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Introduction 

Instead of writing a paper about gender issues in Disarmament, Demobilization and 

Reintegration programs, we opted for the simulation project option where the same issues would 

be passed onto the average international development enthusiast through an interactive medium.  

Initially, we wanted to make a game purely about gender in DDR, but to make the final product 

applicable to a wider audience and to make the gender dynamic less evident so as to not bias the 

choices of potential gamers from the start, we introduced non-gendered issues as well.  

This paper comprises designer notes outlining this experiment. The first section covers 

our most salient sources for DDR programming in general and gender issues during 

demilitarization specifically. The second section covers the four steps that make up the DDR 

progress and the important lessons that we wanted to pass on to the player. In the DDR planning 

stage, we tried to highlight the under-representation of the interests of the female members of the 

rebel movement that is about to enter a DDR program. At disarmament, the problem related to 

the identification of women fighters is illustrated alongside gender tensions within the rebel 

movement. In the demobilization stage, we touch on the dilemma of persisting weapons cachets, 

the tradeoffs related to the breakdown of military hierarchy, and self-demobilization outside of 

the DDR framework. At the reintegration stage, we direct the player towards efforts aimed at job 

placement, the design of adequate reintegration packages, and gathering political and elite 

support for the reintegration of a few hundred ex-rebel Gands into the Basin City community. 

Later, we also briefly mention the possibility of adding more layers to the game and close off 

with the three most important difficulties that we faced in working through this experiment.  

 



1. Literature Review 

In preparation for writing this simulation, we examined a variety of resources in order to 

replicate reality as best we could.  Practitioner’s manuals, such as the Handbook on United 

Nations Multidimensional Peacekeeping Operations and the United Nations Development 

Program’s Gender Approaches in Conflict and Post-Conflict Situations, were instrumental in 

planning the general sequence of events to correspond as close to reality as possible.  To 

incorporate the gender element, we also used Gender-aware Disarmament, Demobilization, and 

Reintegration (DDR): A Checklist published by UNIFEM.  In terms of academic literature, we 

used Joanna Spear’s “Disarmament and Demobilization” from Ending Civil Wars to understand 

important lessons learned for the DDR process.  In particular, Spear’s delineation of the five 

factors which determine the effectiveness if disarmament and demobilization programs served as 

a useful guide to our planning.  Barnett Rubin’s “The Politics of Security in Postconflict 

Peacebuilding,” in Building States to Build Peace aided in contextualising the process of DDR 

within the larger peacebuilding effort in which it occurs. 

 To understand the particular challenges faced by women as well as more understanding 

of women in armed rebel groups, we read a variety of resources.  These sources varied 

geographically in terms of their focus, such as Angela Veale’s “From Child Soldier to Ex-

Fighter: Female Fighters, Demobilisation, and Reintegration in Ethiopia,” Miranda Alison’s 

“‘On the war front we never think that we are women’: Women, Gender, and the Liberation 

Tamil Tigers of Eelam.” 

 To create the setting, we used a variety of works.  Ismael Beah’s memoir A Long Way 

Gone was useful in giving a former (child) combatant’s perspective on the DDR process and the 

psychological trauma experienced by combatants.  More broadly, works like Politics of Conflict 

and Peace in Sri Lanka by P. Sahadevan and Neil Devotta, and William Clarence’s Ethnic 



Warfare in Sri Lanka and the UN Crisis provided useful information on the context in which an 

ethno-national war could be fought, such as the one in fictional Badnok.  This setting was 

particularly important since our Gand Liberation Front was modeled on the LTTE and the war 

was envisioned as a shorter version of Sri Lanka’s civil war, except ending in stalemate.  While 

these details were not always directly relevant to the events described in Cantonment Camp 18 of 

the simulation, they were useful in ensuring a shared vision amongst the writers of the simulation 

and providing a plausible setting for it. 

2. Disarmament, Demobilization and Reintegration  

a. Coordination Meeting for DDR at Basin City  

This section, which at first may seem secondary in a project about DDR, was added in 

order to highlight the consequences of the underrepresentation of women interests at the initial 

planning stage of DDR. Even though women constituted 30% of all fighters and operatives of the 

Gand Liberation Front, the upper echelons of the Gand Liberation Front were dominated up to 

90% by men. As a result, when the peace agreement was negotiated and demilitarization was 

decided on, women’s issues were largely ignored. At the coordination meeting, the absence of 

female Gand representatives contributed to the conformity of all those present to the dominance 

of pre-existing patriarchic norms of the Republic of Badnok; the player is the only one to notice 

the changes in the gender breakdown of the numbers provided by the Gand officer. In addition to 

the absence of female Gand representatives, the underrepresentation of women-oriented NGOs 

increased the risk that the planned DDR mission did not go through sufficient gender 

mainstreaming. Given the plethora of NGOs, each with specific causes and concerns, women-

oriented NGOs do not necessarily get a voice commensurate with the real significance of women 

issues in an isolated DDR program. The sizable proportion of women in GLF’s fighting ranks is 



above the average proportion of women fighters in other rebel movements; there is almost no 

precedent in the demobilization of such a large number of women fighters. The closest case of 

civil war with such a significant proportion of female participants was the recently ended war in 

Sri Lanka, but in that case, there was no DDR, the Tamil Tigers were simply crushed.  Therefore, 

those planning the DDR program in Badnok could not independently expect the number of 

women fighters to be this high, and, without input from women NGOs, they could not prepare 

for the specificities of women fighters’ disarmament, demobilization and reintegration. Women 

fighters or other agents of a rebel movement often have different needs due to their different 

experiences with recruitment into the rebel force, possible experience of abuse, unofficial 

marriage, unregistered children, and difficulties with the transition from a relatively gender equal 

fighter status to the gender unequal status of a civilian woman in a traditional society. Finally, we 

would like to point out that camp followers, whether female or male, were not even mentioned at 

the coordination meeting.  This is due to another problem in the aftermath of conflict; unarmed 

and non-violent camp followers may not be considered a destabilizing enough issue that is worth 

the attention or the additional drain on resources for their accommodation, which may prove 

unnecessary as most of them are expected to self-demobilize anyway. If peace is a priority, then 

disarmament and demobilization of fighters is given priority too. To the extent to which camp 

followers are much more likely to be women, this is another gender issue that can be easily 

overlooked in the period when most efforts are focused on peace. In short, by adding the brief 

coordination meeting this early in the game, we wanted to demonstrate the causal link between 

various factors that lead to ineffective gender mainstreaming in the planning stages and the 

gender related problems that arise during implementation of the DDR program.    

 



b.      Disarmament at the Cantonment Camp 

In the disarmament phase, we narrowed down on gendered issues of fighter identification 

and intra-rebel group gender and touch briefly on the non-gendered issue of potential preserved 

cachets of weapons. Women blur the lines of who is a fighter and who is not a fighter in a rebel 

movement even more so than men. Just as their male counterparts, women may be occasional 

fighters, but unlike men, they may have greater support and service roles in the rebel movements 

given the preservation of traditional gender norms even within a rebel movement seeking to give 

equal status to all its fighters regardless of gender. The first step to DDR, disarmament provides 

for the collection, registration and destruction of weapons, and creates the first link with the 

individual members of the rebel movement who will then be initiated into demobilization and 

reintegration programs. Given the financial constraints of pre-agreed budgeted amounts per 

fighter, it becomes important to determine who is and who is not eligible to the program based 

on considerations of who constitutes the greater threat to the stability of a recent peace-

agreement. In the game, only those Gands carrying a weapon to the cantonment camp were 

registered for the subsequent DDR programs. This immediately filtered out the women who may 

have occupied relatively important or key roles but may not have carried a weapon on their 

person at all times if at all. Another gender dynamic arising from this filter is the possibility for 

gender tensions and perhaps tensions even within a rebel movement as egalitarian as the GLF, 

which was modeled on the relatively gender equal LTTE. In the game, this tension is highlighted 

by Linda’s allegations that some women fighters had their guns forcibly taken away. This simple 

illustration of gender tensions is further complicated by the fact that women fighters then 

ostracized women camp followers and did not intend on sharing in the benefits of the DDR 

programming with non-fighter members of the GLF.  



c.       Demobilization and Self-Demobilization  

Within demobilization, we touch briefly on the non-gendered issues of preserved 

weapons cachets and rebel movement hierarchy breakdown and go into more depth on the 

gender issues of self-demobilization. The issue of weapons cachets was covered in one of the 

readings for the course as a potentially serious dilemma early in post-conflict demilitarizaiton. 

On one hand, their existence contributes to confidence building in the short term amongst those 

who leave them there. On the other hand, it is a persisting long term threat to local peace and 

stability. When the player decides to tend to local camp matters in the first post-disarmement 

choice hub, he realises that most of the weapons dropped off during disarmament were too old 

and too light for the kind of weapons that would be used to uphold a civil war for 9 years. 

However, further action on this issue is not taken by the player themselves, demonstrating the 

constraints on their own role; the issue is passed on to the peacekeepers at the camp.   

As for the gendered demobilization issue, we wanted to highlight the self-demobilization 

that occurs in parallel to the orchestrated DDR program. In class, we covered the challenge of 

trying to organize something like refugee repatriation when most of the refugee flows occur 

spontaneously and without necessary adherence to internationally coordinated efforts. This is 

something that we tried to pass on through the game as well. For instance, some of the GLF 

members who are not let into the camp set up an ad hoc IDP camp which ends up having serious 

sanitation and security issues. Meanwhile, self-demobilized women, children, and dependents 

camp out in a local church where they are helped by a local charity. This situation also touches 

on a point covered in a lecture that most humanitarian assistance is delivered by locals and that 

we should not fall into the habit of assuming that foreign efforts the only thing shoring up the 

local situation. 



d.      Reintegrating during Reconstruction 

 In this last phase of the game, we addressed the issues of job training, reintegration 

packages, and the key influence of local power holders. Ex-combatants need to earn an income 

and stay out of trouble, so the player has an entire thematic choice section dedicated to searching 

and arranging for jobs for ex-combatants in his or her cantonment camp. There are three major 

employers in the vicinity of Basin City and interaction with each leaves the player with different 

experience. With the mine, we address issues of corruption and the problem of there being only 

menial and dangerous low status jobs available for ex-combatants who are already struggling 

with the transition to civilian life. With the tea plantation, we address the gendered nature of 

employment and the again the problem of there being only low skill and low status jobs 

available.  With the woodworkers’ guild, we introduce ethnic tensions in the private sector and 

the problem of the ex-combatants having limited transferable skills. Overall however, we also 

introduce the observation that most employment opportunities are destined for men and that 

women ex-fighters have to readjust to civilian life with all the traditional gender roles and 

limited employment opportunity. As for the issues associated with the reintegration packages, we 

sought to address the gap that sometimes exists between promises made by rebel leaders or 

politicians, ex-combatants expectations, and the final result. Ex-combatants may be expecting a 

certain sum of money for reintegration as well as back pay for their time in the rebel movement, 

but resources may be overstretched and cuts could be implemented. In the long run, this would 

affect women fighters more than the men who have better odds at finding a job. Finally, we used 

the player’s interactions with the mayor of Basin City and the local Lothan elites to raise broader 

issues that may not be as easily integrated into a narrative. These conversations touch on 



concerns about political progress, ethnic stereotypes, gender stereotypes, and attempt to provide 

a personal understanding worldview constraints. 

3. Adding Layers to the Game 

With more time and technical capabilities, we could have added layers to the game; we 

could have introduced budgetary allocation decisions, kept track of specific characters’ and 

social groups’ sentiments towards the player’s choice of words or actions, and finally, given the 

opportunity the player to discover the short, medium and long run consequences of his actions.   

First, we left out the budgetary component out of our DDR simulation exercise for both 

technical and substantive reasons. The dynamics surrounding money allocation are an important 

component of financially constrained humanitarian missions likely to be operating under a 

mandate-resource gap. However, we decided to not include it in order to keep the exercise’s 

focus on gender issues in DDR and keep the overall dynamic of the game congruent with our 

hero’s managerial position in running one below-average size cantonment camp outside a 6,000 

people town in a relatively peripheral province of Badnok. For simplicity, we assumed that the 

hero’s budget was institutionally set from above with no room for flexibility. With more time, 

we could have given the hero the ability to decide on the allocation of a contingency budget 

which could have been spent on the ad hoc IDP camp forming outside of the cantonment camp, 

the difficult situation of the self-demobilized women and children in Basin City’s church, 

support from the local elites, or employment opportunities.   

Second, as much as our game provides a clear outline of a pre-DDR coordination 

meeting, the disarmament stage and early issues of demobilization, our narrative does not do 

justice to the reintegration component of DDR. Reintegration is the crucial link between 



demilitarization and post-conflict reconstruction. This is also the phase where a lot of traditional 

DDR’s shortcomings in relation to gender issues are clustered; this is the stage during which 

women fighters and camp followers are shedding their potentially gender-incongruent fighter 

identities, readjusting to civilian life, are facing the social stigma associated with being a rebel or 

bearing children out of official wedlock in the bush. However, this is also the least linear part of 

DDR as it is an ongoing and a multidimensional process with a loosely defined completion 

status. With more time, we could have added more phases to the game, where with forward time 

jumps, the player would gain more exposure to the experience of ex-fighters and camp followers 

three months, six months and perhaps even a year after the beginning of the disarmament, 

demobilization and the crucial reintegration process. 

Lastly, we could have developed a system to keep track of individual characters’ or social 

groups sentiments towards the player or the camps. This would have been an interesting added 

level to the player’s interaction with the elites, the mayor or the local entrepreneurs. A metric in 

the form of a table with actions, an associated point system and popular sentiment outcomes, 

would have given traction to the player’s decisions and would have engaged him or her more. 

With more time, this dynamic would have been implemented alongside tables with rules and 

points system regarding the distances travelled and time spent productively or unproductively 

given priorities or other minor crises.   

4. General Difficulties in Making of the Game 

a. Coordinating Mental Maps         

The first difficulty that we were confronted with was the challenge of agreeing on 

different details of the microcosm that we were in the process of creating. Logistic and task 

oriented coordination was straightforward relative to the coordination of our mental-pictures and 



understanding of the situation on the ground of the microcosm. After taking some time to narrow 

down the issues of DDR that we wanted to emphasize in the game, we jumped right into step of 

outlining a narrative. However, our progress was hampered by disagreements over specifics. 

What one person was calling a town was considered a city by another group member. As much 

as this detail appears trivial, it was understood that it would have significant implications, for 

example, for the size and type of the local economy which then mattered in the reintegration 

phase of DDR as our hero would be arranging for job placements for the demobilized Gands. 

Facing a number of similar issues on anything from climate, to levels of economic development, 

to the gender breakdown of the lower and higher ranks of the Gand Liberation Front, we decided 

to backtrack and coordinate our mental-images and understanding of relevant details. For the 

city-town-village issue, we found a Google image of a 6,000 town in a relatively hilly tropical 

setting to make sure that we have a basic common understanding of the local setting.  Building 

on that, we specified Badnock’s demographics, gender distributions, ethnic breakdown, and 

economic activity and used images to confirm agreement. 

Suggestion: Avoid putting the cart in front of the horse and agree on the relevant details of the 

microcosm as early as possible in order to work in the same direction from the start. Later, you 

can retrace your steps together and modify the context if something no longer fits with the 

narrative being established, but at least, you will be working in the same direction from the start. 

b. Realism by the Inexperienced  

The second major difficulty was keeping the technical aspects of DDR and the 

international development community as realistic as possible. Without experience on an actual 

humanitarian mission or professional experience within the hallways of international 



development institutions, we most likely missed quite a few important steps and important 

issues. As the literature review section of these designer notes indicates, we did search for 

primary accounts of DDR or other humanitarian mission, but a primary source in the form of an 

account by or an interview with an experienced aid worker would have been invaluable. It is one 

thing having a DDR-implementation checklist from a UN agency, but it is quite another hearing 

personal accounts. A primary source would have added extensive complexity, depth, perspective, 

and realism to some of the situations that we attempted to re-create in order to highlight the 

issues of gender in DDR that we isolated through our more academically-tinted sources.   

Suggestion: Do research academically-tinted reflections or the international development 

community’s reports on your topic in peacebuilding, but also try as much as possible to find 

primary sources of real life experiences with humanitarian missions. 

c. Constrained by Technology 

We were lucky to have a meticulous team member with some experience and 

understanding of programming logic. Figuring out the inklewriter map for our narrative could 

have been a more significant constraint, especially for a non-linear topic as DDR where the 

segments coming after disarmament do not occur in temporally isolated and sequential silos but 

rather proceed in a complex and context-contingent fashion. If we were doing a more linear 

topic, such as negotiations for a peace agreement or a donor coordination meeting, then we 

would have easily sculpted our narrative along one general vector with periodic divergences and 

subsequent forceful convergences. Most importantly, it would be easier to limit the number of 

possible endings to the game. In the case of DDR, where the three stages are not separated in 

temporally isolated stages, we had to resort to a “show and tell” model for what comes after 



disarmament so as to introduce as many dimensions as possible while keeping it technically 

manageable. Otherwise, the number of end results could have grown exponentially. These 

constraints affect our thinking and induced us to make the narrative fit the programming logic 

rather than the other way around which would have given us more room for substantive and 

game design creativity. 

Suggestion: Suggestion: Pick more linear topics for this kind of exercise. Since Inklewriter does 

not understand time sequences and does not recognize paragraphs according to an assigned class, 

each paragraph needs to be given a unique name and all possible combinations of choices need to 

be accounted for. Finally, if a player selects options purely at random, it is possible to get stuck 

in an ever-repeating loop due to the way that Inklewriter handles past options. 

5.  Conclusion   

We hope that this experiment worked and those who do go through game take away 

important lessons regarding gender issues in DDR but also DDR in general. Despite the 

constraints outlined above, we appreciated the opportunity to apply our knowledge and take 

away key lessons without the stringent academic essay format. We managed to integrate theory 

into somewhat realistic situations, an activity that is very rare in the Political Science program at 

McGill. Although this is still far from real field experience, it is a project that we would 

encourage future POLI 450 students to try out.  

Appendix 

THE SITUATION 

• Republic of Badnok 
o Total population: 16.5 million (Concentrated in two main cities including the capital) 
o Coastline (Basin City is inland enough to make travel somewhat inconvenient to sea) 
o 15% were of the minority (this gives about 2.5 million) 



 Gand Liberation Front: Total insurgent group numbers are estimated at 
125,000 total (this includes EVERYBODY) 

 50% dedicated fighters, the others could be combatants 
• Amongst fighters, 70% men, 30% female 
• Political wing: 90% men, 10% female 
• Translates to 42750 men and 18750 women 

o Lothans and Gand (Lothans are the majority) 
o Politics: Main party, and then a bunch of weak ones. So it’s a crappy centralized, 

unitary democracy.  
 

• Basin City 
o Population: Originally 6200 (according to last census) 

 Current very rough estimate is 4700 
 About 300 rebels 

• 150 fighters, 150 combatants 
o 45 women fighters, 105 male fighters 
o Commander-in-Chief of the Basin City Irregulars: Luke 

 30s 
o Second-in-Command: Linda 

 30s 
• 30 kids, 60 elderly, 105 young adults, 105 adults 

o Fighters mostly from the young adults and adults, smattering of 
children 

• AK-47s and RPGs 
 Age distribution 

• 0-16: 10% 
• 17-25: 35% 
• 25-40: 35% 
• 41-60: 20% 
• 61+: 0% 

o Demographics 
 Sex: 40% men, 60% women  
 Age: 

• 0-16: 25% 
• 17-25: 25% 
• 25-40: 30% 
• 41-60: 15% 
• 61+: 5% 

 Ethnic: 35% Lothan, 65% Gand 



• Lothan economically more powerful than Gand  
• No reason for a religious war to erupt (same religious ballpark) 

 
o Religion and Culture 

 Heterogeneous and unclear mix of Christianity, Buddhism and Islam 
 Gender-norm: Male-dominated society 

• Movement was more egalitarian 
 85% workforce was male 

• Women have the right to vote but no women have won for office  
• Honour killings rare but not unheard of 
• Punishments are moderately severe but the system is not prepared to 

deal with them (due to incompetence, malaise and an unwillingness of 
victims to come forward) 
 

o Technological level 
 Power grid (occasional brownouts) 
 56k Dial-up (rare) 
 Some satellite penetration 
 Landlines, cell-phones reasonably common on local carriers 

 
o Social services 

 Hospital 
 2 Primary and secondary school 
 Temples 
 Some small local charities 

 
o Governance 

 Municipal system 
• Mayor  
• Town Council 

 Informal Upper Class 
• Church leader 

 
o Geographic landscape  

 Steep hills 
 Major river and a couple of streams 
 Somewhat wooded 
 Humid 

 



o Economy 
 Small Aluminium mine  
 Lumber 
 Some cash cropping and subsistence farming 

 
o Effects of war on the town 

 People were conscripted hence uneven gender ratio 
• These people are returning 

 People were killed, thus reducing the population 
 Services were disrupted 
 Rumors of ethnic cleansing in nearby areas, hence bad feeling between 

Lothans and Gands 
 

• The NGO Effort 
o You 

 Leader of the relief effort in Basin City, Head of the Camp 
 Employed by the UNDP 
 Small staff 

o Current NGOs representatives 
 Permanent: ICRC, Basin Saints, UNIFEM, UNICEF  
 Transitory: World Food Program 
 Rotating: World Bank, WHO  


