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The Wargame Design Process

Step 1: design
Step 2:
develop

Step 5:
Step 3:
execute

refine

Lessons
identified
and best """ ¥y

practise

Step 4:
validate




Design |
GO ON, ! _ma u w,»_ “‘“‘”
* Aim and Purpose. BREATH L/ :u Re

» Outputs used and integrated. ASK YQ[ g SE ;

* Target audience
and the decisions they will make.

* Freedoms and constraints:
* Participants.
* Time.
* Facilities.
* Materials.

e Data Collection and Analysis.




Aim and Purpose

 What are we trying to achieve?

Creating
Knowledge

Unstructured

Problem Discovery Games

Structured Problem | Analytical Games

Conveying
Knowledge

Educational Games

Training Games

Entertainment or
Team Building

Role-Playing
Games

Commercial
Games




Develop

 Setting and scenario.

* Adjudication methods.

* Wargame processes.
* Analysis plan

e Data capture plan.

e Simulation.

* Players and supporting personnel.

* Venue and layout.

Follow this handy flowchart to find out if there’s a career in game development that is right for you

So you want to make \irl- v games?
Start

Are you bitter Do you like doing
about it? 4-? Boioiove Money? m productlve work?

Do you have Are you afraid
Game Reviewer ?_ exceptional talent? of responsibility? Callyou colEV
Can you get excited Creative
for other peoples' ideas? Director
2 Nah, but | Do you have Well... it's
Really? can fake it a "grand vision"? been a while

You're shit
out of luck

Technical Lead

Do you think games
é are important? LT Gipducer
Social Games Do you have
Studio Employee any money?

Can you make games So:lal Games No Do you have
on your own? Smdl ad a conscience? Artist

bD" you know Indie Developer Starcraft Cyberathlete
asic grammar?
& > Are you at least good Do you enjoy
at playmg games? crafting crates?
Blogger

Are you visually Are you from Asia? Yes, China
onented ?
v

Do you mind belng Do you prefer o
underappreciated? working over talking? fre veu French? AN

Would you rather
No be a "proper" artist? Concept Artist
Want to spend two
Level Designer i Art Director ﬁ_’ weeks on two seconds? Animator

Do you like
to be alone?
Do you speak m > Do you want to be No Lead Game
Spreadsheet? told what to do? Designer

Studio Head

Programmer

Environmental

Yes, Korea Gold Farmer

Do you like to work
with unfinished tools?

Do you obsess excessively

Areyou muslcal? ﬁ_’ over even the tiniest details? EXE o inte)
Would you rather Do you like to shoot

be in the movies? & or blow things up? Sound Designer o Game Desngner

c No No Motion Do you have a fxmnon Combat
omposar, Capture Actor on gore and blood? Designer
YouaTVor Are you young, _m_> Do you like arts

movie celebnty? caucasian and hot? Are you male? _m’ and crafts?

Dld you mind the % i
errors in this graph? e Voice Actor Yes Guild Leader

Cosplayer Yes

Quality Yes Do you want to chose No Community
Assurance who to hang out with? Manager

Military Shooter

Packaging Model Booth Babe

This politically incorrect infographic was brought to you by Sharkbomb Game Design Services (www. m). Inspired by Fil m




Develop

* Game level.
 Game resolution.
* Game type or types.

5 A0 ‘. L 2 R ._!:' . ey
* Game layout. Building Blocks of
Tabletop Game Design

. An Encyclopedia of Mechanisms
* For educational games:
What to include and what to leave out.
Geoffrey Engelstein
Isaac Shalev

@ CRC Press
Taylor & Francis Group




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.
e 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.

Critical reflection

The first aim of supervision is to improve the quality of decision-making and interventions
(SWRB, 2010). Critical reflection is one way to achieve this and includes:

« Critical thinking Identifying how we know what we know.
« Analysis Breaking something down into parts.

« Reflection Looking back at what has happened
and looking forward to what will happen.

« Reflexivity Identifying your impact on a situation
(Research in Practice for Adults, 2012).

When you are dealing with a difficult issue or case, critical reflection can help you identify what you are
doing right (so that you can learn from this good practice) and where you can improve your practice.

This tool provides example questions which can be asked in supervision to explore all four stages of
Kolb’s (1984) critical reflection cycle to solve a dilemma.

assnes . What happened before the event?
What did you expect?

“+. What happened during the event?
o Concrete % What happened afterwards?

: Experience
What is the situation now? . (doing / having  :
What information do you have? b 3 4
What information is missing? . anexperience)
How can you find out about these things? % 2
What is your plan? i oS
What is your contingency plan? o8 e S ieueeet d Ba.
S Adive o Reflective ™,
- Experimentation © ©  Observation
© (planning /trying  : 4 (reviewing / :
< outwhatyou - < reflecting onthe -
«._ have learned) . experience)

. *e What did you feel before the event?
bstract *, What did you feel during the event?
: Conceptualisation . How do you think the other person felt?
. N . How do you feel about the event now?
(concluding /

“  learning from the
K experience)

What went well? Why? TP Z
What did not go well? Why?
Has how you think of the event changed following these questions? Why?

» https://1drv.ms/f/s!ArdcexVTLI4PgbFpnj2f2KDGm8-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.
e 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 | got?

Problems?
* Something unfamiliar?
* Style and content? What type of wargame?
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Result
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