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ncreasing Interest
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UK Army conducts Urban Warrior 5
virtual simulation exercise

Soldiers from the British Army 2nd Battalion the Royal Welsh (2 R WELSH) have
conducted a virtual simulation exercise, code-named Urban Warrior 5, at the
Land Wa\fa\e Centre in Warminster, UK.
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PhD Overview
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Example Urban Conflicts
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This 1s Deep Knowledge

A Timeline of Poliorcetic Literature
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Urban Triad

Civilian Population
(significant size and density)

Dense
Urban
Terrain

Complex, marmade, Infrastructure
physical terrain

Joint Publication ®6, Joint Urban Operations, https://www.jcs.mil/Portals/36/Documents/Doctrine/pubs/jp3_06.



Key Features of Urban Conflict

A Urban Breakn [ElliotSquare2005]

A Structures [King2021]
A ISR Challenges [Dick2018]
A Manoeuvrechallenges [King2021]
A Subterranean [Jenkins2018]
A HE & Thermobaric weapons [DiMarco2012]
A Air and Arty Support [King2021]
A Communications [Steadman2020]
A Visualisation [Winton2020]

A Uncrewed Aerial Vehicles (UAVS) [Howcroft2019]
A Uncrewed Ground Vehicles (UGVs) [Bendett2020]

A Complex cyber terrain as well as complex physical
terrain (Smart Cities) [Matson2019]

A ElectreMagnetic Environment [Edwards2001]

A Combined Arms [Shipley2013]

A Snipers & CounteBnipers [MacMillan2020]
A Combat Engineering [Reynolds2021]

A Command, Control [Shipley2013]

A Increased/Different Logistics [Brown2006]
A Asymmetric conflict [MacMillan2020]

A Civilian population [Muhammedally2020]
A Control, Refugees, Infrastructure
A Rumourand Influence
A Livelihood

A Non-State Actors [ICRC2023]

A Political Impact [Winton2020]

A Feral Cities [Norton2020]

A Cities as Flows/Systems [Mahaney2020]
A CitiesPlus [Kilcullen2019]



Urban Schematic

Draft Urban Conflict Environment Schematic v0.1

MILITARY
- Forces
- Cognitive
- Morale
INFORMATIONAL
POPULATION
Cognitive
_ = = Sentiment/Emotion
2|55
° | 2 = PHYSICAL*
OAIE= A2
- Subterranean
- Infrastructure

- Sensors & actuators

CYBER
Smart City
Wired
Wireless

© CC 4.0 BY NC SA david@burden.name
City Image: ID 9251400 @ Pixbox | Dreamstime.com

* Includes surface, supersurface and close airspace




Urban C4ISR/CEMA
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PhD Connectome / Exploitation

Going to the Ground - Virtual Games at
the@anadian Forces College with Robert

Urban Battles Engen
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401D - 2022 - 16. Movement and ot 2305 - Festung
Manoeuvre Battle
1940s
Geroux2020
o o O °
BAR - Urban Operations Journal 2022
QOrtona
. [ ]
ian Stalingrad - The Battle of Ortona
o
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®
o Field Trips
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In the Jungle of the Cities
ary andl Carbuncle BAR 121, Apr 1999
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L= Game v 3 Da..v & Conflict ~ () Battle ~ () Space.. ~ =% Pieces v M Force v @MU v (D Aea v £ GridSize v

Festung Breslau 1943 1945 WWw2 Breslau Hexes Counters Army? Bn? City T h e U rb n

£ PlayTime ~

MaGCK - A Reckoning of Vultures 2020  Modern Generic Matrix na Faction Abstract

Modern Battles II: Kaliningrad 2017 Modern Kaliningrad Hexes Counters Div En City Warg am eS
Modern Battles IIl: Mosul 2017 ' Daesh Mosul Hexes Counters Div Bn

Stalingrad: Verdun on the Vialga 1942~ WWwa2 Stalingrad Area Counters Corps? Regt? City F D ata b aS e
This War of Mine 2017  Modern CivPop Board Cards na Individ... Building 43-120 min
Urban Operations 2020  Modern Feneric Hexes Blocks  Miniatures Coy&Ep Squad City Block 7m 1-6hrs
1759: Siege of Quebec 1759  French &|... Quebec Area Counters  Cards Army En City Plus ~8 areas 30-60 mins
Chile '73 1973  Cold War Santiago Area Counters Faction Abstract City Centre ~40 areas 43-90
Helsinki 1918 1918  Wwi1 Russo-Fin... Hexes Blocks Div Coy City Plus 300m per hex

Pavlov's House 1042 T WW2 Stalingrad Topo Counters Coy? Squad? Multi-Level B0-75
Stalingrad: Inferno on the Velga 1942~ WWwa2 Stalingrad Hexes Blocks Army Regt? City 30-60
Storm over Yasuda Auditorium, Universit... 1969  Modern-Fi... Tokyo Area Counters Faction? Abstract City Centre 120-180
The Battle for Ramadi 2006  ISIS Ramadi Hexes Counters Div? Bn? City 500m? B0-120
War in the Megacity 2025  Modern Generic Topo Counters Faction Bde/Bn City 30 nodes

We Are Coming Mineveh 2017 Daesh Mosul Area Blocks Cards Div En City ~40 areas 80

ACP164 2100 Modern/SF Generic Measured... Miniatures Platoon Individ... City Block

ASL Module: Fight for Seoul 1950 Karean War - Hexes Counters En? Squad City Plus

ASL Module: Red Factories 1942~ WWwa2 Stalingrad Hexes Counters En/Coy Squad City Centre 1803600
Crossing the Line: Aachen 1944 1944 T WW2 m Hexes Counters Corps Coy/Bn Wide Area ~300m? 30-R00

District Command Maracas: Virtualia 2019 2019 Modern Maracas Area Counters Faction Abstract City Plus ~ 12 areas 120
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Database Analysis
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Database Analysis
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Database Analysis

Force (Headquarters)

MU Army | Corps | Div Bde | Bn Coy | P1 Sect | Squad | Individual

Army HQ
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Div 7 1 HQ
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Bn 18 13 14 2 HQ
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Exemplar Gamesd ¢ | OU A O 1

Section Force Pl Force Coy Force
Indiv. MU Ind/FT/Sect MU FT/Sect/Pl MU

Take That Street

(Farren/Fight e e, DONETSK
= Club, 20247?) Urban Operations samem:u.eﬁ.,pm

Tango Down ; (de PeyrefNuts!, i 2T

(Porter/TBP, 2017) - 7 '

2019) Shooting i Donestk
Daedelus (Kirk/TBP, 2017)
6RQ!f Sa
2022)

t I Ot 20Qa | 2dza S Cityfight
(Thompson/DVG, 2018) (Balkoski&DonaldsdrsSP1,1979)



Exemplar GamesGrand Tac/Op

Bn Force BdeForce
Sect/Pl/Coy MU Pl/Coy/Bn MU

Div Force
Coy/BnBdeMU

aF °

) Tl S5

Into a Bear Trap
(Moore&RohrbaugiATO
, 2004)

(Guenette/Battles, Miaateal

2010) = ,
The Battle for Ramadi
(Ward/TBP, 2018)

Storm over Arnhem ,
(Allen/Avalon Hill, 1981

OV

CONFUSION

City of Confusion
(RohrbaugfHFDG, 2012)

QUICK
(Train/BTR, 2022)

Strapgy

Berlm’85

'l‘lleEnemyattheGates

. SNI A (i
(Dunnigan/SPI, 1980 -assizsumee..




Exemplar GamesOp/Strategic

Corps Force Theatre
Bn/BdeDiv MU BdeDiv/Corp MU

We Are Coming,
Nineveh
(LeMénahezeet
al/Nuts!, 2023) L,
INTHES B

 MEGA-CITY

War in the egaCity
(Miranda/One Small Step, 2018)



The Battles of Hue

Table 1: Battle of Hue Wargames

Came Date Diexizner Publisher Complexity | FRafing | Solitaire?
(5] {710
Hue 1073 Joha Hill B [ayfair 243 6.7 i)
Vietnam Battles: 1000 Jazeph SoateEy & 15 5. vl
Hue! Bliranda Tactics
A Bloody Buosiness: 2006 Parry Firefight 2.00 2.0 )
The Batile of Hue, Moars, Paul Crames
19468 Fohrbangzh
A Week in Hell: The | I010 Laurent Eartlag 241 71 Y
Eattle of Hue Cruensatte hlzgazine
City of Confuzion: 012 Faul High Flying 1.5 6.9 I
The Battle for Hue Fohrbaugh | Dice Games
65 Hue City Map 016 Blark H. Flying Piz 300 7.8 I
Expanzion Wialkar Crammas
ATS: The Fight Eor 10016 | Critical Hit, + Critical Hit, - EX i)
Hue Inc. Inc.
The Eattle of Hue! 018 Jay Ward Tiny Battle 267 6.9 Y
Publizhing

Fields of Firel 018 Ben Hull GAT Garnes 460 2 T
Elock by Block I0z0 Micholas Modem 325 6.0 I

Edwards Warfare

hzgazine

Table 2: Key Characteristics of the Hue Wargames

i Feature Space Space Scale Torn | Number i Rezolutfion i

i . Regulation | (perhexor | Length | of Turns | A s
Game HHE:I - E 4 y e s ? %o 3 ’A Week in Hell
Hue ! Hezes | ~1B0m | 1dav 2+ Company ‘

! Vietnam Battles: Hus! ; Hexez | -~380m  1day 14 | Company & Batalion L
A Week in Hell Ateas ~100m Tday | 7| Tlatoon = - \ e iR Hue

¢ City of Confuzion i Arvezz | ~130m | 2-3davs | Platoan ] ™ 3 =5 SR |
The Eattle of Hue! Hexes ~100m wday 15 Platoon :

¢ Block by Black ' Arez i ~400m | Sdavs 5 ¢ Plztoon to Battalion | Cor

Burden, D. J. (2023). The Battles of Hue: Understanding Urban Conflicts through Wargaming.
Journal of Strategic Security, 16(3), 9.



The Battles of Hue

Table 5: Hue Feature Coverage by Wargame

Wargame | Hue Vietnam AWeek in | City of The Battle Bloclk by
Eattles: Hell Confusion of Hue! Block
Hue!
Featurs
Combined Arms | ** L L L o *
Specialist Tanks e e
5 Gas R e w4
Staggered R R R LA RN R
Eeinforcements
Eiverine Activity | ** % e T
Asymmetric L Bed i T !
Combat AAn evolving art
Co-ordination C T P A . . .
Command - Complex_ltyc no one game is likely
o to cover it all
Operations o * ¥
Bevond City A
Ratesof ; AHobby vs Professional games (and
Engagement
Population & . * Y e F SCO pe)
Infrastructure

Meda | ‘ " " " A Strategic context




My Urban Wargames

PolMil

Theatre

T DSET/COW

Streets and Shadovj

Corps (Urban Insurgency)

&

Division

City & CEMA

Brigade

Trieste 1945

caaon J k y,

Brick by Bloody Brick
Company Vertical Urban Wargame | /( (C)é)y IeveI})/ W

Rubble Town k DSET/COW
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City & CEMA

Understand

Consolidate

Transition

LYJ

UTZ Map
.dzé aly2z2eft SRAISE 2F (UKS

Cyber protect/hack assets

Civil Affairs actionsnc policing/cultivation/briefing,
evacuation

City Dashboard

Civil affairs, cyber & sabotage actions

CRTs generate: Rubble, casg civ DPs, fires/TIC, Smmmmer | (mramen (| o
infrastructure damage + reverberating effects SR EE—

{AYLX S d&! Lmbvtdirgpbidts@rk gbwdrl2 L
Allimpactapet A RS ! ROSNES h LIy ) y- i‘[

REDDITCH CITY PAC

Discussiofled phase CEMA
Central

A What happens next military (consolidate for cower ) warer ) (oo
defence, plan for counteattack, recovery etc)? [ J[ M } '

A What is the impact on the city and its population” [ccw }[Sem} [Mobne} :
A How recover short/medium/long term? :




City & CEMA

EMCON 4 - BLACKOUT

Everything off. Line comms only.

#CapCards Nil unless alt means
EW ISR DM: -6

CP Comms DM: 00OC

Drones: None

DirectFire DM: -2 AssltDM: -4

© Low Altitude UAV

e Bde Intercept/DF

EMCON 3 — DATA ONLY

O

/E Si

Voice may not be used. Burst
data may be used. Ther emitters
switched off.

A low altitude EO UAV is tasked.
Covers

Bde EW Tp used to try and identify
enemy formations and ideally
locations from text and DF.

CP Allocation: -1D6

EW ISR DM: -3

Comms Check DM: -1

Drones: Nong?

DirectFire DM: -1 AssltDM: -2

City
C#v | TURN PHASES
Declare EMCON States
Play any EW Cards
Roll for CPs, buy cards
oy Non-Kinetic
U
HQs/Orders
Play cards
Task Sappers
Kinetic
Comms Check (and rx orders)
Attacker Fire and Manoeuvre
g Defender Fire and Manoeuvre
4

Civilian Movement

Morale Checks

End of Game Check?

Resolve Combat Engineering

End of Turn

Fires and TICs

Recovery and Reinforcements

Counter & Block Tidy

Covers D2 contiguous adjacent areas.
Roll 20— PV for each block.

DM+1 if =2 blocks in area

On 6+: UNHIDE block or INT+1

On 12+ Additional INT=1

On M2..4 shot down, max 3 available

Choose D3 units.

Roll 2D-EMCOMN-PY for each block.
On 7+ UNHIDE block

On natural 12: INT+1

¢ Hack-ccTv

© Div/Corp Jamming “

S/E

fil

O

' ler”

Cyber assets hack city CCTV network
(if not disabled) in order to identify
en troops.

Corps/Div EW assets perform
Jjamming on enemy C2 comms.

Roll for D6 for each unitin D3 areas
[MUST be urban with active CCTV).
There may be per district DMs. Fixed
Comms must be working in District.
On B+

UNHIDE or INT+1

Cnly roll for effect NEXT turn.
Reduce en CP by 2D6 (2D3 if on
EMCON 3).

If roll 2 BOTH sides lose DB CP. No
effect if on EMCON 4.

DM -2 on Comms Checks

INT
+1
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Brick by Bloody Brick bt
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Level: Coy, Mode: PvP



