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Basic Administration

The course takes place at King's College London, Strand Campus in the
Edmond J Safra lecture theatre starting at 1330hrs on Tuesday 2" Sep 2014.

e http://www.kcl.ac.uk/virtualtour/strandcampus/strandcampuscareerscentre.aspx

You will need to have read this introduction pack before attending, but you do
not need to bring any material with you, except something to write with, as
handouts will be available.

You should dress informally for the course, but please bear in mind that this is
intended as an introduction to professional wargaming for fee-paying
customers and dress appropriately.

The course tutors are Tom Mouat and Jim Wallman, both of whom are
experienced instructors and professional Wargame designers.

The facilities at King's College are excellent and there is wheelchair access to
the theatre. If anyone attending has any special requirements, we would ask
that they let us know via the form on the Connections UK website.

* http://www.professionalwargaming.co.uk/Index.php



http://www.kcl.ac.uk/virtualtour/strandcampus/strandcampuscareerscentre.aspx
http://www.professionalwargaming.co.uk/Index.php

Jim Wallman is the Director of Past
Perspectives, and is a game designer
and professional facilitator who has
over 30 years experience of successfully
developing games for a wide range of
audiences, from young people in
schools, to corporations, museums, the
military and the senior civil service.

He has combined his management
experience at a senior level in the
public and voluntary sector with an
appreciation of the psychological
dimension in game design and
facilitation processes to ensure that
Past Perspectives events are able to
deliver educational, team building or
management development goals time
and again.
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Course Tutors

Tom Mouat is a serving officer currently
working at the Defence Academy of the
UK where he is the Directing Staff
Officer for Simulation and Modelling.

He has over 30 years of experience in
training, military exercise planning,
simulation systems and wargaming. He
has a Masters Degree in Defence
Simulation and Modelling.

He has experience in a wide range of
military training systems from the lower
tactical level to the higher strategic
level, as well as the procurement of
these systems.

In addition, he lectures on simulation
and modelling, has designed games for
education and facilitated Wargame
events for diverse audiences.
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Admiral Chester Nimitz - 1960:

"War with Japan had beenre- %
enacted in the game rooms
at the Naval War College by
so many people and in so
many different ways, that
nothing that happened
during the war was a surprise
... absolutely nothing except
the kamikaze tactics toward

the end of the war: we had ..actually the Naval War College had
. . ’ " Wargamed kamikaze attacks, but the officer
not visualized these. in charge had ruled the idea to be crazy and

hadn't passed on the results to the Admiral.

http://www.usnwc.edu/Research---Gaming/War-Gaming/Documents/RAGE/Gaming.aspx



http://www.usnwc.edu/Research---Gaming/War-Gaming/Documents/RAGE/Gaming.aspx
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Introduction — A little history

Kriegsspiel (from the German word for Wargame), was a system used for training
officers in the Prussian army.

The first set of rules was created in 1812 and named "Instructions for the
Representation of Tactical Maneuvers under the Guise of a Wargame".

Produced by Lieutenant Georg Leopold von Reiswitz and his son Georg Heinrich
Rudolf von Reiswitz of the Prussian Army.

The game was adversarial, used dice, a constant ground scale, real terrain
features, limited intelligence and an experienced umpire.




In 1824 it was demonstrated to Von Muffling, Chief of
the Prussian General Staff. Von Muffling became more
and more interested until finally he exclaimed, "This is
not a game, this is a war exercise! | must recommend
it to the whole army!"

In 1828 von Moltke became a keen player, and later as
Chief of Staff of the IV Army Corps at Magdeburg used
the game as a training exercise for young officers. It is
evident from the book "Moltke's Tactical Problems",
edited by the Prussian General Staff in 1894, that he
used the Kriegsspiel format when setting out the
problems.

Von Reiswitz was promoted to Captain, but not within
the Guard Artillery where he wanted to be, but
banished to the Il Artillery Brigade at Torgau. This
transfer upset him and he became despondent. In the
summer of 1827 he shot himself whilst home on leave
at Breslau.

http://kriegsspiel.org.uk/index.php/articles/origins-history-of-kriegsspiel



http://kriegsspiel.org.uk/index.php/articles/origins-history-of-kriegsspiel
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German Wargaming - The Class of 1927

In the inter war years the German General ting | M w
Staff instituted "Staff Planning Wargames", S Lo ghcusTOs 1927 gl
normally referred to as "Planspiel” where I NP S
the two sides drew up their respective
lans and they were adjudicated against ~ q
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each other. This was like a "single turn ot St gurmm e % 9y
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Take a look at the list of participants for this - v Pt
game in 1927 on the right... Wt fuitin bl
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Prager, Adam, List, Kluge, Brauchitsch, L e
Witzleben, Kleist, Kesselring, Reichenau, o L v B
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Heinrici, Arnim, Mackensen, Matzky, Donitz O~ W,
//(wnh‘t

13 of the 14 participants ended up as
Generals or Field Marshals, as did 5 of the 5
Directing Staff.



http://de.wikipedia.org/wiki/Karl_von_Prager
http://en.wikipedia.org/wiki/Wilhelm_Adam_(general)
http://en.wikipedia.org/wiki/Wilhelm_List
http://en.wikipedia.org/wiki/G%C3%BCnther_von_Kluge
http://en.wikipedia.org/wiki/Walther_von_Brauchitsch
http://en.wikipedia.org/wiki/Erwin_von_Witzleben
http://en.wikipedia.org/wiki/Paul_Ludwig_Ewald_von_Kleist
http://en.wikipedia.org/wiki/Albert_Kesselring
http://en.wikipedia.org/wiki/Walther_von_Reichenau
http://en.wikipedia.org/wiki/Manstein
http://en.wikipedia.org/wiki/Ernst_Busch_(field_marshal)
http://en.wikipedia.org/wiki/Von_Paulus
http://en.wikipedia.org/wiki/Heinz_Guderian
http://en.wikipedia.org/wiki/Gotthard_Heinrici
http://en.wikipedia.org/wiki/Hans-J%C3%BCrgen_von_Arnim
http://en.wikipedia.org/wiki/August_von_Mackensen
Gerhard Matzky
http://en.wikipedia.org/wiki/Donitz
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History — important takeaways

The Wargame will achieve more if there is buy-in at a high level.
* Especially if they understand how it works and what it is for.

Wargaming is effective in training Leaders.
* Essentially it is about decision making in a structured context.

Wargaming is powered by feedback loops.
* You can immediately see the consequences of your decisions.

* This feedback against an active advisory generates insights you couldn't get on
your own.

Active adversaries challenge assumptions.

* Always remember — the enemy has a plan too...
"But the Germans, General, the Germans?1"

Wargames can have unexpected outcomes and unintended consequences.
e This is a feature — not a bug.
* Do not take it personally if the results are not what you wanted.
* You learn more by trying and failing (safely) than always being allowed to win...

1: Maj Gen Stanistaw Sosabowski, Operation Market Garden, 1944
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What is a Wargame?

Different people will give you different answers. Sometimes
wildly different answers.

Wargames can deliver huge benefits in learning, insights, and
understanding that are hard to deliver in other ways.

To avoid disappointment, everyone involved must
understand what a Wargame is, and what it is meant to be
used for.
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A Definition of a Wargame

How important is it that we have a definition of a Wargame?

"Wargaming" is used in very many different ways. It means very different things
to different people and the term carries with it a lot of "emotional baggage"
depending on the experiences of those involved. Attempting to find a grand all-
purpose definition that encompasses all of Wargaming is essentially fruitless. In
many cases people cannot even agree if the term is "War Gaming" or
"Wargaming".

Perhaps it is sufficient for someone to merely acknowledge "I am a Wargamer".

We would emphatically disagree in the case of professional Wargaming. It is vital
that those involved understand what Wargaming is and what it is trying to
achieve — in the particular instance under study.

It may be that you will need to work with whoever is sponsoring your Wargame
to agree a definition of a Wargame — and it might be slightly different each time!
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A Definition of a Wargame (in this case)

Adversarial by nature, a Wargame is a representation of
conflict activities not involving actual forces, using rules,
data and procedures, in which the flow of events shapes,
and is shaped by, the decisions made by the players
during the course of those events.

(Based on Peter Perla's definition 2008)

Adversarial by nature...

* arepresentation of conflict...

using rules, data and procedures...

shapes, and is shaped by, the decisions made by the players...

http://www.mors.org/UserFiles/file/PERLA%20-%20Wargamer%20Black%20Swan.pdf



http://www.mors.org/UserFiles/file/PERLA - Wargamer Black Swan.pdf
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Why Wargame?

We can use Wargames for a variety of reasons — but this is "Wargaming for
Professionals"” so we will leave out the purely recreational.

Wargames can educate, train and inform.
They provide:

* A greater understanding of the conflict.

A "fitness programme for leadership thinking!", practicing the conceptual
element of fighting power.

* An opportunity to understand and take risks in a safe environment.
* Encouragement for better decision makers and decision making.
* A chance to practice key skills as individuals and teams.

* An opportunity for genuine insights that no single individual, however expert,
can achieve.

* The chance to test a plan and the assumptions behind it.

1. Maj Gen Skeates — Army Wargaming Symposium - 2014
https://www.usnwc.edu/getattachment/413220cd-a209-4447-bac2-af6cdaeabd4f/Why-Wargaming-Works



https://www.usnwc.edu/getattachment/413220cd-a209-4447-bac2-af6cdaeabd4f/Why-Wargaming-Works
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Why Wargame?

They provide:

* Exposure to conflict at all levels, past present and future.
e The friction inherent in all complex operations.

* An adaptive thinking opponent.

* The chance to explore innovation.

* The opportunity to experiment.

* The prospect of developing plans and organisations — and testing them.

Players face a challenging environment.

Players face the consequences of their own actions.




Wargaming Applications

Decision
Support

Analytical / Training /
Research Education

Capability Support to Decision Command
Development Operations Making Teams

Wargaming is an art, not a science
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Are these Wargames?

Bunch of Guys Sitting Around a Table (BOGSAT): This is an unstructured
discussion about a plan or situation and the potential issues associated with it.

Rehearsal of Concept (ROC) Drill: This is where all the key leaders involved
walk through a plan in order to check all elements are understood and
synchronised / deconflicted properly.

Tactical Exercise Without Troops (TEWT): This is a planning Exercise,
conducted on the real terrain but without the actual forces present.

Staff Ride: This is similar to a TEWT but usually of a historical conflict,
reviewing the physical challenges and tactical issues.

Red Teaming: This is a technique for planning or operations that uses an
independent team (the "Red Team") to challenge assumptions from an
adversarial point of view.

Course of Action Wargame: This is normally a phase in the military decision
making process where the commander rehearses his assumptions against
agreed enemy courses of action.
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Are these Wargames?

* An Army Live Training Exercise: This is where actual forces deploy on the
ground and demonstrate their ability to execute a plan, often but not always,
against a scripted enemy. This includes:

* Deployment Exercises.
* Readiness Exercises.
* Live Firing Exercises.

* An Army Virtual Training Exercise: This is where an element of actual forces
demonstrate their ability to execute a plan in a 3D computer virtual
environment. Normally there will be enemy forces, but the Exercise is planned
in such a way that the participants are tested but without being defeated.

* An Army Constructive Simulation Exercise: This is where the Command
element for actual forces demonstrate their ability to plan (and sometimes
execute that plan) against a pre-determined enemy in a computer simulation.
This is normally a map based game using aggregated forces (counters
representing Units or Formations).
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Features of Wargaming

Wargames are hard to repeat analytically .

* Players make different decisions each time, needing complex qualitative methods
to analyse successfully.

Wargames do not predict the future.
* They let you practice one possible future.

Wargames generate insights.

* They don't tell you "how many to buy" — but they might give you an insight into to
what sort of thing to buy, or even more importantly — what not to buy.

Wargames are dependent on the players.

* If the process is to add value, it has to have willing participants. A few people
lacking commitment in key positions can limit buy-in and affect credibility.

Manual Wargames can be very inexpensive and fast to set up.

* Sometimes it can be a great help to take a high level "quick look" at a situation
before you invest time and effort in something that could be the wrong thing. Just
don't expect lots of robust analytical data from it.



Features of Wargaming

Please tick what you want:
dgb

y

Good

Fast

Lo

Cheap

How many do you think you can have?
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Features of Wargames

Wargames are a dynamic synthesis of factors and not merely a model.
* Complex models are time consuming and expensive.

* Increasing the complexity of models does not necessarily increase their
accuracy:

* Occam's Razor: Among competing hypotheses, the one with the fewest
assumptions should be selected. Over detailed models (with unnecessary detail)
are more likely to obscure insights than illuminate them.

e Overfitting: This generally occurs when a model is excessively complex, such as
having too many parameters relative to the number of observations. A model
which has been overfit will generally have poor predictive performance, as it can
exaggerate minor fluctuations in the data.




If all you have is a hammer...

...every problem looks like a nail.

* Just because you have an approved
model that worked last time does not
mean it will work under different
circumstances.

Wargamers (and everyone else)
instinctively reach for the last thing
that worked rather than take time to
work out what may be best.

Given the fact that Wargamers have
to spend time defending their own
existence, they can get defensive
about what they do, and this can
exacerbate the situation.

HA?I'ﬁG
FOR THIS JOB

A
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Wargame Perceptions

Perceptions and emotional baggage:

Wargames have to be hugely complicated.

NO — they can be really simple (try Guerrilla Cheqguers by Brian Train).



http://www.di.fc.ul.pt/~jpn/gv/guerrilla.htm
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Wargame Perceptions

Perceptions and emotional baggage:

Wargames are only played by Nerds. Any use of dice makes it purely a game of
chance.

Dice equate to Risk. If there is no risk
it isn't a Wargame (or a War).

Take a look at the Players on Page 7.
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China People's Daily - 2010:

Adversarial training enriches PLA's combat experience

* China's armed forces are stepping up combat adversarial training and war
games in a bid to make up for diminishing real combat experience among their
ranks.

* Field troops of the PLA are taking year-end military examinations in which
their superior commands have introduced war games played by "red" and
"blue" sides. The testing method, new for all the PLA services, has been set
down as a training regulation to improve overall battle effectiveness.

* In addition, war games have been played as joint operations conducted at a
theater-level, and a professional "blue" army, which plays an adversary role to
test the regular army, has been built in every military command.

* "The Wargames are an effective measure to test weaponry, theory and
improve battle effectiveness," said Maj. Gen. Chen Zhaohai, chief of the
military training of the PLA's General Staff.

http://english.people.com.cn/90001/6857702.html



http://english.people.com.cn/90001/6857702.html
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Pre-Reading Takeaways

 If you are considering using a Wargame, get buy-in from the top.
* Understand what the Wargame is for and why.

* A proper opposition generates an action / reaction feedback loop that
produces insights vastly more powerful (and accurate) than a single opinion,
however well informed.

* Well implemented Wargames are really useful for education, insight,
understanding and training.

* Poorly executed Wargames not only miss the point, but put people off and can
generate false lessons..

 Wargames carry emotional baggage.
 Complexity doesn't equal accuracy.
e Understand the difference between random chance and managing risk.

* Good Wargames can save lives.
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Some links:

e Connections UK: http://www.professionalwargaming.co.uk/Index.php

* Army Wargaming Symposium:
http://www.professionalwargaming.co.uk/2014S.html

* PAXSims blog: http://paxsims.wordpress.com/
* LBS blog: http://lIbsconsultancy.co.uk/lbs-blog/

* Anintroductory presentation on Business Wargaming:
http://www.slideshare.net/FM Aubin/srtc-wargaming-introshort

* Wargaming at the US Naval War College:
https://www.usnwc.edu/Research---Gaming/War-Gaming.aspx

* Washington Post Wargaming Article:
http://www.washingtonpost.com/lifestyle/magazine/in-the-world-of-role-
playing-war-games-volko-ruhnke-has-become-a-hero/2014/01/10/a56ac8d6-
48be-11e3-bfOc-cebf37c6f484 story.html

* Economist Wargaming article: http://www.economist.com/news/united-
states/21599016-understand-war-american-officials-are-playing-board-games-
war-games



http://www.professionalwargaming.co.uk/Index.php
http://www.professionalwargaming.co.uk/2014S.html
http://paxsims.wordpress.com/
http://lbsconsultancy.co.uk/lbs-blog/
http://www.slideshare.net/FM_Aubin/srtc-wargaming-introshort
https://www.usnwc.edu/Research---Gaming/War-Gaming.aspx
http://www.washingtonpost.com/lifestyle/magazine/in-the-world-of-role-playing-war-games-volko-ruhnke-has-become-a-hero/2014/01/10/a56ac8d6-48be-11e3-bf0c-cebf37c6f484_story.html
http://www.economist.com/news/united-states/21599016-understand-war-american-officials-are-playing-board-games-war-games

