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The Big Question:
What Should I Do Now?
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Some Decide on Mergers &
Acquisitions
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Many of Which Don’t Work Out
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Cost Cutting - Often to Extremes
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Marching Off
Into
The Unknown
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Financial Ruin
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Paint
“The Night
Sky 44

In Art, There are Many Possible Ways
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Stories
are
Powerful
Teaching
Tools
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Story’s “Stick with Us”

He shouted,
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Military Environment
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BUSINESS IN
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fr()m Win using the lessons of War

World War 1
to Discuss
Business
Issues
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THE INFLUENCE OF
SEA POWER
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Decision
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The Fad :
Build a Battleship Fleet

aﬁ The Unknown Territory :
e No Prior Sea Tradition
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Dissipation of Resources, No Realized Benefits

End Result - Written Off
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History Repeats Itself

People in Every Age
Do the Same Things for
the Same Reasons
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The Lessons of these
Stories are Applicable
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Der Weltkrieg - Situation in Belgium - Aug 1914
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Wargaming Improves:

* Strategy Formulation

* Planning

* Coordination

* Proper Resource Allocation
* Execution

* Project Management
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Stratego Battlefield — Center, Left & Right Flanks
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Who would choose this
method to learn to play
an instrument?

How to
Play
the Oboe

(and make

)

All by
Yourself
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My First Wargame

France 1940

= 16 Pages of Rules

= Hundreds of Pieces

= No Instructor made

for Difficult Learning
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Aides to War:

Computer B

«/fwww.youtube.com/channel/UCkrJrrLbn4R-LBF44RIWIOwW/ playlists

Created playlists

! Dave Schroeder  Videos  Playlists

Tutorial Videos - How to Play the Der Weltkrieg Games
1week ago

Der Weltkrieg - Video 01 - Intro to Wargaming and Der Weltkrieg

Der Weltkrieg - Video 02 - Map Overview

View full playlist (18 videos)

SPW
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Training in Wargames/Simulations

Both Military and Business
Need to do Better at
Training Leaders in
Wargames and Simulations
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What We Need to Do:

e Motivate Others to Learn to Use
Wargames/Simulations

* Provide Ample Training in Using Wargames

* Make Ability to Use Wargames a Prerequisite
for Reaching Senior Decision Making
Levels
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Wargaming 101:
* Teach the Mechanics and Techniques of
Wargames and Simulations

* Use them to provide Insight through
Immersion in Decision Maker roles

* Use them to Analyze Strategies and Options
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Satellite Tracking

The Back-
Up
Solution
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Core Issues for Simulations

* Critical or Bottleneck Resources

 Fundamental Cause/Effect
Relationships

* Core Processes

* Clear Picture of Operating
Environment
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War In Europe
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Computer Based Simulations
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The Der Weltkrieg Game Series

The Schlieffen Plan
plays out in
Western Front
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Foundations of Der Weltkrieg Design

* 50% of WW1 Casualties caused by Artillery

* Artillery Ammunition was Bottleneck
Resource

e Attacker needed 3 times Defender’s
Strength for Parity in Results
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Core Cause & Effect Relationship

50% of WW1

Casualties caused SR
by Artillery

PO

Basic
Infantry/ Artillery
Structure of
French Division
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The Bottleneck Resource

Artillery Ammunition
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Core Process = Combat

Attacker needed 3 times Defender’s
Strength for Parity in Results
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Der Weltkrieg Combat Results Table
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Der Weltkrieg GameTurn Seg

Normal Turn

Reinforcement Arrival Phase

The Phasing Player places reinforcements
scheduled for the current turn onto their
placement hexes on the map.

Movement Phase

The Phasing Player may move any or all
of his units up to the limits of their
Movement Allowances.

Combat Phase

The Phasing Player may initiate combat
with any of his units that are adjacent to
enemy units.

Replacement / Recombination Phase
The Phasing Player may recombine units

or replace those that have been removed
from the map.
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A Relatively Comp
(and th

4.0 THE SEQUENCE OF PLAY
Each game is resolved in a series of turns,
called game turns, each representing one week
of real time. Each game turn consists of a
Weekly Interphase, followed by a variable
number of impulses. The exact number of im-
pulses in a game turn, within a possible range

.

'

of one to seven, is determined by the player
with the initiative. When all impulses in a
game twrn have been used then the game turn
is over, and the players proceed to the next
game turn, repeating this process.

During the 1st player's Phases of an impulse,
the Ist Player is referred to as the phasing
Player and the 2nd Player is referred to as the
non-phasing Player. During the 2nd Player's
Phases of an impulse these roles are reversed.
All action within a game turn is conducted
within the following sequence of play; the or-
der of the phases, segments and steps may not
be changed by the players.

4.1 Weekly Interphase (at the beginning
of each game turn)

The Weekly Interphase consists of a Strategic
Phase followed by the Impulse Determination
Phase (below).

4.11 The Strategic Phase: This phase is con-
ducted simultaneously by both players. The
Rail Point (RP) total for both sides is reduced
to zero, and then the weekly allotment of RPs
is added to the RP Track. All eligible units
currently in Entrenchment Mode may attempt
© enter Permanent Entrenchment Mode. Re-
placement points are recorded. All reinforce-
ments indicated by the scenario are placed on
the map and charts. All withdrawals dictated
by the Exclusive Rules are executed.

4.12 Impulse Determination Phase: The
player with the initiative is determined, ac-
cording to the provisions in the Exclusive
Rules. He may elect to become the 1st Player
or the 2nd Player in the Sequence of Play. The
player with the initiative announces how many
impulses there will be in the game turn, and
how many days each impulse will consist of.
This is done once per game turn during this
phase.

4.2 Each Impulse
Each impulse is broken down into four phases
for each player. These are the Command
Phase, wher supply and command control are
determined, the Movement Phase, where the
phasing player may move his units, the
Counter-Movement Phase, where the non-
phasing player may move his units, and the
Combat Phase. Each phase is described below.

4.21 The 1st Player's Command Phase: This
phase consists of two segments; a Mission Or-
der Segment followed by the Supply and Com-
mand Segment. These are described below:

A. The Mission Order Segment: In this
segment the 1st Player may change the attach-
ment of his formations (to corps, armies or the
Supreme Commander) by moving the Com-
mand Counters from one Command Track to
another. All antachments are finalized before

any Mission Orders (MOs) are given. After all
attachment changes are made, MOs are then
given to the armies that a player controls. Any
army that is not given a MO to perform auto-
matically reverts to the MO printed on the
leader counter occupying its Commander Box.
Leaders of smaller formations that are subordi-
nate to the army must be given a MO by the
Army Commander or they will revert auto-
matically to the MO printed on the leader
counter controlling their formation. Strategic
Formations must adopt the Hold MO.

B. Supply and Command Segment: The
1st Player determines the supply status of all
friendly units. Any unit found to be out of sup-
ply has its formation's ML lowered by one for
each day that the current impulse consists of.
Then the supply status of each friendly main
depot is determined and recorded using the
Main Depot's Status Box on the Army Chart.

Next, Command Control for all friendly
units is determined. Any unit found 10 be out
of Command Control has its formation's ML
lowered by one for each day that the current
impulse consists of. These effects are cumula-
tive, thus 2 unit found to be both out of supply
and Command Control in an impulse that con-
sisted of two days would have its ML lowered
by a total of four.

Now all Army Formations that expended
Ammunition Points (APs) in the preceding im-
pulse may be issued new APs, if the supply
status of their controlling army's main depot
allows this. After this, all Air units that were
flipped over to their "Air Unit Used" sides in
the previous impulse may revert to their face-
up sides if they pass a Maintenance Rating
Check. Finally, all units belonging to army
formations in Replacement Mode may receive
Replacement Points (REPs).

4.22 The 1st Player's Movement Phase: This
phase consists of a Concealment Segment fol-
lowed by a March Segment. These are de-
scribed below:

A. Concealment Segment: All of the Ist
Player's units that are face-up on the map may
be flipped over to conceal their identity. Then
any detachments the 1st Player wishes to cre-
ate are placed on top of the units they were
created from and the Ist Player notes the de-
tachment on the Detachment Chart. This is
done by removing the detachment and noting
the identification of the parent formation on
the chart. Finally, any dummy units the lst
Player wishes to plne on the map are placed
on top of existing units; this includes any
dummy units that were eliminated in preceding

impulses..

B. March Segment: The st Player may
undertake all activity that requires the expendi:
ture of Movement Points (MPs) in this seg-
ment. Units may move through hexes
expending MPs according to their Mobility
Rating (MR), change Movement Mode,

recover lost Morale Levels (MLs), place com-
bat markers in preparation for combat, conduct
overrun attempts, and conduct reconnaissance.
Two MPs are available for cach day the cur-
rent impulse consists of.

4.23 The 2nd Player's Counter-Movement
Phase: This phase, because of its placement in
the sequence of play, is the pivotal period for
the non-phasing player. He can “set himself
up.” so to speak, for his half of the turn as
well as prepare for the immediately following
Combat Phase. This phase consists solely of a
Counter-March Segment: there is no Conceal-
ment Segment for the 2nd Player in this phase.

A. Counter-March Segment: All activity
that was allowed in the preceding 1st Player's
March Segment (Standard Rule 4.22B) is al-
lowed in the Counter-March Segment. In addi-
tion, the 2nd Player can force march his units
during this Segment, and he can make them
eligible to receive Replacements Points (REPs)
in his upcoming Command and Supply Seg-
ment. One MP is available for each day the
current impulse consists of.

4.24 Mutual Combat Phase: Each Combat
Phase consists of two identical Combat Seg-
ments: an Initial Combat Segment and a Final
Combar Segment. These are described below:

A. The Initial Combat Segment: All
units with Intensive Combat markers may par-
ticipate in this segment. The segment begins
with the Barrage Siep. The st Piayer begins
by conducting all of his Barrage Attacks, then
the 2nd Player conducts all of his Barrage At-
tacks. After the Barrage Siep is completed
comes the Fire Step. The Ist Player conducts
all of his Fire Auacks in the Fire Step, and
then the 2nd Player conducts all of his Fire
Attacks.

As each unit makes an attack it flips its
Intensive Combat marker over to its Regular
Combat marker side. An Intensive Combat
marker can be flipped over as a Loss Result
(LR) or by engaging in one of the following
combat options: Barrage or Fire Auacks,
Probes, Cavalry Charges, Pursuit or Calling
Off Auacks. Each unit with an Intensive Com-
bat marker must engage in one of these activi-
ties before the end of the Initial Combat
Segment.

B. The Final Combat Segment: All units
with a Regular Ccmbal marker may participate
in this segment. This segment is resolved in
the same manner as the Initial Combat Seg-
ment, with a Barrage Step and a Fire Step.

The 1st Player resolves his artacks in each step
before the 2nd Player resolves his. Each unit
that makes an attack removes its Regular Com-
bat marker. A Regular Combat marker can be
flipped over as a Loss Result (LR) or by e
gaging in one of the following combat options:
Barrage or Fire Auacks, Probes, Cavalry
Charges, Pursuit or Calling Off Auacks. Each
unit with a Regular Combat marker must en-
gage in one of these activities before the end of
the Final Combat Segment.

4.25 The 2nd Player's Command Phase:
This phase is conducted exactly like the 1st
Player's Command Phase, only the roles are
reversed.

A. The Mission Order Segment: This
segment is conducted exactly like the Ist
Player's Mission Segment,

B. The Supply and Command Segment:
This segment is conducted exactly like the 1st
Player's Supply and Command Segment.

4.26 The 2nd Player's Movement Phase:
This phase is conducted exactly like the 1st
Player's Movement Phase, only the roles are
reversed.

A. The Concealment Segment: This seg-
ment is conducted exactly like the 1st Player's
Concealment Segment.

B. The March Segment: This segment is
conducted exactly like the Ist Player's March
Segment.

4.27 The 1st Player Counter-Movement
Phase: This phase is conducted exactly like the
2nd Player's Counter-Movement Phase, only
the roles are reversed.

A. The Counter-March Segment: This
segment is conducted exactly like the 2nd
Player's Counter-Movement Segment.

4.28 Mutual Combat Phase: This phase is
conducted like the 1st Player's Combat Phase,
only the roles are reversed.

A. The Initial Combat Segment: This
segment is conducted like the Initial Combat
Segment of the st Player's Combat Phase,
only the roles are reversed.

B. The' Final Combat Segment: This
segment is conducted like the Final Combat
Segment of the 1st Player's Combat Phase,
only the roles are reversed, and the 2nd Player
resolves his attacks before the 1st Player re-
solves his.

4.3 The Next Impulse
The above sequence concludes one full im-
pulse; if there are other impulses remaining in
a game turn, return to 4.2 above with the 1st
Player's Command Phase and repeat phases
4.21 through 4.28. Otherwise, proceed 1o 4.1
and begin a new Game Turn.

4.4 Recording Time

The passage of time is recorded using the
printed tracks and cycles. At the start of each
Game Turn, advance the Game Turn marker to
record the current game turn in play. At the
start of each impulse advance the "Days Used
In Current Impulse” marker zlong the Day
Track 10 record how many days the current
impulse consists of. During the second and
subsequent impulses in a Game Turn, advance
the “Days Used In Previous Impulse(s)”
marker along the track to record how many
days were used in the previous impulses of the
current Game Turn. At the start of each Phase
advance the Current Phase marker around the
Phase Cycle 10 indicate which phase is cur-
rently in play.

At the start of either Combat Phase advance
the Combat Segment marker around the Com-
bat Phase cycle 1o record which part of which
segment is currently in play. The Initial side is
used if an Initial Combat Segment is com-
mencing. At the beginning of the Final Combat
Segment of the Combat Phase flip the marker
over to its Final Combat Segment side and ad-
vance the marker around the cycle to record
which part of which segment is currently in
play. There is no penalty for not recording the
passage of time in a game turn, other than the
mammoth confusion that will set in as players
try to remember what to do next.

NOTE: The various activities of each seg-
ment are explained in full later in the rules.
Reread this section again after reading through
the rules. Don't be concerned with the amount
of Phases and Segments - many activities occur
infrequently and most take only a few minutes
1o execute once you have got the hang of it.

5.0 WEEKLY INTERPHASE

The Weekly Interphase occurs at the start of
each game turn. Both players conduct all the
activities listed below jointly during the inter-
phase. The Weekly Interphase consists of a
Strategic Phase and an Initiative Determination
Phase.

5.1 The Strategic Phase
During the Strategic Phase, both players will
adjust their Rail Point (RP) totals, have eligi-
ble units assume nt Entrenchment
Mode, bring on remfomelnenls. prepare for
withdrawals and note any Replacement Points
(REPs) received.
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Der Weltkrieg Map Detail
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Hexside Based
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Triples Amount of
Terrain Info on Map
without adding much to
Complexity
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Core Issues for Simulations

* Critical or Bottleneck Resources

 Fundamental Cause/Effect
Relationships

* Core Processes

* Clear Picture of Operating
Environment
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Gaining the Advantage in Business
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In Conclusion

Wargames are Essential to Gaining Insight &
Understanding

We must actively Promote more Wargame Use
Wargaming must be a Required Skill in the Military

Businesses need Realistic Simulations of their
Operations

Businesses must Train Decision Makers to use
Simulations

Businesses should use Simulations to Evaluate
Leadership Potential
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QUESTIONS
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