
The J-[the seminar participants refused to 
ID this person; the original read “JX”] 5 
times per day takes 10 players from other 
JX codes for physical meetings. 

There were un-prioritized multiple 
(at least 13) communication paths. 

No entity is 
imposing C2 or 
discipline on chat 
channels. 

There is no C2 diagram 
with organization chart, 
contact numbers, and 
e-mail. 

C2 organization was 
not established at the 
beginning of the game. 

Game organization, roles, 
and responsibilities were 
unfamiliar to all participants. 

There were difficulties 
identifying who the relevant 
players are/were in other 
cells (e.g. knowing that 
CINC-Green3 was an area  
Pol-Mil SME). 

The player ID’s are in 
non-standard terminology 
vice operational/organ 
terminology. 

The existence of a 
Napoleonic staff structure 
was overlaid on game cell 
organization. 

Player organization 
was not easily 
recognizable. 

At least 50% of the 
personnel in the CINC cell 
did not have a defined role.

The roles and 
responsibilities of the 
players, cells, and umpires 
are not clearly defined. 

The JTF Staff was allotted 
3 hours to form prior to 
commencement of Phase I 
Game Play. 

The roles and 
responsibilities of the 
participants was/were 
not well defined.

Information systems 
supporting game play did 
not perform adequately

The primary 
communication means 
(ECS-server) was 
unavailable 75% of the 
time. 

Information 
systems/servers were 
either degraded or 
completely unavailable 
60% of the time

ECS was not 
reliable.

I have not talked, via the 
collaboration tools, to 
the navy in 5 days.

The players were 
instructed to use the 
automated tools while 
avoiding waling between 
cells. 

Collaboration 
tools were 
marginally 
effective. 

Planning TTPs were 
non-existent.

No centralized TO, MP, 
and ED page promoted 
visibility to other players.

Uncoordinated MPs and 
TOs available in WIGS 
conflicted 50% of the 
time.

90% of the players were 
unfamiliar with the TO 
process at the start of 
the game.

Not all required 
applications were 
resident on all 
computers 

There was no split 
screen capability for 
multiple software 
applications.

Computer hardware 
and software was not 
optimally configured to 
support game play. 

Contract designed software 
applications/tools are not 
common use among all 
JTF/FCC players during their 
regular assignments/jobs 
throughout DoD

Access to the COP, 
ECS, and WIGS was 
only available 
(pre-game) in 
Newport . 

Wargame “Tools and 
applications” were many 
and unfamiliar to players. 

IT tools were 
unfamiliar to players 
prior to game play

Players are 
unfamiliar with the 
tools

More time was 
spent fighting IT 
systems than 
fighting the war

Training was 
provided for at least 
90% of the cell on 
how to use game 
software

The aggregate level of 
knowledge of the IT 
systems was low.

There were too 
many (7/11 by poll of 
the participants) 
tools with too little 
direction as to which 
to use

CJTF commander’s 
situational 
awareness 
increased “1000%” 
after the morning 
JCC brief.

The CJTF held a kick-off briefing that was 
available in the cells, but no subsequent 
updates were provided to the cells.

None of the 
components had 
access to the 1600 
JTF VTC.

The daily (morning and 
afternoon) briefings were 
valuable, but not available 
to all at all times.

There are multiple, 
disparate pictures.

QUESTION:
What factors affected the achievement of shared 
awareness in the phase of the game just completed? 

ANSWER:
In a network centric force, shared awareness will not 
be achieved without a well defined organization, well 
understood processes, and appropriate and reliable 
software. 
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