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Disclaimer

This presentation represents thpersonalview 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 fultime reservist serving beyond mandatory
retirement age and is therefore possibmbittered and cynical
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The Wargame Design Process

Step 1: design
Step 2:
develop

Step 5:
Step 3:
execute

refine
Defence Academy of the United Kingdo

Lessons
identified
and best
practise

--..

Step 4:
validate
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Design

A Aim and Purpose.
A Outputs used and integrated.
A Target audience and the decisions they will make.
A Freedoms and constraints:
A Participants.
ATime.
A Facilities.
A Materials.
A Data Collection and Analysis.
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Aim and Purpose

A What are we trying to achieve?

Creating : | Entertainment or
Knowledge | Team Building

SEIUIEHITEL Discovery Games| Educational Games RSVl
Problem Games

Commercial

Structured Problem | Analytical Games Training Games
Games
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Develop

A Setting and scenario.

A Adjudication methods.

A Wargame processes.

A Analysis plan

A Data capture plan.

A Simulation.

A Players and supporting personnel.
A Venue and layout.
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Develop

A Game level.
A Game resolution.

A Game type or types.

A Game layout.
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Execute

A Internal Play Test.

A System Test.
A Test Exercise.
A Rehearsal.

A Execute.
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Validation and Analysis

A Led by the sponsor.

A Collate Lessons, observations and feedback.

A External Validation: Were the objectives correct?
A Internal Validation: Did the event meet objectives?

~indings.
Recommendations.
Promulgation and records.
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Refine

A Process is iterative.
A Check aim.
A Confirm key requirements.
A Adjust processes:
A Efficiency.
AValidity.
A Psychology.
A Ensure an audit trail for subsequent games.
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Examplec Sandhurst Kriegsspiel

Sandhurst Wargame.
A Commandant's directive.
A Reintroduce Wargaming to RMAS.
A Encourage "manoeuvrist thinking".
A Part of the Standard Military Course.

A Not "recreational”.

A Lecture.
A Wargame.
A Instruction to Staff.
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Examplec Sandhurst Kriegsspiel

A What is the purpose?
A Creating knowledge?
A Conveying Knowledge?
A Entertainment?
A Who is it for?
A The Commandant?
A The Directing Staff?
A The students?
A Who is going to participate?
A The students? The Staff? Me?
A Experience and knowledge?
A Constraints?
A When, where and for how long?
A How long have | got?
A Problems?
A Something unfamiliar?
A Style and content? What type oflargame?
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Adjudication
Why do we need adjudication?

A We have a basic desire to see who won.
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Adjudication

A Personal Experience.
A Senior Officer Present.
A Military Judgement Panel.
A Rigid Adjudication.
A Deterministic.
A Stochastic.
A Combat Results Tables.
A Consensual.
A Crowdsourcing / Voting.
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Wargame Adjudication Methods

Agreement Subject Matter Correlation or Experimental
Among Expert Interpolation of Cause and Effect
Players Assessment Historical Trends Analysis
High Degree of Flexibility Low

Low Level of Confidence

Time and Resources to Develop High

Seminar Games System Games
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Adjudication
A What are we trying to achieve?

A 1 won, therefore the game is good!
A | lost, therefore the game is bad!

A Players should do, rather than be told.
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The Role of Chance
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We see therefore, from the commencement, nowhere finds
any sure basis in the calculations in the art of war;

and that from the outset there is a play of possibilities,
probabilities, good and bad luck, which spreads about with all
the coarse and fine threads of its web,

and makes war, of all branches of human activity, the
most like a game of cards.

Carl von Clausewitz, On War, Book 1, Chapter 1.
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Why do we want to represent chance?

A Very little is certain, merely probable.
A We cannot account of every factar nor should we.
A Generate a range of results.

A Chance represents risk.

A Can actually be more accurate.
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Monte Carlo Method

A A class of algorithms that use repeated random
sampling to obtain numerical results.

A Used in optimisation, numerical integration, and
probability distribution.

A Monte Carlagbased predictions of failure, cost
overruns and schedule overruns are routinely
better than human intuition or alternative "soft"
methods.

A Manhatten Project: Von Neumann antdlam.
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IS It necessary?

A What are we trying to achieve?
A Wargames can represent complex problems.
A Leader decisions may be the greatest importance.

A Effects of chance can be a distraction.

A Many games don't involve chance.
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Successful Games not involving Chance

Napoleon's Triumph Diplomacy
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Rolling Dice

A Some people are reluctant to roll dice.

A Associate dice with childish games.

A He who rolls the dice, gets the blame.

A Cannot differentiateRisk vs Gambllng
A"Just roll the dice!"
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Rolling Dice:

A Fair Dice.
A Cheating.

A Cultural Issues.
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