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ol n tihe . who
of human activities,
war most closely
resembles a game of
cards. O

(Carl von Clausewitz,
On War, 1.21)
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Edward N.

(’)The_ ent i r e LUTTWAI(a

strategy Is pervaded by a
paradoxical logic of Its | A8 |
own, standing against the TheLogicof WandPeace" ;
ordinary linear logic by L / _ ‘
which we live in all other | Jif | |
spheres of life (exceptfor & §if | |
war:-:t:k-e«.igame

(Edward Luttwak)




Wargames offer a safe, vicarious reflection
of some of the situational and decision
dynamics associated with armed conflict.
hey focus on systematic interactive
modelling of the hypothetical possibilities
iInherent in a limited set of conflict
dynamics, instead of on the broader and
more eclectic depictions of actual
experience found in traditional verbal
analyses of the same conflicts.
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Whereas lectures and articles merely
disseminate information and Ideas,
wargames allow In which
not only the players but also teachers and
game designers are confronted with
continuous and often unexpected
guestions and challenges as they explore,
experiment and compete within the
artificial model which the game provides.



STUDENT FEEDBACK

oRat her ‘'t han:si mpily |
happened, | started to better understand

the give-and-take dynamics of what
h-appened. 0

oWo r-ki ng -on -thik:s:.-pr o]
critical Importance of incentive analysis. 0
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VARIABLE ELEMENTS THE ART OF

‘ WARGAM‘NG

it Game Topic & Level

it Codification of Rules

i Number of Participants
i Size & Complexity

it Form of Representation
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Learning Objectives and Game Topics




onstraints of Time and Resources




Utility and Adaptability of Existing Designs
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Time and Expertise for Design and Operation
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Pros and Cons of Different Game Formats

MILITARY
SIMULATION &
SERIOUS (FAMES

Dominique Chupin, Battles #6:
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Focus vs Abstraction
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Command Sim vs Working Model
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