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Presentation aim: to introduce RCAT 



Centre for Defence Enterprise (CDE) 

Contract from CDE (Driven by Dstl) 

Analytical manual wargame 

Not education/historical  

Operational level with linkage to the strategic 

Purpose: To enable the rapid testing (validation) of all 

phases of a campaign plan to identify areas of risk at the 

military strategic level 

Concept  

Simple system  

Flexible and quick running  

Suitable as the basis of a first-look shaping/problem formulation 

Physically based system using counters or tokens on a 

map display 



Team 

Cranfield University lead   

 

Professor Philip Sabin  War Studies, KCL 

Charles Vasey  Recreational Wargame Designer 

Graeme Goldsworthy Senior Consultant, Pax Ludens 

Graham Longley-Brown LBS Consultancy Ltd 

Arrigo Velicogna   War Studies PhD, KCL 

 

Dr Trevor Ringrose 

Jeremy Smith    Cranfield University 

 
  

 



Campaign Analysis using Rapid 

Manual Wargaming 
Task 1  

Identify key features required for 
appropriate campaign analysis 

Identify key contributors to campaign 
outcome 

Important factors/capabilities identified   

Discussion/workshop over each 
capability  

Discussion/workshop on mechanisms  
against each capability 

Scenarios: 

 Iraq 2003 - Basra  

 Sierra Leone 

 Vietnam – Australian sector 

 Korea 

 Malaya 

Non SAG  

Developed outside SAG but provided 
to Dstl for cross checking 

Avoids classification issues 

 

 



Campaign Analysis using Rapid 

Manual Wargaming 

Task 2  Design 

Wargame conceptual design  

Key features identified and represented 

Manual game approach  

Physical representations - map/counters  

Configured to capturing mechanisms for the representation 

of the characteristics identified in Task 1 

Evaluation of manual COTS wargames for campaign 

level analysis  

To confirm/identify options for representing the key 

features 

Full game set produced and tested  

Rules, structure, a populated set of markers and 

boards/maps 
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Pillars 

Based on proven concepts that are familiar to the 

military: 

 Course of Action Wargaming 

 Seminar Wargaming 

 Command and Staff Training  

 Red Teaming 

 Extant doctrine, mission verbs and effects 

language 

 Force ratios as a basis for combat resolution 

 Combat effectiveness 

 



Pillars 

Asset, Resource and 

Command (ARC) 

Points and Actions 

Constraint 

Forces players to 

prioritise and 

make difficult 

decisions 

(dilemmas and 

trade-offs) 

Enables effects-

based approach 

e.g. SF, cyber, 

terror 

 

Action Tariff Explanation 
Move/Combat Actions 

Initial deployment of mar FE 1 ATG can include entire RM Cdo TG embarked 
Move land sub-unit or TG ('stack') 1 One area with possible follow-on area 
Air assault or para drop/sub-unit 2 FEs denoted as para only. Any area in AO 
Air mission (any type or size)  1 Interdiction attack, CAS or ISR 
Attack with mar TG 1 NGS to support combat 
Attack with land sub-unit or TG 1 In addition to any ARC points used to move 
Amphibious landing/sub-unit 3 FEs denoted as naval inf only 

Reserve/Deploy//CAP Actions 

Place in Reserve/land sub-unit 1 Includes AH 
Deploy by strategic airlift/light sub-unit 1 Arrive at APOD and cannot move or op that turn 

Deploy by sea/sub-unit/(TG - RM Cdo only) 2 Arrives at SPOD and cannot move or op that turn 

Deploy via neighbouring country/sub-unit 2 Enter any board edge area and cannot move or op that 
turn. FR units via C d'Ivoire, UK via Sierra Leone 

Admin/Log Actions 

Rehabilitate/sub-unit 1 Remove one 25% CE strike out (not poss if OOS) 

Fortify /sub-unit 1 Show with 'prepared defence' marker 
Create dummy position/sub-unit 1 Doubles PAD factor 
Apply IO/NGO HA BAP factors Nil Automatic if SASE 
Suppress civilians (Green only) 1 Result directly applied to MT 
Internal security (Green only) 1 Per pt: remove 1 Ineffective Govt marker 
Internal security or anti-piracy (Coalition) 2 Per pt: remove 1 Ineffective Govt or piracy marker 

ARC Actions where the maximum points available per capability per turn are shown 

Info Activities 2 Move any MT marker(s) 1 place/pt 
SF 2 Per pt either: 

1. Disrupt (neutralise) any FE (Rebel or ANSA) 
2. Disrupt Rebel C2: Rebels -1 ARC pt next turn 
3. ISR: add pt(s) to one find attempt 
4. Reassure: +1 to any marker on either internal MT 
5. Force multiplier: +25% to one total combat score 

EW 1 Per point either: 
1. Disrupt (neutralise) any FE (Rebel or ANSA) 
2. Disrupt Rebel C2: Rebels -1 ARC pt next turn 



Pillars 

Influence, soft factors and ‘spot markers’ 

 

Kpelle tribe 
Internal Support 

(South) 



Pillars 

Design Principles:  

Adversarial 

Rapidity of: 

Set-up; and 

Execution  

Simplicity  

Transparency  

Flexibility 

Situational awareness 
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1 

2 

3 

DCDC Guide to Red Teaming - Sequencing of Red and Blue Planning 

Applicability 

5 

6 

Step 1 – Understanding the 

Operating Environment 

 
 

Step 2 – Understanding the 

Problem (end state, objectives, 

centres of gravity, decisive 

conditions) 
 

 
 

Step 3 – Formulate 

Potential COAs 
 

 

Step 4 – Develop 

and Validate COAs 
 

 

 

Step 5 – Evaluate COAs 
 

 

Step 6 – Commander’s 

Decision 
 

Experimentation, FFD etc 

4 

CAST etc                               7 
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Kru tribe 
Int Sp MT (S): 

Govt +1 Red -1 

Diamond mine 
Govt -1 ARC pt 

Red/Or + 1 ARC pt 



RCAT Process 



Game Turn 

Sequence 



Mechanisms 

Simple movement (‘going’) 

Aggregation (e.g. Air Power points) 

Combat: 

Force on force 

Ratios 

Results 

Stances 

Reserves 

Interdiction Attacks 

 

BH 
 

1 /1 

1 

ANSA 



Die 
Roll 

Force Equivalency Ratio 

1:2 1:1 2:1 3:1 4:1 5:1 6:1   7:1   8:1   9:1   10:1 

1 150/0   100/0   100/0   75/25   50/25   50/50   50/50   50/50   25/50   25/75   10/100   

2 100/0   100/0    75/0   50/25   50/50   50/50 N 50/75 N 25/75 N 25/75 N 25/75 N 0/100 N 

3 100/0   75/0   75/25   50/50   50/50 N 25/75 R 25/75 R 25/100 R 25/100 R 0/100 R 0/100 R 

4 75/0   50/0   75/25   50/50 N 50/75 N 25/75 R 25/75 R 25/100 R 0/100 R 0/100 R 0/150 R 

5 50/0   50/25   50/50   50/75 N 25/75 R 25/100 R 25/100 R 0/100 R 0/100 R 0/100 R 0/150 R 

6 50/25   50/25   50/75 N 50/75 R 25/100 R 25/100 R 25/100 R 0/100 R 0/150 R 0/150 R 0/200 R 

7 50/25   50/50   50/75 N 25/75 R 25/100 R 25/125 R 0/125 R 0/150 R 0/ 200 R 0/200 R 0/300 R 

8 50/50   50/75   50/100 R 25/100 R 25/100 R 0/150 R 0/150 R 0/200 R 0/300 R 0/300 R 0/--- Des 

9 25/50   25/75 N 25/100 R 25/125 R 0/125 R 0/200 R 0/200 R 0/300 R 0/--- Des 0/--- Des 0/--- Des 

10 25/75 N 25/100 N 0/150 R 0/150 R 0/150 R 0/--- Des 0/ --- Des 0/ --- Des 0/ --- Des 0/--- Des 0/--- Des 

Calibrated factors and results tables: 

 

Mechanisms 



Mechanisms 

Insurgents, covert actions 

EW, cyber, Info Activities/propaganda 

Humanitarian: 

IDPs 

IOs/NGOs 

Logistics 

Events (MEL/MIL): 

 D% 
score 

Title Description Effect Conditions/ 
Remarks 

01-05 IO/NGOs 
demand port 
capacity 

Humanitarian agencies demand a 
greater share of the port facilities to 
inload Humanitarian Aid 

Coalition ARC pts -2 
and no sea-borne 
reinforcements 
available this turn 

Must be a HC ongoing; 
otherwise ignore event. 
After this event place the 
HRD marker in Monrovia 
and increase all BAP 
effects by 1. 

06-10 Coalition 
over-reaction 

Troops over-reaction to an incident is 
picked up by the media 

Coalition MTs: 
IC - 2 
Regional -1 

11-18 Bad weather The ghibli ( a southern wind lasting 
one to four days) causes all aircraft to 
be grounded 

No air points or CAPs 
available this turn 

Includes AH 

Etc 



Mechanisms 

Recording: 

Photo Record 

Scribe 

Marker Tracks (ppt) 

 

Game Turn: Player Turn: Sheet 3 

Serial Activity Decision or outcome 

(including RNG) 

Decision 

taken by 

Rationale Remarks 

1 

Narrative Turn 2: 26 Mar – 3 Apr 

Gaddafi 

Intent. Improve internal support using active (aggressive) action and messaging  

SOM. Actively suppress all areas using police; launch military attacks vs. rebelling areas (in particular 

Benghazi); launch joint opportunity attack vs. FR CV TF 

Pris: 1. Reinforcement 2. Military strikes vs. Benghazi. 3. Attack FR CV TF. 4. Propaganda to bolster 

regime 
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RCAT Liberia: Overview 



• Reinforcements and Replacement Markers 

• Organised Crime, piracy and Ineffective Governance 

• Insets 



Insets 



ARC point usage 



Consequence Management Phase: Influence Marker Tracks 



• Influence Spot Markers 

• CNI 

• Humanitarian 

• Sabotage 

• Logistics (e.g. GLOCs) 



Combat (and insets if necessary) 
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