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INTRODUCTION








(05 Min)

1.  GAIN ATTENTION.    How many of you are football fans? What do you do before playing an actual game?  You practice.  You practice your game plan against what you think your opponent is going to use against you.   We do the same thing in the Marine Corps only we call it wargaming.   After this class you will understand what goes into a course of action war game and its importance.  

(SLIDE #2)  

2.  OVERVIEW.  Good morning I am…The purpose of this class is to show you what goes into a COA war game.  I will do this by covering COA war game inputs, the COA war game process, and the outputs of a COA war game.   This class relates directly to the other classes you have received on the Marine Corps planning process.  

(SLIDE #3)  

3.  INTRODUCE LEARNING OBJECTIVES.

TERMINAL LEARNING OBJECTIVE  

1.  With the aid of references, conduct a COA war game per MCWP 5-1. 

ENABLING LEARNING OBJECTIVES 

1.  Without the aid of references, identify the purpose of a COA war game. 

2. Given a list, identify the four war game methods.  

3.  Without the aid of references, identify the three steps of the war game process. 
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METHOD / MEDIA.  This lesson will be taught by lecture supported by computer-generated graphics.

                   EVALUATION.  You will do a COA war game as a part of your practical application.

TRANSITION.  Are there any questions on what will be covered, how this class will be taught, or how you will be evaluated?  To understand how to conduct a COA war game we must first understand what a COA war game is.    

BODY










(40 Min)
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WHAT IS A WAR GAME.  Joint doctrine states that a war game is: A simulation, by whatever means, of a military operation involving two or more opposing forces, using rules, data, and procedures designed to depict an actual or assumed real life situation. 
It is important to understand three additional concepts - scalable, time-dependent, and adversarial.
-  Scalable:  A war game is just as valid for a battalion as it is for a MEF.  The people conducting the war game adapt the methodology to meet their particular circumstances.  For instance, a battalion commander can conduct a war game on the hood of a vehicle with four or five members of his staff.  Whereas a MEF commanding general may conduct a war game with 40 or 50 people.   

-  Time-dependent:  The thoroughness of war game is based on how much time  the OPT has available.  The war game can be as short as a “what if” question between battalion CO and his S-2, or a week long computer simulated war game at the MEF or JTF level.  

-  Adversarial:  A key aspect of the Corps’s warfighting doctrine is “focus on the enemy.”  The adversarial war game is a method to allow the command to focus on the enemy.  We don’t want an enemy who is going to role over and play dead.  We want an enemy who will think and act with an independent will.  This thinking enemy can be represented by the S-2, G-2, or Red Cell commander and can be task organized under the staff cognizance of the G-2.  

(SLIDE #6)  

COA WAR GAME.  The third step in the Marine Corps Planning process is the COA war game.  During the COA War Game we conduct  a detailed assessment of each COA as it pertains to the enemy and battlespace.  We fight our COAs against a thinking responding enemy in the form of thea red cell.  
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PURPOSE OF A WAR GAME.  The OPT conducts a war game because it owes the commander the best possible COA in the time allocated for planning.  Therefore, the OPT must test the COAs that were developed during COA development.   Each COA is war gamed against selected threat COAs.  The commander determines and prioritizes which friendly COAs are to be fought against selected threat COAs.  
It is not good enough to test COAs, identify strengths and weaknesses, risks, and shortfalls without correcting the problems.  The OPT must improve the COAs by modifying the plan.  Improving upon the plan will reduce weaknesses and provide greater flexibility.  
The rigor placed into testing a COA allows the commander, battlestaff, OPT, and MSCs to gain a common understanding of friendly and threat COAs.  This common understanding allows them to determine the advantages and disadvantages of each COA and forms the basis for the commander’s COA comparison and decision.  
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COA WAR GAME. 

INPUTs
• Designated COAs, CGs WG guidance and evaluation criteria

• Refined IPB products/developed planning support tools, staff estimates and initial estimates of supportability, assumptions, CCIRs

•
PROCESS

•Test our COAs against a thinking enemy

•Wargaming is a “What If” game

•Blue-Red-Blue sequence

•Try to find holes and seams in our plan

•Identifies branches and sequels

•Looking to validate assumptions

•Scalable:  Talk around a HMMWV or a full-blown computer game at a JTF HQ.

•Refine estimates based on events that occurred during the war game.

OUTPUTs

•The OPT now has wargamed COAs to take in to Comparison/Decision.

•War Game results may include:

•Initial task organization

•Identify assets required and shortfalls

•Refined CCIRs

•List of critical events and decision points

•Identified branches and sequels

Lets look at inputs, the process, and the outputs a little closer
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 COA WAR GAME INPUTS.  The commander’s input consists of evaluation criteria and wargaming guidance.  
Evaluation Criteria: The commander’s evaluation criteria is the lens that he uses to analyze and evaluate COAs. The commander will have specific issues that need to be addressed and/or questions that must be answered during the wargaming of each selected COA. While the commander may have his “standing evaluation criteria” (such as limiting friendly casualties or flexibility in the plan) he will also have criteria that are specific to the situation. It is important that these evaluation criteria can be measured in some form.  The battlestaff also inputs evaluation criteria into the war game.  These inputs serve as the foundation for their staff estimates.  Staff representatives in the OPT will use these evaluation criteria to support their principle staff officer. 

War Game Guidance: The commander has also thought about options and capabilities available to the enemy commander; at the same time, he is mindful of his commands vulnerabilities and will incorporate his most important concerns into his war game guidance: which COAs are war gamed against what enemy COA; level of war game detail (usually 2 tiers down).  
The OPT will also bring to the table, all the planning support tools and refined IPB products enabling them to conduct and record the significant events of the war game. 
The most important information that an MSC injects into the war game is their capabilities and vulnerabilities through their LNO who will have some type of draft option to fight; however, this will be very sketchy.  Remember, when the MEF is conducting a war game the MSCs are in mission analysis.  They have not received any tasks, except draft tasks that they can discern from COA development.
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TRANSITION.  We have just covered COA war game inputs.  Are there any questions?  Who do you think should be involved in the war game? (ANSWER-As many of the staff members from various MOS’s as feasible).   Now  that we understand what goes into a war game, we can take a look at the war game process. 
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COA WAR GAME PROCESS.  To prepare for a successful war game, the OPT will collect all the maps required, stage a terrain board if one is used, and refine the planning support tools they will use. 
Roles and assignments during the war game must be thoroughly understood. One technique is to have OPT members play a warfighting function role (i.e. a logistics officer playing logistics function, infantry officer in the maneuver role).  A facilitator should be assigned to keep the game on timeline, keep the war game focused on the evaluation criteria, and adjudicate disagreements as they arise. The facilitator can be the OPT leader or someone he designates, but it is important the facilitator remains unbiased throughout the war game.  When participants disagree with a facilitators ruling, and if the matter will bear on the feasibility, suitability, or acceptability of the COA, the point is referred to an arbiter for final resolution (COS, G-3, G-5 or OPT leader if he is not facilitator). 
 As we mentioned earlier, the G-2 or the Red Cell can be the “thinking enemy” that fights the enemy COAs.  Red Cell is task organized.  It uses threat doctrine and operational experience to react to friendly threats and dispositions to the friendly COAs.  The Red Cell ensures that assessed threat capabilities and vulnerabilities are realistically evaluated.   
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WARGAMING METHODS.  There are four basic wargaming techniques available, each one suited to a particular situation.  They are sequence of essential tasks, box, belt, and avenue in depth.  The OPT will probably use more than one technique during a war game. 
(SLIDE #13)

SEQUENCE OF ESSENTIAL TASKS.  The sequence of essential tasks allows war gamers to analyze the essential task required to execute the concept of operations.  It  highlights the initial shaping actions necessary to establish a sustainment capability and to engage enemy units in the deep battle area.  

At the same time, it enables the planners to adapt if the red cell commander executes a reaction that necessitates the reordering of the essential tasks.  

(SLIDE #14)

AVENUE IN DEPTH. The avenue of approach technique focuses on one avenue of approach at a time, beginning with the main effort. This technique is good for offensive COAs or for defensive situations when canalizing terrain inhibits mutual support.
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BELT. The belt method divides the terrain into belts running the width of the area of operations.  The belt technique is good or most effective when the terrain is divided into well-defined cross compartments; during phased operations, such as a river crossing or helicopterborne assault; and when the enemy is deployed in clearly defined echelons.  At a minimum, belts should include the area of:
-  Initial contact either along the forward line of own troops (FLOT) or the line of departure/line of contact, or in the covering force area.

-  Initial penetration or initial contact along the FEBA.

-  Passage of the reserve or commitment of a counterattack.

-  Where the commander envisions achieving a decision.

The belt technique is based on sequential analysis of events in each belt, where the events are expected to occur more or less simultaneously.  It is preferred because it focuses on essentially all forces affecting particular events in one time frame.  A belt will normally include more than one event.  When time is short, the commander may use a modified belt technique.  The belts will be separated and will be selected on the basis of the locations of critical events, which are expected to occur in the same time frame.
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BOX. The box technique is a detailed analysis of a critical area, such as a colored landing beach, an infiltration route, or a raid objective.  It is most useful when time is limited.  This technique applies to all types of units.  When using it, the staff isolates the area and focuses on the critical events within that area.  The assumption is that the friendly units not engaged in this action can handle the situations in their region of the battlespace and the essential tasks assigned to them.
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COA WAR GAME SEQUENCE.  The sequence of moves for the war game are friendly force action, threat reaction, and friendly counteraction.  
Each game turns objective is to answer one or a combination of the following questions:


- Are the friendly force actions achieving the purposes they are intended to?


- If not, what additional actions (and resources) are required to achieve the purpose?


- Do enemy actions not anticipated require a change to the COA or a branch plan?

Friendly Force Action:  The OPT leader, facilitator, and LNOs describe the operations of all forces involved during this action.  They describe the force, its mission, and the desired outcome.  They annotate the force list to account for all forces employed in the actions.

Threat Reaction :  The Red Cell commander describes the operations that all of his forces are currently executing to include forces outside the area of operations but within the area of interest..  

-The Red Cell commander describes the locations and activities of his assets identified  as high-value targets.  He highlights points during the operation where these assets are important to the threat's COA.  If this will affect the friendly COA, theOPT will identify the high-value targets as high-payoff targets, thereby making their engagement an integral part of the friendly COA.  With this information, the OPT updates the situation and event templates that support the engagement of those high-payoff targets.

- The Red Cell commander and OPT personnel determine where they would have had contact and discusses the probable outcome of the contact on both forces.  Recording tools are annotated. If they can agree on the outcome, the game turn proceeds.  If they do not agree, the facilitator determines the outcome, and the war game proceeds.  If one of the participants disagrees with the OPT leader’s ruling, and the matter affects the feasibility, suitability, or acceptability of the COA, then the OPT leader should refer the disagreement to the arbiter (CoS, G-3, G-5) for resolution.

-  Each unanticipated event in the Red Cell commander’s reactions may become a potential DP for the commander. Each time the OPT identifies a DP, the recorder makes appropriate entries in the recording tools, such as the decision support template, COA war game worksheet and the synchronization matrix to allow the staff to anticipate and plan for each decision.  At a minimum, the recorder includes the DPs, decision criteria, friendly action/response, and TAIs and NAIs that support the DP.

-At this point, one or two outcomes will be evident; either the friendly force’s planned action was sufficient to achieve its purpose or it was not sufficient.  If the action was sufficient and the COA is on track, the players can proceed to the next game turn.  If the action was not sufficient to achieve the desired effect, the friendly force considers its counteraction.

Friendly counteraction  -  The friendly force commander, in discussion with the Red Cell commander, determines the additional actions and resources necessary to achieve the original purpose.  When modifying the COA, it is necessary to revalidate the location and composition of the main and supporting efforts, reserve, and control measures that affect their employment.  If resources needed for the counteraction are available and can be reallocated from any intended use in a subsequent game turn, the OPT leader can add the additional forces to the COA.
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WAR GAME RULES.  Evaluate each COA independently.  Do not compare one COA with another during the war game.  Comparing COAs must wait till comparison and decision step of the process.
•Remain unbiased.  Avoid drawing premature conclusions.  Do not allow personalities or an attitude of “what the commander wants” to influence the OPT.  OPT members must avoid defending a COA just because they personally developed it.  
They must continually assess feasibility, acceptability, and suitability of the COA.  If a COA fails any of these tests during the war game, the OPT must reject the COA. 
Advantages and disadvantages of each COA should be accurately recorded as they become evident. 
Ensure to keep the established time line of the war game by focusing on the commander’s evaluation criteria.  Additionally, 
 identify branches and sequels and 
record data based on the commander’s evaluation criteria.  There are many techniques to record the results of a war game, such as synchronization matrix, war game worksheet, Decision Support Template, and a decision support matrix.  The OPT must determine which techniques they are going to use. Lets discuss the methods for recording the war game results.

(SLIDE #19)

RECORDING METHODS.  Recording the war game results gives the OPT a record to: Integrate the warfighting functions, develop decision support templates, analyze each COA by using the commander’s evaluation criteria and the staff’s evaluation criteria, refine task organizations, validate or refine CCIRs, and facilitate COA war game brief and orders development.
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SYNCHRONIZATION MATRIX.  The synchronization matrix is a planning support tool designed to integrate the efforts of the force across the warfighting functions over time and to record the results of the war game. When completed, it provides the basis for the Execution Checklist (Annex X).  
These tasks that are recorded in COA Development are represented in blue.  During the actual conduct of the COA War Game, we will use the sync matrix made during COA development, and then refine, change, and improve the existing sync matrix through the COA war game process.
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SYNCHRONIZATION MATRIX. Those changes are represented in green.  This technique allows an easy method to record the results of the COA War Game and is effective for the back brief to the commander, his staff, and his MSC commanders.    
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COA WAR GAME WORKSHEET.  The COA war game worksheet is used during the war game to record the friendly action, enemy reaction, and friendly counter-action involved in each COA.  It is also used to capture critical information that may be identified during the war game, such as potential CCIRs, decision points, and NAIs.  A TTP is to use the remarks section of the War Game worksheet to record the game turn as it fares using the commander’s evaluation criteria as a metric.
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DECISION SUPPORT TEMPLATE.  The DST is developed during the wargaming portion of COA analysis.   It identifies critical battlespace areas, events and activities that require tactical decisions by time and location. A DST assists in identifying critical areas on the battlefield for interdiction by fire, maneuver or jamming and where and when the commander requires tactical decisions.  DSTs  are basically a combined intelligence and operations estimate presented in graphic form.  The DST depicts Target Areas of Interest (TAI), NAIs, Decision Points (DPs) and TPLs associated with the movement of threat and friendly forces, the flow of the operation, and other information required to execute a specific friendly COA.  

(1).  Target Area of Interest (TAI). A TAI is the geographical area where HVT can be acquired and engaged by friendly forces.  TAIs are identified during staff planning and wargaming. TAIs  are areas where you would wish to interdict enemy forces to cause them to either abandon a particular COA, attrite them or have them use a COA more favorable to friendly forces.  Examples of TAIs are bridges, road junctions, choke points, drop zones and LZs, fording sites and farp sites. TAI’s can be any area that will cause the enemy to bunch and or slow down their forces.

(2).  Decision Point (DP). A DP is a point in space and time where the commander or staff anticipates making a decision concerning a specific friendly COA such as whether to engage an enemy force or not.  These engagement options may be in the form of maneuver or may involve the use of fire support assets (artillery, mortars), close air support (CAS), or naval surface fire support.  DPs are usually associated with threat force activity or the battlefield environment and are therefore associated with one or more NAI.  A DP must be observed so that the unit will know what activity is occurring.  TPLs are used in conjunction with DPs.  A supporting tool for the DST is a threat model.
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DECISION SUPPORT MATRIX.  Decision support matrix provides a recap of expected events, DPs, and planned friendly actions in a narrative form.  It shows where and when a decision must be taken if a specific action is to take place.  It ties DPs to NAIs, targeted areas of interest (TAIs), CCIRs, collection assets, and potential friendly response options.  The decision support template and matrix may be refined as planning progresses after the war game.
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COA WAR GAME BRIEF.  COA War Game Brief:  The COA War Game Brief presents the commander with the results of the staff’s evaluation and war game. The brief includes advantages/disadvantages of each COA based on the commander’s evaluation criteria and suggested modifications. It may also include:

-
-Enemy COA situation templates

-
-Mission analysis and COA Development products

-
-COA Wargame products and results

-Recording and planning support tools

-Critical events and Decision Points

-Branches and sequels

-Information on CCIRs

-
-Recommended changes to commanders evaluation criteria

Know your commander.  Each commander is different and likes to see information presented in a particular manner that helps him assimilate the information.  
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TRANSITION.  We have just covered the COA war game process.  Are there any questions?  Who do you think should be involved in the war game? (ANSWER-As many of the staff members from various MOS’s as feasible).  Now  that we understand what goes into a war game, we can take a look at the war game process. 
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COA WAR GAME OUTPUTS.   A COA war game produces products that drive subsequent steps of the process.  The outputs will consist of refined graphics, narratives, staff estimates, estimates of supportability, and planning support tools.  It is important to keep in mind that the MSC commanders and the staff have criteria of their own that will influence their input to the commander when providing staff estimates and estimates of supportability.
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OUTPUTS  INTO ORDERS DEVELOPMENT.  As with any of the steps of the MCPP, the products that are produced are used for a reason:  in this example, the sync matrix, COA War Game Worksheet, and the DST will be used to develop the Execution Checklist, which is part of the Operations order.
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WAR GAME OUTPUTS INTO ORDERS.  Here you see where the various COA war game outputs go in an OPORD.

(SLIDE #30)

TRANSITION.  We have just covered COA war game outputs.  Are there any questions?  What is the importance of doing a war game?  (ANSWER-It tests and helps validate the COA that will become part of the OPORD).  

SUMMARY











So far we discussed the inputs, process, and outputs of the war game.
.  Take a ten-minute break.
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