a strong nationalist spirit, Gulan has never accepted the change in the status quo. As
such, the Gulan leadership sill sees itself as leaders of the region.

Starting Resources

GDP Population Military Size Diplomacy
(millions) (millions)  (men at arms, millions) Points*
Azteca $715,365 35 0.5 15
Bruder $379,868 23 0.95 16
Calderon $270,912 16 0.5 7
Delan $273,600 16 0.6 9
Erat $357,315 21 1.25 15
Fredonia  $1,840,898 74 0.8 19
Gulan $291,824 16 1.25 13

*Diplomacy points are a function of the relative levels of GNP GDP, population,

and military size.

Military Technology

All states are comparably organized and equipped. Weapons are described below:

Small Arms

Tanks
Infantry Vehicle

Artillery

Aircraft (Bombers,
Fighters)

Rifles are semi-automatic, magazine fed.

Pistols are double action magazine fed auto.

Machine guns are crew served weapons and the same caliber as the rifles.
All members of the military are equipped with one of these weapons.

Tanks are Fullr tracked, diesel powered with both main gun and two machine guns.
Crews are fully enclosed and protected from CBR weapons.

Each vehicle can carry a complete infantry squad into combat. They are equipped with both anti-tank
missiles and larger caliber machine guns.

Artillery is available in a number of calibers depending on mission, and 90% of artillery is self-
propelled.
None of the artillery carry nuclear weapons.

Bombers come in two varieties—tactical (direct support) and strategic (general support).

Tactical support aircraft are smaller and have fewer types of orgncnce. Strategic aircraft are large
and can carry any ordnance in the state’s inventory. None of the aircraft carry nuclear weapons.

Fighters are designed to protect bombers, although 10% are designated for direct support of land
operations.

Navy Most states possess only a shallow water navy designed to protect their coast lines. The only excep-
tions are the two island states, Azteca and Fredonia. They possess a limited blue water navy con-
sistingdprimarﬂy of destroyers, convoy escorts, and a half dozen battleships each. Bruder has begun
to build its navy; however, it has only produced one battleship with one in the docks.
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