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Earthquake! 
by Tim Price 

Introduction 

This is a Matrix Game about a natural disaster taking place in a US State. The players play different roles as they try 

to overcome the problems facing the citizens as well as furthering their own personal agendas, both private and 

political. 

Westland 

Westland is a West-Cost State in the Continental USA, bordering on Mexico to the South and California to the North. 

It is also part of the Western and the Mountain states. It is the 39th largest and the 26th most populous of the 50 

states. Its capital and largest city is San Paloma.  

Historically part of the territory of Alta California in New Spain, it became part of independent Mexico in 1821. After 

being defeated in the Mexican–American War, Mexico ceded much of this territory to the United States in 1848. The 

majority of the state was acquired in 1853 through the Gadsden Purchase. 

Southern Westland is known for its desert climate, with very hot summers and mild winters. Northern Westland 

features forests of pine, Douglas fir, and spruce trees; some mountain ranges; as well as large, deep canyons, with 

much more moderate summer temperatures and significant winter snowfalls. There are ski resorts and several 

national forests, national parks, and national monuments. 

Population is 6.3 Million with a median household income of $42,200 (49th), this is one of the poorest US states 

measured by household income, with an estimate of about 16% of the population in poverty (including unrelated 

children). 

Westland is home to the sprawling Fort Anderson Army Base, home of the 9th Special Forces Group and the National 

Guard 31st Engineer Brigade. 

Longport 

The city of Longport, home to some 250,000 people is located in the South of Westland some 40Km from the 

Mexican border. The city is generally not as economically well off as some of the better located coastal cities to the 

North, with a significant population of immigrants and people living below the poverty line. 

Earthquake! 

The Earthquake struck in the early hours of an April morning, out at sea. This resulted in a tsunami that hit the port 

city directly with a wall of water, flooding the port facilities and the low-lying areas to the South of the city, as well as 

surging up the river, destroying bridges and damaging facilities along the banks. The situation is still confused, but 

the most significant elements are: 

• Large areas of the Southwest of the city have been flooded with whole neighbourhoods washed away. 

• All of the bridges over the river have been destroyed or damaged. 

• The 11-storey Sky Tower collapsed into the river.  

• The 150-year-old Orthodox Cathedral partially collapsed and was flooded. 

• The 15-story Seawatch Tower is still standing, but as it was built on reclaimed land it is now surrounded by 8ft of 

sea water. 

• The venerable Grand Hotel is still standing, even though it has lost some of its stone façade. 

• The Gas depot to the North of town has reported leaks from the facility, which is a mixture of an underground 

Salt Formation reservoir and a single pressurised Liquid Natural Gas storage tank.  

• The main city Power Plant to the South has shut down. It is a coal-fired station, converted to natural gas and 

reports an interruption in the supply and fractures to the turbine mountings. Most of the city is without power. 

• The Solar Farm to the North and Wind Turbines on the coast are only capable of supplying a maximum of 30% of 

the power requirement during the day and 7% at night. Several Wind Turbines are reported as destroyed. 



• The airport to the Northeast of the city has reported fissures across the runway, only permitting restricted 

landings by light aircraft. 

• The Metro system, where is crosses the river underground, is flooded. 

• The main City Hospital has had come structural damage, with flooding in the basement and loss of power to 

some of the wards. 

• The Prison has reported a major power failure, with the reserve generators off-line. 

• The War Cemetery has suffered a major land-slip, with reports of coffins and bodies washed into the streets.  

• The 422nd Light Infantry Battalion of the State Guard, to the North of the City, reports only minor damage. 

• Most of the sea water has receded, leaving a confused jumble of smashed wooden buildings and large pools of 

sea water. 

Politics 

Politics plays an important part of any process and, while everyone should, of course, be pulling together in the face 

of a natural disaster, it will become clear that plans should have been properly drawn up and preparations made to 

reduce the effects of a catastrophe. There is always somebody to blame when things don't go as well as they should 

have. 

The primary actors in this drama are the left-leaning Governor of Westland, who is a firm advocate of equality and 

diversity, seeking to introduce programs that benefit the poorer parts of communities; and the more right-wing 

Mayor of Longport who has to deal with the day to day frustrations of a city full of immigrants and the decline of 

heavy industry in the area. 

Republican Party 

The Republican party is a right-leaning party that believes that taxes shouldn't be increased for anyone (including the 

wealthy) and that wages should be set by the free market. Their social stance is based on individual rights and 

justice. They believe in a strong Military and favour increased Defence spending. They are opposed to Gay Marriage 

and Abortion as well as the vast majority favouring the Death Penalty. Mostly they support unrestricted Gun 

Ownership. They oppose central Government regulation and believe that this hinders free market capitalism and 

growth. With regard to healthcare they believe that private companies can provide healthcare services more 

efficiently than government-run programs. As far as Immigration goes, they are generally against amnesty for any 

undocumented immigrants and support stronger enforcement actions at the border. 

Democratic Party 

The Democratic party is a left-leaning party that believes in minimum wages and progressive taxation (higher tax 

rates for higher incomes) and they generally favour more Government regulation and taxes to support Government 

programmes. Their social stance is based on community and social responsibility. They believe in an appropriate 

Military, but generally want to reduce Defence spending. They support Gay Marriage and are pro-choice with regard 

to Abortion. They also generally support the Death Penalty for certain crimes, but there are many who don't. They 

support central Government regulation as an essential need to protect consumers and the vulnerable. As far as 

healthcare is concerned, they support universal healthcare and have a strong belief in Government involvement in 

healthcare. There is overall support for structured immigration as a way to encourage growth and jobs, and support 

a moratorium on deporting certain undocumented immigrants (who work, pay taxes, and have no criminal record). 

Roles and Order of Play 

• The Press, fighting tooth and claw for the most lurid and exciting stories, in the heart of the disaster. 

• The Mayor of Longport, a run-down coastal city near the Mexican border, and staunch Republican. 

• The Population, bitter and angry that local demographics again mean that the poor are disproportionally 

effected by the disaster, and aid arrives fastest to those who need it less.  

• The City and State Emergency Services, including the National Guard, struggling to do the right thing. 

• The Earthquake itself, representing the forces of Mother Nature, bringing death and destruction to the city. 

• The Governor of Westland, a West-Coast US State, and ardent Democrat. 



Abbreviated Matrix Game Rules 

What are Matrix Games?  

Matrix games are different to normal Wargames. In a 

Matrix game, there are few pre-set rules limiting what 

players can do. Instead, each is free to undertake any 

plausible action during their turn. The chances of 

success or failure, as well as the effects of the action, 

are largely determine through structured argument 

and discussion. This process allows for imaginative 

game dynamics that are lively and open-ended, and 

yet also grounded in reality.  

In a Matrix Game, you use words to describe why 

something should happen, the Facilitator or the 

players (or both) decide how likely it is, and you might 

roll a dice to see if it happens (but equally, in the face 

of a compelling argument, you might not need to). If 

you can say "This happens, for the following 

reasons..." you can play a Matrix Game.  

Matrix games are particularly well-suited for complex 

conflicts and issues involving multiple actors and 

stake-holders, varying interests and agendas, and a 

broad range of (diplomatic/political, military, social, 

and economic) dimensions. The game system 

crowdsources ideas and insight from participants, 

thereby fostering greater analytical insight. 

The games themselves are not intended to be fiercely 

competitive, with obvious winners and losers. Instead 

they operate with the players working to generate a 

credible narrative. It is from examination of this 

narrative after the game that the players gain insights 

and understanding of the situation being portrayed. 

The player roles have objectives that will probably 

place them in conflict with other players, but it is 

perfectly possible for all of the players to achieve at 

least some of their objectives by the end of the game. 

Where did they come from?  

The Chris Engle Matrix Game was created in the USA 

by Chris Engle, and first published in 1992. Chris 

wanted to create a system by which it was possible for 

a player to "role-play" anything from a single person 

to an entire country. Chris felt that previous numbers-

ridden game designs essentially missed the point (and 

anyway were too complicated and boring). What he 

wanted was a system that could take into account 

anything the players though was relevant, including 

intangible elements such as culture, beliefs, and 

perceptions of themselves.  

Thus, the basic idea of the Matrix Game was formed. 

Over the years the actual "matrix" of cue words has 

been dropped, but the name has stuck. Like all good 

ideas, the Matrix Game is very simple in concept, but 

has huge potential in that it can be adapted to fit any 

game setting. Matrix Games have been used by the 

UK MOD with the Unmanned Underwater Vehicle 

capability, education of Consultants in UK MOD 

Procurement systems and in the preparation by HQ 

ARRC for the deployment into Bosnia. They have even 

been used by the US DOD, McGill University in 

Canada, the UK Air Warfare Centre, Joint Forces 

Command and the Defence Academy of the UK, as 

well as numerous other organisations all over the 

world. 

How to Play a Matrix Game  

In a Matrix Game, actions are resolved by a structured 

sequence of logical "arguments". Each player takes 

turns to make an argument, with successful 

arguments advancing the game, and the player's 

position. There are a number of ways you can do this, 

depending on the size of the game and the purpose 

(each has their own strengths and weaknesses), but 

the one recommended for this game is: 

The "Pros and Cons" System 

In this system, each argument is broken down into: 

• The active Players states: Something That 

Happens and a Number of Reasons Why it Might 

Happen (Pros). 

• The other Players state: A Number of Reasons 

Why it Might NOT Happen (if they can think of any) 

(Cons). 

 

The game needs a Facilitator to adjudicate on the 

arguments, but if you have a limited number of 

players, you can take it in turns to be the Facilitator – 

this works out much better than you might imagine 

and helps reinforce the idea that your role in the 

game might be in conflict with others, but you are all 

working together to generate a credible narrative. 

The advantage of this system is that you formalise the 

Pros and Cons of an argument and the role of the 

Facilitator becomes that of ensuring that the Pros and 

Cons carry equal weight - perhaps making compelling 

reasons worth two Pros and two or three weaker 

reasons against only worth one Con. You need to 

ensure you don't end up with a laundry list of trivial 

reasons, or the player re-stating a reason already 



accepted in a slightly different way in a desperate 

attempt to gain points.  

One very useful benefit of the "Pros and Cons" system 

is that it provides reasons for failure should the dice 

roll not succeed. You can also more easily run the 

game with very knowledgeable players.  

Notes about arguments  

The important thing to remember in a Matrix game is 

that arguments can be made about anything that is 

relevant to the scenario. You can argue about your 

own troops or about the enemy, the existence of 

people, places, things or events, the weather, plague, 

disease or public opinion. The actions and 

consequences of arguments are reflected in the 

placement of the generic counters on a map 

(examples are enclosed below), forming narrative 

markers for the game; or by writing the results on a 

whiteboard or flipchart so the players can keep track 

of what is going on. 

Some things can seem a little odd to new players – 

"how can he argue about my troops?" – It is true, he 

can't give them orders, but he could argue that their 

morale and motivation are low because they haven't 

been paid in months. The only criteria for judgement 

is the likelihood of the event taking place. With a bit 

of imagination, common sense and rational thinking, 

it is possible to present persuasive arguments as to 

what should happen in any scenario - from traditional 

military campaigns to the strange world of defence 

procurement. 

A common error in Matrix games is for a player to 

argue about another player being influenced by 

something or them agreeing to a course of action. The 

player is present and can simply be asked – so that a 

little time between turns to allow the players to 

negotiate with each other (in secret if necessary) 

makes for a better game. It might be that a player 

wants to argue that all parties come to negotiations – 

in which case let them state their case, then ask the 

other players if they want to come along. If they agree 

then the argument is an automatic success. 

Arguments are for measurable actions – if the players 

want to negotiate with each other, they can do that in 

between turns. 

Sometimes players get carried away with their 

arguments and try to do several different things. This 

isn't allowed in a Matrix game – you only get to do 

one action a turn because part of the insight comes 

from deciding what the highest priority is. The action 

itself could be large (like a general mobilisation of the 

Militia), but it must be a single action, so mobilising 

the Militia and providing the Police with heavy 

weapons would be two separate actions – which one 

do you want to do first? 

If two arguments are in direct opposition ("This 

happens" - "No it doesn't") they represent a Logical 

Inconsistency since they cannot both be true. The 

earlier argument has already happened, so it is 

impossible for it not to have happened. The later 

player may argue that the event is reversed, but this 

tends to make for a poor narrative in the game and 

should be discouraged. 

Reasonable Assumptions and Established 

Facts 

It is important that the Facilitator understands the 

difference between "reasonable assumptions" in the 

game, such as the proposition that well trained and 

equipped Special Forces soldiers are going to be much 

more effective in combat than untrained protestors; 

and "established facts" which are facts that have been 

specifically mentioned in the game briefings or have 

become established during play as the result of 

successful arguments.  

The former can be deployed as supporting reasons 

(Pros and Cons), but the latter need to have been 

argued successfully in order for them to be included. 

Many inexperienced players will make vast all-

encompassing arguments full of assumptions that are 

not reasonable. For example: It is not a reasonable 

assumption that an unarmed Protestor counter could 

fight off trained Police. It is reasonable to assume that 

the Police are trained, armed, equipped and quite 

capable of dealing with a group of protestors (after 

all, that is their job). It would be necessary to argue 

for large number of Protestors, argue that they had 

weapons of some sort or argue that they were 

especially devoted or fanatical about their cause, for 

them to have a reasonable chance of beating the 

Police.  

Of course, you might argue that your Protesters 

undergo special training, get access to firearms, or are 

simply fired up with enthusiasm by the powerful and 

impassioned speech from their leader, so they get a 

bonus. In this case, you should mark the counter with 

a +1 or something similar (depending on the strength 

of the argument) to show their improved status. 

 



Game Length and Turn Length 

The game should last a minimum of 6 turns as it is 

essential that sufficient turns are allowed to develop 

the narrative and force the players to have to live with 

the consequences of their actions from earlier in the 

game.  Each turn represents a deliberately vague 

period defined by the game Facilitator and the 

arguments are the "headline events" that took place 

in the period.  

End of Turn "Consequence Management" 

At the end of each game turn (a cycle of player 

arguments) the Facilitator should go over those 

successful and failed arguments that have generate 

new "established facts" in the game. They should also 

review situations that are on-going, such as the 

generation of refugees from fighting or the arrival of 

new recruits to a popular cause. If these have not 

been countered during the turn by a successful 

argument, the Facilitator should make them continue 

until someone does make an argument to stop them.  

It might also be that some of the arguments, when 

considered as a whole, will have additional or even 

unintended consequences that are reasonable to 

expect to arise. It is therefore worth taking time to 

consider the consequences of the players’ arguments 

beyond their immediate results. Invite the players to 

consider the events of the turn, suggest possible 

consequences and then agree on the most likely that 

should be taken forward to the next turn.  

In some games, it is worthwhile having an individual 

(if you have one to spare) who is particularly 

experienced about the sort of subject that the Matrix 

Game is focussed on, make “the law of unintended 

consequences” arguments at the end of a turn. This 

can help to formalise the process and provide good 

examples to widen the players’ understanding of the 

consequences of their actions. 

Inter-Turn Negotiations 

As we have already said, the actual “arguments” of 

the Matrix Game are about actions that take place in 

the course of the game. In most cases, the actors 

represented by the players may well want to engage 

in face to face negotiation with each other in an effort 

to strike a deal. Players attempting to make 

Arguments saying that they want to “influence the 

Prime Minister” are essentially pointless if the Prime 

Minister is represented by another player. If they 

want to strike a deal, then they had better head off to 

a quiet corner of the room and try a little influence in 

real life. Of course, if a player wants to make an 

argument about a position or group not represented 

by another player, they are welcome to do so in the 

normal way. 

In analytical games, it is important to record the 

essential elements of these discussions. What was 

suggested? Was agreement reached and why? If no 

agreement was reached what were the private and 

public reasons why the negotiations were 

unsuccessful? Analysis of these “off-table” 

negotiations and the reasons the players felt why they 

were successful or failures can provide important 

insights.  

Secret arguments  

There will be some cases where you want to hide 

from the other players the thing you want to argue 

about. It could be that you have booby trapped a 

piece of equipment you think your opponent will use, 

or that you have swapped the vital blueprints for a set 

of fake ones in case the safe is broken into. In this 

case, you simply write down your argument on a piece 

of paper, and present it to the Facilitator announcing 

to the other players that you are making a secret 

argument. The Facilitator will make a judgment and 

you will roll the dice normally, but the other players 

have no idea what it is about. 

You should be careful, however, that the players don't 

make too many secret arguments. This can ruin the 

game's atmosphere and reduce the focus, so that the 

game drags on unnecessarily. They also depend on 

the judgement of the Facilitator as to their success of 

failure, rather than being decided on a consensual 

basis from the participants. They must only be 

permitted when they refer to quite specific things or 

events. An argument about gathering information 

from a spy, in most games, will be quite a generic 

argument and should be argued openly. Similarly 

Arguing about the placement of an IED to catch forces 

moving down a route should be made openly as the 

results will take effect the same turn. It is only really 

for secret things you need to establish several turns in 

advance. 

Measures of Success 

In many arguments success or failure may not be a 

simple "Yes" or "No" proposition. There might well be 

a sliding scale of success or failure in terms of 

numbers or the quality of the outcome, which is 

usually represented by the score on the dice. If you 



needed a 7+ to succeed and rolled a double-six (12), 

this can indicate an especially notable success. 

Conversely, a roll of a double-one, it could represent a 

disastrous failure. 

More information 

More information and examples of recreational 

Matrix Games can be found at:  

http://www.mapsymbs.com/wdmatrix.html.  

There has been quite a lot of discussion about Matrix 

games, including links to example games on the 

“PAXsims” Blog that are worth reading: 

https://paxsims.wordpress.com/?s=Matrix+Game  

Professor Rex Brynen was also interviewed by the 

GrogHeads “GrogCast” Podcast, a copy of what he 

said about Matrix Games is here: 

http://grogheads.com/?podcast=grogcast-season-2-

episode-12 with the discussion about Matrix Games 

starting at the 31-minute mark. 

Conduct of the Game: 

The players should be formed into teams around the 

Actors in the game. They should be provided with the 

introductory background and their Actor brief; and 

provided with a short period in which to study the 

brief. They should then either write down a few (3 or 

4) short, pithy, objectives they would wish to achieve 

in the game in accordance with their briefs; or those 

objectives will be given to you as part of the brief 

itself. One of these would normally be a longer-term 

objective, with a reach of 4-5 years in order to ensure 

that the players address something other than short-

term goals and reactions to other player's actions in 

the game.  

Play should then commence in the normal way. The 

final turn should be followed by a discussion of the 

objectives, and comparisons made with the Actor's 

achievements during the game. 

It is important to note that in the case of a disaster, 

there will be a lots of obvious background activity that 

is taking palace as normal activity. This is a 

"reasonable assumption" as clearly the emergency 

services will be taking immediate actions to deal with 

the situation in the ground.  

The actions in the game will focus on the additional 

efforts to deal with the problems which are clearly 

beyond the immediate scope of the city authorities, 

and their particular priorities in doing so.
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The Governor 

In the United States, a governor serves as the chief executive officer in each of the fifty states and in the five 

permanently inhabited territories, functioning as both head of state and head of government therein. As such, 

governors are responsible for implementing state laws and overseeing the operation of the state executive branch.  

As state leaders, governors advance and pursue new and revised policies and programs using a variety of tools, 

among them executive orders, executive budgets, and legislative proposals and vetoes. Governors carry out their 

management and leadership responsibilities and objectives with the support and assistance of department and 

agency heads, many of whom they are empowered to appoint. The governor has the authority to appoint state court 

judges as well, in most cases from a list of names submitted by a nominations committee. 

States are the primary subdivisions of the United States, and possess a number of powers and rights under the 

United States Constitution, such as regulating intrastate commerce, running elections, creating local governments, 

and ratifying constitutional amendments. Each state has its own constitution, grounded in republican principles, and 

government, consisting of three branches: executive, legislative, and judicial. Also, due to the shared sovereignty 

between each state and the federal government, Americans are citizens of both the federal republic and of the state 

in which they reside. 

The governor heads the government's executive branch in each state or territory and, depending on the individual 

jurisdiction, may have considerable control over government budgeting, the power of appointment of many officials 

(including many judges), and a considerable role in legislation. The governor is also commander-in-chief of the 

state's National Guard and of that state's respective defence force. In this state, the governor also has partial power 

to commute or pardon a criminal sentence. The governor serves a four-year term. 

The governor is directly elected, and has considerable practical powers, though this may be moderated by the state 

legislature and in some cases by other elected executive officials. Governors can veto state bills, and they have the 

power of the line-item veto on appropriations bills (a power the President does not have). In this case, legislatures 

can override a gubernatorial veto by a two-thirds vote. 

As chief executive, governors are responsible for ensuring their state is adequately prepared for emergencies and 

disasters of all types and sizes. Most emergencies and disasters are handled at the local level, and few require a 

presidential disaster declaration or attract worldwide media attention. Yet governors must be as prepared for day-

to-day events—tornadoes, floods, power outages, industrial fires, and hazardous materials spills—as for 

catastrophes on the scale of Hurricane Katrina or the September 11 terrorist attacks. States focus on four stages of 

disaster or emergency management: Prepare, Prevent, Respond, Recover. These components afford a useful rubric 

for thinking about the cycle of disasters and emergencies and for organizing recommendations for state action. 

During an emergency, the governor also plays a key role in communicating with the public during an emergency, 

providing advice and instructions and maintaining calm and public order. 

State emergency management laws usually define how a governor may declare and end a state of emergency. In this 

case, the necessary response to a disaster must be clearly beyond the capacity of state and local governments. The 

state may then petition the President to declare a major disaster. The declaration of a major disaster triggers a 

variety of federal programs depending on the scope of the disaster and the type of losses experienced. 

The Mayor of Longport is a hard-line Republican who you believe has failed to take disaster planning seriously; 

preferring to fund headline infrastructure projects like the Sky and Seawatch Towers that favour his wealthy real-

estate supporters. This has meant that the poorer parts of the city lack necessary investment. 

Objectives: 

• Be Governor of Westland after the election! (You are up for re-election in 9 months' time). 

• Be seen to be a strong, caring and dynamic leader of the State! 

• Ensure that the poor and vulnerable members of society are protected! 

• Secure Federal Support for the State – but only after the local authorities have admitted they can't cope! 

  



The Mayor 

The mayor is the leader in most United States municipalities (such as cities, townships, etc.). In the United States, 

there are several distinct types of mayors, depending on the system of local government. In Longport the system is a 

mayor-council government, with the mayoralty and city council as separate offices. The mayor acts as an elected 

executive with the city council exercising legislative powers. They may select a chief administrative officer to oversee 

the different departments. This is the system used in most of the United States' large cities, primarily because 

mayors serve full-time and have a wide range of services that they oversee.  

Mayoral Powers include: 

• The mayor is the chief executive officer, centralizing executive power 

• The mayor directs the administrative structure, appointing and removing of department heads 

• While the council has legislative power, the mayor has veto power 

• The council does not oversee daily operations 

• Serving on the city council 

• Voting in council meetings 

• Assigning council members to chair or serve on committees 

• Appointing citizens to serve on advisory boards or commissions 

• Preparing the annual budget; Receiving the annual budget developed by chief administrative official or city 

manager 

• Making an annual report to the council 

Longport was once a thriving industrial city, benefitting from cheap labour from South of the border and exporting 

car parts and other metal fabrications all over the USA. Sadly, the advent of globalisation, cheap imports from China 

and the reduction in proper trade tariffs have ruined the industry. 

This has led to significant numbers of workers being unemployed, rising crime and drugs problems. These have been 

exacerbated in recent years, with the port being used as a channel for the distribution of hard drugs from South of 

the border to the rest of the USA. 

You are a tough Mayor, with tough decisions to make. You are tough on crime, but with so many undocumented 

immigrants it is difficult to make headway. 

It is all very well for the left-wing Governor in his ivory tower, but when you are faced with the reality of crime and 

drug trafficking you have to be pragmatic and do the best you can. Headline projects create jobs and get support for 

alternative investment in projects that benefit decent God-fearing folks. Investment from a smaller pot of money 

calls for hard choices and prioritisation or there would be no progress at all. 

In addition to the normal Emergency Services, there is the 422nd Light Infantry Battalion of the State Guard, to the 

North of the City. Of course, in theory, any deployment from their barracks has to be authorised by the Governor 

himself, but this is a catastrophe and you could really use the manpower.  

Objectives: 

• Be seen to be a strong and dynamic leader of the City! 

• Ensure that Law and Order is maintained – there is to be no looting! 

• This is a major opportunity to rebuild and invest in the South of the city. After the clean-up and with Federal aid, 

there are immense opportunities to be had rebuilding and turning the city around to be a great place to live 

again! 

 

  



The Emergency Services 

The mission of the Emergency Services Sector is to save lives, protect property and the environment, assist 

communities impacted by disasters, and aid recovery during emergencies. Five distinct disciplines compose the ESS, 

encompassing a wide range of emergency response functions and roles:  Law Enforcement, Fire and Rescue Services, 

Emergency Medical Services, Emergency Management and Public Works. 

The ESS also provides specialized emergency services through individual personnel and teams. These specialised 

capabilities may be found in one or more various disciplines, depending on the jurisdiction: 

• Tactical Teams (i.e., SWAT) 

• Hazardous Devices Team/Public Safety Bomb Disposal 

• Public Safety Dive Teams/Maritime Units 

• Canine Units 

• Aviation Units (i.e., police and medevac helicopters) 

• Hazardous Materials (i.e., HAZMAT) 

• Search and Rescue Teams 

• Fusion Centres: Fusion centres operate as state and major urban area focal points for sharing of threat-related 

information between federal; state, local, tribal, territorial (SLTT); and private sector partners. 

• Private Security Guard Forces 

• National Guard Support 

You represent the head of the Office of Emergency Management for the city of Longport. This is an agency at the 

local level that holds responsibility for comprehensively planning for and responding to and recovering from all 

manner of disasters, whether man-made or natural. An OEM may also be requested to provide consequence 

management for large special events such as major gatherings, visiting dignitaries, etc.  

The response phase of an emergency may commence with Search and Rescue but in all cases the focus will quickly 

turn to fulfilling the basic humanitarian needs of the affected population. This assistance may be provided by 

national or international agencies and organizations. Effective coordination of disaster assistance is often crucial, 

particularly when many organizations respond and local emergency management agency (LEMA) capacity has been 

exceeded by the demand or diminished by the disaster itself.  

On a personal level, the response can take the shape either of a shelter in place or an evacuation. In a shelter-in-

place scenario, a family would be prepared to fend for themselves in their home for many days without any form of 

outside support. In an evacuation, a family leaves the area by automobile or other mode of transportation, taking 

with them the maximum amount of supplies they can carry, possibly including a tent for shelter. If mechanical 

transportation is not available, evacuation on foot would ideally include carrying at least three days of supplies and 

rain-tight bedding, a tarpaulin and a bedroll of blankets. 

Donations are often sought during this period, especially for large disasters that overwhelm local capacity. Due to 

efficiencies of scale, money is often the most cost-effective donation if fraud is avoided. Money is also the most 

flexible, and if goods are sourced locally then transportation is minimized and the local economy is boosted. Some 

donors prefer to send gifts in kind, however these items can end up creating issues, rather than helping. One 

innovation by Occupy Sandy volunteers is to use a donation registry, where families and businesses impacted by the 

disaster can make specific requests, which remote donors can purchase directly via a web site. 

Medical considerations will vary greatly based on the type of disaster and secondary effects. Survivors may sustain a 

multitude of injuries to include lacerations, burns, near drowning, or crush syndrome.  

Objectives: 

• Search and Rescue! Save as many lives as possible! 

• Organise food and shelter for families who have lost their homes! 

• Investigate why the Sky Tower (which was supposed to be earthquake proof) collapsed! 

• Secure more funding for the Office of Emergency Management!  



The Earthquake 

You represent the Earthquake itself, causing death and destruction to the city of Longport. In addition to the 

information below, you should also read the Wikipedia article on the Northridge Earthquake of 1994 

(https://en.wikipedia.org/wiki/1994_Northridge_earthquake)  

Shaking and ground rupture 

Shaking and ground rupture are the main effects created by earthquakes, principally resulting in more or less severe 

damage to buildings and other rigid structures. The severity of the local effects depends on the complex combination 

of the earthquake magnitude, the distance from the epicenter, and the local geological and geomorphological 

conditions, which may amplify or reduce wave propagation. The ground-shaking is measured by ground acceleration. 

Specific local geological, geomorphological, and geostructural features can induce high levels of shaking on the 

ground surface even from low-intensity earthquakes. This effect is called site or local amplification. It is principally 

due to the transfer of the seismic motion from hard deep soils to soft superficial soils and to effects of seismic 

energy focalization owing to typical geometrical setting of the deposits. 

Ground rupture is a visible breaking and displacement of the Earth's surface along the trace of the fault, which may 

be of the order of several meters in the case of major earthquakes. Ground rupture is a major risk for large 

engineering structures such as dams, bridges and nuclear power stations and requires careful mapping of existing 

faults to identify any which are likely to break the ground surface within the life of the structure. 

Landslides and avalanches 

Earthquakes can produce slope instability leading to landslides, a major geological hazard. Landslide danger may 

persist while emergency personnel are attempting rescue. 

Fires 

Earthquakes can cause fires by damaging electrical power or gas lines. In the event of water mains rupturing and a 

loss of pressure, it may also become difficult to stop the spread of a fire once it has started. For example, more 

deaths in the 1906 San Francisco earthquake were caused by fire than by the earthquake itself. 

Soil liquefaction 

Soil liquefaction occurs when, because of the shaking, water-saturated granular material (such as sand) temporarily 

loses its strength and transforms from a solid to a liquid. Soil liquefaction may cause rigid structures, like buildings 

and bridges, to tilt or sink into the liquefied deposits. For example, in the 1964 Alaska earthquake, soil liquefaction 

caused many buildings to sink into the ground, eventually collapsing upon themselves. 

Floods 

A flood is an overflow of any amount of water that reaches land. Floods occur usually when the volume of water 

within a body of water, such as a river or lake, exceeds the total capacity of the formation, and as a result some of 

the water flows or sits outside of the normal perimeter of the body. However, floods may be secondary effects of 

earthquakes, if dams are damaged. Earthquakes may cause landslips to dam rivers, which collapse and cause floods. 

Human impacts 

An earthquake may cause injury and loss of life, road and bridge damage, general property damage, and collapse or 

destabilization (potentially leading to future collapse) of buildings. The aftermath may bring disease, lack of basic 

necessities, mental consequences such as panic attacks, depression to survivors, and higher insurance premiums. 

Objectives 

• Maximise the destruction, loss of life and chaos in the aftermath of the Earthquake. 

• Expose the authorities as unprepared, underfunded, inadequate and show to act. 

• You are permitted to have 1 x aftershock, mainly effecting one region of the city (bounded by the highways); and 

1 x minor aftershock, effecting mainly 2 adjacent locations in the city, during the game. 

https://en.wikipedia.org/wiki/1994_Northridge_earthquake


The Press 

In the ugly world of screaming headlines and incendiary revelations, truth, ethics, and integrity are irrelevant and, 

indeed, often mocked. The test is not whether the story is true and its publication is in the public interest; the test, is 

whether the story, regardless of its truth, “stands up.” And as for “public interest,” as your Editor once famously said 

at the start of the daily briefing, “the public interest is what the public is interested in.” He went on, saying later 

“techniques like phone hacking are perfectly acceptable tools,” and the Editors of tabloids who authorize hacking are 

“heroes of investigative journalism.” 

In a popular culture that revels in salacious and revolting gossip about famous people, or craves information about 

despicable crimes and criminals, the tabloids give the public what it wants and thus enjoy a massive readership that 

earns huge profits. Nor is it surprising that the tabloids flourish without government regulation, restriction, or even 

criticism. 

The First Amendment gives extraordinary protections to the U.S. press: the press can almost never be stopped from 

publishing the news, is allowed to publish prejudicial stories about persons charged with crimes and about to stand 

trial, and are afforded extremely broad protection from being sued for libel. 

Your job is to sell news – the more lurid the better. Stories of death, disaster, heartache, bungling Government 

officials, corrupt Police, incompetent National Guardsmen, and heart-warming tales of kittens rescued from trees. 

Hold those in power to account! The "ordinary man in the street" has lost everything and is dying in the disaster, 

made worse by the legacy of infighting and corruption of officials at all levels. 

Objectives: 

• Get to the stories first! 

• Increase your market share and sell the best stories at all costs! 

• Expose corruption and incompetence! 

• Get a prize for your journalism! Who knows, perhaps even the ultimate – a Pulitzer Prize! 

 

 

 

 



The Citizens 

When Hurricane Katrina ravaged much of the Gulf Coast, it was especially cruel to the poor. In New Orleans, a third 

of the residents lived below the poverty line. The very poorest live on the lowest land, South of Lake Pontchartrain, 

where the floodwater reached up to their rooftops. 

"It's just a thing that always happens," said resident Joanne Murphy. "The ones that has the least, get hit the most." 

Rebuilding will be challenging since most of the families don't have any insurance. "If nobody gets me any kind of 

assistance," said Timothy Andrews, who lost his home, "I'm just going to have to do it piece by piece, wood by wood, 

paycheck by paycheck." 

You fully expect the same thing to happen here. The main area of devastation is to the South of the city in the lower-

lying "Flats", mainly inhabited by the poorer parts of society including large numbers of immigrants, mainly from 

Mexico, both documented and undocumented. 

The failure of much of the manufacturing industry over the past decade has led to a sharp decline in the standard of 

living for most working-class people in the city. Globalisation, cheap imports from China and the reduction in proper 

trade tariffs have ruined the industry and served to increase the divide between the lower paid workers and the 

mainly white "white collar" middle and upper classes. 

This has led to significant numbers of workers being unemployed, rising crime and drugs problems. These have been 

exacerbated in recent years, with the port being used as a channel for the distribution of hard drugs from South of 

the border to the rest of the USA. Once warm and friendly neighbourhoods have declined into grim and bitter 

battlegrounds for gang warfare and social depravation. 

The Mayor is a tough man, strong on crime and has been actively seeking new investment. This has inevitably led to 

some decisions that have been seen as compromise and realism by the more generous, and corrupt "headline" 

projects by his opponents. 

Objectives: 

• Stay alive and get to safety! 

• Get food and shelter! 

• Make sure any help is fairly distributed and reaches all citizens! 

• Find out what needs to be done so this doesn't happen again! 
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