
Wargame Design





The Wargame Design Process



Design

• Aim and Purpose.

• Outputs used and integrated.

• Target audience 
and the decisions they will make.

• Freedoms and constraints:
• Participants.

• Time.

• Facilities.

• Materials.

• Data Collection and Analysis.



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



Develop

• Setting and scenario.  

• Adjudication methods.  

• Wargame processes.  

• Analysis plan

• Data capture plan.  

• Simulation.  

• Players and supporting personnel. 

• Venue and layout.  



Develop

• Game level.

• Game resolution.

• Game type or types.

• Game layout.

• For educational games:
What to include and what to leave out.



Execute

• Construct

• Internal Play Test.

• System Test.

• Test Exercise.

• Rehearsal.

• Execute.



Validation and Analysis

• Led by the sponsor.

• Collate Lessons, observations and feedback.

• External Validation: Were the objectives correct?

• Internal Validation: Did the event meet objectives?

• Findings.

• Recommendations.

• Promulgation and records.



Refine

• Process is iterative.

• Check aim.

• Confirm key requirements.

• Adjust processes:
• Efficiency.

• Validity.

• Psychology.

• Ensure an audit trail for subsequent games.
• https://1drv.ms/f/s!ArdcexVTLJ4PgbFpnj2f2KDGm8-e5A?e=34kENm. 

https://1drv.ms/f/s!ArdcexVTLJ4PgbFpnj2f2KDGm8-e5A?e=34kENm


Example – Sandhurst Kriegsspiel

Sandhurst Wargame.

• Commandant's directive.

• Re-introduce Wargaming to RMAS.

• Encourage "manoeuvrist thinking".

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

• Lecture.

• Wargame.

• Instruction to Staff.



Example – Sandhurst Kriegsspiel

• 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 and where?
• How long have I got?

• Problems?
• Something unfamiliar?
• Style and content? What type of wargame?















Result



Result



Any Questions?
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