Wargaming 101
A Practical Wargame

with

Tom Mouat and Jim Wallman




e
Design Process

*Aim
* A Wargame demonstrator for Connections UK
101 Session.

e Simulate issues of command and decision
making in WW1.
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e
Design Process

* Key Criteria
* Adversarial.
* Not scripted.
* Involve everyone at the session.




e
Design Process

* Factors

* Number of participants unknown (20-607?)
* Teams of players
e Hierarchy of teams
* Maximum playing time 40 minutes.
* Short game turns to maximise decisions
* No more than 10 minutes per turn.
* Environment: Stepped lecture theatre with
limited table space.
* Flash cards and minimum record keeping.
* Master map display on projection screen.
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e,
Teams — Imperial German Staff

Teams 10 player game 30 player game 60 player game
German High Command 2 2 4
German Right Wing Armies 1 2 3
1st Army - 1 3
2nd Army - 1 3
3rd Army - 1 3
German Centre Armies 1 2 3
4th Army - 1 3
5th Army - 1 3
German Left Wing Armies 1 2 3
6th Army - 1 3
7th Army - 1 3



Teams - Allies
Teams 10 player game 30 player game 60 player game
Belgian Army 1 2 3
British Expeditionary Force 1 2 3
French High Command 1 2 4
French Right Wing Armies 1 2 3
1st Army - 1 2
2nd Army - 1 2
3rd Army - 1 2
French Left Wing Armies 1 2 3
4th Army - 1 2
5th Army - 1 2




Rules

Units

* Armies with a number of Corps.

* Forts have a garrison of 1 Corps.

Movement

* 2 Nodes on main routes, 1 note on dotted.
Fighting

* Number of Corps (fresh (1) and worn(’%))

» Attacker's level of commitment (1-5)

* Any "Special Cards"

* There is no "stacking" (only one Army per node)



e
Rules

Combat Results Table

Attacker Worse than 1to2 1to 1 2to1 3tol
commitment 1to 2 or better or more or more
1 LOSE LOSE LOSE LOSE WIN
2 LOSE LOSE LOSE WIN WIN
3 LOSE LOSE WIN WIN WIN
4 LOSE LOSE WIN WIN WIN
5* LOSE WIN WIN WIN WIN
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e
Procedures

e Flash Cards for Orders

Movement Commitment Combat Strength Special Effect




Start Positions
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L
Checklist

* Team
* Position on Team
e Start Position and Starting Strength.

* Map
e Flash Cards
* Resource Counters

* High Command Additional Asset Cards
 Special Cards

* Dry Wipe Marker
* Paper Towel




