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Introductions

e Who am I?
* Tom Mouat

* Who are you?
* Civilian or Defence?
* Military, Recreational or Business Wargamer?
* Analytical or Educational?
* Experience?
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What is a Wargame?

Adversarial by nature, a Wargame is a representation of
conflict activities not involving actual forces, using rules,
data and procedures, in which the flow of events shapes,
and is shaped by, the decisions made by the players
during the course of those events.

(Based on Peter Perla's definition 2008)

Adversarial by nature...

* arepresentation of conflict...

using rules, data and procedures...

shapes, and is shaped by, the decisions made by the players...


http://www.mors.org/UserFiles/file/PERLA - Wargamer Black Swan.pdf

.
What is a Wargame?

* Wargames cover a broad spectrum:

Red Team Free Kreigsspiel Computer-Assisted

I Analytical Wargame I
Seminar Matrix Game Rigid Kreigsspiel

Wargame

o
.



Von Moltke

Process:

e Off-site.

* Seminatr.

* Wargame.

* Verification.
* Records.
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What is a Wargame?

* Wargames cover a broad spectrum:

Red Team Free Kreigsspiel Computer-Assisted

I Analytical Wargame I
Seminar Matrix Game Rigid Kreigsspiel
\i

Wargame
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Aim and Purpose

* What are we trying to achieve?

Entertainment or

Creating Knowledge | Conveying Knowledge Team Building

Role-Playing

Pl LRGeS Discovery Games Educational Games Games

Structured Problem Analytical Games Training Games Commercial Games
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Why Wargame?

* |n order to practice decision making.

decision criteria

* Against opposition.



L
Why Wargame?
* Because they produce innovation and original thought:

DEPUTY SECRETARY OF DEFENSE
1010 DEFENSE PENTAGON
WASHINGTON, DC 20301-1010

FEB 09 2013

MEMORANDUM FOR SECRETARIES OF THE MILITARY DEPARTMENTS

CHAIRMAN OF THE JOINT CHIEFS OF STAFF

UNDER SECRETARIES OF DEFENSE

VICE CHAIRMAN OF THE JOINT CHIEFS OF STAFF

CHIEFS OF THE MILITARY SERVICES

CHIEF OF THE NATIONAL GUARD BUREAU

COMMANDERS OF THE COMBATANT COMMANDS
DIRECTOR, COST ASSESSMENT AND PROGRAM EVALUATION
DIRECTOR OF THE DEFENSE INTELLIGENCE AGENCY
DIRECTOR, NET ASSESSMENT

SUBJECT: Wargaming and Innovation

1 am concerned that the Department’s ability to test concepts, capabilities, and plans
using simulation and other techniques—otherwise known as wargaming—has atrophied. To
most effectively pursue an innovative third offset strategy, avoid operational and technological
surprise, and make the best use of our limited resources, we need to reinvigorate, institutionalize,
and systematize wargaming across the Department. Reinvigorated wargaming across the defense
enterprise fits within the Defense Innovation Initiative. which aims to bolster the credibility of

- U.S. security guarantees at home and abroad through innovative and agile thinking and actions.
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Wargaming is abductive reasoning.

The relationship of abductive inference, “‘Abductive reasoning is concerned
synthesis, and sense-making. with imaginative reasoning, a process
through which new ideas or

OESERVAIION hypotheses come into existence.

PERCEPTION

CONSTRAINTS REFRAMING INSIGHT

ABDUCTIVE INFERENCE

DOUBTS

New ideas cannot be generated by
deductive or inductive reasoning
because with deductive reasoning a
conclusion is already embedded in its
HYPOTHESIS premises, while inductive reasoning
already contains a hypothesis for which
we are merely establishing probabilistic
grounds.”

SISTHINAS

2
5
2

SENSICAL? CLEAR? VERIFIABLE?

ACTION

PLAUSIBLE?

KNOWLEDGE

Dr Jon Compton, Senior Wargame Analyst, OSD/CAPE/SAC
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Common Misconceptions

Real men don't play wargames.

Wargames don't teach you something new.
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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
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Common Misconceptions

Any game involving dice is just a game of chance.
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Random Chance

e Random Events.
* Breakdowns.
* Weather.
* Accidents. |
* Understanding Risk. / O \
e Likelihood / Impact. b &
* Purpose. ke
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Why Wargame?

* Because our potential adversaries think it works:
/\ﬁ\ﬁ] English

People’s Daily Online

Search

Home China ChinaBiz World Life & Culture Opinion Spo

Adversarial training enriches PLA's combat experience

11:47, January 02, 2010 Q + =

China's armed forces are stepping up combat adversarial training and war games in a
bid to make up for diminishing real combat experience among their ranks.

Field troops of the People's Liberation Army (PLA) are taking year-end military
examinations in which their superior commands have introduced war games played
by "red" and "blue" sides.

The testing method, new for all the PLLA services, has been set down as a training
regulation to improve overall battle effectiveness, said Maj. Gen. Chen Zhaohai, chief
of the military training and arms department of the PLA's General Staff
Headquarters.


http://english.people.com.cn/90001/6857702.html
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Types of Wargame

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

* Closed
* 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.



Standard Closed Game Layout

—

Red Team

Umpire Reports

Master Map

™~

Blue Team

\» Player Orders 4—/

Teams in separate rooms, or separated by dividers.



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



Connections UK — Wargaming for Professionals
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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 can be applied to
multiple maps).
* Not as good for low level tactical games.
* Requires a degree of abstraction.



Map 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.



Board Wargame

Connections UK — Wargaming for Professionals
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Types of Wargame

* Command Decision and Planning Wargame

* 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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Types of Wargame

e "Sand Table" Wargame
* Use of 3D models to represent tactical situation.
* Requires construction of the environment.
* Good for low level tactical actions.

e Good for teaching equipment recognition and
capabilities.

* Competing with FPS Computer simulations.

* Can be mistaken for "playing with toy soldiers".




"Sand Table" Wargame

4 8

|

Connections UK — Wargaming for Professionals
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Types of Wargame

* "Soft Issues"” Wargame
* Multi-party games with many different actors.
* Requires highly skilled facilitation.

* Most useful in areas of uncertainty, low specific
detail and strong political content.

* Highly portable.
* Highly flexible.
* Requires subtle qualitative analysis.

* Matrix Games, Consensual Analysis Games,
Role-Play Games.
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Matrix Game
CAPAB“"TY

CAPABILITY

gNEMY

BACKDOOREXp o) e

CAPABILITY

MASSIVE
BOTNET

Connections UK — Wargaming for Professionals

Defence Academy
Of the United Kingdom
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Technology School
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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.

* Inflexible.




Commercial Games

) Joint Air Power Competence Centre

Delivering Effective Solutions Through Independent Thought and Analysis

Home  About JAPCC  Publications  Projects  Services  Conference Q_ Search
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Improving NATO Support to Future Air Advisor Operations

NATO has stated that it is committed to providing long-term political and practical support to Afghanistan via a new post-
2014 mission to train, advise and assist the Afghan National Security Forces. Additionally, the 2010 NATO Strategic Concept
highlighted the need to develop the capability to train and develop local forces in crisis zones, so that local authorities are
able as quickly as possible, to maintain security without international assistance. ...
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— Squad Leader

1 Royal Irish
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Effect Purpose
1 FIND ID EF fwd posns and MDAs
10T facilitate FF manoeuvre
2 FEINT DECEIVE EF IOT FIX N EF
Group
3 PENETRATE IOT DISRUPT and CLEAR EF
IDd in key terrain and
SECURE foothold into
Central AACHEN
4 CLEAR/HOLD | Secure buildings in Central
S AACHEN DENY EF FoM
5 CLEAR/HOLD Secure N avenues of
N approach in N AACHEN IOT
DENY EF FoM

N o/
~

I\ o /
)
T P AN,

[\

MSN: HOLD AACHEN (25 buildings)
Intent: Conduct FEINT along N axis DECEIVING EF. Concentrate firepower to
PENETRATE key terrain along central axis CLEARiIng advanced EF. Manoeuvre along S
axis and gain foothold enabling CLEAR/HOLD of S AACHEN.

Main Effort: SEIZE S

COA Direction: PENETRATE along central
AA BPT EXPLOIT N and S flanks. CLEAR and
HOLD Blds in S sector. BPT DISRUPT EF

CAtk
Surprise Security Seize Key Terrain Concentration of Fire Manoeuvre Exploit Success
+ Covered approaches + Maximize fire base to » Groupings given clear » Central firebase to Rapid rate of advance * Reserve forces to
through buildings NEUTRALISE objectives and LOEs enable to push back reinforce success
defenders PENETRATE/CLEAR of defenders.

FEINT to enhance ]
surprise » Covered approaches BPT to take risk to

SW to enable maintain momentum

manoeuvre

FT used in close
combat
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Design Types

* In reality a game design can feature elements
of several of these broad types.

* Business Games tend to be a mixture of
seminar wargame and role play (with
somewhat less combat resolution).




e
Libya Problem

* Short notice.
* Unforeseen.
*Scale and Scope?
* Time and Money.




RCAT

e Rapid Campaign Analysis Toolset (RCAT).
* DSTL sponsored and Validated.
* Manual Wargame.

"We wish we'd had such a system in
Ascension with us sitting around the

map table thrashing through possible
COAs..."

Maj Gen Julian Thompson &
Cdre Michael Clapp
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Aim and Purpose - Example

Sandhurst Wargame.
* Commandant's directive.
* Re-introduce Wargaming to RMAS.
* Encourage "manoeuvrist thinking".

 Part of the Standard Military Course.
* Not "recreational".

* Lecture.
* Wargame.
e Instruction to Staff.



e
Aim and Purpose - Example

 What is the purpose?
* Creating knowledge?
* Conveying Knowledge?
* Entertainment?
Who is it for?
* The Commandant?

* The Directing Staff?
* The students?

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

Constraints?
* When, where and for how long?
* How long have | got?

Problems?
e Something unfamiliar?
e Style and content? What type of wargame?
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Features of Wargaming

Please tick what you want:

y

Good

Fast

Lo

Cheap

How many do you think you can have?




Features of Wargaming

Please tick what you want:

Good

>

V

Fast

Lo

Cheap
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Recap and Questions

* Aim and Purpose.

* Key Design Criteria.

* Resource Limitations.
* Time.

* Space.
 Materials.

* The Design Cycle.




