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Topics

• Some real military plans
– Some more real than others
– One that was actually fought

• Where might the game trees be?
• Opportunites

– Rome at least recognizes the problem
– History









Game Trees

• Where are the trees in these plans?
• Current planning involves at most, branches

– This might be one level of game tree
– Does the “fog of war” make deeper planning

practical?
• Plenty of history available

– Although most history is “attrition warfare”
– EBO (DIME/PEMSI) plans may support game trees



Objective: Use HPC Simulation
Technology for Dynamic Decision
Support for Command & Control

Challenges:
• Intelligent Adversary Behavior

Modeling
• Simulating Effects: Kinetic, Non-

Kinetic, Indirect, Complex and
Cascading

• Filtering Large COA Evaluation
Space

• COA Grading/Evaluation
• Integration of Stored and Real-time

Information
• Automating COA Generation Trigger

Events
Accomplishments:
• In-House Force Structure Simulation

Testbed
• Simultaneous COA/eCOA Evaluation
• Automated Scenario Generation
• Generic EBO Modeling Capability
• EBO Simulation Capability
• COA Analysis/Grading
• Simulation Cloning
• Intelligent Adversary Response

Problem: Efficient Generation and Analysis of a Range of Course of Action (COA) Alternatives to
Anticipate and Shape the Future Battlespace.

High Performance
Computing

Real-Time Decision Support



Modeling Intelligent
Adversary Behaviors

• Current Generation Wargaming
Technologies Execute a Pre-Scripted
Sequence of Events for an Adversary –
Don’t Survive beyond the first Campaign
Action

• Provide a Dynamic Simulation Capability
that Incorporates Potential Adversary
Actions
– Adversary COAs don’t need to be

predetermined
• Incorporate Sequential Action / Reaction

Analysis Concept into Future Simulations
• More Robust COA Assessment

– Multiple What-if Analysis
• Predictive Battlespace Awareness (PBA)


