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Wargame: Concept, Design and its 
Application 
Ming-Hsien Wong 

Graduate Institute of International Affairs and Strategic Studies, Tamkang 

University 

Abstract 

Wargaming is an art of strategy for predicting the future and preparing 

in advance; and also is a combined analytic approach for both international 

affairs and strategic studies.  

The activity of Wargaming can provide a national security decision-

making mechanism when facing traditional and non-traditional security 

threats. There are three different interoperability patterns of wargaming: a. 

Standard Operation Procedure, SOP, b. Simulation Model and c. Future 

Policy Planning. With the assistance of the aforementioned models, the 

effectiveness and efficiency of the decision-making process can be 

enhanced.  

Henceforth, this paper focuses firstly on the definition, concept and 

the patterns of wargames and also the important theory of international 

relations and strategic studies, in order to create the foundation of and 

explain wargames. In other word, since we want to articulate a framework 

for wargames, we must do as follows: First, set up a specific goal, build a 

reasonable scenario, formulate an appropriate database, patterns and rules 

of the game, participants of the game, conduct a post-action review, AAR 

and, finally, prepare an improvement plan after wargaming. 
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Wargaming Methods, Limitations and 
Common Misunderstandings 

Che-Chuan Lee 

Division of National Security Research 

Abstract 

In recent years, various high-profile wargames have held by the 

United States, Japan, Taiwan, and even China, and sparked intense 

discussions. Readers may have noticed that many wargames involving 

conflict in the Taiwan Strait conducted by the U.S. military and think tanks 

have mostly ended in U.S failure. But it does not mean that, in the real 

world, the U.S. military is no longer a match for the Chinese People's 

Liberation Army. On the other hand, some Chinese media channels have 

released results of wargames based on conflict in the Taiwan Strait, but this 

was merely an attempt at intimidation and cognitive warfare operations in 

the disguise of wargames.  

This paper briefly introduces definitions and methods of wargame, 

major components, and characteristics and limitations to help readers 

understand wargames. It also discusses two examples of 

misunderstandings or misconceptions relating to wargames and explain the 

reasons why. 
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How Table-Top Exercises Relate to 
International Politics 

Yisuo Tzeng 

Division of Cyber Security and Decision-Making Simulation 

Abstract 

In recent years, war games performed as table-top exercises (TTX) 

have frequently attracted domestic and foreign attention. Yet how TTX 

relates to international politics has so far remained in the realm of 

interpretations of motives and implications without further systemic study. 

In this regard, this paper will draw on various domestic and foreign TTX 

experiences and focus on the analysis of TTX design, including the 

establishment of goal, composition of the design team, temporal and spatial 

background conceptualization, planning of scenarios, team-setting, 

composition of participants and facilitators, and post-action review, to 

reveal the international politics involved. 

The goal of TTX is often influenced by the international political 

environment, focusing on international politics and geopolitical conflicts. 

The temporal-spatial background of the TTX itself transmits international 

political signals, revealing the timing juncture that the TTX sponsors take 

particular interest in. The uncertainty inherent in the design itself intends 

not to deduct and predict the future, but instead through restricting how the 

participants respond, it oftentimes reveals the policy direction and response 

actions the TTX sponsors and the design team hope to shape. When 

designing the scenario, it is often the aim that policy will be shaped by 

specific restrictions on the response. The White Team and facilitators’ 

composition in the design of the TTX shape the direction of the discussion 

in its midst; discussion of the hypothetical scenario by prompting, judging 

29



30 

or controlling the participants can help guide the discussion and suggestion 

direction of the post-action review. 
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The Design and Application of Scenarios in 
Military and Civilian War Games 

Tai-Yuan Yang 

Center for Advanced Technology, TKU 

Abstract 

In recent years, U.S. think tanks and related military academies have 

conducted numerous war games involving the U.S. military in Asia-Pacific 

potential conflict hot spots and the results have often been the U.S. military 

losing or winning but paying a heavy price. The reason behind these 

comparable results is most likely that the scenario designs of the war games 

were excessively strict and difficult for the US military, while all the 

advantages were given to the People's Liberation Army. Such 

arrangements have demonstrated again and again that scenario design 

might determine the outcome of a war game even before it starts. 

Therefore, when the scenario is designed to satisfy certain specific 

requirements of the organizing institution, not to simulate the actual 

situation, the results might be very different.  

In addition to being widely used in military affairs, in modern times, 

the scenarios concept has also been used frequently in fields such as 

national security, politics, economics, administration, and disaster relief 

etc. These applications all utilize the scenario model and methodology to 

conduct simulation and war games. Threat, alignment, integrity, platform, 

and employment of outcomes in the scenario design of military and civilian 

war games may differ in accordance with the different purposes. 
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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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