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Why Wargame?

▪ In order to practice decision making.

▪ Against opposition.

▪ To gain insights.
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General Von Moltke

Process:

▪ Off-site.

▪ TEWT.

▪ Wargame.

▪ Validation.

▪ Records.

http://www.strategypage.com/articles/default.asp?target=WARGHIS2.htm

http://www.strategypage.com/articles/default.asp?target=WARGHIS2.htm
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Wargames cover a broad spectrum:

Red Team

Matrix Game

Free Kreigsspiel

Rigid KreigsspielSeminar 
Wargame

Creativity and Original Thought

Rigor and analytical precision

Computer-Assisted
Analytical Wargame

https://connectionswargaming.files.wordpress.com/2015/06/1245-1330-phil-pournelle-wargame-terminology.pptx

COA Wargame

https://connectionswargaming.files.wordpress.com/2015/06/1245-1330-phil-pournelle-wargame-terminology.pptx


© Crown Copyright

Defence Academy of the United Kingdomhttp://news.usni.org/2015/03/18/document-memo-to-pentagon-leadership-on-wargaming

http://news.usni.org/2015/03/18/document-memo-to-pentagon-leadership-on-wargaming
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The Class of 1927

▪ Participants in the 
wargame:

Von Prager*, Adam, List*, 
Von Kluge*,Von Brauchitsch*, 
Von Witzleben*, Von Kleist*, 
Kesselring, Von Reichenau, 
Von Manstein*, Busch, Paulus, 
Guderian, Heinrici, Von Arnim,
Von Mackensen, Matzky, Ott,
Donitz. 

▪ Versailles Treaty.

https://en.wikisource.org/wiki/Treaty_of_Versailles/Part_V

http://de.wikipedia.org/wiki/Karl_von_Prager
http://en.wikipedia.org/wiki/Wilhelm_Adam_(general)
http://en.wikipedia.org/wiki/Wilhelm_List
http://en.wikipedia.org/wiki/G%C3%BCnther_von_Kluge
http://en.wikipedia.org/wiki/Walther_von_Brauchitsch
http://en.wikipedia.org/wiki/Erwin_von_Witzleben
http://en.wikipedia.org/wiki/Paul_Ludwig_Ewald_von_Kleist
http://en.wikipedia.org/wiki/Albert_Kesselring
http://en.wikipedia.org/wiki/Walther_von_Reichenau
http://en.wikipedia.org/wiki/Manstein
http://en.wikipedia.org/wiki/Ernst_Busch_(field_marshal)
http://en.wikipedia.org/wiki/Von_Paulus
http://en.wikipedia.org/wiki/Heinz_Guderian
http://en.wikipedia.org/wiki/Gotthard_Heinrici
http://en.wikipedia.org/wiki/Hans-J%C3%BCrgen_von_Arnim
http://en.wikipedia.org/wiki/August_von_Mackensen
http://en.wikipedia.org/wiki/Gerhard_Matzky
http://en.wikipedia.org/wiki/Eugen_Ott_(general)
http://en.wikipedia.org/wiki/Donitz
https://en.wikisource.org/wiki/Treaty_of_Versailles/Part_V
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Chilcott Report

▪ Complimentary about individual training.

▪ Scathing on higher level preparation and
understanding:

• Government training.

• Military Headquarters Training.

▪ Critical about reactions, learning and procurement.

▪ How do we "scratch the Chilcott itch"?
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http://english.people.com.cn/90001/6857702.html


© Crown Copyright

Defence Academy of the United Kingdom



© Crown Copyright

Defence Academy of the United Kingdom

"Effects"



© Crown Copyright

Defence Academy of the United Kingdom

What are "Effects"?

▪ The planning and conduct of operations combining 
military and non-military methods to achieve a particular 
outcome.

▪ COIN, OOOW, EBT, EBA, EBO, Non-Kinetic effects, Hearts & 
Minds, Soft Effects, Shaping Operations...

▪ Training, morale, efficiency, cohesion, will-to-combat, 
leadership, motivation, public support, political will...

▪ "Hybrid Warfare" and "Influence Operations"

▪ How do we get our training simulations to "do effects"?
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How Normal Simulations Model Effects

▪ Rules.

▪ Triggers.

▪ Pre-Sets (decided beforehand).

▪ Example:  If you bomb the Mosque, the local 
people will hate you.
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▪ Improbable is a scalable computer operating system

▪ Software built can be scalable on the "cloud"

▪ Potentially entire countries with:

▪ Buildings

▪ Gas, Water, Power, Internet, Mobile phones

▪ People, Cars, Planes, Train, Ships

▪ Emergent behaviours

▪ Multiple parallel courses of action
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The Fallacy of

▪ Lists of factors

• +1 for digging a well. Context

• +1 for medical inoculations. Reaction

• +1 for Flaming Pigs1. Repeatabiliy

• +1 for Dancing Pigs2. Irrationality

▪ Very often single sided.

▪ Very often hidden in a Black Box.

▪ Need to be calibrated.

▪ Can't account for General Butt Naked3.

1. https://en.wikipedia.org/wiki/War_pig
2. https://en.wikipedia.org/wiki/Dancing_pigs
3. https://en.wikipedia.org/wiki/General_Butt_Naked

https://en.wikipedia.org/wiki/War_pig
https://en.wikipedia.org/wiki/Dancing_pigs
https://en.wikipedia.org/wiki/General_Butt_Naked
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Prediction and Role-Play

"Forecasts based on the results of role-playing 
sessions can make accurate predictions of human 
responses to conflict or change.1"

1:   http://www.umsl.edu/~sauterv/DSS/green.pdf

• Random chance correct 28%

• Single Expert correct 31%

• Game Theory correct 32%

• Role Play correct 62%
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The Conclusion

▪ Humans are better at modelling humans than 
computers (even across cultures).

▪ A proper opposition generates an action / reaction 
feedback loop that produces insights vastly more 
powerful (and accurate) than a single opinion, 
however well informed.

Paper:
http://www.umsl.edu/~sauterv/DSS/green.pdf

Podcast:
http://knowledge.wharton.upenn.edu/article/forecasting-in-conflicts-how-to-predict-what-your-opponent-will-do/

http://www.umsl.edu/~sauterv/DSS/green.pdf
http://knowledge.wharton.upenn.edu/article/forecasting-in-conflicts-how-to-predict-what-your-opponent-will-do/
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Doctrine

▪ DCDC has published a 
"Wargaming Handbook"

▪ Companion publication to 
the "Red Teaming Guide"

▪ Endorsed by VCDS
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Wargaming

Properly conducted, Wargaming:

▪ Improves decision making and performance.

▪ Promotes original thought.

▪ Allows ideas and plans to be tested safely.

▪ Teaches that a failure doesn't mean defeat.

▪ Educates players about their strengths and 
weaknesses.
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Aim and Purpose

▪ What are we trying to achieve?

Sources: Compton and Bartels

Creating 
Knowledge

Conveying Knowledge
Entertainment or 

Team Building

Unstructured 
Problem

Discovery Games Educational Games
Role-Playing 

Games

Structured Problem Analytical Games Training Games
Commercial 
Games



© Crown Copyright

Defence Academy of the United Kingdom

Types of Wargame

▪ Open
• God-like overview.
• All forces in view.
• All rules and assumptions known to all.

▪ Closed
• Played "blind" (Fog of War).
• Limited information (enemy, own troops, etc).
• You may not know all the rules, or they might be different 

for different sides.
▪ In reality most games are on a continuum between these 

two characteristics.
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Standard Closed Game Layout

Paddy Griffith. Advanced Wargames. http://myweb.tiscali.co.uk/paddygriffith/other.htm

Red Team Master Map Blue Team

Umpire 
Reports

Player 
Orders

Teams in separate rooms, or separated by dividers.
…or sometimes multiple teams on each side…

http://myweb.tiscali.co.uk/paddygriffith/other.htm
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Adjudication

▪ Military Judgement Panel

▪ Rigid Adjudication

• Deterministic

• Stochastic

▪ Combat Results Table
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The Combat Results Table
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Tools

▪ Dice

• Linear distributions

• Other distributions

▪ Playing Cards

▪ Event Cards

▪ Result Cards

▪ Look-up Tables

▪ Computer

• Excel RAND function
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Tools

▪ Maps

• Military Maps

• Gridded Maps

• Hex Maps

• Area Maps

• Stylised Maps 

▪ Sand Table / Model

▪ Computer Screen
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Tools

▪ Counters
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Computer Wargame
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Types of Wargame

▪ Computer Wargame
• Easily recognisable.
• Easy to make a Closed Game.
• All algorithms hidden.
• Steep learning curve unless COTS.
• Lengthy setup.
• Expensive and not very portable.
• Very inflexible.
• Fixed level of operation and resolution.
• Very difficult to represent soft issues.
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Map Wargame
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Types of Wargame

▪ Map Wargame

• Easily recognisable and understood.

• Facilitates closed games well.

• Cheap and quick to develop (with practice).

• Relatively portable.

• Flexible (same design - multiple maps).

• Not good for low level tactics (LOS difficult).

• Requires a degree of abstraction.
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Board Wargame
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Types of Wargame

▪ Board Wargame

• Easily recognisable and understood.

• Familiar to recreational gamers.

• Tends towards Open games.

• Highly structured and abstract (allowing focus on 
a small number of key elements).

• Relatively portable.

• Specialised.

• Good as an introductory technique.
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Seminar Wargame



© Crown Copyright

Defence Academy of the United Kingdom

Types of Wargame

▪ SeminarWargame.

• Covers a wide range of structured formats such 
as seminar or committee games.

• Highly accessible (no game rules to absorb).

• Mainly about communication and decisions.

• Cheap and fast to develop.

• Good for testing assumptions.

• Less good for combat situations.
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"Sand Table" Wargame
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Types of Wargame

▪ "Sand Table" Wargame

• Use of 3D models to represent tactical situation.

• Requires construction of the environment.

• Good for low level tactical actions.

• Good for teaching equipment recognition and 
capabilities.

• Competing with FPS Computer simulations.

• Material intensive and not very portable.

• Can be mistaken for "playing with toy soldiers".
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Matrix Game
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Types of Wargame

▪ "Soft Issues" Wargame
• Multi-party games with many different actors.
• Requires skilled facilitation.
• Most useful in areas of uncertainty, low specific detail 

and strong political content.
• Most useful early on for education and understanding.
• Highly portable.
• Highly flexible.
• Requires subtle qualitative analysis.

• Matrix Games, Dilemma Analysis, Consensual 
Analysis, Role-Play Games.
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Commercial Games
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Types of Wargame

▪ COTS Wargame

• Can be a useful component of a wider Wargame.

• Can be an effective teaching aid.

• No design effort required.

• Relatively cheap to acquire.

• Fixed rules and processes.

• Some can be inaccessible for beginners.

• Good for analysis training.
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Wargaming

Wargaming isn't about the "game".

▪ It is about practice.

▪ It is about an attitude of mind.

▪ It is about getting input from everyone.

▪ It is about exploring ways to make the other guy fail.

▪ An organisation that values innovation.

▪ A clear understanding of "what do we want to 
achieve?".
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Cycle of Innovation
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