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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 ȅŜŀǊǎ ǎŜǊǾƛŎŜΧ Υ-) 
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The Wargame Design Process
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Design

ÁAim and Purpose.

ÁOutputs used and integrated.

ÁTarget audience and the decisions they will make.

ÁFreedoms and constraints:

ÅParticipants.

ÅTime.

ÅFacilities.

ÅMaterials.

ÁData Collection and Analysis.
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Aim and Purpose

ÁWhat 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
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Develop

ÁSetting and scenario.  

ÁAdjudication methods.  

ÁWargame processes.  

ÁAnalysis plan

ÁData capture plan.  

ÁSimulation.  

ÁPlayers and supporting personnel. 

ÁVenue and layout.  
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Develop

ÁGame level.

ÁGame resolution.

ÁGame type or types.

ÁGame layout.
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Execute

ÁInternal Play Test.

ÁSystem Test.

ÁTest Exercise.

ÁRehearsal.

ÁExecute.
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Validation and Analysis

ÁLed by the sponsor.

ÁCollate Lessons, observations and feedback.

ÁExternal Validation: Were the objectives correct?

ÁInternal Validation: Did the event meet objectives?

ÁFindings.

ÁRecommendations.

ÁPromulgation and records.
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Refine

ÁProcess is iterative.

ÁCheck aim.

ÁConfirm key requirements.

ÁAdjust processes:

ÅEfficiency.

ÅValidity.

ÅPsychology.

ÁEnsure an audit trail for subsequent games.
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Example ςSandhurst Kriegsspiel

Sandhurst Wargame.

ÅCommandant's directive.

ÅRe-introduce Wargaming to RMAS.

ÅEncourage "manoeuvrist thinking".

ÅPart of the Standard Military Course.
ÅNot "recreational".

ÅLecture.

ÅWargame.

ÅInstruction to Staff.
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Example ςSandhurst Kriegsspiel

Á What is the purpose?
Å Creating knowledge?
Å Conveying Knowledge?
Å Entertainment?

Á Who is it for?
Å The Commandant?
Å The Directing Staff?
Å The students?

Á Who is going to participate?
Å The students? The Staff? Me?
Å Experience and knowledge?

Á Constraints?
Å When, where and for how long?
Å How long have I got?

Á Problems?
Å Something unfamiliar?
Å Style and content? What type of wargame?
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Adjudication

Why do we need adjudication?

ÁWe have a basic desire to see who won.

Á²Ŝ Řƻƴϥǘ ǿŀƴǘ ǘƘŜ ǇƭŀȅŜǊǎ ŦƛƎƘǘƛƴƎ ŜŀŎƘ ƻǘƘŜǊΧ
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Adjudication

ÁPersonal Experience.

ÁSenior Officer Present.

ÁMilitary Judgement Panel.

ÁRigid Adjudication.

ÅDeterministic.

ÅStochastic.

ÁCombat Results Tables.

ÁConsensual.

ÁCrowdsourcing / Voting.
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Adjudication

ÁWhat are we trying to achieve?

ÁI won, therefore the game is good!

ÁI lost, therefore the game is bad!

ÁPlayers 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?

ÁVery little is certain, merely probable.

ÁWe cannot account of every factor ςnor should we.

ÁGenerate a range of results.

ÁChance represents risk.

ÁCan actually be more accurate.
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Monte Carlo Method

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

ÁUsed in optimisation, numerical integration, and 
probability distribution.

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

ÁManhatten Project: Von Neumann and Ulam.
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Is it necessary?

ÁWhat are we trying to achieve?

ÁWargames can represent complex problems.

ÁLeader decisions may be the greatest importance.

ÁEffects of chance can be a distraction.

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

Napoleon's Triumph Diplomacy
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Rolling Dice

ÁSome people are reluctant to roll dice.

ÁAssociate dice with childish games.

ÁHe who rolls the dice, gets the blame.

ÁCannot differentiate Risk vs Gambling.

Å"Just roll the dice!"
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Rolling Dice:

ÁFair Dice.

ÁCheating.

ÁCultural Issues.


