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Abstract

The purpose of this thesis is to investigate

headhunting ofamers for Air Force positions. &\Wvanted to examine and explore how
peqle withinthe organizabn perceive gaming and consequently, hdhis impacts gaming
t e ¢ h n ogpkeneagion Within the organization with regards to recruitment and training.

Throught he expl oration of the Danishoggef enceds
interviews with empoyees fromthe Danish Defence recruitment and simulatibaging
departments, a gamer focus group and a comparison with the recent U.S. Army eSports
promoton team initiative, the general perception of gaming technology is sasigvell & a

look intobrand and egitimation aspects of the Danish Defence and its connection to gaming.

Examining the pervasion of gaming technology in the Danish Defence prowid@sajor
insights. First, we find a dominance of simulation technologlyisvDanish Defence mitary
practce, something that can be attributed to the historical use of simulation technology and
perceived unrealism attributed to commercial gaming. Ségond find this dominance
reflected in a minimal active use of commergaming echnology witlin the Dansh

simulation workers and the Danish Military of DefefR@rsonnel Agency. Furthermore,
therearesigns that the historical NATO collaboration omslations will seprecedencéor
gamer recruitment collaboration@NATO context

The comparisn of the Danish Defence and the U.S. Army initiatives potentially proside
interesting evidence and arguniur the social construction @amingtechnologes We
find that in a context with experience in the use of the techypibg accepted and gghied
moreacively than a context that percesiétle applied function. The Danish gaming
initiative is quite a novel step for the organisation and it cbaice implications for how the
DanishDefencecan brand themselves.

Whileg a mi unsg ié sainig and recrutment has been explored before in a U.S. military
context, it is quite understudied in a Danish context. Furthermore, this paper provides
valuableinsight into new digital recruitment approaches and its relation to gaamich
simuations.



1.Introduction

As gaming has been a major phenonmeimolatemodern times, there is a substalrgiaount

of academiavork on the area in general. The same can beatamditheU.S.Ar my 6 s use of
seltdeveloped games foeauitment purposes. Simulatiageachmology holdsa long tradition

in the armed forceand thisarea has typically been coverednra more technicalngle.

Presently, loth the U.SArmy and theDanishDefencehave launchedSports ecruitment
initiatives.Sincethesegaminginitiatives arenovel in ther nature it is our wish to contribute

to the feld of military simulations and regitment, wth the &ploration of new aspects of

gaming recruitment.

The DanishDefence (DD)s a militaryorganizatiorwith a standing professional armyatis
relianton voluntary service. It still has sememnantsf a conscription system but it is
almost sup#icial in a classical sense because the conscription positions are filled up with
volunteers trying out militariife. This entails that the D& responsiblefor attracting
candidates to ultimatelyign a catract with the DD. The transacti@ost thaties in be
marketing for and selection of potential candidates svarpresentrea for optimization.
Just thnk of how the advertising industayd the HR liring industry are continuously
evolving. The saraconditions are affecting tHeD, as it has to compefer candidates
alongsidethe rest of the job market. Tlewerpresenproblem of having to fill up theanks

with qualified candidates imace more comlex by the competitive hiring market.

A T Manish Defence is looking to hirrore gamergBollerslev, 2019) 8o, states this
seemingly surprising headline of an articletten by DR in the beginning of 201Some
might say that this is just a decision rigion the mcreasing popularity of gaming, deed

the biggest enteainment industry in the world, and thatdiers and gamers are completely
distinct from each other, peesenting a Ying and Yang dichatg. One repreenting the
epitome of the online worldf todayand the other, the simple, physi¢ednch war of theld.

However, is this new recruitment initie#l as surprising as you might think?

As the Danish Defendeitiated their gaming recruitmeirtitiative, the U.S. Army was
launching their newecruitmentstrategy with a focus on competié gaming. The twdadings

were set in motion around the same tiffilee two initiatives are significantly different in



form ard function. We will focus on the &hish initiaive and have th&).S.A r msyiritiative

as a supprting element, bringing some conrphility to the empical exploration.

Thi s e x pgdrimay aources areinterviews and a single focus group. Theiexes
and the corresponding dateegented arall with a Danish focusxcept one Amécan
interview. The Danish interviews will bsplit between thewo empirical focuss of the
thesis, namely cFuitment and simulations that will be related to gamingteaiding. We do
so to explore howlifferent p@ple within the DD perceive gaming tewiogy andwvhat
impact it may have on the extt ofgaming use itomparison to simulation¥his
comparison is based on thieew thatgamingtechnologyandsimulation tehnologyaretwo
separate but reiadtechnologybasedoractices We consider them toe differant in both
usage and forprsomethig we have made sute bear in mindhroughout thisesearch

The findingswill consequently be treated with theoreticahcepts that can help us
understad the findings. There wilbe an aspect of technoiogl invegigation to acces both

simulationa nd g a mi nthie@rsnedrfoocese 1 n

Hence, thResearch Question is agldovs:

How is gaming pervaded in the DanistDefencewith regards to recruitment and

training?

We believe thathis research questiomll allow us to exploregmi ng t e dnpactol ogy 6 s
onessentithr eas of Dani sh Defenceb6s military prac
the Danish military igo secure the most efficient answidowever, ve will use thdJ.S.

Ar my 6 s n epvogramam place of comarison due to themilarity of the prgrams

andthe USAr my 6s | ong history with gaming.

The aim ofthis paper is to understand thew approehes and digital ideas in relatitm
technoloy and militarylegitimization. This pagr is empiically groundedand our interessi

theoretical.

In this paper, we will explore, analyze and discuss interviews with groups in charge of

recruitmentatthe Danish Minigry of Defence Personh@gency, simulation trainig and a



focus group ofjamerswho know the military from tlke inside These results will bexplored
based on the followintheories related to technologyocial Construction of Technology and
Baudril |l ardds siliywHughermae, racntdentmeguttsewill beedessssed

on the basis of brad theory, isomorphm and legitimacy awell as chosen recruitment

models.

It must be noted that the authors of the thesis consider themserespedtively gamer and
soldier, & Kasper has extensivergenal knowledge on compttie gamirg and Frederikas
threey e aexeréence in The DanisHome Guard as an infantryman.

2. Literature Review and Theoretical Framework

The literaturaeviewand theoretical framework has a digeconsistency of conceptisat

helps to treat theesearch gestions broadlyral with vaying pragmatic features. #this
thesisd research questi on ,therehasthbeeo scleceel d wi t h
American and a Danish theory on miligaiecruitment to facilitate nderstandingf the

profession. A recruitment effds are heavily ammunicative acts h implication for the

perception of the military entity, there are consequently chosen theoriggtondey,

isomorphism and brandingurthermore, we have incorpdea theory on hyperrag} to gan

insights abut how gaming and siodation representsality. Each theory or concept will be

explainedbelow.

2.1 Social Construction of Technology

In theendeavourof trying to understanddw gaming pervades in the Dah Defence
training arm recruitrent, it makes seego explore howechnology might natean the same
to everyone in the DD and what impact that has on technology. This is where Social

Constriction of Technology helps suppdtie exploration.

Social Consuction of Technologysa theorydeals with the deslopment of techology. In
ourthess, we use Bijkeroés (2001) definition of
Bijker (2001) believeghat tetinology is socially consiicted and technologicartefactsare



treated as oabmes of egotiations betwaesocial groupsrostakeholders. SCOflas many
valuable theoretical insights that deal with the creation and development of technology as
well as speific research steps thatiallow us to move througbur investigation, resech
presatation and analys of the develoment and importanaaf gaming in the military as a

socially constructed technology.

To further explain what SCOT is, it woulke valuable to contrast and conmedhe concept to

that whichstands on the opposis&e, techological determiism. The differene between

thetwov ews comes from the assumptions made abo
0t ec hnol o dly)oAacpringitor-eglsang (@00lechnological determinismasg

rooted in theNesten world post-World War Il. In this period, tehnology, which hadhostly

caused harm and suffering during both world wars, was for the first time considered a driver

for socioecommmic change and industridévelopment like the inverdn of the diesel engine

and the aplane (Bijker, 201).

This viewof technology encongsses two main elements. First, it argues that technological
development and its employment happens artausly.This entails that some df

internal technical lo@i dictates the desigrf technolaical artefactsand systems. Second
development of tdmology determines societal change to a large degree (Kline, 2015; Bijker,
2001]). From this perspeiste, the relationship between technoyoand society is ne of a
superordinate and subordie. Heretechndogy is seen as the ratioreatd determines the
social structure and its values. However, technological determinism was arguexoioebe
dimensioml view of technological developmenthigh does not regsent users but the
industrial setors andts elites. Furthermore, technologiaeterminism did ot incline to

allow social and political interventions on technology anddasinging technological
advancement is pervasive and desiradsvell. This meat to shut off political debatesich

as howtechndogy is used and for whomisg built (Bijker, 2001).

SCOT was the critical response to technological determinism. It moved the emphasis away
from the pespective that only technology deshistory to theview that society and
technologymutually iape eah other (Kline, 2015; Bijke 2001). Pinch anBijker state

Aln SCOT, the developmentatocess of a technological ddet is described as an
alternaton of variation and selectiam(Pinch & Bijker, 1984, p. 411)



Compared to technolagal determ n i dinea shodel of technologyfluencing societyand
science, SCOT works with a muttirectional model, where opinions of various stakeholders
and social constituents are included (Pin& Bijker, 1984).

Understanding that technologysscially constrictedmeans thagjaming techalogy is not
justasimple interactive entity influencing othetsut rathersomething that involves multi

societal layers.

In order b explore a piece of tenblo g ysocial castruction, £EOT uses three resear
steps.The first step is a sociological alysis of a technolgical artefactto demonstrate its
interpretative flexibility A technologicahrtefactis defined by(Bijker 2001) as a social
constructhat people describsimilarly. Analyzing a technologal artefact accading to

SCOT will show thatheremight be muliple technological interpretations of an artefact
instead of just onél’he idea that a piece of technojogan become margrtefacs,

depemling on differentg r oup s & | nt e rBikereefeatbd asiotermetative wh a't
flexibility (Bijker, 2001) The® referenced groups help us understand and finalize this
analytical step because finding and describimggrelevant social groups (RSGs)mportant

in order to analyze a technologicattfact. AnRSGis defined as a group of peoplho have
like-mindedopinions about aartefact These opinions involve the perceived use, problems
and solutionsttributedto the technology. Byralyzing the perceived use,mpblems,

solutions and newrtefads, we carexplain how technology and its psption changes as i

develops.

This variation also illustrates that for example a bike can be seen as useful for sports,
transportation or dangerous and itssgp possible cdificts of meaninghe RSGsassignto
artefads. To keep track of RSGs, probleraad solutionsPindh and Bijkerexplain a model

for the multidirectional view and thismodel will be applied to analyze RS®&ithin our

thesis in Figure {Pinch & Bijker, 1984) Theartefads ae illustrated by bold hexagon
shapes,ite RSGs tak the shape of stadiuntle problems are circles and lastly, the solutions

take the form of noibold hexagon shapes.



Figure 1: illustraion of Pinch and B j k e r @lieectiomal modelsource:Pinch, T.J., &
Bijker, W. E. (1984)The Social Construon of Facts and Artefacts: or How the Sociology
of Science and the Sociology of Technology might Béfeath Other. Social Studies of
Sdence, 14(3), p. 43.

The f£cond research step dewaiish the descripton of theartefacb s  bconstruetion

process which becomes possible as these RSGs become visible for analysis. When

describing and followingthipr oces s, t he kidyz ad a nnmedputase da. roed hdes
process of social catructian diminishes interpretative flexibity as onertefactstarts to

dominate which over time leads to stabilization. A convergence of meaning finally results in

wha t he SCOT t h esurguwhereats neermpretations meetsa sautionkie

stablized anda singleartefactis identfied as a closureBjjker, 2001). Consequently, this

step makes it possible to analtyzwhiaihd expéras
Asur vi v et@meaningsahdt il nuk the use of the technolggAs Pnch & Bijker

mention, the developmeant artefacs descies the fluctuation between variation and

selection where interpretative flexibility could be a cleasstitation of variation, while the

move towards stali#ation and closure shows theesglon pocesg(Pinch & Bijker, 1984)



Finally, the processes stabilization should be analyzed and explicated in a broader

theoretical framework. The goal of the fimakearch step is to explain whesocial

construdon process goes in one directi@therthan anotler. To answer this, the coept of

a O6tecbablbgamedé is applied to the different
frames structure how merats of an RSG interact with eacthe and shape theactions and

thought patternst tan becompared o K ydradigngBijker, 2001) Both concefs refer

to a collection of assumptions, values, concepts and practices that represent a way of seeing
redity for the group that subscrilie them. Furtherma, they subscribe to the issue of
incommenarability. Since each group seesatity differently, he groups might subscribe

alternative meanings to the same concepts making it hard for them to undeestardher

based on their own frae. However,when t comes t o diafadigemisences, K
primarily limited to scientific conmuniies while techological frame can be applied to many

types of RSGs. Therefore, the practice of such a frame influéurtces practice as it is

referencd and acted out (Bker, 2001). The construction press thusvorks ina cyclical

motion from tebnology becoming amartefact then leading to a technological frame which is
accepted by an RSG and back to the beginnirgesigain.

However, what is interéigg about technolgical framesother than its infience ondture
practice, is the possibilitgf pegle having muiple technological frames. This point allows
such members to interact with several RSGs and their tleghcal frames. This can help
formulate alternativesind shape the design of the tealogy.

From the pespective of gaming and ritéry recruitment, EOT6s i dea of interp
flexibility through severahrtefacs will be applied to our data to analyizéhe interviewees
perspectivesn gaming show signof implied RSGs. This might ilktrate veable RSGs

depending on social gups e.g. military personnel and gameand how they would describe

the technology. As a result, we can see if the milgarecruitment strategy and vievisf

with their target group.

Furthermoteé ondstaabliwi @8 42 a be uosighthe hastoricatlangg o t hr
of the perception of gaming technology both within society and military. Exploring the social
congruction process of said technologhould help us utlerstandhie changes that have

happened andre hapening in connection withagner recruitment anghy they are

happening possibly related to one or several domaeraetacs. One element of change

would be the social construction ofrailation technologyvithin the Danish Defence sector

8



Thecone ptt @€ hiwol o g wilt lze luseftil wizemexgiaing the standards of RSGs
as well as comparing the potential impact 8r@RSG could have oanother BSGdue to
memberéconnection to nmeous technologal framesFrom a military and gaing
persgctive,military personnel with gamg experience carpaly both a military frame on
gaming as well as a gamer frame. You can consider the possible influesuwh afiings on
the recruitment mcess and whethet allows hem to formulate alteative or emilar

relatable views compared tioe typical gamer. \& will use technological frames to compare
theU.S. Army and the Danish Defence and what their gameuite@nt strategies allow for

in connecting with the @mer segma.

To some and to uthe interpetativeflexibility is the strongst point of SCOT a& seemingly
allows for a more usesriented model. On the other hand, people criticize whether this
flexibility really is for the peopleisce it can give dention totoo many groups of pedte,

which might minimize the focus and leaih slow decisiormaking.

2.2. Simulation

As these groups try to ascribe meaning to technology through their technolagited, we
want to try and explaithese perceptionthrough discussions of portrayeshlity involved n

simulation and gaming.

2. 2. 1. B asimdlacra land hypeirégk

Similarly,t o SCOTO&6s t e c dinfleehce aniascrption df meammgaaidrillard

delves into explainip meaning through discussion of how people perceixeality.

fi T himulasrum is never that wthh conceals the traf it is the truth whichhever conceals

that there is none. The simulacrum is true. Ecclesiagi@sudillard, 2001, p. 169).

This is hav Baudrillard explans his concept asimulacra To simplify the meamg of the
concept, it refex to something mada the likeness of a person or a thing. From his
perspective, simulacra refer to how society simulatesdhl, meaning hosociety deicts
reality. For example, pictures from siperspectig would wak as smulacra illustrating the

real world. However, Budrillard argues that reality is becoming more and more destabilized

9



and it is becoming increasingly li@r to figure out what is real amchat is fiction. In that

sense, he args for a sppage betwen thereal and the imagined. Whemost people might

see simulacra as a sign that refers to a o6re
a firstorder simulacraa faithful represertation of tie original, or secondrder simulacraa

sign hat is ron-faithful to the original Baudrillard thinkghat something has changed

(Baudrillard, 2001)

If we look at the quote at the beginning of this sectibis said to have been takeonthe
Tanakhor Hebrew bible. Thissiuntrue and ts helpsllustrae the concepts of simulagra
simulation and thayperreal. What he means by this quote is that in a postmodern world,
simulations no longer refer to atual real object like a map refieg to a phce. Now, these
versionsof the world lave gainedh life of their own, their own rdiy that people mibt start

to use as referents. The real thus no longer exists, only competing simulations of reality. His
guote shows exactly thaA versian of reality thatin reality does notepresent theeal, but

e.g.if a person decides to belietrat this quote isaken from that book, it becomes that
person's reality. In that sense, if a person blindly starts teveetine truthfulness of the quote
anddoes noknow that it is fictionthen that infomation midit becone hyperreal, making it
seemmore realthantheeal worl d to the person. Overall,
illustrate how reality and fictioare getting mushed together intlmegthing hypereal where

it becomesmpossible to ditinguishbetweerthe two.

We will discussaruse of Baudrillad 6 s si mul acra | ater but first

consider another way of looking at simulation.

2.2.2. Simulation Games

When we tallof simulatian in the Danish Defendeday, they maily refer o simuhktion

games. To define andjgain simulation gmes, looking at the aim of the game gives the
clearest answer. The aim of the simulation games is teatcthe operational and physical
aspects of ombat which means theliave to authentally stick to stict interpretations of
reality. Basically, sinulations are usually expected to be very realistic. Simulation platforms
allow for customization of missns and the creation of flexibleenaios. Thegame Virtual
Battlespae (VBS) was abléo createand run simulations in virtual ensonments that looéd
almost identical to theneatlife counterpart. Simulators might also mimic the physical

proportionsof the person playing it influenag the gamegy accordingly. Other thgs found

10



in simulation patform shooters could be realistiecoil, bullets dop with gravity and drift of
wind. Additionally, vehicles running out of gas is common and also massd/detailed
maps with lonedistan@ canbat ratler than the weltlefinedshort distanceombat you
would find in FirstPersorShootergameqFPS). In tlat sense, simulators focus on the
physicality of combat, leading to the players learning about the proeedflwar(Lenoir &
Caldwell, 20B).

Il n our thesi s, we wdnulbcraang thd ggnerbl explainatBreoti dr i | | ar
simuation games. Ourme@asoning is that they are inherently rethin the discussion of

realty. Our research has shown thahsiation technology ithe most coomonform of

gaming technology used in the militahgwever, i is generally not very popular amgst

gamers wherentngs such as wayames are quite commaoie will thus analyze and digss

whether these two types of gasalso illustrate tworders of Bnulacra to the military

groups. Similarly, if therés a diffeeence in how these two gaming teologies portray

redity, we will consider what implicationsis could have on gamer redament and the

battlefield imagen the military.Does he perceptin of war differ and will the possible

perceptive diférence infuence the successfulness of miftgamer recruitmdf Is the

hyperreal possibly more appedaito gamers? How might thislate to the RS@rtefacs?

Lastly, the Danish Defencendthe U.S. Army usedifferent degrees of application of the
simuacra of he gamer target group. We will tates into consideation when it comes to the
recruitment stitegy.

Critique of Baudrillard andsimulation games

Before we nove on, let us critique the theolyau d r i | | a r with simuladrancdnsbe t
critiqued of beigy cynical and taking away any argent of truth or relty. Consequently, if
everything is aimulacrumhow can we say anything isaleor make anyalid clams?
Therefore, we use the concepainly as a way to expin the interviewedslescripion of
gaming and simulation technolo@yportrayal of reality kut we do not go as far as

denouncing or disowng thevalidtyof peopl eds perceived real ity
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2.3. Processof Recruitmen

We have discussiheories of technological perceptiand organizabnal pregntation.We
will now consider premus models of recitment in order to discover the influence of
gaming technology on the recruitment process and presensatategy. Intis section, we

will explore two models of recruitment.

2.3.1.Model of Military Recruitment

When cmsidering rewwitment in the ganmig segment, it is important to understand the steps
involved in military recruitment and whether the garsegment mightary from the

Arwagd yout hs whe n enlistmentolonkng though the mbdeld azaibéy

on the sbject of the militay recruitment process, it became apparent that the selection was
limited. We decided on a model basedkoh e U S smecruitménapragsgrom 2003.

The model presents a shatic of thanost influential factors involgd in the reaitment

process.

Personal
Characteristics |

Training and

FPecruiter
Development -

Performance

Technical and FF,.--""‘-
Organizational

Support
Recruitar
Production
Advertising
l-\-\-\-'h
Support s

Propensity 1o

Ervironmeantal Enilist

Faclors

Figure 2: U.S. model of military recruitment, source: Penney, L. M., Horgen, K. E. &
Borman, W. C. (@00). An Annotad Bibliography oRecruiting Research Conducted by the

U.S. Army Resech Instiute for theBehavioral and Socigbciences, p. 1.
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The model is set up in such a way that furthest to the right of the model, wikacuiter

Productiom. This is the endjoal and what thenodel hopes to influengevhich is how

successful th recruite is when itcomes to meeting redtment goals. Movingdo the left of

the model, it i1l lustrates that this product:i
Pef or maandctte oA Pr op ellisssi®g ct oi Eer P etotheoeffarmince 0 r ¢
forth by the indivdual recruiter towardecruiting qualifiel young tal ent whil e
Enlisto deals with the cur rne(PenneyHorgen,&6s i nt er
Borman, 2000Q)

These funtions are father affected byvarious aspects that canvieaa positive or negjive

influence on the effectiveness of the recruitment outcome.

On the side, recruiter performance iluanced by thre factors. Firstthe personal
characteristics refer tolvat each reaiter brirgs to tle recruiting environmentke for

example hownterested they are in the recruiting mission, communication skills and
problemsolving abilities. Secondi T r a i n i envge | aonpdm eDr tb the irgtial traineng
and the sucasive develoment assignce gven in order to prepare timefor the mission.
Simply put, is the U.S. Army Recruiting Command (USAREC) preparing its recruiters well
enough? Last onewolving recruite p e r f o rTedaicat aand Qrganizational

S u p p d refers tothe recruiment canmands information ahresairces, e.g. presertian
andpromotion materials, leads on potential applicants and procedures for keeping and
organizing inbrmation on apjptants (National Bserch Council, 2003, p. 223).

Moving on to factorsnfluencin g fAePrrsoipt y t o Emwloi stact ciwgs fiAmddd er
Supporto and AEnvironment al Factors. o AAdver
advertisiry efforts like avertisements, lad and national campaigns undertakerthosy

military recruitment commad (National Research Couh@003). Before mwing on to the

last one, it is important to dive into the theoretical beliefs of this mBaainey et al

(Penney, ldrgen, & Borman, 200Qjee thesarkt four fators as cotrollable by USREC

and accordingo the theorythesefour should thus be emphasized (p. 2).

The only ones that cannot be controlled are the environmentaildaExamples of
environmental fators are unemployment ratecal popuétion density presencef a military
facility nearby, trditional feelings tward the military, and ratio of military/civilian pay

(Penney, Horgen, & Borman, 2000)
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Overdl, this model ismeant to assist th&JSAREC in their reaitment effats by illustrating

the areas of interest thiamight improve pon in order to increase its effectiveness.

Now, that we have explained the model, we can argue why egec¢hand of wat use it

might beto this report. Inorder to discuss ¢hinfluence dthe newgamer recruitment

initiatives on tle U.S. Army and th®anish Defence, it makes sense to compare the old
recruitment process of the early 2000s and the cureentitment proess. By using thdata

from back therand applyingthe ntbe |  t e redrudneérd pragess, we will be able to
andyze, compare and situss the recruitment changes that have happened to each individual
organization based on interview datad other source Furthermore, thanalysis will helpus
compare the tworganizatios and howhey might contrast each oth&io explain our use of

the model more specificallyt will be applied in its original state for the past recruitment
process buive will also acommodate and traform it to fit thepreseniday process

Ultimately, our ana}sis and contrast in time and plasteould allow us tdlustrate how
recruitment via gaming has influenced and possibly created and added new aspectsoto the tw

mi | i t a&ruitmenspbéocesseanno 2019.
Critique

You could critique that this rodel on tle basis that the DD uses conscaptand thus the
modé would not fit, however, the gaming recruitment strategy seems to involve active

recruitment for the paigon, somethinghat would fit atypical U.S. recruitnent model.

2.3.2 From potenal applicat to applicant

To further elabora on the Danishmilt ar yés recruit ment process,
Danish military recruitment model will be added adlwW&'hat is different between thigvo

models lies ints focus. While thdirst focuseonwhatb ct or s af fect the rec
perfomance andthepggse ct i ve recruitds propensity to en
define and exphpunch besséa thepstags anecruibgeestirough in

the proces of going fran a poterial applicant to an actual applidan

The model, acaaling to the Danish Defence, refers to a recruitment theory that
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fiThe purpose of recruitment is to indluce the poterdi | appl direstot 6s
apply foradmission (sent ampplication foradmissiof) to one or several of our

military educational progr m s(Foésvarsudvalget, 2012, p. 14)

According to their model, a potential recruit normally moves thindiour differen stages
before tley ae ready tosubmit their applicatio: knowledge, mterest, mvolvement and

decision.

This modelis widely based o the AIDA model(Forsvarsudvalget, 2012)his theory of
communication waproposed in 1898y E. St. EImo Lesis. AIDA is an acronym for
Attention, Interest, Desi& and Actbn, the four cognitive stages Lewiislieved an indildual
experienced when receiving a new produdtiea (Pashootanizadeh & Khalilian, 2018)
properly explam themodel, what each phase entailsile/taking intoaccount e Danish
Defence edition, we wilkombine the AIDA tage descriptions from Pashootanizadeh &
Khalilian with an inclusion and comparison to the recruitmeatf@ims the Dasih Defence
in 2012usedand saw as connected to each stdde multipleplatformsinteract with each
other throughhe processes anldi$ also means that a lot of them play a role in sdwtages
(Forsvarsudvalget, 2012).

@
abp

’ POTENTIEL &
° ANSO
Attention o oo

Kendskab
Interest

Interesse

Desire

Involvering

Action

Figure 3: ADA model and Daish Defence recrtimentmodel based on AIDA model, source
Forsvarsudvalet (2012) Notat vedr. forsvarets rekrutteryspotentiale sanforsvarets
nuveerende rekrutteringsvirksomh@keport2011-2012), p. 15.
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To expl ai n t h eusedfahe mesdendihedryedehmik thesrecruitment
effortsare orgariedwithin thestages atiwing them to keep track of the eét of various
reaquitment platforms. The reason behind keeping trdckauitment efforts lies in their
applied theorywhich states thtaii t h e ¢ cetrlitneent efforss should have a batzed
effect oneach stage order to move the potential dgant (translatedjuote from

Forsvarsudvalget, 2012, p. 15). 0

The AttentionStageis compared to the firstep d the cognitive hierarchy where weedto
attract and keep consumer atten. This stge is abotipromoting the product in orderrfo
the person to lm®me aware of the brarfBogost, 2007 in Pashootanizadeh & Khalilian,
2018).TheDanish Defence carectsthe Attention Stage to recruitmguiatforms likeWeb
and Mobile recruitrant and marketig as wellasthe Danish Defence Day, whicha day
where youg men go to a mandatocpnscription dayFurthermore, @mpaigns and school
counsellors help creapmsiive experiences with the Danish féace.These platforms all
involve attacting attentia and intoducing potential applicants to tBanish Defencets

possibilities and itslifferent educational programs.

The Interest Stag#eals with drawing thattenton of the consumer. Buildingaaed e r 6 s
interest can come as a consequeof the medigof information or providing a solution to a
certain problemBuilding awareness is bedone by explaining the product and its benefits
(Pashootanizadeh & Khalilian, 2018) the Danish Defence, the interesdge is illustated
through recruitment platforms likiirs, schools and orrgations practical trainee work
conscription; events; Web and Mobile recruitmand marketig, and th&CRM database
(figure 8). Thee al seenmto involve explaining and showgrthe benefit®f being n the army

to the person which shtulincrease intew as is described in the AIDA model.

The DesireStageinvolves the majorimpoatn c e o f a ityaorcleatetaneedfos a b i |
their product. This step is essential since s&lla productdpendsoh he mar ket er 6 s a
to provide acorrect solutiorto a problem. In that sense, it entails both motivating the

consumer to own a pduct and successfullyezating the needwithin the consuer.

However, this is also the stage wlehe consumenight esgcially doubt the validity of
yourargumentation andromises, making it harder to convince pedpladiyati, 2016 in
Pashootanizadef Khalilian, 2018) Whenit comes to hw the stage can lione,we see the

same recruitment platfms used as ithe Inteest Stagehowever while introducip Al nt er n al

Recrut ment 0 as an extra option (figuoms,4). To
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recruiting via fais and schoolsllaw both the handeer ofinformation to explain the

prodwcts and their énefits ba

so f i ndi ntlge cansumer thraly distussior | t 0

of interests with the potential consumer and motivating the person

Last step of the process the ActiorStage. Here, the ankete is creating the next step in

purchasingand usg saidp oduct .

Her e,

gointeshoutdsbe dfieatizeng 6 s

the purchase by determining the consumer consequentindet the action of the

acquisition (Ghirvu, 2013 in Pashootanizad&tKhalilian, 2018).The Danish Defence

connects thistage to ampaigns, Web and Mobile recruitntemd marketing,nternal

recruitment, events, the Danish Defence Day, conscriptiothen@dRM database (figure 4).
To link this to the Danish ® f e n ¢ mifinsnt work, ¢he Action f&agemeanddentifyingan

applicant and thenleadng them to the actuapplicationtoth® a ni s h

programs.
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We will use the model as a pillar to explore the megoruitmentplatforms connected to
gamer recruinent. While the other model invas moe factors influencing the proceskis
one deles more deply into what seems to be the pees of increasinthe propensity to
enlist as referenced in the Americand®l. This ivolves taking the information gainéwm
the interviews of both mil#ry oganizations and connecting themtiened recruihent
platforms involved in gamer recruitmerithis will allow us to map the recruitment efforts
made by putting them ia AIDA modeland transforming the generic modiaio a model
more specifically baed onthe gamer recruitment processlo¢ U.S. Army ad the Daish

Defence.
Critique

What is somehat problematiclaout this model is its application of the AIDA modeloitly
leavesroom for outbound marketing, showipgople what they are interested indead of
considering inbound markag where theyind youbecause you are what they are iested

in, the typeof marketing you might find on Twitch and YouTube.

24. Brand

Moving on from recruitment theory to Aaiks brand identity system, itugorth noting that
we will use the mostignificant patr Brand Icgentity Model to keep focus on posk ways for
potertial observers to view the DD. This will be according to foundrdassifications.

TheBrand Identy Planning ModelAaker, 2002)ktems fronthe book Buildng Strong

Brands that was first published 2&ars ago. The bna identity model is broad in its scope

and long in its trajectory because it needs to fathom ahpially relevant brand aspects of
thebusiress while also taking the plangiprocess of & brand fom its infancy to

realization intcaccount. In thatense is the model very applicable for the manager who
wishes to have theoretical assistance for atjmal process. For the academic whiskesto
anal yze a gi v eéidentitydsinmptanacgsarsy relevamat to use the whole

model. Therefore he focus will be on the Brand Identity System that can be characterized as
the core of the model wheethe business maps out its identitygt teking into account its

external emironment or tle plan foimplementing it.
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The Brand Identit Planning Modelstrongest feature is the Brand Identity System that can
be described as a framework for explorinded#nt perceptions of the brand andtla¢ ame
time making a distinction beten what is tb bearingcore of the brand, so to say the BN
and what is thextended bran{Paker, 2002) The extended brand can be managed and
changed acording to chanmg strategy, theorecannot.The extended brand consisnore

or lessof four categories that are not mutually &xgive. The brandan therefore consist of

all of them and change in the eyes of the receiver.

The first category is BindasProduct that entails a brandifhg peceived as the products it
sells.This is not tyically the case for a business with a diviéesl range of prducts as the
customer can have a hard time pinpointing the essence ofghie bueffersgs.
Furthemore, the brandwill be bound up orhe prgmatic characteristics of the phact. The
secom categoryis Brand as Organization that dealith the brand éing perceived as the
gualities and characteristics the organization shows or stands for. The thiahc8emd as
Per®n attributes thbusiress with human personal traithelfourth categry, Brandas
Symbol, deals with symbols thedn identify theorganization, typically this will be a logo
but it can in principle be anything that will make peoplealidbe brand Aaker, 2002)

Even thoughhe greater planing modeis thought out for the businesying to improve s

brand, it is still relevant for the academic who needs to evaluate a business or organization on

the ¢able conditionsThe point heresthatthe organization in focus, i.the military,is not a
business as such. It is a state gnifitat is trusteavi t h t axpayer 6s money to
and offensive capabilities on behalf of the nation statmdfwere to allowservice to be

classifed on the same terms as a prodtiet Brand Idetity Sysem is able to incorporate the

Danidh De f e n c Ehé BanighrDafenck.is delivering a service to the Danish people and

as an organization it can be revielmn all four caggories to determe the most dominant

now and historiddy.

Critique

The modein general is best suited to useorganizationghat can be considered as a silo.
The Danish Defence can be considered as a multidivisional businesseablersubsidiary is
a military branch that holds its own brand. Furtherneg the modeld relativédy old, but the

concepts are more tess timeless.
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2.5.Legitimacy

In the previous section, we focused on how an organization can be viewed by aneaudienc
according to diverse andngibk clasifications. In thissectionwe will present mehanisms

for perception that leao legitimization.

Suchmats (1995)inclusive article on legitimacgollects the prominent academic work on
legitimacy that resultsiia hdistic framework that opengp different brms and usages of
legitimacy.The legitmacy conept takes root in the convictionathorganizationsannot
demarcate themselves from the society or the environment that they are submerged in,
thereby defimg legtimacy as something that aeesfrom an open system. This further
entals that tiange or eolvement comes from the cultureattdecides on adéipn of

technology, not the other way around where technology decides cbitnalia.

2.5.1.The concept blegitimacy

Justificationfor existence is thessence of legitimacy. This obtined wherthere is a match
between for exanig an organizatio and the environment in which the organization has to
navigate. The degree to whicketmatch is successful is natlp dependent on atitiveness
but also uderstandabilitf{Suchman, 1995)rhis broad defiion has to incqrorate a
temporal aspect to legitimacynforganization's legitimacy is reliant on adk record while
at the samearhe nurturing that trek recad in the preent to always come out looking gho
This fdls in line with the dynamics of éhconcept, wherthe legitimization process is
accessedérm t he observer 0s phleingepabiatedd mysemawtain | e t he
performance while Idang forward (Suchman, 1995)Therebre, it is important that the
entity documents itsgrformance so that the observer can nmaakealified judgment (page
6).

Two differem views on legitimacy

The insitutional view, on thether had, sees ldgmacy as the DNA of an organizatio
Legitimacy therebyormsthe building blo&s on whichth@ r gani zati onds bel i e
cortrols the philosophy and consequently theadiof the organizatiofSuchman1995)

This DNA becomes the standard levekatellenceéoy which the organization is examed
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and judgedipon by the external environment therétg organization is held up to its own
presetexpectations. The two viewsahSuchman in this acte tries to balancéetween can
be seen as eitherappective® Al ooki ng i noeoe fNl ookCcnguaonso
for the institutional vi ew (Suchmanf®9)oki ng out o

2.5.2.The three concpts oforganizatioml legitimacy
Pragmaticlegitimacy

An important aspect giragmaticlegitimacy is what aabe calledexchangdegitimacy. It
takes point of departure in the notion of close stakehsldeferred to here as congénts,
who arevisibly affected by the omnization's actions. This exils thatconstituents are

actively surveyingand engaging ith organizations when relevaf@uchman, 1995)

When an organation involves a constituenttively in itslegitimization work the godis to
obtain moreeciprocd legitimacy. The poirt is to include the paof theexterral affected
environment in the policy work that will have arfluence on thenfSuchman, 1995)The
organizatbn will thus have to relindsh authority to better mitafe risk asociated with
legitimization and Wl consequentl share responsibility with the constituents even though

theconstituent is not legally liables such, thiss what influence legitimacgntails.

The third andess prevalent aspect pfagnaticlegitimacy is dispositional legitimacyere,

in the g/es of the constituent, organizations are depicted as pkeslogntities that carry
human taits such agtistworthiness and reliabilifSuchman, 1995)rhese humatraits can
serve as a safeguard againsttliatacy erosiorbecause these personality traits are relatively
stable.

Moral legitimacy

Whereas th aforementioad pragmatic legitimacig concened witht he consel-i t uent o
interests in retion tothe orgaizations doingit is the oppositevith moral legtimacy that is

concerned with the welbeing of society as a whole. Moral legitimacy is abmeiét is right
according t o nawhatis gobdyobpsefable tb thesirfdisidual.
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One apect ofmoral legitimacy isconsequential lagmacy, which builds upon a sort of
measurability. The point is that through technical standards definedbyone cameasure

an effect on somethindy. is, therefore, possibleo say something about the efts on given
person or oject with the hgd of an undersindable measuring system, the principle is that the

organization is measured and judged sraittiondSuchman, 1995)

Procedural legithacy is a significant aspect moral legitimacy becausd concerns itself

with practicaland open conformity. The opportunity for legitimization lies in the somewhat
public behaviow of an orgargation. If the organization adtsppractces or procedurdgbat

are highly esteemed bydlexternaknvironment, will it improve its yblic perceptio and

gain legitimacy. The organization cannot just adoptl@haviourthat is generally reded

in highesteen{Suchma, 1995) Therehas to beongruence betweehd purposand the
subsequent practice of tbeganizationm question.

Structural legitimacy differentiates itself from procedural legitimacy by noigbencerned
with the acts that result in leghacy bu rather the striuaresthatdetermine the prockires

thatwill eventually lead to more legihacy (Suchman, 1995)

Personal legitimacy, the final of tingoral legitimaciesentails anndividual who most likely
is a kader taact on the organ&t i on 6 s b e therpefsonachatisma ds a game r

changing facto(Suchman, 1995)
Cognitivelegitimacy

Comprehensibilityvith regards tdegitimacy takes gpoint of departure in the chéaand
incomprehensible wad that the observer often fis hinselfor herself in. The same
principleapplies to orgnizations in the eyes of the observers or constituents as they have
been referred tprevioudy. Becausgas with the rest of the worldrganizatios are also
subjed¢ of incomprehensibility. Obseers will try to make sense of the world and
organizationabehavioumwith the aid of cultural models and their own belig&sichman,
1995) This should subsequentlyuse a cogitive legitimization process in the mind of the

observer.

fiTaken for grantedrefers to a cogitive legitimacy concepbest described as permanent
organizational solutions. The key is that larger peotd are helth check and are therefore
no longer visildle because orgarazions keep them g&uchman, 1995 Consequelty, since
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organizationsare keeping the problems outtoh e o b s er v e r Gle consequencet i v e

is that the obswer takes the solution for grizal.

The kst aspect adogntive legitimacy istemporal éxture It makes a distinction between
acts hat are episad and initiatives that span over a longer period of {iSiechman, 1995)

Su ¢ h nsavaorkbonlegitimacy is deal to ucover the dualityf legitimacy on which old
stae-run organizations such as the UAmy ard the Danish Bfence has to balance when
trying to be perceived as legitimate in the eyes of their respestiernal adiences. Both

or gani z aand tleempgottanaof) uphobing the sovereignty of thenespectivenation
states entails that theyrche accessenh the ground of the institutional view. This means
that the organization can be analyzedtmdrounds o#vhat it already paesses of internal
legtimacy and on thether hand can it also be assed onhe strategic view because the
Danish Defence stilhas to follow the times and stay relevant. It can be expected that
strategic legitimacy ishe only way ¢ innovate the already existitggitimacy The existing
legtimacy stemming from the org&ation eferred to as organizational legi@cy can be
used to uncover the multilayer legitimation complexity that exists around significantly unique
organizationsuch as th&).S. Army and the Daish Defere. The Army starsifor
something in general bidtstill means a lot of different things #olot of different people and
it is still innovating, hence the legitimacy theory will be used to get a pletre ofhow an
organization is potentilgl accesse by its externagnvironment.

Critique

The theory is lest suited to accessganizationghat are reliat on legitimacy from an
external environment. It can be argued thab@anizatioras the DOis not relant on
legitimacy from the exteal envirorment because it indispensable as a poliéarce or a

paliament. The law is the legitimacgnything ele can be considered as opinion.

2.6. Isomorphism

In the following section we wiljo into deph with isamorphism, whictconceris how
popukbtions oforganizations crea professional fields. Thikeory isincluded with the
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purpose of lateassssing how niitaries can potentially create professional fields amongst

themselves.

Historically, seveal isomorplrc strains of organizainal reseach existthat deakwith
homopgeneity in structure, cultearand outpt (DiMaggio & Powell, 1983) These earlier
studies are integrated in DiMgg o & dRleavyenhithds develope as a methd of

analysis for organizationéklds.

The theory is primally concerned with explainingomogeney within organizational fields,

not the lack of mmogeneity. Organizational fields are in this context meant as professional
entities who aggigate a fiedl due to the demarcations withagards tokey suppliers,
resources, product consumensgulatoryactors and organizations that corgpeith similar
services or products. As such the method is therefore focused on uncolvenvitple range

of relevantentities that form the organizatal field, whereas the eagl strains of research
were mly occuped with either competition from thgopulation pespective or the network

perspective concerned with interaction among diffeemtities(DiMaggio & Powell, 1983)

According to the theorythese organizational fieldsin onlybe determined with the use of
the method activelyThe method seeks to define a given organizational field trough
Aempinmveaesatl i g astbasedrhe falowdhg four criteria: Firg, thereneeds to be
an incease in interaction among argzationin the na yet established field.e8ond,
emergene of clear signs alomination or alliances. Thirdacreasing amounts of
information that theentities wthin the field must deal witi-ourth, the entities within tle

organizational field mustdzome awas that they a bound to the samafd.

A potental field can be considered established if it meets the four criteria described above.
The field can béased on competition, the statepoofessiam (DiMaggio & Powell, 1983)
DiMaggio & Powell are not primarilgoncerned witltompetitive isomorphism buwtith
institutiondis omor phi sm t hai r o anvherecorgaizatiors evemrtually end

up being costrainedoy the environment that they theehges have cieged aroud them.
Institutional Isomorphisnsitherefore nobnly about organizatiodsvish to captte markets

and resources, but rather the legalization and politee isomorphic change occurs thgbu

threenot fully demarcated mechanisitinat will be coeredbelow.
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2.6.1.Coerciveisomorphic chang

The pressure by whicthe coercive isomorphismasarried ot can be either formal or
informal. The pressure stems fromganizations that can exertliménce oma given
organization because of its dependemcéhe exding organization and from the sety that
the organiztion is embedded in. The peese itselfcan be exerted in different stylsgch as;
force, persuasioar invitation to join in colision(DiMaggio & Powell, 1983)The pessure
can be regulatory in thesge that government state demandscertain behaour or
practice according to a legal frameskoThis entails regulatianthat are laid down with
resgect to enironmental pollution, taxation, financial repiog or ldbour market laws in
general. Thespressures with a paiial origin have two sides fiti the first isthat politicians
are isolatd from their actions so th#éhey cannot experience thiéeets oftheir own
legislation. The second side is tlia¢se legilations are applied so broadly titaaffects
multiple categories of organizationthus deemig the legislation both less adagtiand less
flexible. Therely, states that are shaping tlegislaion arealsoshapingorganizational
structure(DiMaggio & Powell, 1983)Suppliers ofitility services or other dical
infrastructure will alsadletermine how the organization can operat# in a stringent way,

butas an indect pressure to conform.

The phenomena do nonhly applyto actors within population or witn networks with
asynmmetric power relations. Thegssure cabe applied on subdiaries by the mother
organization. The gsnmetric relation here is forahand eplicit. The ownership control
gives coercive ismorphism gragmatic character whereas thermive isomorphic prasire
in the conformity forms best desded as a bottomp adaptation. This bottorap
adaptation cabe a necessity as seen abawth telecommunications and infrastructure and
the otherside thatan be compared to the wish ofifig in with the ong, one wisheso be

associated ith or seektheapproval of(DiMaggio & Powell, 1983)

2.6.2.Mimetic isomorphicchange

Whereas theoerciveisomorphism aboves idealingwith authority, mimetic isomorphisis a
way of dealing with unertainty for the sake of fiess. The nmetic process is dékerate in
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the way it consciously seeksramic aspects it findsuccinctenough to incur positive
change. The problem thi this isthe lack of guarantee that the tating company has with
regads to its imitation leadingptpositivechange. This is todbexpected, what is not to be
expected ishe unique results thaain be peated when one unique organization is trying to
copy aspets of another unique organizatiow, h s @ractices are createda historic and
complex maner. This nakes it difficult to decipher what and how something has vabrke
previously. Butheeffort of mimicking the unique prsetting of a given orgazation dows
for a unique result that camtal innovation(DiMaggio & Powell, 1983) This unintended
innovation can off course be a force tratders trivial mimet behaviarr redundant. With
the broad sense of uncertgimnd miméc behaviourin mind is it easy teeewhy young
companies tentb model themselves on aldsaexistingcompanies. This act of modelling is
an inspirational act fahe quest of legitimizegon fromthe environment rather than being

accepted bym e 6 s lagswhorganizations.

2.6.3 Normativeisonorphic change

The finalisomorphic change conceptrisrmative pessure that takes point of departure in

professionalizatiorProfessionalizabn in ths regard has many angles to it. Members of an

occupationcan seek to control its frame byttsgg a standarébr whatit takes b be part of
that professionProfessios can as such stand out in their own right and be changed by
isomorphismDiMaggio & Powell, 1983)One ha to be awre that individuals cape part of
botha specialized profegn and e organization they get togetice the@ profession within.
This distinction is in line with the &h of educatioasa gualantee for fithess between the
individual and theontext e or she is to work in. This is coected to the idea of
professionalgorming networks between orgaationsthat will result in ideas being shared
within these networkéDiMaggio & Powell, 1983) This will hypothetically havean

isomorphic &ect as the ideaare implemented as a resaf netwak interaction.

The hiring ofcandidatesis, as described above, heavitifluenced bythe educational

backgroundhatis instumentalfoma newl y hi r ed dinmol pofgssi@adl s
networks(DiMaggio & Powell, 1983)If the candidate is n@ccustome with a given set of
norms is it common to take the new em@eyhrough a saaization proces that can entail

everything from physi&l appeanace to usage of vocabulary. Thiskea it easier for
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companies to souecfrom both industry and predsion taeither uphold the status quo or

change.

Industry configuring eents are arenaghere theop ofthe hierarchy can manifest their
positions and theeby uphold or shape the criter@ Success. Such events further seas
gatekeeping tools in diging whois allowed to attend a given setting and achieve

advancement hin that settig (DiMaggio & Powell, 1983)

The theoy of isomorphism has to beeseinc onnect i on wwdrkon Suchmanno
legitimacy above that distingdnes betwen an insid®ut look and outsidén look, and

different waysof obtaining legimacy.Thi s i s not the casekfor Di M
that isconcerned with how organizationsnstruct professional fields becauxfevarying

pressures. Theserceptuapressures can help explain the drive behindiweish Defence

and theU.S. Army gamer ecruitment activities. The point being that trganizato n 6 s

professional environment iscause for change, not the generdlmuor customers. An

organiation will look to its peer for concrete inspiration onahto conduct self. The

mechaimsms thasspark this change will happen through one efttinee clanges described

above.

Critique:

As the theory is concerned with pogtibns oforganizationgnd he formaton of
professional fieldst was not originally intadedfor investigating nlitary organizations
because they hold a sort of statectimmed maopoly in any given natiostate This entails
that the theory has teladjustedo foster interestingnsights The wgy we do so, is by
exploringpotentialsub ppulations withina givenorganiaion.

3. Methodology

The following chapter wilktart wit abirds-eye view explaiing the scial constructionist
paradigm as it governs the following narrowwfgocus Thisleads us to the research design
section where we will cover aspectstthave leen imporant in crating a pragmatic funnel
from the bird-eye view to correte pagmatic casiderationskFrom here, we will go through

data collection and especially focusinterviewing as a method, because it is our primary
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first-hand data saue. Therefore,we will disausshow the interviews wergeated wih the
research tool Nviv 12. In addition to the interviews, wikave also gained primary ddtam
a focusgroupinterview, whichwill be elaboratd upon.We will alsodiscuss
limitations/delimitatons.

3.1 Scientific/philosophical background

The philosophical standpoint and sitific background for this paper is based on the social

constructionist paradigm. The reasanfor this decision connects to our problem statement:
How is gaming prvadedn the Daish Defene with regards to recruitnm and traning?

We base our papendhe asumption that gaming technology has different meanings to

various social groups.

Ther are different Social Constructionist theories but according to VBign(1995), they
generallyshare certain common assutigms. Wewill quickly go through sme of these

assumptions mentioned by Burr and explain their influence on this paper.

First ofall, social constructionism argues how language is used to represevartd
Consequetty, the way we talk about the worl@identities, social relations, ettsand ofects)
do not illustrate a neutral reflection of our world but rather langymaysan active role in
creating and changing(@grgensed Phillips, 2002) Such an assumption hightits the
importance of language focasd anbyzing the language of our social groups to understand
how each one activelyies tochange thartefactor at least how they perceive tagefact

Secondwe al® understad the wortl, the categories and compte we usgbased on our
historicaland cultiral background (Burr, 1995). This means that notions change over time
and these natins can be specific to a certain culture. Simply, all ways oénstahahg

depend on theontext méing them historically andulturally relative. Therefore, this

assumpbn makes it clear that the way groups understand the world depend on their cultures,
both national and more immediate cultures, and the historaed mhtime that can irfluence

the popularity of gamindJltimately, conparing two military orgamationsbased in two
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different countries should be done with the utmost care. Gamers inShardl Denmark

might be different.

This somewhatonnects to the thirdssumpbn, which mirrorssocial construction of
techndogy (SCOT) where knowledge and satiaction supposed to go hand in hand. This
means that descriptions or constructions of tbddwsustain some patterns of social action
while others are excludeddding b certan constructions gaining hegemony. Théuence
of such an assumption intraces thgossible domination of certaartefacs and how our
methods will have to focus orodhinating words.

Lasty, with the social construcnist approach, theiie anassumptn of antressentialism.

Since the worlds creaté through social interacththerese s no 6éoned truth. Ttk
paper wi l | not be a lriswerto tbe rggeanctequestiod butn al and i
interpretatios. The answer will beelative to thereality perceived by the reader and the

writer. However, hopefully it willbe ableto shed light on how the US and Danish militaries

create meaning around technologyefation to recruitment.

3.2 Research Design

Exploration and inductie progession

Thereport is designed with an inductigpproachas the report is not imeled toexamine a
hypothesis. The reason for working inductively with the report is becheseis, as far as

we understandjot muchprior academic research onlitairy recruitmentaided by gaming
aspectsTheacadent articlesavalable such assmith 010), Macedonia (2008,

Macedonia (200). Huntemann & Payne (2009) mainly explore U.Sitary use of

commercial video games and simulation training of solders. Havever, Hutemann&

Payne and Smith also explarglitaryvi d e 0 g a me s Gorrecsiigmeraand a t o o |
development of future soldiers. However, little exploration has been alwout the new

gaming recruitment initiatives espalty in Denmark. Outhesisis therely explorative in its

nature.
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The repor sets outo primarily explore th®anish Defence and how gaming is pervaded in
its recruitment and training. However, in ordemproperly answer this question, a comparison
is made between the Damdeferce and anther military, the U.S. Army. This desion is

based on two militarigsimilar new recruitment endeawos and comparing the two will be
beneficial in order to mordearly show the perceived impact of gaming on thei§han

Defence.

Sources

It is clear fom a quick outsider look that the Damidefenceand the U.SArmy are optig
for different strategies that are rooted in different contexts. The primary focus besig is
the Danish Defencevhich ispartially due to practical restrds ofobtaining rew primary
data through our intervienand obs&atiors.

With the authos proximity to the Danish Defence and connections within this military
system it is ideal thahe new primary data is obtained from this system by the authors.
Another sigificant reason br obtaining new primary datanghe Darnsh Defence is that there

is o sulstantial public information on its history with simulationaorits current work wih
gaming themed recruitmer@n the other handhere exist a fairly large nuniber of hisbrical
sources on the United States rh i twark with Smulation andts relaionship to the

gaming industry. Thereby, the literature@®&.mi | i t ar y 6gaming and Eimwaiion h
industry has served as the empirical foundatioriddher researcinto the Danish De e nsc e 6

historicaland curraet work with simulation agh gaming

Access to information

One mightthink that researching military affairs and gaigireliable and fairly unfiltered
information would be difficult. That auld namally be he cas. In the case of recruitmertt,

is notso. Reruitment is a pubdi activiy, which mean®ne has access toet conmunication
efforts that aréargeted towardpotential recruits and cadets. The corresponding strategy and
the infomationbehind thepublic recruitment efforts is fairlpaccessibléecause the military

hasto convince the tax paying public that it has spigs resources responsibly. Obtaining
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inffor mati on on The Danish Defenceoasdificaile of sim
becaus theypurchase from a market thatnst presared by confidentiality. fie techology
is often available for the civiliamarket and the military versions arot thatsensitive to

outside scrutiny before they are implemented with aiSpenilitary sub-entity.

Connecting to areas of reseeh

As the report is explorativet is difficult to stay strictlywithin the realnmof gaming and steer
around simulation. Thevb topics are deeply connected when one looks under the surface.
From tre outsde the twaareasare not as such connected, With the rew initiatives from

both he U.S Army and the Danish Defence, it would tesatisfactory to demarcate the two

areas ugront.

3.3 Data collection

Based on the scientific baakgind d this stug, wehave used common methods cortadc

to this. The data was collectég the e of various qualitative methods. Social

Constr uct ressantiatismerspagenatgies against aspects of one cotreth.
Consequently, this sty will always rellect sme sort of bias and our answerthe rsearch
guestion is positioed to e tentative. Quantitative methods are used to measure something
physical. Accordingd Nygaard (2005), these methods are uswalhnected to positivism

where the mtology ses reaity as something palpable arttetparadigjpgdé s epi st emol ogy
basedon the dea that you can reach knowledge via precise measurements becoming equal to
valid knowledge (p. 3633). This does not really lett a social constructioniperspetive.

Froman epstemological perspective, thiseans thiayou go from subjects tpositiored

knowledge Understanding the influence of gaming on the military and the peroegitio

gaming is subjective to each individyserson and his/heituatian in the relevant
organkationsthatwe are investigatig. Belowwe will present our methadogical process in

detail.
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3.3.1.Interview

The primary sourcen this thesis is the terviews. As the thesis of an exploratory natuiie
is natural to coat on nterviews as themaintype ofprimary sourceThe intervievs allowed
us to go into dpth wih a narrower focus as we progressed through the interviesucton.
This meant thathe interview questions were kept semi structured and prepared joist bef
corducting theinterview, as to keep the questiomgs to datewith the progression ohe
thess. Furthermore, using interviews will also allow us to arealywe answers and word
choices based on Social Constructionismelation to the interviewesdperspetives on

gaming technology and what it meanstteem and gnerallyto the military.

We enckd up with six interviewsAnders Bech, Ronny Vossen and JilimAndr easenos
interviewsallowed us to explore the gamer recruitment process and similar aspéets

Johnny C. dnserand Niels KrarugHansen had eghsive knavledge on simulation

techrology ard its use within the Danish Defence. Ryan Meaux was our ciosnta main

source of iformation about the &. Army eorts program. This split between prafemals

working with requitment or simulation was inteled as avay to better obtain cleatdata

where the two subjects were not intermingled.
We identifiedthese people on the bapkund of online articles and press releases. All were

willing to partidpate,except foran addtional interviewee who declinke AndersBech

facilitated the contat betwen the interviews and the authors.
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Name Tiile Interview reasoning
Anders Bech Major and Head of Section of the | He 1s in charge of the

Danish Minstry of Defence’s MDPA’s recruitment
(Appendx A)

Personnel Agency

marketing and the person
who appointed Ronny

Mossen.

Special consultant

In charge of the MDPA

(Appendx B) gamer recruitment project.
Jimma Andreasen Leading Psychologist at the Conducted the DD's

MDPA experiment on gamer specific
(Appendx C)

abilities and their usefulness
in the Army.

Niels Krarup-Hansen
(Appendix D)

Semor Advisor at the Damish

Extensive knowledge on
simulation tech use in the

DD.

Johnny Clemen-Jensen
(Appendx E)

Senior sergeant at Jutland

Dragoon Regiment

Implementer of Stecl Beasts
and knowledgeable on
sumulation tech

Ryan Meaux

(Appendix F)

Semor Sergeant for the USAREC

One of the founders of the
U.S. Army eSports program

Table 1: Description of interviewees and iniew reasoning.

3.3.1.1 Interview phases

In order to successfulgnd effectiely gainthe krowledge we need to systemize our

interviewprocess.

First of all, we will plan and conduct the interviews by cansting an interview guide and
following Steirer Kvale'sseven phasg¥vale & Brinkmann, 2009, pp. 12P23). Theseven

phasesnvolve:
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1. Themaizing

We will determine the purpe of eaclindividual interview baed upon or research question

and the expertesof each interviewee.
2. Designing

We will desgn the interview, decide which format to use, which questions tarakky to

determinehow long the interview will be etc.
3. Interviewing

We will conduct the interiews with the respectivanterviewees.
4. Transcribing

The transcriptions will be used for datollection and linguistic analysis in order to find

meaning relaté to simulaton and gening technology. However, for our analg to beas

effective as possibjave will leave out unnecsary aspects of the interview like social

interactions notlinkett o t he topic, pauses, filler words
interviewees couldat answeland ® on. The interviews can be fouad appendes attached

to the thsis.

5. Analyzing
We will analyze and employ the information obtained in the interview.

6. Verifying

Verifying an interview means to determine the validity, relipgind geneteability of our
interview f i 0808)iwayghsheckikgwedidbiktyds $o cle@how consistentte
results are across interviews and validity refers to whetlkeantbrview investigates what it
was set out to investigate (p. 10€pnsequenyl we mae sureto verify how common our
resultswere betveen interviewees and csider whether we investiga&d the subject properly

based on our analysis of the interviews.
7. Reporting
We will report the findings and apply them in the condosif the theis.
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3.3.1.2 Interview format

When interviewng, we hae chosen to apply theami-structued interview format (Easterby
Smith, Thorpe, & Jackson, 2008, pp. 1¥45) Generdy, a semistructured interview is

based on some predetermined dioes, whilealso givefreecom to adjust the order of the
guestions, ad additional questiongich as clafying questions or comments to minimize
misinterpretations and miscommunicati®uch a structurenables the interviewer to form

the interview basedn the actuigphysica interview situation rather than onbasing iton
presumptions. Thishould increasethe chance of gaining a better and broader understanding
of the interviewee'sgnt of view while also limiting the interviewer's bias by allowing

clarifying stitement®n boh parties.

To explain more spedtfally howwe incorporate thisdrmat, wedescribea set of around five
pre-established questions per interview. These questidihbe based on the research
guestions and what we think eachemviewee carelaborateon. The reason for doing so lies
in the uncertaity of how long eachgrson may hee time to talkasthey might have other
engagements later, but also to allow timéorm the interview with follomup questions
based on the receiganswers. Tis freedan to form the interview will fit well with the
samewhat limited knowlegle we have oncerning the use of gaming within the Danish
Defence. It allows us to change asgan more knowledge and explore the research topic.
However, whilea limit on pepared gastioncould lead to less thought thigiuquestias and
doubts about wdit to ask n&t, we believe the positives outweigh the negatives. On the other
hand, to minimizesuch issues, we will make a list of a few extra questwhih can be

appliedin case bsuchissues.

3.3.1.3Nvivo 12
We gply Nvivo to this thesis due tiis many reevant capabilities.

First, it will allow us to store and organize our setmuctured interviews. Due to the fact that
we have a good number of inteaws, six tobe exactwe tiought it necessary to keep them

systematially. Generally, havig a lot of qualitative data can make it hard to make sense of
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the data without having a prop@search tool. This is one aspect where Nvivo will help us.
Secondjt will allow us to moe easy categorze and analyze our tda More precisely

Nvivo allowsus to sorthe data by themes or attributes. This is useful in the sense of our
chosen scierfic backgroundhatrelies on generalizing and finding trends ingaage. In

this thesisve will mainly apply the word frequendgol to acontent analysis of the

interviews in a similar fashion as seen in Tackney, Chapell, & Sato (2017). Furthermore, in
some partsve will apply the illustrative tool of cluster analysmstandem witithese wed
frequencies to find otherwise hidd&ends.

3.3.2 Focus groups

In addition,we will obtain data via the use of a focus group. The reason for this was to get
same data from indinduals in the DD that were not working with re¢nuént or simtations.
One ofthe problems with interviewing people tlat are professionlgl connected irthe same
organisation is that one might get a @ged story. Thissiwhere thedcus group comes to

its right. It will bring perspective to the datatained though theDanishinterviews.

The perspective weill get is heavily influenced bthe contrbutors of the focus group. The
contributors are all frorithe Danish Home Guard. Ti#ome Guard is a $ubranch of the
Danish Defence and it is commanr former prdessionalkoldiers to enlist in The Home
Guard vhen they ster the civilian job miket. Thisis also a reason for the varying degree of
knowledge and a diversification in knaglge depending omhere, how long and on what
level the given sol@rs have seed. Thisdiversty should bring a ma holisticcritique d the
MD P A éfforts.

Furthermaoe, the interviewees should also be more or less in the gamer segment. They may

notall live up to thecriteriaof seven hours a week of ganegp the MDPA set fortheir

ganer definition But they all have a higty of gamng. The fact that thegre no loger

incorporated in the 3 main branches of the DD makes them willing to make estéddmat

the interviewees might setiensor. Adding to that, it igkely that he focusgroup

contributors are more or lessthre targegroup for the Danish gaing initat i ve6s pr ogr a
They have graduated high school, they have a military backgemahthey game, so they

are qualified ® make enlightened statementsthe subjetc Becaus of the relativiy high
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knowledge ontte subjectit wasdecided to askpen but pedetermined questions to keep the
interviewees on tack but still leave space fqulering personal opinions from thefécus

group participants.

3.3.3. eSport gming

Thefollowing description ad analysis o&n eSportsnatch is made wh thepurpose of
showing howprofessiomal and streamed eSports matchescareluctedWhat issignificant
aboutthis particular match is that the team from the.lAi$ny meets th&).S. Air Force in a
showmatch. Tle tournamentsi held inconnection witlthe U.S nationalRainbow Six Siege

league.

Rainbow Six Siege is a firgterson shooter game (FPS)e#xh the preailing professional

game mode is ¥S 5 as in classic GmterStrike. The gamenode demands that thergars
choose a&pecific haracter for each map the samananner as gamers choose characters for
League of Legends matches. This brings utiptability and variation to the matcheshich
results in more extement on the i e wsede. dte characters fatheir own inlividual and
unique abilities an@erks thatan be slightly modified. The endless combinations of operator
compositions takeveay stabiliy for the competing team but leaves uncertainty for the
purpose of etertainmet. Operator is the desigtion of theHeroes occharacters the gamer

canchoose beveen.

The match starts with a banning round where the competing gamers froteaaathoose
three operators that they want to prohibit their contgrstifrom chosing inthe given map.
This preround is calledhe banmg round. After this, th five ganers from each team are
able to choose their playing character in the form of anatme

The pburnament format thahé described match is a partfolows standed conveations for
eSports streamg with info graphics ad commenrdtors. The sti@amed videavill eitherbe
from point of view of the gamer or video from a camera that thdymers canréely guide
around the map to capture the battles oitlagéchfrom good angle. The game is made so

the free roamingamera ca look through the roadf the buidings to give the viewer the best
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possible entertainment while the two commentagsessethe match andhardittle

anecdotes.

What makes this melh especiallysignificant for this reprt is first of all tha two U.S.
Military teams battle &h othetike theb r a n tighly anficipated football matches.
Secondly, the type of ganteing competed irs aFirstPersonShooter. This entails as stated
earlier thata preseenvironment is laid out arthe gamergan innovée best practice within
the frameof the game. The artistic touch and théwnal references of the game dreavily
influenced by thé&kevolution inMilitary Affairs (RMA) in form of $ecial Operabns Fores
(SOF) The characters one can choostrm o operatos are all insped by ral units from
all over the wad. The operators wield different weapons and hafferént abilities in
handling special tools that can support engagem RainbovBix Sieg takes the best from
games such as Coter-Strike and Leage of Legendsind wrapst in the military coolness
that the Tom Clancy video game franchise is knownThoerefore, it is ideato look into
how the standardSports tournament setup can incorpaate the military aspect in their

endeaour.

We will try to generate thess out ocommunicative statements that refercultural aspects
of military life. We want® show a connection between the language and the implicit
semantic reaning of thedentified statements. This fit in the sociahstructiamist frameof

the reportbecausé¢he latter entails subjective identification of cues and the interpretation of
its relevance to broader society etc. There is subjectivity in theyréadit is unlerstood
between individuals and subjectivity time idenification of discoursedy the anbzing
academis. A foundational reason for using this method superficially isitltansistsof 3
stages or levels fanvestigation. The stages atext, inteaction aul context. The focus here
will only beo n i or éhe \elial quotes cdd in thispape. The quotes selected have
reference to th&).S. military, andall quotes thiacan bedentified as a military reference by
the authorscanbe dentified bya laymanNo expert militay references were idéfied. The
statemats have beedeductivey seached for, for the purpose of demonstrating a military
gaming narrative andssessingts style. The primary intention of looking at the specific
discourse ig0 unove meaning rather than look at the megsd.anguge is of oursethe

beaing base @r uncovering theneaning that disaoses can be identified on.

The reason for usgnthis analytial method is not to be critical for the sake of betnigjcal,

but ratherto be inspired by the method to ideptdulturalphenomen#hat could beleemed
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problematic if one wished to deem them so. Identifying communicative phenomenarthat c
compile a discourse is the priority. This is because we wisketbiew the ammentatos

speak about military gaming not thetivationfor doingso. Hereit is very imprtant that

we distinguish between military references made in relation to acttyesdldier gamers
competing with others in a military themed vidgame and theommon pagmatic language
used by the commentaoto destbe the ations in thegame, forexample to shoot a rifle or
throw a grende. These phrases might sound hkiditary references but they are unavoidable
to use if one were to descritiee actionsithin the game. Rainbow Six Siege is modeled on
the actims of Speial Operationg-orces (®F) so one needs to distinguish between
description of actions and normative stagems made in relation to the real branches of the

United States mitary.

As thee areno dialectic antipoles to be fodiirom lodking at the match in iskationit would
be necessary to set one up against the voice of the commentators to skpiicampewer
struggle. It would be farfetched to dig into a maenel of pwerasymmeties, manipulation
andexploitation on gch a thinfoundation as 4@minutes of spors @mmentary. It would be
too deterministic in a deductive sense to look afterdgipower relations and have them
confirmed on an implicit communitige basis. Tis needso be avoided as the analysis

method $ generall critiqued for being t@ broadlyapdicable.

The match and the commentary bear the mark of being an American@wemurnament is
for U.S.teams with 300 live spectators who candssumed tbe U.S citizens.

3.3.4 Limitation/delimitation

Limitation of scop

As explainecearlier,the report is exploratory in nature. This has demanded extra discipline in
constraning the scope of the report and staying within it, as the papevbbgd. Asve

have ot sought to confirm or disprove a coeie statment or hyothesis, it bs been

important to hold a relatile narrow focus where three topics intersect. The tlopies are

military recruitment, gaming and simulation.
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Within two a&ademic progams

The tree topics described above are exaohinean eplorativeframe andhetwo acadernc
programs that the authors adhere to entails that the communication and andastges

will determine the academic scope and angle. Communicedio shed ¢jht on tle
communicative relationship betweertbender iad receive, here tie miitary andpotential
recruits. Furthermore, the communication aspect saith branding andhe processes of
establishing frames of reference with regard tbrtetogies. Ceative irdustries are relevant
whendiscussinghe technadgies beig used irbothsimulation and gaminghatshare an
intertwined historyand stem from the same pla@ée tehnical aspcts of simulation and
gaming arenot meant to be treatesh an experevel. This would be outside the relevant
sphees of theawo acadent prograns ard would pul the explorative work too far away from
recruitmento Con s i der i ngtheprecessfypullihgnpeopl¢ ito a system in which
they have nt yetreceived pecialist training, the standard for technicatlarstandig is set
forentry levelorusédr evel with regards t o Thissetsa@d get
foundation for the level of technical insiglthat theauthors reackrs and prticipants m data
collection should work on.

A cross seatin of thres topics

TheU.S. military has dep historical ties with the commercial gaming industry, primarily
with a focus on enhancing traininghe Danish Defence also haslevebpmentbased
relationship wth a major actor in the niche simulations gammayket. he U.S military has
a longer histry with the gaming industry for the purpose of recruitment effortis a
enhancement of training technologies. The. By is taking their gaming-basel
recruitmentefforts into a new directigrwhile The DanistDefences adopting the own
gaming recruinent strategy. Both these new gambaged recruitment strategies heing
implemented in a time where military technology eéetmingmore dgitized. So, the
distance between how soldiers train and potentiadlyt is becoming smadir. Therefore, is
important to incorporate the aspects of simulations into the researahdeethe technology
they use to recruit is the sartmatrecruitscan betrainedwith post recuitment. So, the topics

of gaming, simulationand recruiment are altelevant for the chage we are focusing on.
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4. Results

Our results chapter starts outlwanexplanatory sectiothat go into topics that serve a
background kowledgefor the thess as a whole. They are the result of reseaah fr
secondey sources amthe topics arbeavly influenced by noveAmericanmilitary programs
andgroundbreakirg innovatiorsin the lated0's early 00's gaming thiaas &d us to where
we are vday with moeérn simulation games for bothe private and nlitary maiket. In
continugion of this willwe describe a Firdeerson Sooter eSports match with professional
teams from the U.SArmy andNavy respetively. The followingsection pres#s the

interviewresuts, revised for optimal analysis and discussiotaterchapters.

4.1 Gaming andsimulation- a historical relationship

4.1.1. Simulation in the earidays

In the late ® 7 § €imulations were a costly affaiith little contemporay economic
justification. At the time, a simulator would tyailly costtwice as muoh as the hardware it
was trying to imitate. But simulators could still help training semrs that are diftult to
practice with analog training-herefore, itvas alredy in 1978 deided by DARPA to pursue
the goal of constructinfiight simulators thacould train pilotsn dog fights within 25 years.
The project was initiated by Air Forocaptain Jack A. Thrpe (Lenoir & Caldwell, 2018)

4.1.2. Battlezoe: Arcade gameurnedinto simuations

Theeaydaysoft he Amer i can mionwiththe vigegasne or artabiganteo r a t
industry areshrouded in folklore and uncertainties. This is also the case forghprctical
simuléaion device that theAmerican militaryallegedly almst adopted. Atamwas oneof the
pioneers within arcade gas& 1980 where they launched sheccessful arcade game called
Battlezone. The game was diBnensional game that allow#te player to driva tankwhile
moving he gun horizontayl to fight aganst foes. The@ade gaméried to replicate the

feeling ofmanning a tank by having the der looking through a small screen that emulated
the periscope of aarmouredvehicle while controlling two joystick (Tony, 2016) This

arcade gamgiggereda group of former military officerto establish contact ftari with
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the purpose of examining the possibilities of converting Battlezone to an infantry fighting
vehicle simulator. Tis was definieély possble and the former officers wete actas theilnk
facilitating the deal ashrelat ons hi p b et sv@ineulation Tclenology ang 6
Training Center (STTC) and Atari. Atari had the possibility of gaining moes$edm an
alreadydeveloped tdmnology withoutspending resources on market{figny, 2016) For

the Army, this was an attractive endeawvbecause the simuta could save resources in a
training context. This notioaf saving waprimarily focused on usinfewermunitions in
gunnery practice. Ammunitiois significantly nore expensive than diedekl and

mechanical maintenance costs. This was the reasomdb®hitlezone being adapted to focus
on gunnery training inead of drivettraining. The project wagapparently never adopted fully
by the Army as oly two Bradley Traners has resurfaced, htitvas a tale about the times to

come.

4.123. Steel Beasts

Steel Beastswas first released in year 2000 as a commeraiadegfocused orealistic tank
simulation.This game was targeted at what is today knowMigsSim for military
simulation marketwhich has always been a niche. The game featured an AmericansAbram
tank and a German Leopard tank as tanks that could beechény the gaer, with the
opposing enemgetypicallybeingRussian tanks. A short whildéter the @me waseleased
was it pickedup by Johnny Clemetdensen who has been part of the Danish matleltank
corps, located in Jutland. He initiated and leel work with mplementinghe game as a
simulation tool in the Danish Army. What startadt as a psposalreluctantly accepted by
Jomny Clemenlensefi superiors ended up being a bearing compbimetne education of
not only Danish tank crews but alsothe educatio of many otler western tankrews. The
game was useid its commercial veisn by theDanishArmy, andthe civilianjoystick used
to operate various mechanics of the tank was switoli¢ withan actuakpare part
controler. From there theoursewassetthat ended p with SteeBeastsbeing the software
for live size tank compément sinulators So,what started as@vilian game is now
primarily a product for militariethatneed mgoing technical assistance favelopment
from the eSim @meswho offe Steel Beas as their oyl product(JohnnyTranscripj.
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4.1.4. SIMNET

It wasalso Air Force @ptan Jack A Thorpe whawvas the one to initiate the SIMNET
program for DARPA. The Bradley Tireer developed with Atari can be seen as an initiative
working towards functionalinteractive simulators that in the future coblellinkedtogether
for the purposefacollaborative or what could be seen as multiplayer simulations. The
SIMNET was the netwidx program to link togiaer not only a tank cretwt alsowhole
brigadedfighting, consisting of tracked vehicles, Airplanes amtidopters fighting an
equally strmg advesary who could be controlled by either man or comp(iReea, 1989)
Although Thorpe was an Air Force officer when legén working oruture flight simulators
was,hewasquickly dravn into the DARPA prgects thatwereaimed &the army such as
SIMNET. When Thorpe started up the work with SIMNES wadocusedon acquiring
technologies from the civilian world@.enoir & Caldwell, 2018)He found help fromiree
privately owned firms to deliver diffentaspect®f the technologyeeded to develop a free
roam world in which realistic battles could take pladas furtherreduced the dependency
on a single congctor or system, even the computers used isithelatorscould come from
different manufatures. Focusvasnot on achiewg beautiful graphics but rather on realistic
mechanisms such as vehicles needefgellingand airplanes not beiraple to land at
airstrips that has taken bombardment damages.fdbiis onrealistic mechanisms of war was
not limited © the software bu&lso the hardware. The arored vehicle simulators that the
Army eventually went along wittverealso focused on cambuting to therealistic dynamism
of battle by not making reddant contols operational and only paintifigke buttonsThe
project tookoff in 1982 and was operatial by 1990. 1t the endit waspossible to connect
thousands of units vilgbre opticsand instructors culd free pam the digital battlefield ia
spectator modewhile recording the whole battfer later constructive reviegRhea, 1989)

4.15. Falcon flight simuladr game series

Falcon was a game strictly medaor the civilian market as realistic flight simulator where
the player was manning a-£6 Falcon from witn the cockpit. The first version of therge
debuted in 1984 with some problems. The series got vedr@ndvith a manualof

typically 600 pagetherewasno doubt that this game meant to simulate a redbFighter-
jet. This was confirmed by gamers avgot access ta real F16 dashboard manlihat made
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them better Falcon gamers. This also caughattemtion ofa National Guard pilot and

instructor who had th game repurposed for training his piltenoir & Caldwell, 2018)

4.16. The Institute for Creative Technology (ICT)

As described above, tie9 & Wére focused on simulation with help from the geva
indugry for the purpse of developing real time multiplayer simulasato tran crews of
vehicles anaiircrafttbot h  f i x ed a n dshadaditierent focud, & fecuslof 9 0 6
gaming as aecruitmentool and a source of technologifsh e & @ edsome
experimentabn with adapting the legendary Doom FuBersm ShooteFPS) game to
military use with ralistic scenery and weapons, but to ligdil, which seems
understandable nguwnore than 30 years latevhen comparing Doom to moderRP& games
But it had to sart somewhere and The Institute for Creativelifmlogiesvas the initiative to
bring strudure tothese sorts of collaboratianBhe collaborations should be focused abu
harnessing these civilian entertainment technologiesdiming, sinulations ad operations
under one roofiITC was set up inhe framef Sauthern University of Califoria in 1999
almost 2 years after the initiativeas green litITC was to be staffed by academics, gaming
industry professinals and mitary personel who were altold that the work should benefit
the respectivgroups olindustries (Lenoir & Caldwell, 2018)The project was granted 45
million USD for the first 5 years and dartook various projects. Most notable waswhoek

that sav the light intheform of commercial products.

4.17. ICT andFull Spectrum Warrior

The firstcommercialproduct released in 2004 in collaboration with external video game
publishers was Full Spgum Warrior, as the final civilian versiora& namd. Thegamewas
notthe typical FPS game. As a platoon kelagou hado lead your men through hostile
environmeis and direct the firepower of your men who were split in fire teams without
wielding a rfle yourself. This was atypical of an FPS stew@and borenuchmore

resenblance to military tactics than a nahiPS gara. A military version of was alsmade.
Thetwo games stemming from the same work had the advantage of taking the best of two
worlds.The civilian game had a true military simutatiedge to iandthe military version

had repeat value for theldeers whoproperly found the game entertaig. The avilian

version had better sound and graplaind the military version had afteractionreview

known from standard military practicé key code hat unlocked he military version of the
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game was ohinable fo the civilian customersyhichled to somecriticism, but the civilian
game was successful despite this and made in into the taihg games of 2004_enoir
& Caldwdl, 2018).

4.1.8. Americas Army

In 1999, Colorel Casey Wardynski initiated the work with mew game that should serve as a
connecte with the yaith whowasspending more and more time in front of a screen. At the
same time th®epartment of Defencavasinterested in exploring capabilities within the
networked gaming world(Lenoir & Caldwell, 2018)Americas Army (AA) was released in
2003 as a free downloadablenga The game was honest aboutritentionof giving the
American youth a view into the Ay life for the purpos of recritment. The game was in
contrast ® Full Spectrum Warrior fuly developed by th&).S. military andcould freely be
downloaded from aarmy website. The ganveas a conventional FR&ddid not have a
alternative tactical niitary gamepdy like Ful Spectrun Warrior did.The game had
significantuniquenessa featurghat made it impossible for the gamer to shoot at U.S
soldiers. If onavere to join a multiplayer team death maithyould not be posible to play

for any otler team than the U.&rmy whilethe enemy team would be an oppagsiarce
viewed as an insurgégroup. The gamers playing on the enemy team would have the same
mirrored experience, only being able to playlesJ.S. Army and vewing the enemy team
as he insurgents. Colon&Vardynskisaw advantages in reaching outhe yaing people

who were gming as the Amy would only become more techliant in the future anthese
young people were used to receivargdconveyng information digitally. The relevance in
targeting a relately digital mature youth was not thelgradvantage with AAThe game

was an opportunity tmstil good army valuesrdo the potenél recruit and send a message
about what the army stoddr. The gamer plang the game fothe first time had to go
through boot canp to learn the practical funobs of the gameavhile being schooled in the
values of the U.SArmy (Lenoir & Caldwell, 2018)These valuewould thenlater be relied
upon to take decisions that would result in a ggathe scar thereby moving the emphasis

from killing to being a responsible soldier.

4.1.9. ARMAandVBS

Whereas Steddeastds mostly focused on armeed vehicle simulatiorVBS isthe broader

military simulator leading the market for government cartsaThe miitary version has a
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commercial ounterpart for the civilian market namAa&MA. Both games run on the same

engine and features anything from planes, artillery, tgagss andoot soldierswhich

ma k e s t dapplicateommeudh broader th8teel Beas. Government contracts entalil

certain degree of customizationtothege n ar my 6 s n eRMAsersioTiditee ci vi |
leader in theMilitary Simulation, akaviil-Sim, maiket and the superigraphics expected of

the commercial market sgliover inb the WBS. On the othérand,WBS cancontribute to

the militaristic reabm thatcivilian buyers ofARMA seek thereby creating a synergy effect

between the two prodts develped by Chezh BohemiaterActive (Lenoir & Caldwell,

2018)

4.2. Rainbow Six SiegeSports match

4.2.1 Description of eSports Branch Battle

Branch battle

The match is a skematchbeween the Army and the Air Foreeho have along-standing
rivalry like many branchem U.S. military. The bet-known apect of the friendly
competitionbetween the branchestheArmy-Navy football gamewhere cadets from West
Point battle it oubn the pitch with cadets from the Navy Academynnapolis. The two
team®military affiliation makes them speciabmparedd normal eSport teams and special
enough to have theimm gaming legue. This is quidk referred to with when one of the
commert at or s me nt ilaged inthemditary gamingteagye Rainbow Six
Esports, 20181:00).

Skills

There is adifferencein how gamers from the tvmilitary teams arassessedn their gaming
skills in relation to what skills & expectedrom thedifferent brancheshe game is barely
started before one conentator states that he expects the Army to bbdtter ootersii |
anticipate they haveogo d s ho ot er s RhimbowSix Eshoets, 20132rBB)o Latér
in thematch, the Army is criticized farot upholding basic Army skillwhen tey are not
cheding their corners properly for enemies hidingem movinghrough the magfArmy

trainingyou gotta c¢check »9.WLaterictberganeerths Aorcaia n 6 ( 3
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slandered on the same grourni@gtthermore, they are criticizédr nat using a droneither
to checkcornersi Do n 6t ¢ h eswkh thedrane thisois wingethe Ar Forceis trying
to proved (RainbowSix Esports, 20185:10).

Values

The special culture of military engts and the values that\ggon their behaour is a strong
narmative thatthe commentators of th&ports matchuy into.The first time this comes into
light is wherthe math starts. The commentator sayjsWe ar e gonna have
here for theimi | i t ar yRambowSixlEsports 2018(2:17). This syports the

narrative of the military ®ing a fanly that supports each other. Thisesnphaied later by a
statementfi Y o u  vhmlithece was more cohesin the Amy, as they say, no one gets

I ef t RaimbowSid Bspofts, P18 16:00). They arditerally upheldto their own

values.

Clichés and theconformist

It is clear that theammentators do not come from a military background themselvesdut
trying to conform to the custom of being respectful towards the miktadyserving

individuds. Thisiscleawh en t hey us ed ot haeh Aroetplager.Mareesh e a
are referrd to as jarheads for their will to obey orders blankly and figatléssly, not Army

or Air Force soldies. And a civilian ousider using thé¢ e r m Adkan hdseeraad an

insult. At a point when the match édready h progess, we hear a service mags specially
calledout forveteran personneft T al the veteras watching, who are not familiar with the
gameo Lastly, the gamers are thieed for theiparticipation in relatio to them doing

military servie:i T h gaoukoour service members fromeatArmy and Air Force

(RainbowsSix Esports, 201819:53).

4.3 Interview

Theresults from theix interviewsare presented below. They g@rtly pooled together
according to bearing thenmethe interview. Tt8 mans that the results from Ronny and

Andes inteviews are presented together first, because they are both involvedvimtk
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with the gamemitiative. Following this the resultdrom the Jimmi Andreas interviewwill
be preseted. Hs work as a pgchdogist with specialization irdifferentmilitary programs
should complement the general recruitment focussdlts. Tirdly, we have theealts from
Nielsband Johhngs interviewpresented together berse they work with simuladin
acquirement and iulation trainingrespectively Lastly, we presenthe interview with Ryan
Meauxwhich will bring some comparability to all the prior intervieas he is employed by

the U.S Army Recruting Command.

Ronny Vossen & Anders Bech

Connection with the gaer £gmenm

According to Andersyisibility is an immrtant aspect angamers must see that therisn
Defence is doing something for them. Therogment section of the Danish Defenc
consideredimply justgiving out merchandise thaad a practical ppose.Thevalue of
merchandise is temporaayd simpé. So,in addition to thisthe recruitment stion decided
to focuson somethingvith long-term value. This is why they have opteat participating in
educational contributiorior the taknt camps hellly the NGO Esport Danmark. Here¢he
DanishDefene caneducatearticipants on topicthat they hold in high regard amdich
can be relevant fahe young peoplattendingthe talentamps.This includesdapics like
Tactics, Ethics 8Moral on the battlgeld, Gerevaconventions etcThe recruitmat effort
thus pansfrom merchandise to education and everythingetween as Anders puts its
(AndersTranscript 10:33).

Anders is of theonviction that the icreased popularity of gamirgnd eport is a wae that
onehas to catch at the right momehhe momenthatthe Danish Defererecruitment

caught the wave was well aligned with the genlenad| of digitalization that the Danish
Defence wasin (Anders Trascript 14:36). Ronny addstthis by underlimg tha the Danish
Defencecan easily creata connegbn be@use they are so involved with a gaming aspect in
their training programs that spamerh hugehigh-techfighter jet simulates to simple
multiple-choice question games for wkrs being schootkin the Geneva conventions
(Anders Transcpt, 14:56).
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The MDPA defines a gamer as a person who gamestimameeverhours aveek The
Danish Defaceis not necessarily looking farofessional gameyrso setting theevenhour
definition is a way teengage wh namal gamers which is also tk&rget groupRonry
Transcripf 19:37).

The type of games a gamer plays determine the outcome for whiclillskare developed.
Ronny exphins that there is agat difference betweengying Counte-Strike GO and a
flight simulator game. Some games good for communation, coordination and overview
whereas others are good for developing the abilities tomberwcalm pressure, quick refies
and fast decisiomaking whereas other gaswould be laout takirg respondiility,

orientation or visualizatin (Ronny Transcrip 19:37).

Ronny pays special attention to the relationships that gaming is able tq treat®re
atypical ones that wiad notusuallyform. His point is that one isot recognizd bytheir
person, bt raherthe Gamertagi.e. scree nameand the pdormance associated with that
name(Ronny Transcript24:53).

The Eport Danmark talent cgps that The Danish Recruitme@bmmandattendand
cortributeto are meant to create a cootien to d the ganers hat will not go professional
(Ronny Transcript24:53).

Age is also a relevant factor when considering the outreach to the gaming segengatm¥é

is played by a groughithas a wideage rage, is it necessary to adapt commurioas so ot

to scae theyounger ones and potentialigceive bad PRAnders Transcriptl4:36). The
recruitment command wil | Kk eednphesensethatthédywidd n ar n
not move into the gamend sart acting there. They will sta outsideand commauicat into
the game or communityrhis means that ghrecruitment command will not act as a sponsor
(Anders Transcript30:19). When a group otifl-time professional Danishriy soldiers
competedn theFirma CS tournamentheywereallowed toplay withtheir team name as
The DanisiDefencefiForsvared. The Firma CS tournament in Denmark is the most
prestigious amateur tournament and the soldiadssigned up on their ownitilative. Their
supervsors and the MDPA allowed the teanplay unde t h svardi Bame and wear
their servie uniforms. Thi®f course entailed some instructions and guidelines on how to
conduct themselves and repenthe DD in a given settingAnders Transcript31:41). Other

improvised initiatives regardg the sufect of gaming, simulations andecruitmenthasalso
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been rgiewed by the MDPA as such not to have any elements fall out of the strategic line

that is beingvorked on in the recruitingoenmand.

Recruitment Bformation

The DanisiDefencés recruimentstill usesold andconventional recruitment ingtives in
tandem \vith the newgamer recruitment initiativdBeing present at career fairs at schools and
otherplaces is always relevant asung people who atteadhese things are usually receptive
because thearestarding at a crossroaddpnders Transapt, 10:33). The ecruitment

command will also attend higher learning institutions in same line with the exhatat
sessions thegffer in mllaboration with Eport Danmark. The difference is that whthey
attend eentsat the Danish Technological Ingite (DTU), they ae not interested in building

a pipeline of future potential recruits to certain functions rather to gain improved

empbyer branding througimformative sessions that demonstri@ehnologcal caabilities

by coming out to DTU and geé technical presé¢ation that are interesting for staff and
students. In these sessiptieywill not push cager options but the studentdlvgain

insights intothe armed forces and the possibistigithin (AndersTranscrpt, 34:40).

When Anders stéed his current join recruitment in 201,180 to 90 % of the fundsere

used for what he calls wide communioatichannels that entails teised commercials and

ads in national newspapers. Today thetcentagés aound20-30 %, the rest is digital

(Anders Transcriptl7:49). The digital communication allows for targeted communication to
acertain target group.hiat is why all targeted commigation is run throughligital channels.
The wide communicain channts like the TV can hit multiple stakeholdeet the same time.
Forinstance,TV commercials for voluntary conscription servianspeak to both the
primaryrecipient whas the young ma eligible for serviceand his parents who are
considered smndary reeiver. Whereagecruitment of young peopfer specialist funtons

such as pilot or Language Officer can be reached directly online

The internet has bagevolutionary for the DanisRecruitment not onlyn regards to
targeting of certain gugps, but Bo becaus it shortens the distance betweaba military
world and the civilian world, a distance that is marked by soldiers weaddglothing and
learring to kill. To make this disince shortethe intenetis a gift to Anders. The internet
makes conectivity possble and the computer gamesicaeate an interefor the military
universe(Anders Transcriptl9:42).
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The advantagethat liein being abé to recruit focused on spdcitarget groupare d course
also available for theompeing recruting entiies The young people that the Dah
Defences trying to recruitarealso sought after by the private labonarket. This does not
mean that tayeting is a meansherethe MDPA can save resourcdse to efficiency Anders
Transcripf 19:42).

Professiomlism

The professionalization ofagning that has takeplace along thdsing popularity of gaming
is also a factor in the Danish MDPA decisionrtitiate the gaming initiatig (Anders
Transcripf 14:36).

General digitalization

Andersis of thebelief that saiety in general has been dajized and thathte DD is part of
the greater society in gener8b,the digitalization is increasing both ide and outside the
military respectively. Skillsad competencies developed in the canliworldare soughafter
in the military but the mitary also has forcethat are sought after in the civilian world.
(Anders Transcriptl7:50)

The classic militey work, embodied in the digng of trenches and hdling of small arms
takes udess andessspae in the Danishmilitary but it will never dsappear. Thesare

things that can always be learned, like the changfra spare wheel. The classical military
skills will not die out buthey will play into anncreasinglydigital framework where &eld
officer will manag the troops in the trenchesth the help of 8attle Management System
(BSM) that can be run ontablet(Ronny Transcriptl1:14). The foas on the future takes
pointof departure in the ettronic and digital world, a world ththe curent geneation of
potential recruits havergwn up in. They exgct a certain level of digital education available,
when they enter service. Because theykiimat simulation can helpain skills and

scenars that takes ages to train in the camivonalphysical vay (Anders Transcrip23:18).

Whenaskedwhy there $ not a focus on the digital aspects of the military programs they are
recruiting for,Andersanswes that they shoulgrobablybe better at expining how
digitalization and simulabin is a jart of a gven elucation after they have agtt theattention

of a potential cadet or recrAnders Transcript34:40).
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Effectiveness

The Danish Recruitnmt Command has executed th&rgeted campaignswards gamers in
relation to two trainig and cager progrens. Tle first was for the pilot pgram that leads to
pilots being specialized iitying fighter jes, helicoptes or transport plare With the piot
program therevasmade caotent for internet usand a mini documentary filmed with the
famous anish Couter Stike GO teamAstralis condicting pilot tryoutson national
television. After the campaigargeted towards gamers had rimgrewasa signfic ant
improvement in the mportion of qualifiedcandidates. The improved outcomes &f glamer
focused pibt canpaign led to an Air Traffi€ontroller campaigmoredirectly targeted
towards gamers. Following this campaitrerewasa drop in the seléon factor. Prior to
the canpaign they needed 4@pplicants a average to find one quidid canddate. Ths
numker fell to 25 and has stayatithis level in tle two consequembundsof applicants. This
has led to severglositive consequences, it saviene, capacity, money andds applicants

are let disappointedAndersTranscript40:20).

NGO

Ronny is akedif the association with the GBlIO Esport Danmarwas established to heighten
the status of the Danigbefencen the eyes of the gamers. Roreyplains that it was not a
matter of public associ@n but it was initially a way to esblish condict with he @mmunity
and establish commuration paths witlthe one organization in Denmark that works as an
umbrella organization for gaming in DenmgRonnyTranscript,24:53). Working with

Egport Danmak has also been a way for the Dari&cruitmentommandd tdl parents

who are often wored about their kislgaming excessively, that thenefuture job
possibilitiesthat can benefit from thekills they &e building up. The wrk with Egort
Danmarkis also an opening to further breadwh barriess betweerethncity, culture,

religion and ex (RonnyTranscrpt, 24:53).
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Foundation for the Danish gaming/Espoprogram

The MDPA first started to targgamers because they needesv personridor air traffic
controllers, andhought there mght be apossibilty tha gamers argredisposedor being
good air trafic controllers because they have experience with selective prioritization etc.
Digital mateial for communication purpses was produced to iaand interact with the
segment onlineThe andor contenof this push took point of depare in a video witta
Danish influencer who got to try out a military air traffic controller simulator. He olaatlg
and impressed the insttor and the represenitee from the DD The influencer, whaovers
garming conteh on Hs channelwas in an idegbosition to establls communication and
relevancebetween his followers and the DD. Tleslto a lot of apficants and those who
weregamerdid better in try outshan previousoundsof applicants Ronny Transript,
08:07).

The Danish recruitment campga has not been ipged by another nation's military for the
initiative. The initial idea they had about gameesngpredisposedor the ar traffic
controller finction due to their accumulated seréiene. Ths was folowedup by research
into the gamesegment to find dthow to match different types of gamers with different

profiles that the Danish defense ne¢flonny Transcript43:42).

Brand

For Ronny istiimportant that the Danidbefenceis being braded as anodernorganization
which can badlifficult because its viewed as a traditionalistarganization and a slightly old
fashioned one. He sees itasopportunity that the DBan go out to these yng people that
theyneedbecause th oiganizatian is becormg mae digital. Ronny ads thate level of
digitalization is a balancing act because added levels of digitalization require additional
safety sgtems. Adding to that, sajetomes first so the syems have to be tested thoroughly
(Romy Transeipt, 18:20). According to Anders, mogyourg people are assotiag the DD
with the Army. They are not aware that the Navy is totally different and thadrtherce is
highly technabgical RonnyTranscrip, 34:40).
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Jimmi Andreasen
Gamirg ard pilot experiment

JimmiAndreasen explains his invement with the ganmi@ecruitment initiative. His group
wanted to explore the possible connection between playiegp games and increased
performance in certaimilitary educationgrimarily pilots andAir Traffic Controllers. About
three years ago, thiestarted collectinglata through their test to explore the hypothesis. This
invol ved t he t #eirtperforinange e sitioh precéss dnd e, Ryal
Danish AirForce AcademyJimmi Transaipt, 4:54).

He clarifies thatty have nbactta | | y made an yislaseddngBBunch, | of it .
would say (Jimmi Transcript2:58). Jimmi tells us, it is a typical issue ireDmarkthat

when we hge such small segments it is really hard tosiaally prove or do anabis of

anything lefore yai reach at least 50 to 100 people which is umom It was primarily the
marketing department who used this hunch and limited ddtaastthe interest fothe Royal

Danish Air Force Academy. The sigieéintincrease in applicastfor the Air Trdfic

Cortroller education was overall the most surpgspart and he supposes this trend might be
due to the DDOs pr ¢2bd).Thisobsernath n i t efoar ¥oudutblee
sponsorship of a duTube wdeomadeby Danish pregamer and YouTuberlasse

Vestergaard. Here, he tries his luck at the afemtioned job in a Danish Defence simatat

a video that hawclose to 190,000 views &fouTube (Lasse Vestgaard, 2016).

Screening and digital mindset

Jimmi explairs how the DD onlyses simulatioto a smdldegree during the screening
process of certaijpb positions such as Identification Operators in the Air Force and the War
Informaion Crewin the Navy.These are more demanding specialized positiotisanneed

for special cogrive capabilities since hese positions involve radar control. Other foss,

such agrivates are referredo as professionally trained soldiers and cqasatlydeal with
themanual level of soldiering. These positions @bget inwlved with much tgh tech,

leavinglittle need for screening of such ski{mmi Transcrpt, 7:38).
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He further goes intthe impact of digitalization diuture DD screeningdly menioning
potental changes to certain screening expectatioogbiér consription becomes eeality. At
thetime ofthe interview, it was uncertain. However, ibiscoming a reality from February
2020 (Hansen, 20)}9

These conscrians work withother aeas that neetchnical competencies within IT and
from his exyerience]T specialists wilusually not met the strict expectations for phyaic
and mental sturdeess and it might not beeeded for the job they ge&litfimi Transcript,
7:38). This & confirmed in the afementioned article where work with IT is theiprary part
of the conscriptiomnd limited epable recruits are accepted, however, normal congmmifg

included in he teamonth program (Hansen, 2019).

Lastly, he explores his NAT@search work with thdigital mindset. He explains that people
with adigital mindset can more eagihandle digially demanding positions and carry the
digital transiton of an organizatin. He believes that, moving forward, a digital mindset will
be a mrameter of strong cametition for the Danish Defenamnd private comgnies alile
(Jimmi Transcript21:18).

Johnny & Niels

Thecontemporary simulations market has changed quitefisigntly since thesarly 200@s
where Senior Sergeant Johnny Clerdensenntroduced Stel Beastdo the Danie Army

and will most likey change mch in the future.

The old simulaons market

The evdvement of computer graphics and processor power natledliy both bter
computer games and flight simulators. While evolution of miliary flight simulators
continued was a PC fliglsimulatormarket for civilian consumers thing in the 9@s. Tre
military tank simulator, on the other hand, has not lasecrucial foboth the Danish and
American Army as there is asich no fatal risk molved intraining with a tank compared to
an arcraft. Thre U.S. Army was the pioneer withe Atari based Brady Trainer as

previously described.
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The Danish Army acqued a tank simlator from Siemens in the late @0or early 96

(Johnny TranscripB8:10). Around 10 yeartater,the first Steel Basts gam&vasreleased. It

came out in thegar 2000 and was erided as a civilian PC game for the civilian simulations

niche marketWikipedia contributors, 2019 he game atéicted the attention of Johnny
ClemenJensen whgaw te training optons that the game coupbtentially offer. He

proposed to his senior leadership that@amish Army acquire and implement the game for

simulationstraining purpge.The senior leadershipho was presented with this proposal had

a hardtime accepting theidea of their soldiersegting paid to game at work (Johnny

Transcript 00:43). Ittookac oupl e of years before Jauhinnyds

alternatie  the now outdated sumator from Siemens. A significant element astthange
inmindseta mong J o hnswas the recanfigaratioroof a real tank driver control
grip to becompatible with a PC after having a USB cable connectédThis wasesgecially
important becase the civilian joystick could facilitate incect learing and mgcle memory
is importantin the training of tankers (Johnny Transcrfa00). It was nobnly the civilian
gaming heritage of Steel Beasts that madédficult ford o h n n y @1 tolsuy iptehisi
idea. eSim @meswasa small busiass employg only two people and the pri¢bey offered
compared to the established simulation companiegH&d00man strong simulations
department othe GermarmefencecompanyKMW thatoffers full package solutions with
both hardware and softwareutd not e comparedEventually, they werassured that eSim
could deliver what Johnny was advocating for #reprocess of building up a complete
simulation system on the foundatiof SteelBeastssoftwae beganAccordingto Niels this
wasnatural tming in the sense tit the PC graphics staard was good enough to deliver
adequate digital visuals. Furtherrapthe alternative would have been to use heavy and
expensive simulatioedutions fran the big smnulation companies, who would also have to
senice and mdernize tle equipment whenppropiate (NielsTranscript,18:25). With the
current tank simulatiosolution thatthe Danish Army has, theiggood collaboration with

the sdtware developrs when itcomes tacomectingtothes i mu | ddrdwaeneSirm

Games will make co@s for the gameosthe Danish tank mechanics can connect the hardware

functions tathe gameFurthermorethe mechanicsereable to 3D print certaintank pats
for the simulation®ardware instead of using the original tankg&or thesimulatorand

thereby saving moryg(Johnny Transcripé6:01).
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The simulation market of today

Niels is focused on the importance of simulations being a photocopg oft world. One of
the reasons is the importance the soldiers put upergtaphicsletail andresolution, as Niels
putitAilt i s i mportant that t he woirnudloat(oNi eilss aTr
18:25). This notion is backed up by Jolynwho states that the sa&ts are demanding and
have high expectations alnt highresdution graphics that almost resble Hollywood

motion pictures. The reason for this level of expgah is found in commercial video games
according to Johnny. Whehd sddiers are introduce@tSteel Beasts, are they emphasizing
the year i2019 andha the grghics are not up to t&a(Johnny Transcripil1:35). The
technical reason for thias Johny explainedis that fastpaced FPSs like Call of Duty are
confined toa small digital settingvhereas simulation games as Steel Beasts &tiowee
movement ancengagement in a digitlandscape stretching 120 x 120 kilometditse
resolution becomdsss ofproblem when the soldiers are actually solving taskselgtand
immerse themselves their military function. As Niels explains iiit.the forwardair

contoller and the fightebomber pilot who trained in tandem did not take long to forget that
they were not laying on the ground or flying high in the sky, thg they worked together
andthe way they concentrated on what they werengeen thei screens ad the

consequence oheir actions thatverebased on the visual inputs. They were tothibt in

the simulation and they would not have noticed if thereevi@pemle standing next tthem

because they were working on a task anché@rsed irthesimulato n . 0

The focuds on eliminating wrong learning and following the NATO principle of VVA
(Validation, Verification and Accreditation$o,the simulation hat be a photocopynot

only in the visualsbut also the realism with regis to thefunctional nechanics bobjects.

As Niels explains itfit is not good to have a simulator for a vé@ithat does not incorporate
the function of a brake booster, asstboud result in live acaents when shifting to manning
the real vehiclé (Niels Transcrpt, 50:25. This leads to ta ndion of trust withregards to the
simulators and the live equipment they are to replidditds tells how tle old F16 fighter
simulators m Danish possessidawe been difficult to update, which have resdlin pilots
training for an older A6 modé& Displays and data amot the samenes thathe pilot would

experience intherealairctaf t hi s i s a waste of the pilotd:

The tanksimulation is setpiaound the mastery of craftsmanship, as ohJohnny's

colleagues added:
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Al t 1 sbutiis mbteganeeis ve are interested in, because what is being practiced

here is craftsmaigp, simulations only supporteicraftsmanship #y are expected to

maser. Their everyday job has nothing to do vatmouset hat 6 s why we hav
s i mu | (&onry Mranscript46:30).

This stands in contrast to training of drone pilots that arexibhg a simulator to man the
real equipment. Thetrain exactly likehey operate; the operational and trainimigrface is

the same control station used foe tRPA (Remotely Powered Aircraft). Prior to controlling a
real flying RPA the airmercanbeinstructed while training on araulator that resables the
live contiol station.So,the simulation will be almoshdistinguisablefrom the live training
and mssions which is not the case with the tankers thaelago from a booth to manning a

real \ehicle.

Virtual simulator

The tank simulate tha the Danish Army uss & builtup like the internals of a tankith
screens idplaying what cameras or lensesuld project in the real tank.he Leopard 2 tank
that the Danish Army runs and trainth Steé Beasts can fire grenades frota cannorup to
four kilometersaway. This is difficult to grasp for new tank regts that mg be used to
seeng direct feedbak from the video game. But when one fireshat that is aimetbur
kilometersaway, onewill not be able to see the impact ither Steel Beds orin reatlife
(Johmy Transcript12 Minutes 39 Seconds). Thssrealisic but does feel uncool for the
guys simulating tank combat when they compare to their civilian FPS games. The realism
related tdiring grenades over large disizes is also peent when it come®tthe cliché
military activity of waiting. Johnnexplainsthat the games the soldiers pfaym home have
no breaks and nonstop action whereas &eabtsesembles war more realistigaWwith
waiting time interruptedby high-intensiyy combat followed bynore waiting time(Johnny
Transcripf 13:02).

Seriousnss

The soldiers being trained iartk warfare with Steel Beasts are of a gaien that knows its

ways around digital interfacesd they have no problem caching on to SBegbts As

Johnny phrassi:A We appreci at e an cvesthirgwith thairfirmdrs t hey ¢
without looking dowvno (Johnny Tanscript 13:19). This helps in the training, butére are
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times where the teachers must emphasized¢heusness in whatey are teaching ariiat
the 3D targets they arén@ng at can be eal peopleso Johnny underlines there ibalancing

act in explaining that is not all fun and games

This seriousness is also evidénthe fact that the tanker students play SBeslsts in their
spae time. The students are taught on a Steel B&RO verion in the classroom and a
personéedition that the students can bring hoaretheir own laptop to practice and have
fun. The cdets at the officer school in Copenhagen areiateed this persohsersion of
Steel Beasts and are even assigmadework br the game (Johnny Transcrifg:26).
According to Johnny, it is taken fgranted that the soldiers are highly motivated, thieg
are aware that the lack of skill will onlglf back on themseés.

Likewise,therearemany things that areob neededo simulate because they are bwarel
relevant in the real world. This is seeith the lack of need to implement buttons in the
simulator thatarenever used in practice when marmnthe real tank. fie focus from the tank
instructors side is to rka sure tht the simulator does not creafgenings for wrong learning
and that new im@vements on the tank are correlated with the sitoukoftware and
hardware, or that updates on #uodtware does nonterfere with the simulation hardware
(Johnny Tanscripf 26:17).

Niels states that it isfahe utmost importancéhat the soldierthat are senmut on mission
come home in the samtate as they left and simulationisameemmet t hat end:
bee n a | e a dseworkiothis wiéleTtiépand | rave briefed the leadership of
NATO, ard one of the things we communicatedswhat it saves lives, it saves resources,
moneyandt i me (8liel®Transcript,26:07). This is in Ine with previous staments that
underline the importana& having smulationsto train scenarios that would ettwise be
impossible to train prior to dé&gyment or other unexpected military scenarios. Here
should not forget that Niels works with sitation on a large sp&rum. From training one
individual in a flightsimulatorso the pilot has confidence in labiities before taking to the
skies, tancorporating this flight simulator with others, gibots can train formation flying
and combat teawork. These flight shulators can then battle out digital combat scies
with support from their Army branch Beagues manning tanks and personnel engiound.
Further forcesfrom other NATOcountriescansupport the combined Danish effort with
theirrespective AifForceand Army to deéat acommon foe. Taking thesewsideratons
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into perspective is it not di€ult to imagine the problems that carisarin an actual war
scenario if collaboration anagmbat on this scale has not been simulated pwitire real

thing.

Efficiency

The Danish Defence is difficult whangein this regard, as Niels explainsTihe Danish
Defence canat just swipe aedit card. 1 has to go through an elaborate buypngcess
(Niels Transcript39:03). When asked aiut the current statef the simulations and
commercial gamingnarketand the aparent shift from the U.Snilitary supporting
universities and gaming stiod in developing technology for them, to the curgtuation
where the commercial gaming indusisythe seHreliant leader in technologige around
gaming and snulation (Niels Transcript 39:03). The current fags of Niels ad his
colleagues are how to get the most out of the commaeigibhn market. Game engines ase
special foas because thers ho need to reinvettie wheel as Nis specifies (Niels
Transcripf 39:03.

According to Nielsit isimportantthat the sofvarecan wak together likeLego bricks, so
the HLA (High Level Architeaire)makes it possible for nation states to achieve
comectedness between thdifferent kinds of troopédigital training @pabilities while

being able to participaia larger NATOsimulations sessionk has not Bvays been pssible
to cobDgribat | ¥ e Oper at,iaodmgital Mmiiarg enoblations were énsitéd
to LAN (Local Area Network). This mant that foces fromone country could only simulate
with other humaparticipants that were connected to the LAMNitin practice entad that
soldiers from one garrison could not train with saisl from another gason. With the
garrisons being cond tankerganpractce in combination with infantryolcated at the
othersideof the country or another type of uttiattheymightwork with in an actual war
scenario. Prior to this interconnety, it wasstandad procedure intte Danish Army to
move the soldérs geogrphically for them to simulate togeer digitally. This also means that
soldiers across different garrisons will havefpssional relationships only in the digital

world, unles they cross pattduring live exercies(Johnny Transcrip51:33).

Simulatiors can also helwith theefficient procurement bnew weapons systems. The
DanishDefencehas done this several timessie how different fictitious scenarios would
play out vhen testing a weapogstem against given threat. Thisat of digital
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experinentation is significanyl cheapethat trying tosimulateit live (Johnny Transcript
27:33).

Routineisamajordrivdror t he wuse of si mul atthereisgecial Fr om t
focuson the soldie@ability to follow procedure. Te instrutor cansee and listerotthe

sold e mctiodisfrom his own booth. The reason for this focus on routine and following
pocedure i s that the s trdinthg iestinstidey whantheyateo f al |
under pressur@lohmy Transcrip, 40:00).

The training in simul@r also mproves concte skills to the level where it is clearly
measurable. Johnrshareghatthe Danish soldiers being trained significantly imgroleir
real live fireskills when traning in Steel Beast The simudtion in tis regard is not about

saving ammnition in extange for bigger electricity bill, thelis also a safety aspectito

AWe dondét simul ate t o snstikesthattendubei ti on, bu
expensive arbestkept within asimulator s&ing. After the stupid mistakes are made

in the simulatoican we go out ando it live and righin the first try. So indiretty,

onecansay that we save some ammunition, but the kestave make in hede

(JohnnyTranscrip, 42:36).

Digital mature soldérs

With the apparent digitalization of sety and the nfitary, it is to be expected that the
common soldier must adapt to thesality. According to Nielsthisis not a problem becae
it 6s a ttmakebsehimgsasiert h a

Al t Mollowskthedevelopmenof society because it's a tendgrihat it beomes
easier. | would think of the earlier days where they had to drigerolitary trucks
with two or three mechanical gearsdaclutches, one woulabt have real
synchronization so aawould redly have tobe acquainted with the noise toduv it
was loking in, or else one would not get it in gear. Today with electric driven
vehicles and the near future of these vehicles igtiarproblem, as it isow enough
to just shift a lever upnd down tcshift gea. In this way it hasbecome easr and
technobgy heps us. To be a captain on a ship requires a lot of skills, ae thagys it
is possible to tell the ship to dock itsedfadit will do it with the help of ta
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technology that autrols a smé steerig system using back thrusters, spand so

ono (Niels Transcript, Z:24).

This digitalization is also apparent with the soldiers thegivetheir first training in Steel

Beasts. Johnny can clbafeel a difference compared to a deea&@rler with regards to the
soldier®ability to quickly familiarize themselves with thesimuationgamefié | can see
througloutthe generations that the youpgoplewe get through today dnhneedtwo

minutes ofintroduction if there are buttons and@eerandfrom there they can rely on
themselvesPreviously was it necessary fmeto sand and explain everythingJohnny
Transcript,3:54). But this also emiils some problems from Johring per specti ve as
instructor. He describd®w this moread-savvygeneratio prefers instructions on the

saeens,and thathe alternatives are nekciting enough. This a general problem that

affects all instructoraiithe Danish Defence accorditggJohnny. Thereforét is a necessity

for instructors in geeral tofocus onhowthey can make their cosessmarter, faster and

mo r e A steyoungapbdple. dhis was a reason behind the Danish Defence improving

their elearning(Johnny TranscripB:54).

Occasionallya soldier without any kind of gaming expmcehas to beaught in Steel

Beasts becausei# obligatory when being educated otaaker function. This type of

students can have some frustratibat isnot typically seen with the gzers. These

frustratons are linked to the handling of softwaned hadware. Oe gatoon leader who had

been solly interested in bicycling during hisady youthwaslikely to blame his digital
shortcomingsonthecomputd@ maki ng excmset ©sedt (Jbenyda miang
Transcripf 15:36).

One of theclear alvantage®f digital simulationsisthemiiar yés abi |l ity to wus
of the simulations for review and improvement initiativeise Danishdnkers are not

utilizing this potetial in the same thorggh wayas the Americans. Classification of

prevously corducted missions camake it too sesitive to use for trainingJohnny

Transcript 49:33).
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Simulationtechnology as a recruitment driver

When asking Niels how simulations daelp stregthen reanitmert efforts in relation to a
techsavvy youh that midnt think thatthe miitary is justrifles and trenches, is it clear that he
sees possibilitiefor exploitation. He states that it could d@ossibility to dasthe Danish

Cener for Cybersecuritywith the phrase:

AHey, pay adtbemgechnaogicalty mferwr.aNe mightbe the best in the front
row and we have something to off@ur aircraft, helicopters, owommunications systems,
we are currently doing stuffith theartillery. We arein the top echelon ahwe are getting

really good (Niels Transcript,31:23).

He supports this ida further by going into how both Danish and foreign companies are part
of the work with exploiting thegichnology and making sdgions that work fothe Danish
Deferce and that standgization ofthis techiwlogy in NATO context allows fomiteraction

acrass national borders and oceans

Physical stadard

Simulation is no excuse féwwering physical expectation or demands for sokli The

soldiers wlo operag the Danish Leopard tanks netedbe alke to opeate the tankas the

engineers whalesigned theminteed. A rt of t hat icanndnwith@5kgg t he
grenades, a procedure that should ideally be done around @lsethe lader is epected to

do it in around 6 seconds no mattethié tankis moving or fatigues strainingthe crew

(Johnny TranscriptL7:01).

Gamer Type

When askinglohnny to do a teamwork comparison between a gamer and the previously
mentioned cykist who had never gmed, itis clear the gametsave a natural feébr using

controls while commugatingat the same tim¢Johnny Transcript, 202). He adds that the

young people who master digital skills can be a great asset for the armed forcBsitdthe

Army employs yung perennel who are tasked with engineerimgldouilding up structures

and landscapes fasimulations maps. In a military department consisting ahé@ 10 of

themareyoung people who have an{d@ducational background amdo typically arepartof

the gamer alture. The wages that these young peapceiveare not attractive lhuhe

condifons under which hey wor k i s r ebyéommyeHe pusemphasisan fApar
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the notion of the Dutch being good at utilizing the po&tmif ther young people whie
adding that the DD is opening thelyes to tk possibilities withheir soon tdoe cyberwar

conscription program.

Strategy

In theDanish Defence Acquisition and Logistics Organizgttbeyarevery aware of the
importancehat tecimology hotls in ®nnection with thenilitary doctrine andhe Danish
Defenceas an organizatioi.o them, echnology doctrine anadrganzationare
interconnected in a triangle where they each hatdrner. These three aspegashand in
hand ad one cannot changmn aspect or corner without revising tither apecs. This
principle is something that eways in the back dfl i edndhS colleague8 mi Tinal s
principle is that even though technology changes from arcbengbile phone contribed

| E Bdr missiks, the way we conduct waill change with thevoluion of technology to
(Niels Transcrip 4600).

Preparing for thefuture

NATO has a Science and Technology Organization (STO) that employees 5000 full time
scientsts andhas200.M0 people connecteid their different networkNATO, 2018) Niels

is part of oneof the 57 panels, Human Facto@nd has mviouslybeen the gad of the
Modelling Simulation Group. lshareghatheand his collegues go outo what they call

usergto access needs and wafitgels Trarscript, 4600).

Ryan Meaux
Opportunities tht gaming bring to the U.S. military

FromRyan Meauxds perspective, the UonpleteyAr my 6 s
differentsetof p e o p | €er@ns¢ipi]4:3B)uHe mentions how many forms of

techrology suchas bomb disposal robots, dronesl dlight Smulators use gaming

technology PlayStationrstyle controllers for robots and VVReadsets for the simutas. In

addition,the Amy has a gaming studia Alabama where they build the flight sitators

thatthe Air Force uses. Therefore, new pé®with gaming experience are valuablehe

U.S. Army since they have been sitined b sit behind a computand work with the
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aforenentioned types of thindogy. Ashe putsiti Th ey al r elmsatsofitlave e t h

without them even really knowy ito (MeauxTranscript4:38).

Recruitmehsegmentation

However, Meaux clarifies thalhe recruitment efforts of \3. Army eSport$USAE) does not

involve recruiing gamers per se, but rather anyone withrterest invideo games who

might want to joirthe Army at the msent timeNleauxTranscipt, 10:34). The focus of the

U.S. Army is touse gaming through its vaty of genres, stamingplatforms and consolde

reach the vast gaming community. Meaxplans thisaécis on i s basedeon t he
and consequently its ability to divert effs to smaller subsections of tt@mmunity(Meaux

Transcript, 4141). Sich a size, givethe US. Army the possibilityo be very present within

a wide array othe @mmunity.

AThe pur pose o finallpopular compatikivie gages) was bexsau
the gaming community is such a vastrket. We need to be in just abewery

market hmanly pssibl& (MeauxTranscipt, 40:40.

Meaux illustrates the sheeesiofthe U.S Army RecruitingCommand (USAREC)yb
mentioning a few of the sports the Armyesldyhasteams in such as basketball, baseball,

football, track and witling (Meaux Tramscript,42:20).

Meaux did noexplain why they want to reach everyonet lboking atte  U. S. Ar my 0 s
news site, the Armylid not meet its expected yearly quota il@nd therefore, they are

trying to change that trend partly by movimgp eSports andagning Myers, 2019).

We can oberve this reasoning on whether they seeurenent via g@gming as an ise. He
argues thatecruiting is tough and that most peopleypladeo games anyways so he does not

see an issue with such recruitmanitiatives (MeauxTranscipt, 6:29).
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The USA program

The aforementioned teams referdégently creaed or soon to be created eSpoetams which
have been formed to do various mations for the Army. The teams were created by doing
tryouts for over 9 different gaminditles and since it was Armyide, pele applied from a
plethora of jolpostions within the Army. They pick the top Ifest people and work with
them (MeauxTranscipt, 4720). The program is based on headhunting within Army
personneand people who waro join need to go througtegular Amy job training before
they can jin the teamsOnce they have been headhunted,WISAE job is playing video
games fultime, 9-5 Monday through Friday (Meaukanscript, 25t9). The term the U.S.
Army uses to refeto suchArmy team players i8).S. Amy Recruiter Liaisons (Glenn,

2019.

Thee liaisonsare only given a 7hour crash corse in recruiting but mostly when they ame i
action,they game, interact with the kids, telling them whyytfened the Army and thie

Army story. The USAREC déafes the Army story as personal, detailhg® | di vwnr 6 s o
Army experience such as thenlistment experience, assignments, awardspeagns ad
assignment locations. According to USAREC (2019} #hory helps the prospee future

soldier understath and see the world of the Army (p. 16).

But when it comedo extensive information aboutebArmy, fully trained recruiters will take
over (MeauxTranscript,50:56). When asked whether the evesdruitment process is similar
totheUSARECO s A mmllteam,avieaux repbes that these sortteais followthe

same avenue for events whenadmes to recruitmenMeaw Transcript,51:45).

The r escArmy sbity & pedsonahnd details his own Army experienc  The recruit
Army story nay includetheir initial enlistment experience and subseqssignrents

promotions, awards, campaggn and assi gnment | ocations. The
reveals the wwrld of the Army to a prospectifeturesoldier. It allows them toee the Army

throughte recrui ter 6s eyes, |dias e reruitertwarking fateh e ms e | v
to-face wth a prospectivéuturesoldier has the most immediate andeeffve inpact on

mission succesdJSAREC, 2019)
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Engagement

When it canes to engagement for the USAE, thiernet isthe stri¢ focus of the Army when
keeping h contact withte t ar get group. AWe dondét do no pl
peopl eds dloaoscri, 1X50) e Arefarence to the prious engagement ategy

that involved such outreachdtics has &en overhaled after the bad results in 20(\8yers,

2019). He even presents how the program was estadddi due to the high engagement that

SGT. Jones ahhewereale to produce on Twitt, Al t htwads arb@artchew n g ; |
channel. In lesthan 24 houws, we hadver 2 million views. The channil up to 10,000

followers now, so, it was highly successful. Once, he (thestanogeneral) had sedmat, he

was allfori t(Meaux Transcript24:40). Engagementonsequently accumulat¢o views

rather thandads in tis context.

First, he engaged tharget group vian AMA thread on Reddit, however, it was Reddit who
reached out to Meaux in the first pladde@ux Transaipt, 38:00). The plaiorms he mentions
areTwitch, Mixer, Facebook and YouTabTo add tdhat list searching onlingia Google
leads to additional USAE Swal Media platformslike Twitter and InstagrarMeaux argues
that the people fromhts groupspend up to @ hours a dagn these platformseaux
Transcript,19:05). What they geerally c on socida media ispost a lot of videos gfeople at
events messing aroumdth robots and simulators (ZB). Increased engagement also
happens through croeg®stingwith big gaming conpanies. So far, Meawrgue that they
have had a good amount of sess(MeauxTranscrpt, 19:54). Examples ofollaborations

with privatecompanies includseveal interviewsthey havedone with ABC, CBS and a

documentary with HBO.

The material they pasait at he eents ardypically STEMrelated(Science, €chnology,
Engineeringand Math)based on the researdtey have made on the market and gamer
interests. Eamples are robots arlde flight simulator but anything that can be transferred

from gamingover to he army is wht they will bring Meaux Transcript]11:34).

Another waythey engage people at eveistthe use of their gaming trailére qui pped wi t F
eight gaming chairs, aitiple screen monitorisoth on the inside and outside, and a variety of

ganing consoles (Sherlock, 2019).They use it to allow gamers to contp@gainsthe U.S.

Army eSports team ambes in various games. Spectatanso wait in line to play against

theteams are engaged byreiters and U.S. Army eSporsployeesliscussingtie 150 job
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opporunities & well as benefits and opportunities ofitary sewice. They attribute a lot of
thisengagement to a goal of changing the misconceptions people haeawnd a positive

impression of the Army (Sherlock, 2019)

Misconceptiongo both ways

To further explore these misconceptions, Meaux reflemh the pe of images, people
commony hawe of the Army and military personnel as well as how the Army tie®mnbat
negative stereotypes. From his perspective, the average Ameiigenttiat the pgaein
the military are brainwashed, killing mackmand som even think they have trackj
devices implantedNleaux Transcript35:38). This is attributed to thminimal amount of
people, less than one percent, who get to interact wiitary personnetombinedwith the
mostly negative portrayals of@hmilitaryin the mediaieaux Transcpt, 34:24).

He finds that these people change their opinion whenrtte®t thesoldiers in person and
realize they are no different from themsealf@eaux Transcpt, 34:24). This partly connects

to the idea of fuheringtte Ar my 6 s b r a brahdobaypullgepossiblenlg a s
addition, Meawbringsup the possible leklash flom the community both based on early
negative reception but alsotifey had decidedotto do anyhing but recruit. As he puts it:

A iistlike cur general says, we got to keeou street cred firsé o(Meaux Transcpt, 30:16).

He argues that although they move itite marlet to find new recruits, it is more important
towin and be good in thcommunity. flit wasthe other way around, would beobvious

why the Army would not beeceived well This illustrates that the broad pull also relates to
the illustration hat the Amy is in it for the long run. Similarly, he meéms the need to have
knowledge othe subjet matter (gaming and éhgaming ommunity) when interacting with
ganersatgamip conf erences. AYou dondt wanto to be
(Meaux Transcript16:10) Forthe U.S. Army, it is impdant that they go hbut and that

they unerstand what group theye talkirg to, but at the same time, propepresentatin of
the Army i s sai d theiwp 10 peoptesnglet hohly be based oncskill i é
because I f we Hauwe g dmegdiepesemibcodbvdat wg are as a
wh o | @leaux Tanscript47:20)

This image managment comes dan to a lot of facets of these athletes. It is not only about

how good tley are at the game but also, who they are, what jobshtiney, how they look
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and the way thecarry hemselvesNleaux Transipt, 47:20). This discussion shows both the

way the U.SArmy sees themselves as healthy, both physically and mentally, but also

portraying certain expectations of its recruits even gan@n the other hanthe decisiond

set cefain standards for thegamers o coma down to breaking down baers withinthe

Army itself, fAThe aver age peedypafatsitsinhishe mi | i
mom&és b as e men tebradkihg dowa thatdraotype yaidgrthatspecial forces

guytha 6 s @& (MpaurmEranscript33:00)

So,the acknowledgment of USAE is not only needed from the gaming community but

likewise from the military community.

Recruitment process

Despite éveraging a lot orechnology in th&JSAE forengagement, Meaustaesthat he

U.S. Army recruitment processlsworks nondigitally. The process takedbout a week and

goes as followsPeople wih no knowledge of the Army meet the recruiters at evaamdsare

told about he opportunitiesnd bengts of joining the Amy. Thosewho are interested fill

out an inbrmation cardwhich will be passed on to a local recruiter who schedules a meeting

with them. The person comes into the office and learns noeat t he riAgs.hiy 6 s of f
they 4gill find it interesting, thewill haveto take a mental aptitude tesfplaysical and Istly,

they pick a job and sign a contract (Meduanscript43.48).

To oontrast thisthe Navy has moved to a digital recruitmpracess somethingpé Army is

inspired to doas well to savenoneyand effot (Meaux Transcript45:17).

4.4. Focus Group

In short duringour focus groupnterview (appendix H) various themes around the impact of

gaming in the military were explored.

The majority of thedcus group play multiplayer videgames d@ssifed as &irst-Person

Shooter and Strateggameslike Counter Strike, Leaguof Legends and PUBG, games
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played in eSports. On the other hand, sioegames are only mentioned in pastyp

experiences but ainly in military use.

From a sl perspetive, mostofthe m ar gue f or ¢ wmamsfenogerte argagafi e n c €
the DD that work with similar telenology. They mention the videgamelike fed of

controling a tower as a snipdhe similaities betweenvideo gamesndSteel Beastsand the

fast eaction tme and multitasking inherent in mavideo games that is needediin Force

positions.

AThey do | i ke a hundisaady. Thése aregskills thenDatisaen s e c

Air Force are lookindororcanuse ( Appendi x H) .

When compeng simulationgames and commercial video gantégy describe video games

as umealistic products made for pure fun, competition and socializatio®Vim ¢ play

Counter Strike, it is not onlgbout gettingheadsht s. You cannlbatdogscarryo
notwak togethe (appendi x H) ,tldey describe dineulatmn gareesslolva n d
and boring, 0éy o uanoprbdiote ydin the target sh@yolehiadyto

bomb and theabout an hourgettngac k t o t he aircraft carrier.

While gamng isa fully accepted part of their spare tinmkey problematize its use in DD
recruitmentand training. They reasontigita mi ngé s | a c kealiyndfoeu§dne ct i on
fun makes it unfiand unethical for @rtraying the military experiemssince,fFighting and

blowing stuff up takes up about typercent of the work asan Armg¢$ di er . 0

Lastly, the focus group discusses the difference between thé\iwng and the DD, and
what potentialinpact each organizatial culture has on the exteritgpa mi apgiéason in

recruitment.

The DD is mentionetb be strongly against anythitigey deem to be wasteful or express bad
demeanourThey exemplify that ammonly operative units look down on raitment
promotion, geing it as moving resources aweom units with alreadyfew funds for realife
trainingi Every ti me t he tolpamatestdelf, Deeimployeesinther i e s

operative units see it as resources taken away theroperativevorko (appendix H).
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In addition, thg attribute this cultural mindst t oconBcbpdian recruitment traditio
making newrecrutment etiertainment initiatives like gamer recruitment possibly be seen as

wasteful likethe newly introduced Sual Mediateam (appendix H).

Ontheotherhandh ey see t he Ue S. AAmgtdey dn sothavei S a l
conscription They arge thatrecruitment entertainment is highly used with a high budget

where promotion teams in spewre frequent.

4.5 Analysis

4.51. Content analysis

Now thatwe have evi ewed t he t &l ewillomparsandasatyze dhe @p
50 most frgquent words expessed by different groups of interviewees to find similarities and
differences beveen them. The design of this cortanalysis is inspii@ by the one fond in
(Tackney, Chapell, & Sat@017).

Step 1: Mapping

The tdal numberof interviews amont to sixin total. As we mentioned in our research
method section, the intervieweepmesent two different countrieRenmarkand the United
Staes. The majorityfive out of six, are Danishile onlyone is American. Judging from
this, we will mainly be able tcanalyzethe Danish view on gaming technology. However,
national culture is note only cultural influence. The Dahi®efence interviewes all have
different ranks and work in diffanedepartnents. For example, 50 % of theaviewees
work for the MDPA.

Step 2: Military affiliation

The way we analyze the interviews is by sortimgm according to their military dagments
and hence, #@ir work withgaming/simulation technology:hE MDPA, Darish Defence
simulation workers (DB) and the USAKEU.S. Arny eSports). As we know, the MDPA

interviewees contain Ronny Vossen, Anders BaahJAmmi Andreasen who works with
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maming the DD units whig also involve gamers. The DDS group contahtiels whois

from a department in charge mfocuring and miataining military materiel like simulation

tech for DD units and Johnny who works witmsiation tech in a tank regiment. ltlysthe

American inteviewee, RyarMeaux works with gaming recrament in theUSAE.

Step 3: Word frequencies

To explore the mst discesed terms, the top 50 frequently occurring words of each of the

aforementionedups were identified, leaving outyaonnecessary words guc a s

~

no

ro

et c.

Word frequencies arexpored on wo levels. First, we explore thevslarities and

Afando,

differences on a department level within the DD, comparing table 2 anHiGheach listthe

MDPA and the simulation worketep 50 words by frequey of occurr@ce. Then we move

on to compasonon a nawnal leve] comparing the two DDrgups to the mst frequat
words used by the USAE found in table 4.

When we start comparing the two gps within the DD, we find variousemes that seem to

protrude in the mst common vocabulary but also @ifént word for each group. One is each

depatment view orgamers at gaming technology and their usefulness witthie DD

Table 2. MDPA top 50 wad frequencies by Nvivo 12

Gamer
Uddannelses
Simulerings
Gaming

Pilot
Computer
Sammenhaeng
Sport
Digitale
Digitalt
Bruger
Samarbejde
Spiller
Kompetencer
Mennesker
Forskellige
Gamerne
Kigger
Samme
Computerspil
Rekrutterings
Sammen
Udvikling
Esport

Bedre

44
23
20
18
17
16
16
15
15
14
14
14
13
13
12
11
11
11
10
10
10
10

Flyvevabenet
Mindre
Relevant
Initiativ
Rekruttere
Allerede
Moderne
Spille
Seerligt
Virker
Droner
Erfaring
Finder
Holde
Muligt
Stillinger
Tilstede
Univers
Militeer
Soldat
Fordel
Baggrund
Bredt
Digital
Drone

ARG =] =1~ =]~ ~]=1-10000C000C\WYYLYY
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Table 3 DDS top 50 word frequees by Nwwo 12

Simulator 54 Fremtiden 6
Gamere 24 Holde 6
Sammen 23 Korer 6
Steel 21 Masse 6
Gaming 17 Opgave 6
Verden 15 Penge 6
Firmaer 11 Sparer 6
Briller 10 Startede 6
Bruger 10 Udvikling 6
Soldater 10 Viaben 6
Samme 9 Bedste 5
Systemer 9 Bevager 5
Traene 9 Fotokopi 5
Version 9 Kampvogn 5
Gamle 8 Koster 5
Kampvognen 8 Lever 5
Lande 8 Omrade 5
Mening 8 Samarbejde 5
Mennesker 8 Sikkert 5
Skifte 8 Sjovt 5
Leopard 7 Skyder 5
Virkelig 7 Soldaterne 5
Simulere 6 Spille 5
Bedre 6 Sveert 5
Forskel 6 Teknologi 5

What is most clear in theemparisons both groups in the Danish Detenare similain thar

skew towardgiamer($, found 44 times in the MDPA interviews and 24 in the DDS

interviews whilegamingis only mentoned 20 times by the MDP&nd 17 tines amongsthe

DDS. Firstly, we woud like tomake the readers aware thainerin Danish carbe useds

an action verb Ato gameo, howevfeundinsacht er i nv
form on just two occasins demonstrating a lingitl impact a the oveall data. Other than
that,thesenumner s s how bot h igher mtergsg thecenameimty of gameys h

rather than the act of playing video games which is only ioesd 10 times by the MDPA

and none v the DDS.

But is there alifferencein whatinterests the interview gops abougamers? It seems to be
the casegbased on whatomesup n NV i v ocadatyss of jamerih thea two groups
Here, we find that the MDPAses the term in coection withspecialwhile DDS uses iin a
cluster wth thesimulator (appendix G)One is an djective describing the gamer gpand
the other links the grquto thetechnological guipment In that regard, it illustrates the
context of each grougnd where each fosuies in either recruitentor training. This is

further accatuated otside of the interiews where the wordpecal can be found in a DD
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recruimentadd er t i sement titled fAGamer i n the Dani

Series ganmg tournament andso found on their YouTuw channel , fed,f you

you @n be ofspecialuse to thédanish Defenoce(Forsvares Uddannelser, 2019).

For theMDPA, competencie$l3 mentions) seems to be the key focus word that links the
wordsgames andspecial According to Cambridge Dicticary, the meaning of the womén
beattributedto a work contextii An i mp o r t iameédedstddo & jolfCamibradge)

From this observatigrwe cartell that gamers are described seriously fronet MDP AG s
standpoint linkng it to qualifications involved in a job. Walso observe thadhey present
specific examles of prdessional competencies gamers have based on their experience like
reaction time and 3D visualization (Ronnyranscrip). These cmpetencies are based on
results foundn scientific experiments (Ronnranscripj. In tha sense, the MDPA uses
argumentatiorand support for gameyase in the military.

Furthermore, we can analyttee extent to which recruitment of gamers with suchtadsigo.
The frequent wrd for whele gamers fit in the Danish Defeniseeducation(23 mentions).
However, we sethat the oe that prevails educationwithin the Air Force (9 mentions),
illustrated by the common worgilot (18 mentions). We also prewusly found the word Air
Traffic Contwoller mentioned in two different viations both withsix mentions, however, éu
to a needo edit the MDPA table data and the lowegntion rate of each variatipthese
words were seemingly chosenhteleft out by tie Nvivo program. Due ttheir combired
high frequency, we decided taclade it in the aalysis. These two militaryeducationsnd
positions exemplify where the MDPA firghmers useful which is tiRoyal Danish Air
Force (9 mentions). These are mentidras particularly demandirend:i N o dlymitis

only about 4 percent a@fie Danish populan who has what it takde become ailot.0
(RonnyTranscript,00:00). We do find examples of other educasovhere gamers fit but
only one entails something othteian the Air Force. Whas esgcialy interesting about
these educatitsis that theyfrequently apply simulatordiningexe mp | i fi ed i n t
collaborationwith YouTuber Lasse Vestergaard whieetried an Air Traffic Controller
simulator (Vestergad, 2016). To further sygort this olservation, Ronny Vossen explains
how these positionit gamers since they womkith hightech communication equipment
(RonnyTranscript,29:53).
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Looking atthe DI3 6  wsinulator(54 mentions) commonly clustered wighmers we
find that thisis themostcommonly frequented word by thisayp with a considrable lead to

bothgamerandgaming

Something that can be attributesh the one hand, to the context of hierviewee group but
more so that gamers and gaming perceived as of low ingptancecompared to the
practical use provideby the simulatiorgame technology in theireid, as an unknown

soldierstate

A Were ret interested in gamers ratlitas the practice of our craft whighe
simulator supports because normally, they ¢ibleliers) have nothing to do with a

compuer maise (unknown soldrin Jomny Transcript 463 0 ) . 0O

This quote illustrates whateéDDS uses the simulation game technology for which tisiio
(9 mentias)soldiers 0 mentions). Therefore, the technolagefuness and appliance of
simulaion to trainsoldiers so thahey can play outcenams aslohnnyClemenJensen

me nt i deresis a laiigé number of soldiers who have never touched it (Steel
Beass/simulation games) beforéghnnyTranscript,20:10).0 Onthe other handje mentions
how yaung solders are much mercompetent with computeasdthe simulation games they

give than, making the piclup process is much fastdofnny Transcpt, 3:54).

However, the diffenece between the importance of gasierthe MDPA and DDS ishat

one finds certainself-taugh competencies important to gemto an army educatiomvhile the

other sees technologidahowledge as a bonus for parts of the military training but not really
aprerequisite to get in. We seeghinilarly agreed upon by the MDP/A&imulation(22

mentians) ocurs more frequent thagamingamongst the MDPA ierviewees showing a

strong interst in this technologyaswel i | | ustr at efidée biyt lyMcsf@erresadl q u
our educators and in punits that use simulation to get someone ywho s t that a galy 0

c 0 o(Anders Trascript, 2318). It illustrates the stronger focusontsah er r i ng peopl e

gamer skills to get better use of the simulation teldgyoin the Danish Defence.

Despitethis slight variation in focus, it is apparethiat eaclgroupfor the most part refstto
the practicalty, utility and seriousness of the apptioa of gaming and simulation
technology. This seems apparent by juskloon g a t defihiidn of(Edsipd (combined
24 mentions by the MDPAY) a tiplayer vided gane phyed competitively fospectators,

typically by professional gamergLexico). We see isimilarly in the DDS intervieweés
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description of simulation technolo@g sanething useful to train how to perform rary
assignment§6 mentions)shoot(5 mentions) and se certairweapong6 mentions)We al®
see this seriousnessdarationality expessed in théocus oncost(5 mentionsyaving
capabilities, both fis¢éandhuman casualty costs, of simulation tealogy supported

words like money(6 mentions) andsafe (6 mentions).

However, there isne frequent word applied by DDS interviewdlat seems to be in

conflict with the professionalism and seriousngfssilitary simulation which isfun (5

mentiors). Although it 8 not the mostecurringword in the irterviews, the interviewees take

funas an important way for the soldierstolearnit hey are sitting down
we get something back in veb (Johnnyinterview, 142 6 ) . 0 Th efenst®ther ence r
decsion to allow the soidrsto take home a version of Steel Beaststfi@m to practice with.

To Johnny military learning should be fun but it becomes apparent that fun in &ryili

sense habmitations. Both interviewees keep thug within a controllecenvironment ad

with ceatain expectations. Firsichnnyexplains that the home edition of StBelastscomes
alongsideexpected homeworki¢hmy Transcipt, 14:26) and the fun of the soéts playing

against each other, leopard versugpbed tank, is novery common because tlees a rsk of

it leading to mislearning of riary reality (Johmy Transcmpt, 41:00). SecondNiels says

that pilots typically find photorealistic simulators fuedaus they are relevant to their jobs

(Niels Transcript 50:25).

The last similarity tht can be found is the agment tht the technological and societal
developmentMDPA -10 mentions, DD$ 6 mentiors) has a major influence on the DD.
While the MDPAinterviewees also usthe word when talking afut the developnré of

skills mentioned beire, both use the word winereferrng to themodern(8 mentions by th
MDPA) Danish Defence. According to them, tifigital development causes the military to
deal with asmaller and moreficient military, makirg them reliant ah influenced by

digitalization and gaming to do so.

The DD ompared to the USAE

The USAE andte two other groups express both similaritied differences.
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Table 4. USAEtop 50 word frequeries ky Nvivo 12

Gaming 54 eSpouts 8
Gamers 35 Events 8
People 33 Relation 8
Army 30 Training 8
Military 24 Type 8
Work 20 Whole 8
Time 18 Companies 7
Community 17 Guy 7
Play 15 Internet 7
Video I Market 7
Different 14 Process 7
Now 13 Sit 7
Know 13 Social 7
Talking 13 Simulator 7
Job 12 Best 6
Person 12 6
Good 11 6
Media 11 6
Want 11 6
Bring 10 6
Join 9 6
Teams 9 6
Looking 9 5
Program 9 5
Come 8 5

Gaming, gamers ansimulatian

Firstly, Ryan Meaux from USAE hagamingas number one with 54 mentions instead of
gamersas we saw in the DD interviews. From what is apparent, the U.S. Army mostly refers
to the impact of gaming, whetheris the object of video games, theegNs andcommunities
surraunding it or the act of piying video games. We clearly see thigpbasis o gaming as a
medium in the U.S. Army eSports program explanation video prodocélef National

Gamer Day. Here, $gloresargued or t h e pditptigrough nsdabilityfitcacbninect
America to itsArmy through the passion of gamim@rhe U.S. Army, 2019)Therefore, we
observe a focus on bonding through the act of playitgo gamesathe than targeting and
recruiting gamers whbh can explairwhy the frequency is diffent from the DD. Secondly,
they connect commercial gaming to ar@& military work such as Army training in
commercial games, stresdief and competitio (The U.S. Army, 2019)Thirdly, they also
emphasize the growing paofarity of gaming as a medium as a cause for taking this logical
step to reach a larger aude. Ths focus on a larger audience seems to explain the reason
why gamerss thesecondnost mentioned with not nearly hgh of a frequecy (35).

Gamers to th&/SAE, refers mainly to the eSports & members they have headhunted,
which isfurther accetuatedby the difference in how they perceive and proceed within the

communty.
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Other thangaming and gamers, our intervieevfrom U.S. ArmyeSports refers tsimuators

(7 mentions) to a much lower degree than the DD. We find them mentioned mostly in the

context of material to bring to events amdw they usethe simulation techalogy they hae.

The USAE does nqgilaceimportanceon portrayirg education with highrmounts of

simulation but rather show what thinglsey havehat can relate to gaming. Thevet,we

see atransfer of simulation to gaming than transferring gamindsskilsimulato n, A Pr et t vy
much everything youamn think of thatan be gaming relatetldtcan transfer from gaming

over to the army thatds whadcrippd&34pboi ng out th

Community

Therefore, instead of concerning themselves gatmeré  sdievielbpiment and their
relevanceo specific miliary educations like thBanish Defence, they care about reaching
everyone in theommunity(17 mentions) who is intested ingaming regardles§they play

or nd.

Thegamerg(35 mentions) rerredto by the U.S. Army are for the most paine special

requiters that are hiredsa gateway into the gaming community. In that sense, Meaux talks a

lot about creating a peysaloneon-onerelation (8 mentions) between the army (its gamer

recruites) andthe gaming communityWe do see, howevgthat Meaux ages that the army

and itsrepresentatives have kaow(13 mentions) the type of people they are talking to.

While theMDPA want to be knovedgeable on where the army can be most relevanein th

community, the U.S. Army wants to make sutettheycanredc t hese fki dso pro
Reaching them, Meaux explainsvolves making sure you know what you are talking about

whenit comes to gaminghile the gamers reach them through physical playotiner

recruites have to make sure that theyokv the gaming dture and references fthhe Army

to become a proper, accepted part of the community.

Recruitment and values

Another difference is the U.S. Army recruitment sigatillustrated by the freguncy ofthe
word teamg(9). Introducing theseSports teams all@ the recruiters tmteract with possible
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applicants through friendly arsgrious compttion. We find this strong focus on
competitiveness in the wotzkst(6 merions). They want to show ah theytake this move
seriously through thegoals to be thedst in each eSport. It smilar to the focus on being

of relevance fronthe Danish Deénce but taking it a step further dmeingmore visible.
Likewise, noderniation is something discussedU.S. Army recruitment where the move
awayfrom recruitment ponecalls (5 mentions) isecent and the USAE is one of the ways,
the U.S Army wants © move in a more digital direction. However, as Meaux mentions, the
Army still depends on old school fato-face recruiter meetings to fulfill theauitment

process.

4.5.2. Sociologicahnalysis of technologicartefacs

Now that wehavereviewed and analyzed tivgerviews ad focus group, & will analyze the
databasedSCOTG (Pinch & Bijker, 184) first two research steps, leaving the laspdor

the discussio section.

Simulator

Engagement
problem

Military
gamers

Simulator

Simulation

personel

Update
problem

Price
problem

Commercial
Controller
problem

software

Collaboration
problem
(LAN)

program

Figure 5: Developmental Process for DD simulation and gaming
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4.5.2.1.Simulation technology
Functions

As we look into the referred functions of simulation tech, wd fiivo types of snulators
mentioned: fulpackage solion commercial simaitors and simulator softwe programs.

Based on our results, we see that two types of siranlattefacs are mentioned by the DDS
intervieweeswhile they occur both amongst tMDPA and the miliary gamer focus group.
However, whatunctions do they asibe to these and doeslitistrate he sameartefact

across groups?

For the DDS, the fulpackaged simulator function is mainly for novices within the Air Force
to minimize thdatality attribuied to making a mistake in such a extt(NielsTranscript
16:57).

As we move intdhe simulatosoftware programs, the DDS agséleat simulatiod sain

function is to simulate certain military educational programs training (Navy,ohtefand

Tank). The DDS perceiveits technology as one create and simulaa cheaper, close to

oneto-one realstic world that saves the DD money and lives. Thigtionis very rational

and serious, something you would expect in military cultureiestple d b y tatdéhemt,l s 6 s
AReal i sm i s eyitrosptleetrainengd Kowe\her , thatBDSaséétseo f ound
technologies function as something fun for thelstus Something that will be discussed

further regarding its trueness compared to roihierview groups

The MDPA also perceives simulatitechnology to functin on a military educatiomhéevel

for training and entrance examinatighl t | s eeféroueteaenheryin theiunits that
use simulation to get someone in who séiys heahis retlly coob ¢Anders Transcript,
23.18). The fact that the units thewant to recruit gamersf are wits that apply simulation
further supports that statemenhere are a few examples of simulators being used at
recruitment events and shown offtheir collaboréion with Lasse Vestergaard (2016ath
can show simulatioas a perceived usablengar recuitment tool to the MDPA group due to
its recognizable gamg format and ability to give an impression of the military as a modern
organization tdahe youth.Howeve, there are limited examples in thetrategy of such a
decision and therefore, va® notperceive it as a highly influentiartefactin the DD. Orthe
other hand, the USAE clearly describes and uses simulation technology as gadupf af
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recruitment tools they actively bring out tavents as it can relato gaming according to
them (Maux Transcript, 1134).

Our focus group of military gamed® not use simulation much but theragd function
likewise connectso military trainng, referring to gmulation games lik&teel Beasts as

training games$i u samesdike Steel Beastsforur t her training (Appendi

So far, we see that the DD inteaw groups and military gamers share the same view on the
Asi mul at or s artefacinathr its fungtiororgotecimmilitary educaticend
limited use as dunctioning recruitmentaol. On the other hand, USAE embraces simulation

as a recruitmentbl and is less focused on its use in the military.

Problems

In figure 5 involving poblems based on ouesults, we see few issues mentwbg the

military wokers in regards to simulah technology. However, the interview groups within

the Danish Daefne and our focus group agree that the main technological problem for the
simulation sftwareartefacts an fAengagementblpemd| atend , i Apd i c
problemo Anders Bectirom the MDPA problematizes the edatedness of the simulation

systems they have inragatonewreari t s®d mo der Andeastrpnsctigt,at i ons (
23.18). Similar statemets weremade ly the simulation worker Jolmy with regards to speed

and graphics of the military siffaiors which due to its much larger areasnnot compete

with the triple A video games JohnnyTranscript,11:35). The military gamestatemats

refer to simulation aslow and boring (appendixH) These can be related
problem dmentioned by both DDS and the MDPA where the importance of safety first causes

slower mplementabn of new simulation tech (Ronny Transcript; A3.

A problem thatisnotofcaner n t o U S A EinglationartefactuThis differente s
shows tlatthe interpretative flexibility resulting in two different simulatiartefacs lies
betveen an R6E of interviewees with DD military experience ag RSGof USAE. The
shared percead problem and the DDS afonentioned fun learning function of thetefact
seem to show a conflict between the simulator softa@eedacs perceived use and [mem.
Thequestion is then if this illustrates a reasonvitly the DD doesnot choose to use
simulation to the same extiein recruitment as USAE or if it illustegan influence and
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changing perception of video game technology moving closer towardseta ganing
technology in the DD. It can also be argueatttheupdae pr ob |l e m fechsmnws DDS 6
soldiers rather thmpotential recruits due to their trainingdbground

Solutions

This moves us to thartefactsolutions epressé by the potential RSs. For the DDS, out
dated &ch can be updated or upgraded as Nielsbexhdy the needed upgrade frorl€ to
F-35 simulator(Niels Transcript, 5@5) and Johmn 6 s ¢t vatimdSinavhen new aspects
like codes need to be mad:07). Similarly, the MDPAwishesto update simulatorand
other current DD tech or ad(R to traning to make simulation more interactive and bring it

closer to gaming.

Only the militarygamers cosider gaming a solution to the problems and they lintat PR
as long as the tenblogy is not used to poryranilitary practice wrongly and lie about &h
to expect from the military experience.

4.5.2.2.Commercial gaming
Functions

This illustrates the major difference between USAE and the DD. Wdlistttonmercial
gamingtechnology is not something the Dixeither DDS nor the MDPA, finds functional
within actual Danish military practice. The way playing coencialvideo gamse functionso
the DD is thenonrmilitary experienceand competenciggu hypothécally developthat can
provide increased performanaghin certain job positions andigportmore efficient use of
simulators. They generally seem to refer tgeaeral idea of gamingeaning any type of

video game.

For t he MDPActiongsamuiiinsgpdescdi fauleiczzeui ti ng ef ficienc
competencies and professionalisngamerdor certain edoations (Anders Transcript,
14:36) and to the DDS epfoyees gaming suppsii s i mul at i on training ef
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strategy of targeng within the competitie gamer segment exemplifies t@mmercal

gamingartefact

To the miltaygame s, we see that they generanmengy ref el
with word useike it being fun, cool and fast paced. Furthermore, ithressocialzing with

othas and one mentions the teamwork aspécbmpetitive gaming. The gamdeey ply

for the most part involve multiplayer games further accentuatiegise of gaming as a

sodalization and competitive toofi Wh e n | p | gkeg, it €retomytabougetdng
headshot s. Yo uteanethabdoesnot iock dogetbgappertix H).

This in many parts fits with USAE description of tt@nmecial gamingartefact where it
functions as a way to compete against other eStaaiss andlao a way to soialize and
connect with potential recits by playing video games withém. Themain function of the
artefactis to assist in increasing recruitment numbers by getticgntact with a new group
of people through gaming techngly.

Problems

The man issue attributed to the gamiagefaci s t he fAunr ealhé smo pr obl ¢
simuation personnel, they perceiv gami ngés | ack of realism to
skills (Niels KrarupHansen, 50:45). The MDPA problemaszbat thecommercialgaming

artefactgives an unrealistic imagé military life. The focus group also firsdt problematic

to use gaming in militgrtraining and rewitment on the same merit thatg a minotg i s

typically a reflection of reality (appendixH). In away, this prokem relatego an ethical

problem attrilnted to theartefact misleading recruits thugh wrang portrayal of military

pracice. The military gamers explicate it through the slow teali military warfare,

AFi ghting and élupabauttvgpersent othefwork gs art Aanky soldier

(appendix H).

Another issue that is not menied bythe MDPA or the DDS, but isxplored by the military
gamer s, i s a i waltsbttedftouhle commercalganingatefactma
recruitment contextThis is attibuted to a DD cultural probhe with operative units looking
down on recrdment pomotion as a waste of monélhey argue the small size of the DD

and reliance on consctipn causes few recruitment entertainment initiativesat@ lbeen
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made ad thus, tky are seen as wasteful givitige example of the negative response to the

Sacial Mediateam (appendix H). This one likely relates to part of the reasoning behind the

twoagher groupo6s attributi egammgbrtefach unreal i sm pi

Lastly, we find aongstheeDDaervignees and USAEITESMO a m
involves both stereotypes of Army soldiers being killing machines as well as a typical
commercial gaming stereotype that gamers are lazy anélilabugh,theinterviewees argue

not to believe in said stereog they do refer to it as a typlanilitary view of gamers. We

see them mentioned mainly exemplified as prior perceptions helelgroup, however, it

shows its persistence and someghiimat can Avean influerce.

Solutions

The MDPAGs solutionstd he fiunr eal i scaommeriagarng artefactisffo t h e
keep out of using gaming as a recruitment tool and rather find shared comie®batween
competitive gaming and military practice (Ry Transcrip}. We see rgearch implemented

as a way tallustrate the proven connection between Afobsand he gamingartefact For

the DDS, gaming is simply not considered a valid technolbgitefactto use in training.

The USAE to the gamer stetgpes is to reruit portit gamers that can debunk the
stereotypes as we exemplified by the Spdemmtesgame. Other than that, the USAE focus
on portrayi mgbeiiggad for theosnmunisy ara wanting to win, is an

example of a solutioto the stereotye problem.

Overall, we can argue for erpretative flexibility of thecommercialgamingartefat seeirg
that the function of gaming is different in every group based on their context andrpasi
thus illustrate RSGs. However, there sirailarities in regards$o attribued function and

problems within the DD that support something closer toliective DD RSG.
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4.5.3. Descriptioof theartefacb s s oci al constructio

To understad the artefacs, we have just described and threiative dominance in &ch
military, we need to showhe fluctuation between variation and selection thathP& Bijker

(1984) assign tartefactconstruction.

We have so far shown that there is a biasatde/the use of simulator software games in the
DD both fa recruitment bt especidy in military edu@tion, at least from what we can see in
the many descripns d useful aspects of thertefact In comparson, competitive video
games are limited irheir practical function both amongst sikation personneénd the

MDPA, while thegamingartefacthas rceived practical use in the U.S. Army witle th
introduction of USAE.

An explanation to this divgence of strategies, seem to come from thtohical use of each
technologicahrtefactin the two nilitaries showiig two socidconstruction processes thfe

artefacs. On one hand, the Danish Defesoeialconstruction process has stayed within the

simulationartefactfrom its firstimplementatin t o t oday. I n the | ate

dominanttechnologicabrtefactwasthe fullpackage simulataiustrated by the acquirement
of a Siemens tansimulator since no other opportunities were présgithe time, something
you can attribute ta period of closure in thertefactconstruction. Ten yas later, the
finds itself in a period of interprative flexibility choosing between two simulat&rtefacs,

the full-package simulator and the umkam simulatorsoftwareprogram, Steel Beast

Despite the problems attributed to gimulaor softwae program,nsecurityof provider and
commercial contiller, it was chosen due to its solutionthe ful-package simulators high
expenditure probla and the fact that the mechanics made disoltio support a realistic
controller for the simulatoradtwareartefad. Since tlen, the fulpackage simulataartefact
has fallen out of fawar in the DDshowinga stabilization and closure process with the
simulator software becoming the dominartefactin the organization. At the time, the

simulator sofivare was basedn LAN limiting the reach of training sin¢ke garrisons

n

pr

8

needed to connecttothesametwo k. Thi s was sol vedsebfHLAsi mul a

that made it possible to combinensilation systems together across countries in NATO
cheapaing simulationsoftware ost further by making the neeal buy one product for
everythingobsolete JohnnyTranscript, 237). What is prevalent aboute history of

simulation technology in the DB the complete lack of introduction of commercial gaming
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technology andigh use ad development of simulation gasexemplified by a much higher
amount of slutions to theartefacb s p r o b | e ms .akeFsense teaf recenegamer t m
recruitment initative is limited in its use of the gamiagtefactand tfre sSmulator sofware is

dominant.

What we find in our desiption of the DDartefacs is the strongdtus orthe function of the

simulator softwararteact The 1 ntr oduct i onntimtitivdXd dosr, g a mer
introduces a newrtefactto the Amy, somethinghat at leassshows the recognition of

gamirg as arartefactworth considering. Howevethe gamingartefacb s s oc i al constt
process still seems weak at a place where its pecteif unct i on ii's | i mited i
military practice dued the strong dminance othe simulator software keepingtabilized

situation with little presentlzange.

On the other hand, the U.S. Army has through its technological history of simulation and

video game use experienced several social constructioesgecinthe @ 7 0 6 4J.S. t h e
military, perceived simulats as too expetive, compared to real trang, © even be of use

to them. In the 198006s, si mul asimnutatonsoethee i mp |
training of soldiers in vehicles amgrcrafts whiletheearh2 0 006s saw t he move
arecruitmentd ol wi t h A me IrtheseameGesamples af yilitary’cteated games in
collaboration with private companies showingearer connection between the U.S. Army

and commercial Wieogames. Théact that hetrend moved away from trairgrpurposed

simulators to recruitmerbasedvideo games shows that the social construction process has
moved towards interaction with poteatsoldiers and the work with private companies

cement th Ryan Meaux egues thathey produce their own simulatin Alabama whih

shows that interpretatvflexibility in regards to the simulation softwaaeefacts still

relevant but the use ofas a recruitment tool and the complete acceptance of ddimpe
gaminghrecrutmeat makes it s meaochontthe b.BArmMy & startmgté s |

becone a donmatingartefact
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5. Discussion

One discovery we made through our work this thesistivas DDO6s seemi ngly co

perception of gaming andsiinfluence, wesee as lading to minimal direct use of gang
technology in training and recruitmefin ore hand, we findjeneral agreement that
simulation technology is the proper video gamenetdgy for Army training and screening
for highly digitaljob positions while commecial gaming technology is se@s not reflecting
DD6s mi | i tWerssehiglimitedpenasioaof gaming technology in both training
and recruitment in comparisto simulation. We can also attribute it to a smaller
organzation where atertainmehpromotion is seen as bddmeaour.

On the othehand there is agreemethat be transfeo f gamer 6 s gami ng
military positions is useful. This conflictingew seems to reflect on the agreed importance
of modernzing the DD, smething garars will help support. This emphis reflects visibly
through terms likeidital mindset, inceasing use of simulation, online recruitment aspects

and concern about seeminmgpdern to the youth of today.

It was discovered thamilitary simuldion in theNATO alliance is an area withxgensive
collaboration that serves multgpurposs. It givegreat flexibility forNATO-personnel that
haveto train together across bordeand it gives the national defences tlssbility tosawe
time, resaircesand ehance the skills of the soldgent is not onlydigital training wherethe
NATO countries collaboraten, they alsehare bestpractices on the usage of the simulation

sdfitware andt procurement.

The change we see in both tHé&. Army andthe DDis great matter to treat with
isomophism because it could help opep a discussionmohow a professional stfield is
potentially emerging in the military recruitment indystrith gaming as its core. The
collaboration around digitaimulations hat we haveseen in NATO can possibly gig®@me
indications on how futurgaming recruitmenmight spread in NATO.

We found that it is of great importance that the Danish garoeritreent program is based
on military pragmatic goals shies heghtenirg the quéity. This is because the DD
appracheghe gamers with exclusiyemomises of poterslly being accepted into highly

prestigious military educational programs on the basikef alleged skills. Therefore, it is
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important that tts cngruence isdocumentedso there are no grounds fosspecting that the

DD took advatage of young peoplwho define themselves as gamers to get more applicants.

The notion of congruence thak present above is best treated with legitimization thaoit
shouldopen for diferent ways an observer can peive the practice of the DD general and

the gaming initiative specifically.

5.1. SCOT Simulacra and Hyperreality

From the perspecte of SCOT, this limited direct use of gaming is seemiuigiy tothe

extensive dommance of the simulatioartefaci n t he DD6s Rpm@thisTo furth
discovey, the simulatiorartefacthas been accepted to have a very useful training function,

somehi ng that in part can dxtensieehistacdl but ed t o t hi
devebpmental process within the DEere, we have seen a visiblesb construction

process showing a selectiphase moving away from fuflackage simulatartefactto a

simulator softwareartefactand since then thartefacthasbeea steadily @veloped father

with additive parts to seé certain perceived problems.

On the other handhe commercial gamingtefactis perceived to have no real active
function within the I for training. In addition, there has been no previoued@mental

process of thartefactwithin the organizatio.

We can also relate this damance to SCOTs smtogical processes of gidization. We

argue that there are two technological frameshhuae influence on the DD: a military frame
and a gameré&me. For the D, the comptitive gamingartefactis beingresisted by the
military framethat is seeminglyasing its view on charaaistics of the dominant simulator

softwareartefact

First, the acceptancer rejectionof theartefacs seemgo refled Ba u d r i (20038 noibd s
of first- and seconarder smulacra as well as hyperreality. To the Dierviewees,
simulation games are accepted into the military frame due to their perceiventdest
simulacra illustrated by the simulatiorovkers usef a common wad for a sgn that refers to

arealliferef er ent, Aphot oc opy bascloSetntsiereptesentdationypoth t h ey
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in training and recruitmentvhich is of high importance the DD RSG. In comparison,

gaming to them geerally rdlects secongrder simulara, meaning it misleads by nmting

faithful to the realife military experien@ (Baudrillard, p. 166). The mislearning attribute of

the DDS and the misleading attribatiethe MDPA fits this idea. The DD, mostly tB¥S

and tre military games, perceie  ga mi ng 6 s p o ingearhyperradlity dettngass u pp o r
something nosuitad e f or the military technol ogical fr
explain to the newoldiers that simulation is serious and a singlstake eflects possild

death inreal life (JohnnyTranscript,13:19).

The military f rsonasdalsojoersagasnst the pengaivedfcasgalness of
gaming. However, what we do see is awreffo understand the gamer frame and the
usefuhess of tb mmmercial ganing artefact. We find all our DD interviewes being aware

that gamer stereotypes anetrueand that gamers can be useful to the DD in order to gain
people with a digital mindset, $oere is a growing acceptance. In addition see how th
MDPA is trying to undertand, link and validate the gamfeame to the military frame

through colldoratians with gaming organizations and gamer skill experiments. The decision
to focus on eSports now serious sport, further supports the wisbhangehe perceptiorof

the ganer frame within the DD. Furthemne, the DDS interviewees accept that fsin i

important to simulator training despite the seriousness of the matter.

However, the choice toohmove into active use of gaming shows a limhiseceptace.
Consequenyl, there isa stabilization in the DD arodrthe simulation softwarartefactdue to
the factthat the two technologies are not perceived to achieve the same goal. The goal of
more efective recruitment and fun is not inferred ®ds impairn as realist trainingand

portrayal.

Tosupportthp oi nt s made about t havetdz@ndidertt®eOST pr oces
Army as the opposite example.the U.S. Army, it is apparent how thamingartefacthas a

clear accepted function. We see kigtorical useof video games that support recruitment

illustrating an acceptance of the gamer frafuetrermore, the USAE shows an effort to

create a diredink between the military frame andegamer frame. The eSports team

members illustrate bothéhse of a miliary frameand a gamer frame in the recrnént

function as the Army personnel hasfsdd from their normal positions to play competitive
gameshased on their gamer skills. We algadfthe gaming@rtefactused as a fun way to de

stress fran the mentallypressing cotext of war (U.S. Army eSport28019). The active
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function of the gamingrtefactintroduced with the USAE progranve argueillustrates a

stabilization process with clebnes of its recruitment function.

5.2 Legitimacy

The Danish recriiment canmand and its options for sounglegitimacy

The gamer recruitnm initiative isthe focus of this sectiomherethe practice and strategy
around this program will be ta=d foremost compared to other initiatives that thei®D

conducting thicould ke seen as a legitimization effor

Defence Command Denmark

Danish Ministry Agencies
of Defence Home Guard Command Denmark

Danish Emergency Management Agency

Danish Defence Intelligence Service

Danish Ministry of Defence
Acquisition and Logistics Organisation

Danish Ministry of Defence
Personnel Agency

Danish Ministry of Defence
Estate Agency

Danish Ministry of Defence
Accounting Agency

Other authorities

| | |

Danish Ministry of Defence The Captain of Her Majesty Her Majesty The Queen’s
Military Prosecution Service The Queen’s Naval Household Military Household

Figure 6:lllustration of DD organizationalstructue, sairce: Forsvarsministerief2019.
Ministeromradetorganisation.

https://fmn.dk/omos/ministeromraade/Documents/Ministeromraadets-organisation-2019-DK-
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0g-EN.pdf?fbclid=IwAR3fROaBIEWx0B-miBmNw56713Cygnlt2KpZP-
e072bd6LhVs60ODXWyY7OXE

TheDanish Befence or Danish Minisgrof Defence consists primarily of 8 agencies or
commands with different lesls of strength and relevance¢sabove diagram). The
recruitmenttommand formldy known as the Danish Ministry of Defeaé&ersonnel Agency

is theorgan tlat supplies the Danishdfence with personnel and conducts HR related tasks.
So,when theMDPA is conducting campaigns with an empdoypranding edge is to alter

the r e c ivipwi okttmetDB &s a whole.

5.2.1.Pragnatic legitimacy

Involvemat of ganers

When discussindhe pragmatic legitimization work that the Danish Defeis conducting, it
is important to note that it is ipnarily the recruitment command whnitiates ad conducs

the work with the purpose oécwiting and heighteninthe brandf the DD. The persorh
that works with simulator training is as such oohcerned with perception but rather with
performance ofheir students and the educatiblesel they ae expected to reach. But this
does not reanthat the recruitmentaenmand canot utilize the simulkar aspect of the Danish
Defence to bolster the MDP##fforts. When focusing on the gaming initiativesitiear

that it holds several layers with regauttd action that can be considered atiggzation

effort, as we Wl discuss.

Exchange legitimey and relevant constituents

Constituents arthe goup of external individuals that monitor the Danishddeke and are
visibly affected by its actions. Else criteria best resemble people alreagloyed in the

DD as thg are diectly affected by thections of their employer. They are already in the
sydem as opposet a potential recruit who ha® obligatons to the DD unless Denmark is
suddenly invade. Following up on the constituents asmtoring individwals, it is clear fom
the focuggroup hetl and conducted by the authors that the common sdidgestrong and

clear opinions about how senioamagement is running the DD. 8ofirst glance, it wald
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seem that the soldiers are the cduostits of the DD on the iteria ofrelatedness and
opinion. But theMDPA is looking outside the frames of tilD for new recruits while at the
same time legitinzing their position in the eyes of potential recruitkerefore, it will only
be relevant taoiew gamers who are not ghoyed bythe DD.

These condtiients are not the usual sort as they are indiraffiéggted by the activities and
their opinions arexpected to be vague. The indirect constituents tefére gamers whthe
DD have no authortover and thataire nd apart of he military system. Thas the whole
point of them being potential recrudad because they are not part of the system,

we anticipatethat their opinions about the system arewnsaddentifying the relevant
constituers in the case of militaryacruitmen is quite different thn identifying the overall
constituers.

Influencdegitimacy and societal respect

It is, of course, not all gamers that can obtain positionsarbi and therefore, there will not
be a pedfic exchange betweenldhe ganers and the Danish Defce. The ones that are not
eligible for service or ot interested can be classified as participatmigfluence legitimacy.
This is because even thougleythave no intention of ever joining, tNPA will still have
aninfluenceon them. This could b the form of general acknowledgement of gamersskill
from Danish society or it could be the job markegeneral that copies the strategy of the

recruitment command to utilize gameskills.

Dispositional legitimay and tadition

The human tras with which one can describe the DDwid typicallybe terms such as:
traditional, violent and strict. These can then be considered personal traite thet @asily
altered. This will at firsglance seem incompatibleitiv somehing as modern as a garg
recruitment initiative and fits with the statent®both Ronny andnders made #h regards
to the DD being oldashioned. But the Danish Defence wa® asen as professional which
entails theegponsibility of beng acapableighting force. Sasvewil |  ar gue f or
dispositional legitimacy beingpoted in traditio and its special role of defending the nation

with violence.
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5.2.2.Moral legitimacy

Consequential legitimacy and the tkaecord

One has to renmeber that théD is seeking legimization on two different levels
simultaneously. One the generalegitimacy and the other is the specific legitimacy
connected to the gaming recruitmentiative. These two levels are relatddt will work
simultaneasly. As Ronnypointed out, théMDPA is always looking to recruit outsiders for
differenteducationaprograms. Seve argue for an overall societal legitimization drive where
the DD seeks to bie balance with the population itissponsible for and to.i®ultaneously,
focused level whe specific demarcated groups are targeted in relatiarspecific aea

within the DD where legitimization is needed in a certain form. Moving on from tligs, it

clear that young Danes who coraithemselves gamers willeed toassesshe track record

oftheDDt o deem t hem wort hy cdy. Baausgligetheredres appr oV e

layers within the DDthere are also layers withiihe individual. The youm Danish gamer is
also a citizen inhe state of Denmark andenanticipatehat he or she hageneral opinions
about the role t military has in socigtetc., whileat the same time, having strict ways of
assessing the gaming mitiative is original orfake.

Procedural legitimacy andraieity

The above paragph and itseference to the cwept of acknowledgement is closely related

to the procedal legitimization aspect because with the latter, it is possible to undertake

actions specificalljoimpr ove t he e xt e ewoatheorgamizationTheime nt 6 s
what wereferred to aboveith gamers potentially having to judge initiatives onllasis of

original VS fake. Whereasonsequential legitimacy is abagsessinthe track record of the

DD, procedure is a way for the DD aatively manage currentrduture initatives with the

strategic aim of gaining legitimacy on the basis of whabissideredavourableby society.

That is why it is important that tidDPA is explicitly demonstratinghat there is

congruence between tinsh to employ gamers atite relevantvork they can expz to

engage in, as if not to leave any doubt about ttemtions of the recruitment command.

93

\



Structural legitimacy

When taking adok at the DD with stretural legitimacy in the mindt is important to bear in
mind that the DD isot a businesstha can configure i1itself accoroc
evoluion. The DD and the American militagye like other militariesbound to thesver
presentask of deénding the stateyhich makes militaies somewhat rigid, anteir
obligations set a certainnit to the level of structural configuring that is possilrhis will
then consequently setianit for what kind of procedures that can be integrated into the
structure. Here, we will argue thieile congruence discussedooae makes ieasyto adapt

D Dgstructure to incorporat@ gamer initiative. There rglevance in having gamers
manning digital syems that they have a natural relationship with and theyentélr the
organization on the sanpainciples as anyone elsad receivetandardized trainig. In that
sense, there is no need to structure the DEh®Incorporation of gamers for various

programs because after enrolment there is no differentiataoie between candidates.

Personalegitimacy

As there imo living founder of the DD noa leading individual with an owner stake it is

most naturbto discuss the effect of having a stahiel reliable leader that does not use his or
her charisma as force for change. One can arguatthe military is too muie of a public

good and that itsi an institution that is geared to replace any individuahy position at any
time though a hierahy structure to rely oh e a dclkarisina as a catalyst diange or

control. One could arguedhone of the legalizatiostrengths othe DD is that itannot fall

or rise in esteem on the basis of a leaderrasmdr her actions as it would entail a

stabilization risk.

5.2.3.Cognitivelegitimacy

Compressibility ad the military entertainmemiomplex

The previously éferenced military mertainmentcomplex is a good example of a system that
can consist of culta models deriving from video games or nexilt helps the audience
make sense of a world they are afexcluded from. It is on theasis of the models that
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understanding is caked. The mlitary as arorganizatiorand the logic in itendeavarsis

bourd up to these models. Without the entertainment industry and their military themed
creationsjt would ssem natural that the lmancivilian would have more ficulties
understading the miltary system. Furthermore, if the individual does notehasoatal or
historical interest in the doings of the military, they will most likely have an understarfding o
the military from popular alture and the military dartainment complewill deliver series,
movies and digital games imaverendingstream. Someof these products will display

reality better than others but the key point is that the MDPA shouldrbeand that the
potential eauits might have made upeir mind about s&ice basedn a distorted

foundation.

Taken for granted

TheDani sh s oci ®ektgrnalenvironrheat hdd Beer known a life without a

military as a part of # state and neither has theypous generations. Evegeneration

knows tlat it is inheriting an institution from the previous one and it wadogdan &most
philosophical and existentialist thought not to take the national skefengranted as a Dane.
First the thought of human dhization without the abity to wage war or éend itselfis not

worth discussingas it holds almost no historia@levance. Denmark has since its formation

as kingdom waged war more or less and the story is the same evAlmirican military,
postrewolutionarywar. So,the cacept of areverpresent military is what the previous
generations are used to andtizen of éther two nations hasever known anyiihg else in

their existenceSo,if we say that a military as suehso rudimentathat citizrs can aly

take it for ganted it would be interestingo discussvhat is ptentiallytaken for grantedlhe
generabn that is recruited currently are typically so young that they were kids under the 9/11
attackandthe ubsequent fAregabfatrirsa [ RNdmynlupuhdeey ha
the war on taor and have seen how an asymmetrical war is foingihe 22! century. Thait

is fought withSpecial Operations Forcasd technological superiority and the evmlno of

the two has been gradwsdthe war has continue&urthermore, thislmost pragmad

ewlution hasbeen communicated through entertainment ecar articipate that civilians

have found the means and their evolution necessary and ndtuedDD & not initiating the
initiative to be considered legitimatéhey are using as a meanstreach their goals of better
capabilities, and thesVel ofcapaility they can maintaims where their legitimacy is

drawn.
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Temporal

As discussed eber and mentioned in several @nviews is the DD an oldrganizatiorwith
traditions goig far back in history. Here, it makes sense to underlinentiaay traditions and
practices are continual in their nature because continuity is the point of tiess.athese

are mostly symbolibutthere arealso practies of a mog comlat-related modehat holds its

own merits and are still considered relevanth as digging trenches for defensive warfare.
Some practices and processes are episodic in the atthdy come and go. Things tlaae
deemed obsolete withba relatedsuccasor are in oueyes considered as episodic. This
means that the digital sutation record of the DD can be considered one continual record as
opposed to several episodic periodthwdifferent simulation systems.

5.3. Isomorphism

5.3.1.Coerciveisomorphic change

When discussing how coercive isomorphic change cousth@ging théD, it is key to keep
in mind that dependence is tbatalyst br this change. ifhe DD is not dependent on any
entity that ca eert itsinfluence viapower there is as such no fundamhfor coercive
isomorphic change. There is no entityirigyto use drce, persuasion or invitation to join in

collusion wih regardgo initiating a ganer initiative in the recruitment command.

If we are tadentify chame catalysts that act as a coeeccause for initiating the gamer
initiative, it is evidet that thegamers themselves can be seen as a cause for igitiagin
progam. It is a trickythought but the gamers that are sought oyuiement hae a

bargainirg power of a sole supplier indlsense that the gaming community must supply the
DD with itself. Furbermore, the gamers are ocltegorizedn the markeahg targeing they

are not eendistinguished from nogamersm the recriment commadown defintion

after the selection procgsin the end, it is the DD that has to hire these gameithe
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relaionship between the recruitment command and the gaimeecipocal with regardso

power relations.

Formation of a field

We argue tlat state spommsed militaries ara field oftheirown. But their formations often go
so far back that e cannot tdd about a formation in the sense of a modern profeakiceld.
Militaries are alnost by definition an extension of the stdtes contrdled and fundd by the
state but is still denmeated from it and operates under its own laws. Currethigyfocus$ on
the structuring of the state entities nationalhd interationally. The U.SArmy and the DD
are each connected to a largationalnet of state mtities or institutions that cgoractice
coercive isomorphic change on each other. We leavlier retated the statements of Ronny
and Anders who refer tithe MDPAcoming up with tlkeidea to target gamers by themselves
That issigrificant becaise of thaunique constellation thaéhe Danish Defence is considered a
state entity, but no othetade entitis are pushing them to adopt a gamer initiatwakingit

is a rovel strategy in anld system.

Mimeticisomorphic change

The USATr my 6 s anmengieitsative with the estalshment of eSports teams is an
initiative that is desigreeto have me young people engage with the Army and potentially
sign up forservicewhereas th Danish Recruitmentd@nmand is currently fogingonly on
recruitment dgamers because of their sklr specific Air Force programs. The two
strategies areiffierent inboth form and objective and they were more or less rollgctthe
same time. Thirulesoutthat the two military entities havesablished their initidive with

mimeticbehaviar.
This really makes them first movers and it is the firetars that pve they are doing it for

efficiency. From this, we can antieife that othernatiin s ¢ mi | i t ari es mi ght

two stratedges orthe parts theyind viable for improving effiagncy.
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