PC-BASED MILITARY HISTORY SIMULATION

STUDY GUIDE

Task 155-197-0020

Integrate the Basic Knowledge of Military History into Your Education as a Future Officer

Your assignment is to conduct a PC-based military history simulation of a given campaign or battle, and to write an analysis of the simulation based in the operational art of war.  To do so, you should follow the Digital Simulation Methodology, which is detailed below.  Your grade for this exercise will be based on your receiving a "Go" on all listed criteria on the PC-Based Military History Simulation Evaluation Checklist.  Otherwise, you must complete re-mediation with an instructor or peer coach.

1. The overall purpose of using PC-based simulations in this curriculum is to exploit the power of the computer to bring fresh insights to the study of military history.  Moreover, because the game engine handles all the calculations necessary to conduct the simulation, the computer thus becomes the most efficient means of achieving the purpose.  The more specific instructional intent of this exercise is threefold.  1) To learn about the historical events depicted by the simulation.  In this regard, the historical subject becomes a case study, which results in greater historical mindedness.  2) To learn some of the difficulties inherent in decision-making, which is fundamental to leadership, through the use of a simulated chain of command.  3) To develop a better understanding of time-distance and spatial influences on military operations, particularly terrain-sense, as it is critical to the ground operations that characterize the Army in the field.

2. For our purposes, a PC-based simulation may be conducted one of three ways.  1) As a small group of players versus another small group of players.  This is the preferred way.  When using it, a simulated chain of command should also be used to exercise decision-making in a manner more like the actual military.  A chain of command for simulation purposes should be simple, consisting of, for example, a commander, a chief of staff, and unit, functional, or area subordinate commanders.  2) As head-to-head competition between two players.  In this case, of course, the individual players will assume all the decision-making responsibilities of the historical commanders, including routes of march, whether and when to engage, how much to press the fight, and whether and when to disengage.  3) As human versus the computer's Artificial Intelligence (AI).  This is the least preferred way.  Because war is inherently a human endeavor, no AI can incorporate all the uncertainties of fighting another human, especially considering the relatively harmless medium of digital combat.  Whatever the way, players, as would actual commanders in real-world ground operations, should remember to move, shoot and communicate!

3. The Digital Simulation Methodology proper serves to meet the above objectives and consists of three phases: 1) a Preliminary Study Phase on the actual battle being simulated, 2) a Simulation Study Phase in which the PC-based game is played, and 3) an Integration Phase in which the simulated results are analyzed.

a.
Preliminary Study Phase: Ahead of time and through the secondary historical literature, the battle or campaign being simulated should be studied so that no confusion exists about the origins, course, and importance of the actual historical events.

b.
Simulation Study Phase: Using one of the ways of conducting a simulation discussed above, a PC-based military history simulation should be conducted.  PC-based simulations are preferred because the Army as an institution increasingly conducts portions of its training by digital simulation.  As a warning, no computer simulation will be exactly the same as any historical event, which is itself unique.  Still, well-designed simulations most often yield results similar or at least comparable to the historical ones, which is all that is necessary to serve as a basis for analysis.

Many PC-based simulations have a setting for what is routinely labeled as "fog of war," which means that the simulation is played so that neither side enjoys complete intelligence or "situational awareness" about the other side's force composition, location on the battlefield, or operational intent.  "Fog of war" is the preferred setting for small group-versus-small group, head-to-head, or human-versus-AI play.

c.
Integration Phase: Preferably soon after concluding the simulation, the integration phase should be conducted.  This phase consists of comparing the simulated results to the historical ones and analyzing the simulated results in comparison to elements of the operational art.

4. In terms of format, your operational analysis should be submitted as follows:

a.
4-5 double-spaced, typrwritten, narrative-only, numbered pages.

b.
Arial font, 12-point characters.

c.
One-inch margins all the way around each page.

d.
8 1/2" X 11" plain white paper.

e.
Stapled in the upper left-hand corner with no cover sheet.

In effect your paper will be a culmination, in written form, of the Digital Simulation Methodology's Integration Phase.  To analyze the simulated results in comparison to the operational art, refer to the material covered in ELO A, Language of the Military Profession, and Student Handouts D 1-3.  That ELO and those handouts consist of a summary of the three levels of military operations, the nine principles of war, and offensive, defensive, retrograde, logistics, force projection, and MOOTW operations.  Choose three or four of the various elements of the operational art and analyze the simulated results in comparison to them.  For example, did either side employ mass and maneuver?  Did logistical considerations constrain or promote the play of one side or the other?  Was Clausewitz's "Friction," that is, chance or uncertainty, in evidence in the simulation?  These are only a few of the elements of the operational art you may use.

5. How well you handle English, meaning demonstrating proficiency in such areas as spelling, grammar, and punctuation, will help shape your grade.  Therefore, be sure that you write with care and attention to detail and that your proofread your paper thoroughly several times before turning it in.
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