
Dice, Risk & Adjudication





Why do we need Adjudication?

▪ When things happen in a wargame 
where the outcome is not certain, we 
need to resolve the situation to 
understand what we do next.

▪ We need to see who won and who lost.

▪ But learning from failure is usually more 
important.

IN WARGAMING

THERE SHOULD

BE NO FAILURE.

YOU EITHER 

WIN OR YOU 

LEARN.



Some Types of “Engagements”

▪ Fights, where individual skill and experience is very important.
• Individual RPG type Games.

▪ Fires, where individual skill and experience is less important – such as 
precision strikes and missile/counter missile engagements. 
• Modern Naval Games

▪ Battles, where relative odds, differences in training levels, and force 
posture are more important than individual skills.
• Most higher level (Battlegroup +) games

▪ Unmeasurable, where human nature or lack of data is more important.
• Politics, Morale, Influence, Cyber, Humiliation, Deeply held Beliefs.



Adjudication Methods

▪ Personal Judgement.

▪ Senior Officer Present.

▪ Military Judgement Panel.

▪ Rigid Adjudication.

• Deterministic.

• Stochastic.

▪ Combat Results Tables.

▪ Consensual.

▪ Crowdsourcing / Voting.



How do we quantify the chance of success of failure? 

▪ Individual records.

• Marksman: over 80% hits on target.

▪ Trials and Historical Analysis.

• Weapon performance.

• Armour protection.

• Missile reliability and CEP.

▪ Experienced Forces.

• Raw, Trained, Experienced, Veteran, Elite.

▪ Based on personal judgement.

• Crowd Sourcing.



war, of  all branches of  human 

activity, is most like a game of  

cards.

Carl von Clausewitz, On War, Book 1, 

Chapter 1.

The Role of Chance



Why do we want to represent chance?

▪ Very little is certain, merely probable.

▪ We cannot account of every factor – nor should we try to.

▪ Generate a range of results.

▪ Chance represents risk.

▪ Can actually be more accurate.

• Monte Carlo Simulations



Friction

"It is friction that differentiates real war 
from war on paper."

"Everything in war is very simple, but the 
simplest thing is difficult. The difficulties 
accumulate and end by producing a kind of 
friction that is inconceivable unless one has 
experienced war."

Carl von Clausewitz, On War, Book1 Chapter 7.



How do we realise the risk? 

▪ Our Marksman shoots with an 80% base chance of a hit.

▪ We can roll a 100-sided (percentage) dice…

▪ But some people are reluctant to roll dice.

• Associate dice with childish games.

• Don’t understand probability distributions.

• Cultural Issues (China).

• Cannot differentiate Risk vs Gambling.

• "Just roll the dice!"



Dice: Risk, Success and Probabilities

▪ The 70% chance of success.

▪ What does success look like?

• "Normal Success".

• "Culminating Success".

• "Unfortunate Success"

▪ What does failure look like?

• "Common Failure".

• "Defeat".

• "Disaster".



But - is it necessary?

What are we trying to achieve?

▪ Wargames can represent complex 
problems.

▪ Leader decisions may be the 
greatest importance.

▪ Effects of chance can be a 
distraction.

Many games don't involve chance.



Successful Games not involving Chance



The Language of Risk

▪ That is "definitely" going to happen.

• What is the % chance of that happening?

▪ That is "impossible".

• What is the % chance of that happening? 



Language

http://sourcesandmethods.blogspot.com/2008/03/what-do-words-of-estimative-probability.html
https://sites.hks.harvard.edu/fs/rzeckhau/Estimative_Probability.pdf



Language

We have no adjective that most people 
think of as a 30% chance of success…



Mechanisms & Factors

▪ Shooting Base Mechanism:  Marksman = 8- (1D10)

▪ Add advantages:   First shot at unaware target: +1
      Short range: +1
      Sniper scope and bipod: +1

▪ Deduct disadvantages:  Target in cover: -1
      Target moving: -1
      Shooter tired: -1



Alternative Engagement



Using Odds: The Combat Results Table (SPI)



Using Posture and Odds: Combat Results Table (DSTL)

From The Staff Officer’s Handbook (annotated)



Tools – Dice and Probability

▪ Dice (Percentage vs Six-Sided Dice)

• Linear distributions

• Dice “Ladders” (SCRUD, OWS)

• Other distributions

▪ Result Cards

▪ Playing Cards

▪ Event Cards

▪ Look-up Tables

▪ Computer

• Excel RAND function



Cards



Cards



Cards:



Adjudication

▪ What are we trying to achieve?

• People.

• Decisions.

▪ Watch out for:

• I won; therefore, the game is good!

• I lost; therefore, the game is bad!

▪ There is a lot more to Adjudication:

• Wizard Wheezes, Mistakes, Speed.

• Overlap with Facilitation.

▪ Players should do, rather than be told.



Remember…

"Simple models that provide useful insights 
are often to be preferred to models that get 
so close to the real world that the mysteries 
they intend to unravel are repeated in the 
model and remain mysteries."

F. W. Lanchester
The Lanchester Legacy - A Celebration of Genius, edited by J. Fletcher
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