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Aim

ΨΩ!ǎǎŜǎǎ ǘƘŜ ŀōƛƭƛǘȅ ƻŦ /h¢{ ǳǊōŀƴ ǿŀǊƎŀƳŜǎ ǘƻ 
meet Dstlanalyticalmanual urban wargame 
requirements, and to recommend the next steps 
for developing a manual urban wargame which 
DstlŎƻƳǇǳǘŜǊ ǎƛƳǳƭŀǘƛƻƴǎ ǿƛƭƭ ǳǎŜΩΩ ώƳƻǊŜ ƻŦ 
that in a minute]

[My aim is to briefly chat about how that went]



ÅNo single COTS product meets the requirement
ÅAnalytical requirement different: 
ÅEvidence Framework Assessment
ÅManual into constructive simulation

ÅFew Urban games available- because urban is hard
ÅBUT a great deal of useful commercial best practise 
ÅDƻƻŘ ŘŜǎƛƎƴ ƛǎ ƎƻƻŘ ŘŜǎƛƎƴΧ 

Spoilers



Study Need



5. Detailed 
(Qualitative)
Assessment

4. Play 4 games
όŎŀƴΩǘ Ǉƭŀȅ ǘƘŜƳ 

all L)

1. Scope and 
confirm 

Requirements

2. Focus on BG:
1100 

plus vehicles*

Method

3. Metrics 
(Matrix):
Identify,
Assess +

Down Select



Requirements



Candidates



Matrix



More Matrix



Playtest



Refine by Assessment

Closed ςBlind
(Urban Find 

hard, ignoring 
counters 

harder still)
Dummies, 
Fakes and 

Decoys

bƻǾŜƭ ΨCƛƴŘΩ

LoSrules as 
range 

effectively 
infinite*

D10- Dice are 
scary, but we 

can all do 
ǇŜǊŎŜƴǘŀƎŜǎΧ

Dynamic 
Terrain

Miniatures 
(?!)

Counters:
Pretty v

Classification 
+ 

Tracking

Mass Transit:
Rail

Tunnel 
Combat

IEDs in 
multitude

Weapon 
Effects and 
their impact 
on terrain

Abstraction 
because of 
aggregation

NGOs:
White 

Helmets

Media

CEMA +
EW

Once a 
Threat, 
ŀƭǿŀȅǎΧ



And?

Good Coy+ representation, ticks nearly all elements, uplift to BG with wrap potential
No CEMA, terrain would need a redesign and additional rules for upscale

Dynamic and flexible (scalable) rules
Rules and mechanics would need a lot of modification to modernise

Specialist weapons and pop up representative insurgent mechanism
aŜŎƘŀƴƛǎƳ ǎǇŜŎƛŦƛŎ ǘƻ ǘƘƛǎ ōŀǘǘƭŜΣ ōǳƛƭŘƛƴƎǎ Ŏŀƴƴƻǘ ōŜ ΨrubblisedΩ

Operational level, including elements of CEMA (SIGINT)
Scale out of scope, BG interactions aggregated: one to watch for Bde+



Insights

None of them exactly do what we want to do:
Requirements need them to do quite a lot
Ψ5ǳƭƭΩ ǎǘǳŦŦ ƭƛƪŜ ǘƛƳŜ ǘƻ ŀŎǘǳŀƭƭȅ ŎƭŜŀǊΣ ƻǊ ƭƻƎƛǎǘƛŎǎΣ ƴƻǘ ǇǊƛƻǊƛǘȅ

±ŜǊȅ ŦŜǿ ΨƳƻŘŜǊƴΩ όŎƻƴǘŜƳǇƻǊŀǊȅύ ŀǘ .D ǎŎŀƭŜ 
World War Two hugely popular 
Conflicts where you know how it went: Vietnam 

Represent 3D and deformable terrain
Makes tracking harder as the board gets busy

Higher representation requirements: 
Longer and more complex: not necessarily bad, although resources limited

Commercial Presentation an asset:
Clear counters and maps ideal for tracking and recording

None of them exactly do what we want to do:
Requirements need them to do quite a lot
Ψ5ǳƭƭΩ ǎǘǳŦŦ ƭƛƪŜ ǘƛƳŜ ǘƻ ŀŎǘǳŀƭƭȅ ŎƭŜŀǊΣ ƻǊ ƭƻƎƛǎǘƛŎǎΣ ƴƻǘ ǇǊƛƻǊƛǘȅ

±ŜǊȅ ŦŜǿ ΨƳƻŘŜǊƴΩ όŎƻƴǘŜƳǇƻǊŀǊȅύ Ƴŀƴǳŀƭ ǿŀǊƎŀƳŜǎ ŀǘ .D ǎŎŀƭŜΥ
World War Two hugely popular 
Conflicts where you know how it went, and so interactions not classified

wŜǇǊŜǎŜƴǘƛƴƎ о5 ŀƴŘ ΨŘŜŦƻǊƳŀōƭŜΩ ǘŜǊǊŀƛƴΥ
Makes tracking harder as the board gets busy


