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This is a preprint of an article submitted in March 2025 to The Nugget, the Journal of the 
Wargame Developments (WD) Group, and particularly relates to a lecture and 
demonstration given at the WD Virtual Conference of Wargamers in February 2025.  

 

In my recent experiments with ChatGPT I’ve been looking at getting it to play through a 
matrix game on its own, playing all the players and the umpires.  

 

ChatGPT/LLM Approaches to Matrix Games 

There are 4 different approaches to using ChatGPT (or any other LLM) with matrix 
games, namely: 

• Having the bot just be one or more of the players, known or unknown to the other 
players – this was Nick Riggs’ approach as documented in Griffin & Riggs (2024); 

• Replacing the umpire with the bot, but with at least some human players – this 
seems to be the hardest thing to do; 

• Replace all players and the umpire with independent bots – so they can have 
secret actions and alliances – this is the approach taken by Griffin and Zhu 
(2024); and 

• Have a single instance of ChatGPT play all the players and the umpire, with no 
explicit separation of information – this is the approach I describe here and 
which I refer to as Matrix Game Simulation (MGS) – for reasons that will become 
clear later. 

 

Advantages and Disadvantages 

There are a number of different reasons as to why you might want to run a matrix game, 
including: 
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• Allowing numerous repetitions of a matrix game to explore a wide range of 
outcomes, potentially enabling quantitative analysis of the outcomes. 

• Facilitating matrix games when human players are unavailable due to time, cost, 
resource, or security constraints. 

• Making it possible to explore ideas that would be impractical to set up as human 
matrix games, especially for smaller teams or individuals. 

• Enabling rapid setup of matrix games with results available within an hour or 
less. 

• Testing and pre-testing scenarios for manual matrix games. 

• Providing near-repeatability, allowing the exploration of single variable changes 
to examine outcome sensitivity. 

• Offering a consistent framework to model potential real-life opponents in a 
matrix game context. 

• Identifying unexpected strategies ("Move 37" actions – see Simpson (2023)) that 
might be overlooked by human players. 

• Serving as an introduction to matrix games, helping new players become familiar 
with the format before moving on to computer-run or human matrix games. 

The disadvantages and dangers of MGS include: 

• The absence of human players means losing human insights, expertise, and the 
social benefits of playing the game, though this is not the goal of MGS. 

• There is a risk that people might place undue trust in computer-generated 
outputs, even if they are GIGO, especially if the MGS can provide massed results 
from multiple run-throughs. 

• Conversely, there is also a danger that humans might perceive computer players 
as real, attributing undue weight to their outputs. 

• MGS outputs might be mistakenly seen as predictive rather than illustrative, a 
risk mitigated by using multiple runs to populate an outcome landscape. 

• The rapid generation of text by MGS could lead to over-reliance on summaries, 
risking the loss of nuanced insights from not examining (or experiencing) the 
game itself (perhaps next generation ChatGPT will allow the whole game to be 
rendered as video, audio is probably already feasible). 

However, even if MGS is not always follow instructions precisely, yet its outputs could 
still be valuable in certain scenarios. 
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The MGS System 

To run the games I have been using ChatGPT’s CustomGPT feature to create a generic 
“Matrix Game Simulation” bot, describing in plain English how I wanted the bot to run a 
matrix game, and giving it copies of some key documents by Engle and Mouat for 
additional background. The bot can then be given and any reasonably formatted matrix 
game scenario and asked to run it, without any further human intervention if so desired. 

 

 

A full article explaining what I did, including getting ChatGPT both to create 
personalities for “players” and have them play a game and having ChatGPT based the 
players on what it knows of the real world individuals being represented (e.g. Putin, 
Zelenskyy etc), is on my Substack at https://substack.com/@urbanwargamer/p-
148217254.  

For the VCOW demo I first ran a game based on Trump’s wish to take control of 
Greenland. You can read the whole transcript at https://chatgpt.com/share/67a7476f-
851c-8008-8f22-483fe0a1d2dd, but here’s a flavour of what ChatGPT was producing: 

 

Turn 1: March 2025 

Donald Trump’s Move: 

Trump imposes heavy tariffs on Danish goods and launches a social media 

campaign claiming the US is the "rightful guardian" of Greenland, accusing 

Denmark of neglecting the territory. 

 

Arguments for success: 

https://chatgpt.com/share/67a7476f-851c-8008-8f22-483fe0a1d2dd
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Denmark relies on trade with the US, and economic pressure will make them 

reconsider negotiations. 

Greenlanders may start considering US control more seriously due to 

economic incentives. 

Counter-arguments: 

 

(Denmark - Frederiksen) Denmark has strong EU support and will push back 

with counter-tariffs, making Trump’s move ineffective. 

(NATO - Rutte) NATO members will rally around Denmark, reinforcing Danish 

sovereignty claims. 

Outcome: Moderate success. Denmark resists but starts feeling economic 

strain. Greenland’s leadership remains neutral but takes note of the 

pressure. The EU expresses concern. 

 

Mute Bourup Egede’s (Greenland Premier) Move: 

Begins discussions with Canadian and Icelandic investors about alternative 

economic partnerships, reducing reliance on Denmark and avoiding a US 

takeover. 

 

Arguments for success: 

Diversifying economic ties will give Greenland leverage over both Denmark 

and the US. 

Canada and Iceland have Arctic expertise and will be natural partners. 

Counter-arguments: 

(Trump) The US can block any economic moves through sanctions or pressure. 

(Denmark) Denmark controls foreign policy and may shut these talks down. 

Outcome: Partial success. Talks begin, but Denmark warns against them, and 

the US watches closely. 

 

Before the Virtual Conference of Wargamers 2025 I’d asked for attendees to send some 
matrix games in  so that I could run them live, just to prove that there was no magic in 
how I’d written the scenarios. Unfortunately, nobody had obliged, but seeing how well 
the Greenland game seemed to be running one member quickly emailed me his 
Spanish Civil War matrix game from a past event, I loaded it up, and within minutes 
ChatGPT had played the whole game through. Here again is part of the transcript: 

Germany’s Turn (General Sperrle – Commander of the Condor Legion, Winter 

1936/37) 
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Military Action: Aerial Bombardment of Madrid 

Action: The Condor Legion launches its first large-scale bombing raids on 

Madrid, targeting military positions, key infrastructure, and supply lines. 

Arguments for Success: 

Air superiority – The Condor Legion's modern aircraft outmatch Republican 

air defenses. 

Disrupting supply lines – Bombing key transportation hubs will slow 

Republican reinforcements. 

Counter-Arguments: 

(Republicans – Berzin): The Soviet Union has sent anti-aircraft weapons and 

fighter planes, mitigating German air dominance. 

(Republicans – Largo Caballero): Bombing Madrid hardens civilian resolve, 

increasing Republican enlistment. 

Outcome: Limited success. 

Some key targets are hit, but the Republicans adapt quickly, using Soviet 

anti-aircraft defenses and camouflage tactics. 

Madrid’s morale remains strong, and recruitment surges in response to 

civilian casualties. 

 

We had ChatGPT just give us turn summaries, and then a whole game summary, and 
then asked it to provide details for specific turns and players. The member thought that 
overall the ChatGPT play through was comparable to the human one he had run, 
although a particular question in this case is the extent to which ChatGPT is augmenting 
the scenario and its play with its own knowledge of the war. 

 

Lessons Identified 

My experiences with using ChatGPT to implement the Matrix Game Simulation (MGS) 
reflect many of the broader challenges encountered by others using LLMs for serious 
tasks. Key observations include: 

• ChatGPT can create narratives and models with minimal prompting. A useful 
strategy is to start with no explicit instructions and then gradually add them as 
needed in order to test how much you can rely on its general knowledge – you’ll 
probably be surprised at what it already knows how to do. 

• ChatGPT seems to gradually forget specific instructions, necessitating frequent 
re-prompting. Certain instruction styles might be retained better, though this 
requires further testing. 
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• While ChatGPT encourages human-like instruction writing, it’s unclear how 
much it actually follows, as it seems to grasp the gist but may miss nuances and 
forget over time. 

• ChatGPT might give undue importance to minor details in instructions, akin to 
the “Chekhov’s Gun” principle in drama. 

• Using personalities as intermediaries between the system and game actors 
seems logical, but its actual impact on gameplay remains unclear. 

• ChatGPT tends to provide complete responses, always wanting to please and 
avoiding saying it can’t perform a task, which can obscure its limitations. 

All this highlights the need for targeted testing to improve LLM chatbot design and 
understanding. 

 

The Missing Fourth Quadrant? 

Traditionally, wargames involve human players, whereas simulations run autonomously 
at scale, allowing for rapid, quantitative analysis. These simulations can be aligned with 
rigid wargames, which have defined rules and adjudication mechanisms, unlike freer 
wargames that resist simulation. 

This leads to the question: Can a Matrix Game Simulation (MGS) occupy the space of 
simulating at scale, free conflict models without human players? This concept might 
extend beyond matrix games to other free wargame formats, such as committee games 
or Confrontation Analysis.  

 

No Human players Matrix Game Simulation Simulation 
Some/All Human players Free Wargame (e.g. Matrix) Rigid Wargame 
 Free Model Rigid Model 

  

In fact the “matrix” bit might even be a red herring and the term "Narrative Generating 
Simulation" might better capture the essence of such LLM-driven simulations, focusing 
on creating believable narratives rather than strictly adhering to matrix game 
mechanics. 
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The Rise of GANINT? 

In recent years there has been a lot of talk of the use of fiction (particularly science 
fiction and military science fiction) as a way of thinking about the future – so-called 
FICINT. Could this also be a role for the sort of narratives generated by MGS, or even by 
LLMs optimised for the task – creating multiple viewpoints of different future scenarios 
in order that we can better understand them, knowing what to do to encourage or 
discourage them, and to be more ready for them if they do materialise. It’s tempting to 
call such an approach AI-INT, but seeing as that could refer to a whole range of 
intelligence uses of AI I prefer the term GANINT (Generative Adversarial Networks – 
GANs - being a core element of ChatGPT style LLMs – and what given them their 
creativity). GANINT would also allow for the inclusion of imagery and video also 
produced by GAN based systems such as DALL-E and MidJourney as a way of 
potentially visualising future systems and hardware. 

Conclusions 

When presented with something highly novel such as GANs, LLMs and ChatGPT (and its 
like) I think it’s important that we think about how our ways of doing and thinking about 
things could be fundamentally challenged, and not just see them as a tool for 
incremental improvement. 

Personally, I think that there is something in the use of LLMs to run complete matrix 
games - matrix game simulations (or a broader class of Narrative Generating 
Simulations), rather than just to help umpire or crew them. MGS could be the start of 
occupying that fourth quadrant, allowing us to run free model conflicts at scale, and 
gain new insights into futures and options. But, of course, they should only ever be part 
of a solution, with manual matrix games (and other free models), manual and computer 
wargames, and rigid simulations all contributing their own insights, and ideally feeding 
off of each other to come up with the best answers and ideas. 

This is very early days with LLMs of the power and accessibility of ChatGPT 4o. Whether 
we can get MGS (or a more generic Narrative Generation System) to be useful is still 
moot, but, as I think it was OMNI magazine used to say in its ads, the future is 
something you build not travel to, so let’s get building, testing, challenging and see if it 
works. 

 

If you would like access to my Matrix Game Simulation CustomGPT then please email 
me at david@burden.name. 
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Links: 

The slides from the presentation are at: 
http://www.taunoyen.com/resources/phd/MGS%20Presentation%20-%20VCOW%202
025%20v1.1.pdf 

A slightly updated video of the presentation is at: https://youtu.be/8oJzdcZTQyA 

You can access the transcripts of the demo at: https://chatgpt.com/share/67a7476f-
851c-8008-8f22-483fe0a1d2dd (also linked from the video and my wiki, scroll to top for 
the Greenland game) 

My original (and ongoing) Substack articles on MGS are 
at: https://substack.com/@urbanwargamer 
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