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The next few para graphs out line the effects of the sim u la tion par a ‐
digm on the sense of errantry in the post colo nial con di tion in places
like Lebanon. Through an exam i na tion of two games about the Beirut
war, that dif fer in their approach, the text exam ines the pos si bil i ties
of open ing up a space for the Other in the gap between sim u la tion as
rehearsal ver sus that of train ing.

His tory is appar ently no longer suf fi cient to uphold the dom i ‐
nance of the west ern view point. It must be over come, but despite the
preva lence of crit i cal tools such as dis course analy sis, geneal ogy
archae ol ogy and other meth ods that attempt to dis man tle the total i ‐
tar ian uni ver sal struc ture of his tory, it is sim u la tion that appears to
dis as sem ble it, only to take its place. How ever, to over come his tory
through sim u la tion is to root the col o nized into a past of pre dic tion,
effi ciency and closed rep e ti tion. Sim u la tion stud ies peo ple and places
like Beirut and their wars as strat egy, in order to lock them into a
posi tion that is not indige nous to their way of being, that of errantry.

Édouard Glis sant describes errantry as “rooted move ment” in a
sense that it’s a desire to go against the root where the root is the his ‐
tor i cal begin nings and uni ver sal iza tion of the west ern point of view.1

The his tory of the West has always been tied to fixed states of nation ‐
al ity, an idea that has been exported to the col o nized nations like
Lebanon, that have come to aspire to sim i lar uni vo cal root ed ness. The
idea of errantry, which Glis sant believes to be native to the col o nized,
is a fluid sub jec tiv ity that sits between the notion of iden tity and
move ment.

In other words, what this text will put for ward, is that sim u la tion
closes in on the pos si bil i ties of what Glis sant describes as a poet ics,
cre at ing a con tin u ous long ing for the lost but defunct and decon ‐
structed sto ries of ori gins and his tory that are tied to the west. In
order to fore close on the pasts war like the one of Beirut in 1982, sim ‐
u la tion engines use remote sens ing and com puter- gen er ated images
to build model worlds in order to pro gram mat i cally train on dif fer ent
sce nar ios, from dif fer ent per spec tives across dif fer ent sur faces of the
earth. Sim u la tion becomes a device to train actions and access his tory

Rehearsal as the ‘Other’ to
Hypercomputation
Maria Dada



VOL U MET RIC REGIMES

134

in a world of greater per ceived uncer tainly, automa tion, dereg u la tion
and the sup posed “need” for risk man age ment.

I need not reit er ate the pages and pages writ ten on the promi ‐
nence of eco nom ics- based cal cu la tion and pre dic tion of events that
have taken over from poetry, sto ry telling and mean ing; the decreas ‐
ing impor tance of a sta ble and sin gle point of view which is being sup ‐
ple mented (and often replaced) by mul ti ple per spec tives, over lap ping
win dows, dis torted flight lines, and diver gent van ish ing points.
Farewell to His tory which should have long been replaced by geneal ‐
ogy, archae ol ogy, dis course analy sis and the evo lu tion ary vibra tions
of mat ter, geol ogy and explod ing events, explod ing long before his ‐
tory, con tin gency and acci dents bub bling beneath the crust. A loss
that is felt even more promi nently these days with the con stant inter ‐
rup tion of screen face- to- face con ver sa tions by glitches, echoes, ven ‐
ti la tion hum, or sim ply by headaches and sore eyes.

The rep re sen ta tional scalar vocab u lar ies of nar ra tive sto ry telling
are no longer good enough to describe the com plex tem po ral ity and
spa tial ity of the world. One that appears to be a com pos ite mat ter of
deep time water under sea, rocks, stones, forests, the body fem i nine,
the mar gin al ized, the repressed, the uncon scious, and the algo rithms.
Global infra struc tures, com puter gen er ated images, data behav ior ‐
ism, all of the aspects of the new geo- polit i cal and eco nomic inter de ‐
pen den cies that make up our world. Sim u la tion and tac ti cal game play
have come to replace his tor i cal folk tales. His tory as a fic tional lin ear
pro gres sion that con tin u ously fol lows on from event to event, that has
a form of unity, west ern root ed ness and con ti nu ity, is no longer per ‐
ceived as suf fi cient enough to describe the diverse mul ti tude of our
cur rent real ity. His tory is the dis course of the pow er ful; it’s the dis ‐
course of total i tar i an ism, of hege mony, which must be cri tiqued and
ques tioned. Unfor tu nately these crit i cal meth ods for ever remain
buried behind the thrust and effi cacy of mod el ing vol u met ric
unknowns.

Sim u la tion is the new method of cer tainty, which bor rows its art
from cyber net ics, par ti cle physics and sta tis ti cal mechan ics. It has
come to replace his tory, to break up its hold on real ity, by pre sent ing
the past through mul ti ply ing per spec tives. How ever, sim u la tion
comes in two fla vors, that of rehearsal and of train ing. The lat ter is
always seem ingly co- opted and incor po rated into vol u met ric regimes
of the prob a ble clos ing in on all the pos si bil i ties that could open up
when his tory dis solves. The chaotic weather sys tems of social,
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polit i cal, ani mate and post- colo nial per spec tives, under the cur rent
regimes of vol u met ric ter ror, or sim u la tion as train ing are tamed,
suf fo cated in pre dic tive echo cham bers, from con tin gency and acci ‐
dent to cal cu lated prob a bil i ties.

How ever, not all tac ti cal game play is designed the same, sim u la ‐
tions can appear as rehearsal on the one hand and train ing on the
other. An exam ple of sim u la tion- as- train ing as opposed to rehearsal
is the way that crew less ves sels or autonomous cargo ships are
trained through var i ous vol u met ric exer cises and mod el ing. To
under stand the pos si bil i ties of tra vers ing the sea in the short est
amount of time, with the least amount of trou ble. The exper i ments of
the sea of past and beyond are no longer there. An autonomous ship
does not sail for explo ration, how ever prob lem atic that term is, when
con sid er ing colo nial encoun ters. Even the colo nial ships that wanted
to dis cover and con quer, left a lit tle bit of space for con tin gency, for
the acci dent. The cargo autonomous ships, how ever, leave no room or
mar gin for error. They must train for all sce nar ios regard less of their
posi tion. And if these ships encounter a sce nario that is not part of the
train ing pack age, then they no longer know what to do. A fail ure in
this sense is not an oppor tu nity for dis cov ery, a fail ure is com plete
dead lock. The train ing of vol u met ric regimes is a future spec u la tive
exer cise for clos ing up the future for min i miz ing error and risk. Fur ‐
ther more, the dif fer ence between the rehearsal of the first- per son
tak ing com mand of the sim u la tion engine on the one hand and the
rehearsal of the autonomous machine learn ing sys tem that is act ing
as an oppo nent on the other, is that sim u la tors mould, through train ‐
ing, the cor pus of liv ing beings to the machine, while the autonomous
sys tem extracts the bod ily pres ence from the rehearsal process. It’s
not train ing the body any more it’s train ing of data archived, extracted.

With the num ber of sim u la tions tri aled at the moment, it’s
almost as if we’ve entered some form of “Train ing Par a digm”, that is if
we could ever again believe in the phe nom ena of par a digms or
epochs. From mar ket ing cam paigns to polit i cal cam paigns train ing
on con sumer or voter tem pera ment, to com pet ing mod els sim u lat ing
virus paths, vac cine effi cacy and the rate at which black and eth nics
minori ties are likely to get infected due to front line jobs they are
forced into by struc tural racism. Train the time line, train for the
unlikely sce nario, learn the drill and pre pare for the vic tor. Pre pare
the seven speeches only to read out the one that seems most fit ting
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when you know the results. To train, a prepa ra tion for point less antic ‐
i pated activ i ties.

The term “re- hearse” com bines the Latin (re) with the old French
herse, mean ing har row or a large rake used to turn the earth or
ground, as in to reground or to take the ground again, to rake it again
until all pos si ble grounds have been con sid ered.2 A dis tinc tion, how ‐
ever, should be made between rehearsal and train ing. If rehearsal is
the rep e ti tion that main tains the open ness of the rehearsed piece, a
rep e ti tion that pro duces dif fer ence each time the piece is rehearsed,
then train ing is the moment of clo sure in the process of rehearsal,
when con tin gency is pur pose fully erased. What train ing does as every
per former knows is that it destroys the spon tane ity of the moment,
“The per former, there fore, could not rehearse such music but rather
“trained” for it like a mar tial art, devel op ing ways of act ing upon con ‐
tin gency.”3

Train ing is in this sense dif fer ent from the prac tice of rehearsal,
which is a ges ture of putting some thing into action, from the the ory
into prac tice. To train for some thing is to con sider and attempt to
fore close all pos si ble futures by unearthing var i ous pos si ble grounds
for any future. When one trains they repeat an action in an attempt to
erase the pos si bil ity for the acci dent, or erase the pos si bil ity of any
kind of error. Train ing for a sport, for exam ple, tends to opti mize all
the mus cles towards a very spe cific and closed, aim that leaves no
room for the acci dent. The acci dent in sport is always an injury.
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GAME RULES PAGE 1: On June 13th, 1982, paratroopers
and armour of the Israeli Defence Forces (IDF) rolled to the
edge of Beirut, joining forces with their Phalange
Christian allies. They never got much farther. The
Palestine Liberation Organisation’s attempt to organises
a regular army had failed, but so had Israel’s drive to
exterminate it. This was a classic confrontation of modern
diplomacy, where political pressure allowed a tiny force to
fend off a giant. Beirut ’82: Arab Stalingrad simulates the
siege of Beirut, and its victory conditions recreate the
diplomatic hindrances of that struggle.4 

The above excerpt is taken from the 1989 edi tion of Strat egy and Tac ‐
tics mag a zine which was founded in 1966 by a US Air Force Staff
Sergeant named Chris Wag ner. The point of the mag a zine, or “war
fanzine”, was to pro duce more com plex and there fore more real is tic
tac tics in wargam ing. The mag a zine had ele ments of a recre ational
wargam ing mag a zine but as it was writ ten by mil i tary polit i cal ana ‐
lysts and defense con sul tants who were keen to cre ate some thing
close enough to mil i tary wargam ing. In 1969 James F. Dun ni gan, a
polit i cal ana lyst, formed Sim u la tions Pub li ca tions, Inc., a pub lish ing
house cre ated specif i cally to pub lish the mag a zine.5

The excerpt is the first para graph of the game rule page that
explains the rules of Beirut ’82: Arab Stal in grad, a game based on The
Siege of Beirut, one of the most defin ing events of the Lebanese Civil
War. The siege took place in the sum mer of 1982 when the United
Nation cease fire between the Pales tin ian Lib er a tion Army (PLO), who
in the early 1970s made Lebanon its base of oper a tions, and the Israeli
army. After the siege the PLO were forced out of Beirut and the rest of
Lebanon. Strat egy and Tac tics was one of the first wargam ing mag a ‐
zines to include a wargame within its pages.

The main dif fer ence between so- called recre ational wargames
such as Beirut ’82: Arab Stal in grad, how ever real is tic and com plex
they intend to be, and mil i tary wargames, is that the for mer is usu ally
regarded as a his tor i cal depic tion of war. The train ing on tac tics and
strate gies is replay ing the events of a dis tant past. Wargam ing has
long per formed World Wars I and II and the Napoleonic Wars as an
act of remem brance and an inter est of his to ri ans. Recre ational games
gen er ally take cre ative lib er ties, by adding fic tional ele ments, to make
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the game more enjoy able, more playable. For instance, sce nar ios
would often be dif fer ently sim pli fied in order to pri or i tize game play
over event accu racy. How ever, Strat egy and Tac tics as a mag a zine that
sits between tac ti cal his tory and mil i tary strat egy prides itself on
being more real is tic than other wargam ing mag a zines.

GAME RULES PAGE 5, 6.0 CIVILIAN CASUALITIES: The CRT
(rule 4.22) shows if an attack might cause Civilian
Casualties, and what to multiply the result by. However,
these casualties still only occur under certain conditions.
IDF units or artillery points must participate in the attack
and the PLO must be defending a Refugee Camp or City
hexagon. Otherwise, ignore Civilian Casualties.6 

Wargam ing is a descrip tive and pre dic tive appa ra tus that goes
beyond the mag a zines and tech nolo gies of its imple men ta tion. When
play ing a game such as Beirut ’82: Arab Stal in grad on the map insert
placed in the cen ter fold of the pub li ca tion, the gamer moves the Pha ‐
lange army troops, as card board cut- outs of a right- wing Maronite
party in Lebanon founded in 1936 by Pierre Gemayel, across the map.
Such a move is a re- enact ment of a par tic u lar pro ce dure that relates
to a com plex sys tem which repro duces what to some are painful his ‐
tor i cal events in rela tion to other pos si ble futures, pos si ble or prob a ‐
ble futures that will never be. The com bat is replaced with abstrac ‐
tion, sup ply and demand dynam ics and other mil i tary con sid er a tions
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of algo rith mic and numer i cally founded sets of pos si ble out comes all
made ran dom, a flip ping of events at the throw of a die. Beirut ’82:
Arab Stal in grad is inter est ing not for its own sake but for in the man ‐
ner in which it rep re sents knowl edge or his tory as a com bi na tion of
both rehearsal and train ing, as sim u la tion, or as Haron Farocki
describes, “life trained as a sport”.7Beirut ’82: Arab Stal in grad is not
only a sim u la tion: it is one of the most nuanced and com plex exam ‐
ples found in any medium. As a game it has eight pages of rules which
explain actions, moves and pro ce dures for circa one hun dred game
pieces and tokens around a 50cm by 40cm bat tle ground map of
Beirut. It allows for a phys i cally as well as con cep tu ally extreme level
of game play.

More than this, soft ware gam ing, from its incep tion, was quick to
take inter est in wargam ing, which is dif fer ent from games with mil i ‐
tary themes. Wargames were quick to trans late to the screen and
themes of Beirut 82 were no excep tion. The dif fer ence being that sim ‐
u la tion now attempts to model all of the weapons, vehi cles and air ‐
crafts that were involved in the siege for show. Dig i tal Com bat Sim u la ‐
tor’s UH-1H Huey mis sion enti tled Beirut 82 is an exem plar of the
wargam ing sim u la tion offer ing a first- per son expe ri ence of what it’s
like to be an Amer i can built Israeli heli copter fly ing over Beirut in
1982. The DCS web site describes it as:

Dig i tal Com bat Sim u la tor World (DCS World) 2.5 is a free- 
to- play dig i tal bat tle field game. Our dream is to offer the
most authen tic and real is tic sim u la tion of mil i tary air ‐
craft, tanks, ground vehi cles and ships pos si ble… DCS:
UH-1H Huey fea tures an incred i ble level of mod el ling
depth that repro duc ers the look, feel, and sound of this
leg endary heli copter with exquis ite detail and accu racy.
Devel oped in close part ner ship with actual UH-1H oper a ‐
tors and experts, the DCS Huey pro vides the most dynamic
and true to life con ven tional heli copter expe ri ence avail ‐
able on the PC. The UH-1 Huey is one of the most iconic
and recog nis able heli copters in the world. Hav ing served
exten sively as a trans port and armed com bat sup port
heli copter in the Viet nam War, the Huey con tin ues to per ‐
form a wide vari ety of mil i tary and civil ian mis sions
around the world today.8

Here the sim u la tion is less inter ested in the his tor i cal strate gies that
play out a future oth er wise. The vol u met rics of the UH-1H Huey are
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there to both pro duce a so- called “mod el ing depth” in order to train
the gamer to fly the heli copter over the ter rain Beirut. The “mod el ing
depth” of the Huey relates to a cal cu lated time of the clock, not a tem ‐
po ral ity of sorts, but rather a time in the mil lisec onds, for instance,
that it takes to fly the air craft for cal cu la tions sake: cal cu la tion for cal ‐
cu la tions sake.

“Mod el ing depth” also relates to the atten tion to visual and vol u ‐
met ric detail in the con struc tion of the air craft itself, to res o lu tion.
Depth here con sid ers only pixel res o lu tion of the type of visual
dimen sion that cap tures the air craft in a hyper com pu ta tional state. It
means very lit tle to the peo ple on the ground, view ing it as it shells its
mis siles, or cap tures pris on ers who are their fam ily mem bers on the
ground. In effect none of the events of Beirut 82 are cap tured in this
sim u la tion, not even the tac tics and facts of his tory.

So, while in Strat egy and Tac tics, and the Beirut 82 replay ing
there is the prob a ble and pos si ble future that can be played and
played again, even if it will never be real ized. There is an open ing for
dis cus sion of the past. In that sense, the past is being rehearsed as if it
could have been oth er wise. The tac ti cal re- play ing of past in that
sense becomes a mode of open dis cus sion within the game. His tor i cal
rec ol lec tion can no longer be a sim ple story, nar ra tive or folk lore. His ‐
tor i cal rec ol lec tion has to include tac ti cal exer cises, a replay ing, a
rep e ti tion, a habit, a form of inhab it ing the past which keeps its own
tac ti cal mem o ries; the mem ory or schema of a vic tory that’s played as
tac ti cal exer cise. With the DCS: UH-1H Huey, how ever, the body of the
gamer trains to fly the heli copter where the train ing is per formed at
the indi vid ual level siloed in the air craft shoot ing down at the land ‐
scape, prac tic ing noth ing but flight skills and good aim.

Only in the open ings between the tac ti cal game play can there be
rem nants or con ver sa tions about an “Other” to hyper com pu ta tion.
The slight open ing in Beirut ’82: Arab Stal in grad, within the game play
allows for a pos si ble out side of the prob a ble. How ever, it does so in a
man ner that never gets cemented into writ ing, into a root that can be
acted against, in a man ner that aligns with what Glis sant defined as
“errantry”. We do not yet know the gen eral move ment of errantry, “the
desire to go against the root”, the indige nous being of the col o nized in
rela tion to sim u la tion, whether train ing or rehearsal.9 Even if Beirut
’82: Arab Stal in grad per mits a type of game play it remains a point ‐
lessly ephemeral, fleet ing moment that passes away as the game ends
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but leaves behind noth ing but loss. It leaves the ques tion open; How
can the “train ing” con vert into “rehearsal”?
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