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Explanation of Different Types of 
Wargaming 
Siong-Ui Tsiam 

Division of Cyber Security and Decision-Making Simulation 

Abstract 

As demonstrated in the previous four articles, this paper presents three 

different cases based on experiences in wargame design, planning, 

execution, and participation. Through these cases, the breadth and depth of 

wargaming can be grasped. Various scenarios and model designs can be 

employed based on goals and needs. Succinctly put, goals and needs 

determine the direction of wargaming.  

Wargaming is both a science and an art. Scientifically, it involves the 

induction and integration of databases, the construction and application of 

IR theory, and the examination and clarification of existing plans. The 

artistic aspect lies in testing whether participants can think from both micro 

and macro perspectives during the process. Drawing on professional 

knowledge, the referee or moderator may devise and present special 

scenarios based on participant responses,. This fosters a synergistic blend 

of interdisciplinary knowledge and practical experience accumulation. 

Through the elucidation of these cases, the crucial points and aspects 

of thinking that must be clarified initially when designing wargames can 

be discerned. This facilitates the replication of successful experiences and 

improvement after failure, ultimately maximizing the effectiveness of 

wargaming in “Decisive from Afar”. 
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