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SWEDISH DEFENCE UNIVERSITY (SEDU): EDUCATIONAL WARGAMING IN 2017

Wargaming in various forms are well
established in military courses.
» Progression in wargaming
developed.
Wargaming in civilian courses since 2016:
» Bellum Balticia (crisis in the Baltics),
» BMBrig (brigade tactics),
» Fictive Republic (irregular warfare).

First ever wargaming tournament at SEDU was a success (May 2017).

Near future: revision of higher military education = opportunities for
more wargaming.
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Wargaming Applications
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Roles of FOI Operation Analysts (OA)
In Swedish military wargaming

Embedded within the AF HQ (30-40 OA)

« Supports immediate questions -
games with short notice.

« Support in long term analysis - longer

| Practical consequences:
At FOIl* Problem-oriented instead of game-oriented
« Tasks and changes of tasks with short notice
P Limited resources and time - What is good enough?
q- Mostly seminar games
« Teamwork with the military officers in the whole game process.
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Gaming is a tool for a specific purpose

Gaming as an engine in the overall process

Participants

Data

Needs Results for ensuing work
gtuestlons Results for other in the project
C.

purposes
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What is a game??
- A pragmatic customer and problem oriented view

The
problem
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What is a game??
- A pragmatic customer and problem oriented view

The
problem

Other methods Other methods

Solutions

Scenario-based
discussions Scripted game Course of events game
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- How to do it?
Template for:

One group without
team leaders
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Agenda E\
For dagen : Andra deltagare
S I - Forankring
| - Kunskapsoverforing
I kil
Produkten | Experter lEJ:blldnlng
Ovrigt resultat I - Vilka? - Ete.
: - Hur bidra?
I /4
) I Inledning
_ HOW tO do Itf) ............ : Fbredrag
Template for: Produkter I . Kunskap fory —»| scenariotext
" PER. att gora ratt? Spelkort
One group without — I
team leaders | Etc.
I
I
I
Fokus? I
_ .
:I\Rﬂﬁjsburser _SE?;Setgosteg? Spe;lfr.égor, : E Justera avseende
- Uppgifter || - Inspel? Variationer | A: Roller och Ansvar
- Annat - Typsituationer | . .
- Typfall . I B: Begransningar
Variationer || - Annat? 1 C: Optimering
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Looking Into some aspects..
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- How did it go? Adjudication

+  Studies
Adjudication is done and * Planning
presented as based onthe — + Education
! purpose of the game « Training/exercises
_* Pleasure ©

Photography from the SDC war gaming club ﬁF0|




The demand on data accuracy for the model- Some thoughts

Increasing Analytical

data accuracy | comparing anti-tank weapons?
(Near-Real

Correctness)

Education/development (tactics)
inf+tanks Cooperation?

Education

Staff methodology,
General Tactical
principles?

Model element of the game
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The game Is a model of the reality

And simplification always have consequences...
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Conclusions (incl. learning experience)
- Analytical, training/education

" Within the model” "Transfer to real-life”
Game » Analysis » Analysis Results _ » Follow-up
Observations Conclusions Relevance for » Not usable conclusion work etc.
“real-life”? Need to know more about..
Compare limit Yes usable and sound
of the game etc
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How usable are the results from the game?

What is the impact on the conclusion from..?

Scenario and other constraints — i.e the boundaries and the relevance of the game
Combined knowledge in the game, - i.e., experts and the information given to them
Data — real-life correctness and the level of detail of the data

Assumptions — are they correct when checked?

Roleplay? — well founded and realistic or?

Etc.

And if all the above is OK- was the game run in such a way to get a usable result?

» Time? Game format? Documentation? Questions? Synthesis? Objectivity (before, during and after the
game) etc.

And why not - Check your conclusions one more time using the Matrix-argumentation method

VV YV V VY

And finally: The conclusion or learning experience is?

> No, not usable

» Might be usable but we must first find out more about this.

> Yes, ausable conclusion/learning experience etc was achieved © BF(“




Objectivity

"The opposite to a good game is not a poor
one, it is a deliberately malign one.”

Stephen Downes-Martin (US Naval War College)
(Connections UK 2016)
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e
Final comments

» A game can be complex and complicated OR quite
simple and straightforward depending on:

» The Questions to be answered and the level of Knowledge that we
have and need in order to produce a Usable good-enough Answer.

» Play-test beforehand to check if the game will work
“good enough” and to find out what might be lacking.
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