Blockbuster: Dstl Urban Manual
Wargame GOTS Assessment
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James King (Dstl): Technical Partner (TP) and Wargaming
SME

Fred Hood (Dstl): Wargaming SME

Paul Beaves (NSC): Wargaming and Mounted Close Combat
(MCC) SME

Des Fitzgerald (NSC): Wargaming and Dismounted Close
Combat (DCC) SME

David Robson (NSC): Principal Wargaming SME
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“Assess the ability of COTS urban wargames to

meet Dstl analytical manual urban wargame .« “*

requirements, and to recommend the next steps

for developing a manual urban wargame which
Dstl computer simulations will use” [more of
that in @ minute]
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No single COTS product meets the requirement
Analytical requirement different:
* Evidence Framework Assessment

 Manual into constructive simulation

Few Urban games available- because urban is hard
BUT a great deal of useful commercial best practise
* Good design is good design...




[dstl]
@ ASC

ANALYSIS SUPPORT CONSTRUCT

training - simulation - consultancy

Land Operations




SSSSSSSSSSSSSSSSSSSSSSSS

3. Metrics
1. Scope and 2. Focus on BG: (Matrix):
confirm 1100 |dentify,
Requirements plus vehicles* Assess +
Down Select

4. Play 4 games 5. Detailed
(can’t play them (Qualitative)
all ® ) : Assessment
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Game Individual I"-.TAR FoW/ CEMA Levels Dest. Spec CIV/
Unit Closed +UTZ Bldg Wpns Other

Urban Blocks and Upper+ (5SS as single ‘CE’
dummies Lower only Thnrmnharic valua
Operations Turnels )
CBRN

Lock and Squad nit
Load-Day of 5‘“"'"‘; "°5
Heroes e
Phantom Squad ‘Suspect’ Ltd to simplistic IED and ruins
Fury markers and
stacking
AWeek in Platoon Infiltrate
Hell (Night)
Random NVA
units
Intoa Bear  Platoon Stacking:
inspected if

Trap
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Individual

Game

ISTAR

FoW/ b Levels
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Force on
Force

DropZone

Commander

We are
Coming
Nineveh!

CityFight

Berlin- Red
Victory

Unit

B .-

Squad

Squad

Squad/
Platoon

LoS

No LoS

(scale
prevents this)

Number of
‘off board’
capabilities:
Arty and Air

Closed

Some dummy
counters

Ammo and Cas

Barricades,
mines, IED

Obstacles only

-
Police and
‘Irregulars’
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Closed - Blind " e
(Urban Find . :
hard, ignoring b Novel ‘Find’ MassR';rielmsn. Threat,
counters o
harder still) ' always...
Dummies, . :
24 Dynamic IEDs in
Fakes and 4 . :
o Terrain multitude
Decoys -/
D10- Dice are LoS rules as
scary, but we . ~ range Tunnel
can all do " effectively Combat
percentages... Counters: infinite* Weapon
Pretty v Effects and

Classification
+

Tracking

their impact ¥
on terrain

Abstraction
because of
aggregation

i
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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
Mechanism specific to this battle, buildings cannot be ‘rubblised’

Operational level, including elements of CEMA (SIGINT)
Scale out of scope, BG interactions aggregated: one to watch for Bde +
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None of them exactly do what we want to do:

Requirements need them to do quite a lot
‘Dull’ stuff like time to actually clear, or logistics, not priority

Very few ‘modern’ (contemporary) manual wargames at BG scale:
World War Two hugely popular
Conflicts where you know how it went, and so interactions not classified

.
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Representing 3D and ‘deformable’ terrain:
Makes tracking harder as the board gets busy

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

..

Higher representation requirements: Cihy
Longer and more complex: not necessarily bad, although resources limited
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Analysis is Different (but.)

wxdl

Evidence Framework: important decisions made on the outcome
Manual feeding into constructive simulation
Hiding classified data
Lots of stuff to represent (buzzword bingo):
e Cyber, Hybrid, Peer, 3D, NGO, loT, LoS, AFV, Med, CSS
* Things we may want to have [never, ever giant walking robots]
* Battlegroup not a ‘popular’ scale (squad or BG+)
BUT:
* Tracking events smoothly is the same
* Generating representative interactions, outcome and environment
* Good design = engaging = engagement = ‘better’ evidence
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QUESTIONS?

Specific Speaker Trigger Warnings (SSTW) as follows:

I{ Did/do you have a favourite game?

ﬂ ‘Better’ evidence indeed- can you be more precise?

x% Tanks/Tanks in Urban/Walking Robots

[dst1] ©A5C nsc?

training « simulation - consultancy

ANALYSIS SUPPORT CONSTRUCT




