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USING SIMULATION TO INCREASE 
FISHING YIELDS IN ATLANTIC CANADA

Rex Brynen, McGill University
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WARGAMING DECEPTION

Rex Brynen, McGill University
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DECEPTION

Canadian Armed Forces, Directorate for 
Army Doctrine, ACT: The Operational 
Function, (2013), B-GL-320-000/fp-001 

BLUF: Deception is an 
important part of 

warfare.

BLUF: Deception is 
about shaping an 

opponent’s behaviour.
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“Quaker gun” (American Civil War) ANZAC “drip gun” at Gallipoli (WW I)

ISIS dummy HMMWV, Mosul (2017)

Serbian dummy tank, Kosovo (1999)

Russian dummy tank (2023) Ukrainian dummy tank (2023)
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UK Ministry of Defence and NATO,  Allied Joint 
Doctrine for Operations Security and Deception 
AJP 3.10.2 (March 2020).

DECEPTION

BLUF: 
Deception is 
an important 

part of 
warfare 

AND doing 
it 

successfully 
can be quite 
complicated.
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OP BARCLAY

OPERATION BARCLAY was a 
series of deceptive actions 

(including MINCEMEAT and 
WATERFALL) undertaken in 1943 

to support HUSKY (the Allied 
invasion of Sicily).

British “12th Army”

OP Mincemeat
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OP BODYGUARD

OPERATION BODYGUARD was 
a series of deceptive actions 
(including FORTITUDE and 

QUICKSILVER) undertaken in 
1944 to support OVERLORD (the 

Allied landings in Normandy).

US “1st Army Group”British “4th Army”

The London Controlling Section

XX
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WARGAMING 
DECEPTION

UK Ministry of Defence, Influence Wargaming 
Handbook (2023)

BLUF: 
Wargaming 

it is 
complicated.
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1. An actor need to be able make the 
CHOICE to deceive and take ACTIONS 
to support that deception.

2. The target must have their view of reality 
changed.

3. The target must act on that changed view 
of reality.

Is this simply a game effect, 
wherein an (unplayed) 

subordinate is fooled, rather 
than the actual player?

Or is this a game of 
wits between the 

players?

This doesn’t require imperfect 
information (and, indeed, may 
benefit from being evident).

This usually requires 
imperfect 

information.

Nor does it have to be a player choice, 
since the player may simply be 

observing the importance of deception 
(in an educational game).
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TYPES OF WARGAMING DECEPTION

• Modelled deception

• The game includes an evident 
deception effect, much the same as 
modifiers for (say) air or artillery 
support or defensive positions.

• Possibly as a choice, possibly as a 
randomized or narrative event.

• Executed deception

• Players must execute deception in a 
way that changes perceptions and 
behaviour.

• That is, they must use the game 
mechanisms available to them to 
actually achieve (cognitive) deception.

TYPES OF (WAR)GAME DECEPTION
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32

!e ISF player may accept the apparent 
surrender of Daesh fighters.  
If so, roll a die:  
1-4   One is a suicide bomber, place a 
disruption marker on an ISF unit in the 
area where combat is being conducted;  
5-6   A Daesh unit in the area must take a 
step loss. !e Daesh player may choose 
which unit is affected. 

SURRENDER? 

Niniveh_Cards-Front_EN-08.indd   32Niniveh_Cards-Front_EN-08.indd   32 28/07/2022   15:2728/07/2022   15:27

30

Rumours and misinformation 
hamper ISF operations. Daesh may 
immediately place one Rumour in 
any non-ISF area, or two if they 
have Spy Network or a Media Center. 

CHASING GHOSTS 

Niniveh_Cards-Front_EN-08.indd   30Niniveh_Cards-Front_EN-08.indd   30 28/07/2022   15:2728/07/2022   15:27

42

A local civilian offers to guide Iraqi 
forces through the city. If the ISF player 
accepts, roll a die:  
  1     Daesh sympathizer. Place a disruption 
marker on one Iraqi unit (chosen by 
Daesh) as it is led into an ambush; 
2-6   Loyal citizen. One ISF unit (chosen 
by ISF) may immediately make a bonus 
move into a non-Daesh area.

LOCAL GUIDE? 

Niniveh_Cards-Front_EN-08.indd   42Niniveh_Cards-Front_EN-08.indd   42 28/07/2022   15:2728/07/2022   15:27We Are Coming, Nineveh!

With these Event 
cards, players aren’t 
undertaking actual 
deception, but they 
ARE learning about 

its battlefield 
importance.

MODELLED DECEPTION
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POTENTIAL FOR EXECUTED DECEPTION

The “Pournelle diagram”
Potential for 
Deception
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MATRIX GAMES

• Players can execute deception in negotiation 
with each other, or undertaken deceptive 
action via facilitator, but the rapid pace of play 
constrains both.

• Modelled deception is possible, however.

GAME TYPES AND DECEPTION

SEMINAR GAMES

• Range of player options and pace of adjudication 
provides substantial opportunities for designing 
and implementing innovative executed 
deception.

• Limited number of turns may be a complicating 
factor, however.

RIGID KRIEGSSPIEL

FREE KRIEGSSPIEL

• Range of player options and flexible 
adjudication provides substantial opportunities 
for designing and implementing innovative 
executed deception.

• Limited time for adjudication may be a 
complicating factor, however.

• Finite range of permitted actions and rigid 
application of rules may constrain deception.

• Can be done, however, especially with 
imperfect information and/or major 
negotiation component (Diplomacy).
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We Are Coming, Nineveh!
107

LARGE TUNNEL NETWORK

6

Once per game during the Daesh support 
phase, place two tunnel markers on the 
map. !e first must be placed in a Daesh-
controlled area, and the second in another 
area up to three areas away. A tunnel 
marker is removed from play at the end of 
a game turn if the area is under ISF control.

One per turn during the Daesh movement 
phase, one Daesh unit may move from 
one tunnel marker to any another up to 
three areas away. !is counts as the unit’s 
regular movement for the turn.

107
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STAY-BEHIND FORCE

Play this card at any point during the 
game (including during ISF movement), 
then remove from play. 
Immediately place 1 (or 2) stay-behind 
unit(s) in any area(s).

3
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EXECUTED DECEPTION
With these game mechanisms—blocks, rumours (dummy 

counters), tunnels, stay-behind forces, etc.—the Daesh 
player is provided with the building blocks of 

(executed) deception.
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RED deceives target audiences as to the 
accuracy of (dis)information by posing as 

BLUE.

RED uses humour to overcome audience 
resistance to influential (dis)information.

RED uses deception to increase threat 
perception in target audience, thereby shifting 

their behaviour.

EXECUTED DECEPTION
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DECEPTION BY CONTROL
(“RED HERRING” CHALLENGES)

• As part of an educational (war)game, CONTROL can also create 
deceptive pathways in order to: 

• assess how well players avoid them (or why they follow them) 

• provide “teachable moments.”
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“THE CONSPIRACY THEORIST” 
CNN ACADEMY 2023
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The End
(or is it?...)
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