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Abstract

War Games at Work: Networks of Power in the U.S. Army Video Game Project

Robertson Lee Allen

Chair of the Supervisory Committee:
Professor Miriam Kahn

Anthropology

This ethnography documents and explores the interconnections between the U.S.
military, video games, and cognitive labor by focusing on the production, markatithg
deployment of the official U.S. Army video ganfenerica’s ArmyThe video game, now in its
third iteration, has been available as downloadable freeware since 2002, andrifasednd a
variety of other applied military technologies used by enlisted U.S. solitgechief objective,
however, has continually been directed towards increasing the quantity anyg efuatiny
recruits while retaining enlistees.

My starting point is in the acknowledgment that the militarized relationsxi@splified
by America’s Armycall into question tacit ontological divisions between the virtual and the
actual, work and play, education and entertainment, and war and game—divisions ahthisup t
point have helped humans make sense of the world and their place in it. | argue thatitiee bl
of these divisions is yet another part of the evolution of biopolitical power. | fofioee t
thematic threads in this development in biopower vis-a-vis military gamestigating how
militarized connections to digital games alter how wars are fought, hawienare imagined

and created, and how both labor and entertainment are mobilized for the purposes of war.



The trajectory of this ethnography moves from more historical and institutmeial f
towards the increasingly specific and personal. Chapter 1 introduces theZammg/ Project,
research methodology, and theoretical concepts. Chapter 2 contextualizegebiedyr
providing an oral and institutional history. Chapter 3 explains the rationale andidge
Project, drawing primarily upon interview material with Colonel Caseydwweski. Chapter 4
examines the fictional enemies of the game, contrasting them withHMeeaes,” actual soldiers
held up as model citizens by the game. Chapter 5 visits the Virtual Army Enxqgeeard the
Army Experience Center, two recruiting efforts implemented by th&etiag agency Ignited.
Chapter 6 explores the idea of “cognitive labor” in the military entertainmeéustry, in
particular the situation of thémerica’s Armyideo game designers. Chapter 7 reconnects each

of these threads with the topics introduced in the opening chapter.
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l. Introduction”

PJ Goes to War

“The action takes place in an oppressed yet stubborn country—Poland, Ireland, the republic of
Venice, some South American or Balkan state....”

—Jorge Luis Borges, “Theme of the Traitor and the Hero” (1998:143)

PJ’s world is very limited and intense. It is confined to one large strees thlabut four
blocks long and filled with an array of abandoned shops, hotels, vehicles, and restaumants. Thi
street is bordered by smaller parallel and interconnected alleys—tiwe éast and one to the
west. A bright but cloudy sky casts brilliant shadows upon brownish gray buildings amdeshatt
rubble in the streets of this city called Travnizeme. PJ, however, givasasieation to these
details, as he knows that he and his fellow squad of US Army soldiers have arorggian to
undertake. As PJ’s Squad Leader explained in the mission briefing earlier, a gragovan@n
enemy soldiers is fast approaching. They are seeking to escort one ¥iRscio safety. PJ is
unaware of the overall strategic and political implications of his mission; lsendb&now who
this VIP is or why he is so important. This information is not relevant to the situatiamé. He
knows only that his squad’s mission is to kill this VIP at all costs before he danita the
extraction point on the other side of the city.

Five of his squad mates—Fire Team A plus the Squad Leader—head west to cover the

exits from a side alley. The responsibility of PJ’s unit, Fire Team B, is to tuweastern sector

" All given names in this dissertation that initjedippear without a surname are pseudonyms. Naraearth
accompanied by a surname are the actual namedividnals. See note 10 for further naming detaild a
conventions.



for possible enemy VIP extraction attempts. As two soldiers in PJ’s && Tun towards stairs
that will take them to a roof top overlooking the main street, his Fire Teamrl_eade
LawBringer007, calls out the full name assigned to PJ when he first joined the /Renglexed
Jaguar, follow me! “Sure thing LB7,” PJ answers. They dart north down an eastern side
alleyway, up a short flight of stairs and around several corners. LaveBoidig continues north
down the alley at a dead run. PJ follows, but hesitates, knowing by experiencelthat suc
incautious tactics are one way of getting quickly killed. Instead, PJ checHartks and squares
off, bringing up the iron sights of his M16A4 machine gun. He covers LB7’s headlong spri
down the dark alley, but realizes that there is little that he can do to help pistEce Team
Leader.

Although PJ is still a rather inexperienced soldier himself, he understands that
LawBringer007 is demonstrating what his squad mates have disparagiegtgddd as “noob”
soldier behavior. But LB7 can only learn through experience, PJ tells himsafeSough, as
his Fire Team Leader runs down the alley past the open back door to a hotel, Fiehears t
dreaded sounds of a Czervenian Obran being fired at close quarters and he knows that
disregarding LawBringer007’s orders was the right decision. He watcloesgkhhis iron sights
as a hidden enemy soldier unloads rounds of bullets into LB7 from inside the hotel. PJ’s fire
team leader falls to the ground, severely injured and incapacitated, but deaglet| can see
him. He’s right inside the hotel door,” LawBringer007 communicates through PJ'sheads
Moments later, though, the enemy soldier edges into the alleyway in hopes ofgseBuriwith
ropes in order to immobilize him from taking part in further combat. Down the altkinahe
shadows, PJ waits until the enemy is centered within his sights, then fireiedgpethe enemy

soldier falls to the ground next to LawBringer007.



Instead of rushing to secure the Czervenian, PJ waits, thinking that perhaps there is
another one nearby covering his fallen teammate’s flanks. But PJ can heauréa: ememy
soldier speaking in his own language over his communications headset, presuathalglyor
medical aid and informing his teammates of PJ’s location. PJ realizéethmatst quickly
silence the incapacitated enemy soldier, but he hesitates to kill him smeeothid be a severe,
illegal violation of the US Army’s rules of engagement (ROE). Although ROEtioakhave
happened regularly in this particular theatre of conflict, PJ also knows than$egaences for
such dishonorable actions can include a prompt imprisonment in Fort Leavenworth. PJ has been
there in the past and he does not want to go back. So, choosing not to become a warldeminal t
time around, he cautiously secures the enemy soldier and removes his abamaracate
with teammates or participate in further combat operations.

PJ has been listening to the tense chatter of Fire Team A’s squad mates, a@nthpp
engaged in a firefight to the west. In the meantime, LawBringer0O07 has bedmglseverely,
having been shot multiple times in the right arm, chest, and right leg. Although PJrionslge
doubts the utility of having LB7 as a teammate, he knows that healing him wouddtagé¢ an
injured teammate back into the action, if only to cause a distraction for the eoleeyssto
shoot at. It would also earn LB7’s gratitude, increase his honor in the eyes of his sg@sd m
and maybe even get him a medal. PJ crouches over LawBringer007, and after abautds$ sec
of first aid treatment—ijust like what was taught to him during training fsiclmmbat life
saving—LB7’s multiple bullet wounds are patched up and he is again on his feet. Thedfre T
Leader’s injuries prevent him from moving very fast, but he is an extra gun andasebaf

eyes for PJ to use to his advantage.



Almost immediately after LB7 is healed, two shadows of enemies erftergehe
foliage in a square to the north of the alley. “Two Czervos coming this way,” LUB7ocd, as PJ
hears the report of two Obrans and the subsequent impact of bullets all in LBi’arfte PJ’s
body armor. PJ does not pause to check on the state of LB7—he very likely is dead nhow—but
instead turns around and sprints into the hotel, away from the quickly approachingseftamie
sees some spiraling stairs and continues up them at a sprint in an effort to eludedris
Down a hall and into an empty room, back against the wall and crouching down, PJ waits. He
feels like a coward, camping in the hotel bedroom like this, but if he plays ititighight just
be the best strategy. He assesses his wounds: a light bullet scrape on his left, shaulde
severe bleeding, and a direct hit to his chest, but the body armor prevented irguadibli
communication with other squad mates is still active, so he relays the vital atifmnrto the rest
of the surviving US Army soldiers in the area: “There are two who just cameugththe back
door of the hotel. One looked like he could be the VIP. I'm in the second floor, side room.” “I'm
on it,” the voice of another squad member, TehLux[o]r, responds, adding, “I think we’re the only
two left.”

As he waits for his teammate to arrive and the opportune moment to emergediram hi
PJ reflects upon his experiences in recent weeks. It had been a quick journey frormipaot ca
Travnizeme, but a journey which had involved hundreds of deaths and failures in addition to
emotional victories. PJ has learned and improved his skills with every mistakiee aas made
friends—brothers in arms—that he would risk his life for. He has already riskefiH@ them
multiple times, and even died for them, in this theater of conflict. Several gayseand two
others were killed in this very room by a hand grenade tossed into the open window by some

lucky noob Czervo.



PJ is brought out of his reveries as he hears gunfire downstairs in the hotel lobby.
TehLux[o]r apparently has found one of the two enemies that had been chasing him. All
becomes silent following a deafening boom of a grenade from downstairs. Maybe both
TehLux[o]r and the enemy were killed from the blast, or maybe the enemyeslirvi
TehLux[o]r, though, is dead; his voice commo is down. PJ hears dull sounds of movement in the
second floor's back room overlooking the alley. He moves quietly down the hall, re&l/ing
weapon. He turns the corner and sees the VIP facing away from the door and looking out a
window. Having heard something suspicious, the VIP moves as if to turn around, but it is too
late: a barrage of bullets has left PJ’s rifle and entered the head ofhk iglan immaculate
death, clean of any bone fragments or slippery bits flying to splatter on lhenaa slight
puff of red appears as the VIP ragdolls and flops to the floor.

PJ has completed the mission. Celebratory music plays as time stops in Ril'stmebr
the glorious, disembodied dead from PJ’s squad shout in jubilation. They had all been watching
the action from their purgatorial state. “That was awesome, man!’sgdal leader
congratulates him. “Hey, thanks for helping me out,” says LawBringerO07. Tmdes later, a
different scenario plays itself out in this world of alleys, and with the saspawned people.

This time, however, PJ isn’t as cautious or lucky; he takes a bullet to the ndukbfeeds and
audibly gasps for air the screen turns red then fades to black. The sgnseediario replays yet
again, and again. Perhaps the next time Perplexed Jaguar is protecting theedtPahgying

to kill him; maybe in some lives he actualhthe VIP. The possible permutations of this thread
multiply as PJ’s career in the U.S Army expands, but the constant variabldsgfdald death,
victory and defeat, and honor and teamwork through armed combat are all that ifbesgeor

understands.



The Army Game Project

“War can never break free from the magical spectacle because its very purposeodioepr
that spectacle.... There is no war, then, without representation, no sophisticated weaponry
without psychological mystification. Weapons are tools not just of destruction but also of
perception—that is to say, stimulants that make themselves felt through chemicabgieairol
processes in the sense organs and the central nervous system.”

—Paul Virilio, War and Cinem#1989:5-6)

Virilio’s words, written just prior to the consumer revolution in networked eleasoni
seem even truer today. In PJ’s spectacular war story, a clear defir&fawar from its
representations is lacking; there are elements which point to an uncanny, inhuman ieleme
PJ’s interactions with both enemies and teammates. And, in fact, PJ is amaatialgyaf
human and computer—a prosthetic extension of a human user, whoever he or she is—within a
virtual world of an online video game. PJ’s narrative may be an overdramatic wabsitoigr a
video gamer who has temporarily suspended disbelief long enough to become imménsed i
environment and sequence of game events, PJ’s experiences, and by extenseridreces of
PJ’s human player, are very real, embodied, and physically stimulating, invabahgdrenalin
rushes, increased heart rates, and other real sensory experiencespaicanal
communications. PJ’s war story might be a novelty for many who are unfawitliamilitary-
themed video games, but for the tens of millions of gamers worldwide who play cibreimazte
games it is not very exceptional.

Despite its unexceptional position as merely one narrative among theragstfasther
virtual war stories that have been enacted within video game worlds since the latd?1%/0s

6



story still stands out for one reason: it takes place within a public video game erentdhat

has been entirely funded and produced by the United States Army. A hardcore player of the
gameAmerica’s Armys, released by the U.S. Army in the summer of 2009, could tell you that
the battle described above took place within a scenario known as “Alley (Day Clawidly)Xhe
mission type being “VIP” (see Figure 1.1). It is likely that this hypataégamer would be able
to identify many of the rooms and doors that PJ passed; imagine the nuanced grekadés
and ricochets of bullets hitting cinderblocks or bricks (some of the many game secmdied
from real weapons at U.S. Army firing ranges); and intuitively undershtandrtwritten rules

and interfaces of gaming that might leave many uninitiated people lost.

Figure 1.1: In-game marketin iae for the “Alley” level of America’s Army 3

This hypothetical gamer playing as PJ would most likely not be in the Armyeoested
in joining it, although many people who plAynerica’s Armyare veterans or prospective
recruits.America’s Armyafter all, is an elaborate interactive advertisement for the U.S. Army

and, like most ads, only a small portion of people who experience it fully buy into it. Ting Ar



however, does not need or expect every player of the game to be completely pdsjcaded

the Army; a user oAmerica’s Armywho comes to accept Army norms, priorities, and ways of
thinking about the world—one who moves further towards not questioning the status quo of the
“military normal” (Lutz 2009)—counts as a success for the Army as well. The isdsence of

the logic behind the Army’s long-term investment in entertainment and interéethnologies

that possess a persuasive power—investments considered by many to be ouspideréef

what the military does or should do.

America’s Armyreleased by the U.S. Army on July 4, 2002 for free download and online
play, articulated one of its goals as being “to educate the American phblit the U.S. Army
and its career opportunities, high tech involvement, values, and teamwork” (Arney I3ajact
2002:1). In achieving these goals, the game went beyond the call of duty, for numeges pe
worldwide began playing it as a form of entertainment and socializing. Ssnoeefption, the
game continued to evolve with periodic updates and it consistently ranked among the most
played online games. In 2008merica’s Armywas awarded five Guinness World Records,
reflecting its massive appeal: Largest Virtual Army (9.7 millionsteged users, about 10 times
the total size of the actual U.S. Army); Most Downloaded War Video Game (42 million
downloads); Most Hours Spent Playing a Free Online Shooter (231 million hours agust A
2008); Earliest Military Website to Support a Video Game; and Largest Tingv€lame
Simulator? Successive versions of the game—such as PJ’s waoflthefica’s Army 32009)—
in addition to modifications designed to train Army soldiers and applicatatsid in the
development of future weapon technologies, resulted in the expansion of this oncegewll pr
to encompass a large network of commercial and military institutions known astlyegGame

Project.



The Army Game Project has been at the forefront of “serious games” kiadymi
entertainment in the past decade. In 2002, when the Army recruitment ratdliwggiie to
deployments, the Army Game Project contributed to a new push by the Army td ismikéo
potential recruits and the public at large. It also spearheaded the developrerdus software
packages now being used to develop leadership and weapons training for soldetd.# t
Army. With a history of contractual agreements between a varietyropanies in the electronic
entertainment business, including game industry giants such as Ubisoft and Bps, Ge
project has been located at a dynamic nexus between a deregulated, neoliversd Inusdel of
military contracting and more traditional state-run military orgatininal practices. Through its
business arrangements, the franchise at its height expanded well beyond thgamnérte
include commercial console versions of the gafimeerica’s Armyplastic action figures, a coin-
operated arcade game, a downloadable cell phone version of the game, a higbhgecitive
venture in Army recruiting outreach at the Army Experience Center in Plpihaaleand also a
10,000 square-foot mobile mission simulator dubbed the Virtual Army Experience, whiath toure
throughout the U.S. to air shows and NASCAR events, hosting hundreds of people for a 20-

minute, immersive Disney-style simulated Army gaming/recruitirqgeaence (Allen 2009).
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Figure 1.2: The front cover of the September 2000Idiersmagazine, which featured
America’s Armyand other military gaming initiatives.

With all of these popular cultural appearances, it could be easy to overlook other
applications of thémerica’s Armyplatform that have been developed for military training and
weapons development (see Figure 1.2). For example, one application teachesstegsenli
before their entry into basic training some essentials in land navigatiomryngrid referencing
for maps, and first aid. Others include a training exercise created for tteel Gtates Secret
Service, applications which test and simulate future weapons under developmes#, a cl
guarters combat simulator using live fire ammunition, and a convoy skills tggaeed towards
enabling soldiers to make better decisions while under stress. These adaptdtieAsnerica’s
Armygame were designed throughout a network of commercial and military situdtateigh,

Los Angeles, San Francisco, Seattle, Orlando, and elsewhere, and theiesetiie overseen
10



at two offices: the Office of Economic and Manpower Analysis at West ROEVIA), and
Redstone Arsenal’s Army Software Engineering Directorate (i) Huntsville, Alabama.

The reasons for the existence of such a broad network of offices devoted to the Army
Game Project are multifaceted, and the benefits for the Army in placigi-a&liber game in
the middle of popular gaming culture were numerous. In addition to being an efficéenost-
effective marketing tool to target the enlistment of male teenafyersiica’s Armywas also
seen by its designers as a relatively cheap way to train soldiers ndnéasing retention rates
by providing “a realistic intro to the Army before getting to boot campd&Z8004). Added
salary incentives; greater opportunities to gain advanced university slegtem the Army; and
an institutional push by the Army to market itself as an option with multiplercaegectories
also play into this retention strategy. Following the invasions and occupatiofghairdstan in
2001 and Irag in 2003, both the manpower requirements of the military and resources of the U.S.
government became severely tax&therica’s Armydesigned by military economists to cut
costs while concurrently increasing recruitment efforts among teens nbptddeame very
relevant to the Army. By challenging many of the more entrenched pedsxe “legacy”
models of recruitment, however, the project quickly made institutional enemies+taandrs
supporters—within the greater organization of the Army. Following the economic wovint
2008, the rate of recruitment to the U.S. military predictably rose, with thi tlegt funding to
the Army Game Project, once relatively reliable, was extensivelyTbe future of the program
remains to be seen, but the questions raised by the circula#ionesfca’s Armyand other
Army Game Project products are very much apropos in a society shapecebgribeny of war
(Der Derian 2000; Turse 2008), immersed in the interactive spectacles ofto@thinl 2010;
Virilio 1983), and alienated by a pervasive overload of information (Berardi 2009a).

11



This dissertation investigates these networks of the Army Game Prajettteamultitude
of sociocultural issues that become highlighted by its existence. Thess, iggther argued in
my thesis below and enumerated in detail in subsequent chapters, are in seroerdsskto
many of the questions faced by Americans and the globalized world. | have ahesamine
the practices of the Army Game Project from an anthropological point of view bdtaas a
fascinating history and depth, one that reaches to the core of the militartdzesthnocentric

American psyche.

War and Game

“The military uses games to recruit and train soldiers; the antiwar movement uses game
express the futility of the current conflict; the pro-war movement uses gamesdsseats anger
against the terrorists; the news media use games to explain military strategy; and the
commercial games industry wants to test the waters to see if we are going to play wathgames
same way other generations watched war movies.”

—Henry Jenkins, “War Games” (2003)

America’s Armyis a significant game in its own right, but it is not the video game itself
that exclusively interests me. Following general approaches estahltiglsecial studies of
media, in this dissertation | examine the sets of relationships that surroyprddhbetion and
implementation oAmerica’s ArmyThe main idea behind this approach is that media products
are cultural artifacts which can shed light upon a variety of other sociot¢ytactices and
assumptions. A single media product can signify multiple ideas, depending on the itontext
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which it appears. War games, in particular, are floating signifiersémabe endlessly
interpreted (see the Henry Jenkins quote above), even by their designers.bitistgrof
meaning, when coupled with the situational gravitas of conflict, gives waggamowerful but
often nonspecific emotional tenor, and this is what makes them so gripping to aefariety
people. The Army Game Project, which seeks to impose a very specific ioséatuhessage
upon their game, nevertheless cannot change the fact that media produstayseedeived by
a range of individuals and open to a variety of interpretations.

In choosing to look aAmerica’s Armyas a cultural artifact in this way, | take a broader
perspective than more formalistic investigations of video games (somsetifieered to as
“ludology”), which have been undertaken under the rubrics of media studies and the growing
interdisciplinary field of video game studies. Those reading this digeartaith the expectation
that it is exclusively about a video game might end up disappointed. The structursigncitle
America’s Armyand its related products are indeed aspects that inform my investigation; the
underlying rationale behind my decision to exanfneerica’s Armyhoweveryests not in the
gualities of the game itself, but in its position within a kind of liminal space as®rayal trends
that are becoming increasingly important and apparent. Three of these tregnie darther
explanation as they figure prominently in the scope of this dissertation.

First among these general trends is the rising popularity and use ofeaithes. When |
grew up in the 1980s, video games were typically discursively relegated to thie ddimeeteen
boys, and the medium was considered in the eyes of many to be an adolescent tog—ofte
useful scapegoat portrayed as being a dangerous medium perpetuating and gitingpcsl
ills such as aggression and the decay of critical thinking, but nonetheless d twgulibnever
be a legitimate medium of information, communication, and propaganda in its ownfrigist. |
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point of view was ever a valid one to begin with, it definitely no longer holds true. Vadeesy
have grown up, along with their players; the average age of a video gameipl2008 was 35
years old, and 75% of all video game players were over the age of 18 (ESA 2009:2). Games have
entered into mainstream media, and even during the economic downturn beginning in 2008 sales
increased as the demand for them gtéihe industry as a whole has grown significantly, with
nearly $11.7 billion in sales in 2008, compared with $2.6 billion in 1996 (ESA 2009:11). The
sheer variety of video games has grown as well, and although the plots and premisgs of man
games are inane and infused with niche interests, there are just as masyrgtm market that
present narratives and situations compelling enough to give one pause. Likeigilmedium
that is constantly reinventing itself through the creation of new types aégyemhnich cater to an
increasingly broader range of consumers. Everywhere, a “convergsraging place between
networked media (Jenkins 2006), and games are at the center of this process.

The evolution and growth of online gaming has been extensive in the past 20 ydars, wit
a vast array of gaming choices now available for individuals. Massively Myl@pOnline
Games (MMOGSs) are now in abundance, and social scientists have shown that &mdire vir
economies, cultures, and ways of being exist within these wokdsrd of Warcraf{Chen
2009; Krzywinska and Lowood 200@yerques{Castronova 2005; Taylor 2009econd Life
(Boellstorff 2008; Pearce 2009), abttima Online(Dibbell 2006) being among the most
popular and thoroughly investigated. The overall consensus is that these onlinewartdslare
very real, and that to speak of them as an anomaly outside the sphere of “realrefrect.
There is a co-evolution taking place between these game worlds and the workhtdfpate,” a

term originating in cyberpunk fiction, which refers to the physical world shfend blood.
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America’s Armyis not a persistent, expansive MMOG in the vein of these games, but as an
online multiplayer game it also takes part in this societal joining betweeahand actual.

The pervasive and social media gaming market further blends the virtual wéttttiad
to the point where these terms lose distinction, and these markets have likgeiseneed
major growth as smart phones and items such as the iPad have grown in popularitgsi§/€e
here refers to a game industry term for games played on phones or otheemmvates, but the
term is also demonstrative of more theoretical discussions explored belowe )aftermath of
the 2008 economic crash, as groups of developers rushed to create new applications for the
iPhone and Facebook, the pervasive gaming market held an almost grail-likeepsbmisdus
for game developers seeking to break the precarious cycle of hiring and tegoitsly
experienced by the knowledge economy’s cognitariat. Average consumersdileawbraced
these games, as they were readily networked into cell phones, wekehgiagxpensive, and
involved games that could be played intermittently, without large time conamis.

This increasing variability, variety, and interoperability in games theecourse of the
last 20 years has coincided with a second important trend, which is the rising, arldaow a
essentially pervasive, scale of quotidian consumer interactions with vipuggeatations and
simulations of war. War has always been a function of vision, and vice versa; the tgidmolo
seeing have always been directly related to the technologies of §@kfniio 1989), and this
holds true for video games. Imagining war as if it were a video gastefitered into
widespread public consciousness during the First Gulf War in 1991, which was hdukdga
“video game war” due to the news media’s prominent and unprecedented reliandalon ae
bombing video images and digital representations of the conflict. These images apgdar as
if U.S. military engagements in Iraq were a game, similar to thoshwiere being played in
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the homes of many Americans. They showed war from the perspective of the pilot and the
military strategist, but this produced an unexpected level of detachment beteemtual

killing and the way in which it was represented. And indeed, even prior to Irag’s invasion of
Kuwait general Schwarzkopf's staff had run simulations of the invasion and possible U.S.
military responses to such an extent that, after the start of the warrynuffiaials sometimes
became confused in their reports (Der Derian 2000:15). The cycle of informatioaceimeitte
First Gulf War, in which military personnel relied on news media outsadptd provide them
with up-to-date coverage of events inside Iraq, created a scenario of smthati became far
removed from the actual fighting. Civilians and soldiers died, but it was alshdgha war “did
not take place” (Baudrillard 1995). Contemporary real-time, 24-hour news coverage has
perpetuated this culture of simulation in which news of an event often precedewmiéhe ac
event—especially when polling and “shock and awe” is involved—therefore shapim)
affecting the outcome.

James Der Derian argues that the U.S. conflicts since the First @u-ivdm Kosovo
to Afghanistan to Irag—have increasingly participated in this kind of hyyeliated portrayal
of war (2000; 2003). “War has taken on the properties of a game,” he writes, “with hig
production values, mythic narratives, easy victories, and few bodies” (2003:41). Onercomm
slogan cried by protesters at military gaming events is that “wentia game,” and yet it has
become clear that war is increasingly becoming like a game, both in thenwalygh it is
consumed and fought. This is not new: war as a social ritual has always held potent
anthropological connections to gaming (Huizinga 1950; Stroeken 2012; Finnstrom and

Whitehead In Press a). Finnstrom and Whitehead, for example, contend that
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the actual killings on the battlefield, wherever they happen to be located,irauaehyt

linked to an emerging virtual space created by both news, cinematic and gasdiagas

well as the mediating technologies of contemporary military violence—suabasne
attack drones, satellite surveillance from space, stealth airplanes mogptees, night-
vision equipment and the associated use of politically covert assassinatiationge(In

Press b)

But if the anthropology of war has indicated that war is much more thane gaalso has made

it clear that to think of war as being a “state of exception” from the namder of society is

incorrect (Agamben 2005). If anything, war brings the issues and prioriteesamfiety into stark
relief; in American and other neoliberal societies, for example, war amdilikery have become
subsumed as a form of media entertainment (Ben-Ari and Frihstiick 2003; Halter @206; L
2001, 2009). A new word, “militainment,” has even come into use to describe this process (e.g.,
Stahl 2007, 2010) Militarization is both a cause and an effect of this trend.

Scholars have for some time been theorizing about the merging of war and game,
claiming that game development projects Wmerica’'s Army'dissolve the boundaries between
the military and the public” (Gregory 2006:215) and that the “distinction between thuigs
and things military [is] an illusion, artificially maintained” (Lutz 2001:8helcoming together
of these two trends—the increasing normality of war images in both news artdientent, and
the rise of networked video games as a popular and serious medium—has meant that “video
games have taken on a peculiarly resonant role in how we are thinking about wéHaties’
2006:xxv). | will show how this resonance manifests itself in the products and Baidtibe

Army Game Project.
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Biopower

“We increasingly live in a world in which opting out of technological systems is more aed mor
difficult and yet participation within those systems pushes us to accept structunag vt
oppose.”

—T.L. Taylor,Play Between World&006:135)

Underlying both of the trends examined above is a third trend that runs deeper. This is the
co-evolution of biopolitical disciplinary structures and capital. It is is finocess where the
heart of this investigation is located, and where the central argument of teisadies resides.
Before articulating this argument, it is necessary to understand winateferring to
when | talk about biopolitical disciplinary structures, for which the work afhi Foucault is
indispensable. For Foucault, biopower is, at its simplest, the wielding of poweifever |
Biopolitics is the political sphere through which biopower “attempt[s] to regbiatogical
occurrences at th@opulationlevel,” and it can encompass an array of sociopolitical
technologies, including demographics, policies, laws, and systems (Elbe 2005, emphasis
original)> Rather than approaching individuals as merely legal or political subjemewer
regards them as living beings whose physical health, mental condition, sexjealatics, ability
to reproduce, capability to fight, potential to work, and all other biologicallyectianctions
(the list can go on) are central to governance and supervision.
Foucault marks the “beginning of an era of bio-power” in the eighteenth centuy, wh
“there was an explosion of numerous and diverse techniques for achieving thatsonguof
bodies and the control of populations.” During this period, he writes, “there was a rapid
development of various disciplines—universities, secondary schools, barracks, workshieps; the
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was also the emergence ... of the problems of birthrate, longevity, public health, housing, and
migration” (1990:140). These disciplinary institutions became the definincfstes through

which biopower was wielded in liberal societies, and they exercised consalpoaizr over

both individual bodies and populations (e.g., Foucault 1990, 2002, 2003, 2007). They have
inevitably changed over time and morphed alongside socioeconomic and poltictlrss; it is
important to note that biopower is not stagnant, but constantly evolving, seeking outmew for
of control by insinuating itself into the fabric of social life and individual subjées.

“Biopower,” Philippe Bourgois and Jeff Schonberg write,

is not wielded overtly, but rather “flows” through the very foundations of what we

recognize as reason, civilization, and scientific progress. It operateglitpmacesses of

governmentality that may continue to include physical repression but a@ibrim
organized around monitoring and regulating large population groups through broad
interventions such as vaccination campaigns and censures. Individuals arendiscipli
purposefully and explicitly through institutions, but also subtly and unconsciously.

(2009:18)

In this dissertation, | follow suggestions put forward by Gilles Deleuze (1992),tand la
developed by autonomist theorists such as Hardt and Negri (2000, 2004) and Bifo Berardi
(2009a, 2009b), that the nature of biopower has changed. The disciplines described by Foucault
have evolved to a new point of disaggregation and diffusion. There is now a perpeal cris
within social institutions such as prisons, schools, factories and corporatidrtbganilitary.

This ongoing crisis is still rhetorically presented as a “state ofpgecg” but is, in fact, the
status quo for neoliberal states (Agamben 2005). The control wielded by thesé@onsti
however, is not fading away, but is instead becoming dispersed beyond the institutions
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themselves. This marks a more advanced evolution in biopower to increasingly erschi@pas
and subjugate bodies, expanding via globalized capital ever further into human biology and
subjectivity.

This evolution in biopower has produced what Deleuze calls a “society of control”
(1992), which is achieved when total institutions are no longer required to producessulyject
the disciplinary societies,” Deleuze writes, “one was alwaysirgaagain (from school to the
barracks, from the barracks to the factory), while in the societies of contri neeer finished
with anything—the corporation, the educational system, the armed servicgsiimtastable
states coexisting in one and the same modulation, like a universal system of defrmat
(1992:5). The work of Mike Davis (1988, 1990, 2006) can be seen as a description of the
dystopian effects that the control society has had on the everyday life of inthJidung in
Southern California and the impoverished, sprawling slums in cities worldwide. iDastites
in detail how the institutional systems of greater Los Angeles have beenngnalsiow decay
while concurrently spreading their capacity for control and surveillance thoatigociety.
Public space, for example, is militarized to such an extent that it is undiettvew Davis
employs a metaphor when he writes of “fortress Los Angeles” (1990; searadko2011; cf.
Hoffman 2007). Even the California prison system, which persists as one of the mosivexpa
and expensive in the world, is in a state of enormous crisis (Gilmore 2007). Withtehstiac
nihilism, Jean Baudrillard writes that these systems of “prisons aeetthbrde that it is the
social in its entirety, in its banal omnipresence, that is carceral” (1994:12).

Just as the specific pull of institutions has become more generalized, in the gbciety
control the ontological categories that were once integral to those disgifdo@eties described
by Foucault are now becoming increasingly blurred through the diffusion of the bizgdoliti
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disciplinary framework. Binary configurations of envisioning social orgaiozator example,

are eroding, and categories once defined in terms of their opposites ardri&dlimglevancy.
Four such categories of particular importance to this dissertationcme that have separated the
once discrete spheres of military and civilian, war and game, education andiemtent, and
work and play. The blurring of these binaries is one effect of the evolution of biopowea from
disciplinary power based at the institutions to a disciplinary power incréasliffgsed and
distributed throughout the control society. It is worth pointing out that in describing this
diffusionary process of biopower, | am not bemoaning the demise of the fabled “googstl’ da
when we knew the difference between work and play, or war and game. | aiyn aiesczibing

the foundation and starting point from which this investigation unfolds.

So what does all of this have to do with a video game? Quite a lot, actually, egpeciall
when the game is produced under the auspices of one of these classical digciplina
institutions—i.e., the military—and distributed through digital media networksthae become
essentially pervasive. Bifo Berardi argues that networked information, comrationi and
entertainment are areas in which the possibilities are now so unlimited ansiyeethat the
human capacity to process and interpret has been stifled (2009a). An overload oftiofoama
expressivity has, paradoxically, taken away our abilities for compreheisisnis also a
process of biopower; like Deleuze (1992), Bifo marks a

transition from a form of authoritarian biopolitical power that is persuaskest(ie

totalitarian regimes of the twentieth century) to a form of biopolitical pokna is

pervasive (like the contemporary infocracy). Persuasive power is founded on consensus

citizens must understand the reasons of the President, General, Secretarg.ar. D

Instead, the infocratic regime ... grounds its power on overload, the acceleration of
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semiotic flows and the proliferation of sources of information to the point of the

producing of white noise of indistinctiveness, irrelevance and indecipherability

(2009a:112-3).

The fact that the primary function Aimerica’s Armyis to persuade should not
undermine the relevancy of Bifo’'s statements in regards to this disseriaie other total
institutions (e.g., Rhodes 2004), the U.S. military still retains much of its diseiplina
institutional orientation in the persuasive and classically authoritanese send the products of
the Army Game Project employ a persuasive power that seeks the consent dhaldivizens
(see Chapter 2). (A favorite book of the project’s long-time director, Coloney @@z ynski,
is B.J. Fogg'Persuasive Technology: Using Computers to Change What We Think and Do
[2003].) But the situation ohmerica’s Armyamongst a militarized culture industry and
economy speaks to a larger, omnipresent form of power described by Bifo. This is the
biopolitical process of pervasive cultural militarization, enacted (it) gaough the harnessing
of high-tech “cognitive labor” and the intermeshing of the technologiesaonomies of
entertainment and war. Understanding the structure of labor within thesaienterit and war
economies is vital to this investigation, as the old binaries of work and non-veatk down

almost entirely.

Coagnitive Labor

“High techworkers tend to consider labor as the most essential part in their lives, the most

specific and personalized. This is exactly the opposite of what happened with the industrial
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worker, for whom eight hours of wage labor were a sort of temporary death from which s/he
could wake up only after the alarm bells rang, announcing the end of the working day.”

—Bifo Berardi,The Soul at Work2009b:76—77, emphasis in original)

The corporate adoption of the “play-at-work” mantra (and its darker double, the
imperative to “work-at-play”) has only accelerated in the past decadeans 10t to be
abating (de Peuter and Dyer-Witheford 2005, 2009; Kline et al 2003). A variety of social
networking tools problematizes the work—play binary even further as emplaydesie to use
networked technologies during work while extending working hours beyond disciigtiesct
and temporally bounded segments of time. This has led some to describe thespraetses
as being a primary characteristic of a post-Fordist “regime of highdtthncapitalism—the
sort of capitalism in which video and computer games are right at home” (Klin&0£1365).
Similarly, the rhetorical distinction which once existed between the wbtlie civilian and that
of the soldier has become increasingly vague through a wide variety & repdesentations
(Gregory 2006; Halter 2006; Lenoir 2000, 2003) and militarized practices (Lutz 2001, 2002;
Network of Concerned Anthropologists 2009) in the contemporary attention economy. As a
video game that touts one of its goals as “compet[ing] in the electronicagmieght space for
youth mind share” (Wardynski 2009:15) in order to encourage the consideration of military
enlistment at an early ag&merica’s Armyseems to actively and effectively perpetuate this
ambiguity—more so than many other forms of military recruitment and memtjpacgns.

With the evolution of biopower has come the evolution of prevailing forms of labor, and
the current post-Fordist, neoliberal economy can be generally distinguisheddordist
predecessor by the economic privatization and deregulation of formerlywstatedustries and
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social service programs; shorter production cycles; more networked amhiclesshical
structures of organization; greater mobility of jobs, coupled with increasedbiiitgtin long-
term employment; and the centrality of new technologies in all of thesegses (Virno 2004).
Among the starkest characteristics of post-Fordism is the increaseambiguity between
work time and leisure time. There is no longer “a clean, well-defined thresholatssgpéabor
time from non-labor time.... [S]ince the ‘life of the mind’ is included fully witkine time-space
of production, an essential homogeneity prevails” (Virno 2004:103). Bifo Berards tefdre
individuals working under this state of affairs as members of the “cogriitandtthe work that
they undertake “cognitive labor” (2009a, 2008b).

These general conditions describe the cognitive workplace of the editg@lry. Once
the separation between work and non-work time becomes ambiguous, other qualities of human
labor power become privileged. While the ability to carry out manual taskerasmed
essential, other skill sets have grown in importance: “Just as in [the iajystase all forms of
labor and society itself had to industrialize, today labor and society have toatfaunalize,
become intelligent, become communicative, become affective” (Hardt and2084:109).
Although specific types of labor have always compelled or required empltmypegect an
intuitive and emotional tenor in their work (e.g., flight attendants, service wgpes of
cognitive labor more extensively capitalize upon these affective, memtiadoaial qualities of
employees.

Video games, as a rising part of the contemporary global information-emtestsi
culture industry, operate as an exemplary industry in the post-Fordist cagnéarphasizing
“scientific know-how, hi-tech proficiency, cultural creativity, human sodighand cooperative
interactivity” (de Peuter and Dyer-Witheford 2005). It is an intenselyaatdhdustry that has
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always entailed a significant amount of labor precariousness, with studios comayimy off a
majority of employees after major releases of games. This treachkenore pronounced
following the economic recession beginning in the autumn of 2008. In this highly competitive
trade that has blended work and non-work time almost seamlessly, evendasigsers, and
engineers receiving state unemployment checks have had to continually labep théieskills
fresh and their portfolio new. Cognitive labor, which privileges these “sdig"skar work in

areas such as video game design, is also a central characteristic oftteell'smarketing and
recruiting efforts oAmerica’s ArmyHarnessing cognitive labor is both a means—through the
development and use of game technology—and an end for the Army, since these aalg precis
the qualities in soldiers that the U.S. Army seeks to recruit through novetesasuch as the
technologies oAmerica’s Army(Wardynski et al 2009). Cognitive labor, the hegemonic form of
labor in the post-Fordist economy of flexible, precarious workers, tends tatgesebjectivities

that are thoroughly militarized.

Militarization and the Military Normal

“Militarization is a step-by-step process by which a person or a thing gradually comes to be
controlled by the military or comes to depend for its well-being on militaristic idéasmbre
militarization transforms an individual or a society, the more that individual or societgston
imagine military needs and militaristic presumptions to be not only valuable but also normal.
Militarization ... involves cultural as well as institutional, ideological, and economic
transformations.”

—Cynthia Enloe, “How Do They Militarize a Can of Sou§2000:3)
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| find Enloe’s definition of militarization most useful. As she and othaxeloutlined
(e.g., Der Derian 2001; Gray 1997, 2005; Lutz 2006; Stahl 2010; Turse 2008), militarization
happens through industrial practices, infrastructural arrangements, daheyng, political
decisions, consumer marketing, and entertainment mediums that have come to hdve veste
interests in the continuation of economies which are centered on, or tied clodsdynaljtary.
The processes by which individuals interact with, and buy into, these militadaedreies is
militarization. Enloe, for example, explains how even a can of soup that contamsIpased
Star Wars satellites reflects militarized ideas that have been adaptakien-for-granted
assumptions by both the producers and consumers of soup (2000:1-35). These kinds of micro-
level processes of militarization are just as important to trace agdlee $mcial ones, as they
illuminate aspects of ordinary life that are often taken for granted.

The militarized economy of the United States stretches far beyond “titerynihdustrial
complex” described by Dwight Eisenhower in his farewell presidential addré961. Today,
industries and organizations devoted to the continuation of a militarized economy noat akist
levels, employ a large percentage of workers, and are central to the ox@nalinéc orientation
of the United States. The stretch of this economy is vast and alarming, caneshgconomic
sectors, including entertainment, communication, food, and academia, not to menson arm
manufacturing (Turse 2008).

The catchphrases that academics and writers have used to describe wiatsow
include expressions such as “the military entertainment complex,” “MNEE (the military
industrial media entertainment network),” “empire” (with a capital 6Ea lowercase “e”), or,
simply, “the complex” (see Der Derian 2001; Hardt and Negri 2000, 2004; Lenoir 2000; Lutz

26



2006; Turse 2008). Other kinds of “complexes” have been invented to describe othereadlitari
relationships. While these terms act as sometimes useful shorthand fdrsidgs$he conduct of
arrangements, practices, organizations, policies, transactions, assumptiodspbogies in a
militarized economy, they also have the potential to obscure that which thepeeBescribing
any kind of “military complex” as a single, monolithic entity belies thestant negotiation of
contracts, incorporation of new technologies, introduction of new policies, and thenesdaf
dynamic interactions between multiple parties of individuals and organizatidns wit
militarized logic of production. Michael Hardt and Antonio Negri write,

The notion of a ‘military—industrial complex became a mythical emblem fazahtol

exerted by the war industries over human destiny as a whole. It cameaesiseced, in

other words, as the subject of history rather than the result of complex relationg a

industry, warfare, and institutions in response to resistance and liberation mauditjent

has thus become a form of historical oversimplification that serves to dknaing real

considerations of class conflict [or] insurgency. (2004:40)

Fortunately, anthropology is well-suited to examine exactly what ismiented in the
notions of the military complexes—namely, the logics, norms for behavior aneksiqr, and
histories and narratives of individuals who have been directly involved in aspectiarfzad
life. Anthropological studies have gone well beyond talking about the general idhea of t
“complex” to examine specific manifestations of militarized fifehe production of this kind of
“military normal” (Lutz 2009), which normalizes and prioritizes military seand military
themes by treating them as a given, largely unquestioned fact, is one of the ohé¢nme
dissertation. Like the kinds of pervasive, automatic social processesl (@ltomatisms”)
described by Berardi (2009a), the military normal is a social autométamstalmost
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involuntary on the societal level in the United States. It is involuntary becauissmilitarized
institutional relationships have made it the status quo. Of this phenomenon, Anne deClint
writes, “The militarization of our culture has become so pervasive that ensis of neo-liberal
capitalism rolling in is seen as the next war” (2010). The logic of theamyilitormal is
sometimes difficult to escape, even for anthropologists studying it.

| must add that the specters of the tired, worn out debate centering on the isglee of vi
games vis-a-vis violence and aggression often still haunt (for me) this donrsstiveen
militarization and video games. The tropes of increased individual aggressioesa#t af
playing violent video games are apparent in countless decontextualizéwlpgycal studies,
alarmist news reports, and political campaigns that single out gamesiasesof social issues
related to violence whenever a school shooting, suicide, or unexpected teen murder (sappens
Jenkins 2003, 2004, 2005). | must be clear in stating that militarization is not synonyrtious wi
this. In writing about militarization, | am not writing about the “causestaowts” of violence,
for even violence, guns, or the idea of “peace,” for that matter, can beizebta@r

demilitarized (Enloe 2000).

From Theory to Ethnographic Practice

“My guess is that you might have a near impossible time getting in to OEMA. They tend to be
very busy and wary of people studying them.”
—Mike Zyda, former director of MOVES, the original development institution of
America’s Armyat the Naval Postgraduate School, in an email to the author (May 12,
2006)
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War, media, and biopower enact dynamic interconnected processes, which arglgonsta
morphing and changing. The ultimate product of these intertwined processétarization, but
the cultural expressions of a militarized society are continually ch@nig this dissertation |
argue that military-themed and -sponsored uses of media s@chexga’s Armyboth express
and perpetuate a pervasive militarization of popular culture in the United.Statloing so, |
hope to disabuse the reader of any notion that the military sphere in the UniésdsStanfined
to merely the armed services. | follow three thematic threads thatigateshow the military
use of video games is changing 1) how wars are fought, 2) how enemies arednaagine
created, and 3) how both labor and entertainment are mobilized for the purposesidfesar
threads—war’s fighting, war’s imagining, and war’s mobilization—run thinoug this
dissertation; they are not confined to specific chapters, but continually estirfaughout, with
chapters focusing on one or more of these aspects in detail.

An understanding of the theoretical underpinnings of these thematic threads is not
necessary to grasp the arguments of this dissertation, but those famifli&@awitVirilio’s
connective ideas between war, speed, and cinema (1989); Jean Baudrillard’s notion of
hyperreality (1994; cf. Eco 1986); and the previously introduced concepts of cogative |
(Berardi 2009a, 2009b) and biopower (Foucault 1990; Hardt and Negri 2000) will find an
ongoing engagement between these ideas and the respective themes invelsifightiag,
war’s imagining, and war’s mobilization. Although | am informed by the work déver
originating in the Italian autonomist movement (Berardi 2009a, 2009b; Hardt and2Q60yi
2004; Lazzarato 2006, 1996; Virno 2004; Weeks 2011), such overarching theories need to be
balanced by a solid foundation of fieldwork data—with the open possibility that the dgia mi
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contradict or challenge the theory. As anthropologist Catherine Lutawiidlespite a plethora
of books with empire in the title scholars have virtually no empirical idea how the besasdai
people in the United States see the nexus of their nation, power, and the rest ofdh&hisr$
an eminently ethnographic question” (2006:597). | draw upon descriptive detailh&graxis
of fieldwork in order to articulate and understand the sinews that connect individualtactor
larger trends such as empire, biopower, militarization, and cognitive labor.

Research in the game developing community, especially the military gasieplag
community, is one of the largely uninvestigated areas within game studies, and | lhdipe tha
dissertation can contribute to furthering investigations of this influentialpgod media
producers. The ways in which | went about examining this topic have dramaticafigd what |
have discovered. This is the nature of ethnography, as is any self-reflagivifisendeavor
seeking to take into account the contingency of information—how it wasteml|eoy whom, for
what purposes, and under what conditions. My own fieldwork journey developed fronorglifel
passion for video games. Although | consider myself a native of the fistypshooter game
genre (FPS, see Glossary) that appliedrnerica’s Armyalong with role-playing and strategy
genres exemplified by series suchTae Elder ScrollandTotal Wargame franchises, my
interactions with the Army soldiers, game developers, marketers, anahig@rermproject
managers have not been from the point of view of an insider. | often play video games
obsessively, but this does not make me a video game developer or marketer; | lignenthm
friends in the armed forces, but | nevertheless am an outsider when it comaggorthitary.
As an outsider, | chose to look at the workings of the Army Game Project to trace the
connections and meanings of this project across the wide spectrum of actors imvisted |
development, marketing, and presentation of this hybrid product knodmasca’'s Army
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When | first became interested in pursuing this project, | decided almostdiately to
go to the top. | emailed the project’s director, Colonel Casey Wardynski, in thg ep2006. |
wanted to study as an anthropologist the behind-the-scenes process of galitary
development. | explained this to him, emphasizing the long-term nature of mostrafiinog
studies and my desire to do work in an institutional setting. Having been disabbsagther
former disgruntleddmerica’s Armyproducers (see opening section quote and Chaplin and Ruby
2005:192-221), | doubted that the U.S. Army would allow an unknown graduate student in
anthropology access to its game development institutions, and so | was residpecid b that
this investigation might have to be undertaken from outside the institution, looking in.

To my surprise, Wardynski replied to my message and, after a couple more rounds of
emails, invited me to his office in West Point in July, 2006. Thanks to departmeatal pil
research funds, | was able during the summer to do the journey from my parent'sthouse i
Tennessee to the United States Military Academy. As | drove theteefdirst time along the
Palisades Parkway, the beautiful scenery of trees, mountains, canyongeenseemed, to my
untrained eye, the last place on earth that a military base should be lot&tedipus is a
veritable fortress on a hill, positioned at a strategic curve in the Hudson Rivpuakes its
way south through the Adirondack Mountains towards New York City. Leading to the main
campus security gate, the buildings of the small and cozy town of West Point ooaged tie
affluence, privilege, and education.

| did not give this a great deal of attention, though, for | was going there tg tstn
project interview and | was nervous. Colonel Wardynski’'s workplace was inftice Gf
Economic and Manpower Analysis (OEMA), which he directed from 1995 until his retitem
from the Army in 2010. In an odd twist—or perhaps not considering how the social sciences
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have historically served as arms of the military (Price 2004, 2008)—OEMA sharsdrhe
building as the Department of Social Sciences, Department of English, and thatgm
Terrorism Center (see Figure 1.3). | arrived there 20 minutes ealkedavthrough the

building’s corridors to get a feel for the layout, and sat down outside to write. “Wéhell am

| doing here?” | asked myself in my notes. | had enthusiastically plungethamacademic study
of video games, but was still woefully ignorant about the Army. Althoughatinef had been in
the Navy for several years before | was born, it was my first time ewar agdult to be on a
functioning military base and | was still intimidated by people in militariform. If I had been
10 years younger—17 years old—I would have been exactly the kind of person that WdsVIA
the most interested in reaching, for one of the principal long-term goals ofrthe@ame
Project was to normalize the Army for the average American teenaganathgg within their

world of experience and possibilily.

Figure 1.3: The Outside Entrance to the Office of Economic and Manpower Aatysis.
Photograph by the author, July 2006.
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Wardynski loved to talk, and | was happy to let him do so. My questions were ikkdorm
without much direction, and the entire interview went unrecotdedias not a failure, though,
because | achieved what | had come there to do: namely, to gain approval from ¢he top t
undertake ethnographic fieldwork at places central to the Army Game Proj&e).(Ahe
reasons for colonel Wardynski allowing me to do so were unclear at #gentiyrproject of
“studying up” the networks of institutional power (Nader 1972), | thought, would beiyestces
a nuisance at best and a threat at worst. | came to understand and speculab®utdiie
reasoning for allowing me access through subsequent conversations and encainibérs w
during my years of fieldwork as my travels took me to AGP locations in ther8ani$co Bay

Area, Los Angeles, Huntsville, Philadelphia, Seattle, and Indianapolis.
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Figure 1.4: “Colonel Casey Wardynski is a small, lithe man, with steel-gray hair apped
close to his head; small, flat ears; and intelligent blue eyes that are almdgpnotic in their
intensity” (Chaplin and Ruby 2005:213). Photograph by the author, May 2009, of a framed

article on display at OEMA: “Full Metal Joystick,” Newsweek14 Oct. 2002:38.
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Colonel Wardynski was an engine, constantly traveling and managing (see Eigjun
did not realize the scope of the AGP initially, but when | spoke with him at thisni@sting it
became much more apparent. It was a good deal larger than | expecteel td ¢him first
interview at West Point thinking thaimerica’s Armythe video game, was the sole product of
the AGP. It certainly was for many years, but the project was draitagxpanding in 2006.
After several years of success with the online game, the colonel told nreg@ibenment
entities began to approach OEMA with requests for training programs. One inéthe @io so
was the United States Secret Service, which requested an application thatesied’'s Army
technology to simulate training exercises for protective detail teantisataesponse units, and
counter-surveillance units in the Secret Service.

As more requests began coming in from government and military organizatie#sGP
decided that a separate office was necessary to handle them. My first @&EMA took place
during a period of consolidation as a great deal of AGP project management vgafsibeated
towards Redstone Arsenal’'s Software Engineering Directorate (SEDHoatsville, Alabama.
Large public outreach programs such asAheerica’s ArmyReal Heroes and the Virtual Army
Experience (see Chapters 4 and 5) were just getting underway in 2006 adigelt’$JXbox
video gameAmerica’s Army: Rise of a Soldjexas out in the commercial market. Most of these
projects were being developed by other entities that had little dird@tedfi with what |
initially proposed to research, the online video game and the origimatica’'s Army

As all of this was being explained to me by Wardynski, | came to feel a suibtle
growing sense of dread: How was | ever going to study a networked zatianiof this
magnitude? Even if | were to look at only the online game itself, it would entaarcbsat
multiple offices and contracting organizations, each geared towards ganwpdexa, network
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management, game community outreach, and marketing. Although Wardynski told nmreathen t
in his words, | had “the green light” to do my research, how would | establish costtathese
organizations? As an outside researcher examining the inner workings ofca thrajdas met
with its fair share of political and social controversy over the years, wdndddoked upon with
suspicion by them? Why had the colonel become so easily amenable to the idea adulnaving
unaffiliated anthropologist do long-term fieldwork in the Army Game ProjestsIsure that
generations of previous anthropologists had been faced with similar questiongiohalitsi
and scope. | was equally as sure that they felt, as | felt then, thatttneioa was exceptional.
Of course, my first foray into “the field” was probably not particularisanilar from
the experiences of many other new anthropologists. | knew that because efrthatdd nature
of the Army Game Project my fieldwork would have to be distributed as well. Myc$ubje
research demanded, by its very organizational structure, a multisitedgatiestithat “quite
literally follow[ed] the connections, associations, and putative relationshgia/een
institutional and individual actors (Marcus 1995:97). The challenge, aftang@ettio OEMA,
was to figure out which institutions were amenable and available in the ficst Rather than
having one singular story of “arrival” at my field site, | would be arriving iooioiusly at new
locations—some of which would become more receptive and familiar than others cv@uride
of months and years. Access to these sites—development offices, marketingsagemay
bases, pre-release version®\afierica’s Armyemail lists, recruiting and outreach events, press
briefings—and to the people within them was a continuously negotiated processlofg
emails, dropping names, obtaining permissions and passwords, making calls, angd signi
nondisclosure agreements. Although Colonel Wardynski had granted me the go aloa¢akto c
AGP institutions on this first visit to West Point, it was by no means a mticlet.
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In the subsequent chapters of this dissertation | feature the interconnegtsda$ each
of these locations. At these sites, | have employed a variety of ethnag@gkiof
investigation, according to what | have deemed most useful and relevantpRattodservation,
that vague term referring to the self-reflexive documentation of thegfibes” of the
ethnographer as a tool for data collection, has been my modus operandi. | have recoré@d over
interviews with game developers, Army officers and enlisted soldiers,sisti?iR
representatives, and industry professionals; had many more informal caowversath these
same people over lunch, coffee, or beer; gone on countless official tourdatyrbiises,
companies, and recruiting events; was given my own office at a ganlepaeat studio for six
months; sat in on studio office meetings; attended video game industry evernt®(itiec
Entertainment Expo and the Game Developers Conference; see Figure 1.5); severtad
weeks of total game time famerica’s Armyoften playing with the developers of the game
during play-testing sessions; spent three weeks at a state fair and aileshiomgromptu round
table discussions at tiemerica’s Armymarketing agency; and witnessed the layoffs of over 30
people. | documented these and other modes of participant observation as data in one form or
another—through audio recordings, detailed notes, document collection, photographs, or

whatever other eclectic means were available.
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e o - A _l'
Figure 1.5: The ethnographer (far left), attending a sneak-peek preview émerica’s Army
3 for video game journalists at the 2009 San Francisco Game Developers Confere.
Photograph courtesy of Michael Aubuchon, March 2009.

Outline of Chapters

“Tell the truth. Don’t say bad things.”
—Major Larry Dillard, Pentagon program director for the Army ExpereGenter, to

the author (May 28, 2009)

The general trajectory of this dissertation moves from more historical andtiosl

foci towards the increasingly specific and personal. Chapter 2 recounts a bigteyArmy
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Game Project (AGP), contextualizing it within the larger historidétary practices vis-a-vis
games, mapping the central organizations that formed it, and recountingding dlishe project
from the developers’ points of view. Chapter 3 deals explicitly with explainingtiomale and
logic of the AGP, drawing upon interviews and Army documents from OEMA at \dedttB
make the case that recruitment of the cognitariat is a central goal foilitaey now and in the
future. Chapter 4 looks &merica’s Armymore closely, examining the imaginary of war and the
fictional enemies of the game. | contrast these abstract enemies RetiléHeroes,” actual
soldiers held up as model citizens by the Army Game Project. Chapter 5 tdéssrdook at
the now non-operational Army Experience Center (AEC) and Virtual Arnpgence (VAE),
two recruiting efforts implemented by the marketing agency Ignited, whlghasizing the
voices of individuals who work at these events. Chapter 6 explores the idea of coghdivia |
the military entertainment industry in more detail, in particular the Isibeation of the
America’s Armyideo game designers. And Chapter 7 reconnects each of these threads with the
topics introduced in this opening chapter.

Ethnography—nboth the doing and the writing—happens through the ethnographer’s
interactions with people, institutions, texts, and memories. It is an onigangretative process
of representation. In the following pages of this dissertation, | present onenhionthis

process.
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ll. Military Deep Play: Histories of War Gaming and America’s Army

Origins and Canons

“It was only natural that the sorcerer should fear for the future of the son he had conceived

organ by organ, feature by feature, through a thousand and one secret nights.”

—Jorge Louis Borges, “The Circular Ruins” (1998:100)

| was sitting at a long conference table, surrounded by several meemliyees of
Ignited, the marketing agency fABmerica’s Army“I’'m sure you’ve heard the story of Colonel

Wardynski,” one was telling me,

who saw his sons playing video games and thought that it was a much better venue to
start speaking to the youth of America. So he went and banged on a lot of doors to get
funding for the program, and was eventually able to get the funding to cregtarbe
itself which debuted at E3 [The Electronic Entertainment Expo] in 2002. It was a
phenomenal success; everybody thought that because it was coming from the Army, i

was going to be cheap. (Personal Interview, April 16, 2809)

Like Athena springing from Zeus’ heaimerica’s Armycomes packaged fully developed in this
origin story, the product of an extraordinary individual who, through his innovation and
unrelenting determination, singlehandedly conceived and produced his breakthrough product
through sheer force of mental will. These fabled qualities oAtherica’s Armyorigin story

were oft repeated in multiple versions, as the oral and written mythology pidjeet
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proliferated across multiple institutional, personal, and media channels. &agérfor

example, writes,America’s Armys the brainchild of Lt. Col. Casey Wardynski ... who hatched
the idea in 1999, the year when recruitment hit a low mark. Wardynski recognized both the
significance of video games in his own sons’ lives and the need to tap the market for
technologically savvy recruits” (2010:109). Zhan Li and Tim Lenoir also sebacall it
Wardynski’s “brainchild” (Li 2003:12§* Phillip Bossant, former art director and executive
producer of the game, likewise noted that “Colonel Wardynski recognized drnish@avn
epiphany that appealing to the young means that you have to appeal to the youndwittvays
which] they are familiar” (Personal Interview, November 20, 2007). HeathgliGlaad Aaron
Ruby likewise write, “In 1999 ... Colonel Wardynski had an epiphany” (2004:214). Mard, Lon

then CEO of Zombie Studios, an AGP subcontractor, called Wardynski

a real maverick in the Pentagon. He’s a total outside the box thinker and an economist so
he has a [...] great engineering sensibility but at the same time is deaqtigglr And

when he first proposed that the Army take some tiny fraction of their hugetiregrui

budget and make a video game out of it I'm sure it was like, are you insane uBued

out to be the best money they've ever spent. It made the Army more relevant and mor

modern to recruits. (Personal Interview, September 28, 2007)

Similarly, Ed Halter writes that Wardynski “suggested ... that a video ganid be an effective
means to reach the new Gen-Y pool of potential soldiers. Wardynski became the head of t

Army Games [sic] Project, which led to the creatiooferica’s Army (2006:xvii).

Though these statements are certainly truthful in their own way, they unéetfseor

influence and power of an individual at the expense of both historical perspective armblbe
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constellation of other entities that have contributed to the Army Game Piidjegtimply that
America’s Armybegan out of the blue, without precedent. While Wardynski was certainly the
single most influential figure in bringing about tAmerica’'s Armyfranchise, and is a person

who deserves the credit such origin stories give him in terms of envisioninducpand

leading it to its completion and subsequent continual evolution, Wardynski is justreae pe
representing one institution within the AGP. Though the project could not have unfolded the way
it did without Wardynski’'s involvement, the connection between the military améhgavas a

logical one to make within the U.S. military’s evolving cultural milieu of #ite BOs and had, in
many ways, already been madenerica’s Armyis part of a long history of war gaming that

stretches back centuries.

This history has been thoroughly traced and standardized through a variety ofiacadem
and journalistic sources, to such an extent that it can be duldaedical history of war
gamesfull of obligatory genuflections that highlight through detailed descriptionses &
technologies, institutions, and products that have appeared over the course of thegast G0
more (see, for example, Chaplin and Ruby 2005:192-221; Der Derian 2001, 2003; Gray 1997;
Halter 2006:175-238; Herz 1999:197-213; Kline, et al. 2003:179-83; Lenoir 2000, 2003; Lenoir
and Lowood 2005; Li 2003; Nieborg 2005, 2009; Pasanen 2009; Stahl 2010:91-112). Like the
origin story ofAmerica’s Armythis canonical history—though accurate and informative—has
had a tendency to reproduce itself, to the point where the history of war gaadssearly the

same in all of these texts, regardless of the writer.

One reason for this is that much of this history is presented gssft happengLoewen

2007), with the contingencies, personalities, and rivalries that characteom®atitive industry
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hardly ever being alluded to (exceptions being the journalistic accounts inrCéuaghiRuby’s
Smartboml2005] and Halter'ssrom Sun Tsu to Xbd2006], and Der Derian’s academic
travelogueVirtuous Warf2001]). Instead, the development and evolution of the military
entertainment complex is often presented in sequence as a historical tetugesgp(especially

in the detailed accounts provided by science historian Tim Lenoir [2000, 2003], whoteslebra
the possibilities of a military-funded “post-human future” in a positivigiin sn Donna
Haraway’s cyborg}? Institutions are presented as being a smooth deterritorialized network of
interoperable components progressing historically and logically, akin to the kindvoirket
theorized by Hardt and Negri in their seminal volugmepire who write,

In the passage to the informational economy, the assembly line has been reptaeed by

network as the organizational model of production, transforming the forms of coapera

and communication within each productive site and among productive sites....

Production sites can thus be deterritorialized and tend toward a virtual existence

coordinates in the communication network. As opposed to the old vertical industrial and

corporate model, production now tends to be organized in horizontal network enterprises.

(2000:295-96)

If the AGP is such a network, the boots on the ground version is a lot sloppier than the
theoretical one.

In this chapter, as an attempt to recapture some of the messiness ar@hhistori
contingencies that are quite often lost in the canonical history of wanganpresent an
unconventional version of it, tailored specificallyXmerica’s ArmyTo achieve this, | draw
upon some of the oral and written narratives of approximately 10-15 (mostly anongames)
developers, primary and secondary textual sources, and my own ethnographanegperi
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recognizing fully that this history risks the possibility of fallingoithe tropes of the canon as
well in order to provide a relative amount of historical cont@rtierica’s Armylike all business
endeavors, has always been a project that is very much subject to the indasdlialstitutions
that comprise it and that at multiple points in its history the attainabilitysoproject was very
much in doubt. | argue that the packaged theoretical notions of “the complex” andtitbekiie
though still useful, have the potential to obscure these contingencies. It veasnesitable that

America’s Armywould be an initial success, a 10+ year franchise, or even published.

A Short History of War Games

“Computer games and military simulation are like siblings separated in infancy. Although they
share the same technological parentage, the commercial game and defense simulation industries
have been nourished differently over the last 25 years and developed differently.”

—J.C. Herz, “Computer Games and the Military: Two Views” (Herz and Watda

2002:1)

War simulations are not a new phenomenon, and they can be traced as least be far as t
early 19" century. The games Chess and Go are abstract representations of warethat hav
traditionally been given anecdotal authority regarding their efficacy inislialization of war,
but the modern practice of war gaming had its origins in the game Kriegsspieh, wéds
designed to train officers to envision battles as being constituted by complearmageable
units of operation. Created by a Prussian officer in the aftermath of Napolabt@sym

ascendancy and eventual defeat, Kriegsspiel captured the German pubinatroagn the mid-
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nineteenth century and is one of the first examples of a civil society agiaigipating in the
leisurely gaming against a public enemy. This mathematical simulatmond§at and casualties
eliminated from the game many of the contingencies common to actual wameeblaitle to a
Malthusian calculus of “cost-benefit analysis” (Halter 2006:40-46). It provedda k#icient
mode of training, and similar war gaming practices came to inform theg&s and theory of
warfare in other Western European nations and in the United States.

The application and improvement of the kind of war gaming introduced by Kriegsspiel
continued throughout the ®@entury, and has been influential in shaping how war was
envisioned, planned, and taught to officers in the U.S. military and other stat€affseg
2000; Dunnigan 1992; Lenoir and Lowood 2005). These practices have not only been a
characteristic of state militaries, but have also been enthusiastidajiyed—and significantly
shaped—nby the civilian populations as a form of entertainment. H.G. Wells'UtlekWars: A
Game for Boys from Twelve Years of Age to Hundred and Fifty and for That More Intelligent
Sort of Girls Who Like Boys’ Games and Bo@&l13)—essentially a set of rules for playing
with toy soldiers—is one early example of this phenomenon, and later board gamerdesigne
war games, such as Charles Roberts and James Dunnigan, built upon these preganes/ar
in the 1950s and 60s to develop a full-fledged genre of commercial war gaming deah ma
general transition from the board game to the computer in the early 1980s (Dunnigai\i&92)
gaming for entertainment was largely confined to a small group of nidi®yists until the
commercialization of the home computer.

Video games, as a medium of the computer, originated from within the domain of the
military. Most video game historians trace the beginnings of the medium back toedefens
research projects at Brookhaven National Laboratories, MIT, and Stamfiwel late 1950s and
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early 60s. The commercial industry did not begin growing until the 1970s, with tlee fgdnine
Pongand Magnavox’s Odyssey game system. Atari’s dominance during the 1970sland ear
80s—the “Golden Age” of video games—was followed by the North American industry’s
dramatic crash in 1983, which provided the opportunity for Japanese ascendancy in the indust
through Nintendo and Sega through the 1980s and early 90s.

The U.S. military was in the meantime more regularly using simulaitiaihe training of
specific skills for specialized military roles, such as piloting spegdrcraft. SIMNET, the U.S.
military’s $140 million distributed simulator networking project developed duliagriid-1980s
and functional by the late-1980s, was a watershed project in its ability to ketWwage number
of combat units at theater-level operations within an expansive virtual environntent tha
simulated troop movements and combat. Mark Long recounted how his knowledge and
experience with SIMNET contributed to his desire to develop video games and vatiigl re
technologies, telling me how when he left the Army as a major in 1988,

there was a brand new program called SIMNET that was just being fiJladdrthat’s

actually how | got into video games. Until about 1985-87, simulators were multimillion

dollar devices that were one of a kind things built by a small number of companies. And
they were really only useful for guys like pilots who had really perishalls.skou

can’t really practice crashing or ejecting from a plane—you need to havellater to

do it. But as simulation technology began to get cheaper there was a colon&RADA

(Defense Advanced Research Projects Agency) who had the idea that you coatéd netw

them and that these simulators could be valuable to guys who drove tanks, not just

airplanes [...]. The real value in this system was that it produced collaborative
behavior—it wasn't about the quality of the graphics or learning how to engage with the
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simulator, because they had better simulators for that. It was more inteucdcation
between the teams and tank crews and that kind of thing [...]. And jugtriikeica’s
Army, they started adding other systems [...] and as early as 1990 you could be in a Navy
simulator and fly your aircraft off a simulated aircraft deck and landaih a&rmy
refueling location. They created this great interoperability. And then ulfé/\zr
happened. This isn’t widely known, but a lot of armor officers attributed their
unbelievable prowess on the battlefield to the fact that they had run simulationadver a
over again. They brought SIMNET simulators, in fact, over to Kuwait and these guy
built a real database of the desert and were training in that way. And poithiait think
the Army realized that they had a strategic technology and it gaveswentrimous
advantage. In the early 90s there was a huge growth in simulation. (Péntemeew,
September 28, 2007)
As Mark Long'’s own career in virtual reality technologies chronitiés the 1980s and
1990s cooperation increased between the U.S. military and the commeragiamnag and
video gaming industry. The popular first person-shooter that defined the Denm,was
released in 1993 and singled out in Senate hearings on video game violence launched by Joseph
Lieberman and Herb Kohl. The U.S. Marines, though, began in 1997 using their own ad hoc
modifications ofDoom IIto createMarine Doom which became used unofficially by the service
as a combat simulator. Through the creation of more institutionalized arrangensgmbiotic
relationship between the commercial video game industry and military siomuteecame more
fully realized throughout the 1990s and the 2000s, with the private sector and not timg milita
being the driving force in low-cost technological innovation. The most visiblearahized
institution symbolizing this relationship is the Institute for Creative Teldgmes (ICT), designer
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of the officer combat training simulatbull Spectrum Warriorits commercial Xbox spin-offs,
and sequels. The ICT, as a University of Southern California (USC) cbgaatitute, draws
upon expertise in academia, the military, Hollywood, and the gaming industry to @@duc
variety of experimental technologies for soldier training in “cultural aness” (see Gonzalez
2012) and PTSD rehabilitation, among an array of other research initi4tives.

Within this broader context of the emerging military entertainment aaogid the
hegemonic influence of “militarized masculinity” in the video game industring<t al.
2003:246-268), the contemporary groundwork&orerica’s Armyand other venues of
cooperation between the Department of Defense and video game entertainmeryt cacusér
traced back to the National Research Council’s Computer Science and Teleadoations
Board’s publication in 1997 of a monograph entifidadeling and Simulation: Linking
Entertainment and DefengbRC 1997). In this publication, the modeling and simulation
requirements for the Department of Defense were articulated alotiglsnahannels, and ways
in which the video game entertainment industry could contribute to the developmeneof thes
requirements were identified. Such needs were deemed important because, amdhopgshe
“modeling and simulation technology provides a low-cost means of conducting janmdrai
exercises, evaluating new doctrine and tactics, and studying the efiessvaf new weapons
systems” (NRC 1997:1).

It is an intriguing manuscript in that what it forecasted in 1997 regarding tteagec
connectivity between the entertainment and defense contracting industry &s,ge degree,
taken place—perhaps partly as a self-fulfilling prophecy. The long-tesgareh agenda
described irModeling and Simulatioarticulated military requirements for the development of
new technologies that would: a) increase immersion in simulated environimentght
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storytelling and the selective use of sensory details (sight, sound, smgth @icther enable a
suspension of disbelief; b) provide capabilities for high-speed networks connbotiisgrids of
computers; c) implement standards for interoperability which would enable difsa#ware

and hardware programs to work with one another, bypassing proprietary icwsisttach are
common in media industries; d) enable the quick production and reuse of computer-generated
characters in simulations while also developing artificial intelligethat could learn by
experience; and e) provide software and hardware tools to enable the easyqgraduc
simulated environments themselves. To varying degrees, each of thesenwenqtsreas been
met, some with greater success than others. For example, capabilitiehfspéegl networks
are no longer a major problem due to the ever increasing allocation of iritanasvidth, but the
implementation of believable artificial intelligence into large-staming simulations continues
to be a difficult, but not unsurpassable, issue.

Modeling and Simulatioalso spends a good deal of time discussing the need to
overcome the “cultural barriers” (i.e., differences in business pracheésgen the commercial
entertainment/simulation industry and the military (see also Herz and Maa&ff}dl). Many of
these differences involve issues of production scheduling and time horizons (yymiceh
longer in military contracting), structures in business models and profit-masimgterm
research goals, and, importantly, intellectual property. These industyetices also play out in
the products themselves, since

[ml]ilitary and entertainment simulations have markedly different objextine

entertainment the driving actor is excitement and fun. Users must want to spend their

money to use it again and again (either at home or at an entertainment center) and
hopefully are willing to tell others about it. Unrealistically dangeroussgons,
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exaggerated hazardous environments, and multiple lives and heroics are accetable, e
desirable, to increase excitement. Defense simulations, on the other hand,
overwhelmingly stress realistic environments and engagement situationietérbetions
are serious in nature, can crucially depend on terrain features or other enviednment
phenomena, and generally rely on the user’s ability to coordinate actions with othe
players. (NRC 1997:27)
These significant “cultural barriers” and differences between the defiemsi@tson industry and
the commercial video game industry have become less apparent in certainscastext
relationships become institutionalized through entities such as the ICT, wischdugct result
of the publication th&lodeling and Simulatioreport. The discourse of “cultural barriers” was
very much apparent in my own fieldwork as an indigenous explanation thatympksonnel
and developers provided about why work conflicts arose between AGP institutions. Such
explanations point to larger issues that this dissertation explores idgéganilitary efforts in
drafting the cognitariat into its domain. The institutional history of theyXB8ame Project, as an
employer and game developer, consistently points towards continual conflictg &t so-
called “cultural barriers” between game designers and the militarglagows that these efforts

are anything but smooth.
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America’s Army A Workers’ History

“I have this theory: You show me a functional family and I'll show you a family that’s hiding
something really well.”
—Erich Iveans, [Dev]Pye, formé&merica’s Armyproducer (Personal Interview, October

31, 2008)

“I wanted to talk to you; | wanted to get it on the record. So | figured we should spend some
time.”

—Chad, formeAmerica’s Armydeveloper (Personal Interview, February 20, 2009)

The Early Years

The Committee on Modeling and Simulation of the National Research Council, which
publishedModeling and Simulatio(iL997), was chaired by Mike Zyda, who is generally given
credit for the composition of the report. Having made recommendations in thefog@ort
framework sponsoring collaborations and connections between the entertainchdafemse
industries through an academic context, Zyda (then a professor at the NaviadRasegSchool
[NPS] in Monterrey, California) drafted a proposal for the Institute fortiwedechnologies
(ICT), which was funded in 1999 by an initial $45 million grant and later renewed in 2004 at
$100 million (Chaplin and Ruby 2005:207; Halter 2006:215), at the time the largest research
grant ever received by the University of Southern California (USC). Zydaversywas not
hired by USC as director of the ICT once it became funded and, disgruntled twyagha
perceived as a betrayal, started his own research institution in 2000 at theaNdtSthe

MOVES (Modeling, Virtual Environments, and Simulation) Institute.
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This was about the same time as Wardynski’s fabled “epiphany” in Armyitraent
practices, and he was actively searching for viable locations for theodmaait of a video game
project. Following discussions, Wardynski and Zyda both agreed that the ArmyR3ajeet
would be suitable for MOVES and the NPS, which was primarily a researchtinstivith
military officers pursuing masters and doctoral degrees. “MOVES was jusbithef
environment that Casey [Wardynski] needed,” a publigkradrica’s Armymanuscript claims
(Davis and Bossant 2004:20). Officially beginning in May of 2000, the project was coded
“Operation Star Fighter” aftéfhe Last Starfightef1984), a film in which a boy—after scoring a
perfect score on an arcade game—is recruited by aliens to save the univelsenigygoreal
version of the game’s ship in a space war (Chaplin and Ruby 216). The expertisauah®s
at NPS such as professor Mike Capps (the original executive produseieota’s Armywho
later became the president of game industry giant Epic Games) \ped fpto the game” (Davis
and Bossant 2004:10). Members of the development team visited nineteen Army posts for the
purposes of gathering reference material for implementation into the @2avis and Bossant
2004:11). The Unreal Engine 2, crucial middleware licensed by the progetv® as the
foundation for the game’s development (see Chapter 4), would, they expected, ahtaodiy/c
generate pull among players and the game industry in general.

When the project was progressing more slowly than anticipated, a cadre ohgaisteyi
veterans and friends with experience from Electronic Arts (EA)—Alayidérry
([Dev]Abraxas, creative director), Jesse McCree ([Dev]raYGund,deaigner), and Phillip
Bossant ([Dev]whatever, art director)—was hired to take on the role of tedersefor the
project. (Mayberry and McCree would later join Blizzard Entertainrteehecome the lead
game producer and lead level designer of the much-acclaVoed of Warcraff) They, in turn,
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built a talented development team consisting, at its largest, of 28 largely yodmglatively
inexperienced, but dedicated, civilian game developers to implement the gaméaldnal
requirements of being not only a fun and compelling game, but also a refresesitaulation
of the U.S. Army.

One individual was hired straight out of high school for his depth of knowledge in
military weapons and game design. AnotAarerica’s Armydeveloper recalled this early
development period at MOVES, telling me, “When [ first came [to the pidjemte was no real
precedent. Some of the people had [game] industry experience, but for moshiemwasst gig.
And they threw together an amazing piece of software for 1.0, coming frore Wiey were
[and] trying to meet the requirements.” He echoed a sentiment that | hpaated often to
describe almost every period in the development histoAnadrica’s Armysaying that things
were “fly-by-the-seat-of-your-pants” (Personal Interview, Octé@)&008). Phillip Bossant also
described this early period of the project, indicating that “it was kind of an inferesé&om
December 2001 to July 2002. We basically rebuilt the game and started over. That'sgleat a
amount of time and there weren’t that many of us. It was a risky adventure; nekraw if
we could succeed or not” (Personal Interview, November 20, 2007).

The game debuted in June 2002 at the Electronic Entertainment Expo (E3) to much
aplomb and spectacle, with Army soldiers rappelling from helicopters hoveringhevieos
Angeles Convention Center and storming the building (see Chapter 4; Halter 200@):vit—vii
was released to the general public for PC gaming one month later, on Jullyelfiest game to
use the much-anticipated Unreal Engine 2, which featured improved giapidagndering
capabilities, among a whole slate of other improvemémterica’s Army: Recowas the
official title of version 1.0, and though it was met with initial skepticism byey it proved
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many wrong. One early fan and volunteer beta tester of the game, whuelzdere its lead
designer,
didn’t expect hardly anything, because the Army is good at making gamek-+iglath
But it was the Unreal Engine 2, so it was interesting. That morning [on July 4, 2002] |
went ... to getWarcraft 3[which was released the previous day] but before | installed
that | downloadedmerica’s Army 1.0And, funny enough, it was a week before |
opened upvarcraft 3 (Personal Interview, November 24, 2008)
The relatively small Army project that began under the auspices of arBisegrch institute and
a West Point manpower analysis center suddenly was headlines in the gamitrg.ifdith
the success ddmerica’s Army' Ed Halter writes, “the real America’s Army had, for a moment,
become video-game industry rock stars, at a time when that industry itsédkea a quantum
leap into the mainstream consciousness and entertainment business cre(@biéyxvii). In
regards to this new status, Bossant told me,
No one was prepared for how well it would be received [...]. Some of the backend
structure wasn’t as tight as it needed to be, but we survived. | had seen bigger teams
more money, and greater efforts fail. So we were happy to have survived. What we
weren’t prepared for is how to expertly live in two worlds at the same time-feohe
the entertainment industry, one foot in the government. (Personal Interviewnbiave
20, 2007)
For the next several yeafsnerica’s Armyand the military came to dominate the talk
about “serious games,” the new buzzword in interactive entertainment, anditdwgy m
contracting sector effectively colonized much of the press and industnyiaitt at expos such as
E3, the Game Developers Conference, and the Serious Games Summit. Indeeatjzedhilit
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framework became more apparent throughout the U.S., particularly in the nhtima@dtasting
networks, as the invasion and occupation of Iraq unfolded through the news media in acinemat
fashion (Stahl 2007). In 2003, Zhan Li ethnographically documented in his MIErsabesis

how America’s Armywas played by individuals as a means to more closely draw an expérientia
connection to the invasion of Irag, sometimes simultaneously playing thevgahadistening to
news reports. “It was common for both military and civilian players to note ttaopdeeling

of playingAmerica’s Armywhilst a real U.S.-led ground war was underway,” Li noted, adding
that “these feelings of uncanny unease might be attributed to the disosieatfatrossing the
boundary from identifying oneself with the lifeworld of the hedonistic civilian gamthat of

the morally strong and socially certain lifeworld of the militarydset” (2003:71). Li's careful
examination also illuminated how tAenerica’s Armyfan communities and clans of players,

such as Christian groups, were appropriating the game in a variety of ddiysg tarough
proselytization, protest, and a variety of special interest communitiegyaimeg scholars call

“emergent” behavior (Pearce 2009) to the intended functions and original desigmafitée

Dissent in the Ranks

Development at the MOVES Institute continued during this time, with updates to the
game being released on a semi-regular schedule. After Mike Capps leftiitihas executive
producer following the release of version 1.0, Alex Mayberry was promoted positen as
executive producer/creative director of the team. A developer | will tefes Chad discussed
how at that time

we would meet quarterly [with Wardynski] and it was a release to eefeasting. There

was no long-term vision, no 5 year plan. He would give us comments, the stamp of
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approval, and then, the next day, we would sit down and go over the goals for the next

release. And the colonel would say things like, “We really want to get anednntular

weapon, the AT4, [in the game]. They're about to launch the XM25, so we want to get
that in.” And we would say, “that’s going to cost this much,” and we would end up with
some list of features for the next release. (Personal Interview, FeB@ya2009;
henceforth cited simply as “Chad”)

The developers, however, began realizing that they needed a greater dayalizat
structure with project scheduling. Army project managers from OEMA waritinuously be
giving the development team “feature creep,” new ideas for extra fedtunegpcoming releases
without scheduling the features into the workload or costs. This contributed to d genera
antagonistic feeling in the office towards the Army. Despite the orgammal support provided
by NPS and Zyda’s MOVES, and despite the “rock star” status that the gdraetheved
following its initial release, the project was still hopelessly underfdirahel risked falling apart
multiple times throughout its history, according to numerous individuals. To ilei$iiat one
person recounted a story about how a finished game update was ready to uploadilaune dast
players. The update (at least several months of total studio work) would not loatiéroid t
hardware of the office’s network drive. The only other copy of the update wed ®aa CD,
which also would not load. After trying multiple times, a developer took out the CD anablew
it, hoping that this tried and true techno-magic would work. Strangely, it did, arfteyetablem
of additional expectations without additional funding persisted throughout the project and

brought much frustration to the development team.

By September 2003, when the team was about toAghgrica’s Army: Special Forces

(version 2.0), “the team was suffering from ‘Army burnout’ and the Army whsitddy the bad
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guy at that time” (Chad). One former developer left an anonymous onlinalpmstthat period,

clarifying that

it was around the time we hit the number three spot on the Gamespy stats page [for most
players] that they started complaining about how we weren’'t meetingetpactations.

We began to read news stories interviewing Army personnel who talked about how they
had built the game. The Navy started to get pissed at the Army becauseaberever

any mention that the game was actually built within a Naval think-tank. A lot ofgabliti
fights over the project broke out not only between the Army and the Navy, but within
different divisions of the Army itself. When the project was just a fly-lghtniogue

mission, no one paid much attention to it. Once the Army figured out that the game was
the single most successful marketing campaign they’'d ever launched (atrdraf-1%

of their annual advertising budget), we suddenly came under a very big micréscope.

The sentiment of disillusionment was further enhanced by the game’s cadrdeo$ Jea
including Mayberry, who by that time had “already moved on mentally.” He addiksigner
Jesse McCree “came onto the project as if it was an in-between job, and once suBogasful

felt like they had some clout to throw around” (Chad). They had a

hell of a team and pipeline in the fall of 2003. Everybody knew their roles [...] and the
vibe [of the studio] was moving toward wanting to move away from NPS and become
more commercialized. Alex and Jesse were planting the seeds in the teaoy aodlg

see it taking place [...]. We started having meetings about the entire team up and
leaving—those who wanted to—and forming a new company with Alex and Jesse called

Arsenal Interactive. We were going to move somewhere, probably Balkkmsfidan
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Francisco. We were going to get a publisher [...] get us some new compuntegeta

funding to set up a new company and basically walk out on the Army. (Chad)

Philip Bossant described to me the rationale for this, saying that

early in the project, we [him, Mayberry, and McCree] had anticipated begani

company that did the Army game and did other stuff too. We were young and
entrepreneurial. We thought, this is our chance to get together and collect goed peopl
We'll do the Army game and then branch out. You know, it was our dream. But that
wasn’t such a good match with what the colonel needed, which also took us a long time

to understand. (Personal Interview, November 20, 2007)

“It got really bad,” Chad told me,

We started hearing rumors about the Army replacing us, so then we started) nwéhbt

EA and Activision on the side. And then we started assigning our artists to do work for
those guys, on Army computers and on Army time. [One artist] spent about thrées mont
of his time—full time—on aVolfensteirprototype of a character. Army money. Army
computers. [Another guy] was doing level design for EA. We had like three bids, and
they all wanted us to do work for them to prove [our worth.] We had guys doing all kinds
of work. [Someone else] was doing totally different work for a totally differenegaite

had a logo; we made a movie for Arsenal Interactive. It gets better. Soyone da
[Wardynski] was coming to town and he wanted a progress report. Alex was sick [for
around 4 months due to a serious medical condition] and, funny enough, someone had
scheduled Activision to meet with for that day about funding our startup company while

the colonel was in town. They were at the Hilton and the colonel was at the Hynitt, ri
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next to each other since Monterrey is pretty small [...]. The Army never knewhand t

colonel left.

[But finally,] the Army did end up finding out. It was March 8, 2004; I'll nevegédr
that date. | walked into work and everyone was in the conference room, and there was th
colonel in full dress uniform. He never wears full dress uniform. iesdommanding
officer, [John] McLaurin [the Deputy Assistant Secretary of the Armyhaleith a lot
of other Army folks and DCS [Digital Consulting Services, the direct enepsogf the
developers] were there. They just drop it on us: “Due to conflicts of interest we are
moving away from the current management and replacing them.” Of course thegeam |

blows up, and gets all rowdy, and people started saying, “well I'm out too.tdfCha

Several individuals on the team voluntarily left once Mayberry and McCree wnede f
but others were convinced to stay on the project by Philip Bossant, who took over as tine interi

executive producer/art director.

Philip was going to walk out too, but Alex and Jesse convinced him to keep the team
together. They were still thinking about setting up Arsenal Interactiveghrine dev

team [...]. There was going to be lawsuits. The colonel was really pissedibfieB
realized that it would be best to move on, without punishment aside from firing. That's
when they also told us that they were moving us from MOVES, as a symbol of a move
from “research” to “production.” There was also some political stufigjon between

MOVES and OEMA [...]. (Chad)
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Rivalries and Expansion

In addition to the issues with the development team—and during the same period when
America’s Armywas being exhibited at the Yerba Buena Center for the Arts’ “Bang the
Machine: Computer Gaming Art and Artifacts” show in San Francisco—alewvelticonflict
between the OEMA and the NPS had come to a head. Accusations of mismanagemegt made b
the Army proved to be validated in an audit published in 2005 by the Department of Defense
Office of Inspector General, which detailed that the MOVES had “madag®@per charges
totaling nearly $500,000 to the Army Game Project and an Air Force Projeckedalce
capability to perform a major portion of work on the project,” and had implemented masrdgem
practices that had the “appearance of nepotism” (2005:i—ii). NPS and MOV&®),i had
become acutely aware that the Army had been taking full credit for the gamiée tes fact
that it was developed in a Navy institute. These factors, in addition to what agpleave teen
a personal political conflict between Wardynski and Zyda, led to a studio chahgesjpring of
2004 to the nearby Ft. Ord Army base, which was closed but still maintained somigopér
buildings such as an old military hospital that became the new studio home. Wegwiwed
him in the summer of 2006, Mike Zyda was still discernibly bitter about the wholé@itua
interspersing every sentence with a least a couple of obscenities wheg #ddkut Wardynski

and the Army Game Project.

More studios and government entities were also coming into the Army Banjeet,
which was gradually expanding beyoficherica’s Armyto encompass other initiatives. It turned
out that the “assets”—art, animations, and designs—usethferica’s Armywere cheaply

reusable for other government and defense projects, especially when corapheetypical

59



costs of ordering simulation trainers from large defense contracted=tT Ord studio came to
be referred to as AAPAAMerica’s ArmyPublic Applications), while another private studio,
Virtual Heroes, founded by Jerry Heneghan in Raleigh, NC, began work on govemraimenmst
(This studio was then referred to as AAG*jerica’s ArmyGovernment Applications.]) Yet
another Army team at Picatinny Arsenal in New Jersey (therredfes as AAFA America’s
Army Future Applications]) began work on simulation trainers and weapons prototyieg. “
had these three different organizations that were ostensibly to producd@ssath other,” one
developer told me, “but they were producing at a different level of quality. iEagrfPly guys
were not artists, so we had to create a standard set” (Personal Interpréw,7/A2009). With
the successful development of the Javelin Basic Skills Trainer (possilthotadiscernible
cost-saving system that the entire project produced due to $86,000 price tag favetich J
missile) a whole list of other training simulators began development atitiséitations,
including one made for the U.S. Secret Service. An Adaptive Thinking and Leadership
simulation was developed in 2005 in cooperation with the Sandia National Laboratartite
J.F.K. Special Warfare Center for soldiers to “take part in online virtual evéidh wclude
cross cultural communication scenarios with indigenous people” (see Figut® The)Future
Soldier Trainer (FST) and Future Soldier Training System (FSTi&re two additional Army
Game Project products implemented by the Army to save money by reducingingodi®pout
rates for soldiers through pre-institutionalizing virtual activities thantally prepared

individuals for aspects of basic training.

60



'|' J IT""I'I‘I.I ‘.- 1 P
ml.p-mu.li A
mainiile 4 Cl
e ST PR rav FEE rn._u

Figure 2.1. Adaptive Thinking and Leadership training simulation, using he America’s
Army platform. Image produced by the Army Game Project.

The AGP also executed a commercial partnership with video game publiskeft Ubi
shortly after the move to Ft. Ord. Through this agreement, the Xbox and PlayStgdiore 2
America’s Army: Rise of a Soldieras developed by the private studio Secret Level and
published for commercial release by Ubisoft in 2005. The game met with miiedsebut was
apparently deemed enough of a success to merit a sequel for the Xbéx@dida's Army:
True Soldierswhich was rushed through development and published by Ubisoft in Q@7 .
Soldierswas by all accounts a terrible game, and provided ample reason for Wartdyceskcel
the partnership after its release. According to some, the game’s dev&epessorm had been

set up to fail by publishers Ubisoft, who gave them a deliberately short timeline.

Other agencies, such as game developer Zombie Studios, data managentwarel s
distribution company Pragmatic Solutions, marketing firm Ignited, and cantyawiganization
Digital Consulting Services, each joined the Army Game Project atnggpgiints, and each
benefited significantly from the business opportunities made available by theJeattle-based

commercial game developer Zombie Studios came to have a more prominent role@Pths
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it regularly worked on outsourced projects that supplemented the work of the AAPA andl AAG
teams:® There had also continuously been issues with the “backend providers” of thengame
were responsible for a variety of issues, including supporting in-gamaatiters via integrated
text and voice communicatidiaccount authentication for retrieving saved player profiles,
enabling player access to the game, and viewing gameplay statistics; antlzatiedase
processing of limited information regarding player statistics, deapbgrs, and internet usage.
After going through a couple of backend providersiorerica’s Armythe AGP had by early
2004 settled on Pragmatic Solutions, a startup company in Westlake Village,t@®adithe

AGP as its major clierff

Also with its initial roots inAmerica’s Armylgnited successfully grew as the advertising
and events marketing agency for the project (see Figure 2.2; Chapteres).ilBad_.A.
warehouse reportedly bought from Shaquille O’'Neal’s failed internétipthusiness, the
company came to garner a wider range of clients spanning multiple industiedirig Sony,
Princess Cruises, Activision, and Carl’s Jr. The AAPA’s parent companyaBigpnsulting
Services (DCS) was also involved with the Army Game Project fromriishaatory as the
direct employers of the AAPA game developers and handlers of human ressuesesuch as
layoffs and health benefits. In practice, most, if not all, specifications gndements for the
public game came directly from the OEMA and government management, logpB€&ss

altogether!
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EVERY DETAIL COUNTS.

Your mission awaits at

americasarmy.com

W
Figure 2.2. Ignited poster advertising the release dmerica's Army 3at the 2009 Game
Developers Conference. Photograph by the author.

The AGP was gradually expanding through these institutional relationshipsegeral
companies were expanding themselves, clearly benefiting from the plaipseihe
development team at Ft. Ord, however, was taking a long time to recover feti-itaposed
crisis, and developers were leaving on a regular basis following the depditagberry and
McCree. (The turnover for the game’s development was so high that by the tarted s
fieldwork at the Emeryville studio in 2007, only six of the 28 team members from2&8&dy
were still working on the project; by the releaséuoferica’s Army 3n 2009, only two of this
group remained.) Because of this,

the Army was getting scared about losing the whole project and all th&dataay the

team from North Carolina shows up at our offices with hard drives, USB keys. Ugtey |
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charge into the office to “extract the data.” They didn’t say, “hey, weste

replacements if you guys fuck up, and we’re taking everything you have becaus

not sure you’re going to be around next week.” But we were all looking around thinking
this isn’t good. And they were being kinda pricks about it. All of a sudden we have
competition now, and they’re taking all of our data? [...] What they wouldn’theay t

was that theyverethe backup plan. They were to be ready if our team broke up to take
over the project. And that’s why the team to this point still gets paranoid about outside

people coming in. (Chad)

This collective suspicion was made apparent to me during my initialnmege the studio for
two weeks in 2007 when a developer, as the mouthpiece of the whole team, questioned me for
two hours about my research project in order to discern that | was not a “spybseinither

AGP team (see Chapter 6).

The initial interaction with Heneghan’s new AAGA team from North Gaaotolored
the relationship between the two teams, and spilled over internally once PhiliyjcB®e

([Dev]Skippy) was hired as the new executive producer in October, 2004.

We had our problems with AAGA because we knew they wanted our project [...]. It just
started off on totally bad footing. They were their own company, and we were very
envious of that. We were very much looking for an identity as a company [...]. It was

dark times, and then the colonel showed up one day and said that they were going to hire
this guy Phil de Luca. Come to find out, he was Jerry Heneghan’s buddy, and wg alrea
hated AAGA and Heneghan. It looked like AAGA was planting its own executive

producer on our team. We didn’t like De Luca. We were not going to embrace him with
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open arms, with how he came in, and how he fired people on his first day, and how he

hired a bunch of his buddies without talking to us. (Chad)
As De Luca explained,

Jerry Heneghan knew that Monterrey, as he put it, “needed an adult.” [...] The actual
environment was incredibly toxic when | got there [...]. The lead programmer atnihe ti
had totally poisoned the team [...] so | fired him the day | got there. | also |et citver
people go because they were complicit in what amounts to fraud. | figured thieadam
defrauded the government by a minimum of $200,000 because they claimed to be
working on something, never delivered that something, and instead used all of their time
to [...] pitch to set up their own company. And | understand why they did it—they were
dissatisfied with the government and how the Army was managing them. [Thé Army
didn’t understand that video game development is comprised of a series of negotiations.
They are used to giving an order, and essentially having the person carngib tlogy

weren’t prepared for that back and forth. (Personal Interview, April 17, 2009)

The match with De Luca, however, did not work out. “That guy came in and jligttoea the
team up,” one developer said, “because it was already running out of steare.\iRaepleaving
left and right post-2.0. And then they put this guy in there. His management styl@ljist
mesh” (Personal Interview, November 19, 2007). This factor, combined with Dé&s lpasting
of an infamous message directed at game hackers, which acknowledged—agaitysisi's
wishes—that the Army could indeed track individuals based on their IP adtiedso De
Luca’s six month contract not being renewed. Philip Bossant once again stepped enhdgespit

wishes to remain as the art director, this time as the permanent exgcatueer.
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Heneghan, in the meantime, was pushing to become the director of the entire @may G
Project under Wardynski since it was becoming apparent that a more cedtrafructuring of
the entire project was necessary in order to bring all of the disparate edémenrk together in
a more organized fashion. To this end, the AAGA, which became Virtual Heroes, ivakyact
courting the disaffected AAPA employees remaining on the diminished teamn Adindy

hired developer remembered how

two friends | had were very much into just ditching the project and leaving—going to
Virtual Heroes. And there was big turmoil with people taking off and going there. |
almost went that route, but | realized [...] that was the wrong idea. But withmair s
crew [and] people in the office, and bad vibes and just a lot of inner turmoil, it was

difficult at first. (Personal Interview, October 10, 2008)

Heneghan'’s efforts take over the AGP were to also be Mike Zyda’'sgevenlosing the project
from MOVES, since, as Zyda communicated to me in our first and only meetirgt, tre the
corporate advisory board for Virtual Heroes (Personal Interview, August 24, 2@0®&gkan’s
work, though, ultimately proved ineffective, stymied in part by a long-tersopat rivalry with
one of Wardynski’'s two deputies at OEMA.

As it had been previously, the project in the midst of its growth was plagued bglenulti
pressures, personal and institutional rivalries, and a lack of mutual undergtahthie varying
needs of game designers, government contractors, and military personieekifiRebn this, one
former producer offered a retrospective analysis of the situaticatdo2004:

The colonel’s idea was fundamentally brilliant. It demonstrated a levesigfit as to

what the Army needed, and connected it to a social phenomenon that he was not familiar
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with, and he put it together, and it was absa-fucking-lutely brilliant. Now, theugae

was poor, and that was definitely his fault. He selected these two majors, andlra of
was really capable and driven and really intense, and another was ... corrupt. And that’s
his fault! The colonel fucked up, and he really doesn’t accept that he was flawed. He
views the flaws as being in the civilians, who were ultimately respenibl

implementing the application [...]. He selected academic people to exdwigaiject],

which was a fundamental mismatch. He should have turned it over to a game
development company. And he should have had a board that he could go to and ask,
“should we be spending 3 million dollars [a year] on a game and 10 million dollars [a

year] on its marketing campaign?” (Personal Interview, March 11, 2009)

Contracting

With his retirement looming Wardynski realized that there was a need to dmesiload-
term viability of the Army Game Project, and he knew that OEMA was not theean&ws/a
research institution at West Point, OEMA’s mission was to put forth proposals aotypest
which would be carried out by other entities; it was never intended to be the perimame of
the Army Game Project. With the goal of an eventual transition in mind, in 2005AQkElEAN
sharing project responsibilities with the Software Engineering DirstetdEED; see Figure 2.3)
at Redstone Arsenal, next to Huntsville, Alabama—"“Rocket City, USA.” With orfeedatgest
populations of Ph.D. holders per capita in the world, Redstone Arsenal housed a large number of
research and development centers like SED, including NASA’s Marshal BlpgiteCenter and

the U.S. Army’s Aviation and Missile Command. Well-known space programs (GemiarnS
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Mercury) and Army weapons systems (e.g., Patriot and Javelin misgil@shé, Chinook, and
Black Hawk helicopters) are some of the many programs originatingRematone Arsenal.
Compared with the huge centers and programs at Redstone Arsenal theSEDelatively
small institution, and like the other companies involved in the praj@etrica’s Armybecame

its poster child.

Figure 2.3: The SED'’s logo.

The development of many government trainers based dkntieeica’s Armyplatform
transitioned to the SED in 2005, with Virtual Heroes and other entities continuingoaari
capacities on projects, and the government project managenfmioica’s Armyprograms
became centralized there, with OEMA maintaining ultimate control. At titeekt level, the
project managers of these programs were employees of the U.S. governmenbiiveril
individuals working at the SED were employees of a hodgepodge of largeyrabtaracting
companies such as Northrop Grumman, SAIC (Science Applications Interh&aparation),
and Lockheed-Martin. Michael Bodé ([Dev]Bode), who was an employee of Nprthr
Grumman, worked within the SED as a project manager for vatimesica’'s ArmyBasic Skills
Trainers. He specified how the hierarchy of contracting was

an important cultural thing. There’s government and there’s contractors, anegtaaubs

that is whether or not you are a “prime” or a “team member.” Managamalays
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government. There is a high echelon that has to be government-civilian, and underneath

that they fill in with the “prime” and then underneath the prime they may have some
“team members.” [...] It is very much a cultural thing, where if you are oe¢mmgment,
the government people will treat you differently. It's like being in a clidphrtly
because they are trained like that, and educated that they can communidat¢hosgta
to contractors, and can’t do certain things. [A government employee] catifartan’t

ride in my car or any other contractor’s because that can be construechgshgivia
favor. But | can ride in his car. So when we go to lunch, | can’t treat him. He ctn trea
me. Weird stuff [that] can really impact your relationship with those pedpdesdnal

Interview, November 14, 2008)

As one of the top ten U.S. Department of Defense contractors, SAIC was the “prime”
contractor for the Army Game Project, enabling money to pass from the geveranthe “team
member” (DCS) and down the line to the employees (AAPA). | was told by Boidet tach

stage the overhead for a game developer’s salary would be multiplieghg@ntracting

institutional level, so that DCS would, for example, be paid around $100,000 by SAIC to manage

a game developer making $50,000. SAIC would, in turn, be paid $150,000 by the government

for that employee. Although SAIC (ranked at number 266 in the Fortune 500 and with over $10

billion in annual revenue in 2008)was the holder of the prime contract famerica’s Army

with the U.S. government, it had very little presence in the day-to-day &digitmost parts of
the AGP, and zero presence at the game studio. (Many developers did not reaiwsrttimect
employer, DCS, was paid by SAIC, which was paid by the government.) This anemgeas a
reoccurring problem from the point of view of the California development studio. Batéwe

to explain that
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DCS, they are a “team member.” They are a part of the organization, betsainbe time
they are on the outskirts in the contracting sense. They are not SAIC, scetiney a
prime, and so they are kind of looked down upon by SAIC employees. They're not
government, so, you know [...]. That’s actually part of the problem with this group and
how they are operated out [in California]. They are a contracting group, andlowthe
end of the totem pole in that regard. (Mike Bodé, Personal Interview, November 14,

2008)

As Chad said, “It has always felt like we’re being held at a distance.”

When the SED first came on board the projanterica’s Armydevelopers had hoped
that some of the management issues caused by this relationship would be mitigagedith

issues relating to workload and timeline expectations. Erich Iveans ceballe

the first interaction that we ever had with the SED was when we were still agt.

Ord] in Monterrey. They came out, and the first half of the day we explained to them our
woes. Just demand after demand that we couldn’t meet and still produce the game. And
the SED director [Frank Blackwell] was sitting at the conference tablevas saying, “I

find this hard to believe, that’s just not possible.” The second half of the day, major
Wilson shows up [from OEMA], and he goes, “The AUSA [Association of the U.S.

Army] meetings are coming up, and I've promised everyone that you are goimdécam
video about sergeant Smith,” this guy who was posthumously awarded a Congressional
Medal of Honor for his combat actions. “Not only are you going to make this video of
that action in the game, we’re going to do it at this resolution for projectinghtrea t

wide screens. It's due in two months—Iet’s go!” We could not have asked for a better
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example of how messed up things were. So at the end of that day, Frank Bladklwell sa
to us, “I need to go to colonel Wardynski and talk to him, because I've figured out the

problem, and the problem is him.” (Personal Interview, October 31, 2008)

The developers continued releasing new updates for the game on a regular basis, and
were “successful at pulling off those miracle moments to keep us going,asuyaroducing the
in-game film about sergeant Smith while also working on the game they weatdédireake, but
they were never “successful at setting reasonable expectations” fant#re@gers (Ilveans,
Personal Interview, October 31, 2008). In a move that quite possibly saved the studio fr
complete implosion, the AAPA changed locations once again in 2006 to Emeryville | aigmal
sandwiched between Berkeley, Oakland, and the San Francisco Bay. Mossroathe
development team was happy to make the move north to a more urban and cosmopolitan center,
and the move deliberately sought to take advantage of closer contacts witdction
entertainment industry by bringing the office into the cultural fold of @ili¢alley and San
Francisco. A variety of digital entertainment companies such as Pixker@aToy Story
Ratatouille WALL-E etc.) and Electronic Arts’ Maxis studio (developer3loé SimsSpore
were in close proximity to the AAPA. Developers liked to remark that they sh&tdtauck’s
with video game industry celebrity Will Wright, who would regularly be seen duringeoff

breaks and who once came to visit the studio.

The Emeryville studio (see Figure 2.4) was where | found my fieldwork hothenvhe
Army Game Project, and | first visited there briefly in Septem®@0d6 after my initial visit to
West Point. They had just put out a major releAsagrica’s Army: Overmatcfversion 2.7), a

high point in the game’s development that was nevertheless described as lysidddian
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miracle” (Personal Interview, October 22, 2008). By that point, the develdpeisa“‘precedent,
we knew what the users wanted, we had kind of an organizational structure and evergghing
flowing much more systematically from the boots-on-the-ground perspectieesofial
Interview, October 8, 2008). New designers fresh from graduating from theyiedpbession
College for Digital Arts made an easy transition to work at the studiichwvas deliberately
stationed to be in close proximity to the school, and an intern program was set ugnkbgve

two organizations.

Figure 2.4: An artist's desk at the AAPA in Emeryville. Photograph by the autor, March
2009

These factors, combined with the fact that the development team had finatiged an
office to their specifications that felt like home, contributed to a greatesesof normalcy as a
transition was made towards the productioAwferica’s Army 3tarting in 2007. Other AGP
initiatives materialized in 2007 as well. The Virtual Army Experiendecivl describe in great

detail in Chapter 5, was one major project that the SED, Ignited, Zombie, and tide AAP
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produced collaboratively. Additional commercial industry partnerships likenaarica’s Army
arcade ganfé and a cell phone ganigboth published in 2007, resulted in products that made
the franchise’s claims to authenticity and realism absurd (seeeR2gb). Ubisoft' sAmerica’s
Army: True Soldierdlop was also published in 2007. When they worked out as anticipated,
these arrangements were win-win situations for both institutions that piddvegeadvertisement
opportunities to the Army while the commercial licensing organization aatdfre ability to
create an “official” Army game to sell for profit. Control over content, thougth ahaays been
an important issue that the Army, and specifically Wardynski, had been loalingqoist. The
dubious quality of these games—~both in playability and in the desired representétien of
Army—Ied to a more cautious approach in terms of future electronic entestatimmdustry

relationships.

[AMERICA'S '+ ARMY.)
MSPFETAL TEE AT NINGST

:."‘l ]
Figure 2.5.America’s Armyarcade game, published by Global VR, anédmerica’s
Army: Special Operationsa cell phone game published by Gameloft.
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Other non-commercial industry partnerships to usétherica’s Armyplatform
involved a very successful project now used by the Walter Reed Army Mé&ain&dr involving
a driving simulation for wounded soldiers using prosthetics or needing assistaccémating
to the civilian world?® Starting with this development in 2008, an Army soldier could potentially
go through recruitment, training, and post-trauma therapy usifgniieeica’s Armyplatform,
thus meshing the life cycle of the game software with that of the soldieabGdtion with the
non-profit organization Project Lead the Way, also starting in 2008, gave Hrazatipn use of
the platform for teaching middle and high school students physics through sintwgdtion
experiment$’ The most recent major collaboration, which could herald a future direction of the
project, was the creation dMfoonbase Alph&2010), a “first person explorer” game developed
by Virtual Heroes, NASA Learning Technologies, and the SED usingrtiexica’s Army
platform. The free game—winner of the 2010 Serious Games Showcase and Challenge
“Government” category—simulates moon life in a near-future scenario, anénhkdaca’s

Army, encourages teamwork between its players.

America’s Army 3

New updates tdmerica’s Army: Special Forceeeleased in November of 2003 (version
2.0), were being developed and released up until April of 2009 (version 2.8.5)—an astonishing
development and release cycle of five and a half years for a singéetgainis highly unusual in
an industry full of games that have a life span of several months to a few tyearst.aDuring
this span of time military first-person shooters—a genre of games thatdiveal America’s
Armyhad helped define and build—became increasingly more popular through successfil ga
like those in theCall of Duty, Medal of Honoy Conflict, SOCOM andBattlefieldseries. Though
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America’s Armymaintained a core group of dedicated players—many of whom communicated
regularly with the developers in the game’s online forums—the pull of a free gacame less
pronounced as the game’s graphical technology and style of gameplay was akab|e pace

with the industry. The rate of registered users of the game dropped considsnadlyea

products became more appealing to video gamers. Developers told me that thdeplay st
deliberately encouraged America’s Armyalso influenced who continued playing since “one of
the core goals [oAmerica’s Armyis] that a well-coordinated team should always be able to beat
a more individually talented, random group of people” (Personal Interview, Nov&h2008).

A discernibly older group of gamers play&oherica’s Armywhich as some developers
described it was a “thinking man’s tactical shooter” that did not require as mwtth“skill” as

the newer, more individualistically competitive games.

Part of the reason for this longevity in development despite the gradual obsolescence of
the game for potential players was that the developmeiefica’s Army 2lid not progress as
smoothly as anticipated. There was a lack of leadership and vision in terms dfievinaished
product should be, and the lead designer who had worked on the team for many years
contributed to the standstill by refusing to delegate responsibility to othgndesi Steve, a
level designer, avowed that “we didn’t come at 3.0 the right way, and [...] we sufféoe from
design direction that initially really poisoned a lot of our efforts” (Persiomatview, October
22, 2008). Wardynski and the SED waited impatiently through 2007 and early 2008 for progres
towards a finished product that never materialized. Eventually, Michaél, Bodn the SED,
was sent from Alabama to California in the spring of 2008 to become the co-execotivegsr

with Phillip Bossant. “In [Wardynski’'s] eyes, Phillip had failed,” a develamerfided, “and |
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can't completely disagree with that” (Personal Interview, November 1, 2008t Wfee same
time, Steve indicated that

it felt like there was shit going on up in the lofty perches of the Army sidevemat

buffeting us around in ways that we didn’'t necessarily fully understand or eten g

exposed to [...]. The requirements coming down, it was weird. It wasn’t insaire; w

used to insane stuff. We're used to things like “put 200 vehicles in the game!” It would

be stuff like, “It's really important that we create meaningful learexygerience

moments, profound moments for the user, [that arise from] consequences to thesr action

in the game.” Really kinda high concept things. They were tasks that would require

somebody like [an anthropologist] to design a study to get any meaningful data

Somebody would have to have a graduate degree to go in and figure out [...] the context

of the human experience you were creating, and you’d have to have some pretty

sophisticated data analysis going on [...]. Either the people asking for itrhply sio
understanding of the real magnitude of what they are asking, o—more troubling—they

did and getting good data was less important than getting some data tleaiuloeyoint

to.

A more hierarchical chain of command that placed the SED as the mediator between
OEMA and the developers gradually became implemented that prevented significant
communication between the game producers in California and OEMA. This contragievi
earlier years of development was due to the centralizing force of the SKID, salnne to direct
more of the requirements in the development of the game. People speculated that after
Wardynski’'s expected retirement in 2010 the SED would become the permanent home for
America’s Armya prospect which, according to some inadvertently sent emails that | was
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shown, had always been the ultimate goal of the Directorate’s leaddtssEnd, “when the
SED sent Bodé€, he came with instructions to clean house on management. He didn’t do it
because he realized how important some people were to the project” (lveansaPFatsrview,
October 31, 2008). Wardynski, however, wanted a “price for failure” in the deRayefica’s
Army 3 Recounting the plot of a movie that told the story of a mutinous Civil War unit that was
forestalled by the execution of its leaders, he stepped in and fired Bosstalipafavorite,
along with another long-time producer in the summer of 2008. Another experiencedlland we
liked designer quit following this.
It was soon after these events that | began, in September 2008, fullimograiphic
research funded by the National Science Foundation, a factor that signifendet the
legitimation of my project to government and military personnel at OEMASH{®, and
elsewhere. When | began open-ended interviews, a large portion of what peopld wdatk
about involved what was perceived by the developers as being “just a hugdudksieproject
management” (Personal Interview, November 1, 2008) that was only intenwsified firings.
One person discussed how “It doesn’t even matter when we say no” to “unrealisiimddeis
crazy land” (Personal Interview, November 1, 2008). Steve was
really grateful for these challenges but at the same time it feelsdilkgaweally being
thrown into the deep end [...]. You have these crazy requirements that are difficult to
meet coming at you from people who are intractable and on whom you have no leverage.
You got moving targets, and that'’s all just part of the job. Working in constraints
fundamentally makes you do better work, so I'm into that. [But] the wriggle y@mam
have is so small and the creativity you have got to bring to the problem is so
considerable. And you have to solve all the problems at once: What is going to meet the

77



requirements of the Army; actually reflect legitimately usefunnmfation about the MOS

[Military Occupational Specialty of soldiers]; use real equipment; be thomgethat we

can create the art for in the time we have; [and] on top of that, have a rofadrathpf

this stuff to roll out over the next five years to where any given thing @making

doesn’t just fuck everything that came before it with some fundamental change. And to

do that with only six dudes on staff who can program, [who already have] no time.

(Personal Interview, October 22, 2008)

When | later visited the SED | realized that workers there experiencateppressures
but very different conditions that were not conducive to the management and development of a
video game. No electronic devices from off-base were allowed in the bsHdimg cell phones,
USB devices, cameras, iPods, voice recorders, and definitely no 1&p&ysh security
conditions were a strain for everyone involved, especially the project mahageesof whom
described her work to me as being in a state that is “always in panic mode” deertoltiple
pressures and demands from both above and below. During a visit with another SED projec
manager, he told me that he had received 48 emails over the course of my singlathrmuhigs
office (Fieldnotes, January 6, 2009). These factors could perhaps partiadlinexpkries of
SED purchasing oversights in 2008 for critical middleware licenses necéssthe California
team to progress in their development (e.g., Perforce revision control software, Adeb, and
Beast lighting software for games), which caused game development taccamear standstill
at several points and created further tension when the blame for such delaysced®plthe
Emeryville team.

The relationship between the game developers and their management at SEHM#nd O
was sometimes explained in indigenous terms by the developers, who would say ¢hat thes
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conflicts, at the core, arose from cultural differences. “Every timeyae toring in common
sense the government fucks it up with their weird justifications or rules thatrdaké any
sense to our culture,” one developer told me in frustration (Personal Interview, beyva4n
2008). Another former developer reflected on his experiences in a similanwwyg that
“there was a magic couple of years there where two totally alien culamrestogether to do

something cool®

Though it is most likely too simplistic of an explanation, the language of
cultural difference does highlight thamerica’s Armyis far more than the sum of what the
Army says it is—e.g., a video game “designed, developed, and deployed by the U.S.Aamy
an examplgar excellencef the “military entertainment complex,” the historyArherica’s
Armyreveals a contingent history of relationships that is indeed very much cofpégower
of the concept of the “complex” (e.g., “military industrial complex”) is iraitdity to obfuscate
multifaceted processes, by making it appear as if the reality of convolegedations, rivalries,
and collaborations is actually smooth, logical, homogeneous, and damn near omnipotent. The
idea of “the network,” | would argue, achieves a similar result ofdifigrmore power to a
phenomenon than it deserves.

| went in search of Hardt and Negri’'s network, but it proved largely elusiseedd, what
| found was a hodgepodge of military, government, commercial, and contriastitigtions,
factional and personal rivalries, a long history of disgruntled workers, aut afl
understanding due to “cultural barriers/differences.” Although institutions iA@% did
ultimately have to cooperate with one another to a certain extent, there wagange amount of
competition between organizations over product content, funding, and reputation. Unddrlying a
of this competition was a fundamentally business-driven motivation of institutidfal se

preservation, especially for those institutions that relied heavily or éxalyen AGP funding
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in order to operate. Although a horizontal, deterritorialized, and virtual network ofgbiaau

did exist to a certain extent, as an Army-sponsored project the AGP wasatlysanti
hierarchically-organized endeavor—a feudal society existing within a datimoene, as several
developers liked to say. On the ground and inside its institutions, the picture of the AGP was
much more nuanced and factional than the seamless and idealized networked production model
described by Hardt and Negri. While Wardynski’'s own metrics appear to pointisotha fact
thatAmerica’s Armyhas been successful in helping the Army recruit and hold on to talented
soldiers, my experiences and the histonAoferica’s Armypoint to a contrasting story of

success and failure in the recruitment and management of game developers anddhigseto)
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lll. The Art of Persuasion and the Science of Manpower

Talent Management

“The dynamics of neoliberalism have destroyed the bourgeoisie and replaced it with tnat disti
and opposing classes: the cognitariat on the one hand ... and the managerial class on the other,
whose only competence is in competitiveness.”

—Bifo Berardi,Precarious Rhapsod{z009a:52)

“OEMA’s charter is to build the Army of the future. It's about recruiting talent, assgsalent,
deploying talent, and retaining talent.”
—NMajor Mike Marty, America’s ArmyChief Operations Officer (Personal Interview,

May 21, 2009)

Over the course of my research on the Army Game Project within itstaenst
institutions from 2006 to 2009, it had become obvious to me that despite the continual inter-
institutional conflicts that often threatened the overall viability of tlogept at multiple points in
its history, the structure of the AGP was eminently embedded in thos logmarket analysis
and neoliberal business principles. As an economic and policy-focused resgarchation
within the Department of Social Sciences at West Point, OEMA (The Q@ffiEeonomic and
Manpower Analysis) was an interdisciplinary institution that hosted a yarfieesearchers with
advanced degrees from prestigious universities (e.g., Harvard M.B.A. arid. de@rees; MIT

economics Ph.D.; RAND policy analysis Ph.D.; Penn State history M.A.) who oéatsa
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mid- to senior-level commissioned officers (major, lieutenant colonel, colionile Army and
professors at West Point.

The office’s traditional work was to provide analysis and recommendations Aarttye
for a wide range of issues by building innovative projects to study and adgstssis
problems that the Army faces in its organizational structure. Wardynskixéonple, describes
his dissertation in policy analysis that he wrote at RAND as “expandhegiontext within
which the Army thinks about Soldier compensation [beyond the] terms of Soldier pay and
allowance [in order to] evaluate compensation at the household level to understand how Army
stationing practices undermine household income and increase the direct cost ofrtreni
Army.”3' OEMA, under his supervision, proposed the Officer Career Incentive Program, which
worked to ensure that officers could be placed in an Army occupation of their choidéeadd a
graduate school in exchange for additional years of sei¥@ther initiatives on which OEMA
worked include putting together a highly effective program for tracking@okt-War nuclear
weapons stocks (Chaplin and Ruby 2005:214) and various studies on the demographics and
interests of West Point cadets, such as how many of ther\playica’s Armyin relation to
other college-aged adults.

One study by OEMATowards a U.S. Army Officer Corps Strategy for Success: A
Proposed Human Capital Model Focused upon Talamgues that a “talent-focused strategy” for
recruiting officers is imperative since, due to a dearth in supply of miercaifecers, “there are
increasing and accelerating signs that [the] Officer Corps will be unegfiglire demands
unless substantive changes are made in its management” (Wardynski, et al. 2009:3). This
emphasis on “talent” accentuates a military need and desire to harnesivedgoorers who
demonstrate
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intelligence [and] aptitudes for rapid learning and adaptation. Talentedrsffi.

discern quickly patterns of activity within new situations, and ... leverage thesei

aptitudes to become expert in the competencies to which they are drawn. These may

range from deep technical skills to broad conceptual or intuitive abilities, aHiohthe

Army requires. (Wardynski, et al. 2009:15)

In conjunction with this published assessment, Wardynski supervised the creatitalerita
management system” for officers that would place “the right leader, ingtiteposition, at the
right time.”?

An underlying issue, however, is in “accessing, developing, and employingethlent
people [whose] intellectual agility allows them to master diverse cemgies demanded now
and in the future. Such a strategy ... will move the Army beyond personnel manateetaéerit
management” (Wardynski, et al. 2009:vi). This published study is separate fréimtirié&same
Project, but the fact that it originated from the same institution andainetlerscores how the
need for “talented” Army laborers could be addressed in part through novel recriusioiutions
like America’'s ArmyAt its core America’s Armyis an initiative for moving towards the
management of talented potential soldiers, as it actively engages a dpmogif young men
who have access to computers and basic competencies that are most valued byrtge wo
cognitariat®

In this chapter | show howmerica’s Armyand OEMA implemented a variety of
persuasive tactics on multiple levels, such as the market logics of manpodeiqpower) and
rhetorical deployments surrounding the issue of video game violence, to make tthactdse
game and its franchise was a legitimate use of government funds. |lzgtieetse tactics
exemplify a military desire to draw upon the skills of the cognitati#;a biopolitical tool for

83



militarizing, recruiting, and managing “talent.” | further demonstnateach of the interview
sections below a clear understanding on the part of the AGP that solid me$satiieg
America’s Armyfranchise was necessary in order to carefully navigate the often murkggboli
waters of Army recruitment funding, military propaganda, and video game \&olenc
Wardynski's explanations of the AGP are not only informational in showing tleesegsive
tactics of the AGP, but are also demonstrative of his own persuasive powstdusality was

so forceful that in my conversations with him | regularly felt compelldzbt@ve his

explanations indisputable, and this was a common feeling among employees wotkang

AGP. Because Wardynski's words capture a part of the sheer perdaasivgthat he
commanded and sought to infuse into the game, I include his explanations of the A@khat len

in this chapter.

Market Logics: The Business of Recruitment and Game Development

“The Army Game Project employs an enterprise approach spanning outreach, recruiting,
training, education, information operations and experimentation to deliver vivid, high-impact
multiuse solutions that: redress systemic market failures that raise thefdashy recruiting;
achieve economies to scale across multiple user communities through reuse ofagsges;t
[and] improve quality and accelerate innovation.”

—Casey Wardynski, “Army Game Project Results Overview” (2009:1)

By providing a relatively unintimidating game space to younger mal® gdmers to
play at being in the Army, OEMA sought to tap into the array of other hugelyssficce
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military-themed combat games in the commercial markBut whereas these commercial
military games sought to gain a market share among the demograpgeaade to thirty-
something males through increasingly sensational, cinematic, and teclimopimibat gaming
scenarios, the purpose Afnerica’s Armyhinged on gaining headway within a separate
market—that of the market for talented future military recruits. Becthestarget demographic
for both of these markets was essentially the same, creating a video@aimped and
produced by the U.S. Army was a logical opportunity to leverage a praegxmstiive demand
for military games by co-opting messages about the Army that weréyalreeirculation in the
electronic entertainment industry.

In seeking to find more about this market rationale underlying all of the AG&tives
that OEMA has undertaken, I interviewed colonel Wardynski in May, 2009, neardltd my
period of formal fieldwork® | had previously encountered Wardynski when we had met in other
contexts at the Game Developers Conference, Redstone Arsenal, the Emsydidieand at
the VAE, but | wanted to get his authoritative voice in regards to several linggr@stjons that
| still had. His approach to markets evidenced a strategic policy on paglalitbrate strategies
of troop deployment that went straight to the issue of increasing demand amondtilads”
terminology) to join the Army. In the heart of West Point, | sat down in his modes, athich
faced the Hudson River and exhibited books sucfhad_eadership Secrets of Colin Powell
Freakonomics: A Rogue Economist Explores the Hidden Side of Everghamgging the
Game: How Video Games are Transforming the Future of Busifilee®/11 Commission
Report Going to the Mines to Look for Diamonds: Experimenting with Military Recruiting
Stations in Mallsand movies such &3ettysburgBraveheartWall Street Trading Places
Boiler Room Stripes(a professed favorite of his), ailde Were Soldiersrofessor Wardynski
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started by explaining that “we [at OEMA] assume that markets arg pfétient and we know

that government isn’t. So if you can make government behave more like markets ymaybe

would be better off.”

Robertson Allen: So more of a kind of business model?

Casey Wardynski: Right. So if we were looking to see where to put our ROT@mygr
well, what's the hardest thing to do in terms of getting an ROTC cadet?dsingy, or is it
getting them interested in ROTC? My thinking is [that] the hardest paetting talented
people interested—building demand. So if building demand is the hard part, the question is
really a function of two things: What schools do they want to go to and at those schools what
could we do to make them interested in ROTC?

RA: It's pretty specific to the school and the place.

CW: Yeah, and so given that we want crackerjack people, what schools ardgghested in?
Because if we're at the wrong school, we're out of luck no matter what we do. So that's a
whole different question from what the Army asks. Right now, the Army is asking, how
much do we get out of our ROTC battalions at the other campuses? Well, if yabee at
wrong campuses, you'’re never going [to solve your underlying problentsihvait analysis.
You have to ask a whole different kind of question: Of the people that want to go into the
military, where do they want to go to school?.... So we built the Army a framewadhnkoWor
to deal with these questions globally. We asked, of the people who come into the Army
directly who have a college degree, where do they come from? And of people who are
applying to West Point from all over the United States, where else did they &malywdu
find out that it's really a whole different set of schools.

RA:  Where are they?
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CW: The Pennsylvania schools [Penn State and U Penn] are at the top of their Aeaba
lot of schools [that have ROTC] aren’t even on the list. That's a question about markets—
where does the market say we should be, versus where are we? So with gamegiedheolo
guestion would be that we don’t really understand all the attributes of gantest atktl. We
know there’s goodness there, but we don’t know what the ingredients are and in \what rat
But there are things that we do know. We know they move fast [in the market]. We know
that they are extremely interesting to the same sort of people in theryritlyoung males.
For example, we created a Facebook page for the new lauAchesicas Army &bout two
or three days ago. Ninety-four percent of the people who are fans of our Faceboakepage
male. That’s pretty good information right there—we’re in the right market.

RA: Two days and you already know that.

CW: Yep, | think we have about 2,600 fans now. Ninety four percent are male. ddrcgnt
are 13-17, twenty-one percent are 18-24, and twenty-three percent are 25-34tThe va
majority are under age 34. OK, that's good. So there’s native interest there’smnohwlee
right spot for this game technology thing. And the kind of game we’re making, itthotds
and ladders, it's a first-person [shooter] game. So that’s how you narrow in theAyshre
the next thing to ask is what you can get from this game. They evolve very quidkdyea
pretty much at the cutting edge all the time. The industry is over there, moVigigt a
speed—nbetter, faster, quicker, more players, more immersion, more intultiséthfese are
the attributes of good games, and when you look at the Army, where are we going®? We r
on [game] engines that nobody has ever even heard of. We run on engines that were

economic failureg’
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RA: So during the course of the Army Game Project over about the last 10wileatrsvould
you say are the biggest successes and missteps that have happened?

CW: I'd say the big successes are, number one, we're still hette |augh. Number two,
there have been a lot of efforts to mimic that haven't succe&aeuch points to the fact
that this isn’t easy. Now, many of those efforts were doomed from design; th&y ha
thought through the key ingredients: is there native demand? We didn’t have to create
demand; it was already there. Where’s the demand for the Navy game? legaartys

RA: That's one of the worst games I've ever played, | have to admit.

CW: So the Navy gets it in their head to have a g&@trékp and Retriejéut where’s the
native demand for things that look like the Navy in a game? There’s very littendefior]
a submarine game or an airplane game that involves being a pilot or a commantey. Do t
hire for those jobs? No. So how do you make the jobs the Navy is hiring for be inteiresting
games? Well, it doesn’t seem like anybody has been able to figure it dstiyékely that
the military is going to figure it out if the game industry can't figure it &a? So what do
they come up with? A fish game. All the 10 people who have played it have discovered
[that], but the Navy can check the logs that they have a game. Is thereFaorg&igame?
Not really. Do they need one? Probably not. Is there evidence of existing demeityg? P
thin. Microsoft Flight Simulator ...

RA: It's an older crowd of people who play flight simulators.

CW: Exactly, so even if there is demand, is it the demand [that they wérey?din the
wrong part of the curve. The next question would be, if you're going to do it, do you have the
wherewithal to do it right? Because if you do it wrong, there’s no point in doing it. Tleere ar
enough alternatives for kids with games that just because your game do&sn’'t mean that
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the kid is going to come play it. So if you don’t do a high quality product, in my mind you
might as well not do anything because you are probably going to end up hurtindfyourse
more that helping yourself. The fact that we could do a top quality product, being thed we
in the government, to me is very surprising. Which is unfortunate, but it's because of our
procurement systems. They move at dead slow speed [and are] optimized for doirgsbusine
with very large companies that have a high threshold for pain in terms of being paiddat
having lots of rules and regulations.

RA:  So how difficult is it to operate as if there is a market within an orghoizthat doesn’t
see it that way?

CW: It's hard, because we’re constrained by government procurement arattcorles.
We’'re constrained by governmental thought processes, which see a yesraadwo years
as fast; whereas in the game industry a year or two years is poettySd the frame of
reference is entirely different. That cultural shift is really tough. Andvibrel “game” is
involved. For the first seven years [| was doing this project], using the word “gaeaitm
“toy,” which is kind of crazy because the Army invented war games....

The key idea oAmerica’s Armywas that there was a market failure that was hurting the
Army’s ability to recruit kids. Part of it is because of the recruiters,gfaris because of the
Army, and part of it is because of the way kids receive and process informatioheout
Army. And the things that the Army has been doing demand no proof that they should
continue being done. For example, there’s no question that we need recruiters. Nobody ever
asks that question. Well, | question it; I'm not sure we need recruiters. ludaétstand
why we need a military guy to go recruit a kid to be in the military. You don’t haveN
guy go out and recruit a kid to work at IBM; you have head-hunters and people to go to
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college fairs who know IBM. You might have a few recruiters, but really theeliaman
resource people who are more in the screening role than the recruiting rold.ddovgee

the Army having screeners to verify that these kids would be a good matctkguBivi
would do, but we have reverse-screeners: Instead of trying to keep out the baglrits, w
trying to force everyone in that could possibly fit and then trying to see ibuld get them

to be a good fit after the fact. Well, in WWII that might have made sense, but in the
information age it doesn’t. We don’t need that many kids, really, and the kids that we do
need we want them to be a good fit because they are volunteers. If they're nofig tusgd
are going to cost a fortune, they are going to be unhappy, and it doesn't fititive¢he
market model. So | question the fact that we need recruiters. Could we do ityiouall
getting kids interested in the Army, by test-driving, by virtually beipg of it? By having
them visit bases, do Junior ROTC? I think we can do a lot more of that, but the fact that we
need recruiters is not questioned.

RA: How is that received by Army recruitment?

CW: Not well. It's slow to adapt because it's a risk-adverse businessl éan understand
that because if they miss their objectives, they're the ones who are goinmtinéédot seat.
It's hard to crack that nut. It grows its own feedstock, so recruiters whd 8kayiand
become recruiter-recruiters. That process that they grew up in is a pladebey believe in
and are going to perpetuate.

RA: It becomes completely institutionalized.

CW: Completely institutionalized, whether it fits the circumstanogsiare or not. So the

Army does recruiting events ... and the Army will have a report about how manysévent
they did this weekend and what they got. I'll be like, well &amgrica’s Armyhad 100,000
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events this weekend, because every missidmarica’s Armyis an “event.” They are just
virtual, and they cost us a nickel. People forget that “return on investment” (RQG) has
numerator and a denominator. They always think of the numerator as fixed and the
denominator as fixed, but if you drive your cost out of the equation, now you're in a world of
disruptive technology that puts the other guys out of business because it doesn’t le&ve to g
you much. [We] challenge a lot of rules of thumb in the Army about why we are doing
business the way that we do. Is there another way to do it that is cheaper dhe g@tse
effects? Or a way that is cheaper and gets lower effects, but when you datithguaire
still farther ahead? Or a way that is cheaper and gets you bettaés2ffe

RA: Has that been the rationale around the project since its inception?

CW: Right, that the costs are so fundamentally diffeemerica’s Armycosts $4 million a
year to build, and hosting online is about another $2.5 million, and the rest is whatever you
want to do with it for marketing and eveftsA normal game would have $10 to $40 million
[devoted to marketing], depending on the game, and it would be a big deal. We don’t have to
have that kind of money. We're virtual, so we don’t need shelf space, but it would be nice to
have a little money so we could be up front and center on places like Steam
[store.steampowered.com] or Fileplanet [www.fileplanet.com] so that kids reht a
familiar with the product could at least see that it's there and try itder f

But we face a lot of questions, like what is the ROWorerica’'s Arm§ OK, we get X

number of hundred million man-hours of play. So how does that equate to anything the Army
normally thinks about? The normal marketing model is that, first, you want to make peopl
aware that you have a product. Awareness is measured in terms of impressionsnjiow ma
people saw it. So let’s say a million people saw an ad on TV, a million impressions. How
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long did they see it? Thirty seconds for a million people—what is that? That'segbut
thousand hours of viewer time. Did they pay attention? Maybe. Maybe they use Tevo, or
went to get coffee or coke. Whose attention? Is it grandma, or is it Billy wh@ igv&édon’t
know. What were the demographics of the TV show’s viewers you ran the ad on? Well, the
generally are this, but who knows. So you try and compare a million game hours of
America’s Armyto that. A million hours oAmerica’s Armyare worth a hell of a lot more
because: a) they didn’t Tevo it; b) it's focused attention; and c) we'rdoeyond the “did

you know there’s an Army?” part. lamerica’s Armyyou’re part of the Army. So we can’t
even have a reasonable, sane discussion about comparerga’s Armywith the number

of “impressions.”

T Ho e ! 4 : s e

Figure 3.1: A combination of “legacy” and novel recruiting efforts. As of 2011, the U.S

Army’s NASCAR program costs approximately $7 million annually, significarlly more
than the annual costs for developing and maintainingmerica’s Army*°
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All the literature on persuasive technology and behavioral economics supports our
approach (see Wardynski 2009), but the legacy [recruiting] system is vieeyltitb defeat
(see Figure 3.1). There are a lot of jobs, a lot of money tied up in it. | think their blidget t
year for the legacy recruiting stuff was $167 million; we're in the ran@d anillion. [But
if] you look at where firms are putting their money into marketing, TV is n@Mtis dying,
print is dying, radio is dying, and online is what’s growing. Why does the Arthug Via/ so
much? | have no idea. It's a one way communication method that is extremelyl genera
nature.

At the first principles level, | would question if anything the Army is doinggist. [The
Army gets] away with what we do because we have an unlimited budget apparently. Or a
least when we get in trouble and the country needs us, the budget pretty much becomes
unlimited, right? Just because we can do that doesn’t make it right. Now whemthe Ar
throws those resources at it, it may succeed in the recruiting mission, bobtregve done
itself any long-term favors because the people that were brought in maalypthave any
idea of what they are doing.

Wardynski’'s comments point towards a continual strategizing by OEM@&giards to
both recruitment policies and inter-institutional Army politics. In itska&oriented push
towards efficiency, OEMA challenged many of the more institutionaligexdiitment and
simulation practices of the Army. In our informal conversations, Wardyritd spoke
negatively of rival organizations such as PEO-STRI (Program Executiiwee @f Simulation
and Instrumentation), which in 2008 won a competition against other militanyinatjans,
including the Army Game Project, to produce the official Army training sitiaudor enlisted
soldiers?* Such institutions, he maintained, were an endemic Army problem in their
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complacency, bloated budgets, and low quality products and procedures. Through his zeal,
Wardynski did create enemies and admirers—sometimes in the same persgrsaneral
people | communicated with. (“These nitwits at PEO-STRI hate medtaedaid.) But the end
goal of his uncompromising efforts was increasing efficiency and thaygogtecruited soldiers
while decreasing unnecessary expenditures and procedures. These gotds guatefforgotten
or unrealized in press reports and online comments that sensationalizg thatfthe U.S.

Army makes a video game “on the taxpayer's Bl.”

Persuasive Tactics: Education through Entertainment

Design Criteria

» Soldiers Developed as Aspirational Figures

* Use of Force is a Means to an Objective — it is NOT the Objective

* Players Always Assume the Role of a “Good Guy”

* Adherence to Rules of Engagement, Ethos and Army Values Drives Success and Player
Progression

» The Game will Convey Expert Information Only With Regard to “Public Goods.” It will
Show How Soldiers Train, Where They Train, Live & Operate, the Types of Units they
Operate In and the Types of Technologies they Use. It will NOT Convey Expert
Information on How they Operate.

* Final Game Must Achieve a Teen Rating

—Text from a PowerPoint slide disseminatedtoerica’s Army 3lesigners by Casey

Wardynski (2007)

Though there was native demand for a gameAikeerica’s Armywithin the target
demographic group for Army recruitment, there are significant diffeschbe®veen the game and
typical commercial shooters, at least in regards to the overall desigowasdThe criteria listed
above point to some of the main elements that distingAnsérica’s Armyfrom the vast
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majority of commercially available military-themed video games.itftisrgames” and
“advergames” likeAmerica’s Armywhich have a specific purpose and message to impart, seek
to persuade, much like propagarfd&ut whereas propaganda in the traditional sense of the term
denotes a one-way messaging configuration from media producer to media consumer
contemporary media, including video games, incorporate a feedback loop that involveslithe m
user within a more interactive and immersive messaging environment.
As a way to influence user interpretationAoferica’s Armythe Army Game Project
used a rhetorical strategy by continually reiterating that it produced theriéative message
about the U.S. Army—that all of the other messages out there in the entertainmenshuisines
not “get it right” because “nobody gets the Army like the Arrff{tlollywood-sounding
explosions, for example, are digitally faked in most other games, whileghegters of the
audio samples fro‘America’s Army 3vere recorded on-site at locations such as firing ranges;
Army rules of engagement are often ignored in games and films not producedAywyyr and
the U.S. Army is presented as something other than merely the “good gugf'tAdise are ways
in which entertainment studios “get it wrong,” and these negative or in&ecnessages,
according to Wardynski, contributed to “human biases in decision making” about jdigaing t
Army. The Army Game Project sought to change this kind of messagingemaaminent media
by being very explicit about the kinds of rules in-game soldiers are requireltbte, fhow they
operate as a team, and how violence is (theoretically) used as a means torahrercha an
end in itself. “The real rub,” Wardynski told me, is that there is
always the dichotomy between entertainment and the purpose of the game. Wenddersta
that entertainment serves a role here; it's the motivating factor thas tlievgame into pop
culture. If the game wasn’t fun to play and entertaining and all of those things yneboldl
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play it. But the United States Army is not in the entertainment business. Tha@aison
that we are using entertainment as a vehicle to educate. Well, if therelacatien there,
there’s no point ... because the fundamental reason we’re using entertainmeat istm g
pop culture and overcome these human biases in decision making to get at some of the
goodness that B.J. Fogg at Stanford talks about in his work on persuasive technology (2003).
The neat thing about games is that you don’t have to wait five years [fedubating].
We can compress time and get to the inputs and outputs of decision making and see why the
Army cares about integrity. It's not because mommy said it was a good ideedautse that
guy’s life actually depends on me knowing what the hell I'm doing. The deepgstyou’re
trying to bring across is that there are a lot of games with guns, but thegemenArmy
game because it isn’t just guys with guns; it's guys with sanction, and ticéibsahas a set
of expectations surrounding it which are the values. They are the Army’s Maltege
didn’t make them up. We know what America expects of us and they are a list ohbagsc t
that cordon behavior into an area of acceptability [which most Americans amng]tgdie
pretty comfortable with. That is an Army. That’s the key idea that we/megtto put across.
RA: In other games lik€all of Duty ...
CW: Yeah, you don’t have that. That's not their purpose. They're an entertainment tool
RA: | heard somewhere, and I've always liked this phraseAtiatica’s Armyis what the
Army wants itself to be (Lawson, et al 2007).
CW: Yes, we're not perfect either as an Army, but this is a model of how we hdpshaee.
It's actually a model of how we hope our recruiters think about the problem, becagse w
to be very frank and open and honest about the Army. It doesn’t do any good to hide the
warts and the difficult parts from kids—the combat and all of that. We were in d@mtussi
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with a congressional staffer about three weeks ago on this topic, and it was pgontég

discussion. And at one point she said, “Nobody dies in your game.” They were acmuising

of glossing over that, and | told her,
Wait a minute. On one hand you're saying that the violence bothers you. And on the
other hand you’re saying that the glossing over of the consequences of theanse of f
and the fact that people get hurt [bothers you]. Well, we’re not operating in a vacuum.
There’s a whole range of information that kids have about the Army besides thie Arm
game. They know they can get blown up. They know they’re going to combat and all of
that. What they don’t know is what it is like to be a member of one of our teams and how
we operate. They don’t know about the values and what they mean, really. They don’t
know how we get them ready. And anyway, you can get hurt in the game. You can get
killed in the game.

“Yeah, but there’s not a lot of blood,” she said. So I'm like, “Well, how much would be

enough?” Kids get it. They get the drift. They know what it’s like when they get in here.

We're going a long way from where the Army used to be with posters and TV and

commercials where nobody had a gun.

Neqotiating Rhetorics: Video Game Violence and “A Puff of Blood”

“The Virtual Army Experience is unethical.”

—America’s Armygame developer, to the author (Fieldnotes, June 17, 2009)
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“If someone asks you about the Army training kids to fight and kill, just say, ‘We’re nobhere t
talk about that’ or ‘That’s not my area of expertise.” ‘No comment’ is not a good response.”
—Public relations training session fAmerica’s Armydesigners attending the Game

Developers Conference (Fieldnotes, March 2009)

It was a fine line that the Army toed in regards to objective degrees andtsgbje
interpretations of violence in video games, and this was often the most controvenseaiteof
America’s Armyand its applications like the VAE. The Army sought to mitigate these issues by
following the rubric for game ratings established by the Entertainmetw&efRatings Board
(ESRB), which indicated that “Teen” rated games suchnaarica’s Armyshould have no post-
mortem manipulation of bodies, no graphic amounts of blood, and no dismemberment. By
further implementing Army rules of engagement (ROE) that penalizectitadegal executions
of secured enemy combatants, the game pushed in-game behavior towards sancsasfed use
force. Wardynski was adamant, however, that the possibility for misusirgrgnitiolence
should still be available in the game, as long as the player was held accounttide for
consequences of their actions. It is possible, for example, to shoot the obnoxiougpealhsar
basic training, but the player is immediately placed in a prison cell in Rtehe®rth. Disarmed
and secured enemy combatants can be killed—“double tappedtmémnica’s Army Ja popular
tactic among some of the game’s developers), but for this action the plagsetHosor” points,
which contribute to advancement and status in the game. Having several ¢drababns also
results in military imprisonment.

With these and other specific elements in the game des@meffica’s Armyand its
applications, the visual representational level of violence is significantigrithan in other
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military-themed first-person shooters. A “puff of blodtiis the only visual indexing of corporal

injury in the game. But the aura of moral panic surrounding video games and violsiptayeal

a large part in how the game has been received by both antiwar protesters agssoomegr

lawmakers. Periodic media coverage that makes causal connections betweganide and

violent crime, despite evidence otherwf8&as also held the medium responsible for a whole list

of social ills. These include addiction, depression, antisocial behavior, violense),raekism,

and improper parenting, among other things. Because of this history, Wardyndke s@R

took pains to distancemerica’'s Armyand related venues like the VAE from negative discourses

of “violent” video games.

RA:  So what would you say to someone who says that the Virtual Army ExpeN&hiEe (
glorifies violence? That has been a trope in press articles all th&’time.

CW: *“The Army’s not a game. It glorifies violence.”

RA:  “War is not a game?®

CW: I think the way I'd approach that would be, first, why the VAE? Why neingth in
Action Zone, or air shows, or just recruiters? | think the reason we’re talking thleoOdAE
is because it interests kids, the 17-20 year bunch. They find it fascinating arlehstuff
they couldn’t be more bored by. So it’s ok if the other stuff is a waste of money, dut wha
we’re doing is actually effective. Now, are we glorifying war? | dénow, I'll tell you
what we’re doing and you figure it out. [The VAE is] a half-hour story, and who is ¢wing
write a book with no climax? What's the point of the story—the climax is usuallycimé.
You lead up to it, you got it, and then you explain why it was important to the book. The
climax of our story as a soldier is that we spend most of our lives preparing for stufifmos
us hope is never going to happen, called coffift if it does, that's the point. If there was

99



never a chance of combat, would the United States have an Army? No. They'd have a fir
department or a police department, but we wouldn’t have an Army. We do something
different. So the point of the military is combat—either preventing it, deteatriogif worse
comes to worse, fighting it. That’s the climax of being a soldier. Evegythendo prepares
you for that so that we can do what this book hpoinfs to U.S. Code volumes on his
bookshelfsays we are supposed to do. Title 10, US Code gives us our mission: “The U.S.
Army is designed to fight and win the nation’s wars on land.” That’s our only function,
according to that book. We have other jobs, but that’s our function. So, you told us to do that
in law, that's what we organize ourselves to do, but we're supposed to keep that amacret f
the kids? That's asinine, right?

We're going to fight and win the nation’s wars on land: that is the climaxedstory of
the U.S. Army, but we’re not going to mention it. That makes no sense to me. So if we do
mention it, what's the context? Is that all that you do? How do you get teadythat, and
after you come back, what do you learn from it? The reason we have a clitnaixiigp#aints
the picture of why we have basic training, why it's hard, why mommy and daaehdycome,
why we have discipline and values and teams and all that junk because when you'’re in
combat there’s no time to figure it out. Everybody’s life is dependent on you knowing your
job and being disciplined enough for them to count on you, not to shoot at everything on
God’s green earth, but just the bad guys, to watch your zone and trust that your buddy is
watching his. So the climax, if you leave it out of the VAE, what's the point of gwegy
It's hard to tell a story about these different occupations—here’s what theyl dowa they
operate together, here’s how we get them ready. And here’s a guy wiealiabeen to
combat and here’s how what you just saw is related to what you’ve just seen to add the
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human touch. That's the VAE. If I'm leaving out the climax of the story to maghat
disingenuous. We're not glorifying anything; we’re giving you the whole damn book. You
make up your own mind if you think it's glorious or not. Most of us don’t think it is. It's
worth doing because this country’s worth defending, and there are bad people out there—a
lot of ‘em—that don’t like our way of life. We didn’t choose to go to any particulay yoar
sent us. When you send us, we like to be ready and we like to win, because we assume you
sent us to win.
And this woman, this damn woman, she said something about one of our Real Heroes
guys as | was explaining this to her, and she said, “When your Real Hero survhattitra
he was in,” and | said,
Whoa, he didn'survivethat. We don’t send soldiers to the battlefield to survive. We
send them tavin. We send them tdominate You don’t send the U.S. Army in harm’s
way just to get by. If you send us for that, you're sending the wrong crevau3e y
missing the point again. That book says that you told us to win. We're not leaving that
part out. We’'re going organized to win.
She’s in the Defense Armed Services Committee and she didn’'t understand thengrst
about why we have an Army apparently.
Wardynski’'s discernible vitriol over such “misinformed” interpretationghefVirtual
Army Experience that do not conform to the official Army messages bejrgyied at the VAE
led me to probe further about his thoughts regarding the then current politicabsiafahe
VAE. In 2009, Dennis Kucinic! proposed defunding the VAE to congress, using the
justification that “the VAE shields participants from the realities dingjlwhile glorifying the
taking of human life in a thinly veiled attempt to recruit new soldiers. Makintersatorse, if a
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child wants to take part in the simulation, the Army collects his or her contaghatfon, as
well as an assessment of the child’s performance in the simulator.” Kuaimibbrfargued that
the funds for the traveling simulation, which ran nearly $10 million in 2007 (signiifjcanore
thanAmerica’s Army, could be better spent during the economic dowrttifine proposal
created a small media sensation, but Wardynski diffused the situatioditecti@g attention
and responsibility for the age-appropriateness of militarized violenbe igame and simulation
to the U.S. Congress. In Wardynski's words,
We discussed the project with [Kucinich]. He took a look at what we are doing, and on the
way out ... he said, “I'd just like you to look at the age appropriateness of it.” And | said,
Well, we did. In fact, we looked to Congress for guidance and we found it in the form of
your agreement with the ESRB on how to rate games. We rate the VAE imthevsy
that the ESRB established for games. Amderica’s Armyserves as the underlying
technology, so that's how we arrived at our conclusion. So if Congress would like to give
us different guidance, we’re in receive mode, but we did look at it, and we continue to
look at it, and we’re very careful about what we put in here.
We’'re not using this for entertainment, but we do use entertainment as a \@bittgge
interest. The purpose is education. It's not glorification or anythingi€segducation. And
you're going to know after you walk out of the VAE as well as you could know it ifghis
something that | would want to do, or is this about as far away from anythingatbatd
want to do as it could be? And if it is, it's served its purpose, because you know you need to
do something else. That's the volunteer Army. We think it's a good system. So he fasite
about 45 minutes with us and seemed eminently reasonable, paid close attentiorg tdlked t
of our guys. Interacted with everything that we had there. | thought it wastya peat
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experience, frankly. | was pleasantly surprised. And other members of Coogmessnd
visit—staffers—and | think they understood what we are trying to do, which isa& &pe
young folks in a way that they find relevant and are comfortable with and priesexriny

in ways that haven’t been presented before and give them a far more conipeghiehse

of it than you could with just commercials and posters [...]. We have thought this through
pretty carefully—that doesn’t mean we can’t improve it, but we've beenatatfiumber of
years trying to make sure what we're doing makes sense given the Anisgisn and our
country [...].

RA: What do you see the future Aimerica’s Armybeing 5 years from now, 3 years from
now?

CW: Well, this project can go away at a minute’s notice. Part of the pratt&necompeting
with the bureaucracy and institutions is that it's hard to institutionalize. Anafre risk
of becoming institutionalized is that you become part of the problem. So for sewierde
we brief, there are things called “Programs of Record” and PEO-SERProgram of
Record. They are there come fair days and bad days; they’'ve got a budgetbusihess
operating mind they get a little less hungry and less lean. To draw it out on a blackboard,
innovation kind of goes algorithmic—increasingly you’re on the flat part of the c8ove
many senior leaders aren’t crazy about programs of reAardrica’s Armyisn’t a program
of record. It is funded out of the Secretary of the Army’s recruiting iiMéatit is one of his
initiatives and has been since day one. It could be zeroed out at any point if it's not
performing, and it can grow if it is. It is growing usually because theyalasays been an

advocate for it at the senior level of the Army [...].
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Now [in 2009] recruiting is getting easy; money is getting tight. So it's aetang time

[for the project]. Could we reconstitufanerica’s Arm§ If the project ended up reaching a

point where economic resources weren’t viable anymore, I'd probably recomasénd |

closing the project. | don’t think the Army could ever reconstitute it, frankly. ileaha

unique set of circumstances that let us do what we did [...]. This office is hea#iyto help

the Army identify innovations, get them far enough to demonstrate their vialiditytdity,

and turn them over [...]. Relevancy to compete in pop culture really is what drives thés whol

project, from contracting to design, to technologies that we use. When you get disednne

from that, you’re going to fall back into the normal way that the Army does basiubih

is going to be years and years before you change anything. But such is the life

As Wardynski’'s comments show, there was persuasive work being done on multiple

levels within the Army Game Project, and the future of the AGP depended on sich wor
Though the game and franchise had as its primary goal the persuasion & atalyasers to
enlist in the Army, Wardynski and the AGP devoted significant work towards ofbeisef
Convincing the U.S. government that the game and its constituent productsosénghite and
ethical was an equally important task for Wardynski in securing funding. Asexiptioat
received limited funding due to its status as not being a “Program of RecordGtheid not
have the institutional security of more conservative recruitment programshecause it
directly challenged the institutionalized techniques of Army recruitmeuritde also attempting
to fend off competitors from within the military-industrial contractingtgethat threatened the
territorial claims the project had on Army simulation training and soldier édoeathe AGP
did create political rivalries. Wardynski fought these institutionakstires head-on through his
own persuasive aptitude and formidable self-styled “Godfather” disposseenGhapter 7),
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creating allies where it was possible and (often ruthlessly) cutting outpemfdgmers—with a
penchant for firing employees and contractors, which does not seem to have iabatbd s
retirement in 2010 and subsequent employment as the Superintendent of Huntsville City
Schools’?

Other persuasive fronts that the AGP consistently fought were in disdsgpthe
project from negative scapegoating discourses that connected video gémesneased
individual aggression and violent behavior. Anti-war organizations sometimes incedpthiat
discourse in their protests whAmerica’'s Armywas addressed specifically, though many took
greater issue with the direct military connection to recruitment thrdweggame> At moments,
there were palpable push-backs against the game from multiple organizationsugsd §he
American Civil Liberties Union (ACLU), for example, wrote in a 2008 report on UiBamng
recruitment practices that “by exposing children younger than 17 to miganyitment, the
United States military violates the terms of the Optional Protocol” to the Coonent the
Rights of the Child, which was ratified by the U.S. Senate (20083¢rica’s Armys
mentioned in this report as one of many recruitment methods that, according to thetA@Qet
youth under 17 for military recruitment. Other interventions and protests patlggiositioned
America’s Armyas a symbol of military recruitment for an unpopular and unjust war. Joseph
DeLappe’sDead In Iragprotest/memorial? which recorded in-game videos of DeLappe typing
the names of deceased veterans irAtinerica’s Armychat log, and his subsequent “America’s
Diplomat” webpage® which modeled the design of tAenerica’s Armywebpage to advertise a
fictional game for the U.S. Foreign Service, were among some of the drgieized and

publicized online interventions.
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Despite these instances, which challenge the official messageseoica’s Armyin
creative and compelling ways, for the most part the game itself avoidedwarsy during its 10
year history, and was relegated in mainstream news media to coverage foougiagiovelty of
the Army as a game developer. (The VAE and AEC, as | explore in Chapter Snetesgth
more organized opposition, perhaps because they were both in physical, publidibéeces
locations.) The multiple strategies of persuasion articulated in this chapteh were directed
at a variety of stakeholders and institutions, were constantly geared sawarehd goal of
harnessing new cognitive talent to ensure the future viability of the Amdys@ecifically the
Army officer corps. Wardynski focused his efforts on persuading governmendtaistitutional
entities about the feasibility of the project, and marketing and public relat«pests directed
their energies towards convincing the public of the ethical foundation of the garhe. gstnhe
time, the game itself worked to persuade its users to enlist, or at theasrnteve towards
accepting the Army as a positive institution shaping American sotiety to investigating

some of the specific techniquamerica’s Armyuses to achieve this effect in the next chapter.
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IV. The Idioms of America’s Army
“We are now subjected to a new super-structure of war fantasy in which the targets of warfare
and the enemies of public safety are as malleable and as arbitrary as a dream image.”

—Allen Feldman, “Deterritorialized Wars of Public Safety” (2004)

The scenarios of military war games are for the most paidriadt but as the previous
chapters indicate the underlying purpos@uwferica’s Armyis very real. As government
adaptations oAmerica’s Armysoftware are being used to train soldiers for specific job-related
combat skills, the public video game’s goal is, in the words of one Army officdingfgeats for
basic training” by tapping into an already militarized gaming populatimdffotes, April 7,

2009; see also Allen 2009). Regardless of whether the game is effective angdiis

recruitment goalAmerica’s Armyas a device of biopower that aims to distribute and normalize
the institutional logic of the military among civil society (see AIR11; Hardt and Negri
2000:22-24), influenced how non-enlisted individuals think about the Army. In other words, the
game’s civilian designers, its players, the friends and family of thesaduals, and even
anthropologists who study the game—all have an increased potential to be peistadgdthe
game to accept the prioritization of military needs and militarized nasan the United States

as a commonsensical, unquestioned fact (Lutz 2009). For these reasons, the game presents a
window into how the Army views itself and how it is working to spread its culturajimaay
outwards through public relations campaigns, technological spectacle, appealsculinity and
patriotism, and many other rhetorical deployments. In this chaptenyé #ngt one type of these

deployments—the figure of the mythic, “unreal” enemy—works to ertatile media users and
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soldiers to participate in a kind of ritual, virtual subjugation of the constamtighimg and

elusive enemies of the U.S. Army.

The Unreal Enemy of America’s Army

“There is no teacher but the enemy. No one but the enemy will tell you what the enemy is going
to do. No one but the enemy will ever teach you how to destroy and conquer. Only the enemy
shows you where you are weak. Only the enemy tells you where he is strong.”

—NMazer Rackhant.nder's GamgCard 1991:184)

“The toughest part of my journey was finding the enemy.”

—James Der Derianirtuous War(2000:98)

With its array of military and commercial connectioAsjerica’s Armyhas been situated
in a particularly interesting location in this new conceptualization of war throdgl games.
The generic enemies in the game are not entirely new, and their behaviors ananaggea
follow established genre-specific conventions for first-person shootersafie fpr example,
uses the Unreal game engine, one of the most popular video game engimssgerdon
shooters® Giving designers a tool to shape the physics within an environment, visually render
data, define the behavior of artificial intelligence, and store system(fimong many other
things), game engines are the backbone on which everything else in asdayeeadAmerica’s
Armywas one of the first games to use the Unreal Engine 2, and its designeuseaktipart of
its early success in 2002 to its presentation of the engine’s then cutjagnegbhics, which
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were made available to gamers for free. A plethora of successful conddCagames such as
Gears of WarBioShockandMass Effecuse the Unreal Engine 3, as déeserica’s Army 3
(AA3), released in June 2009 on the penultimate day of my fieldwork among the game’s
developers (see Chapter 6).

As an allusion to the Unreal Engine, | use the term “unreal” to describebeofy
enemy appearing in the game and in the examples explored throughout this chapésrelyis
resides within the uneasy, liminal space established by the double entendreeaatibiss title,
“the unreal enemy oAmerica’s Army’ (This phrase can be read a variety of ways, all of which
are correct. “Unreal” can refer to the engine, or the adjective, anlsameously both;

“America’s Army” can refer to the game, or the military ingtion, or both.) By using the word
“unreal” |1 do not mean to connote the negation, opposite, or nonexistence of the “real.” The
unreal enemy is not so much the mirror or opposite of a “real” enemy but ratheraihe me
through which the real enemy is configured and understood (Baudrillard 1994; Eco 1986).

Although it has become cliché to invoke Baudrillard and the hyperreal in game studies—
as Kiline et al. say, “finding examples of Baudrillard’s hyperrealitthhenworld of video and
computer games is like shooting fish in a barrel” (2003:70)—such appeals lbeequate the
simulation of the computer game with the cultural simulation with which Baadriié
concerned. This is not necessarily an accurate characterization, andl@diglidea of cultural
simulation is particularly important because the unreal enemy is not abtdiAenerica’s Army
or the realm of video games, but rather acts (as all games do) within psoaesskural
production that are much broader than any game. A plethora of assemblagesf atnch are
explored below, constitute an unreal enemy, which prefigures a corporeal enemg.\illias$ |
Baudrillard calls “the precession of simulacra,” in which the unreal enamegedes, and
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perhaps aids in the realization and creation of, the actual enemy. In other wordsy&how
prepare for future enemies might just help to invent them” (Der Derian 2001eKpf@cially
since counterinsurgency operations conducted for seemingly imperialistio/pivadly only
lead to the appearance of more insurgents over time (Network of Concerned Anthstgolog

2009).

Figure 4.1: Examples of enemy and U.S. Army Soldiers in earlier versions America’s
Army.>’

Like a soldier’s prosthetic enhancements of body armor, night vision gogges, a
networked communication, the unreal enemy is also an enhancement of the Arnmy(sottie
civilian playing as the soldier) and not his oppo3it€his enemy, if he is an “other,” is an
internalized other that cannot exist without the presence of the Americarr sslavell. This is
illustrated in the game by the fact that no player can play as an enemy ofitidx States.
Although there are usually two teams of players fighting against one aratherassaulting
while the other defends, typically—the point of view of every human player is that of an
American soldier. This design in the game, called the “swapping paradigits developers,

means that two players on different teams appear to themselves as U.S. sotdeeme
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another as enemies. Every human player sees the human and computer opponents as opposing
enemy forces who, in the earlier versions of the game, were often veiled ins&ls onather
useful apparatuses erasing racial indication (see Figure 4Amdnica’s Army 3this kind of
enemy masking was done away with and both enemy and American soldiers feasaadeh
assortment of faces (see Figure 4.2). The stipulation that U.S. soldiersveairbe a target in the
world of America’s Armyis reinforced by the rules of engagement (ROE), which punish
players for friendly (and often very unfriendly) fire in the game by remb6kimgor”

points, a factor that can affect a player’s level of prestige, accesyeossand the selection of
more desirable weapons and leadership positions in theJate.erasure of a differentiating
enemy race was deliberate, for it aided in the construction of an anonymous enemgswho w
potentially anywhere and applicable to any situation. In an interview, dinengarly stages of
my fieldwork in 2006, Sergeant Ryder (pseudonym), an Army recruiter and afAraeiica’s

Armyplayer, made this connection explicitly:

i NN &

T iy

Fiuré 4.2: Enerﬁy and U.S. Army Soldier comparison idmerica’s Army 3

The game teaches you not to shoot at the friendlies. It emphasizes figitongtse

not communists or certain nationalities. You don’t see their features, so you can’t be
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biased or prejudiced towards any race or group of people. Nothing about the game
creates a desire to kill or racist attitudes. It is designed for teamwork atidepos
attitudes, not negative ones like killing and racism. (Personal Interviewst8g
2006)
Designers of the game indeed made this erasure of race a deliberatalpagashe’s
design, but it also served other practical purposes regarding the gamatlslplayAn artist,
Zeke, indicated that this practice was
definitely on purpose. For one, it's for the reasons that we're talking aboatdneg
race and nationality]. Two, it's kind of a double plus in our favor because it also gives
the enemy a distinguished look from friend. So when you are playing a gamedike thi
where it's not always clear—black and white—who you should be shooting at from far
away, if there’s not distinct things on the character, it's going to be hard. | gan onl
imagine that it's probably like that [in actual combat], if you're not alwayontact
with where your teammates are in a real battle.... But that's one of those Whege
gameplay-wise, we have to make it fun since if it's too hard people are nottgoing
want to play. So things like using ski masks or some crazy weird camo just to make
them stand out helps a lot in just distinguishing the enemy (see Figure 4.3), @us the
are no implications there. At least that's the goal. | think that all war ggetdlack
from time to time. This one just probably gets more because of the Army. (Personal

Interview, November 21, 2007)
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NME Soldier Standing US Soldier Standing

NME Soldier Kneeling US Soldier Kneeling

Figure 4.3: Comparison of NME (enemy) and U.S. Soldier silhouettes America’s Army

3.
Even though the faces of enemies are clearly visible in theAnssvica’'s Army 3there are
minimal indicators of enemy ethnicity. The variety of geographicakenampresented in the
game over the years presupposes an enemy not from one specific region. The envi@nments
the game, such as a snowy wilderness, swamps and farms reminiscentedptedDth,
abandoned eastern European cities, and central Asian terrains which haves cases) been
modeled directly from landscapes in Afghanistan (Halter 2006:xiv), attdst tmiversal
applicability of this type of enemy that can be of any ethnicity and locatet isedting (see

Figures 4.4 & 4.5).
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1 JUDHALPIN.COM
AMERICA’S ARMY | “x" b

Figure 4.4: A reference photo and in-game image of the “Ranch” IeeI IAAS.
This enemy is in stark contrast to similar games of the first-persorestysotre, such a3all of
Duty: Modern Warfare dr Conflict: Desert StormRather than externalizing the enemy as, for
example, a Russian or an Iraqi “other,” the terrains and enemiesefica’s Armymply that

the enemy could very well be located internally, within the U.S.
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Figure 4.5: A reference photo of the San Martin bridge in Toledo, Spaj and its
application in the “Bridge” level of AA3.

Zeke further discussed how linguistic and cultural considerations also ptayfecant
factor in the game’s appearance, verifying that

making an enemy—that’s really hard to do without making a lot of people really upset

and pissed off considering it's the Army game [...]. There’s never been a directive

nobody’s ever come to me in my office and said things like, “No, you can’t put Arabic
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lettering on this door.” | have been told not to use English letters and I've heard

references to not using things that make those kinds of implications, but that's also a

personal thing—I just don’t do that. But it's definitely been said a lot of times in our

reviews. And on the flip side of that too, like on U.S. soil stuff, one of the objects |
made had lettering in it. It had a made-up brand on it, but | remember in our art review
the producers said, “You know, we don’t want to use U.S. lettering.” We actually
have our own made up language. So, for example, a bus that | was working on had

“City Transit” written on the side. After talking with the producers abooitt having

U.S or English lettering or any kind of recognizable language, | have to gootbhéa

person] who made a whole pseudo-algorithm for changing things like the lettés

this, “Th” combinations to that. It's really neat to actually see the difiee, making

up a phrase or word and then giving it to him to change it to some crazy other language

that is made up. (Personal Interview, November 21, 2007)

The release cdAmerica’s Army Jeatured such imaginary languages and geographies
even more prominently through the creation of a fictional nation, Czervenia (se#g.be this
vaguely eastern European country, the unreal energnefica’s Armybecame more fully
articulated even as it borrowed from a myriad of preexisting geograpmdakckapes, histories,
languages, weapons, and architectures worldwide (see Figures 4.4 & 4.5)e Aleggner,
Samuel, explained how he cobbled together Czervenian, the new fictional nationageng
through online translation technologies:

[The Army] wanted to get away from Iraq and all of that. They wanted ttecaea

political situation that didn’t exist [...]. So basically we took Croatian aoseslian

and eastern European languages that have a Russian influence and combined it with
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the grammatical structure of Spanish [...]. | pull up babelfish.com and dictionary.com
and a few other translation websites, and | put a word in there and try to create
interesting sounding words out of Spanish and Slovenian usually, or sometimes Czech.
Basically | create something that sounds cool and flows well, and ihteceesentence
| say the sentence a few times in a ridiculous eastern European acitesaumds
kinda cool, ok, we use that. (Personal Interview, October 15, 2008)
This construction of an anonymous but proximal enemy, complete with its own ambiguous
language, is entirely in keeping with war simulation and tactical tragwegcises of the U.S.
Army. The use of abstract enemies for training has a long tradition inrgngitaulation
practices (Der Derian 2001; Lenoir and Lowood 2005). Such types of enemiesteaialrlg to
take place against a generic enemy for the purposes of teaching militeny aad doctrine.
They also typically attempt to avoid the general stereotyping of aydarté&merican enemy. In
anthropologist Catherine Lutz’s boslomefront such exercises are examined as connecting
points between the symbiotic histories of Fayetteville, North Carolina, and atdidc8ragg
and Pope Air Force Base (2001:87—-130). Lutz examines the impact of largeiracédéian
exercises that often take place off-base and with the collaboration ddrtévilihese live
simulations, which envision in great socioeconomic and cultural detail a teéibed
“Pineland,” are further described by Anna Simons (1997), also a militahy@mlogist®® Both
Lutz and Simons describe how local civilian populations aid in these war simulatiovie b
playing as guerrillas or citizens of Pineland. Much like the way in whiclatigiages,
landscapes, and enemiesAmherica’s Armyare modeled from generalized locations, Pineland is
intentionally a vague but recognizable place, mirroring the surroundingyettéalle and
constructing a “mythic’” model of the enemy and the world:
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Any military simulation attempts to draw an objective model of the world and its
potential situations. But because it involves peering into the void of the future and the
blurry shapes of the present, it must also be mythic: It has to draw on ¢ty lut@ied
imagination, fears, and wishes. To look at ... war games, then, is to see certaiteAmer

anxieties played out as if to tame them. (Lutz 2001:87)

My limited experiences with war simulations outside of video games are hmarorous,
although no less serious, than those described by Lutz. When taking an introductory Reserve
Officers’ Training Corps (ROTC) course in military science atiheversity of Washington as
part of my preliminary fieldwork, | participated with my fellow classesain several similar
exercises of imagination that enable cadets to hone their abilities ¢bveffie communicate the
roles of combat units to all divisional levels in a standardized OPORD (operatidegl or
format. My classmates, when given an open-ended option to create a saepeaaiite the
OPORD format of communication, envisioned an enemy of pecan-stealing squittnetsgiv
morale, extra sharp teeth and claws, tails that stung like scorpions, and\fahiescombat
with the squirrels extended from campus into the fraternity houses, and the cadedsw#h
Axe body spray? peanuts, and a new secret drug that would enable them to jump into the trees,

eventually subdued the animals.

Although Lutz asserts that such “ludic moments” of “war game spectaiwrstave
“redefine[d] the role of the citizen from one who questions and acts to one who obsetves a
entertained by the state and by power itself” (2001:107, 109), the unreal enemgresrey
formed through public engagement with biopower, is an enemy that is by definitidaccaad

performed and not one that is merely experienced by passive observers. The af¢daim
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video game demands this kind of cybernetic performativity, and the Army encouregesys

that reach beyond the game.

Playing the Hero

“[The Army has] less elbow to elbow contact with the average citizens of é&anBecause of
that, there are fewer opportunities for the Army to sell itself. You can’t do that in @@fdse
commercial. You've got to provide them with a virtual world where they can rub elbows with
soldiers and with the Army instead of having other people tell them what the Army is.”
—Major Mike Marty,America’s ArmyChief Operations Officer (Personal Interview,

May 21, 2009)

The unreal enemy is an enemy with minimal cultural, linguistic, or ethnic indscaor
therefore one which is simultaneously anonymous yet potentially anyonewBeeeyand
nowhere at once, the unreal enemy is a tabula rasa on which any enemy carpbltedrd-or
Lutz, this type of “unreality in which war games swim ... has posed speciaticped to the
separation between foreign and domestic use of force and has potentially allawed cul
slippage between home and enemy” (Lutz 2001:103-04). As | have sought to illustrate from a
sampling of examples above, | have found this slippage to be very visible at pantioaoiants
during the course of my fieldwork—when | playnerica’s Armyas a U.S. soldier fighting
enemies in landscapes that appear uncannily similar to the surroundings of engfleast
Tennessee; when | sit among a class of ROTC cadets who imagine the cathpudniversity
of Washington and its surroundings as a backdrop for wars against pecan-stgatietss
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when | speak with the designersArherica’s Armyabout the careful attention they must give to
erase identifiable cultural backgrounds from their enemies; and whendlyeatithe mapping

of the nation of Pineland onto the preexisting geographies of Fayetteville. ippegg is the
stuff of the unreal and it is apparent in many of the public appearances and pod¢hee&rmy

Game Project as well.

In bringing its message to the public, the Army Game Project has been adngraula
history of live staged performances, the first of which occurred in 2002 at the Electroni
Entertainment Expo (E3), whefenerica’s Armyburst into the gaming world with much critical
acclaim. At the 2002 E3, Army soldiers rappelled from Black Hawk helicopters dewside of
the Los Angeles Convention Center to storm the building (Halter 2006:vii—xi). Laterr&gg A
appearances included a daily morning staging of Golden Knights Army $gtquéathchutists
jumping 2,500 feet from a Chinook helicopter into a parking lot near the expo, followed by
evening shows in which Special Forces soldiers used a converted auto dealetalgp &o s
mission taken from the game with “real equipment, weapons, and uniforms” (Larkin 2005).
Other early public exposuresAanerica’s Armyat expositions such as the Yerba Buena Center
for the Arts further emphasized the fidelity between in-game elerardtactual Army weapons
and practices through exhibits that combined virtual and physical environmentgyunrigtr
ways (Chapman, 2004; Davis & Bossant, 2004; Henry Lowood, Personal Interview, Novembe
13, 2008). Similar types of domestic invasions were implemented in the Virtual Army
Experience, which was “deployed” to large public events across the United,Statethe now
closed Army Experience Center in Philadelphia, a 2-year completed piletpioArmy
recruitment via new media, community outreach, and the “soft sell” (Sept&t Allen

2009; Army Game Project 2007; Jauregui 2009).
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Figure 4.6: One of the “Real Heroes” ofAmerica’s Army SFC Gerald Wolford, in graphic,
plastic, and photographic representatiorf?

These performed domestic invasions bypass much of the “virtual” and “taabry
often encountered in popular and academic discussions about video games and call into question
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the utility of such categories. The Army itself encourages an indisimbgtween the “real”
and the “virtual,” supplying an in-game “Virtual Recruiting Station” thglayers can visit to
learn more about “Real Heroes” who are upheld as model soldleysen to represent an ideal
of achievement, an individual whose service is a model (see Figure 4.6). Sughotesitsally
provide visitors with a wealth of information on specific Military Occupatiopectalties
(MOS), uniform decorations, and individual biographies of enlisted soldiers. In ¢dotthe
abstract, unreal enemy America’s Armyplayers are encouraged to connect with these Real
Heroes and are rewarded with bonus “honor points” for visiting the VirtualUregy Station.
The 3-inch plastic figurines depicting each Real Hero are used as poalotierchandise to be
given away at events, and several of the actual Real Heroes toured thg wathrttie Virtual
Army Experience, making public appearances at air shows, NASCAR ratedasts, and other
large public events (see Chapter 5).

One could say that the “real hero” in the game is not only the individual ReatHe
represented through a convergence of media and upheld as a model for future acttiedrm

also the player/participant/potential enlistee, and both have singular idethi#tieare far from

being abstract. The Real Hero, in other words, is the individual, and he stands in opposition t

the abstraction of the unreal enemy. Althoégherica’s Armyis not a role-playing game (RPG)
as it is typically defined in most taxonomies of video games, the game attereptoourage
people to emulate the Real Heroes as “aspirational figures” (Wakd2667) and its
developers have consciously sought to incorporate more role-playing elementshrtteebot
online games and the two console versions of the gametrica’s Army: Rise of a Soldiand
America’s Army: True Soldier®lans for anothekmerica’'s Armygame, subtitle&oldiers that
was to be more exclusively focused on role-playing a career path in the Armydiseontinued

122



in the early stages of the project, but the desire on the part of the developelsi® role-
playing elements within the game has influenced later versions and spindffasthe Virtual
Army Experience and the Army Experience Center.

In the context of the game, the “true soldiers” and “real heroes” laegtayers, and
perhaps in this ambiguity between soldier and player the efficacy of the ganpeilalsc
relations tool is the most profound and obvious. Individual players, for example, areqadiyodi
upheld by the Army Game Project as model citizens, as was the case whkrapraza’s Army
player provided medical aid at a car accident. He credited the basic niedigal that all
players ofAmerica’s Armymust sit through to play the game—a 15-minute lecture in a virtual
classroom—as being crucial to his ability to care for the victim of theraah.cColonel
Wardynski called this player a “true hero,” adding, “we are pleasdthie played a role in
providing the lifesaving training that he employed so successfully at the’séegney Game
Project 2008). As Sergeant Ryder told me in an interview, “everything istreah the game
because it was designed entirely by the Army. Even the medic is redidife

Enlisted soldiers, though, are the ones who are ultimately presented aghbefnge
soldiers” and the “real heroes.” TAenerica’s Armywebsite periodically publishes articles that
feature biographical information about the Real Heroes—including personal photos of their
families, detailed information of badges and awards that each Real Hesrdiasd, and video
interview footage. Stories of combat experience are the predominant characktisese
biographies. In one such description, a Real Hero’s experience of being fired ugnotrégi
combatant is revisited in an interview article published on the website:

“At this time,” he says, “the vehicle got hit by the second RPG [rocket plege

grenade] . . . .” Just as the attacker readied another RPG, he was spotted by the
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Americans. Wolford observes the attacker, “He must have thought he was bulletproof.
He knelt down in the middle of the road, and dropped another round in it. We engaged
him, and we didn’t have to worry about that RPG anyrfibre.
These accounts by the Real Heroes, which attempt to define and interpret ithg epgrarience,
enable a valorization of the figure of the Army soldier that is not meretiraniional, but
enacted and cybernetic—as is any game. The correspondence between fmesaftmorrocket
propelled grenade” and “role-playing game” is, of course, a coincieeimat this aptly captures
the conflation between techno-military and gamer jargon in the militagytainment complex,
divulging how both are used and abbreviated as a technology of war; from the point of view
biopower, both kinds of RPGs are, in a sense, weapons.
Just as the Real Heroes are useful to the Army in enabling players to emdlate a
envision themselves in the position of the “true soldier” and the “real hete’unreal enemy
is a useful way for the military to envision its targets. The flexibilitthe enemy enables its
application to any situation, and with a new modular brigade-level conception of Army
organization expressed in the plan for “Army Transformation,” responsivéifigxand
versatility in unit deployment is emphasized above all else (Steele, 2001). dastooConflict:
Desert Stornand other military-themed shooters, with enemies from a specific locatipada s
and time America’s Armyprovides little in the way of conceptualizing the enemy within
temporal or spatial fields. The unreal enemynferica’s Armyis a return to enemy abstraction;
it is an abstraction, however, that is not based on computing limitations or aesthegs amoi
design (cf. Wolf, 2003), but one that is more pervasive and encompassing of both in- and out-of-
game contexts. Nameless, elusive, and always just around the corner, the @nngaterot
confined to any singular game or moment. He influences and precedes the produetabn of r
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enemies of the United States Army. The example of Czervenia in the néom si@cstrates this

process in greater detail.

Czervenia: Games without Tears, Wars without Frontiers

“If looks could kill they probably will / In games without frontiers, war without tears.”

—Peter Gabriel, “Games Without Frontiers” (1980)

“Seeing and foreseeing therefore tend to merge so closely that the actual can no longer be
distinguished from the potential.”

—Paul Virilio, War and Cinem#1989:3)

In 2009, with the release 8imerica’s Army JAA3), a new evolution in the figure of the
unreal enemy of the U.S. Army emerged. Players who downlo@#iddvere brought into a
scenario in which a fictional but vaguely Eastern European island resort nagidermnocratic
Republic of the Ostregals, was invaded without provocation by its northern nationaldiarei
Czervenia (see Figure 4.7). In the scenario, the Army deployed troops to tbsahiteiation at

the request of both the Ostregal government and the United N&tions.
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Figure 4.7: A political map of the Czervenian region.

The details of this back story were collaboratively crafted and imagineddryedy of
Army Game Project employees, including Emeryville game developdraraters, OEMA staff,
and SED government software engineers. The Emeryville developbr&/inoin | spent the
most time during my fieldwork considered Czervenian soldier and civilian pointsvaf vie
landscapes, architecture, languages, and even Czervenian weapons \aeefudlll ovented to
coincide with Czervenian customs and norms. Artists started talking aboutwa&tpélette” of
colors common in Czervenia and the Ostregals. Using Google image searchisjritley
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structures and cities in Spain, the Czech Republic, Slovenia, and other countifiethitiat
image of Czervenian geography. Eastern European vocabularies and Spanmsargrane
combined to create a Czervenian language, and war-torn settings in Iraq, Atghamst
elsewhere became references for battlefield environments in the gdtheu@h an artist told
me that he “[did]n’t want to get into Googling ‘war zones’ because you gebénoessed up
imagery. But there’s definitely a look to war zones.”) Developers explained thahthese
kinds of extrapolations from the actual world were deliberately appropriated/etiaat reflect
their referent only obliquely. Direct references to Iraq and Afghanistam aweided in this
game world, and in order to create a political situation that could never exist,aandexaguely
Eastern European theater of conflict was created.

As | discussed in the previous section, earlier versioAsradrica’s Armycontained
anonymous enemies that were commonly veiled in ski masks, had no obvious politdal, age
were from no specific location in the world, and were of no apparent religion (Allen.2011)
Although the Czervenian enemy was more specific in its regional and politisabas, with
much borrowing from Nazi Germany, one developer explained to me that for pulilmn®la
purposes “the Czervenians couldn’t be racial supremacists because we'rbesame [variety
of character] heads on U.S. soldiers. We couldn’t mention religious conflict eitfsrwas a
very specific thing [that the Army told us not to do].”

The Czervenian enemy seems to point towards a desire to idealize formietsanthe
expense of acknowledging the grim realities of American counterinsurgangyaigns in the
early 2f' century. The Army required that the Czervenian conflict, unlike actual
counterinsurgency conflicts in Irag and Afghanistan, have as an enemy a comsdenti
hierarchically organized, and uniformed modern military that was fullyltamd combating the
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U.S. military toe-to-toe. In other words, the Czervenian enemy beagdistmblance to his
real-life insurgent cousins. Instead, like other romanticizations of pastatsfféitween the U.S.
Army and conventional militaries—for example, History channel documentaniggwIl, Band
of Brothers andSaving Private Ryanrthe Czervenian conflict plays into a well-established
media genre that represents a heroic conflict against a definable entnayset ideology,
location, and political agenda. It represents the Army fighting a just and virtuou8 wanted
the scenario to be that the Army was going to war,” a game developer told mepfant;d,
they were going to war for the right reasons: to protect people and do justice and stop
slaughter.... It's an idealized version of what the Army wants itself to be artdoaditacians
want the Army to be used for.”

Although the current U.S. military counterinsurgency strategy is not focused oittsonfl
between nation-states and standing armies (U.S. Department of the@@T)y an American
romantic desire for a just war against a definable enemy that is being féorgie” right
reasons” is arguably strong (Der Derian 2001). As a powerful and clearly siggresemy,
Czervenia draws upon this nostalgic tendency to look backwards for a just war #rat nev
existed, but it also evokes the potentialities of future conflicts by playiaghimierican anxieties
over the rising international economic, diplomatic, and military power of largdstg rival and
former enemy nations, namely China and Russia. This is perhaps the reason thatcalespl
efforts to distance Czervenia from any real-world nation, Czervenia @pl@amaterialize
when Russia invaded Georgia in August of 2008. Many of the game’s developers anayits A
administrators were on edge since it was, in their eyes, uncanny how muecarntzeessembled
Russia and how the Democratic Republic of the Ostregals resembled Gedsyaniitst the
exact same scenario,” one person told me. There was genuine concern thatedrebatreetion
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of Czervenia could morph into something tangible with real international politipdgications

once the game was released. When | started full-time fieldwork in 200@&wmighca’s Army

game developers the same month as the invasion, the Czervenian enemy had became almos
completely articulated in both the game andAngerica’s Army Graphic Novéee Figure 4.8),
although both were months away from being released. A developer reassured some Army
visitors to the studio that “the Ostregals are NOT Georgia, althoughewsaably going to get
folks who say things like, “‘Those mountains look like the Caucasus!” In an effort beefurt
distance the game from the Georgian conflict and ongoing conflictgiaté Afghanistan,

specific imagery that could be interpreted as pointing towards theseoddlseenarios—such

as missiles that were “too Soviet-looking"—were removed or altered atdhest of Wardynski

during a visit to the studios.

SHERMAN
PENICK
BEROWN

KNOWLEOGE IS F'i:lWEFI!

Figure 4.8: The front cover of the first isue of thémerica’s Army Graphic Novel.
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Curiously,ARMA 2(2009), a commercially-produced and military-themed competitor
game toAmerica’s Army 3presented a different type of mythic enemy that embraces these very
same real world events. Marketing itself as containing a storylineehwiiurs the boundaries
between fact and fiction ARMA 2immersed the player in a scenario where a breakaway
communist faction seizes control of a region within the fictional CaucasusSpwestt’ nation
of Chenarus (lit., “Black Russia”). Without hiding any allusions to South Ossetize game
world of ARMA 2much of the conflict takes place in a region dubbed South Zagoria.
Predictably, the “pro-Western” government of Chenarus calls upon NATO fomaidha U.S.
military comes to fight the commies. BARMA 2s connection to the U.S. military and NATO
lies in more than merely the plot of the gadBMA 2s software sibling i&/BS 2(Virtual
Battlespace R a program that presents tailored versions of the game for contractdaviser
armed forces and paramilitary organizations to use in large-scal@graimulation exercises.
Considering that their developer, Bohemia Interactive, has held contra¢B®3a2with NATO
and branches of the armed forces in several Western nations (Canada,aMralZealand,

The Netherlands, the U.K., and also the U.S. Army and Marine Corps), the Russian enemy of the
U.S. Army is uncannily close iIARMA 2°°

By the time both games were released in June 2009, the Georgian conflict had become
largely forgotten in the 24-hour, amnesiac news cycle. But, true to Baudrilg8d)( the
simulacra of the video game conflicts continued to exist in their own right. Theissian
enemy, deliberately crafted to resemble the Russian-backed South Ogsetianment,
problematically rewrote the history of the 2008 war between Russia and Geadrgialve the
American military in a combat-oriented role. This Russian, now also tefremesty was
reintroduced to popular culture in November of 2009, when the hugely successful commercial
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gamecCall of Duty: Modern Warfare Iwas released, complete with a mission in which players,
as undercover agents, witness (and have the opportunity to participate in) a slasgiveer of
civilians at a fictional Russian airport. Sales were augmented, rathdndahgered, by news of

this controversial level. The subsequent releaseatifof Duty: Black Opsn late 2010 showed a
continued evolution of enemy representations, repackaged and rebranded to fit contemporary
desires for immersive virtual consumption of war. With first-day record Had¢$ar outstrip the
movie Titanic (with 5.6 million copies of the game sold in the first 24 ho@s)| of Duty: Black
Opsrevisits U.S. counterinsurgencies in Cuba and Vietnam while also playing upon the
recurring figure of the Soviet/Russian enemy.

Czervenia, though so carefully construatedito resemble a specific enemy in order to
avoid the political “othering” so obvious in these commercial games, was showreta ha
similar, albeit unwelcomed, potential to be conjured into a particular, real-worthefpéte the
best efforts of its designers. Comparable situations occurred earlier irstibwy bf America’s
Armyduring the invasion of Iraq in 2003, when some players of the game came to feel the
simultaneous resemblance and disparity between the mythical and the actuakeidhe U.S.
Army (Li 2003). As the case withARMA 2 otherAmerica’s Armymedia campaigns have
deliberately played upon this simultaneous juxtaposition between repressadtatelity and
narrative disjunction (Allen 2009, 2011). This uncanny sense of interconnectedness led Walker
a game developer who had been using a made-up pejorative while playing agaivesiGzé’
to hesitate and jokingly ask me during one of our countless play-test sessiongenelopment
office, “Is it racist to use a slur against a fictional enemy that you ied@ht

The imagination, creation, and maintenance of these mythic, unreal enemieh thaoug
games, simulations, and recruitment campaignsAikerica’s Armyis a cycle of continual
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production that occurs through various, and sometimes contradictory, narratives. Tastiognt
examples between the unreal enemy and Real Hero figures and betweami@znd
representations of explicitly Russian/Soviet enemies in contemporargryatitemed
commercial games show that these hyperreal enemies seledtia@lyipon past and current
experiences to affect how the U.S. military defines, envisions, and engenders eastnies.
These definitions, as examples above show, are not absolute: the ambiguity rd uhgett”
enemy, like the floating signifier of these mythic enemies, contributesdveaaall conception of
an enemy that

is no longer concrete and localizable but has now become something fleeting and

ungraspable, like a snake in the imperial paradise. The enemy is unknown and unseen and

yet ever present, something like a hostile aura. The face of the enemssapyka haze

of the future and serves to prop up legitimation where legitimation has declined. This

enemy is in fact not merely elusive but completely abstract. (Hardt and Negr8@004:

31)

Like many video games, the ones discussed here present the opportunity to ritually
subjugate this mythical, abstract enemy at both the individual and the collectitegiorsl
levels. For some, including me, this ritual element of gameplay is therapeutidjmgppasense
of agency and control over an environment when much of the external world is chaotic and
seemingly without order. This is one reason why, unlike many social sciénsisésns, | do not
view military-themed video games as categorically “bad.” Henry denkrites that “we use
games to work through the intense anxieties surrounding modern warfare, to briegst a
momentarily under our symbolic control” (2003). But this sense of control and orderechpgrt
gaming and simulation also has the potential to become delusional when in the hands of
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institutions of power, especially the military. When this happens, the sense of contreyed
through ritual and the hyperreal tends to morph into a belief that the world itsefftrsllable,

and nothing could be further from reality.
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V. Igniting the Soft Sell: Virtual Recruitment for Actual War

“The committee commends the Army for investing in new technological approachesdeencre
awareness and knowledge of the military among recruitment-age youth. The Army Erperienc
Center in Philadelphia, Pennsylvania, and its transportable counterpart, the Virtual Army
Experience, are examples of technological projects that hold great potential to reshape
recruiting techniques and conduct recruiting operations on a more cost effective basis. The
committee believes this type of investment is essential if the Army ittdweep pace with

societal changes regarding the subjects that capture the attention of young people and methods
young people use to gather information and socially interact.... The committee understands that
during periods when recruiting is relatively easy, investment in experimentalpnegiraws
increased scrutiny. The committee urges the Army to continue to use these tools antlito inves
other related projects to maximize their immediate value, and learn more about how the Army
may further adapt technology to harness the power of the information age to support the

recruiting mission.”

—U.S. Congress, National Defense Authorization Act for Fiscal Year 2010 (318)

While the previous chapter dealt explicitly with the gakneerica’s Armyand its
position relative to similar military-themed games, here | turn todemoapplications of the
game in the contexts of explicit public recruitment endeavors that haveredumational
attention and media coverage. | explore two programs, the Virtual ArmyiExpernd the
Army Experience Center, both implemented by the marketing compangdgand provide

detailed descriptions of these venues and conversations with individuals fromfeacte this
134



chapter by adopting a polemical stance that may be regarded as unyesressey an audience
of anthropologists. It is, nevertheless, an approach that | feel issgtill in making a point
about the priorities of ethnography to a wider audience of academics and nomiasads for
most anthropologists, it was crucial for me to approach the topic oamitiécruitment,
politically laden as it is, as empathetically as possible in order to underséaadtors’ varying
positions. | had both methodological and epistemological reasons for doing so, duartaythe
of individual and institutional positions within the “military entertainment compledid not
want to further ossify this term and its derivative, “militainment,” by tongaan artificial whole
that disregards “emic” and indigenous explanations of practices such asyméitruitment
through virtual technologies.

This approach—nearly common sense to most anthropologists—nevertheless remains
important for me to explicitly articulate since several academic @iiadics and documentary
films on military-themed and -funded games have tended to refuse a segeaoyf besides the
possibility of outright dissent to those involved in the production and consumption of aelitari
media. Instead, some have positioned the military gamer and mgdang developer as a
passive subject who uncritically accepts the array of messagestaryxtihemed games (e.g.,
Hunteman 2000; Stahl 2007, 2010, 2011). While I do not deny the utility of critiques of state
power as exercised through entertainment and propaganda and have found Stahl’s video
Militainment, Inc.(2007) an invaluable tool in educating undergraduate students about the
connections between war, media, and entertainment, in this chapter | argypptbatiaes to the
Army Game Project and militarized gaming that tend to couch complex issigems of

polarities (dissent—acceptance; media activist—-media dupe), overlook moredaadc
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thoughtful critical reflection that is already present among those whdlg@ngage with and
produce such media on a daily basis.

Stahl, in particular, demonstrates an approach that is plagued by an ovezretianc
secondary news sources (which too often are themselves based on inforatatrgitated by
news media through military and institutional public relations presase$g to describe games
and products, and not through any personal involvement or connections ®0L&)ulatively,
this type of armchair academic approddb criticizing military game culture—one that
seemingly lacks much effort to understand games from a player’'s perspgdrom the
perspective of individuals who produce and market them—misses a great deapleixtiynthat
is important to understand if militarization, as | argue in this dissertationron a biopolitical
level that encompasses all parts of society, including those that are etyisatjective and
personal. Perhaps my penchant for thoroughly enjoying (while sometimesasieaulsly being
disturbed by) militarized violence in my games affects how | approachedemec mentality
that does not seem to understand or try to address the pleasures and problematics of
militarization on a personal level, but rather opts to critically distance irosesses of
militarization from the subjectivities of the researcher and thosercbseha

Most of the voices | highlight in this chapter do not show the artistic dissensagai
militarized media that is glorified in works suchM#itainment, Inc.(Stahl 2010) an&eturning
Fire: Interventions in Video Game Cultuggtahl 2011). Indeed, these people actively contribute
through their work to the militarization of popular culture. But the complexitiesholographic
experience have made it imperative for me to include the thoughtful yet ambiguices | have

found over the course of my research that complicate the common knee-jerkdf@irust”
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political mentality that often emerges among liberal acadeamd individuals when polarizing
issues such as military recruitment are discussed.

As | will show below, divergent individual and institutional interpretationsrobgg the
meanings of Army Game Project products are apparent among its emplyessly
ethnographer of the player communitieaferica’s ArmyZhan Li, draws on similar cases in
his master’s thesis, which demonstrates Bomerica’s Armyplayers do not behave as mere
passive subjects uncritically accepting the messages the Army wisheget fhrrough the
game (2003:133-37; see also Kline, et al 2003). Instead, groups of players contimsahbes
the game and franchise with new meanings that are divergent from, but not nigcessar

contradictory to, the official Army message.

Indianapolis: The Virtual Army Experience

“We are in the business of making our clients part of the cultural dialogue and the collective
unconsciousness.”

—Informational business blurb formerly posted at Ignited’s website, ignaechm

Among brown, arid mountains, a scene repeats itself ceaselessly: teppotgthat “a
well-armed genocidal faction in the city of Nradreg has surrounded a group of hanmaraid
workers and refugees who face starvation and imminent attack. This endéimy fias rejected
all diplomatic efforts to negotiate safe passage of relief supplies. As partmfational relief
efforts, a combined U.S. Army air, sea, and ground task force has been ordeeed to us

appropriate force to reach the remote compouh#iglicopters swoop, missiles fly, and after
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intense fighting, a convoy of troops arrives with supplies. The unnamed enerdgfiated. But

as if caught in a time warp, minutes later, this Sisyphean scene begins anew.

Although the above plot may sound hazily familiar, this is not a news story. Ittisenot
summary of a movie; nor is it the plot of what most people would think of as a video gamne. It
rather, the backdrop of the cinematic action inside the Virtual Army Experi@/AE). The
VAE was one development in the Army’s push to market itself in a new, posititedigd it is
unabashedly an aid to Army recruitment. It was launched in January 2007 and its peakyf act
occurred during the 2007 and 2008 tours, when a minimum of three simulators would tour
nationwide for up to 8 months each year. Following the economic crisis beginning in 2008, when
recruitment became easier due to individual financial hardships and nilitdgets shrank
slightly, the VAE scaled down to a single month tour in 2010. This “mobile missiariator”
was open to the public at locations across the United States, presenting alkirestgaging
battle scenario to individuals who visit large public events (see Figure Bege Events were
often air shows featuring well-known military show teams such as the Lh§/AGolden
Knights, the Navy’s Blue Angels, and the Air Force’s Thunderbirds. The VAE alsedvisi

NASCAR races} as well as fairs, theme parks, and other festivals.
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Figure 5.1: An exterior view of the VAE Alpha at the Indianapolis Air Show Photograph
by the author, August 2008.

The VAE was one of my first stops after securing NSF funding for fukk-wissertation
research. To prepare, | initially spoke with Mark Long, then CEO of 8dmtied Zombie
Studios, one of the contracting developers of the VAE along witArterica’'s Armystudio in
Emeryville and the producer Ignited. He described how the VAE integratealveality with
physical elements:

It has kinetic hammers that, when an explosion goes off, rock the Humvee (see Figur

5.2). And gas action weighted recoil mechanisms on the weapons. So you get this kinetic

integration. You know, when you're trying to physically control the muzzle climb on a

weapon, shooting in a simulation allows you to suspend disbelief more. Suddenly that

physical integration into the virtual environment takes you in and createster gease

of presence, which is really cool. And then there are air cannons and audio, the whole

thing. So it's a lot of fun. They have two of these systems and they bring them around to
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air shows and NASCAR, and men that are there—young men and women—they can give
their email address and then go through and try it, and a recruiter can followeegpfto s
there’s any interest. You know, you don't really decide to join the Army because y

went through VAE. But you get to try something cool with your friends for ainaut

minutes and you give up your email address for it, so it seems like a fai(R&abnal

Interview, September 28, 2007)

Figure 5.2: A Mock-up, life-size Humvee inside the VAE, shown durignand after a
simulation. Photographs by the author, August 2008.

It took a year of waiting for funding, but finally | was able to proceed to tpetta of this
experience firsthand, to see whether or not it really is a “fair’"déAE project management at
the SED in Alabama had connected me to the on-site director of the travelingiexhviitich
was making a prolonged stay in Indiana during the Indiana State Fair dndiire@apolis Air
Show. As | blearily stood in the Atlanta airport after a grueling redageldier in the Army
National Guard limped to the front of the line, with everyone’s sleepy eyes on the bagk of hi
head. He was in full uniform with a pack on his shoulder, and wore a neck brace and used a cane
to walk. | wondered whether this returning injured soldier was perhaps a dadef this

multimedia Janus.
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In the account below, | describe a typical experience of the VAE, which | caeghos
over the course of 2% weeks of attendance at the venue. | would typically attend cméudr tw
VAE sequences each day, and hang around the venue at other times for severallingrs, tal
with participants and, when they came to know me and become used to my presence,
interviewing and chatting with employees and soldiers there. The pwrgditoearly two weeks
of mostly outdoor fieldwork in hot Midwestern summer weather was well worth fibésefThe
interviews only came after a week, and the Alpha VAE later at the Inpbas®\ir Show was

well worth the wait in terms of witnessing its media appeal (see Figixe 5.
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Figurer5.3: E{eal Hroes Tommy Rieman and John Adams being interviewed at thé\& by
CNN correspondent Susan Roesgen fdrhe Situation Room with Wolf BlitzerPhotograph
by the author, August 2008.
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A Virtual Test Drive

“Young American Gls advancing to dangerous battlefield positions used the most eloquent
expression: ‘We’re off to the movies.”

—Paul Virilio, War and Cinem#1989:48)

At the same time when Russia was invading Georgia and the 2008 Beijing Olympics
were being broadcasted worldwide, the VAE was at the Indiana Stataeang the General
Motors and Saturn tents, a trailer promoting biofuels, and the fairground’s 4-H builtiag
physical shell of the VAE was part tractor trailer, part inflatabledingl, and it was visible
across most of the fairground. Huge fans in the back of the structure had to cobst&ethy
blowing, lest the entire thing collapse. The VAE came in four sizes, each naatediag to
Army unit designations: Alpha, Bravo, Charlie, and Delta. These configurataweded across
the country, predominantly to events in more populous areas of the country that have
traditionally served as a base for Army recruitment, such as the Souhiginest, and the
Southwest. Alpha was the largest configuration (holding 35—-40 people) and Deltaatiest
(accommodating only about 5 people at a time), but Bravo and Charlie (which hedegivéts
and 20 people each) were the most typical versions, each collapsing to fit witkifuthsize
tractor trailers. Alpha was essentially a combination of Bravo and Charlie,erdthese two
configurations came together at events such as the Indianapolis Air Show, a érgespace
was fashioned.

As an Army Game Project public relations press release describedhity thi Alpha
structure, the VAE
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provides participants with a virtual test drive of the United States Army. Theottne

9,750-square-foot VAE is themerica’'s Armycomputer game, rendered with state-of-

the-art Army training simulation technology to create a life-size, n&edovirtual world.

The VAE highlights key Soldier occupations, Army technologies, operating

environments and missions, within a fast-paced, action-packed, information-rich

experience that immerses visitors in the world of Soldiering. Participammi®pg
teamwork, rules of engagement, leadership and high-tech equipment as theyttaka pa

virtual U.S. Army mission. (Army Game Project 2008)

Such press releases emphasized the virtual reality part of the VirtaglExperience,
but in fact most visitors spent a significant amount of the time outside the aptubdtgin. The
wait outside was often as short as 20 minutes, but was reportedly as long as 4 hHoths, wi
typical length of time spent inside the VAE being 30 to 40 minutes. To occupy thduring
the wait, Army recruiters and drill sergeants stood around, ready to chat witk pbopt the
Army or give away Army T-shirts, hats, and copies ofAhgerica’s ArmyXbox video game to

people who do enough push-ups (see Figure 5.4).
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Figure 5.4: Drill sergeants provide entertainment for visitors waitirg in line outside the
VAE by challenging them with push-ups for Army gear. Photograph by the autbr, August
2008.

A representative from the Army-sponsored Top Fuel dragster racing teatheva as well,

taking complimentary photos of anyone who wished to have their picture taken witr tiidis

was a popular option for kids who could not enter the VAE, as the posted minimum age was 13
years old’? Near the building, videos explained the fourfold process of registering, obtaining the

mission briefing, playing the simulation, and participating in the afterractiaew. Video
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teasers for the VAE, such as the one linked here, played on large screens on ttpitérhe
(see Video 5.1):

http://www.youtube.com/watch?v=JU19Bsw-rss&feature=player embedded#!
Video 5.1: Video teaser for the VAE.

Finally, visitors were able to walk up a short set of stairs and enter tbenaiitioned
registration lobby, where they were greeted by several locally-boehe-aged women
standing behind a counter with computers (see Video 5.2). They asked everyoes &f ser
required questions: Are you interested in learning about the Army? Have yourdamily ever
served in a branch of the military? They also collected more basic infomfiadim individuals,
such as their address, telephone number, e-mail, and level of education. They tooiteash vi
photo and presented them with a Virtual Army Experience ID card (seeeFHd), which fit
inside a neck wallet equipped with an RFID sensor that tracked each persgamment within
the VAE. All of this information was collated by a subcontractor, Fishwso#, to produce a
large database of demographic information that aided in producing knowledge about the
effectiveness of particular displays within the VAE and the efficienagniies in garnering a
population of potential recruits. Information was also transferred to locaitess, as |
personally discovered when a Seattle-based Army recruiter dédimwéd up, cold calling to
leave me a phone message two days after | truthfully indicated dtaggrsthat | was

“interested in learning more about the Army.”
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Figure 5.5: My Virtual Army Experience and Army Experience Center ID cards.
Photograph by the author.

As people waited for everyone in their group to finish with the 10 minute process of
registration, visitors were able to kill some time by playdmgerica’s Armyat computer stations
in the center of the room. For most, this was their first time to play the, gathenost of the
time visitors spend playing is devoted simply to learning the basic interfdoe odntrollers.

(see Figure 5.6).

Figure 5.6: “The army reveals itself to be a keen reader of American adolesdeemotions
and passions, and employs this understanding through a brilliantly desiga and bloodless
simulation of the thrill of the fight.” Photograph and caption by Christopher Sims’?
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Once everyone in the group was registered, a man introduced himself to thesgaoup a
subject matter expert (SME). He invited everyone to stand in line as a group ekig qui
explained the weapon systems simulated inside the VAE, such as the Biakkelicopter and
Humvees mounted with CROWS (Common Remotely Operated Weapons System), which us
controller interfaces similar to old school video game joystitkée SME told the group that he
served in the Army—he may have deployed to Iraq or Afghanistan—and thgbifeahad
guestions about the VAE or the Army to ask him at any time. He then opened a door leading to
the interior of the VAE and a huge, dark space filled with life-size mock-ups of Heraneea
Black Hawk helicopter. Before people could take their seats inside theskesehowever, the
SME directed everyone to watch a 5-minute video in which the group—now referred to as
“squad”—was briefed on the upcoming mission. In this video, a colonel and severakofficer
described the scenario Nradreg’'s humanitarian plight, using the officiatisw,
euphemistically unintelligible jargon of the military while conveythg seriousness of situation
through tone and dramatic music. At the end of the video, the SME showed the squad a map of
the area that displayed critical points of the mission. He then instruciptepww to identify
civilians, told everyone not to shoot at them, and directed the squad to take a seaff ithene
vehicles (see Video 5.2).

http://www.youtube.com/watch?v=8rAEtv7UtX0&feature=player_embedded
Video 5.2: America's ArmyReal Hero SGT Tommy Rieman gives a video tour of the VAE.

Unlike roller coasters or motion simulations, there was no overall consensug a
visitors about which seat or vehicle is best for the experience. Shootingheddtack Hawk
helicopter, as opposed to the Humvee, was objectively more difficult. Sometintest8&dl to

preempt complaints about the Black Hawk being too hard by framing it as ‘peegtice
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challenge” in their briefings beforehand. This “are you good enough?” kindnoihiyaypically
encouraged younger men to sit in the Black Hawk mock-up. Guns, properly weighted and
convincingly real, were mounted to the vehicles (see Figure 5.2), and the M249 SAVguns
at the tops of the Humvees tended to be popular. After standing in line for over halira
though, many chose instead to sit in the Humvees. And this was fine with everyone too. |
contend that part of the micro-level biopolitical purposes of the VAE wasrtalirde the
Army’s technologies and weapons systems to the general public so thahsiwbuld, for
instance, be able to make a more informed decision as to which part of a Humoee is m
appropriate for them to ride in.

After the SME started the simulation, squad members were able toefiadr trifles
mounted on the vehicles. At this point, there were no targets, and a montage of scenes
accompanied by heavy metal music appeared on the three large screens ineohtvaghicle.
This sequence showed missiles launching, Army helicopters startinguhédr the battlefield,
and HALO parachutists making their jump. Finally, the montage changed to drvigevithat
swooped down to the squad’s position, and the camera flew into the virtual Humvee, bringing
everyone to a first-person perspective as if they were viewing tioa &cdm inside their
vehicle. Although there was no actual driver, the vehicle started movingesnsaccompanied
by a physical rumbling from the vehicle that simulated movement. The schemmsdscivilians
running away; although the SME told visitors not to shoot at them, some (sometiodsg
me) usually did anyway, often out of boredom. The virtual civilians, however, did binmea
any way and kept on running. Sometimes if visitors persisted in shooting ansyihe SME

threatened to remove them from the simulation.
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But onscreen several men with guns ran out, crouched in the middle of the road, and
started firing their weapons in what appeared to be the direction of the sehiwesquad
swiftly took them out, but an enemy jeep drove up soon after. After taking just a fets e
jeep exploded, creating a vibration felt from the seat of the Humvee. Afterraifaites of this,
people began to realize that there was nothing the enemy could do that could hunrtdadir vi
selves—that they were a spectator to the action rather than an active aggaie At least,
this was my feeling once | realized | was not playing a game with thetiabterose, but was
instead fighting a pushover enemy that was going to let me win no matter ulhdtfe®t it was
fun to shoot the enemies in this cinematic target practice. The 7 minutes vesviftlyy ending
with the convoy crossing a bridge and arriving at the refugee camp, thus ¢ogiiet
objective of the mission. Some squad members, including me, would try to shoot thegefuge
and aid workers, but as nothing happened we sadly realized that our weapons wererno longe
effective. One visitor, blogging on the technology news Web site CNET, describeaa si
experience of the simulation:

| had fun during the intense but short experience. It felt surprisingly rehltiveitgun

and Humvee shaking and rocking wildly as | shot at terrorists on a huge screen.

Unfortunately, it didn’t really present the same level of risk most video ganess A

far as | could tell, nobody in the simulation died or got hurt. Sure, bullets flew and bombs

exploded, but nobody lost a life and had to respawn, or any other of the typical game

conventions you'd expect from an FPS [first-person-shooter] or a light-gum dfavas

like 1 was playing through an Army mission in god méiéGreenwald 2007)

Although some may find the idea of shooting at virtual civilians or terroristdlisugpa
contend that most people did not do it out of spite or as a result of any “corruptingidefloe
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video games. Rather, visitors shot at civilians to test the limits of belieyabithis virtual
environment, to push back against and reappropriate in some small way the scripted heroi
narrative so thoroughly entrenched and blatantly present at the VAE. Theshobtihg at
civilians was the most powerful and common mode of speaking back to authority lse@nes
inside the VAE. The inability of civilians—or, for that matter, players—towias disappointing;
it punched through the logic of the claim I often heard during my time at the N&Ethis is as
close to realistic combat as you can get outside of going to war” (Fiegjraigust 2008).
“This is what | call the reality level of that good ol’ TV shdWwe A-Teani John Grant, a
Philadelphia member of the activist group Veterans for Peace, told me,

where they'd go out on these special missions and it’s like, “Brrrrummmm!

Brmbrmrbmrbmrm, brrrrrrrerrrrmbrmbrmbrmbrm. Powpow.” Booooombs! and

guuuuuns! and bullets and people flying. Nobody even gets a hangnail, and at the end

they’re smoking cigars. Everybody’s happy and there’s not a mark on them. Taley're
as handsome as they were before. That's exactly the problem: there areetuenaoss.

(Personal Interview, May 22, 2009)

As the simulation ended, the SME directed everyone to exit the VAE struztaisniall
tent, where he conducted an After Action Review in which he showed the squad images he
claimed were taken during the game. But these images never varied, noraiddghee of the
SME'’s review, which conveyed to the squad that they did a good job but needed to work more
on communicating with other members in their vehicles. At this point, the SME haabtie gr
watch another video, this one about an actual Army soldier awarded a medal (£e8.%)jde
The video explained the activities of this individual’s heroic efforts irfabe of combat, calling
him a “Real Hero” (see Chapter 4). The actual Real Hero theredritex tent as the SME
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introduced him to the group. The Real Hero told the group more about his experiences in the

Army, handed out a Real Heroes action figure made in his likeness to a menhigegraiup

(often to the youngest looking visitor or to an individual who indicated at registitiat he or

she would be interested in joining the Army), and made himself available to sigmnaguin® or

chat about the Army. The SME directed people to remove their neck wallets but tbéieep t

VAE ID cards, and as visitors returned their wallets, they were gigepyof theAmerica’s

ArmyPC game attached to a VAE lanyard. The visitors walked away to thaf tke state fair,

perhaps going to the 4-H building or the dog show nearby.
http://www.americasarmy.com/flash/vidplayer.php?videoUrl=/fldsh/ideos/rieman_1.

swi&KeepThis=true&TB_iframe=true&height=425&width=650
Video 5.3: A video explaining the combat actions of Real Hero SGT Tommy Rieman.

Virtual Armies and Actual Real Heroes

“[The military’s] TV wallpaper of ads during sports programming, its entrenchment in the
schools, as well as air shows, and friendly Hollywood fare have shaped a culture of normalcy
and celebration of, first, the military’s people, and, quite secondarily, its purposes.”

—Catherine LutzHomefront(2001:168)

Although the VAE takes its name from the technology of virtual reality, when
considering the population of visitors to the VAE, another sense of thewrtwal—that is, a
connotation of potential—is also germane (Deleuze 2002). The visitors to the VAE foece a
not yet mobilized, and the VAE served as a conduit in actualizing the potential labitrigool.

Fish Software, the contracting company responsible for gathering datsitonsvand

151



disseminating them to relevant entities like recruitment offices and QEM# forthright about
this function of the VAE, explaining that

Though the VAE will garner much attention for being a realistic and compelling wa

simulator, the purpose of it is clear—to collect actionable information that at@vs

Army to recruit more effectively. Every aspect of the experienceasegl toward

delivering positive messages about the Army and collecting informationahdde

leveraged post-event. (Fish Software 2007:3)

The development, construction, presentation, and postpresentation aspects of the VAE
involved a constellation of part-time, temporary, and full-time laborers. Thesedre a virtual
army in the sense that they were not a part of the U.S. Army proper but neverfinéled
many of the functions of the ArmY.This virtual army was composed of SMEs, technicians, tour
directors, public relations representatives (all employees of Ignitedd]destaff at registration
and checkout (hired on a temporary basis through local modeling agencies), (énvelisyees
of Performance Marketing Group), and representatives from Fish Softhew;my-sponsored
Top Fuel dragster racing team, and McCann Erikson (the marketing agency tdsgonshe
“Army Strong” campaign). In addition to this virtual army of contractors, enlistetyA
recruiters, the Real Heroes, and drill sergeants were all involved in the éA& mampaign.
These individuals, especially men who toured with the VAE consistently, tended to speak of
their work in terms of the military in a similar way that the developefsudrica’s Armyspoke
about their work (see Chapter 6). “You know,” one employee told me, “anytime gouhe
road it's just like the Band of Brothers in the sense that you go through thehirggston Earth.
| mean, obviously we're not in Iraq, but stuff will break and somehow we always twedxei |
like that camaraderie” (Charlie, Personal Interview, August 15, 2008).
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This virtual army existed to support the continual flow of visitors and the occasional
media or VIP visit to the VAE. Although this breakdown admittedly falls into the trap of
categorizing individuals based on the type of work they do, it is nevertheless usefyihimrige
to think about the sheer variety of activities, motivations, interests, organzatind logistics
involved in putting on a production such as the VAE. A step back from this local level of actors
reveals even more layers of organizations connected to the VAE. Zombie Studfusgtinea’s
Armydesign studios, the SED at Redstone Arsenal, and OEMA are only the most central
organizations in a complex array of institutions that had a hand in the production and

implementation of the VAE (see Figure 5.7).

Figure 5.7: An Ignited VAE employee’s hastily drawn cognitive map of the rationships
between some of the military, governmental, contracting, and subcontractinorganizations
that work together to produce the VAE.
The VAE could not be reduced to a singular kind of experience or a pithy description of
what it did or was; rather, it communicated a variety of messages througkritfbannels and

episodes, and it did so not simply with a unidirectional form of information disseompas in
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the traditional understanding of propaganda (see also Li 2003). The experierads vasitor,

of course, varied depending on the individuals present, the venue at which the VAE is gresente
the size and configuration of the VAE, and an infinite number of other factors, but tlye Arm
predictably sought to frame the experience in a highly scripted manner thatiocrated

positive messages to participants, especially teenagers, about tmeppmeunities available in

the Army. It did this not only through multiple videos, but also through usenefica’s Army,

the VAE simulation, and multiple recruiters, drill sergeants, Real HeroeésSMES. As an

individual working at the VAE explained, this effort to humanize the Army was wezgtional

because

traditional media marketing efforts for the Army—they have always comesdieing
sort of half-assed and really goofy. You see television commercials and thethiaings
they really hype up are things like “honor” and “duty” and stuff, and it faltd flank.

It's just images and audio.... [The VAE] really puts a human face on things wioer@as
TV commercial nine times out of ten you are seeing actors and it's reatigaresireally
uninteresting, and really unengaging. EveAinerica’s Armyyou can go into a Virtual
Recruiting Center to meet the Real Heroes [simulated in the game] amdtear their
stories. They're real people, but so much of Army advertising is not even virtual, but

artificial. (Personal Interview, August 15, 2008)
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Figure 5.8: Real Heresommy Rieman and John Adams sign free copies of thaerica's
Army video game that are given to visitors as they exit. Photograph by the author, August
2008.

The Real Heroes in particular were at the center oAtherica’s Armycampaign to
place a human face on the Army, whether virtual (as in the game) or actugilgisee5.8).
Most of the time, at least one of these individuals was present at the VAE. Thatctanies of
each Real Hero are highlighted at fkrerica’s ArmyWeb site’’ and these were shown to

visitors at the VAE when a specific Real Hero is present. Carefully clagsepresentatives
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who present a realistic career goal for prospective recruits (widnBsted noncommissioned
officers and two commissioned officers), the Real Heroes were portrayedinary soldiers
who, through training in the Army, became enabled to do heroic deeds. As onesRepUHit,
“none of us were trying to be heroes, we were just there doing oufjsingther states, “I don’t
see myself as a hero, | just see myself as Tommy Rieman, doing my jotk évierybody has
the same quality, but they just have to find it” (see Video 3).
SMEs also played an active role in personalizing the Army at the VAE amrdcenetral
to interpreting the VAE to visitors in a way that maximized the number of pe@piadewith a
favorable impression of the Army. Some SMEs cracked jokes and kept their éxplsu@beat,
while others chose to focus on describing their own experiences and cgeetories that
enlistment in the Army allowed. One SME, for example, informed visitors about his
deployments and return, but chose to tell visitors mostly about his subsequent parsoleje
degree with Army support. SMEs said their job was to “educate, promote, andiertert
public,” and they conceptualized their work as both performer and educator. “I thinKittla a
bit of each,” one SME told me,
because | like making people smile and have a good time because that’s svisat thi
about. It's not about trying to impress people or make them think they’re in the Army. |
like to entertain them, because the Army isn’t that bad. A lot of people are like—oh, if |
join the military I'm going to get shot at and all this kind of stuff, but no, it depends on
what job you do. I try to educate people and [tell them], “No, you could be a satellite
technician, and do three or four years, get out, make over a hundred grand a year with

your military education and experience.” So, educate. And then, | might craek a f
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jokes ... and just try to make good laughs and have a good time. (Personal Interview,

August 12, 2008)

These men were all former enlistees in the Army, and many worked asctontra
employees at the VAE between stints of active duty in the Army. As such, the tBetaselves
blurred the lines between the soldier and civilian. To explain this, one VAEdgnitployee
rhetorically asked,

What is the product that the VAE wants to punch out? On one level you have the game

that we give away, but at the end of the day, it's all about recruiting. What'soithechr

though? The Real Heroes are sort of the cream of the crop; they are the ultodate. pr

But | think on a larger scale you have to look at the Subject Matter Experts. Ihink t

those guys who were just regular folks in the Army—some did combat, some didn’t—I

think that those are the real products. Those guys are literally “producte®’ Afmy.

(Personal Interview, August 15, 2008)

Although the VAE was a marketing effort to sell a real experience ohppemd being in
the U.S. Army, there were a plethora of products—both literal and metaphoricabhéped a
visitor's experience at the VAE. The SMESs, recruiters, and Real Helbpso@ucts of the
Army) helped create a militarized, highly masculine experiencegthests were able to take
home with them after their visit (see Kline, et al 2003:247-68; Enloe 2000). Itemstgive
visitors (ID cards, key chains, action figures, T-shirts, hats, and video gaeressome of these
take-home products, as were the intangible memories of the experience. Adytmatple
who fit the right demographic and who indicated an interest in the Army also took hdme wit

them the prospect of being contacted in the near future by a recruiter.
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The Real Heroes and SMEs were ultimately ways of challenging and sézkimange
the “cog in a wheel” image of the Army as an organization that has litde fdathe individual
in its day-to-day operations. Like the U.S. Army’s former official and eainttory failure of a
slogan, “Army of One,” the Real Heroes and SMEs sought to portray to civiliathgfential
recruits) that the Army was composed of a multitude of individuals, not a masdiefs
“Empower yourself, defend freedom” is a phrase that appears on many Army @Gaeot P
products (see Video 5.1), and the Real Heroes and SMEs embody this discourse of individua
empowerment within the total institution of the Arffyas George W. Bush'’s tribute to Tommy

Rieman in the president’s 2007 State of the Union speech underscored (see Fidfire 5.9

T —

Figure 5.9: Tomy Rieman, with former first lady Laura Bush, honored at Geoge W.
Bush’s 2007 State of the Union address.

In this effort to personalize the Army through the individual figures of tfa Reroes,
websites, blogs, personal photos, bios, and videos all play a part in this multimedia public
relations project: And yet, beneath the persona of the public figure of the Real Heroes, there
exists a more ambiguous human figure. In my interview with Real Hero JdRieman, this
became readily apparent in his account, especially in his description of ptstrdent

adjustment and post-traumatic stress (PTS) experiences. Like his pubtinggeRieman’s
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personal narrative of enlistment in the Army is also one of overcoming aghadibecoming
individually empowered within an institutional setting, yet it contains with@lements that are
consciously omitted from the highly sanitized and polished public Real Hero narhxibeadbly,
no Real Hero has any visual physical index of injury, as this would be counterprodoactivat
the VAE and the Real Heroes program seek to accomplish. Though Real Heroeshiia Rie
have personal injuries that have left them physically handicapped and psychologicall
traumatized none of this backstory is part of the media personality of the Real Her

At the Indianapolis Air Show, | sat down with Rieman at a desk behind the drivat’s se
of one of the VAE tractor trailers. As | was explaining the waiver of corssghhuman subjects
protocol to him, he began staring me down deadpan, looking for all the world like he was read

to fight me. Flustered, | inquisitively raised my eyebrow, and he broke into @ saying, “Just

kidding.”
Robertson Allen: So, you're the head of the Real Heroes program, is that right?
Tommy Rieman: Yeah, I'm the Real Heroes program coordinator, the eraisagl go out

and look for new Real Heroes, | maintain their schedule, and | get ‘em set up ferawnt
stuff. And | take them through the steps of becoming an action figure and the video game
process, making sure their speeches are up to par and that they are medisSoairean
interesting, great, cool, fun process and I think they selected me just bieddnesn
through the process, I'd been the most used Real Hero, and | had the most experjence |
RA: What's been your history in the Army?
TR:  Well, I joined the Army in ‘99 when | was 17. | had mom and dad’s consent. | graduated
high school in June and I left July 7th, 1999. And I've been in the Army almost 10 years
now. | went in through infantry, went to airborne school, went to Ft. Bragg, was atgg B
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for a couple of years, went to Kosovo. | had a pretty good time there, and | liked it, but
needed a change of pace. Th&'82as very fast-paced and there’s always something going
on. So | said, “Send me to Germany.” They looked at my history and everything and said,
“Hey, we’re going to put you in a specialized unit called LRS [“lursed].r8ck on. It's
Long Range Reconnaissance [sic] Surveillance, is what LRS is. It'sty Ipigh-speed unit
that would fall under special operations. They put us under MI, which is militarygetete
[...].

So then we deployed to Irag. We went there from August of ‘02 and | didn’t leave until
December of ‘03. | was medevac'd [medical evacuated] Decerffbmutsf Irag. Before |
was hurt, | was on orders for selection to go to Special Forces [...] so that kindal rmgss
window up. But | got home faster, | got back to Ft. Bragg. And my wife was staying
Winston-Salem, North Carolina. So | went back to Ft. Bragg and went through a whole ...
process. | was there with the 80iifantry, a parachute regiment. And | was going to get out
of the Army just because, you know, | was tired of this, | needed a break.edaanbin my
wife and have a life, settle down. A general, a division commander for then8aid,
“Son, there’s no fuckin’ way you should get out of the Army. It would be crazy. You've done
S0 many great things—what can | do for you?” And | said, “Not a fuckin’ thing Jsist
like that. And he goes, “Well, are you bitter?” And | said, “Well, a littl€’ bisay, “Sir, it's
going to take an act of God for me to stay in the Army.” And he goes, “Whgeifylou
assigned to the Pentagon being security for the Secretary of Defess@®, ™ DK—where
do I sign?” Just like that. So two days later, he had paperwork, | signed andedeahsl
went up to the Pentagon.

Two weeks before | get there, | get this call [...] and she’s like, “Weady excited
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about you coming to the office and stuff.” | was like, “Yeah, I'm prettyited to protect the
Secretary.” And she goes, “Protect the Secretary? It's not a hazgmbaursanything. Our
Secretary is fine.” Apparently, this G-1 Sergeant Major position slot Ineedy full, so
instead of going to the Secretary of Defense, they just put me into anothettlséot at
Pentagon, and it just happened to be Personnel. Which, for an infantry grunt [...is prett
rough to adjust to, but once | got a hold of everything, it opened up my mind [...]. It didn’t
make sense because none of it makes sense—it’s all fuckin’ stupid—nbut it etamere
clear about how the Army operates, and where it gets in its binds.

So I [...] got out of the Army—active duty—in ‘07 and joined the National Guard. |
wanted to be completely away from the Army just to see if | could do a civilian job, but
loved the job. | was working witAmerica’s Armywhile | was in active duty, but active duty
wouldn’t release me to go do all of these great things [mierica’s Armyand the VAE].

So | got out, and met up with the Virginia National Guard since they were thetdlusatry
unit. And here | am today.

RA: So you mentioned earlier that your experiences in the Army left you feetiag bitter.
Could you talk a little more about ...

TR: Yeah, there was a really bad time. Unfortunately, the Army can thalsame mistakes.
And it’s just like any Fortune 500 company, you know, it's a huge powerhouse, an
organization. 1.5 million employees, scattered all over the world. | mean, niealhgdamn
good at what we do, but unfortunately people slip through the cracks and things happen.
Things aren’t set up, and we don’t learn from our mistakes. When | was wounded, there
wasn’'t any wounded warrior program set up. There weren’'t any psycholadkstg to you
about war, and when | came back | was completely fucked up mentally. | got batkyasd
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on orders to go to Ft. Bragg. The problem was, | physically didn’t have a copymters
on me[...].

You know, | was fuckin’ strapped down to a cot, and flown all the way back to fuckin’
Walter Reed, and Walter Reed down to Ft. Bragg. And when | showed up, | saw my wife,
went home for the weekend, and came back on Monday. Sure enough, you know, | have a
great weekend, I'm so excited, I'm like, “Hell yeah, this is how we roll.” Tdigg us a
fuckin’ weekend off, | get recovery leave, they give me plenty of medicatidslat for the
weekend. And | show up on Monday, and | swear to God it was like | had three dicks on my
forehead, cause nobody would fuckin’ help me because | didn’t have a piece of paper.
Basically they said, “Who the fuck are you? Where are you from? If you kavé orders,
we can't help you.” So | went through some of the worst processes in my life.

| couldn’t get medical treatment, which is insane. | went to the hospitadtsp
General. If you have any issues on anything, he investigates it and maki¢gsesehe
right way. | told him, | don’t have orders, my unit’s in Iraq, and | don’t have aniact
numbers. You know, | came over here strapped to a fuckin’ bed. Get me some fuckin’
medical treatment. | need to talk to somebody. Well, he says, “We can, but’'tve ca
document it.” | was like, “What the fuck do you mean? | don’t have a copy of my orders.
Isn’t there a system around where you can pull this shit up? It's 2003, come onJtir&nd s
enough, they couldn’t. So I'd go see a doctor, and they’d give me medications, asit it w
very limited. And the treatment | was getting, | had to do it at certagstiReally fuckin’
rough. Really pissed me off. So while we’re going through that, I'm stifinggpaid for
being in Irag. So | went to the finance offices, and | tried to stop them from pagnigx
free, from being in Iraq [...] and they said, “We can’t help you, you don’'t have Grées
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| was like, “You know, I'm trying to stop you guys from paying me too much.” #{gadr
can’t help you.” That's what | got.

| dealt with this shit for months. | didn’t have a psychologist to talk to. $ttiva hardest
time in my life, becoming sensitive again, because you're totally sterdethere. You lose
feelings and emotions to a point. You become numb to certain things. The slightest things
when | came back would scare me, and | didn’t know how to communicate with my wife.
She went through a life changing event by running the household and taking care of
everything and living with the stress of not having me there. And then, | was there. And how
do you explain it to one another to let them understand? You have to really, really
communicate and you have to do it well. And me and her did not communicate well at all.
So. We'd say things, and they’d be the same thing, but we would say it in such different
ways that ...

RA: It just misses?
TR: Yeah. That was the hardest part, just reintegrating myself backiwltan life. And |

didn’t have a unit to report to, so everyday I'd just sit at my house and be with niy &ahi
live with that every night. You have nightmares, you wake up sweating, you’'esrsogg
you're crying, you're.... And you find yourself waking up in the bathtub, or outsicle.'4
be freaking out, locking the doors, paranoid as fuck. And we’d be out, you know, at Wal-
Mart and all of these people and you'd just want to fuckin’ explode on somebody. There’s a
bag in the road, and you swerve, or.... | remember one night distinctly—we were driving
back into our neighborhood and there was a lake, and somebody had let off some serious
fireworks, and | was driving. You know, we got hit with IEDs (Improvised Explosive
Devices) in Irag. | was driving and those fireworks went off, and | swerved offharfcbnt
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tire got stuck in the lake, and | got out and ran out of the fuckin’ vehicle and dove into the
woods. And my wife just sat there and looked at me like | was the craziest rfiuates on

the planet. It took me a minute to step back and say, “Holy shit!” So reintegtatirgasn’t
easy.

Once we got several months down the road, my unit got back from Iraq and | was able to
contact them. They sent me my orders, and | went in and checked in [...]. | came in and
introduced myself and whatever. They treat me like shit: “Where the fuckybaveeen?

Why are you so fat?” | gained 65 pounds after | got back. You know, nobody was taking care
of me, | was fucked up, | couldn’t go out and exercise, and | didn’t have any motivation.
thought that the Army had forgotten about me, that they didn’t give a shit about me, and that
was really hard for me to take. So | went through this whole process, they treatixe
shit, and | was in a replacement detachment for a month before they put me into a unit, and
once | got to my unit, it was the same thing over again. It was, “Who the rigloa?
Where have you been? Why are you a fat piece of shit?” You know, and I'd tell hhem m
story: “Hey, | was in this, this.” They didn’t give a fuck. They thought | wagylbecause |
didn’t have paperwork to prove it. | was at Ft. Bragg in December and January asd'it wa
until August when shit got straight. When that Silver Star and Purple Heart showed up in the
mail, things fuckin’ changed. People were like lickin’ my nuts after that be¢hay
couldn’t believe that | was telling the truth the whole time, that it waslhé, that the
paperwork was there. It was a really, really tough process to take bdictalis like | said,
like | was abandoned. And | hated that because | love the Army, absolutely love it.

RA: And in between the time—was it just a matter of the paperwork going through?

TR: Paperwork, a lack of sense. The Army sticks to their rules, and thdyckia asshole
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about their rules. If it's common sense approachable, but a not so common issue, people lock
up and don’'t know what to do. They say, “Hell I'm a soldier, that’s the rules.” No, hold on. |
understand rules are guidelines, but let's take a look at this. We're soldigespeople,
let’s take care of each other.

RA: There’s a human ...

TR: Right, and they don't think like that. You know, everybody has needs and | have a
family. | have to take care of them, provide for them. And we need to be treatgdypoett
for what we do. And we lose focus of that when everybody’s treated like a number. The
Army needs a little more TLC in how to handle individuals—yeah, we’re a teathdyat
are individuals too. We need to take care of them and specialize in their needs, ackl we su
at it. We're terrible at taking care of our own people, terrible.

RA: Did you know that you were going to get the Purple Heart and the Silvdye$tae it
showed up?

TR: I had no clue. [long pause] | didn’t think | did anything special. That nightinums
head at least three times a day still. And | didn’t think | did a fuckin’ thing, aras$|
nominated by everybody on my team. So they think | did something, so obviously | did. But |
couldn’t have done it without them. | was of a mindset of, “Hey | did my fuckin’ job,” so |
was happy. So why was | treated like shit? You know, | just fuckin’ spent 18 months over i
this goddamn bitch and you’re going to treat me like shit—what the fuck? And it &=t r
bad imprint on my wife and my family. My mom and dad and everybody related to me. Once
they started treating me better, that’'s when | was about to get out of the Amchthen they
talked to me and | stayed in. So ...

RA: Yeah. Do you feel like a lot of people have those same kinds of experiences? Kind of
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falling through the cracks?

TR: It's got a hell of a lot better. See, because there are differegs thiplace. Like when
you come back it's mandatory that you talk to a shrink, and it should be. You know, you
need time. It's going to take time. This is the most life changing eventabd ever
experience. You know, some people go over there and live on a compound and never leave
it. And they might get a mortar attack on the coast—and that’s like sayiné¢haitsta
mortar attack in Indianapolis [about 20 miles away]—and you might have helaud mow
you're petrified. Some people have different levels of PTSD too. Some people, stalgey
on that base and they heard that, they're fucked up. | went through some prettysengie
things, and | was fucked up. You gotta have time. You need—there are certain things tha
need to be in order and the Army is doing a really damn good job afahaif making sure
that happens. And sure there are guys falling through the cracks here and theteatjaist t
comes down to an individual’'s leadership.

RA: So after these experiences that you've had, what made you decide tegdresentative
for the Army—a kind of a spokesperson for the Army?

TR: Because after all the bullshit that | went through, and how bad it suoketnfie reason
| still loved it. Yeah, I've been through some of the worst fuckin’ situations infenyS8ome
of the worst fuckin’ times. Sittin’ in a LRS hidesite for seven fuckin’ dags, gan’t move,
your buddy’s holding your MRE (Meal Ready to Eat) bag so you can shit in it leegaws
can’t move cause you're stuck in this fuckin’ hole. Cold as shit, feet wet, alettisgg
hypothermia—but it was the greatest time in my life. Why is that? You kn@wiki¢ the
shittiest times in your life tell the best stories, and it's always fun, lohittgae it's like,

“How shitty can we get?” You get excited about it [...]. So much shit has happenes t
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and | still love the Army, so if all that can happen to me and | can love itydksn’ great.
And | want to change people’s lives. The Army will.

You know, | grew up in Independence, Kentucky. There wasn’t shit going on. | was
headed towards trouble; | was going down the wrong path. My grades weren't there,
wanted to play college football, but | was kind of sub-par, a little guy. You know, tleeee w
some places | could have played at, but for some reason the Army kept calling yne in m
mind. The recruiters did a damn good job. They start early, and they should because just li
anything else, you want to imprint that in their minds, get them thinking. We’re not
brainwashing anyfuckinbody and people that say that are fuckin’ ignorant. leves we
would control everybody’s iPod and we would sing cadences on everybody'’s iPod all the
time. But that imprint left a good footprint in my mind towards the Army. And what the
Army has structurally done for me as a man, and showed me the ways of life—and also
showedme life. You know, I'm having fun. People make fun, say we're “livin’ the dream,”
but really | am. There’s not a job on this planet I'd rather have than whatdldanaw—just
because it's so much fun, I'm a representative of the Army, | get to dotlgiregs, and | get
paid. My family’s taken care of, and | get great benefits.

It's a great package. | mean if you look at the Army from top to bottom, sheo#hing
else in the world that offers what the Army is. Everybody sees what's in thia, e
negativity, but it's so much bigger. If you can just put it past yourself—it's not gloouit’s
about you serving your fuckin’ country and looking to your brother left and right anagervi
with them. If your son goes and joins the Army—if you have a son—I guarantg@that
would feel guilty that you never did. This is why | do it. | serve because of myl kidst to
be able to say that | served, so he doesn’t if he doesn’t want to. Or, | go fight tlieisthéte
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doesn’t have to and he’s safe. There’s such a bigger package that the Army h#s. And i

pride when you wear this uniform.
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Figure 5.10: Tommy Rieman’s Real Hero action figure.

Rieman’s story of institutional neglect, disillusionment, and devotion isautiotory, yet
it is a personally meaningful life narrative. It demonstrates how, evea whiking as a fully-
committed and patriotic representative of the U.S. Army, criticism and htfoligeflection may
occur, albeit in ways that ultimately reinforce the institutional authofithe military. It also

demonstrates how the Real Hero and the real Tommy Rieman were very meintfersonas
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that, when contrasted, reveal a process of “heroification” that turns “flfesbiaod individuals
into pious, perfect creatures without conflicts, pain, credibility, or human ititféregwen
2007:11). It is precisely the “flesh-and-blood” human qualities of Rieman’s pérsmnative

that were omitted from his Real Hero character, which became sdraszeplastic G.I. Joe type
of action figure, devoid of personalities, injuries, and flaws (see Figure BHi6)work of
morphing a real human being into an “aspirational figure” (Wardynski 2007) nmaitavell-
documented tradition in high school American history textbooks, which typicealijite heroes
from dramatic men and women to melodramatic stick figures. Their inngQits disappear

and they become goody-goody, not merely good” (Loewen 2007:29). This, too is the work of
militarization, for the highly scripted, half-truthful war narrativeshe Real Heroes obscure and
deflect attention away from the trauma that war inflicts upon soldiers andahwlies. As
Rieman’s contrasting personal and Real Hero stories show, and as theratarasapresent at
the VAE demonstrate, there is a finely executed deployment of pemsuashnologies at work
here. The Army Experience Center, the stationary cousin of the Virtuagl Bxperience, brings
these technologies together in an unparalleled manner to intermesh memeentaieducation,

business, recruitment, and public service.

Philadelphia: The Army Experience Center

“Just as the corporation replaces the factgpgrpetual trainingends to replace th&chool and
continuous control to replace the examination. Which is the surest way of delivering the school
over to the corporation.”

—Gilles Deleuze, “Postscript on the Societies of Control” (1992:5, emphasis imabyigi
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“[Managing the AEC is] kind of like owning the first McDonald’s, or working at the first
McDonald’s. You know it's going to be an amazing thing, but you know some days are going to

be really, really hard and other days are not.”

—A\l Flood, Ignited AEC director (Personal Interview, May 17, 2009)

Al Flood: “How did our lunch line go today?”
Army recruiter: “We need more turkey, less ham, no wraps.”
—discussion following the AEC-sponsored Asian/Pacific Islander Herlegeh Senior

Leadership Forum (Fieldnotes, May 28, 2009)

Figure 5.11: “Grab a bite.” An advertisement for the Army Experience Centein the
Franklin Mills Mall, Philadelphia. Photograph by the author, May 2009.
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Ignited took its concept of the VAE and expanded it, in association with entities at the
Pentagori? to create the Army Experience Center (AEC), which sat at the far end oinittiegv
Franklin Mills Mall in Philadelphia, Pennsylvania (see Figure 5.11), snded by an indoor
skateboard park, a video game arcade, a Chinese restaurant, Banana RepulVWictoria’s
Secret. Although the AEC was not a formal part of the Army Game Project anidtberat
under the supervision of OEMA and Wardynski, it was closely connected due the faolvdsat i
also managed by Ignited, and maintained many formal and informal relationsthiFsG#
intuitions. As a related Pentagon-supervised program that used thAsemnea’s Army
technology and VAE simulators, the AEC arguably generated more contemti@o\zerage
than either, with reports from CNNNBC 2* and theNew York Time® as well as independent
media organization¥, activist organization®’ and PBS (see Video 5.4). Public relations
representatives from Ignited were generally happy with this wide exposaireing that “in the
last two years we’ve maintained 97% positive to neutral coverage” (Persamalewt February

23, 2009).

http://www.pbs.org/wgbh/pages/frontline/digitalnation/waging-waeea-generation/the-army-
experience-center.html
Video 5.4: A PBS news report on the AEC.

The AEC, like the VAE andmerica’s Armywas designed to appeal primarily to
teenage boys, yet the center had a vibe that was meant to be welcomiymn® \aishing know
more about the Army, or anyone simply wishing to relax, watch TV, or play videesg#s the
AEC’s director explained, “We’re here to have the space for people to leauhtae Army in
their own way” (Personal Interview, May 17, 2009). Big screen televisions gl&g®PN and

other programs in closed-captioning were anchored to the ceilings, and plusimdafhaies
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were arranged behind a registration desk. Dispersed throughout the centetevacive
booths for visitors to explore that highlighted various Army careersjesabnd salary
projections, and global base locations. Civilian staff and Army recriygically kept a
courteous distance from visitors unless they were approached, and dressedlinméirms—
khaki pants with white and black Army polo shirts or jackets, color coded to distingldstrs
from civilians. A small area displayed Army merchandise available fohpsec To one side
was a classroom, with approximately 40 computers and seats, referreded Eectical

Operations Center” and visible through transparent glass walls.

!i;l !;l il

=

\EC. Photograph by the author, May 2009.

Figure 5.12: Gaming compuers att

Further back were four rows of seats with 60 additional computers (see Figurerb.12)
addition to 19 Xbox 360 consoles with plush seats along the wall. These were available for
anyone over the age of 13 to walk in and use, on condition that they entered theid persona
contact information in a database at the front registration desk and provided prooaintlage
identity (games rated “Mature” on the ESRB scale were off litoitssers under the age of 17).

Once visitors did this, they were issued an official AEC card and numbéFfi(gee 5.5), which
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enabled information on individual users to be stored for statistical tracking andragmo
analysis. In the very back of the center were Apache helicopter and Humagtsis identical
to those at the VAE and the Center’s recruiting and management offices sébé® thirough

glass windows.

With an abundance of glass windows in its interior and on all sides facing the mall
corridors to visually represent “transparency,” the AEC epitomized tlitanpirecruitment soft
sell in perhaps its purest form to date. This two-year, $13 million experimeotgbugram,
which lasted from August 2008 to July 2010, combined five Philadelphia-aredingcaiations
into one. Forty recruiters were replaced with approximately 20 civilathastd 22 recruiters
who were handpicked by the Center’s Pentagon project manager, Major Laairg,Dibm
recruiting school. “It's an overall change in philosophy” in recruiting, attogrto Major
Dillard, and while people at the Pentagon were quick to recognize the potentiaCeintee to
revolutionize Army recruiting strategies, recruiters entrenched inytters of the hard sell and

cold call were less willing to change (Personal Interview, May 28, 2009).

One of the primary reasons for locating the AEC in the Philadelphia ardzecasse
research had indicated that approximately one third of all Army recruitsfcamevithin a 50
nautical mile radius of an Army base. This, combined with the fact that thg Aam
traditionally garnered low recruiting numbers from urban areas, led totsa&leration of sites
in Baltimore, Albuquerque, Fresno, Chicago, and Philadelphia as possible locatitresA&QG.
The Franklin Mills Mall was eventually chosen for its access to publicgoatation as well as

the ethnic and class diversity of its shoppers; locations like PhiladelphirgjoKPrussia Mall,
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where “everyone is rich and preppy,” and other malls that “aren’t as nice’ruled out (Major

Larry Dillard, Personal Interview, May 28, 2009; Al Flood, Personal Interview, Ma2009).

From a friend

From an advertisement on a bus or subway
On the Web

From a Soldier / AEC staff member
Shopping in the mall

A postcard from the AEC

At my high school

An e-mail

¥ & & % ¢ @ @ @ @

At a community/recreation center
Other

If Other, please specify:
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CANCEL
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Xbox 360 games
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Figure 5.13: Examples of a series of questions, designed by Wardynski’s 1Oéf of
Economic and Manpower Analysis (OEMA), that users of computers at the AE@ere
required to respond to. Photograph by the author, May 2009.

Though recruiting was, by all measures, an end goal at the AEC, as agj#ot fire
Center, like the VAE, had obvious data collection goals in addition to an overarcaihgf g

repositioning the Army as a “community-building” organization. The data calfepbrtion of
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the AEC’s mission was often left unsaid or implied by its representath@sgh it arguably
constituted the most important part of the AEC’s activities in terms of longsebility
measuring and budgeting for future AEC-like projects. Unless a person prepiektic
permission during registration, personal information was not used to contact indiiaiule
purposes of recruitment. Instead, information was collected as a way tordehioglly map the
sets of interests that various groups of visitors brought to the AEC. Each tisi®alegged on
to use a computer, they were presented with a set of questions (see Figurad&ibBable
information” to be analyzed for marketing and event planning at the AEC aneédon[ing]
more about how the Army may further adapt technology to harness the power obthmtidn

age to support the recruiting mission” (see opening chapter quote, U.S. Congress 2010:318).

The most commonly stated goal of the AEC by its representatives, howeser, wa
“community building” and a process of rebranding the Army image as argcingt, rather than
destructive, social force that provides positive “opportunities” for individuals emgg

(Jauregui 2009). Al Flood, the AEC'’s Ignited director, explained this by tellethat

our mission here is to make people in the area, number one, aware of their Army and in
particular of the active duty Army. And also to really increase theireaveas of the
opportunities that exist in the Army. Career opportunities, educational opposunitje

If people walk in here and they leave, if nothing else, with having a better apiorecif

what the Army does and for what the people in the Army do and the sacrifices they

make—mission accomplished. (Personal Interview, May 17, 2009)

One of the most remarkable aspects of the AEC that | witnessed duringonmeeks of

participant observation in May, 2009 and continued engagement with the AEC throughlits emai

175



updates was its capability to regularly organize community eventagpatled to young adults.
These included monthly movie nights for screening films (Blgckhawk DownTwilight: New
Moon Terminator: SalvatiopAvatan); visits from professional athletes (e.g., Brad Lidge);
regular video game tournaments for a variety of games Gatj.of Duty: World at Wg HALO

3 ODST Madden NFL 1)) 3-on-3 basketball tournaments; a Christmas and a “Christmas in
July” charity clothing drive; a HalloweeFhriller dance party that was an attempt to break a
national record for the most number of simultanebusller dancers; and the sponsorship of
Philadelphia School District-wide events such as the Asian/Pacditdst Heritage Month
Senior Leadership Forum (see Figure 5.14), and similar events during BlaokyHisnth in
February and Women’s History Month in March. Beatrice Jauregui, anotheo@oitigist who
also conducted fieldwork at the AEC, writes that “hosting these types of evémtsAEC
works to represent the army as not only ‘giving back to the community’ in an almasaldear
sense ... but also more generally as becoming permanently and intimately dnwalve

community-building activities” (2009:13).
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Figure 5.14: The registration desk at the AEC, during the Asian/Pacific lander Heritage
Month Senior Leadership Forum, held at and sponsored by the AEC, May 28, 2009.
Photograph by the author.

Schools, in particular, were viewed as community partners, and managenhenrABCt
actively worked to foster relationships with schools and teachers. “Wearehsze long enough
that high schools and high school teachers now contact us to come here for classddgds,” Fl
declared, and reserving the AEC for school events was a streamlined promagis the
Center’s website. Transportation to and from the AEC, along with event planningtraaged

through the AEC'’s events coordinator. Al Flood went on to describe how the AEC was

making a long-term effort to get partnerships with educational outreach atiamns
community outreach organizations. For example, working with the Philadelphia School
District, and working with a private non-profit [PHASE 4 Learning Centet]itha

running an alternative high school program. We've also tied in with a separate nion-prof

to—Dbelieve it or not—conduct high school-level culinary arts competitions to simply
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showcase the high school students who are participating in these programs tlexzaus
high school students in these programs have a much higher than average retention rate
compared to the rest of the Philadelphia School District. What it also allows ussttodo i
showcase their achievements and a path to a potential future career that diregdy
started on. But it also allows us the opportunity to bring in a member of the Unitesl State
Army culinary arts team and say, “Hey, did you know that you could be a miastenc

the Army?” “What? That's crazy!” “No it's not!” We have actual neasthefs in the

Army, so ultimately the message we send is, “Hey high school students, youge doin
great—keep it up. Continue to do what you're doing. Make smart life decisions.” The
other message we send is that the Army is more than you think [...]. It is notntlyeoAr
your grandfather. It's not the Army of your uncle who served in Vietnam or even the
First Gulf War. It’s totally changed; the opportunities are greatlygased. (Personal

Interview, May 17, 2009)

Emphasizing life opportunities, the AEC partnered with PHASE 4 LearningC &me
alternative high school referred to in the above excerpt, to provide a daily higbl-gegree
program hosted within the Center’s high-tech Tactical Operations CentegeAplartion of the
students present at the AEC during the day on weekdays were PHASE 4 high schotd,stude
55% of whom were “referred from school districts where over forty-one pestém students
are from low income families®® In addition to providing a free general high school education,
PHASE 4 offers programs to high school students such as MARCH2SUCCESS (M2S), an online
technology that educates students in standardized test-taking skills foratethcstievement
tests and the military Armed Services Vocational Aptitude BatteBv@B). Although Jauregui

guoted an AEC staff member as declaring that no more than 5% of PHASE 4 students become
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soldiers (2009:12), Heinz Endowments, a granting institution supporting PHASE 4, reparts a
positive outcome of its funding that 10% of all graduating PHASE 4 students have plans to
undertake military servic€.After the AEC finished its two years of operation, Al Flood moved
on to become the PHASE 4 Regional Vice President for the Philadelphia Aregdy(iala,
perhaps not coincidentally, also became the Superintendent of the Huntsville yAclaols
after his retirement from the Army in June 2010.) Given these explicit mitanections,

along with Flood’s career officer experience in the Army as a helicopoer generals’ aide, and
ROTC instructor, it is difficulhot to see the partnerships between the AEC and educational
institutions as being an explicit conduit for guiding at-risk youth towards therpiliust as the
distinction between the civilian and soldier is at least temporarily eroded amgbldasized at

the AEC, the transition between these educational and soldier spheres is mautel eds)\ost
commonsensical by the institutional relationships that are fostereddmetihee AEC, schools,

and community organizations.

Protest and Propaganda

“We need to co-op and enlist the anti-recruiting movement to become a part of our movement.”
—statement made during an Ignited brainstorming session for the Army Experienc

Center media outreach plans (Fieldnotes, April 16, 2009)

Whether the educational partnerships at the AEC are framed as life oppesttivat
transition individuals along a path of career success towards an optimiste; artas

relationships that exploit a class and racial system that providest&mnatives for employment
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or advancement besides military service to lower class youth of color ebeyte be clear
manifestations of what Deleuze describes in “Postscript on the SocieGesibdl” as being
part of a system in which “the family, the school, the army, the factory are rer libvegdistinct
analogical spaces” (1992:6). These kinds of disciplinary institutions no lomgkttevdiscipline
only the subjects within them. Instead, they act in more diffuse ways, spreadisgnoothing
their disciplinary tendencies across the general population (Deleuze 1992; Haraigan20Q0,
2004). Simply put, militarization no longer happens only at the military base or on tlefdddttl
(wherever that may be), but instead increasingly occurs across iassitahd in less
institutionalized settings such as state fairs, air shotusler dance parties, and 3x3 basketball
tournaments. This process of militarization subtly happens also in the very nmisehad
explicitly and actively oppose both the VAE and the AEC. At both venues, protesizations
such as Veterans for Peace took on a militarized logic legitimizing ffexierces of former
soldiers as being a more valid basis upon which antiwar protest might be orgémized
recreating the figure of the soldier as a “paragon of citizenship” (Enloe 3)@@4 also Lutz
2001, 2002). It this particular way, the heavy involvement of Veterans for Peace intdstgat
the VAE and AEC parallels the militarization of other activist movemne 2000:14-34).

Tom, a VAE employee, spoke to this point when he said that

so much of society—American society specifically—is incredibly mitied, but we

don’t see it. You can hang out and watch the history channel and that might not bother
you, but it's all basically war. You could write a whole thesis on sports andrindtian

in the United States, but for some reason [we don’t see it.] For example, the V&\ib goe
a lot of air shows, and air shows to me have always been military stuff, whée you

flexing your military muscle, you're showing off these machinesdhadesigned to
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murder people, basically. And that’s fine if you want to boil it down to that. But what’s

interesting is that at the Cleveland Air Show every year we have a grougestprs that

is very anti-VAE. They're really confused, though, in the sense that tisaylthat the

air show is just “a celebration of American aviation,” but what we’re doing is so

indicative of the militarization of American culture and how bad we’re going ddwn li

Rome. They don’t see it—it’s like the forest from the trees thing. Amesicampletely

militarized in so many ways, but so is most of Western culture. It's sa@asy

something like the VAE and put your thumb on it, but it's such a bigger societal issue
than just the VAE [...]. | think with protesters like that, to go after somethinty taial

like this is the easy way out—to say that this is big and evil and it's going to loptepe

(Personal Interview, August 15, 2008)

As Tom’s comments indicate, at the time of my fieldwork in Indianapolis, an impending
protest at the Cleveland Air Show was a major topic of conversation among watrikezsvVAE,
with the most vocal and negative reactions coming from the SMEs. “I've heard abbatritre
stories of protesters showing up,” one told me, “but | really hope | don’t have toite#hem.
| wouldn’t get angry with them, | wouldn’t react. I'd let the media peopléwith them, but |
don't believe that people should protest this game” (Personal Interview, Aug28082,
Although some SMEs implied that protesters were unpatriotic, others were vearbanded,
explaining to me that “protesters think this game is here to entice children &adtrs@em like
killing is glamorous, but SMEs are here to make sure that it's not interpreted watjia
(Personal Interview, August 12, 2008).

A representative from Veterans for Peace, the group that organized protessthga
VAE in Cleveland, said in a public statement that “massacring people orea sd@n’t think is
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good for young people. It gives a distorted message about what the Army is doing today.”
Another representative added, “We don’'t want to come across as criticizingniye Many of

us have seen combat and have been decorated. But this thing uses violence to seduce young
people into enjoying a very false depiction of war” (O’Malley 2008; see Vid®o\Beterans for
Peace made headlines a few months later at another Army recruitingisvg#merica’s Army
when a representative stated that the use of video game technology to magkederteis “like
giving candy to kids. It's sort of like military pedophilia in a way, preyingbar young people”
(Kobely 2008). | would argue that such strong reactions are bound up in an array ahiasues
stretch beyond the strong antiwar stance of Veterans for Peace. They stenfranpart

profound fear and misunderstanding of the emergent medium of video games, a fear that has
historically accompanied the emergence of other new media such asidelewid radio (see
Jenkins 2004, 2005).

http://www.youtube.com/watch?v=6NG-B7tmg7o&feature=player embedded
Video 5.5: A report on the VAE from Channel One news.

These reactions, however, are grounded in legitimate concerns that becomeaedbfusca
through the scapegoating of video games as a medium. John Grant, a Vietham joeteraist,
and activist in the Philadelphia area with anti-AEC protest organizatiohsasieterans for
Peace, recognized this, and, echoing Gonzalo Frasca’s idea of “videogames ofabsenlipr
(2001) and games such Eatworld,*® proposed the idea of alternative games to act as antitheses
to militarized games:
John Grant: My argument is that these pawns, these kids, need some altermativatiirh.

A lot of people in the movement say “oh we’re going to go to the Army Experiencer Cente

182



and we’re going to shut it down, shut it down!” Well, I'm more realistic. It'ssymametrical

battle. | don’t think we’re going to shut it down, at least not today.

Robertson Allen: What do you feel makes the Army Experience Center msat@us than

a regular recruitment center?

JG: Rather than the old classic recruitment center [...] in this €asatcheted up, it has
reached another level. It's brand selling; it's Disney. It's sellingarism, the myth of
militarism, the whole drive of militarism in the form of the brand of the Army ldirger
than just recruiting for the Army. It's, you know, next to Victoria’s Secréhe mall. It's a
part of culture. And you link it with entertainment, and it becomes somethingfeise. |
were as well funded ... we could set up shop next to the AEC something called thee “Peac
Experience Center.” One game | [had an idea for] is a day in the life of @ Padpvet. He's
going to school, and a cop gives him a ticket for his vehicle inspection being cvehgue
“fleas of life,” as Samuel Beckett called it, that everybody goes gindsome poor kid
who’s been sent to Irag or Afghanistan and who is going through all these horrendous
things—we know the whole history of posttraumatic stress and repeated tourss-ntiat
to go through a day [for him]? And a video game would be perfect ... the possibrities a

endless about the game that you could do to educate a kid as to the realities okvikat it i
RA: The military is actually making PTSD games for PTSD misti*

JG: They are? Interesting. Well, obviously, why not? It's like thetpairists they have in
Irag and in places—which is good, I'm not saying it is bad—~but they’re like the industrial

psychologists on the line of a Ford plant or something. The point is to get you back on the
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line [...], not to address all of the problems that you really have, which is paringf dxei

that goddamn line in the first place.

As John Grant was telling me his reflections on PTSD and games, | kept thinking back to
Tommy Rieman. What, | wondered, would these two individuals—who so clearly hadnfitstha
understandings of the harsh realities of soldiering—have to say to one anotherfiaanebwid
Tom and John Grant, both of whom were dedicated readers of Noam Chomsky, tal®about?
Tom'’s interest in Chomsky’s writings on media, propaganda, and politics (e.makiand
Chomsky 2002) was one that created a lot of “cognitive dissonance” for him inehas ivork.

He spoke candidly about how he

was thinking about what Chomsky would think about something like [the VAE]. | think

it's almost arguable that if he were sitting here, he would say thataniae to it now is

exactly why it works so well—because it doesn’t bother me anymore. And Wiaie
propaganda actually works. That's a big thing with Chomsky, that [the VAE] is
propaganda, but so is that Chevy display over there. Propaganda used to not be a bad
word until it got associated with Nazism. So propaganda is propaganda and the Army is
just as much a corporation as any other entity out here—that’s why it issevayents

like this [state fair.] You know, | had this super left-wing newspaper that | ranléorg

time in college, and | never thought in a million years that | would be workirtgédor

Army in any capacity, let alone promoting it in this way. (Personal IenAugust 15,

2008)

Although “propaganda” and “recruitment toalfe explicitly avoided by the marketing
team forAmerica’s Armyand the VAE (opting instead for the more euphemistic “messaging”

about “opportunities”), employees readily acknowledge that their products couldrpecitee
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as being such, including even Wardynski (Chaplin and Ruby 2005:219). Aswereca’s Army
designer acknowledged, “one person’s ‘messaging,’ of course, is another pgemraganda’™
(Fieldnotes, October 28, 2008). Tom went on to explain to me that when he was in high school
and heard abo#tmerica’s Armyhe imagined

guys in an office manically planning out how they are going to get guys inrthg. A

And after working with this and doing it for so long | don’t think it's that at ad.dh

honest, sincere effort to put people in the Army. It's not this sort of Orwellian ctiveli

thing where they are just trying to trick people into joining the Army, whicmktts
something that is very easy for people to think. [...] In my experience, it's ndhhie

(Personal Interview, August 15, 2008)

As | began to realize over the course of my research, Tom’s reflexivitgiang his
position within the Army Game Project is not as much of an abnormality as sigimeexpect.
Like those of Rieman and Grant, his was a complex position that cannot be swedroginmthy
phrases or slogans. Such positions often become lost in the polarizing media reports and
academic criticisms that pit the military against protesters angrtioesses of militarization
against critical reflection of those processes. As the opening quote to tloa saight indicate,
though, critical reflection sans outright opposition, such as that exhibited by Tght,bwi

precisely the goal of the soft sell.

Postscript on the Ironies of Recruitment

My experiences doing fieldwork in these environments reveal that the degiogm
video game technology for military recruitment purposes is not without ironic msnseich as
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when Army recruiters encourage teenagers to @laiyar Heroto Rage Against the Machine’s
“Killing in the Name” on the Xbox360 out of the back of a Hummer parked in front of the VAE.
(The original mantra that concludes the song—"fuck you, | won’t do what you tel-me
censored for the game, is Zack de la Rocha’s powerful and emotional response to
institutionalized violence.) Indeed, much of the video game industry thrives and puoofitthie
commoditization of irony, a new tactic of the soft sell. If anything, thesments indicate that

the military’s appropriation of games will continue to be a nexus point for continuingtanpor
conversations about the consumption of war and the role of virtual technologies inngdouit

actual war.
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V1. Virtual Soldiers: The Militarization of Cognitive Labor

Red Phase: Post-Fordist Game Labor

“This is my opportunity for me to use you as a conduit to paint a picture of how it really goes
down. If | get fired tomorrow, nobody’s going to know, unless you write about it [...]. | think that
you could at least be a conduit to tell everybody else what kinds of challenges we really face
here.”

—America’s Armygame designer, to the author, about his reasons for consenting to an

interview (Personal Interview, October 21, 2008)

Near the beginning of my fieldwork, when | first came to the developstedios in
Emeryville, California, | was met by the game’s executive producetjfPBdssant. He showed
me around the office which housed a 34 person workforce of electronic entertainmeiny indus
professionalg? After this brief tour, we gravitated towards the office kitchen, the intuitioéce
for coffee and morning conversation. “Coffee is a big deal here. It fuelsahe the told me.

We were met in the kitchen by a group of four uniformed men—some in full U.S;. fatigues,

others wearing digitized camo pants with regular t-shirts. Naturalbguraed that they were

soldiers; it was the U.S. Army’s video game studio, after all, and they wessedrin Army

gear. As conversation continued, | asked one of them how long he had been in the Army, adding
that | did not know that actual soldiers worked on the video game. He laughed and said, “Oh,
we’re civilians. We like to play at being in the Army.”

This statement stuck with me precisely because of its glibness andsatiexchieving a
blending between worlds that are typically talked about in contemporary édanetiscourse as

being oppositional and discrete from one another: the separate worlds of work and play, and
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those of the soldier and the civilian. Of course, the actual boundaries betweesptiess (if
they exist at all) are porous and eroding, and they have been getting lessforsijlite some
time through multiple channels (Virno 2004). The Army Game Project achiegdsd¢hding by
enlisting civilian players agrtual soldiers—not only in the popular sense that they are soldiers
playing in a virtual or simulated environment, but also in the sense that éhpgtantial soldiers
(in other words, virtually soldiers) who might fight in Iraq, Afghanistarelsewhere in the
future. The term “virtual soldiers” can be used interchangeably, sometmesriote one or
both of these meanings simultaneously as they are not mutually exclusiviee Battdr meaning
of virtual is especially salient given the fact that version&ragrica’s Armyare also used in
training enlisted soldiers for weapons familiarization and cultural awssenge-playing
exercises (see Chapter 2). Actual enlistment or the aspiration and afdryindividual to do so
are not the only determining factors that make a virtual soldier. Insteadhetirsstitutionalizing
force of the Army acting upon individual subjectivities that enlists perasngtual soldiers. In
this way, a person who does not have even the slightest desire to join the miliary mi
nevertheless be a virtual soldier.

Like the mythic and unreal enemies of their creation (see Chapter 4), theatswf
America’s Armyunderwent a parallel imperative to flexibly adapt their labor to the mythic
narratives of war. Through their work and basic training experiences the viteadgaigners
became a kind of hybrid soldier-civilian, possessors of expert military kedgelwho worked
within a liminal space between so-called military and non-military gshtertranslate this
knowledge to video gamers and the larger public. In doing so, their labor produced not only a
finished software product, but also projected an affective, militarized ethosfketing and
public relations. | show how this type of work—characterized by some asthadéféabor,”
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“immaterial labor” (Hardt and Negri 2004; Lazzarato 1996), or, as | pfefagnitive labor”
(see Chapter 1; Berardi 2009a, 2009b)—was mobilized to soften the stark distinctiggenbet
the categories of the gaming civilian and the working soldier. | arguéhteamalgamation of
categories, which is central to the creation and maintenance of virtual isgidesrgages in a
playful but serious liminality, which is arguably an effective vehicle oftanilation; it is a post-
Fordist magical construction that perpetuates war.

“Virtual games are exemplary media of Empire,” Dyer-Withefard de Peuter write
(2009:xxix), andAmerica’s Armyis arguably the most explicitly-connected gaming franchises to
the enterprise of Empire ever to be created. Considerable attention hasvted tiethe ways
in which Empire (Hardt and Negri 2000) is built upon and defined by the labor of the cagnitari
(Berardi 2009a, 2009b; Weeks 2011:69-71). For the cognitive laborers working within the post-
Fordist video game industry—uwith its precarious cycles of unemployment, 8Gweels during
“crunch time,” and indistinguishable intermeshing between work and leisure time—the
seemingly oxymoronic concepts of “playbor” (Dyer-Witheford and de Peuter 2009:28+@7)
“flexploitation” (Gray 2004), though not in common use, would accurately describedayery
life.

This was the industry in which the game develope/sna¢rica’s Armyworked. They
were, by and large, a group of individuals in pursuit of careers in game developrsiemtaor
fields. As is often the case with soldiers who enlist in the U.S. military, ipvwasipally
economic and career advancement opportunities that ledAdmestca’s Armygame developers
to choose work for a military contractor. Although a few of them had experiwittethe
military through past enlistment or employment, for most developers their vasrkhe first
extended period of contact that they had ever had with a military organizati@s # young
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group, with the vast majority of employees having less than five yeaessr@d development
experience. Many were fresh graduates from Bay Area univensitieslegree programs in
graphic arts, design, animation, and other software- and skills-related pso@heen by the
standards of the demographically-skewed video game industry employment’hinwas a
beardy group of mostly 20- to 40-year old white male game developers.

Most of the developers were avid video gamers. Some typically stayed at the game
development studio hours after the end of the work day in order to use the studio computers and
facilities for their personal enjoyment. One person told me, “All of thesegaenes come out
and you need to go check ‘em out. For me, | feel like it's a part of my researchvaefapdeent.
But if I didn’t do this for a living, | would still [play games]” (Personal iview, October 21,
2008). While sometimes they played as an individual activity, very often iawabective,
social enterprise of networked gaming that kept employe@mefica’s Armyplaying together,
either at the studio’s computers or at their home comptht@scause such activities directly fed
back into their development of the game, keeping them up-to-date about new games, news
technologies, and memes, these practices were encouraged by the game’sgowitduseught
to maintain the studio as a comfortable and stress-free space. Duringh*tiaa,” an
unspecified period prior to the game’s release when tasks compressed intowimdéers of
time, many would forgo their gaming and would stay late to work at the studio, s@®etim
sleeping there. In these experiences, the game develogersedta’s Armydiffered little from

the rest of the game development industry.
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White Phase: Recruiting the Designers

“What makesAA3 the most authentic military game ever? Developers actually go through Army
basic training. See how they became Army Strong at Fort Jackson, SC and how their experiences
makeAA3 a game like no other in the world.”

—Public relations description of a teaser video for the gé&me(ica’s Army 3

Marketing Asset Release Schedule, internal studio document, January 2009)

But the labor ofAmerica’s Armygame designers went beyond the mere development of
the game, and entered into a resocializing, institutionalizing, and militariaeegsrthat crafted
them into virtual soldiers. This emerged in part as a result of the subjecitahaiténeir game,
as designers and artists necessarily had to be knowledgeable about the rtarnstef demy
uniforms, weapons, and doctrine. As | describe below, efforts undertaken to imeudarn
under the institutional umbrella of the Army further achieved this. Several develiper
brought their past experiences and interests in the military to the developfresst dwo were
veterans of the U.S. armed forces, while several others were gun enthusiastegvol
participants in live simulation training exercises for Bay Area policee®) and, of course,
enthusiastic players of games which were often military-themed. Oneogervelen left the
team to run a successful business designing military gear and reviewirvgeagons for sale on
the civilian markef’ With these influences, the design team embodied a remarkable mix of
militarized libertarian principles, coupled with a hefty dose of Berkebsyrdilism, hipster irony,
and a sardonic disdain for almost anything to do with the Republican Party aigffgaiah

Palin.
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In this work environment the developers adopted to varying degrees the subjedctvities
soldiers. This was especially true in their thinking about their employment. Thenhilld&eries
Generation Kill(2008), based upon Evan Wright's book about his experiences as an embedded
reporter with a marine unit during the 2003 invasion of Iraq (2004), was one of many shared
narratives that shaped how several developers envisioned their work relationatamtsheps
with outside institutions in terms of the military. Off-site managers ktianyi bases in Alabama
were compared to incompetent leaders in the film series, such as CaptainaA@eltonel
Wardynski was the Godfather, another character in the series. And |, thepatabrst, was
clearly in the position most analogous to Evan Wright: “I don’t think of you as a spyoaey
an artist, Walker, told me after my first week in the office, “you’re mde dn embedded
journalist, and that means we need to keep you alive.” When | joined developers during
countless in-studio playtests of their game, | came to understand that this searearaiderie
also was brought about and sustained through the shared, and patently fun, experieriaat of vir
military combat in video games (see also Pearce 2009).

Later in an interview, Walker expanded his analogy between the developmentteam a
Army units, explaining to me that

this is an elite team. We are an elite squad of individuals. We have been chosen by the

Army to make this game. That's a big deal and I think a lot of team memberbaakert

granted.... There are 30 people on-site here and four people off-site. That's a tight squad;

that’s a platoon-sized unit. That's exactly what that is, a platoon-sizeemticand [the
producer] runs around like the platoon sergeant. We got a design squad, an art squad, and

[the executive producer] is like the lieutenant.
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For many Army game developers, their exposure to some of the specializadreogseof
soldiers became a meaningful way for them to include themselves withiretitergnstitution
of the Army and identify with the situations of enlisted soldiers. Walker wefar as
envisioning his work on the game, living in California away from many of his friematl$aanily
in Georgia, in terms of an extended deployment overseas.

This metaphor of the team as a military unit continually resurfaced to exgtain ot
situations and employment experiences throughout my time Antkeca’s Armygame
development studios. But it was a metaphor that had some grounding in real expasemeks
for many on the development team had trained together as a military unitivéh&rmy sent
them to boot camp.

As it turned out, so many people were dressed in Army Combat Uniforms on my first day
of fieldwork because about one third of the developers—one woman and twelve men—had
freshly returned from a voluntary five day job-related excursion to Fdtsdas Army Training
Center®® Along with employees from other Army Game Project offices, they urederfive
days of “mini Basic Combat Training,” otherwise known as “mini BCT.” During #fiort
period of time, they endured many of the same ordeals of resocialization astniew to boot
camp—~buzz cuts (for the men), obstacle courses, pushups, cafeteria lines, weapogsdnd
obnoxious drill sergeants. They were assigned to squads, slept in barracks, asdueeréheir
own equipment and uniforms, complete withfanerica’s Armyarm patch. Describing it later,

one participant claimed, “The first day was one of the worst days of mydée’Kigure 6.1).
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Figure 6.1: Civilian America's Armyvideo game developers at Mini Basic Combat Training.
Photograph by the Army Game Project®

A “3a L

This ordeal had many purposes. At its core, it was intended to give the game developer
an experiential taste of boot camp for the purposes of integrating their nevarfigynalith Army
life into the video game. Many developers approached the event as an opportunity tiogiuil
professional skills as artists, sound technicians, level designers, progseranteproducers.
Developers indicated that their mini BCT experiences aided in the creationndfagiuctory
framing segment oAmerica’s Army 3nvolving a virtual boot camp where users learn how to
play by navigating an obstacle course, completing weapons familiarizatioryrandg through
a live fire shoothouse. In this way, the developers’ experiences at mini B&Ttcdma

portrayed as a kind of half-way mark in a referential sequence pointing frormttred boot
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camp of the game, to the mini boot camp of the game developers, to the “true” boot caenp of th
enlisted Army soldiet*

In emphasizing this sequence of representational fidelity, press seedaiseed the game
as a “virtual test drive” of the Army and that it is “as close to being in theyAs you can get
without enlisting.*** Tag lines for the game also revealed this rhetorical vice quite sugginctl
declaring that America’s Armyis a game like no other, because of its detailed level of
authenticity” and that the game, although mostly created by subcontradlied developers,
was “Designed, Developed, and Deployed by the U.S. Arfify.”

The Army was quick to advertize the fact that they had sent its game developers to boot
camp, enlisting them as virtual soldiers. The mini BCT event was used fortimguticegenerate
hype among video game players prior to the releagenefrica’s Army3 in June of 2009. The
America’s Armymarketing agency put together a vitféand photos of the event, taking on-site
film recordings and interspersing it with retrospective interviews o¢ldeers and video game
footage. Two game developers were asked to blog about their experiencesB minhich
they extensively describe in online forums at americasarmy.com (e 6i.2)'°* Short video
blogs with various developers enabled fans to take behind-the-scenes looks at thelwork a
offices of the development team. And, adhering to a promotional language sihreajpress
release foAmerica’'s Army 3advertised how its developers became transfigured into the role of
a soldier, implying that players can also undergo a similar transformlataurgh the game:

Nobody knows military simulations like the world's premier land force, theedi8tates

Army. So, when the Army began making the America’s Army game to providenowil

with insights on Soldiering from the barracks to the battlefields, it sentetseal

development team to experience Army training just as a new recruit would. The
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developers crawled through obstacle courses, fired weapons, observed paratrooper
instruction, and participated in a variety of training exercises with elitdabunits, all

so that you could virtually experience Soldiering in the most realisticpwssible’®®

Figure 6.2: Image of anAmerica's Armyemployee at mini BCT before and after a new
recruit’s buzz cut. Photograph by the Army Game Project.

Despite the unexpected physical intensity of mini BCT, nearly all developers
attended the event remembered it as an occasion that contributed to their prosahadnd
understanding of the Army. One developer wrote orAtinerica’s Armyonline forums that he
and other coworkers “were yelled at, chided, [and] pushed beyond our physical and mental
limitations, but came out all the stronger for it in the end because we endfifratter his
return to the office, another developer told some colleagues, “It has changediomé khow if
for good or bad, but it has changed me.” Yet another described the experience as being

really moving, even though it wasn’t the full blown experience. [It was] a$ oia

taste as you really can get without actually being in the Army. | would hewve opted

to do it, knowing what | know now [about how difficult it was], but I'm glad that | did. |

wasn’t going to be the only person on the team that quit.
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Often, these personal reasons for attending accompanied professional onessTthes
case with one producer (from another Army Game Project office) who statéthéhahort
answer as to whiywant to go and do it is that I'm about to turn 40 and I'd really like to know if
| can handle it.” He went on to articulate why he thought the Army sent the gameysesel
telling me that

they believe the more we know about what it takes to turn civilians into soldiers #re bett

we will be able to depict that in the things that we build. | think also that the more we

know about tactics, techniques, trainings, and procedures, the more lifelike we dan buil
scenarios, and the more effective we can be.

As this producer implied, “turning civilians into soldiers” no longer happensy/soléhe
institution of the military, but has become a process which happens during theesnméey of
media consumers in the United States (Der Derian 2001; Hardt and Negri 2004) eMegy
American has become (in some cases unwilling or unwitting) consumers ahavaarticipants
in the national mediated narratives of war (Lutz 2009). “Soft sells” suBimasica’s Army
further contribute to production of this militarized subjectivity by adding threedsion of
interactivity and the veneer of agency through the medium of the game. Big re@hyuser-
generated interest and discovery of the Army through the game andotbaca’s Army
material online, the messagesfoherica’s Armywhich might be dismissed as heavy-handed
statist propaganda in other contexts) instead morph into impressions, which catilpe rea
accepted. Such processes of subjectification that originate from institbtiboperate as if they
derive from individual motives exemplify how biopower capitalizes upon the osteribitaiiory
nature of social media, interactive entertainment, and networks of informatiamgsihahe
early 2£' century (Berardi 2009a).
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The marketing and media efforts of mini BCT capitalized upon the affectiverpenice
of the game developers as soldiers. This figure worked to translate andgenfilitary
power to gamers, suggesting to players that they also can possess the knowleggertise e
that was imparted to the game developers by the Army—either by pdntigipathin the
liminal space of the game, or better yet, enlisting and joining the Army. Tintbage diverse

methods, both developers and player8imierica’s Armybecame virtual soldiers.

Blue Phase: Selfless Service during Crunch Time

“This industry is full of flakes.”
—Colonel Casey Wardynski on the game development industry, during a visit to the

America’s ArmyEmeryville studio (Fieldnotes, September 24, 2008)

Following the developers’ return to California, stories of mini BCT continued to
periodically effervesce conversations, and the experience became one of thenfplklore of
America’s Armygame development. For some, it was a high point in their employment at the
studio, for in the year following mini BCT the team went through difficult timesréMas a
general lack of direction and vision—both internally and externally—as to whaethe
America’s Army 3vas supposed to be like. One root of these problems was a frustrating and
convoluted system of military contracting and subcontracting which separaevtiepment
team from much Army institutional support (see Chapter 2). In an arrangdraenais
confusing at best, the team’s offices near Berkeley communicated witlety wd other offices
across the United States. In name, the development team worked for a nmp#eng. This
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company was contracted to develamerica’s Armyby another large private military contractor,

SAIC, which was, in turn, contracted by the U.S. government. But there was minimak conta

between the game developers and these private employers; insteadistioenecs, the U.S.

Army and the U.S. government, oversaw the majority of project operations fromsaffic

Alabama and at West Point.

This arrangement led to many difficulties. Nearly everyone in the o#icéhfat the
government management of the project from the Alabama offices was incampée
demands placed on them to perform their work, they felt, did not match the amount of monetary
and institutional support which trickled down to the office after the prime cont(&Ad€) and
the subcontractor (DCS) had taken a substantial portion of operational fundiagealltethe
development of the game (see Chapter 2). Often, they felt, the team becapegaatcfor
problems which originated elsewhere. In one exchange during an interview with@deve
named Benjamin, | asked what he felt about the project management outsideafrthe t
regards to their understanding of the process of game development.

Benjamin: I don’t think they have any idea. It doesn’t seem uncommon, this sort of
understanding as to what actually goes into producing this stuff. These peopgnjust
understand how [games] are made.

Robertson Allen: Do you think they are like, “They just play all the time!”

B: “Yeah, they're just messing around!” They don’t really understand wiest igto it all and
the nuts and bolts—how much work is actually required.

The development process, he told me, was seen as a kind of mystified, occutowotikef

perspective of these outsiders:

199



The end product is all this fun, all this cool stuff, so for them it’s just this “maigat”
happens behind the scenes and for them it must seem rad doing it because playing the
product is fun. | don’t think they have any idea as to how tenuous everything still is.
Following a series of employment shakeups which eliminated most of theesqaeti
members of the development team, they became demoralized and doubtful @ikthigb
security. This created a considerable level of hostility towards progtagement, but also a
closer level of camaraderie among team members. “No one is here out gftoyh# product
at this point,” Benjamin went on to tell me,
Everyone who is still here after all of those firings took place is here out dtfylbya
each other and to the people who got let go. We're not going to disgrace their lefforts t
they put in to trying to get this game out the door; we’re not going to screw over eac
other by abandoning this project so that people don’t have the credit to put on their
resumes. (Personal Interview, October 7, 2008)
When this came to a head near the lowest point of the 2009 economic recession, Wallegl assess
the team’s situation in terms of troop morale:
All of us—the team as a whole—would feel much, much better if we could see a year
into the future. But that is a well-guarded secret. That is a probleugeproblem. It is
a problem with our management; it is a problem with the Army. It is a problemithat w
have to be solved if they want to continue to do this, becaudeatrible for morale
[...]. If they don’t want people to continue to look for jobs all day long, then they need to
make them feel like they are going to be taken care of in the future, and traeihisng

that isseverelylacking. (Personal Interview, October 21, 2008)
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When it was useful to their purposes, members of the Army sought to militagze thi
discontent by continuing to project to the subcontracted development team a seasesioh
within the larger organization of the Army. In a team meeting, a visiting sefiicerasought to
encourage the overworked and understaffed office as they entered “crunch tawahanths
prior to the release &merica’s Army 3Speaking to them as if they were soldiers and framing
their work in terms of “selfless service,” one of the seven core Arnuesahe told them,
Thank you for putting up with the drama ... but you can’t quit, because you represent an
organization that doesn’t quit. This country wouldn’t be here if the organization that you
represent had a quitter’s attitude. | don’t care who pays you, you work for the Arm
You're going to have to be like the Special Forces and do more with less. You have the
Special Forces mentality.... Everybody wanted to have a piece of the bad g@yfter
You guys are serving the war effort in a huge way.
While the senior officer’s ploy did not appear to work in terms of motivating the
designers, his words were not visibly dismissed for their reliance on chéapdplsand
patriotic appeals. The developers took pride in their work, and most were pleased tiibg cre
something both non-commercial and for the Army. For this reason, and despite their
disagreements with individuals at the project management level, the fficentation in
regards to “big Army” at the institutional level was a positive one. But tresipige needs of job
security, more competitive salaries, and better benefits—in addition teingceuch-needed
resources to ensure the timely releas@raerica’s Army 3-were on the minds of nearly
everyone at the time. When these issues were mentioned to the officer, lssetistmém, telling
the team, “That’s not a big problem, | think.” But some developers persistethrpetjtto him,
“We've lost talent, and can’t attract talent because we can’t pay com@igtite want to
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continue to work for the project, but [management] has screwed us.” Choosing not tadake i
account these realities, the officer instead interpreted this as aghdeasked the team, “Is this
a ‘let’'s have a walkout’ kind of problem?”

In eliding the fact that the game developers were laborers by imphahthtéy were
developing the game purely for patriotic reasons to help “get a piece of thayyathg senior
officer recreated the situation of many soldiers who join the militargrianarily economic
reasons but nevertheless feel compelled to speak of their enlistmentsroferational service.
The language of selfless service mystifies the economic reasonsyurglerhployment in the
military and by military contractors. Andrew Bickford writes that “if thnk of the U.S.
military as a labor market, and its soldiers as workers, these are peofdiadvi@mselves in
coercive and exploitative situations [that] can compel soldiers to fight andrsmicli¢ is a form
of labor rationalization ... that ultimately does little for the soldier” (2009:13ik)description
of soldier labor applies to that of the game developers’ work as well, fortintesd soldiers
were essentially asked to continue projecting the affective qualfteesoldier by pushing on

through crunch time in the service of their nation.

Graduation: i.e., Layoffs

“They should make us a shirt that says, ‘| made a video game and all | got was this shirt.”
—America’s Armydeveloper, after receiving #&merica’s Army Zhirt from SED
representatives from Alabama who came to Emeryville to announce studicawadis |

(Fieldnotes, June 17, 2009)
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“It will be interesting to see what you write about this.”
—NMike Bodé,America’s Army 3xecutive producer, to the author (Fieldnotes, June 17,

2009)

“Just so you know, all of this is off the record.”
—NMajor Mike Marty,America’s Army Xhief Operating Officer, to the author

(Fieldnotes, June 17, 2009)

Crunch time abruptly ended on June 17, 2009, when the completexca’s Army 3
was released to the public for free download (see Figure 6.3). At the end of kidawyydhe
developers went to their favorite Emeryville bar for a celebration. Thenmarxting, they came
to their offices to find the usually dark studio brightly lit and their computers do¢ke that
day, all but a handful of employees were laid off without prior warning and tleeyiithe
development office was shut down. Referring to the move as a “consolidationiéserative
from the SED told reporters that the layoffs “will allow us to gain effiaesmbetween our
public and government application$®According to other unofficial sources, though, there
simply was not any money for the prografhdue to the economic downturn, enlistment in the
Army was up. Even thoughmerica’'s Armyhad generated a considerable number of recruiting
achievements and publicity over the years, such novel efforts had simply bessrotda
immediate fiscal priority. Funding for the Army Game Project, typicadlybled together from
previously reliable annual budget surpluses from a variety of Army orgmmgasimply did not

materialize.
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Figure 6.3: Developers ofAmerica’s Army 3playing the published version of their game for
the first time on release day. Photograph by the author.

Largely due to preexisting external issues that were beyond the control ohéngvitle
development office, the free game was critically broken and essentialgyabje for several
weeks after its release. Frustrated players, many of them soldiers arashsehad waited
expectantly for months to download the game, and they naturally equated newlapbfiiseas
retribution for the brokeAmerica’s Army 3In an angry retort to players’ mounting criticisms of
the game and its developers, one of the former developers posted a comment (quickiidelete
forum moderators) at the americasarmy.com forums. He implored fans

to imagine trying to build a game with an impossible deadline, steadily declining

workforce (via firings), a hiring freeze, constantly being fed misinfaonahaving the

“higher ups” completely ignore your weekly plea for either a) more,ton b) more

manpower, working a ton of unpaid overtime, pouring your heart and soul into a

misadventure only to have the uniformed community scoff at you for uncontrollable

variables ... RIGHT when you've just lost your jbf.
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Through multiple channels it had become painfully and abruptly clear to all of the
developers that despite the similitude of their experiences to actual sdlggrsvere, in the
end, ex-employees of a subcontractor to a contractor to the U.S. military. “Tlyst#es care
of its own” was a phrase that was ironically repeated during the days folldveihaybffs. They
had always understood that they were not a part of “its own,” and that, anyway, theafeiy
adequately takes care of even “its own” veterans (see Rieman intervigseChla But there
was an expressive bitterness in their words that seemed unusually high, eveshfgrdid-off
workers. A great deal of this rancor derived from a growing realizationthatdsest parallel
between their experiences and the experiences of many U.S. soldiers imadelyitin how

they ended up feeling forgotten, unappreciated, and discarded by the miéafigsre 6.4).

Figure 6.4: Images from the development office the day of the layoffs. Photogtapby the
author.
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Much ado could be made about the uniqueness of the developers’ situation. But my
primary point in describing this here has not been to elicit sympathy for thensloow how
their situation was anomalous. The abrupt joblessness of the developers was unfpriohatel
abnormality, especially in California during June of 2009, when the state unemptaateewas
fast approaching 12% (U.S. Bureau of Labor Statistics 2010). Fluctuation in the wdeo ga
labor market, punctuated by mass layoffs, has been an industry norm and postpFauiiisé
for years.

My purpose, instead, has been to explain how the circumstances of the developers might
illuminate general trends in the militarization of popular culture in the UiStates. The
enlistment of the developers’ labor to perform as virtual soldiers highbgb¢svasive
mobilization of the culture industry and the cognitive capacities of its labaserehicles of war.
The corporatization of the military (and the militarization of corporationshésunderlying
engine of this trend which is only accelerating. As more private mercem@&ieme employed
in U.S. foreign occupations and counterterrorism attempts; as more businesses bec
contracted through Pentagon funding initiatives; as the capabilities of tkgi@ologies
increase the immersive qualities of military entertainment; and & so@ntists weaponize
culture and ethnography (see Price 2011; Whitehead and Finnstrom In Pressfajnseof
virtual soldiering will emerge. It might, sooner or later, behoove everyone to dsknudelves,

“How am | a virtual soldier?”

206



VIl. Conclusion

The Godfather
“It's nothing personal; it's strictly business.”

—The Godfather (1972)

Casey Wardynski: “Have you ever seen @adfathemovies?”
Robertson Allen: “Yes.”
CW: “You're a good guy, right? Well, | hope you are because otherwise I'll have to take care of
you and kill you.”
RA: “I didn’t think that sort of thing was supposed to be something the Army does, sir.”
CW: “I'm not talking about the Army, I'm talking abonte”
—a conversation at the Game Developers Conference, San Francisco (Fieldnaties, Ma

2009)

What do you do as an ethnographer when a full-bird colonel, your primary research
subject, threatens you? Granted, the context was half-joking, a casual comvénsathallway
of the San Francisco W Hotel with other AGP executives, but | had been around Waadahghski
those who knew him long enough to understand that his threats, however metaphorical and
offhand, were not to be taken lightly. As | have alluded to previously, Wardynski likelétaae
himself as “the Godfather,” and some developers delighted in this practie} asomparing
the colonel with both Francis Ford Coppola’s Godfather character and another colareel fi
called “Godfather” in Evan Wright's book (2004) and HBO minise@eseration Kill(2008).

207



Wardynski had at times channeled a mafia ruthlessness in his business and employm
practices—mostly due to fiscal and institutional necessity, but perhaps sesetim
simultaneously due to vendetta as a “price for failure” (see Chapter 2).

| have often returned to this conversation to speculate not only on what Wardynski was
trying to achieve in making the comparison between the Army Game Project analfido¢amd,
by extension, my questioned loyalty to the AGP “family”), but also why he atlldheresearch
| was doing to even happen in the first place if he felt that a metaphoriclwas needed. The
most direct answer | ever received from him was that, as an academiclitary agademy
officer, he felt that it was his obligation to support research in whatever maas@lausible. |
do not have any reason to doubt the sincerity of this sentiment, as Wardynski has @éedoastr
willingness for not only being open to new ideas, but also acting upon them. | view my
exceptional access to the AGP, as an institution competing for funding andaegitas being
something that was politically motivated as well. A preceding ethnograharon Ghamari-
Tabrizi, undertook (currently unpublished) NSF-funded research at the MOVESténwith
Mike Zyda’'s authorization, and | cannot help but wonder whether my work, as a loyalemem
of “the family” (developers would often call me a part of “the team”), Wwame way a
continuation of the rivalry that Zyda and Wardynski had fostered during theyearly of the
game’s development: Zyda had his ethnographer; now Wardynski got his own.

But the politics of ethnographic access go deeper than this admittedly Specnait
narcissistic endeavor. They lie, | think, in the potential utility my rebeand presence afforded
Wardynski and others in several areas. | do not think that it is unreasonable toradbaside
was, in fact, a “spy” of sorts in my ability to travel from institution tdita§on on a regular
basis. | never conveyed any information that would compromise my first obligatpotect the
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individuals among whom | was conducting research, but | would be honest when asked my
opinion on the project and the general atmosphere of various offices. My intervienvketifte
like a much-needed chance for people to discuss their work frustrations anticaspira

Many people compared me to embedded reporters, or regular journalists, anbeof all
institutions | came into contact with, the SED was by far the most wary of regrue—both
within their building at Redstone Arsenal and anywhere else—and circumspleeir i
communication. If it were not for Wardynski’s blessing, | do not think that | would haereset
foot on base in Alabama. Other companies, like Ignited, seemed apprecidtae dtcademic
was attempting to take their product on its own terms, rather than beginning wetbrost(see
Chapter 5), while others—including Wardynski himself—seemed to view me as@edoa
good PR, another way to get their “message” out (see Chapter 3). The companytefrai e
academic researcher perhaps added a small amount of legitimacy wittairyrand government
circles to the project, but | do not fool myself in thinking that | was generadly @& adding
value to the Army Game Project by merely being present. In these veaysdiuded me within
the institutional structure of the AGP, my own cognitive labor as an anthropolagidieing

drawn upon in some small regard (see Chapter 6).

Precarious Work, Perpetual Beta

“Only the autonomy of mental labor from economic rule can deactivate the suicidal mechanism
of war and the obsession with growth that devastates the planet.”

—Bifo Berardi, The Soul at Work2009b:9)
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This dissertation will be defended almost exactly 10 years afterrthasion of E3” that
debutedAmerica’s Armyat the Los Angeles Convention Center in 2002 (see Chapter 2). The
past 10 years of development of the game and its constituent products have seen a rapid
evolution in military entertainment, to the point where now not only individual subjeesiviiut
also entire structures of the economy, forms of labor, methods of entertainmentyarédset
information have become militarized. As such, this dissertation marks acsighchapter in the
exponential rise in the militarization of American culture, which has been hiagpgnce at
least the 1950s (Lutz 2001, 2009). In this context, | argue that the networks of power and
production ofAmerica’s Armyexamined here should not be viewed as an exception or a curious
anomaly, but as a harbinger of more similar recruitment and advertising methaidsnly for
the military, but also for corporations and products. Games and virtual inteafacesreasingly
becoming used for recruitment, education, training, weapons development, anfigitingl
and interface of battle, just as they are also increasingly being ugeldielgs for entertainment,
socialization, and even news and information. As these technologies of the visualetmti
blend what we think of as being virtual and actual experience, virtual mediaticre@ome
more pronounced, not only in everyday entertainment and socialization, but also ¢h war (
Virilio 1989).

It is unclear how much of a rofamerica’s Armywill continue to have in this process,
though. After the closing of the California studio, the development of the game was full
absorbed by the SED and production moved entirely to Alabama. Past executive producer Phi
De Luca predicted this happening two months before the layoffs, indicating to trifeetpeoject
was “positioned well for the SED to take it over. It is a government entityt'argbt a lot of
inertia. And it's not fast-moving inertia. They like to control things, and anythiatstoutside
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of their direct control they'll eventually pull in. They're slow, they're gharfish, so they’ll just
keep on pulling until that clam gives it up” (Personal Interview, April 17, 2009). Though
operational still in 2012, the project had to cut many of its ventures, including the VArtmgl
Experience, which paradoxically won two Effie awards in the preemineketireg awards
ceremony held two weeks prior to the project-wide layoffs in 2009. The VAE wold angthe
“government/institutional/recruitment” category and a silver forfidraxperience” (see Figure
7.1), and the Army and Ignited also won a bronze Effie for the Army Experiencer @etite
“brand experience” category in 2010. Now renamed the Army Game Studio withiEEhe S
America’s Armycontinues to be minimally supported, with software bug fixes and updated
versions released on a semi-regular basis. Wardynski retired in 2010 from thaeaAdhis now
the superintendent of Huntsville City Schools, a relocation that indicates his futolvement

in the project is not out of the question.

‘.‘1 L
Figure 7.1. Ignited, SED, and OEMA project managers with the 2009 Effie awardsceived
for the Virtual Army Experience. Photograph by U.S. Army Accessions Commath***

| am told that one of the four developers from California who was able to continue

working for the SED in Huntsville is now in charge of managing a volunteegr af quality
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assurance testers, a tight and enduring community of devoted fans of the ggmmeerfeed on a
strict daily schedule of testing, these unpaid testers subdue Czerveniangyregtha streets of
Travnizeme as they search for and pacify bugs, glitches, cheats, and work#énatiaffect the
playability and balance of the game. This work of “beta testing” neve garftware in

production is a critical but typically low-paid position in the video game indusisysometimes
undertaken by individuals who are not compensated monetarily, but who volunteer theirdime a
creativity. In such cases volunteer beta testing is discursivelygusitiboy companies and fan
testers alike as being a reward in itself by giving testers an oppyrtoimave a sneak peek at a
new game or release. In the cas@wierica’s Army 3harnessing the volunteer labor of an army
of virtual soldiers/beta testers appears to be a novel method that SED goveampleyees

have hit upon for working around the fiscal constrictions brought about by the global economic
crisis that began in late 2008. Like long-term volunteer internships, it is a phemothat |

expect to see more of in other sectors in future years.

“Perpetual beta”—a term coined from business practices that keep productsbidlarG
beta “pre-release” mode for 5 years, until 2009—is coming to define the woddhoiatiogical
socialization and communication, with new attention economies structured arooitichifre,
Facebook “likes” (Thurlow 2012), and iterative software releases. Thestezomctly captures
the life world of the cognitariat in which nothing is ever really comgleatewhich biopower is
voluntarily allowed to capitalize the most intimate “unproductive” time, anghich perpetual
economic growth (despite limited natural resources supporting such grewasumed to be the
natural state of affairs. | anticipate that we are looking forwardaorkd of perpetual beta, not
only in mere products themselves, but also in how lives and subjectivities arersttugind
this world, at least for the time being, will be thoroughly militarized.

212



Glossary of Acronyms and Terms
“The military’s preferred defense against civilian scrutiny: a mix of abbreviatiac®nyms,
and new concepts, all imaginatively arrayed on PowerPoint slides, leaving even a semiotician ...
in a state of slightly bewildered awe.”

—James Der DeriaNirtuous War(2000:126)

AA3: America’s Army 3released on June 17, 2009.
AAFA: America’s ArmyFuture Applications was located in Picatinny Arsenal, NJ.
AAGA: America’s ArmyGovernment Applications had projects developed at both the

SED and Virtual Heroes.

AAPA: America’s ArmyPublic Applications had offices in California located, in
chronological order, at the Naval Postgraduate School's MOVES Insttute
Ord, and Emeryuville.

AEC: The Army Experience Center, a combination of five Army recrudamders with
a video game arcade and activity center, was located in the Frankliivdills;
Philadelphia, PA.

AGP: The Army Game Project

beta testers:  Individuals who are solicited to test the pre-releagearsoftware with the
goal of testing usability and finding bugs in the software. Sometimes betstest
are paid for their services. In the casénpoferica’s Armycompensation was in
the form of being able to play the game before its official release, with the
implicit idea that many beta testers would see the time volunteere@asca $0
the United States.

crunch time: An unspecified period of time in game development work that mastlypi
leads up to a release or update of software. Work hours are usually dyasticall
increased, to the point that many are forced to neglect social and family
obligations to stay at work late or even overnight.

DCS: Digital Consulting Services were the employers of most of the dawstopers
working onAmerica’s Armyin California.

FPS: First-person shooter (FPS) refers to a genre of video games in wigelmire
primarily or exclusively plays from a first-person perspectivéawit 3D
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“honor™;

MOS:

environment. The most visible representation of the gamer is typically a gun, and
the most common means of play is shooting at targets—human, alien, etc.—in
armed combat. A subset of the FPS genre is the military-themed FPS game. It is
becoming more common for FPS games to offer a single-player narrative game—
in which combat takes place against a computer opponent—alongside an online
multiplayer option, which enables gamers to play against human opponents in
area matche®\merica’s Armyis an anomaly in this trend, offering no single-

player narrative outside of basic training, and the majority of gameplay happens
in online or locally networked multiplayer combat.

A unit of measurement and prestige given to player-charactéis te online

game ofAmerica’s Armytypically ranging from 0 to 99. “Honor” is an aggregate

of many numbers, and is a generic indicator that measures the skill of players, the
length of time a player has played as a specific character, and theabilit
willingness of a player to conform to the Rules of Engagement (ROE) in the
game. Players who commit more ROE violations on a regular basis generally
have less “honor,” as do newer and less skilled players.

Military Occupational Specialty

MOVES Institute: The Modeling, Virtual Environments, and Simulation brstiat the

NPS:

OEMA:

ROE:

SAIC:

SED:

SME:

Naval Postgraduate School in Monterrey, CA was started by Mike Zyda and wa
the first development studio dimerica’s Army

Naval Postgraduate School, in Monterrey, California

The Office of Economic and Manpower Analysis, located in the U.SaMjilit
Academy (West Point) Department of Social Sciences; the direct militar
supervising office for all projects relatedAmerica’s Armyincluding those
located at the SED.

Rules of Engagement

Science Applications International Corporation, a large mildangractor that
was the “prime” contractor fgkmerica’'s Army

Software Engineering Directorate, a U.S. government entéietbat Redstone
Arsenal, AL, which oversaw the project management of the Army Game Project
including projects such as government trainers, the Virtual Army Experience, and
the America’s Armyideo game.

Subject Matter Expert, typically a soldier (non-commissionedeoftir higher
ranking) who advises civilians about specific aspects of the military. lcatesof
the VAE, SMEs are essentially tour guides and hired employees of Ignield M
who have been enlisted in the Army. In the cas&mérica’s Armyand other
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AGP training tools, senior enlisted SMEs advised game developers regarding the
content and presentation of the game.

VAE: The Virtual Army Experience, a mobile mission simulator thaetsathroughout
the United States.

Virtual Heroes: Located in Raleigh, NC, Virtual Heroes was oaidy the AAGA. The
company regularly claims to be “the developerduferica’s Armyin press
releases, although it was never the primary development studio. Virtual Heroes
maintained connections with the SED, and co-developed projects with them such
asMoonbase Alphaga NASA-funded free-to-play public simulation. In 2012 it
was announced that Virtual Heroes, which had emerged as a leading serious
games developer, would work on additional projects for U.S. government
organizations such as the FBI by using the Unreal game engine (the samee eng
used byAmerica’s Armyto develop training simulations.

Zombie Studios: Located in Pioneer Square in downtown Seattle, Zombie Studiodyregular
worked as a secondary studio on Army Game Project material (such a&Ehe V
andAmerica’s Army Band other Department of Defense projects (sud¢fuage
Force Company Commandeim addition to developing independent commercial
games.
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! Perplexed Jaguar was one of the namesiifmatrica’s Army Jautomatically generated for me upon my

first time playing the game. Players can creat@ then name, or go with one that is given to them.
2 http://pc.gamespy.com/pc/americas-army/95101@pi,. laccessed June 1, 2010.
3 http://www.usatoday.com/tech/gaming/2009-01-1&eei-game-sales_N.htm, accessed May 28, 2010.
4 | do not use this term, however. “Military enténtaent,” although longer, is more descriptively aate
and, | feel, caries a less flippant tone.
° A problem | have encountered in most academitings regarding this topic is that there is a gaher
vagueness in distinguishing biopower from biopcditiFor me, “biopower” denotes a force that wiglds/er over
life; “biopolitics” refers to the political field fathis power, both for those who generally wieldiitd those who are
generally subjected to it; and “biopolitical” | uas an adjective describing both of these nounsfér to the
quallty of biopower and biopolitics (instead of Baysomething cumbersome like “biopowerful.”)

Sometimes, but not always, used synonymously, witin relation to, the term “immaterial labor'egs
Hardt and Negri 2000, 2004; Lazzarato 1996). Igr&fognitive labor” as it is more general in ieSarence, and
does not distance itself from the materiality dftgbes of labor. Even software programming, thitoepe of
“immaterial labor,” is based upon a real mateailit time investment and computer hardware, whécbfien
produced in maquiladoras or other hyper-exploitatinaterial” labor environments. Plus, when it cermdewn to
the nuts and bolts of programming, even digitalecpdssesses a real materiality to it.
! See, for example, Gonzalez 2009a; Gusterson 28@®; Lutz 2001, 2002, 2006; Masco 2006; Network
of Concerned Anthropologists 2009; Price 2004, 2008e 2009a.
8 Due to the evolving nature of any kind of phenapre in my descriptions of the Army Game Projea an
my fieldwork | am using the past tense throughbig tlissertation so that | may try to mitigate kived of artificial,
synchronic, and unchanging character to ethnogcagdscriptions. At the time of writing, the Army @a Project
is still a functioning entity, but parts of the ot that | describe have already changed duriag#riod between
my fieldwork and the completion of this dissertati@©nly in cases in which | describe media do |thsepresent

tense.
9

10

See Chapter 3 for an in-depth look at a reconatedview with Wardynski.
Note on interviews: All names of intervieweeshwsurnames are their actual names. In most cadmss t
are individuals who are already identifiable duééing in a more public position. More often, hoeeu have
anonymized interviewee names to protect their ileas employees, sometimes creating compositéstmbine
two or more individuals. Anonymized interviewee remnare always proper names, if a name appeais Al al
guoted interview material was either audio recoraed transcribed or recorded directly in my fielthso
Everything within quotes is verbatim dialogue, alijh | have taken the liberty to edit redundancesll
grammatical issues, and verbal tics that wouldcatfee ease of reading. For quoted interviewsys inside
brackets ([...]) indicate that a section of the inievwwhas been elided. Regular ellipses within qudteztviews
(...) indicate a pause in the conversation or an ineta thought. For quoted references to publisheiten
material, however, regular ellipses follow the si@ml format of indicating that a section from thigimal
referenced material has been elided.
1 http://virtualpeace.org/whitepaper.php#f6, aceddday 14, 2012.
12 Through his affiliation with Duke University, Leir worked closely with Virtual Heroes, one of the
America’s Armydevelopment companies (see below), to developdhieus gam¥irtual Peace a learning
simulation for international humanitarian aid edisra Despite the worthy goals of the project,ded by the
Macarthur Foundation, to “repurpose tiarferica’s Army platform developed by Virtual Heroes to support ...
peace and conflict resolution” (Lenoir, “Recyclitige Military-Entertainment Complex,”
http://virtualpeace.org/whitepaper.php, accessed Ma 2012), Virtual Heroes continues to undertakegral
work on a variety of militarized software.
13 Long conducted VR research at the David Sarneffdarch Center at Princeton and the Human Interface
Technology (HIT) Lab at the University of Washingtthas secured multiple defense and industry cctstra
including subcontracting work fékmerica’'s Armyand a $52 million contract from Hasbro to deveddpead-
mounted device that never went to market; and éaed as CEO of two game studios.

See http:/fict.usc.edu/projects (accessed Mar@0®) for a list of ICT projects.
15 See http://hardforum.com/showthread.php?t=142886&essed March 10, 2012,
16 See http://info.americasarmy.com/projects.php?j@ecessed March 20, 2012;
http://www.sandia.gov/news-center/news-release&2@@-nonprolif-sec/americaarmy.html, accessed
March 20, 2012.
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See http://www.futuresoldiers.com/, accessed Mag&; 2012.
As a commercial game developer that regularlg put second-rate products, the company’s success a
longevity (founded in 1994) is largely attributaldethe political savvy and technical expertisé®to-founders,
Mark Long and Joanna Alexander. As pioneers in ldgieg and advancing virtual reality technologybioth the
government and business sectors, Long and Alexdrader drawn upon their many connections withinrttiléary
simulation community, relying on military contra¢tssupplement Zombie’'s revenue from the commesgator.
Future Force Company Command&2C?2), a simulation meant to depict a technolalfjjesavvy Army-of-the-
future, was one such contract that Zombie complitethe military contractor, SAIC. The Virtual Aym
Experience was another such project to which Zomiaie a major contributor. Zombie also came to digaificant
portion preliminary work in developingmerica’s Army 3

Voice over Internet Protocol (VolP) supports ttesmission of voice audio via the internet taeoth
players who are on the same game server.
2 Resulting in a dubious sounding linguistic tUPnagmatic was also the purveyor of “honor” withie t
world of America’s ArmyAs players advance in the game they accumulatediti points for undertaking actions
in the game that conform to standard Army valuesr €xample, if you shoot civilians, your teammates
surviving enemies who have been secured, you losedt;” if, however, you complete your objectivaghie
correct, prescribed manner you gain “honor.”) Wita encouragement of OEMA, Pragmatic spawned a mini
industry of “honor” between internet server comgarand Pragmatic.

Not all servers that hostétmerica’s Armyactually granted “honor” to its players. Althoughyone with
enough technical and computing capabilities coutéie a server to host America’s Armygame, in order for a
server to grant “honor” to its players—thereby nmakit a more popular server which could be useti¢o
advantage of tech-savvy businesses—its owner hpdyt®ragmatic a licensing fee. Pragmatic, withaligity to
“license honor” to internet server companies, wandble such servers to become “honor providergwtould
then impart “honor” to its players. True to the gamy’s tag line that “without us, it's just a gatfneéragmatic
leveraged the game mechanics of “honor” in suclkap tvatAmerica’s Armybecame not only a game or even
merely a military recruitment tool, but also a Imesis opportunity for multiple game hosting websites

I was told by multiple individuals that for theservices provided by DCS, the company earned an
overhead rate that was approximately twice theggler employee working at the AAPA. For exampde,dn
AAPA game developer earning a salary of $50,000S@uld generally charge around $100,000 to thedraf
the primary contract, SAIC. As the prime contrac®AIC would, in turn, bill the government $150,000 such
costs of operations.
= The message read, in patn the early 1940’s, Japan learned an importasbies- ‘let the sleeping giant
lie.” We may not react swiftly, but when we do i®éth unstoppable force.... The Army has partners dieat with
cyber crime as a matter of course. These includgusbvarious Army IT departments, but also thep&ément of
Justice, the Secret Service, and the Federal Bufdawestigations...Allow me to speak directly to the bad guys
for a moment: When you get banned, know that wenkand have records showing you were doing something
that's a violation of terms of service, breaks yBULA, and also happens to be against the law. Wewwho you
are, and can track down where you play from. Weehagontrovertible proof you did something illegéhe Army
is angry, and we’re coming for you.” See
http://www.unknownworlds.com/forums/lofiversion/iexl php/t86439.html, accessed April 20, 2012.
= See http://investors.saic.com/releasedetail.ciE@d®elD=373048 (accessed October 27, 2009) and
http //money.cnn.com/magazines/fortune/fortune50092snapshots/10218.html (accessed October 27).2009

24 See http://arcadeheroes.com/2007/07/20/americag-eoming-to-arcades/, accessed March 19, 2012.
= See http://www2.gameloft.com/corpo_press.php2@ae7&press1=552 (accessed October 30, 2009).
% Seehttp://www3.ausa.org/webint/DeptAUSANews.nstlPGRH-7N2QQU, accessed March 20, 2012.
2 See http:/lwww.army.mil/article/12589/, acceshtatch 20, 2012.

Such security restrictions were in place due in farepeated successful cyber attacks origindtiom
unknown sources in China on offices at Redstonemalkand multiple other national security researuth
development offices. Dubbed the “Titan Rain” atedkey began occurring in 2003 and resulted iregposure of
an unspecified amount of classified informatiothe perpetrators (see Barnes 2008; Markoff 200@ylturgh
2005). A number of government firewalls designegrevent such attacks at the SED acted as contiraugers
which impeded the development proceséuierica’s ArmyWorkers using government computers to develop
America’s Armyat the SED, for example, could not download, agcasplay their own game from the internet.
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2 During my three visits to the SED, extremely tighcurity restrictions dictated that | be escogtdll

times, including bathroom breaks, when inside aniding. To enter Redstone Arsenal, | had to undeng
extensive security check and | often had to bequlakp by project managers at the entrance to the, bdout a 15-
minute drive away from the SED. My visits consedlyeplaced considerably more strain on the empleybere
than they did on employees in Emeryville. Afterdieg the accounts of other anthropologists and #férts to
visit similar restricted national security R&D ldimns (Gusterson 1998; Masco 2006), | felt luckguwgh to have
been able to visit the SED as many times as | did.

0 See http://www.teamodb.com/main/index.php?shoietdd 40, accessed March 8, 2012.

3 http://www.linkedin.com/in/wardynski, accessediyJid, 2011.

3 See http://www.stripes.com/news/army-renews-itigerprogram-to-improve-retention-or-captains-
1.77789, accessed July 11, 2011.

B http://www.linkedin.com/in/wardynski, accessediyJid, 2011.

3 One assessment that is sometimes level@dhatica’s Armyis that it does not provide equal access to the
game in terms of the traditional military recruitmig@ool of immigrants, minorities, and impoveristaaisses. This
assessment, however, misses the point that iedg@ly the persons who have access to computgrArterica’s
Armywishes to reach.

% For example, the hugely commercially successéuhtion in theCall of Dutyseries of game€all of

Duty: Modern Warfare 1{2009), grossed over $310 million in its first €e# sales in the U.S. and U.K., making it
the largest release for any form of entertainmesdimever. By mid-January, 2010, the game had gdoseger $1
billion in revenue (http://gameinformer.com/b/neavshive/2009/11/12/modern-warfare-2-sells-clos&-million-
in-first-day.aspx, accessed January 29, 2010;/htgws.bbc.co.uk/2/hi/technology/8457335.stm, aaegdanuary
29, 2010).

% Now retired, Wardynski serves as the superintehafeHuntsville, AL City Schools:
http://blog.al.com/breaking/2011/05/dr_casey_wastys military _b.html, accessed July 1, 2011.

37 America’s Armyuses versions of the commercially successful Urmegine, which is familiar among
industry game developers. Other outsourced miligamyes and simulations, such as the official Arimugation
training gamevVBS2 often use less common game engines that typiaediynot as familiar among game developers.
Large-scale engines like the Real Virtuality 2 eregiised by VBS2 trade the high-fidelity but smadbltlier-scale”
focus found iMmerica’s Armyfor larger “company-scale” (100-200 people) butéo fidelity simulations that are
useful for training large numbers of troops. Sae &lttp://www.peostri.army.mil/PRODUCTS/VBS2, acess July
11, 2011

8 Some of the games Wardynski is referring to leyald likely—from his perspective—include the DoD-
funded Institute for Creative Technologi€slll Spectrum WarrioandFull Spectrum Warrior I the Navy game
Strike and Retrieyeand PEO-STRI’s contract for Bohemia Interactiné®S2 which is the official training game
for the U.S. Army.

3 Compare also with http://au.gamespot.com/new®628.html, accessed July 1, 2011.

4 http://blogs.abcnews.com/thenote/2011/02/pentag@scar-sponsorship-gets-a-green-light-congress-
rejects-measure-to-cut-funding-for-ads-on-r.htratessed July 1, 2011; see also note 18.

4 http://www.stripes.com/news/army-paying-17-7mi@ining-game-1.86770, accessed July 11, 2011.
42 See, for example, http://www.thereitis.org/?p=688&essed July 15, 2011.

a3 The bookSmartborh, which Wardynski suggested | read at our firsetimg, describes him as claiming
that “America’s Armyis not that unique. He says that it's just pard @ontinuum dating all the way back to Uncle
Sam posters of World | or the propaganda movié&/ofid War Il. And he makes no apologies” (Chaplivd&uby
2005:219).
4 http://www.democracynow.org/2002/11/13/hey_kigss | play_war_u, accessed July 15, 2011.
http://www.americasarmy.com/aa/support/fags.ptp&t=68, accessed July 14, 2011.
http://techliberation.com/2009/01/23/video-garaes-moral-panic/, accessed July 15, 2011.

4 See, for example, http://www.humboldtsentinel.f@81226-02.htm, accessed July 15, 2011.

8 http://www.wired.com/gamelife/2008/08/ubisoft-pest/, accessed July 15, 2011.

49 For more about sexualized language in the mjlitsee Myrttinen 2003.

0 Congressman from Ohio and former presidentiatiickate.

o1 http://www.commondreams.org/newswire/2009/03/12dtessed June 23, 2011.

2 See http://blog.al.com/breaking/2011/08/davids hihiddle_school_teac.html, accessed FebruaryQ1®.2

45
46
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3 See http://www.wired.com/gamelife/2008/08/ubigmibtest/ for a description of an August 2008 psbie

front of the San Francisco Ubisoft game publistoffices. Ubisoft was publisher of the two commelréienerica’s
Armyvideo gamesRise of a Soldief2005) andrrue Soldierg2007), but was no longer publishing either gatne a
the time of the protest. Following this incident3an Francisco, the Emeryville development studioss the Bay,
which had up to that point office signs identifyitige studio as theAmerica’s Army, took down their signs and
replaced them with ones identifying the studio Bigital Consulting Services,” the name of the canting
organization from which most developers receivesirtsalary.

See http://www.unr.edu/art/delappe/gaming/deadrag/dead_in_iraq%20jpegs.html, accessed February
16, 2012.
» See http://www.americasdiplomat.com/, accesséduaey 16, 2012.
6 A variety of well-known games have been developsidg the Unreal Engine. These include Lineage II,
Unreal Tournament 2004, games in Tom Clancy’s $plilCell and Rainbow Six series, Harry Potter amel t
Prisoner of Azkaban, and Star Wars: Republic Contloarall of which use the Unreal Engine 2.
57 http://manual.americasarmy.com/index.php/Targintiification:_Know_Your_Enemy, accessed April 5,
2010.
%8 | use the pronoun “his” deliberately because thscourse surrounding the Future Objective Fdvaerior
and his enemy is decidedly masculine.
9 Excessive retaliation from teammates who areakéstly shot by new players is common. When | first
began playinddmerica’s Armyl would shoot at anything that moved out of gatateon, despite knowing about the
ROE. As a medic, | would try to offer to heal thageom | would shoot on my team, but in many casesuld be
killed by my mistaken victim before being able yp& any message of atonement. ROE violations, lsechey are
publicly known in the game, are not as scornechaating, howeverimerica’'s ArmyServer Admins (AASA), now
defunct, was an independent, militia-like organ@amonitoring and documenting “illegal” activés of players in
the game by publicly posting screenshots of actabassified as “cheats” alongside the names édmedctan
affiliations of the cheaters (formerly located atwwaaserveradmins.com/ index.php). AASA functiott@dugh
donations and volunteers while remaining unconmktteany institution of power. It, nevertheless] lsignificant
authority to ban an avatar from participation ia America’'s Armycommunity by publicizing their cheats. For a
player, this was, in a sense, another form of Hitpal, albeit digital and delocalized, “adminiation of bodies”
(Foucault 1990:130-145; Hardt and Negri 2000:22-41)
6 Simons paints a different picture of Fayettewdlted Ft. Bragg than Lutz, one that is exclusivetyrf the
point of view of the Special Forces soldiers withom she con-ducted fieldwork. She describes hovoaigg
emphasis on missions involving “direct action’’gi, combat) is changing the type of soldier irsze in joining
the Special Forces. This emphasis, Simons lamisrasthe expense of the other three areas of &femices
operations that do not involve direct combat butentheless make up the overwhelming bulk of Spdaates
missions: unconventional warfare, foreign intemheflense, and special reconnaissance. The iteratfolserica’s
Army: Special Forces (2.0 to 2.8.3.1 currently)aagame that almost exclusively emphasizes ditizirg
reinforce this trend.
61 Axe products have been advertised in militaryyibd video games such &plinter Cell: Chaos Theory
andGhost Recon: Advanced Warfightaeraddition to Axe’s very own series of online ikating games that are
loaded with male heterosexual fantasy (see wwwieffect.com/axearchive.html). Such symbiotic aativorked
relationships between various products and indasstrideodorants, video games, the military, etc.—eftem left
unsaid or even unrealized by consumers and acadatiie. The cadet whose idea it was to use Axeg lspday as
an Army weapon, however, made this connection.
62 http://www.americasarmy.com/realheroes/index.phpf&view=media, accessed December 22, 2009.
See PJ’s introductory section in Chapter 1 fdescription of how combat life saving works in tieme.
http://www.americasarmy.com/realheroes/index.plifp2&viewvsbio, accessed April 6, 2010.
See http://www.americasarmy.com/intel/recon.php.
Following the mass layoffs in June 2009 (detaile@hapter 6), the executive producePofierica’s
Army, Michael Bodé, took a position in Prague as theefdBperating Officer of Bohemia Interactive.
&7 E.g., “The only good Czervo is a dead Czervoliageg racist statements made about American Indians
(see Mieder 1993).
o8 For small examples, he writes, “The Army relea&etkrica’s Army: Real Heroga game version that
includes profiles of actual soldiers” (Stahl 201®). There was never a game released that wakedritits,
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although, as | detail in this chapter and the pnevione, the Real Heroes program was an integrattef the
Army Game Project. He calls the Army Experiencet€ea “theme park” (2010:3). This might be a sligmhore
acceptable description of the Virtual Army Expedenconsidering its appearances at actual thenks pad fairs,
but most any person who actually visited the Armpé&ience Center to understand it on its own temmsld likely
not describe it in this way.

&9 | feel like the comparison between the “armchaithropologists” of the 8century, who relied on
missionaries and travelers to supply them with respabout natives for their research, is actualiyegapt in this

case.
70

71

Compare with the description of the Czervenianflgzt outlined in Chapter 4.

Although the VAE was popular at NASCAR events, QkMter determined that they were not optimal
sites for the VAE in terms of reaching a recruiégapbpulation, due to the older and relatively nafflient
demographic of fans who purchase race tickets.

2 In order to be more easily available to its thdgmographic of teenagefsmerica's Armyproducts have
intentionally been designed to achieve a “Teenhgaby the ESRB (Entertainment Software Rating Batmong
other things, this means that no dismembermeng, gorpostmortem manipulation of bodies can ocothé game.
Enforcement of this age restriction at the VAEwéh all video games, is difficult. The issue of @ther the VAE
was age-appropriate continued to be a controvarsyighout its existence, and came to a head atadearasions,
including the 2008 Wisconsin Summerfdstp://www.jsonline.com/news/29400594.html, accdsknuary 13,
2012.

» http://vervephoto.wordpress.com/2010/05/19/cbpiker-sims/, accessed May 28, 2010

" http://www.popularmechanics.com/technology/milifaveapons/crows-and-the-joystick-army, accessed
June 22, 2011.

" In gamer jargon, “respawn” refers to the gamiogwention in which a player’s avatar returns te &fter
being defeated;god mode” refers to a state in video games in Whiie player’s avatar is invulnerable to damage.
" http://www.youtube.com/watch?v=B51abXkmN_|&feasrelated, accessed June 23, 2011.
http://www.americasarmy.com/realheroes/index. pyZ&view=videos, accessed June 23, 2011.
http://www.americasarmy.com/realheroes/index. phyg@&view=bio, accessed June 23, 2011.
http://www.americasarmy.com/realheroes/index.phg?, accessed June 23, 2011.
http://www.americasarmy.com/flash/rh_videos/riemhswf, accessed June 23, 2011; http://georgewbush
whitehouse.archives.gov/stateoftheunion/2007/plesig04.html, accessed July 11, 2011.

81 http://www.americasarmy.com/realheroes/blogs.@#3, accessed June 23, 2011.

8 In particular, the AEC was run through the chietketing officer for the Army’s office, which is
organized under the Office of the Assistant Secyaifithe Army (Manpower and Reserve Affairs), Matikg and
Recruiting division.

8 http://www.cnn.com/video/#/video/tech/2009/01t&kfoll.mall.recruiting.cnn, accessed June 23, 2011
84 http://www.icue.com/portal/site/iCue/flatview/Bard=39820, accessed June 23, 2011.

& http://www.nytimes.com/2009/01/05/us/05army.htagcessed January 20, 2012.

8 http://www.phillyimc.org/en/phillys-military-am@snent-park, accessed January 20, 2012.

87 http://www.commondreams.org/view/2009/02/19-Z;emsed June 23, 2011.

8 See http://www.heinz.org/grants_spotlight_ensgx@entry=566, accessed January 27, 2012.

8 See http://www.heinz.org/grants_spotlight_ensgx@entry=566, accessed January 27, 2012.

%© See http://www.persuasivegames.com/games/gamegemme=fatworld, accessed February 3, 2012.
o See http://www.newyorker.com/reporting/2008/0%088519fa_fact_halpern, accessed February 3, 2012.
92 Though Grant proclaimed during my interview tB&iomsky’s writing style “exhausts me.”

% This chapter is rhetorically structured accordimghe phases of Basic Combat Training (Red Phabége
Phase, and Blue Phase).

o Over the course of 20 months (2007-09), | sppptaimately seven months at the Emeryville, Catifa
development offices dAmerica’s Armyin addition to shorter visits to several instituns affiliated with the Army
Game Project.

% http://www.gamecareerguide.com/features/416/tamey industry_salary survey 2007.php?page=1,
accessed March 2, 2010

% Valve’'sTeam Fortress landLeft 4 Deadwere popular studio favorites.

o See www.milspecmonkey.com, which designs arld sglitary gear and patches.
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%8 http://www.army.mil/-news/2007/11/15/6131-amesi@@my-contractors-take-basic-combat-training/,

accessed March 2, 2010

% http://www.americasarmy.com/about/blogimages.phgiflrageName=DevBlogsGreenUplmages&blog=true,
accessed March 1, 2010

100 To use Baudrillard’s terminology, this sequentespresentations is intended by the Army to be
interpreted as a simulacrum of the first order @t69in which the in-game boot camp serves as tfice
placeholder for the real Army boot camp. | woulshtemd, however, that the representational proceaserica’s
Armyis much more complex than this. | prefer to thifithe game as part of a hyperrealistic narratiwelaat the
Army desires itself to be, a narrative whigtoducesrather than reflects, realities (see Allen 20Thjs would
placeAmerica’s Armyin Baudrillard’s schema as a simulacrum of thedtbrder in which the original is preceded
by its copies, much in the same way that the copteary boot camp experiences of many new Army edsare
preceded by an abundance of narratives (i.e. alitaot camp experiences) populating the militarfegainment
culture industry (1994:6).

101 Such claims are also made for other Army GamgPBtrproducts, like the Virtual Army Experience (g

2009).
102

103

2010.
104

http://www.americasarmy.com/press/newslettersisietter_2009_01.php, accessed November 13, 2009.
http://www.americasarmy.com/media/videoViewer. pkiplimageName=allVideos, accessed March 2,

http://www.aa3.americasarmy.com/about/article3tftpgid=1, accessed March 1, 2010;
http://www.americasarmy.com/about/blogs.php?blogidsccessed March 1, 2010.

105 http://www.goarmy.com/downloads/americas_army smessed March 1, 2010.

106 http://forum.americasarmy.com/viewtopic.php?t=8288, accessed November 13, 2009.

107 | was physically present at the layoffs, and thedformal and informal consent of the entire depeient
team to audio record the procedures. | was spattifimvited back to the studio for the game retebyg the
executive producer Mike Bodé, who knew in advarmauathe layoffs and who told me that | “really shbbe
there” for the week. | am, nevertheless, honorirgjdviMike Marty’s threat/request to me, despitefda that my
nondisclosure agreement with the Army Game Prdjastlong expired. All of the information presenteuie
derives from either documented third-party souroe$;om informal interviews witiAmerica’s Armydevelopers
following the termination of their employment.

108 See http://www.shacknews.com/onearticle.x/592@2essed March 8, 2010;
http://kotaku.com/5296131/americas-army-3-devgyteday-after-launch, accessed March 8, 2010.

109 As the SED project managerMmerica’s Armytwo years latetold me over the phone regarding the
defunding of many previous AGP projects, includihat of the Emeryville studio, “It's political. K'all political.”
110 http://www.gamepolitics.com/2009/06/20/america®3®my-launches-new-version-sacks-developers-
moves-hq, accessed March 1, 2010

1L See http:/lwww.army.mil/article/22699/army-wirsee-effie-awards-for-marketing/?ref=news-home-
title6, accessed March 22, 2012.
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