Richard Finn
EDUCATION

Ph.D., Humanities, Salve Regina University (2002)

Graduate Study, Hawaii Research Center for Future Studies, University of Hawaii (1995)

M.A., International Relations, Salve Regina University (1992)

Graduate, U.S. Naval War College (1992)

B.S., Education, Southern Connecticut State University (1972)

EMPLOYMENT HISTORY

Currently employed by Sonalysts, Inc. as a Principal Analyst developing exercises, war games, and training events for the Department of Homeland Security/Federal Emergency Management Agency, Defense Threat Reduction Agency, Institute for Security Technology Studies at Dartmouth College, U.S. Naval War College, and Sonalysts’ corporate war-gaming initiatives.  This work has been used in addressing contemporary and future government, corporate, defense, and technological issues in operational and analytical environments.  Outcomes of efforts have aided achieving aims and objectives of various department and agencies within federal, state, and local governments, alliance organizations, universities, and private businesses.  Also employed as an adjunct faculty member of Naval War College distance education program instructing Military Strategy and Force Planning segments of the Web-enhanced National Security Decision Making course to students worldwide. 

RELEVENT EXPERIENCE

Sonalysts, Inc. (1996 – Present).  As Principal Analyst, provides game design, execution, and analysis to government and commercial organizations:

· Principal designer for cyber element of Exercise Top Officials (TOPOFF) 2003 and for state and local government participation in National Security Council/Department of Homeland Security sponsored Livewire 2003.  For these national level cyber-terrorism exercises: solicited government, private sector, and Information Sharing and Analysis Center (ISAC) participants, developed objectives, scenarios and simulation-supported exercise mechanics, prepared participant reading material, acted as lead facilitator during event execution, and prepared final report.  Outcomes of exercises will improve coordination processes, communications paths, and other architectural elements required of a national cyber security response system as called for in newly published National Strategy to Secure Cyberspace. 

· Chief observer at New Hampshire state emergency operations center (EOC) during TOPOFF 2000, a congressionally mandated exercise designed to assess crisis and consequence management capabilities to the challenges imposed by terrorist threats and acts.  Prepared written assessment of coordination and integration among numerous state and federal departments and agencies operating in the state EOC.  Results of report were used to assess redundancies in national response plans to terrorist-related events and refine the coordination detailed in the Federal Response Plan and the National Oil and Hazardous Substances Pollution Contingency Plan.

· Developed interactive gaming methodologies incorporated into FEMA Y2K Comprehensive Exercise Program.  Prepared objectives, issues, and scheme of play for 10 regional and national-level seminars and created briefing material for executive-level decisions.  Developed guidebook and presentation materials used to train workshop facilitators, and material used by participants and briefing presenters.  Trained workshop facilitators.  Provided leadership and guidance to seminar control teams and directed post-workshop analysis and reporting efforts. 

· For Federal Deposit Insurance Corporation, designed, and executed gaming concepts to examine decision and coordination processes in a range of potential consequences during Y2K rollover period and to prepare members of operations staff to confidently accomplish their responsibilities.  Developed materials used during pre-game decision briefings and facilitator training.  Trained corporate facilitators.  Prepared post-game reports.

· Designed and produced player materials, and electronic presentations used in Catastrophic-1997 (CAT-97), a large-scale game sponsored by FEMA.  Researched emergency management doctrine and operational concepts and developed issues used as discussion points at pre-seminar workshops and activities, and during game.  Constructed materials used during pre-game decision briefings and facilitator training.  Developed information flow architecture, and provided quality control of player briefings.  Acted a principal game controller, recommending modifications of game flow to balance game objectives and participant actions.  Produced “Quick Look” report.

· Lead designer for Spill of National Significance (SONS)-1997, the first tabletop exercise conducted by Headquarters, U.S. Coast Guard to examine coordination of multi-levels of government and industry necessary to respond to catastrophic oil discharge under OPA 90.  Developed integration process between traditional PREP exercise and tabletop seminars conducted concurrently in Washington, DC and at Area Command in Philadelphia, PA and linked via VTC.  Crafted scheme of activity, researched issues, and produced materials used for briefings and discussions.  Trained facilitators and collection team members, controlled the execution of the activity, and prepared final report.  Results of SONS used to improve Area Contingency Plan, interagency and industry coordination, and refine protocols defining operational and fiscal responsibilities to a SONS response.

Provides support to the Center of Naval Warfare Studies at the U.S. Naval War College:  

· For Global series of games prepared campaign plans, and assisted in scenario development for phases of game play.  During these games monitored player activity, collected strategic and operational data, and conducted analysis of Red activity.  Prepared after-action reports on participant activity, and WMD events of game for inclusion in multi-media reports.

· Provided design and analytical support to series of five counter-terrorism workshops and exercises conducted immediately after terrorist attacks of 11 September 2001.  Primary focus of games was port security, protection of approaches to strategic harbors and waterways, and, safety of maritime cargo entering U.S. commerce.  Outcomes of seminars provided foundation of many policies and practices now used in maritime aspects of homeland security.

U.S. Naval War College (2002 – Present).  As adjunct faculty member of College of Distance Education, instructs Military Planning and Force Planning segments of Web-enhanced National Security Decision Making course.  Student cohorts are composed of mid-grade and senior military officers located worldwide.  Responsibilities of this graduate-level course include providing introductory lessons to Web-based learning environment, reviewing and evaluating student essays and exams and performing educational administrative functions in a distance-learning environment.  Completion rate of students enrolling in course is 87 percent. 
Computer Sciences Corporation (1995 – 1996).  As a Principal Engineer under the Modern Aids to Planning Program, responsible for the design, development, and execution of games and simulations in support planning and operations directorates at Headquarters, USPACOM.  Based on the objectives provided by the command, devised methodologies used to accomplish these objectives during the gaming process and post-game analysis.  Designed and crafted objective-oriented, plausible scenarios of theater-level crises used to address international and national military, diplomatic, and civil related issues.  To support these procedures researched, using conventional reference materials and sophisticated on-line information systems, and prepared detailed materials, both in traditional paper and multi-media formats, used as background information, presentation material, in games and simulations and for the decision support system within the command.  

Sonalysts, Inc. (1994 - 1995).  As an Analyst provided on-site support to the Center of Naval Warfare Studies at the U.S. Naval War College.  Participated in the development of decision support software in response to a Secretary of the Navy initiative regarding the permanent relocation of naval forces.  Responsible for post-game analysis of naval expeditionary warfare game and analysis of research study on changing international economic relationships.

U.S. Naval War College (1990 - 1994).  As a War Gaming Department game designer and the lead scenarist, designed contemporary and alternative future games for domestic and international political, military, and economic research studies and to support War College academic programs.  These games encompassed wide range of geo-political areas and conflict intensity and covered a broad range of topics, including economics, domestic and international politics, technology, and environmental crises.  Crises developed were used to support games conducted by: Center for Naval Warfare Studies Advanced Concept Department; CNO's Strategic Studies Group; unified military commands; Defense Intelligence College; international security programs at the Fletcher School at Tufts, the Kennedy School of Government at Harvard, and Queens University (Canada).  Developed plans for use of multi-media systems and computer-assisted techniques used during war games and research studies. 

Surface Warfare Officer, United States Navy (21 years).  Held various leadership and management positions of increasing scope and responsibility in six naval vessels.  Billets included operations, deck, electronic warfare, weapons, and human resource management.  Fully Joint Qualified.  Assignments ashore included: in-Kingdom Readiness and Training Advisor to U.S. Military Training Mission to Saudi Arabia, Jeddah, Saudi Arabia; and combined force intelligence analyst, Headquarters, Allied Forces Southern Europe, Naples, Italy.  Proven subspecialties in Naval Technical Intelligence, National Strategic Planning, and Political/Military Affairs in Middle East/South Asia/Africa.

Clearance:  Top Secret
