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ASequence of play
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Wargaming: what it is and what it
Isn’t

Why wargaming Is important
Dimensions of design

Soapbox: the Cycle of Research



Wargaming

CN

» Bad definition: Any type of modeling, including

exercises, campaign analysis, computer simulation
without players (CSWP)

* My definition
A warfare model or simulation that does not
Involve the operations of actual forces, and in

which the flow of events shapes and is shaped by
decisions made by a human player or players



Analysis

CN

« Analysis Is

A scientific method of providing decision makers
with a quantitative basis for decisions

» Key words
— Scientific
— Quantitative



CN/\Wargaming IS NOT analysis

» Key words for analysis
—Scilentific
—Quantitative

» Key words for wargaming
—Decisions
—Players



. and players are people
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Wargaming is not . . .
A

CN

» Analysis

* Real

» Duplicable

» Universally applicable



ABut It may be our best hope

CN

* ...1l0o prepare

THE

for “Black BLACK SWAN
Swans”

» Before they Q
bite us! .
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HIGHLY ITMPROBABLE

Nassim Nicholas Taleb




Black Swan

» Highly improbable event that is:
— Unpredictable
— Carries massive impact

— Something we tell ourselves stories about
after the fact so that we can convince
ourselves it was less random and more
predictable than it really was

» Surviving—much less profiting from—
them requires preparation, not prediction




The trick i1s . . .
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« Know what you know
* Know what you don’t know

* Learn what you don’t know you
know

* Learn what you don’t know you
don’t know

* This Is where wargames will help!
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ASequence of play

« Wargaming: what it iIs and what it
Isn’t

 Why wargaming Is important

»Dimensions of design

« Soapbox: the Cycle of Research
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Elements of a wargame
CNA

* Objectives

« Scenario

- Database

 Models

* Rules

» Players (and their decisions)

 And analysts! (to make sense of it all)
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Elements of game design

CNA

* Time

* Relationships
* Entities

» Activities
 Dynamics

* Space
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From Alberts et al.,
Understanding Information Age Warfare

Domains of real war

World view

Body of personal knowledge
Experience/training

Individual capabilities

|

Cognitive domain
Situation

v *Understanding
| el «Awareness
Information perception eAssessment

systems |nformation

V

observation

Physical -
domain
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Design: three approaches

CN

« The Analyst focuses on modeling the real
world, including the players as elements of
the model.

« The Artist focuses on immersing players in a
story that they become part of, engaging
them intellectually and emotionally.

» The Architect focuses on distilling a simplified
decisionmaking environment to challenge
players with key decisions.
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Design: three dimensions
CNA
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Graphic from http://www.euclideanspace.com/maths/geometry/space/coordinates/index.htm
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Wargame design—The Analyst

CNA

World view

Body of personal knowledge
Experiencetraining

Individual capabilities

The Analyst designs wargames to
simulate real domains in the
game’s context using analytical
models

Judged by “Realism”™—how well
game models reflect real-world
effects, presuming that player
decisions will somehow reflect
decisions real-world commanders
might make




The Analyst: example
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The Analyst: example

Cultural Geography (CG) Model

The CG model is an agent-based simulation of the operational
environment based on doctrine and social theory focusing on the
population’s evolving stance on issues and related behaviors.

Coalition, host nation
security forces, and
adversary actions can
be provided by
human-in-the-loop
wargaming or closed
form simulation.

N~ Other Actors

Each entity’s issue
stance is based on its
interests, values, and
beliefs derived from
their narrative
identity.

Conflict Ecosystem Infrastructure ™~ 47"

Theory of
Planned
Behavior

Each Infrastructure
object represents a
provider of goods and
service and is
modeled by a multi-
server queue.

Human Cognition

Populatlon Stereotypes

The social network represents relationships
and influence. Entities and organizations

The population in the
area of operations is
segmented by socio-
demographic, socio-
cultural and socio-
economic factors and
entities are drawn
from each population
segment.

propagate Information on events through the
social network. Persuasion and influence

depends on qualitative social science theories.
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Beyond simulation
A
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« Simulations and “simulation games”
—The forte of the Analyst-designer

—Assume we know more than we do
about warfare

» Two alternative design approaches
free wargamers from analytical leg-
irons: the Artist and the Architect
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Wargame design—The Artist

CNA

oy
The Artist designs wargames \%“%?J
to stimulate players to '\%/ =
experience the story of the

game from the Artist’s point of
view

Judged by engagement—how
well player’s emotions are
stimulated to reflect how they
would feel in a real situation
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The Artist

* Focuses on human and organizational
relationships

« Seeks to stimulate thought about
conflicts within the player teams, as well
as between them

* Designer “Point of View” based on
organizational analysis of the issues the
players need to work through
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The Artist: example | ciona exampe

CNA
Orthodox design
,» o
Resource w
competition :
P Tasking=Game:

Artist approach seeks to break Emergency
down organizational blocks in Hospital
order to create realistic conflict Response

Holistic design
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Wargame design—The Architect

CNA

The Architect designs
wargames to distill the real
world into a tighter story
focused on player decisions

Judged by focus—how well
player decision points reflect
choices and alternatives real-
world decision-makers might
face
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The Architect

* Focuses on organizational and institutional
processes, and on key decisions players
must confront

 Distills the results of analysis into those key
decision points

« Designer “Point of View” embodied in the
representation of the environment players
must live in, not specific iIssues they must
address
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The Architect: example
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The Architect: example
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WARNING!

* Look out, Perla is on his soapbox
again!
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AThe cycle of research

Outcomes
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The revolution cometh?

CNA

» Analyst wargames are butting up
against their limits in representing
GWOT and asymmetric warfare

» 215t Century wargaming in DoD
needs revolutionary new directions
from the design approaches of
Artists and Architects
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