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The Urban Triad
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Source: JP 3-06, Joint Urban Operations, 2009
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The Civilian Population

Electricity
Where from/to? | 5c5| Displaced Food, Water,
Evacuation  parsons (DPs) Sanitation Water Supply
Camps
Where from/to? How many stay-behinds? UTZs Sewerage &
Control Refugees Where? Distribution, material, Waste Water
Camps? How often/why become DPs? density, height
: Food
Evacuation (infra)
Triage Casualties Civilians Structures
Hospitals Medical
Health hazard
Burial Dead Shelter Transport
Protection of . Internet
people & property Gangs/ Sympathisers
Racial/political/ Criminals Mobile
greed motivations Where? Comms? Comms
Control Role: Ops? Saboteurs?
Agent Provocateurs? Media




Civilian Presence #1

Conflict Period Total deaths Military deaths Main foreign army Civilian deaths Civilian death rate
Korean War 1950-1953 2,238,172 579,736 33,686 1,658,436 74%
Vietnam War 1965-1974 1,353,000 726,000 58,200 627,000 46%
Persian Gulf War 1990-1991 162,341-232,541 20,341-26,541 341 142,000-206,000 87%—88%
Balkan War 1891-2001 130,000-140,000 - - 72,716 52%—56%
2nd intifada 2000-2007 5,848 2000 - 3000 51%
Afghanistan 2001-2019 157,052 113,481 2,298 43,571 28%
Pakistan 2001-2019 66,063 41,956 0 24,107 36%
Iraq 2003-2019 276,363-308,212 91,626-100,701 4,572 184,737-207,511 66%—67%
Syria/ISIS 2014-2019 179,424 129,572 7 49,852 28%
Yemen 2002-2019 90,072 78,003 1 12,069 13%
Ukrainian 2014-2019 13,117-13,496 9,750-10,129 500 3,367 25-26%

Major Military Conflicts

Conflicts with unreliable or missing civifian death numbers are not included, e.g., Yom Kippur, Chechnya, and Iran-lraq war. (- = Not available).

Source: Khorram-Manesh et. Al. (2021). Estimating the Number of Civilian Casualties in Modern Armed Conflicts—A Systematic Review. Frontiers in
Public Health. https://www.frontiersin.org/journals/public-health/articles/10.3389/fpubh.2021.765261

“In cities — where 55 percent of the world’s population currently resides — civilians
account for 90 percent of the casualties during war.” [1]

[1] https://civiliansinconflict.org/our-work/conflict-trends/urban-warfare/



Civilian Presence #2

Battle Dates Pre-War Pop | Pre-Battle Pop Battle Pop | Notes

Mariopul Feb22 — May22 | 425k 80-120k c. 8,000 civilian dead, ¢.90% of
city destroyed

Sievierodonetsk | May22 - Jun22 | 99k

Lysychansk May22 - Jul22 | 93k

Kherson Aug22 - Oct22? | 279k

Bakhmut Oct22 - Mar23 | 71k 20k (May22) 4k (Mar23)

Avdiivka Feb23 - Feb24 | 31k 1k

Chasiv Yar Dec23 - now 12k 600

Vovchansk May24 - now 17k 300

Toretsk Jun 24-Sep 24 | 31k 5k (Jul24)

Niu York Jul24 - Aug24 10k

Pokrovsk Sep24? 60k 15k

Vuhledar Sep 24-Oct 24 | 14k 500 (Feb23)

Sources suggest that planning assumptions for percentage of the population who stay may be around 10-20%, but very

unpredictable and context dependent

Source: Wikipedia entries for each city/battle, as of Oct 24




Urban Presence #1
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Urban Presence #2

.
,.* e 23 cities with populations over 35,000
. ¥ * Including 6 cities over 1 million
.* Kaohsiung 2,778,992
" p¢ New Taipei 3,974,911
i 3
Taichung 2,759,887
- Tainan 1,885,499
Taipei 2,696,316
’ Taoyuan 2,136,702
2019
<307 “
= 307
= 1227 e “Urban” typically > 300/sq km and 5k pop
Ml = 2762 * “Dense urban” typically > 1500/sgm km, and 50k pop

. > 4910 pax/sgq km

Source: https://en.wikipedia.org/wiki/List_of cities_in_Taiwan



https://en.wikipedia.org/wiki/Kaohsiung
https://en.wikipedia.org/wiki/New_Taipei_City
https://en.wikipedia.org/wiki/Taichung
https://en.wikipedia.org/wiki/Tainan
https://en.wikipedia.org/wiki/Taipei
https://en.wikipedia.org/wiki/Taoyuan,_Taiwan

Civilian Harm Reduction

141 X
A PRIMER ON'CIVILIAN
HARM MITIGATION,IN -
URBAN OPERATIONS . ¢

Written by Sahr Mutammedsly

Civilian Harm Mitigation

and Response Action Plan Fact Sheet — Protection of Civilians (PoC)
(CHMR-AP)

Rationale: At the Warsaw Sumemit in Juby 2016, heads of state and government endorsed 3 NATO Policy for
the Protection af 5. This overarching policy aims to set out a coherent, consistent, and
integrated approach to the protection of civilians in NATO and NATCHed oper:
and ather Council mandated activities. To operaticnaiise this policy, NATO developed an Action
Plan with clearty defined activities, including the development of 2 concept 1o integrate the
Ropit inte training, doctrine, education and exercises and into the planning and conduct of
operations. To ensure a coberent approach, the Military Cancept for the Protection of Civilians
{approved by the Nations in June 2018) defines & framework that seeks to identify and
understand threats to the civilian pogulation.

Threats to civilians during conflict manifest in many ferms. This
concept seeks 1o address the threats by mitigating harm, facilitating
soemss to basic needs and contributing to establishing a safe and

i These three lenses will b & better
understanding of the human environment, which will inform the
military planning and conduct of operations.

August 25, 2022

REDUCING CIVILIAN HARM
ENICIANS i conFucT A COMMANDER'S NANDBOOK

Addressing the threats to protect dvilians requires a comprehensive and collaborative effort.
MATO has worked extensively with ather principal actors and, in doing o,  PeC Commusity of
Interest ished including i i isati isati
nations, Centres of Excellence, and humanitarian agencies

https://civiliansinconflict.org/

Definition: The NATO Palicy states that “Protection of Civilians |persons, objects and services) includes all
effarts taken to avoid, minimize, and mitigate the negative effects on civilians arising fram
NATO and NATO-ed military operations on the dvilian populetion and, when applicablle, to
protect civikiars from conflict-related physical violence or threats of viclence by other actors,
including through th i of & afe and i -

Implementation:  Wark has already Begun on the integration of PoC in NATD. Future PoC Sctnilies airing at
implamenting the NATO Palicy for the Pratection of Civilians will be conducted by the two
Strategic Commands, in collaboration with NATO Headguarters.

The development of tailored training on PoC for NATO and UN officers is angaing and the first
PoC pilot training was conducted in Finland, in October 2018. The training community led by
MO SACT (Finnish Defence F ional Centre, ing & Seabili 2
Institute, and HOSACT's Joint Force Trainer Division] conducted extensive research on PoC

i i by nati d oth ions. The pilat course also included input from
other key stakeholders, such as the United Nations Department of Peacekeeping Operations
(UN DPKO) and the International Committee of the Red Cross {ICRC).

ICRC




Civilians in Wargames

* Are civilians represented at all?

* If they are, then how are they
represented?

* Can we better represent them in
our wargames?

* Do we get “better” wargames as a
result?




Literature Review

e Orosz-Réti, Z. (2023). Heroism, vulnerability and care in civilian-focused wargames. Journal of Gaming &
Virtual Worlds, Volume 15, Issue 3, Oct 2023, p. 267 — 284. https://doi.org/10.1386/jgvw 00086 1
* This War of Mine, Liyla and the Shadows of War, Bury Me, My Love. “A shift from heroism to care”

e Agyapong, S. & Olson, A. (n.d.) “Wargaming Saves Lives” — Whose Lives? Wargaming and Civilian Harm

Mitigation and Response (CHMR). CNA.
https://docs.google.com/presentation/d/1aAtxe5SkUPdAWZMLUEhNnsQjAR4rgmBIG/edit#tslide=id.p30

* More of a call for action, from hospitals to nuclear war, implementation of CHMR “doctrine”

e Train, B. (2024). Modeling Civils in Wargaming. Wargaming in NATO 2024, 3 September 2024.

https://brtrain.wordpress.com/2024/09/09/postin-down-the-road/
e Brian used an early draft of my typology for this presentation, with most examples drawn from his own

games



https://doi.org/10.1386/jgvw_00086_1
https://docs.google.com/presentation/d/1aAtxe5SkUPdAWZMLuEhnsQjAR4rgmBlG/edit#slide=id.p30
https://brtrain.wordpress.com/2024/09/09/postin-down-the-road/

Typology Strawman

Civilians in Wargames

Non-player Characters Umpire Control Active Players Game Focus

Active

Passive

Deductive, “top down” Thematic Analysis




Typology Strawman

Civilians in Wargames

Non-player Characters Umpire Control Active Players Game Focus

Active

* Were civilians present at the battle?
assive * Did they impact the battle/fighting?




How To Test?

* The Sampling Problem
e 289 urban games

* Possible Approaches
Random (30-100 games)
Recency of game
Recency of battle

Curated Lists

Games |'ve played
“Best” examples
Crowd-sourced

By Designer

Professional vs Hobby
Manual vs Computer

£ Game ~ H

Festung Braslau 1945

MaGCK - A Reckoning of Vultures
Modern Battles II: Kaliningrad
Modern Battles 11: Mosul
Stalingrad: Verdun on the Violga
This War of Mine

Urban Operations

1759: Siege of Quebec

Chile 73

Helsinki 1918

Pavlov's House

Stalingrad: Inferna on the Volga
Storm over Yasuda Auditorium, Universit...
The Battle for Ramadi

War in the Megacity

We Are Coming Nineveh

ACP164

ASL Module: Fight for Seoul

ASL Module: Red Factories
Crossing the Line: Aachen 1944

District Command Maracas: Virtualia 2019

2017

2017

1942

2017

1973

1918

1942

1942

1969

2006

1942

1044

2019

&) Conflict
Ww2
Modemn
Modern
Dassh
Ww2
Modern

Modern

French & I...

Cold War

W1

ww2

Wwz2

Maodern-Ri...

ISIS
Modern
Daesh
Modern/SF
Kaorean War
Ww2
wwz

Modern

e Different approaches for “how many” and “how”?

v ) Battle ~

Breslau
Generic
Kaliningrad
Masul
Stalingrad
CivPop
Generic
Quebec
Santiago
Russo-Fin...
Stalingrad
Stalingrad
Tokyo
Ramadi
Generic
Mosul
Generic
Seoul
Stalingrad

Maracas

&) Space... v

Hexes
Matrix
Hexes
Hexes
Area
Board
Hexes
Area
Area
Hexes
Topo
Hexes
Area
Hexes
Topo
Area
Measured...
Hexes
Hexes
Hexes

Area

: Pleces

Counters

na

Counters

Counters

Counters

Cards

Blocks  Miniatures

Counters  Cards

Counters

Blocks

Counters

Blocks

Counters

Counters

Counters

Blocks Cards

Miniatures

Counters

Counters

Counters

Counters

i

() Force
Army?
Faction
Div
Div
Corps?
na
CoyGp
Army
Faction
Div
Coy?
Army
Faction?
Div?
Faction
Div
Platoon
Bn?
Bn/Coy
Corps

Faction

“

& MU

Bn?
Abstract
Bn

Bn
Regt?
Individ...
Squad
Bn
Abstract
Coy
Squad?
Regt?
Abstract
Bn?
Bde/Bn
Bn
Individ...
Squad
Squad
Coy/Bn

Abstract

W

fn) -
) Area

City Plus
City

City Plus
City Plus
City Plus
Building
City Block
City Plus
City Centre
City Plus
Multi-Level
City

City Centre
City

City

City

City Block
City Plus
City Centre
Wide Area

City Plus

Az

GridSize

~ 30 % 30 hex...

~50 areas

7m
~8 areas
~40 areas

300m per hex

500m?
30 nodes

~40 areas

~500m?

~ 12 areas

£ PlayTime v

4-8h

180
45-120 min
1-6hrs
30-60 mins

45-90

60-75
30-60
120-130

60-120

90

180-3600

30-600

120

Source: https://airtable.com/appHv9yJCjX7nqL1W/shreVPHaolBpxGzFj



Curated List - Dstl

Game Battle MU Dstl Assessment Present? | Impactful? | Representation

Urban Operations Generic, Squad Optional Optional Active NPCs. Civ counters, move on contact.
Modern Block fire. Can force scatter.

LnL — Day of Heroes Mogadishu Squad Yes Yes/ROE Player asset. “mobs”

Phantom Fury Falujah Il Squad Yes Yes/ROE Nil

A Week in Hell Hue, 1968 Pl Yes Yes/ROE Passive NPCs. Single civilian “event”, delays

attack.

Into a Bear Trap Grozny, 1999 Pl HVY/VIP, No civs Yes No? Nil. But atrocities against the Media!

Force on Force Generic, 1990s | Indiv. Yes Optional Active NPCs? “mobs”

DropZone Science Fiction | Squad Optional Optional Nil. Nice structural damage, no civilians

Commander

We Are Coming Mosul, 2016 Bn/BG Yes Yes/ROE Passive NPC. CD track and Event cards-

Nineveh atrocity, line of fire, rallies, aid

Cityfight Generic, 1980s | Squad Police and “irregulars” Probably | Optional Nil? Player option to include irregulars/police.

Berlin, Red Victory Berlin, 1945 Squad/PI Yes No? Nil? Nothing in Generic ATS rules. Not seen

BRV.

Mobs/irregulars/police — combatant civilians vs non-combatant civilians

Bold = played. /talic = Miniatures

Source: Beaves, P. (2019). Blockbuster: Dstl Urban Manual Wargame COTS Assessment




Curated List — Dstl - Analysis

Dataset Games Present Impactful | No NPC- NPC- Umpire Player Active Game
Represent | Passive Active Asset Player Focus
ation

Dstl 10 10 8 5? 2 2? 0 1 0 0

Percent 100% 80% 50% 20% 20% 0% 10% 0% 0%




Summative Analysis

Dataset Games | Present | Impact | No NPC- NPC- Umpire | Player | Active Game
ful Represe | Passive | Active Asset Player | Focus
ntation
Dstl 10 10 8 57 2 27 na 1 0 0
My Plays | 22 21 20 12 7 1 0 1 0 1
Total 32 31 28 17 9 3 0 2 0 1
Percent 97% 88% 53% 28% 9% 0% 6% 0% 3%




Current Typology

Civilians in
Wargames
|
I I I I ‘ I I |
Not Not Non-player Umpire Player Asset Active Sole
present Represented Characters Control Players Players
L Active —  Senior
—  Passive L Equal
—  Pawns
—  Junior




Representation vs Focus

Sole

High

Focus

Low

Rep: Not NPC-Pawn NPC-Passive | NPC-Active | Umpired Player Asset | Junior Equal Senior Sole Player
Represent- Player Player Player
ed




Non-Player Characters

v 2 of A

{ AN
~ FORCE ~FORCE |
=3 MODERN WARGAMING égl_ss .

N " 2k

e Active: e.g. Urban Operations,
Force on Force, City & CEMA, Hell
and Uncivil Disorder

e Passive: e.g. Week in Hell, We Are
Coming Nineveh, City of
Confusion, Aftershock

* Pawns: e.g. The Urban Calculus




Umpire Control

* CPXs
* Resilience & Humanitarian Games/TTXs?
e A White Cell Guide?

e “Plumpires”

* Mike Elliot’s Street Cred SF urban security
game (Elliot, 1993)

 Jim Wallman’s Civil Disorder (Wallman,
2011)

* RPGs
* Albedo (Kidd & Hilton, 1988)
* Twilight:2000 (Fager, 2021)




Plaver Asset

* Lock’n’Load Day of Heroes

Ny AT LIEDAEE

LOCK'N LOAD TACTICAL SYSTEM

R IR NG
B AY
e Y

AL 7 e}

g
\'v
. d
Rt
g 14

=
»s
. .

* Cannot carry support weapons

* Can only enter road squares

» Spot adjacent squares, but may not make
spotting attempts

s May not enter US occupied sguares

Taking Fire
s Removed from board when fired at or ired
through by US Through

e

e If fired through by Somali unit place -_“;.- 1 K
Fired Through marker

* Vehicles can pass through Mobs at +2 MF

Melee

® US units attempt to pass through Mob if no

Melee eligible Somali is present

Roll B:

s |[f < 4: Pass safely

® Else: Enter Melee

* Mob Melee factor =2

¢ US move ending in Mob square results in Melee
Dispersal
¢ Must be activated each turn by Somali player
» Before activation, Roll E*:
* -1 for each Fired Through marker
Disperse
Confusion (U5 moves Maob)
Growth [Add Mob adjacent, both Ops Complete)

Angry {Add 0-2-4 and move both together)

Mowve Mob

T P [T [y




Active Players

e Aims? Actions?

 Riot Games

e Riot (Hartley, 1995), Up Against the Wall
Motherf*****| (Dunnigan & Avorn, 1969),
Chicago ‘68 (Goldstein, 2024).

* Resilience & Humanitarian Games/TTXs
 The Day My Life Froze (LLST, n.d.)

e CPXs?
e Matrix Games

* Orthogonal Games



Sole Players

* Manual Games " ,ﬁ«R
 This War of Mine (Oracz & Wisniewski, 2017) o O \NE

* Narrative Games
My Aunt’s War (Curry, 2024)

*“BOARD GAME

* Computer Games This War of Mine
N . . (Oracz&Wisniewski/
This War of Mine Awaken Realms, 2017)
* Bury me, my Love
 Liyla & The Shadows of War | Bllye; myLove

VLA

THE SHADOWS OF*WAR

Bury me, my Love Liyla & The Shadows of War
(The Pixel Hunt, 2019) (Rasheed Abueideh, 2016)



My Games

Sole

Focus

Rep: Not NPC-Pawn NPC-Passive | NPC-Active | Umpired Player Asset | Junior Equal Senior Sole Player
Represent- Player Player Player
ed




An Evolving Typology

Sole | | | | | | | | |
High Civilians in
Wargames
I
[ I I = I [ l
Not Not Non-player Umpire Player Asset Active Sole
present Represented Characters Control Players Players
Focus Sor
—  Active SR
—  Passive Ll Equal
—  Pawns
—  Junior
Atmospheric?
Low
Rep: Not NPC-Pawn NPC-Passive | NPC-Active | Umpired Player Asset | Junior Equal Senior Sole Player
Represent- Player Player Player
ed




Filling the Gaps?
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and moved to Britain for the rest of my Me. My
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= irauma.

A sobefing biack game In the spift of the
beandgame “This War of Mine™.

Towards a Typology of the Representation of Civilians in

Wargames
by David Burden

Az part of my regearch Into LMan Wargames,
e extant in which the chillan populason ks, of

IKely, ISt FEpresEntan by Wargames Nas
wﬂend‘rmaaﬂnghm'mmwnm

In order o Bring some sort of Sthuciue i
analyss | have sared i oevelop
typography described baiow. | expect that
nas

CLE

any

S0 you know of 3
woid Tt well Into et
passad COWSs, or Just from your

The has four fop level cat '
mmm mﬂlla"?ap:m: sgpne

*AN 3chvE piayer In the game;
* O Tie focus of the geme Reall.

Mon-player Characters
Probably the most oommon form of

mﬁ’rﬁlmwemmﬁlnmb
the chilans are very besic non-piaysr
tharacers [NPCE) or units. This calegory can

be useSully Spilt o Into 2 Sub-Categones:

+ Paseive - where the chillans have no |

agency In e game; and
= ACTie - where the chillans: hawve some
degres of agancy.

My chi-pull s0i0 games have exampies of
va MPCE, GUEN 35 Bafe fy Ramad
| 2015) and Falyan, 2004 [MiEnda,

2015) and ey are aiso present In games with

random event cards, eg. We Ae Coming

Minevel [Ls Ménahéze & al, 2017). They aiso

malrelnunmlﬂmrellerm 5lCch 35
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