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1.0 ABOUT THE GAME

AFTERSHOCK: A Humanitarian Crisis Game explores

the interagency cooperation needed to address a complex
humanitarian crisis. Although designed for four players, it can
be played with fewer (even solitaire) or more (with players
grouped into four teams).

The game is set in the fictional country of Carana, but is loosely
modeled on disasters such as the 2004 Indian Ocean tsunami
and the 2010 Haiti earthquake:

Carana has suffered years of sometimes violent turmoil, and has
only recently taken the first tentative steps to national reconciliation
and reconstruction. Poverty is widespread, government capacity

is weak, and political tensions remain high. Nongovernmental
organizations and United Nations specialized agencies are active
in the country, including a moderately-sized UN civilian police
(CIVPOL) contingent.

At dawn today, a powerful earthquake struck Caranas capital

city of Galasi, causing widespread destruction of homes and
infrastructure. Tens of thousands of people are in need of urgent

aid and medical attention. At the request of the Government of
Carana, military forces from several friendly countries—operating
as the multinational Humanitarian Assistance and Disaster Relief
Task Force, or HADR-TF—are en route to assist, as are additional
contingents of UN (United Nations) and NGO (non-governmental
organization) personnel, together with much-needed relief supplies.

The game lasts for seven game turns. This represents
approximately three months of humanitarian operations,
including both the initial emergency stage and a later period of
early recovery. More lives tend to hang in the balance during
the emergency stage. Because Carana is a fragile, conflict-
affected country, relief and reconstruction efforts may also
involve issues of social unrest and political instability, especially
once the initial shock of the crisis has worn off.

The primary objective of all players is to address the urgent
humanitarian needs of the local population. This is measured
during the game by relief points (RP), which are gained by
addressing the needs of at-risk populations and lost by failing
to meet those needs. There is one common RP score for all
players.

Players also need to maintain public and political support for
their organizations, whether to govern (Carana), sustain the
relief mission (HADR-TF), or secure financial support (UN
and NGOs). These are tracked separately for each player using
operations points (OP). At times these can also be spent as a
form of organizational capital to secure additional resources or
personnel.

2.0

GAIME SOMPONENTS

The game consists of the following sets of components:

Player handouts. Handouts are supplied for Carana, HADR-
TE the United Nations, and the NGOs. These summarize the
rules specific to each, as well as providing an overview of game
components and the turn sequence.

Supplies. Players will move these to the various districts of
Galasi to meet urgent humanitarian needs. All supplies not yet
in play should be placed in an opaque container.

* 24 medical supplies (red cubes)

e 30 WASH—water and sanitation supplies (blue cubes)
e 30 food supplies (green cubes)

e 30 shelter supplies (white cubes)

L L ¥

Infrastructure. These act as permanent, ongoing supplies in an
area. In the case of logistics infrastructure, they instead help to
increase transportation capacity.

Optional stickers have been provided in the game box that can
be applied to better identify the infrastructure tokens.

¢ (6 medical infrastructure (red disks)

e 6 WASH infrastructure (blue disks)

* 6 food infrastructure (green disks)

e G shelter infrastructure (white disks)
e 7 logistics infrastructure (black disks)

Assistance teams. These are used to deliver supplies, establish
infrastructure, conduct rescue or security operations, assess
local needs, interact with the media, and coordinate with other
players through cluster meetings.
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* 7 Carana assistance teams (purple figures)

* 7 United Nations assistance teams (blue figures)
* 7 NGO assistance teams (white figures)

e 7 HADR-TF assistance teams (green figures)

8884

The number of supply, infrastructure, and assistance teams
provided is an absolute limit—if players run out, no more are
available. Two black pawns are also supplied with which to
mark the current game turn and the total number of RP.

Event Cards. The 48 (large) event cards are used to determine
the sequence of humanitarian and political developments in
Carana during relief and recovery operations.

Coordination Cards. The 16 (medium) coordination cards are
used to represent both the positive effects and frustrations of
aid coordination through participation in Cluster meetings.

At-Risk Cards. The 36 (small) at-risk cards are used to indicate

humanitarian needs in each district of Galasi.
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Blank cards. 6 blank event cards, 4 blank coordination cards,
and 9 blank at-risk cards are provided as spares to allow
customization of the game or to replace lost items. These
should normally be set aside when playing.

Districts. There is one display for each of the five affected
districts of Galasi. The district display is used to indicate
whether assistance teams in that area are delivering supplies,
establishing infrastructure, engaged in rescue or security
operations, or assessing local needs. Supplies and infrastructure
are placed on the display when they have been delivered.
At-risk cards are also placed on the display, with the top card
face-up to indicate current needs.

Transportation Nodes. Separate displays depict Galasi port,
Galasi international airport, and Carana’s frontier with
neighboring countries. Warchouses for the players are located at
each of these. In the case of the port and airport there is a
capacity track where players indicate the total number of items
that have arrived each turn, using the black logistics
infrastructure markers. This track also indicates the maximum
number of items that can arrive in each location per game turn.
The port and airport are sometimes referred to as “local”
warehouses, to distinguish them from the more distant frontier.

Cluster Coordination. This display is used to indicate
participation in coordination (cluster) meetings. There are five
clusters: health/medical, water and
sanitation (WASH), nutrition/food
security, shelter, and logistics, each marked
by a colored circle. When a team is placed
in the appropriate box it is said to be
participating in that cluster. In addition,
there is a separate box for media outreach.




Monitoring and Evaluation. This display is used to track the
current number of relief points (RP) and operations points
(OP) the players have. RP represent the
success of the humanitarian operation in
saving lines, and are scored collectively.
OP represent the degree of public and
political support a player has within key
constituencies, and are scored separately
for each player.

MONITORING & EVAZUATION

R
LT

o

Dbl

Other Components: The media card represents the current
focus of the international media. An optional yellow clip stand
is provided for the media card so that it can be stood upright.
Social unrest cards are used to indicate where lawlessness or
popular dissatisfaction with relief operations is growing. Needs
assessment cards are used to indicate those districts where a
needs assessment has been undertaken.

3.0 SETTING UP THE
GAME

Remove all blank cards from all decks. These are spares, and are
not used.

Place the five district, three transportation node, cluster
coordination, monitoring and evaluation and calendar
displays on a suitable playing surface so they are clearly visible
to all participants.

Shuflle the event cards and place the deck face-down.

Shuflle the coordination cards and place the deck face-down.

Separate the nine at-risk cards marked emergency and set these

aside. Shuffle the remainder, and then place them face-down as
follows on each of the district maps:

e District 1 (commercial and administrative district): 4
e District 2 (low income district): 7

e District 3 (slum district): 6

e District 4: (middle income district): 6

e District 5 (semi-rural district): 4

Having done this, shuffle the nine emergency cards and place
one face-down on top of the pile of at-risk cards in District

5, and two face-down on top of the pile in each remaining
district.

Turn the top at-risk card face up in each district. This indicates
the current size of the at-risk population in that district, as well
as their immediate need for medical care, water and sanitation

(WASH), food, shelter, and rescue.
Place the media card in District 1.

Place one team (figure) for each player at zero on the
monitoring and evaluation display to indicate that player’s
current number of operations points (OP). Place one black
pawn on the same display on zero to indicate the current
number of relief points (RP).

Place a black pawn on the calendar to mark the current game
turn (Day 1).

Place one logistics infrastructure marker (black disk) at each
of the port and airport. This is also used to mark the capacity
track on these transportation nodes.

Place all of the supplies in an opaque container. Randomly
select the following number of supplies for each of the
following players, and place them in their warehouse at the
port:

e UN: 3 supplies
e Carana: 4 supplies

e NGO:s: 5 supplies

The HADR-TF player does not start with any stockpiled
supplies.

Carana, the UN, and the NGO players each place their

two initial assistance teams. These should be placed in the
appropriate box of a district or cluster meeting. The HADR-TF
player does not start with assistance teams on the ground.

INDEPENDENCE
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4.0 PLAYiNG THE GAME
4- U PQ‘ i . = -
Carana is the first player to act each game turn, followed by

HADR-TE the UN, and finally the NGOs. There are thus four

player turns to each game turn.

In their turn, the current player completes each of the following
six phases in sequence. For convenience these phases are
summarized on the player hand-outs and are also indicated on
the calendar.

- Coordination Phase. The current player shuffles the
coordination cards (see section 4.1) face down, and draws
one for each cluster in which they are currently participating.
They then play one—and only one—of these by following the
instructions on the card. Unless otherwise noted, return all
cards to the deck.

&Y Event Phase. The current player draws the top face-down
’l- event card, and immediately applies the effects of the card.
This event may require that the player resolve an at-risk card in
one or more districts (section 4.2).

#) Human Resources Phase. The current player may

& reallocate those assistance teams (section 4.3) currently in
play to tasks in districts (section 4.5) or to attending cluster
meetings (section 4.6) or media outreach.

“JF Relief Operations Phase. The current player undertakes

¥ emergency relief (section 4.7) by moving supplies (section
4.4) to districts (section 4.5). If attending a cluster meeting
with another player (section 4.6), they may also transfer
supplies of that type between their warehouses at the same
location (port, airport, or frontier).

- K5 Special Operations Phase. The current player may
undertake security operations, logistics operations, needs
assessments, or media outreach (section 4.8). Players may also
deal with any outbreaks of cholera or measles at this time.

"' Supply Phase. The current player receives new assistance
teams and supplies (section 4.9). This functions somewhat
differently for the Carana player than the others. Players may
be able to exchange some of these supplies for infrastructure.
OP may be spent to purchase additional supplies or teams.

When one player has undertaken all six phases, the next player
does so. When all players have finished their turn, advance
the counter on the calendar, reset the capacity tracks at the
port and airport, and the next game turn begins.

4.1 COORTINATION CARDS

During the Coordination Phase, the current player shuffles the
coordination cards face down, and draws one for each cluster
in which they are currently participating. They then play one—
and only one—of these by following the instructions on the
card.

Cards that are marked “retain this
card” may instead be retained by the
player and played at another time.
Otherwise, all cards are placed back
in the deck and reshuffled before the

next player’s turn.

oI
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When this or any other card refers
to a “new” supply or infrastructure,
this should be drawn from those
that are not yet in play, rather than
those at the port, airport, frontier,
or in a district.

The Preparedness card, when played, allows a player to draw an
event card during the event phase as usual but to postpone the
effect of that card until the very end of their turn.

If a player is not participating in any clusters they do not draw
a coordination card. Media outreach is not a cluster, and having
a team assigned there does not count as participating in a
cluster.

4.2 EVENT AND AT-RiSK CARDS

Event cards fall into two broad types: those that cause an at-
risk card to be resolved in one or more districts (below left),
and those that have other effects (below right).

District idders
Detricey - Highest Bidde
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In the case of the first card above, the player would resolve the
at-risk card in District 1 as outlined below. In the case of the
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latter, the player would follow the self-explanatory instructions
on the card. When a card calls for an effect to be implemented
in a district with the “most at-risk” population, consult the
face-up at-risk cards and see which has the highest number of
people listed on it.

If an event card calls for an at-risk card to be resolved, this
takes place immediately. Look at the face-up (emergency or
early recovery) card in the appropriate district to determine
what supplies are necessary for the needs of the population to
be met.

In the case of the sample card (AR-2)
pictured to the right, for the population
to have their needs met there must be
at least 2 medical supplies (red cubes),

1 WASH supply (blue cube), 1 food
supply (green cube) in the district, plus
one team assigned to rescue there.

e If the needs of this population are
met, add the indicated number of
RP to the RP track. If the media
card is in the district, each player
present there also gains 1 OP.

e If the district is just one supply or team short of what is
required, there is no change to RP or OP.

o If the district is two or more short of what is required,
subtract the indicated number of RP from the RP track. If
the media card is in the district, each player present there
also loses 1 OP.

The event card itself may state additional effects that occur if
needs are not met—in the example (E-9) below, for example,
Carana would also lose a team.

In all cases, remove the supplies that are listed on the card on

the at-risk card to the extent possible, then flip up the next at-
risk card. If no more at-risk cards are available for this district
then there are no further needs there.

Example (see below): The event card (E-9) causes the at-risk
card (AR-2) to be resolved in District 1. The district currently
contains 1 medical, 1 WASH, and 3 food supplies. The at-risk
card, however, states that 2 medical, 1 WASH, and 1 food
supplies are required, plus one team must be assigned to rescue.
The players are thus short 1 medical and 1 rescue, and lose 3
RP. In addition, the media are present in the district, so each
player with a team in District 1 also loses 1 OP. The supplies
used to meet local needs are then removed, leaving only 2 food
supplies still in place.

While most of the needs of the population will usually be

met by supplies that have been previously transported to that
district, needs may also be met by local infrastructure (section
4.4), which act as a permanent form of supply. During the
emergency stage some cards may require rescue, meaning

that one or more teams must already be assigned to the rescue
box in the district. Unlike supplies, infrastructure and teams
assigned to rescue are not removed when the card is resolved.

Some special at-risk cards (Malnutrition, Squatters, Violence)
have immediate effects. If these are drawn, follow the
instructions on the card, remove it, and then flip another at-
risk card.

T ‘I Emergency Relief
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Remove these
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District 1 resolves when the event card
E-9is drawn. Players compare the

needs requirement on the face-up card
in the district (AR-2) to supplies placed.

Players remove the medical supply
(coming up short by 1), one WASH
supply cube, and one shelter supply
cube.

Needs are not met (1 medical supply
deficit, and no team in Rescue), so the
players collectively lose 3 RP. Further,
as the Media is present in the district
Carana (Purple) and NGO (White)
players each lose 10P. (if needs were
met those teams would gain 10P for
positive media coverage)

Sty

Further, Carana loses 10P for the event.
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Other special at-risk cards (Cholera, Fire, Measles) may have
ongoing effects. If these are drawn, follow the instructions
on the card. If certain conditions exist, the card is ignored
and removed. Otherwise it is placed face-up in the district to
indicate ongoing effects, and a new at-risk card is drawn.

Example: Having just resolved an at-risk
card in District 1, the player draws a new
at-risk card. This proves to be a possible
Cholera outbreak (AR-32). If there were
sufficient WASH supplies or infrastructure
the card would be ignored and removed.
However, District 1 lacks these and the
disease takes hold. Place the card face-up
beside the current at-risk deck, and flip
turn the next at-risk card face-up. All ar-
risk cards in this district will now require
2 additional medical supplies to reflect the
effects of the epidemic.

Cholera

IF WASH infrastructure or
IWASH supplies in district,
ignore this card. Otherwise
place it in district and fip
next card.

Farure cards resolved in this
district need +2 MEDICAL.

If is possible for several of these special at-risk cards to be active
in a district at once. Once active, Cholera and Measles may be
removed only by a special operation (section 4.8).

If the event card says media move to next district in the
bottom right corner, this is carried out once the event card (and
any associated at-risk cards) has been resolved for the player’s
turn. Move the media card into the next highest numbered
district. If it is in District 5, move it back to District 1. The No
Longer News event card may cause the media to be removed for
the rest of the game.

Once an event card has been resolved, it is placed in the discard
pile. The exception to this is the Lucky Break card, which may
be held until it is used to cancel a future event.

4.3 HUMAN RESOURSES

Throughout the game, all assistance teams must be assigned to
either one of the functional boxes (relief/rescue/infrastructure/
security/assessment) in a district (section 4.5), or to one of

the five cluster meetings (section 4.6), or to media outreach
(section 4.8). In general, a box may hold any number of teams.
However, no player may conduct media outreach operations if
that box contains more than two teams.

During the Human Resources Phase, players may move each of
their teams from any box in any district to any other box in any
district, or to and from the boxes on the Cluster Coordination
display.

Additional teams may be received during the Supply Phase
(section 4.9).

The HADR-TF player may, if they wish, remove one team
from Galasi during the Human Resource Phase, thereby
gaining 1 OP. This is in addition to the teams they are required
to withdraw in Weeks 5-7 and Weeks 8-12. Note that the
HADR-TF will lose OP if they still have more than one team
in Galasi at the end of the game (section 5.0).

The team markers on the Monitoring and Evaluation display
are only used for scoring purposes, and may not be reassigned.

4.4 SUPPLIES AND iNFRASTRUSTURE

Medical, WASH, food, and shelter supplies are represented

by red, blue, green, and white cubes respectively. These are
generally received during the Supply Phase (section 4.9), and
moved during the Relief Operations and Special Operations
Phases (section 4.7 and 4.8). They are removed when an at-risk
card is resolved (section 4.2). They may also be removed or
placed by event cards.

Medical, WASH, food, and shelter infrastructure (red, blue,
green, and white disks) can be placed in districts to act as a
permanent form of supply, representing such things as
permanent clinics, new piped water supplies, reopened local
markets, and sturdier shelters. Each infrastructure marker of
this sort in a district counts as one supply of the appropriate
type, but—unlike supplies—is not removed when an at-risk
card is resolved.

To place medical, WASH, food, or shelter infrastructure in a

district, the player must have a team assigned to infrastructure
in that district. The infrastructure is then moved from a local
warehouse to the district by an infrastructure operation during
the Special Operations Phase (section 4.8). Infrastructure

may not be placed in a district where the current at-risk card
indicates the area is still in the EMERGENCY stage of the

crisis.

Logistics infrastructure (black disk) may be placed at the port or
airport to reduce transportation bottlenecks (section 4.9). This
represents repairs to damaged runways or buildings, additional
air traffic control teams and equipment, warehouse construction
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or repairs, and the provision of equipment for off-loading ships

or aircraft. To place logistics infrastructure at the airport or port,

it must be in a local warehouse, and a team must be attached to
the logistics cluster. It is then moved to the port or airport from
the player’s warehouse at the same location by a logistics operation
during the Special Operations Phase. Note that Carana may only
upgrade the port infrastructure (where it has a warehouse) and not
the airport (where it does not have a warehouse).

On a practical note, players may find it useful to place supplies
beside the current At-Risk card when the indicated needs

are not yet met, and on top of the card when they are. This
makes it easy to quickly see which districts still need additional
supplies, and which do not.

It is possible to place more supplies in a district than will be
required by the current at-risk card. This sort of pre-positioning
can be helpful in preparing for future needs, but it comes with
some risk too, since once supplies are placed in a district they
cannot later be transferred elsewhere (except by the action of
event cards).

£.5 BiSTRICTS

There are five districts to Galasi, each with slightly different
characteristics. Each district display sheet contains the
following information and boxes:

*  Relief. Teams are placed here if they are allocated to the
emergency provision of health, WASH, food, or shelter
supplies in the district.

*  Rescue. A team assigned here fulfills the “rescue”
requirements of some at-risk cards.

* Infrastructure. A team is placed here if it is wishes to
establish infrastructure in the district (sections 4.4, 4.8).

e Security. Teams are placed here if they wish to engage in
security operations. There is a limit to which teams may be
assigned to this task (section 4.8).

e Assessment. A team is placed here if it wishes to undertake
a needs assessment in the district (section 4.8).

Any supplies that have been transported to a district will be
placed in the main section of the district display sheet, as will
any infrastructure established in that district. Supplies and
infrastructure may not be moved between districts, except by
the effects of an event card.

If there is widespread discontent with relief operations, one or
more social unrest cards may be placed in a district. These have
no immediate game effects, but may trigger certain event or
at-risk cards.

AFTERSHOSK ~ &

If a needs assessment has been conducted in a district (section
4.8), a needs assessment card will indicate this.

4.6 SLUSTER MEETINGS

Assistance teams are assigned

to cluster meetings by placing
them in the appropriate colored
circle of the cluster coordination
display. By doing so, players gain
positive effects through the draw
of coordination cards.

In addition, the current player may, during the Relief
Operations Phase (section 4.7), exchange the appropriate

type of supplies with other players attending the same

cluster meeting by simply moving those supplies from one
section of a warehouse to another in the same location (port,
airport, or frontier). Doing so requires the permission of the
player holding the supplies—you can't take them without
authorization! Infrastructure may not be transferred in this way.

While the media outreach box is located on the cluster
coordination display, a team there does not count as being
involved in a cluster meeting.

4.7 RECIEF OPERATIONS PHASE

During the Relief Operations Phase, players may move supplies
from their local warehouses at the port or airport to the various
districts. To move supplies, the current player must normally
have an assistance team in the relief box of the receiving
district. Carana, however, may always move one supply to each
district during the Relief Operations Phase even if it does not
have a team assigned to relief there, reflecting the initiative of a
local network of public employees and volunteers.

Once placed in a district, items may not subsequently be
moved from that district to another location.

The current player may also
move items between their
warehouse and the warehouse
of another player in the same
location during the relief
operations phase, provided
they have permission and both
players are attending a cluster
meeting of the appropriate

type (section 4.6).



Example: The UN and NGOs both have teams in the health
cluster meeting. During their Relief Operations Phase the UN
transfers two medical supplies at the airport from the NGO
warehouse to their own warehouse in the same location. They
then send these, together with the WASH supplies they already
had in their warehouse, to District 3 (where they have a team
assigned to emergency relief).

Note that Carana may only transfer supplies in this way at the
port, as this is the only location where it has a warchouse.

4.8 SPECIAL OPERATIONS PHASE

During the Special Operations Phase, players may undertake
infrastructure operations, logistics operations, needs assessment,
media outreach, and security operations. It is also during this
phase that the Cholera Response and Vaccination coordination
cards may be played.

Infrastructure Operation. For each team the current player
has assigned to infrastructure in a district, it may transfer one
infrastructure from its warehouse at the port or airport into
that district. Infrastructure operations in districts may only be
conducted if the current at-risk card shows it to be in Early
Recovery.

Logistics Operations. For each team the current player has
assigned to the logistics cluster, a player may conduct a logistics
operation. This consists of one of two possible actions:

e Place one additional logistics infrastructure at the port or
airport, provided the infrastructure is already present in the
player’s warehouse there. Stack the disk upon the existing
infrastructure marker on the capacity track to indicate this.

Example: HADR-TF has a logistics infrastructure in its
airport warehouse, and a team assigned to the logistics cluster.
It may therefore execute a logistics operation to place this
additional logistics infrastructure at the airport proper by
placing it on top of the existing infrastructure marker on the
capacity track, thereby increasing the number of items that
may be flown into the airport each game turn.

OR

*  'The current player may move any number of supplies
between their various warehouses, including at the frontier.
Since these supplies are moving by road and not air or
sea, this movement does not count towards capacity limits
at the airport or port. Supplies may not be transferred
between players through a logistics operation.

Media Outreach. If the current player has any teams assigned to
the media outreach box, and there are no more than two teams in

the box in total, that player may conduct a single media outreach
operation. This either adds 1 OP to the player’s current total, or
subtracts 1 OP from another player. The latter represents the rare
(but not unknown) instance when one organization publicly
criticizes another for inadequate aid efforts.

Note that no one may conduct media outreach if the media

box contains three or more teams, and that no player may
conduct more than a single media outreach operation per turn
regardless of how many teams they have assigned there.

Needs Assessment. If the current player is Carana, UN, or
NGO and has both an assistance team assigned to needs
assessment in a district and at least one team in a cluster
meeting, they may conduct a needs assessment operation.
Place a needs assessment card in the district to indicate this.
All players may henceforth examine the face-down at-risk cards
in a district with a needs assessment card at any time. Once
the needs assessment card is placed the team need not remain
assigned to that task, and may be reassigned elsewhere during
a subsequent human resources phase. The HADR-TF may not
conduct needs assessment.

Example: The NGO player has a team assigned to needs
assessment in District 3, and at least one team assigned to a
cluster. They may therefore place a needs assessment card in
District 2, enabling all players to examine the face-down ar-
risk cards there for the remainder of the game.

Security Operations. If the current player has one or more
assistance teams assigned to security in a district, they may
launch a security operation in an attempt to improve local

law and order. If HADR-TF or the UN initiates a security
operation they must pay 1 OP—after all, pushing back crowds
of desperate or angry survivors is hardly good publicity. There is
no cost if Carana conducts the operation, however.

When a security operation is undertaken, remove one social
unrest marker for each team the player has assigned to security
in that district.

AFTERSHOSK -~ 9



NGO teams may not be assigned to security operations. The
UN player may assign only one team to security at any one
time. There is no limit to the number of Carana and HADR-
TF teams that may be assigned to security operations. Security
operations are assumed to include not only policing, but also
efforts at political mediation and social reconciliation too.

Cholera Response and Vaccination: A player with these cards
may play them during the Special Operations Phase to remove
a face-up cholera or measles in a district. Do not remove any
supplies.

4.9 SUPPLY PHASE

The Supply Phase works differently for the Carana player,
compared to the HADR-TE UN, and NGO players. Note that
the number of supplies, infrastructure, and teams is limited at
all times by the number of available markers of that type.

Carana. The host country is assumed to be in a state of
disarray because of the devastation caused by the earthquake.
The government is also assumed to use local resources in relief
operations, rather than importing these from outside the
country.

During the Supply Phase, the
Carana player randomly draws the
number of supplies indicated for
that turn on the Carana briefing
sheet from the supply container.
If three supplies of the same color
are drawn these may be exchanged
for one infrastructure of the same
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type. If three supplies of different colors are drawn they may be
exchanged for one logistics infrastructure. The Carana player
then places these items in the port warehouse. Since these items
are locally acquired and do not arrive by sea, they are NOT
counted towards the maximum number of items that may be
imported to the port each turn.

Example: The Carana player receives three supplies this
turn, taken blindly from an opaque container. A medical,
WASH, and nutrition supply are drawn. Since these three
are of a different type, they could be replaced with a logistics
infrastructure. In any case, they are placed atr Caranas port
warehouse. Unlike other players, this does not count towards
the POTES current maximum capacity.

The Carana player also receives any new team indicated for

that turn on their briefing sheet. This is placed into a district or
cluster.

AFTERSHOSK ~ 10

Other players. The HADR-TE UN, or NGO player receives
the number of supplies indicated on the briefing sheet.

‘They may choose which type of supplies these are. Players
may immediately exchange some of their new supplies for
infrastructure, as also indicated on their briefing sheet:

e HADR-TF: Any two new supplies may be exchanged for
one logistics infrastructure.

e UN: Any three new supplies may be exchanged for a
health, WASH, food, shelter, or logistics infrastructure.

e NGO:s: Any three new supplies may be exchanged for a
health, WASH, food, or shelter infrastructure.

These supplies must be delivered to Carana, either by air to
Galasi airport, by sea to Galasi port, or to the frontier.

However, there is a cumulative limit to the total amount of
items (supplies and/or infrastructure) that the HADR-TE UN,
and NGO players may deliver to the port and airport each
game turn, depending on the number of logistics infrastructure
(black disks) currently in place. This limit is indicated on the
display.

This cumulative total of items arriving during a game turn is
tracked using the logistics infrastructure marker on the capacity
track. The port and airport start the game with only one
logistics marker each. Placing additional logistics infrastructure
will increase transportation capacity.

Any supplies that cannot be
delivered to the port or airport
because of transportation
bottlenecks are placed in the
warehouse at the frontier
instead. It will require a
subsequent logistics operation
to move them to the port or
airport.

UN
Warehouse




Example: Both the port and airport have not yet been
upgraded, and only have their original one logistics marker
each. HADR-TF brings in 5 supplies in their turn. The first
arrives by sea at the heavily-damaged port, and so the logistics
marker is advanced along the track one space ro indicate
this—reaching its current limit (1). HADR-TF flies the next
4 supplies into the airport, and marks off four spaces. The UN
player, during their turn, has 3 supplies to transport. Because
of the earlier HADR-TF flights, however, only 1 of these can
arrive at the airport before it reaches its current capacity of

5. The other 2 supplies must therefore arrive at the frontier.
Finally, in their turn, the NGO player has 4 supplies to
transport to the disaster zone. With the port and airport now
at full capacity, all of these must be placed at the frontier. It
will take a logistics operation next turn to move supplies from
the frontier overland to the port or airport—a much slower
process.

During the Supply Phase the HADR-TF, UN, or NGO player

5.0 WINNING THE GAME

If at any time the RP track reaches -30, all players immediately
lose. If it reaches +30, all players immediately win. In either
case, the game ends.

Otherwise, at the end of the final game turn (Weeks 8-12),
make end-of-game adjustments to the monitoring and
evaluation display in the following order:

e For each district where the requirements of the current
(emergency or early recovery) at-risk card are met, or all of
the (emergency or early recovery) at-risk cards have been
resolved, add one RP.

e For each district where the requirements of the current
(emergency or early recovery) at-risk card are not met,
subtract one RP

also receives (or removes) any new team as indicated for that
turn on their briefing sheet.

Mobilizing Additional Resources. During the Supply Phase,

any player may spend OP to mobilize additional supplies or
personnel. Two additional supplies may be purchased at the

cost of 1 OP, or one additional team may be purchased at the
cost of 2 OP. A player may only make one purchase per game

turn, and such purchases may not take a player below zero
OP In this case, Carana may choose which type of supply it

receives. Supplies and teams received in this way are treated as
others received during the Supply Phase, and may be exchanged

for infrastructure under the normal rules for doing so.

For each Cholera, Measles, or Fire card active in a district,
subtract one RP.

If the current RP total is positive, add one OP to all
players for every 5 RP scored.

NGO: For each player with a higher OP than the NGO
player, the latter loses one OP. For each player with a lower
OP than the NGO player, the latter gains one OP.

Carana: Subtract 1 OP for each social unrest marker in
play. For each district with one or more infrastructure

Example: Carana has 3 OP in the Supply Phase. They may
spend one OP to purchase two additional supplies, or spend
two OP to gain one additional team. They may not do both.

and where the needs of the current at-risk card are met
(or there are no more emergency/early recovery cards
remaining), gain 1 OP.

e HADR-TF: If more than one HADR-TF team is still
deployed to the disaster, lose 1 OP for each team still in
play beyond the first.

e UN: For each district with no infrastructure or where
the needs of the current at-risk card are not met, lose
1 OP. For each district with one or more infrastructure
and where the needs of the current at-risk card are met
(or there are no more emergency/early recovery cards
remaining), gain 1 OP.

Finally, determine the losers. ..
o If the RP track is below zero, all players lose. There have

been too many preventable deaths—your humanitarian
efforts have been a failure.
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e Ifa player’s OP track is below zero, that particular player
loses. The negative publicity your organization has received
has damaged its ability to deal with future challenges.

...and any winners:

e If the RP track is at zero, the single player with the highest
positive number of OP wins. Humanitarian efforts were
generally unimpressive—but one organization is seen as
having done well.

e If the RP track is at zero or higher but the Carana OP
track is below zero, the single player with the highest
positive number of OP wins. While humanitarian efforts
may have been successful, the local government has been
seriously weakened. This will limit its ability to respond
to future emergencies, and increases the risk of political

instability.

e If the RP track is above zero and the Carana OP track is at
zero or above, all players who have positive OP win. Good

job!

It is possible for all players to win or lose.
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6.0 GAME VARIANTS:
6.1 TiMED GAME

The timed version of the game is strongly recommended: it
adds considerably to the sense of urgency during play, and also
helps to assure a game is completed within two hours.

Players immediately receive the following bonuses for
completing the first three game turns (Days 1-7) of the game as
follows:

¢ Within 40 minutes: +3 RP
e Within 50 minutes: +2 RP
¢ Within 60 minutes: +1 RP

The game ends after 2 hours of play, and players immediately
gain 1 RP and 1 OP if all 12 weeks have been completed by
this time.

6.2 TEAM GAME

The Humanitarian Crisis game works best with two-player
teams playing the role of each actor. This expands the number
of participants who can be engaged in a single session from four
to eight, and contributes to a richer discussion of strategy and
coordination.

Larger teams can also be used, although this may slow game
play.

6:3 THREE-PLAYER VERSiON
Carana, UN, and the NGOs are used. In this case:

e Each player starts with one OP and one additional supply.
Carana also starts with one additional team.

*  The port starts with two logistics infrastructure.

e Each player receives one additional supply in each Supply
Phase.

e The two “Trying Times” cards are removed from the event

deck.
6.4 TWO-PLAYER VERSION

One player plays both Carana and the UN, while the other
plays both HADR-TF and the NGOs. All of the regular rules
are used. A player can only win if BOTH of their actors have
positive OP at the end of the game.



6.5 SOLITAIRE VERSION

One player plays all four roles. The player wins if the game ends
with an RP of 2 or higher, and all actors with a positive OP.

7.9 BESIGN NOTES:

No game can capture all aspects of a complex process, and
humanitarian assistance is no exception. A key design choice
from the outset, therefore, was what elements needed to be
most emphasized, and how those might best be represented.

First, the game needed to highlight humanitarian assistance as

a cooperative endeavor, but one in which different actors have
slightly different perspectives and priorities. This was done by
measuring assistance efforts both collectively (relief points/

RP) and individually (operations points/OP). Addressing
humanitarian needs is a central priority for everyone, and if RPs
are negative at the end of the game everyone loses. However,
humanitarian actors also need public, political, financial, and
organizational support to function, and failure to maintain this
can result in losing for that reason too.

The game also needed to highlight that different humanitarian
actors have different strengths and weaknesses. This is

difficult to do, because each of the four actors identified in
AFTERSHOCK are, in the real world, themselves comprised
of many different elements with different skills and capabilities.
However, for game purposes the rules give the local government
primary responsibility for security, and some comparative
advantage in local distribution; depict foreign militaries as
having strong logistics and security capabilities but with
limited staying power and little capacity to promote sustainable
development; and depict UN agencies and NGOs as having
comparative strength in relief and development.

The various actors also have slightly different organizational
interests. Carana would like to see both short-term
humanitarian needs and longer-term reconstruction addressed.
However, it cannot afford to see the disaster increase social
unrest and political instability. The UN agencies are largely
focused on relief and development goals. NGOs must raise
funds from donors to survive, and thus need be seen to be
doing comparatively well. Finally, the HADR Task Force is
concerned with its exit strategy—while of great help in the
early part of the disaster, it has no interest in a prolonged
commitment of military resources.

The combination of differing goals and capabilities, in turn,

sets the stage for the coordination challenges in the game. This
has been treated in two complimentary ways. First, players need
to play cooperatively and coordinate their actions to win, both

in terms of allocating their human resources and in deciding
what kinds of assistance to deliver— where, when, and how.
However, coordination is also an activity into which they can
invest game resources directly, by assigning teams to the various
coordination clusters. Doing so delivers benefits, but these

are not wholly predictable, and the process can even be a bit
frustrating. Indeed, the game forces players to even cooperate
in coordinating, since some activities may require that multiple
parties prioritize the same sectors at the same time. Yet
coordination involves opportunity costs too, since resources
invested in coordination are not available for other tasks.

The sudden and unpredictable operation of the event and
at-risk cards is rather different, of course, than the constant
loss of human life in a humanitarian crisis. The mechanism
was adopted because it generates some of the sense of chaos
and limited information of a major disaster. It also reflects
the extent to which humanitarian actors are struggling to deal
with an array of challenges beyond their immediate control.
AFTERSHOCK, like real humanitarian operations, rewards
risk assessment and contingency planning. It also requires
players to make difficult decisions about priorities and triage:
given limited resources, do they focus on those who are most
easily saved, or those most in need? The first few turns of the
game are likely to be overwhelming, with the players lacking
sufficient resources to meet needs.

The importance of event cards also means that every game is
likely to be quite different, and some will be more difficult than
others. In this sense, the game isn’t “fair” and in some cases
players may be faced with an almost impossible sequence of
events. However, real humanitarian crises aren’t “fair” either. All
that any organization can do is to try to do its best.

There is a considerable amount of politics represented in the
game. Actors need to maintain public and political support,
generated both by their performance in the field and through
media outreach. Carana itself is politically fragile, and a failure
to address basic needs can be dangerous, especially in the latter
part of the game after the initial shock of the disaster has worn
off. It was important not to overemphasize the element of social
unrest and insecurity, however, since it is often rather less than
pundits anticipate (in Haiti in 2010, for example). Still, some
risk is there. If this is mishandled the government of Carana—
and, by extension, the other players too—could find themselves
in serious trouble.

The media is a significant presence in humanitarian
emergencies, important to the various actors yet beyond
their control. In AFTERSHOCK it moves across the city,
highlighting some areas while ignoring others, and either
boosting or damaging the standing of players. Later it may
leave altogether as the broader public loses interest, or as
other news stories command greater attention. Players can
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try to shape public perception of their actions through media
outreach. However, there is a limit to how many can do this
at any one time: too many competing statements and press
conferences simply adds to the confusion.

Players will notice that the game does not include a detailed
map. Instead, the design is intended to prioritize processes and
thematic sectors over geographic space. Geography is far from
absent, however. As players will soon find out, transportation
and logistics play an absolutely key role in providing relief in
Carana.

The design also uses a fictional case and country. This allows a
broader range of issues to be explored than in any one single
real-world case, and reduces some of the pressure to depict
historical events with a high degree of fidelity. It also allows
players to get past their knowledge of (and horror at) a specific
case like the Haiti earthquake to focus on the broader processes
at work in humanitarian crisis response.

1.1 GAME STRATEGY

While players might initially focus on getting vital supplies
to hungry, thirsty, and injured survivors, it will soon become
apparent that logistics are key. If resources cannot be brought
into affected areas they are almost useless. Carana and the
HADR-TF have a comparative advantage in opening up
transportation routes, and should do so early.

Coordination through the cluster system is important,
especially since it allows players to transfer resources amongst
themselves. Without this sort of cooperation there will be
duplication of effort on the ground. It is also impossible to
deal with challenges like cholera without coordination. Needs
assessment can be very useful to let the players know what is
coming up.

Earning operations points matters, but so too does using them.
While they may be necessary to “win” the game, players should
also remember that they can be “spent” to acquire additional
resources.

Carana is often both the weakest, most over-stretched actor and
the most important one: it has a network for local delivery of
supplies, it is primarily responsible for security, and if it does
poorly all players suffer.

Social unrest is usually not a major problem unless players
perform poorly in the later weeks of the crisis. However, if
problems do arise they should not be left to fester.

Finally, be mindful that local needs will shift between the
emergency and early recovery stages. Medical care and WASH
tend to be the priority in the first few days, while food and
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shelter become more important as time moves on. Other than
logistics, other infrastructure activities are reserved for the early
recovery stage when needs are less acute.

8 AFTERSHOSKCIN THE
cASSROOM

AFTERSHOCK has been playtested with university students,
those undergoing humanitarian training and certification,
police and military personnel, and early- and mid-career
development professionals.

The game works best for instructional purposes when played

using a facilitator to assist. When played this way, there is no need
for players to read or know the rules in advance. Instead, a quick
15-minute orientation is almost always enough, with most game
procedures explained by the facilitator as the game progresses. By
the end of the first turn the major elements of play are usually well
understood, and more advanced procedures (such as the various
special operations) can be introduced during subsequent turns. It is
helpful to list the sequence of game turn phases with a whiteboard,
data projector, or similar display so that the players and facilitator
can refer to them easily.

Since it is possible (although very rare) for early event cards to
make the game impossible to win, an instructor may wish to
prescreen some of the initial cards in the deck. Shuffle the event
cards and draw the first eight or so. Remove any especially
challenging cards and place these lower into the deck before
replacing the others back on top.

We have found the best results when the game is played in
teams of two, for a total of eight players.

In our view, the timed game gives the best game experience

by recreating some of the urgency of real-world humanitarian
relief operations. The timed game reduces any delays due to
“analysis paralysis”—that is, when a player might otherwise
ponder for too long over what action to take. It also guarantees
that all game play is completed within two hours. Facilitators
should constantly remind players of the (simulated) lives at
stake, and need the need to act both quickly and effectively.

Throughout the game, the facilitator should relate in-

game actions and effects to real world experience. Issues of
prioritization, coordination, and logistics are especially central
to AFTERSHOCK, and are easily highlighted as the game
progresses. The various event cards expose players to many of
the challenges of humanitarian assistance and disaster response,
and provide many “teachable moments”. The Credits and
Comments section (9.0) below summarizes a number of these.



If played as a stand-alone activity, some additional time should
be devoted to debriefing the players by highlighting key lessons.
Students can be encouraged to offer an after-action assessment
of their individual and collective performance, and how this
might have been improved. The game is most likely to be lost
when players are too slow in their response, fail to prioritize
the districts with greatest need, do not coordinate their actions
well, ignore their comparative advantages, devote inadequate
attention to opening up key logistics routes, and disregard the
central role of the host country. When debriefing, note how
AFTERSHOCK may differ from real-life operations too. After
all, the game cannot depict everything, and some processes
have necessarily been simplified or abstracted for gameplay
purposes.

If AFTERSHOCK is embedded in a larger course and
curriculum, it can be played at various points. Early in a course
students may not yet have knowledge to employ in-game,

but will soon identify key issues that can be later discussed in
class. The game also works well to build camaraderie in new
groups. At the mid-point or end of a course, students should be
expected to apply lessons they have received from lectures and
readings to addressing the urgent needs of earthquake-afflicted
Carana.

9.0 COMMENTS AN
CREJITS:

The initial ideas for this game were drawn from participants

in the Game Lab at the Connections 2012 interdisciplinary
wargaming conference, hosted by National Defense University
in Washington DC. Special thanks are due to co-facilitators
David Becker, Brant Guillory, Ty Mayfield, Gary Milante,
Joshua Riojas, and Brian Train. The game also drew inspiration
from the Crisis Response humanitarian assistance card game
developed by Gary Milante and from the Zombiton NHS
zombies-in-a-hospital game developed with Jessica Barton.

The design of the game was refined and tested with input
from a large group of playtesters. These included attendees at
subsequent Connections and Connections UK conferences;
Prof. Jeremy Wells and his POSI 3666 (civil-military relations)
class at Texas State University; students from POLI 450/650
(peacebuilding) at McGill University; participants in the
Canadian Disaster and Humanitarian Response Training
Program; and staff at CECOPAC (Centro Conjunto para
Operaciones de Paz de Chile). Special thanks are due to Alex,
David and Chloe Brynen, and to Eric Freeman, June McCabe,
Ecem Oskay, Hiba Zerrougui, and others from the McGill
Conflict Simulation Group.

We are very grateful to the United Nations Photo Library, the
United Nations Development Programme, and most especially
the Photography Unit of the World Food Programme for
making available most of the images used in this game. All
profits from the sale of this game are donated to the WFP and
other UN humanitarian agencies.
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Card

Photo Credit

Comment

AR-1/2/3 WFP/Rein Skullerud In the immediate aftermath of an earthquake the most urgent need
is for water and medical attention to injured survivors. Some will also

AR-4/5/6 WFP/Rein Skullerud need rescue—although, for the international community, a focus on
humanitarian relief is likely to pay bigger dividends. In Haitiin 2010,

AR-7/8 WFP/Alejandro Chicheri scores of foreign Search and Rescue (SAR) teams pulled fewer than
two hundred persons from the rubble, while local Haitians rescued

AR-9 WFP/Marcus Prior thousands.

AR-10/11/12/13 WFP/David Orr As the days pass, hopes of rescue dim and the need for food and secure

/14/15 shelter grows. Inadequate attention to WASH can increase the risk of
cholera and other diseases. As the country enters the early recovery

AR-16/17/18/ WFP/Alexis Masciarelli period, some infrastructure repairs can begin. Global standards for

19/20/21/22 humanitarian response are provided by the SPHERE Project: http://
www.sphereproject.org

AR-23/24/25/26 WFP/Alexis Masciarelli

AR-27 WFP/Marco Frattini

AR-28 UN Photo/Martine Perret Unless addressed promptly, dissatisfaction and desperation can
spiral into violence. Poor organization of relief efforts (for example, at
distribution points) can increase the risk substantially.

AR-29/30 WFP/Rein Skullerud The risks of malnutrition are especially high in developing countries
where food security was already problematic, or where some degree of
malnutrition already existed among the poor. For more on food security
issues see http://www.wfp.org

AR-31 UN Photo/Marco Dormino Temporary makeshift shelters, coupled with the use of fires and
portable stoves for heating and cooking, can pose a very significant fire
risk, especially among displaced persons.

AR-32/33 UN Photo/Marco Dormino Cholera and other water-borne diseases can be extremely dangerous
in the aftermath of a disaster, given crowding, poor sanitation facilities,
and low water quality. For more information see http://www.who.int/
topics/cholera/en/

AR-34 Wikimedia Commons/Mike Blyth [ Crowding and ill health leaves populations (and especially children)
vulnerable to infectious diseases. Measles spreads particularly quickly
in such conditions, especially in areas with uneven vaccination coverage
before the crisis. For more information see http://www.who.int/topics/
measles/en/

AR-35/36 WFP/Rein Skullerud Displaced and dispossessed populations will find their own shelter

solutions, often by squatting on private or unused land. This can
generate political and social tensions.
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C0-1/2/3/4/5/6

UN OCHA

The United Nations cluster system is now the standard approach

used by the international community to coordinate local response

to humanitarian crises, with UN specialized agencies and other
international organizations taking a lead (in cooperation with the local
government) in each functional area. For AFTERSHOCK this has been
simplified somewhat—for a fuller description, see http://www.unocha.
org/what-we-do/coordination-tools/cluster-coordination

Co-7

WFP/Anne Poulsen

Itisimportant to note that local actors and local partnerships are key in
addressing urgent humanitarian need.

Co-8

Sylverarts www.dreamstime.com

Cluster meetings do not always go well: personal, organizational, and
political differences can hamper effective coordination, especially in
urgent situations where staff are under stress.

Co-9

UNDP

International humanitarian actors should always keep in mind that
they are operating in someone else’s country, and that building host
government capacity is essential both for resilience during disaster and
longer-term development.

C0-10

FAO/IFAD/WFP/Daniel Hayduk

Effective coordination may enable humanitarian actors to set an agenda
and plan ahead, rather than simply being buffeted by events.

con

WFP/Jean-Francois Cuche

Teamwork—both within and across groups—is essential to effective
and timely humanitarian response.

C0-12

WFP/Jonathan Thompson

Effectively identifying and anticipating future challenges can help to
alleviate or resolve them.

CO-13

UN Photo/MINUSTAH/Logan
Abassi

Too many actors holding too many press conferences can serve to
confuse the situation. A coordinated communication strategy with
agreed messaging can be much more effective.

Co-14

WFP/Marco Frattini

Yes, coordination does involve a lot of meetings—not all of them
productive!

CO0-15

UN Photo/UNICEF/Marco
Dormino

Responding to a cholera outbreak requires several simultaneous
efforts: the provision of information, treatment of those affected, and
improving water and sanitation facilities to prevent further outbreaks.
For more information see http://www.who.int/topics/cholera/en/

Co-16

UN Photo/Sophia Paris

Vaccination programmes can slow or prevent the spread of infectious
disease among survivors. This usually involves close coordination
among multiple actors to maximize coverage. For more information see:
WHO, Vaccination in Acute Humanitarian Emergencies, at http://apps.
who.int/iris/bitstream/10665/92462/1/WHO_IVB_13.07_eng.pdf
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DISP-1

UNDP

DISP-2

UNDP

DISP-3

UNDP

DISP-4

US Navy/ Dylan McCord

DISP-5

US Coast Guard/ Sondra-Kay
Kneen

In AFTERSHOCK the extent of need is different in each district, in

that the higher population areas have more at-risk cards. Also, the
consequences of failing to meet local needs differs somewhat: in
District 1 (commercial and administrative) it may weaken government
support or capacity; in Districts 2 (low income) and 3 (slum) it tends
to spark social unrest; in District 4 (middle class) it may weaken
government support among influential citizens; in District 5 (semi-
rural) it might adversely affect food supplies. It is not always the case,
however, that lower-income areas are always worse affected in the
short term. Low-rise slums may be less dangerous in an earthquake
than poorly-built concrete high-rises in other areas. Poorer populations
may already have greater experience of coping with adversity.

DISP-6

WFP/Alexis Masciarelli

In both Haiti (during the 2010 earthquake) and Nepal (during the 2015
earthquake) airport capacity was very limited. Both countries had only
asingle 3,000m+ paved runway, located in the capital. Moreover, ramp
space was limited, thus severely limiting the number of aircraft that
could be parked and offloaded at any one time.

DISP-7

WFP/Jonathan Thompson

In AFTERSHOCK (as in Haiti), port facilities take longer to repair, but are
capable of managing the largest volume of aid shipments.

DISP-8

WFP/Eyad al Bab

If transportation bottlenecks prevent supplies from being directly flown
or shipped into a disaster-affected country, they may need to be landed
in an adjacent country and thereafter transported by land. This can be
expensive and time-consuming, and also requires cooperation from the
local government there.

DISP-9

AU Amani Africa/EURORECAMP

The fictional country of Carana is used for humanitarian, development,
and peacekeeping training by various United Nations agencies, the
African Union, the World Bank, and others.

DISP-10

WHO/Christopher Black

See the comments for C0-1/2/3/4/5/6.

DISP-11

US Geological Survey

A satellite picture of Port-au-Prince, Haiti, taken after the 2010
earthquake. Damaged buildings can be seen, as can survivors in the
streets. (This image is also used for the back of the various game
displays.)

E-1

WFP/David Orr

Humanitarian crises do not necessarily worsen social tensions, but they
can do so—particularly if some groups feel their needs are not being
met, if the local government capacity is weak, and if local leaders use
the disaster to favour some communities at the expense of others.

Flickr/ Steven Depolo

In a disaster, as in all things, the rich and powerful will use their
connections to benefit themselves—possibly at the expense of others.

E-3/4

WFP/Rein Skullerud

It is essential that outside actors responding to humanitarian crises
recognize the key role that the local population plays in helping
themselves and others. Such local initiative is, in fact, more important
than the international response.
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E-5/6

WFP/Jim Farrell

Some survivors may move from the worst-hit regions to others where
food, water, and shelter are more available. This coping mechanism will
create new needs, and possibly new tensions, in the affected areas.

E-7

US National Guard/ JoshuaR.

Nistas

This kitten was rescued during the 2010 Haiti earthquake, and treated
by US military personnel.

E-8

WFP/Rein Skullerud

Some high-profile visitors generate much-needed attention to a
cause. Others, however, distract from important work. In Haiti, for
example, some celebrities arrived in personal aircraft to be seen to
be doing good, only to slow down relief efforts by their very presence.
(The picture here actually shows something quite different: WFP staff
involved with a School Meals programme in Haiti.)

E-9/13/21

EU ECHO/Vicente Raimundo

In addition to the cost in human lives, disaster damage in business and
administrative districts impairs government capacity and hampers
economic recovery.

E-10/14/18/22/25/26

WFP/Pierre Petry

Low income areas are likely to have poor infrastructure and be densely
packed, thus generating considerable humanitarian need.

E-11/15/19/23/21

WFP/Rein Skullerud

Slum districts may be especially vulnerable due to poverty and poor
infrastructure. However, they may also have a certain inherent
resilience born of their everyday struggle for survival.

E-12/16/24/28

WFP/Marco Frattini

Larger and multi-story middle class homes are more resistant to floods
or hurricanes, but may be more vulnerable to catastrophic earthquake
damage, as in Haiti.

E-17/20

WFP/Rein Skullerud

The vulnerability of rural areas depends on geography and the nature
of a humanitarian disaster. Continued production in such areas is often
very important for local food security.

E-29

WFP/Rein Skullerud

Much of the urban population of developing countries lives in crowded
slums and low-income areas, with high population density, poor
infrastructure, and limited services.

E-30

Magharebia/Nazim Fethi

Disasters do not necessarily worsen political tensions—indeed, the
2004 Indian Ocean tsunami helped to spur an end to violent conflict

in Aceh, Indonesia. In other contexts, however, slow or unequal
response could aggravate pre-existing grievances and undermine local
governments.

E-31

Flickr/Gerry Lauzon

Without adequate attention to security and distribution mechanisms,
looting may occur. This picture is not from a disaster-affected region
however, but rather from the 2012 Montreal student protests, a few
blocks from McGill University where AFTERSHOCK was created.

E-32

WFP/Elio Rujano

While needs assessments are essential tools for effective humanitarian
assistance, they may need to be updated from time to time to reflect
changing circumstances.
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E-33/34

WFP/Alejandro Chicheri

Relief efforts may be especially overstretched in areas of high
population density.

E-35

WFP/Rein Skullerud

Within the UN cluster system, there is usually a Protection Cluster
chaired by UNHCR that is devoted to the rights of vulnerable minorities,
displaced populations, and similar groups. In AFTERSHOCK the

cluster is represented by an event card, rather than fully represented
in the game. For more on protection activities, see http://www.
globalprotectioncluster.org

E-36

WFP/Rein Skullerud

As elsewhere in the game, this card is intended to underscore the
essential self-help undertaken by local populations.

E-37

Flickr/David Shankbone

During a humanitarian crisis well-meaning individuals often donate
goods and other gifts in kind. Such items, however, are costly to
transport and distribute, often ill-suited to local need, and certainly
much less flexible or useful than cash donations. Aid workers
sometimes term such material SWEDOW, or Stuff We Don't Want. For
the origins of the term, see https://talesfromethehood.wordpress.
com/2010/04/20/swedow/

E-38

Flickr/ Christoph Strassler

Earthquakes can severely disrupt local road transportation in hilly or
mountainous terrain. Inthe 2015 Nepal earthquake landslides and road
closures cut off many rural villages.

E-39

Flickr/Tobin

Moving large amounts of goods across multiple countries can be a
bureaucratic, as well as logistical, challenge. The OP cost here reflects
the use of political leverage to influence key decision-makers and cut
through red tape.

E-40

UN Photo/Marco Dormino

In the 2004 Indian Ocean tsunami, the 2010 Haiti earthquake, and 2015
Nepal earthquake alike, relief efforts needed to be mindful of the impact
of future adverse weather on disaster-affected populations lacking
adequate shelter.

E-41

Wikimedia Commons/Yamaguchi

Major earthquakes are usually followed by serious aftershocks. In

Haiti, the main magnitude 7.0 Mw earthquake on 12 January 2010 was
followed by 52 aftershocks of magnitude 4.5 Mw or greater over the
next twelve days, including one of 5.9 Mw on January 20. In Nepal, the
initial magnitude 7.8 Mw earthquake of 25 April 2015 was followed by a
large aftershock of 6.7 Mw the next day. By June 11 some 311 aftershocks
of 4.0 Mw or greater had occurred.

E-42

Flickr/Alan Cleaver

Emergency relief efforts are stressful, and even dangerous.
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E-43

Wikimedia Commons

Price-gouging, bribery, kickbacks and other forms of corruption

may flourish in a humanitarian crisis due to a combination of weak

rule of law and the stark imbalances of disaster-related supply

and demand. For best practices in this regard, see Transparency
International’s Handbook of Good Practices: Preventing Corruption in
Humanitarian Operations at http://www.transparency.org/whatwedo/
publication/handbook_of_good_practices_preventing_corruption_in_
humanitarian_operations

E-44

Flickr/Horst Guttman

Preexisting infrastructure, already prone to breakdown, will be even
more fragile in the context of an earthquake or other similar disaster.

E-45

WFP/Rein Skullerud

Crisis doesn't always generate conflict: it also spurs greater social
cooperation.

E-46

WFP/Marco Frattini

Donors have limited funds and many issues to address. As a crisis fades
from the media and public attention, the financial resources available
to address it may start to decline too. This highlights the importance

of political support and public outreach: in AFTERSHOCK, players may
mobilize such political capital (represented by OP) to assure that donor
assistance continues.

E-47

Flickr/ 401(K) 2012

Ifinternational agencies wish to attract excellent local and international
personnel they need to offer good rates of remuneration. These rates,
however, are often higher than the local government and civil society
can afford to pay their own staff. Valuable personnel are thus siphoned
from the host country to work for international actors.

E-48

Flickr/Charles Atkeison

Media attention to a humanitarian crisis often peaks for a few weeks,
then fades.

M-1

Wikimedia Commons/EPP

Media coverage of humanitarian crisis—both positive and negative—
shapes domestic and international response.

M2/3/4/5/6/1/8/
9/10/M

WFP/Marco Frattini

The picture here is from Haiti, which—before and after the 2010
earthquake—has struggled with poverty, political tensions, and social
unrest.

M12/13/14/15/16/17/18

UN Photo/Evan Schneider

Needs assessments allow agencies to target assistance more
effectively and anticipate future challenges. For more information see
http://www.humanitarianresponse.info/en/programme-cycle/space/
page/assessments-overview
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