
ICEBREAKER: Your Personal AI Advisor for Dynamic Wargaming 
and Real-Time Strategic Analysis

Background

User Quotes
● “It was easier to develop more meaningful moves”
● “I found it helpful for how I wanted to set up my moves 

and on which order they would be most effective”

Ryan Paoloni, William and Mary Class of 25, Majors: International Relations and Economics, Email: rcpaoloni@gmail.com

Overview
Objectives

● William & Mary senior, Class of 
‘25.  Majoring in International 
Relations and Economics. 

● AUiX-sponsored Intern. 

● Introduced to Wargaming 
through a capstone class 
which applied independent 
research with wargaming. 

● Icebreaker: an Agentic AI tool 
that enhances education by 
assisting pol-mil wargame 
participants in COA 
development.

● ICEBREAKER is an AI 
Advisor that factors in 
real-time changes in the 
game into its 
suggestions. 

● Built with ChatGPT 4.0 
and Pipedream to 
integrate live data into 
decision-making. 

● Helps participants 
quickly evaluate 
options, suggest 
arguments, and improve 
in-game awareness.  

● Designed to enhance 
strategic planning and 
in-game adaptability.

Provide realistic, detailed COAs 
using real-time game-state data, 
enabling players to synthesize all 
available options quickly. 

Use Cases: 

● Suggest Courses of Action 

● Suggest an Argument to support 
the COA 

● Suggest a Counter-Argument(s) 

● Clarify the Current Game State



ICEBREAKER: The Backend: What Makes it Run?
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What is Pipedream

Workflow

OpenAI BackendHow Does it Work?

● A low code workflow automation 
platform (software) which connects 
the chatbot with the game state and 
DIME Token document giving it the 
ability to update in real-time.

Instructions: 
ICEBREAKER follows a specific set of 
prioritized instructions in response to a 
participant. 
   1. Check the current Game State, then 
   2. Examine the attached 
resources,then 
   3. Survey the internet ONLY IF If the 
attached resources do not provide 
sufficient information.

Data:  
Specific Game Data:  

● Players Guide, Opening Narrative. 
Game Map. 

Facilitation & Rules: 
● Facilitator Guide, Game Rules, 

Glasl’s Escalation Model 
Information Resources: 

● Primary Sources, Actor Regional 
Doctrine, Academic Journal 
Articles, Relevant News Articles. 



ICEBREAKER: In-Game Testing
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Icebreaker (The Game) Player Feedback

● A Matrix-style, political-military game 
designed and conducted by W&M 
senior seminar cohort during the 2024 
fall semester. 

● Game Director: Charlie Lyon, Major 
General, USAF (Retired) 

● Problem Statement: If Russians tend to 
escalate when interests conflict, why 
do they react in such a manner? 

● The game is set in the Arctic to 
examine climate change effects on 
geopolitical events. 

Data Collection: 
● Players filled out two forms. One form 

was used every time they used the 
chatbot, and a second form was filled 
out post-game.

Game Information

Question: For those who played Icebreaker 
previously: Did the ability to use Ai allow you to 
play differently, if so how?
● “It let me play more actively than I was able to 

last time.”
● “It allowed me to prep for counterarguments to 

my turn and word my actions better.”
● “Yes, it allowed me to get consistent updates of 

the game that were concise.”
● “The AI gives you a lot of options and helps 

quicken your decision making ability. I would 
say its greatest use is in helping determine 
whether or not you should approve of another 
player's move and what counter arguments 
you can use.”

● Due to time constraints, we completed only two rounds of the game.
● Players filled out the in-game 19 times; however, it is likely that the AI 

was used 30+ times.



ICEBREAKER: Current Capabilities
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Example Questions:

● “I am playing as Norway; for my action, I want to build 
SAR bases to assist in guiding navigation and providing 
safety for the increase in shipping in the region. Provide 3 
arguments for why this action is feasible and effective.” 

● “Suggest possible counter arguments for Norway’s Round 
1 move.” 

● “I am Playing as the USA, referring to the Opening 
Narrative and my player objectives suggest some possible 
actions for me to take.” 

● “I am Playing as China and I want to build Icebreakers, 
based on my capabilities and the amount of Economics 
tokens I have, is this move feasible?”



ICEBREAKER: Future Improvement and Possibilities
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Game State DocEducational Possibilities Current Limitations and Solutions

ICEBREAKER can be a valuable tool for 
teaching wargaming fundamentals, 
especially for new players. 

Allow Participants to: 

● Explore the game prior to playing 

● Limit the AI to participant research. 

● Explore "What If" Scenarios prior to 
gameplay. 

● Ask questions about game 
mechanics or rules.  

● Expand on and refine arguments 

“We utilized the AI to ask for 
counterarguments and to help form our 
first and second moves. For more specific 
research we used the web/our personal 
knowledge”

Game Design Limitations 

● Over reliance on white cell input 

● Slow or outdated responses 

Tool Limitations: 

● Need for Constant Reminders: 

● Occasional Hallucinations 

● Reliance on Question Asker Ability 

 Solutions: 

● Automate Note taking with AI 

● Add additional round-check 
Protocols  

● Provide players with example 
prompts








