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Conflict Simulation at King’s College:
Historical Wargaming

m Abstracting real events in game mechanics

m Simplifying for playability

m Communicating effectively with the player

m Properly weighing elements as factors of combat
resolution

m Realistically assessing alternative outcomes




Abstracting Real Events in Game
Mechanics

m Assign number values to
elements as factors of combat
or movement

m Counters for combat elements

m Map markers
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Simplifying for Playability
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m Historical research Flat Terrain—1 MP

m Visual shorthand

m Add tables
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Morale Effects on
Combat Resolution

Key Area Effects on
Combat Resolution

Reputation Effects on Movement
and Use of Combat Factors
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Communicating Effectively with the
Player

m Examples of play

m Incentivize, don’t force
m Predict player behavior
m Simple visuals

m Playtest

SI SIS -

EXECUTION

Move Reputation Marker to RIGHT side
for each enemy counter on this marker
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HOSTAGE

Move Reputation Marker to LEFT side
for each enemy counter on this marker
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Weighing Elements as Factors of Combat

Resolution

m Combat points vs. column shifts
vs. ratios

m Victory points vs. victory
conditions

Major City (Serbian) number sig-
nifies VP numbers.

At end of every turn if enemy
holds the hex, owner looses 10

Major City (Austria-Hungary)
number signifies VP numbers.

At end of every turn if enemy
holds the hex, owner looses 10

Small city (Serbia) number signi-
fies VP numbers.

At end of every turn if enemy
holds the hex, enemy gains 1 VP

Small city (Austria-Hungary)
number signifies VP numbers.

At end of every turn if enemy
holds the hex, enemy gains 1 VP



COMBAT RESULTS TABLE
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m Balance forces, but not
too much

m Guide game conduct

m Playtest to see what
breaks
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\ COMBAT FACTORS

1. MAMAYEV KURGAN
OCCUPIED: 1 mmp A

’ 2. BOTH KEY AREAS

OCCUPIED: 1 mmp A

3. COMBAT INSIDE A
BLDG: 2 =) SOVIET A
2 4am GERMAN A

4. COMBAT IN AN OPEN
HEX: 1 =) GERMAN A
1 4mm SOVIET A

5. SNIPER FIRE:
1 4=m GERMAN A

6. MAMAYEV KURGAN
COMBAT: 1 mmp A




Realistically Assessing Alternative
Outcomes
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5. SNIPER FIRE:
1 4mm GERMAN A

m Playtest for
functionality
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Playtesting

Fog on the
Somme: Draft
Board One
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Fog on the
Somme: Draft
Board Two
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Fog on the
Somme Playing
Board
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Solutions

m Comprehensive historical research
m Visual shorthand/tables

m Combat values for single or combined elements
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m Comprehensive examples of play
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m Incentivize player actions, don’t force
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m Choose a method of combat resolution
m Balance combat factors, but not too much

m PLAYTEST




Simulating Potential or Future Conflicts

m Prioritizing outcome vs. realism
m Modeling human behavior
m Pushback on scenario details

m Details as constraints vs. details as
guidance




Solutions

m Generating a scenario that tests
what you want to measure

m Incorporation of subject matter
experts

m Accurately modeling force
capabilities and leadership
roles and behavior




m Getting players to act as their
‘roles’ in the game

m Accurately communicating game
goals

m Playtesting to see where the
gaps are







