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Resolving  Wargame  Disputes 
 

“I detected and killed that Enemy Recon unit!”   “You did not!  They’re concealed!”   “Scumbag!”  “Moron!” 
 

Was the counter-reconnaissance screen able to detect and destroy all the enemy recon vehicles?  Did the convoy 
detect the ambush before it was sprung?  When the ambush was sprung, how many vehicles were killed? 

 
No set of Wargaming rules can cover every possible tactical situation!  When the Staff gets into a dispute about 
tactical effects and outcomes during the Wargame, use this system to quickly resolve the issue.  Every side gets 
its say, the XO evaluates the degree of realism presented by each side, and a die roll quickly settles the matter.   
 
Six Steps to Resolution... 
 
0. XO determines that a dispute needs resolved! 
 

1. Side A presents a case regarding tactical effects 
or outcomes.  
 

2. XO rates A’s realism as High, Medium, or Low 
 

3. Side B disputes A’s case, and presents an 
alternative that either changes it or eliminates it. 
 

4. XO rates B’s realism as High, Medium, or Low 
 

5. XO rolls a 6-sided die and consults the Dispute 
Resolution Table. 
 

6. If A wins, the XO implements Side A’s 
tactical effect or outcome.  If B wins, the XO 
implements Side B’s alternative. 
 
Note that either side can win with the right throw of the dice.  Regardless of his own bias in the argument, the 
XO is obligated to implement or discard the argument based on the results of this process.  If Side A presents a 
case and there is no dispute, simply implement it. 
 
 

Why This Works 
A note for Concerned XOs 

 

Staff Officers involved in the Wargame are not incompetent chowder heads who will make unrealistic and silly 
proposals.  For example, “All enemy scouts have Magic Rings that render them invisible”.    These Soldiers are 
passionate, knowledgeable, professional, experienced, and as concerned with accuracy as you are... or you 
would have fired them by now.  Take them seriously!   How often have we all seen a wild argument dismissed 
from the Wargame as “highly unlikely”, only to watch it  play out in the following battle?     However, don’t 
use this system to verify whether a fact is correct or incorrect.  When the value of a fact is the issue, send 
someone out to check it.  If you can’t verify it, use the above matrix as a guide and then you decide instead of 
rolling a die.  Record the result as an Assumption until you can verify it. 
 

Happy Wargaming! 
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Example 
 

1-61 Infantry Battalion (Mechanized) is conducting a Wargame as part of the Military Decision Making 
Process.  The Battalion’s mission is to defend in sector.   We join the Wargame at H-5... 
 
S2:  It is now H-5, and the enemy recon platoon is just entering the sector.  Their mission is to penetrate through 
our battalion to the Brigade Support Area, in order to precisely locate it for a rocket attack at about H+10. 
 
S3: No problem!  Our battalion scouts will kill all of them by H-4! 
 
S2: No way!  We’re talking about four BRDMs and two motorcycles, moving across a 10 km front in the dark.  
Scouts might get some, but at least 50% will get through. 
 
S3: LT Snuff is the best Scout Platoon Leader we’ve ever had, and his thermals can pick up those vehicles 4 km 
away.  Once he sees them, they are dog meat for his 25mm cannon and TOWs!  Dead, Dead, Dead!! 
 
XO:  Time’s too short for arguing!  Last battle we resolved this argument by seeing who could gulp down a cup 
of Sergeant Major’s coffee the fastest... and I can’t afford to have you two pukin’ your guts out again the night 
before THIS battle.  So let’s use The S2 Company’s Dispute Resolution Table.   S2, make your case! 
 
S2: The enemy has four BRDMs and two motorcycles, and has 14 hours to get through our sector.  They know 
we are in the area, but they don’t know the exact locations of our platoons.  They will be moving slowly, using 
bounding overwatch, and exploiting the low ground and all available concealment to avoid our units.  Our 
sector is 10km wide, and that gives them a lot of room to find a hole.  There is also enough civilian traffic in the 
area to rule out shooting at unidentified thermal targets. 
 
XO:  Hmmm... some good points.  Pretty realistic, so I’ll give you a Medium.  S3? 
 
S3: LT Snuff has six M3 scout vehicles, deployed as three groups of two.  The M3’s thermals can acquire and 
identify vehicles out to 3 km, so deployed on the most likely infiltration routes they can see across the entire 
sector.   What they see they can hit and kill... or they can pass the information to the Rifle Company the enemy 
is heading towards.   
 
XO: Not bad!  Normally I’d rate that as Medium... but in the last 
battle, on similar terrain and against a similar enemy reconnaissance 
effort, the Scouts only killed about a third of the enemy recon.  So 
you get a Low.   Time to toss the die. The S2 wins if I roll a 3, 4, 5, 
or 6.  The S3 wins if I roll a 1 or 2. 
 
<<the die is cast!>> 
 
XO:  It’s a 4!  S2, you win.  50% of the enemy recon gets through. 
 
S3: Sir, that’s not acceptable!  We have a Brigade Specified Task to 
destroy all the enemy recon units! 
 
XO:  You’re right!  How can we improve the performance of the Scout Platoon? 
 
S2: What if we give them the GSR platoon, and a rifle platoon from the reserve company..... 
 
 


