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Disclaimer

This presentation represents the personal view of the author
and is in no way representative of official UK MOD policy.

The UK MOD is small, but still bigger than one man can know.
He might have missed something.

The author is a full-time reservist serving beyond mandatory
retirement age and is therefore possibly embittered and cynical
after 40 years service... :-)
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Types of Wargame
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Aim and Purpose

= What are we trying to achieve?

Creating
Knowledge

Unstructured

Problem Discovery Games

Structured Problem Analytical Games

Entertainment or

Conveying Knowledge Team Building

Role-Playing

Educational Games
Games

Commercial

Training Games
Games
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Types of Wargame

= Open
* God-like overview.
* All forces in view.
e All rules and assumptions known to all.
= Closed
* Played "blind" (Fog of War).
e Limited information (enemy, own troops, etc).

* You may not know all the rules, or they might be different
for different sides.

®" |n reality most games are on a continuum between these
two characteristics.
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Standard Closed Game Layout

Umpire
/_ Reports \

Red Team Master Map Blue Team

\» Player 4-/

Orders

Teams in separate rooms, or separated by dividers.
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http://myweb.tiscali.co.uk/paddygriffith/other.htm

Large Scale Closed Game Layout

Liaison Umpire

Red Team AEC/ G Red Team
Headquarters

Red Team Red Team
Master Map

Blue Team g ’ 2 Blue Team
&

2 Liaison Umpire

Blue Team Blue Team Blue Team
Headquarters

Teams in separate rooms, buildings or different countries...
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Semi-Closed Game - We Are Coming, Nineveh
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Types of Wargame

= Kriegsspiel.
* Closed Game (normally).
* Free, semi-free, and rigid versions.
* Players plan as the would for real.
* Adjudication is normally by the Umpires.
e Easy to understand.
* Requires experienced Umpires.
e Large Games need good quality Liaison Umpires.
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Types of Map

Reservoir
e

Spring,

Brown Loaf
Hill

i

Ty
- R'mfﬂill Copse
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Types of Map

= Maps

Military Maps
Gridded Maps
Hex Maps

* Area Maps

e Stylised Maps
= Sand Table / Model
= Computer Screen
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Types of map
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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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Types of Wargame

= Seminar Wargame.
* Covers a wide range of structured formats.
e 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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Types of Wargame

= Committee Wargame
* Easily recognisable and understood.
* Appears to be cooperative.
 Mimics familiar processes.
e "Secret personal briefings".
* Can be "double blind".
* Probably best for education.
e Similar to "management training games".
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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.

e Competing with FPS Computer simulations.

* Material intensive and not very portable.

e Can be mistaken for "playing with toy soldiers".
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MegaGame

= MegaGame:

Not simply a large game.

Hierarchy of player roles and responsibilities.
Characterised by emergent game play.

Can be intense experiences.

Can be confusing for newcomers (esp. non-war).
May lack clear winners and losers.

Can be difficult to analyse.

Defence Academy of the United Kingdom

© Crown Copyright



Board Wargame




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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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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Types of Wargame

= Historical Wargame:
e Usually a commercial product.
* Professionally produced.
* Designed to be fair (mostly).
* Very good for education.

Can be complex and inaccessible.
* Needs careful selection.

A debrief to highlight learning points essential.
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Types of Game

= Resource Allocation Game
* Players allocate resources to meet their goals.
* Not enough resources to go around.
* Cooperative.
* Competitive.

Good for teaching logistics.

May turn-off certain personality types...
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Types of Wargame

= Role Playing Game:

Players represent individuals.

Assigned backgrounds, skills or abilities.
Presented with a problem to solve.
Controlled/supervised by a facilitator.

Commercial games can be highly complex and
inaccessible.

Can be associated with "Dungeons and Dragons"
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Matrix and other "Effects"” Based Games

Copyrighted Material

The Confrontation Analysis
Handbook

How to Resolve Confrontations by Eliminating Dilemmas
Innovations in Wargaming Volume 3

John Curry and Mike Young

Bosnian || United c §
Threatened Serbs' || Nations' || 7| % &
2|2
Future position || position || 5| = g‘ﬁ Ky
¥ L 3 =l |8
/ Bosnian / x
Serbs attack the enclaves
[7]
Bosnian
x withdraw heavy weapons x /
Serbs P h I
rom the enclaves
United
/ o use artillery against x e
Nations Bosnian Serbs
/ e use air strikes against the )4 -
Nations :
Bosnian Serbs

Copyrighted Material
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Types of Wargame

= "Effects Based" 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 qualitative analysis.

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

= Disguised Scenario
Game design intended to:
* Avoid the pitfalls of historical hindsight.
* Exploit the prejudice of common assumptions.
* llluminate why decision were made.
Can be very effective.
Loses effect if spotted.
Ethical considerations.
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