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Teaching tactics
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A Indicators of good practice

I Wargamingticks a lot of these
boxes

A Tactics as a cognitive skill
I Requires reasoning
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Indicators

A Judgement
I Shaped and honed
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A Speed
I Verify intuitive decision-making
A Guile
I Break with norms and assumptions
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Pedagogy (condensed summar

A Students teach themselves

T Construct their own
understanding

A Feedback

A Teachers must attend to what
students are thinking

I Design tasks that help students
internalise knowledge

I Enable cognitive engagement




Intuition

Involuntary control

J‘ Effortlessness

Innate skills 9
Speed

Reflex
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Learning: Cognitive processes

A Learning a (cognitive) skill is to
transform system 2 processes into
system 1 processes
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A Time required for this is subjective
although there are averages, e.g.:
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I Shooting skills
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Judgement
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A Cognitive engagement
I (Socratic) questioning
I Argumentation STEPHEN TOULMIN
A Feedback
I Discussion i
I Visualisation
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Judgement
Shape Hone
A Analysis of: A Apply judgement through:
I History I Tactical problems
I EXperiences I Field exercises
" Cases Judgement '\ TDGs
"8 Awareness/ | Wargames
visualisation:
- Argumentation
Repetition - Discussion Repetition

- Reflection
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Maneuver Warfare

A Current doctrine for
I USMC and Norwegian Army
I NATO and British Army as the
manoeuvrist approach

¢ Speed in decision-making is
essential

Decide

Orient

Observe

> Time

Decision-lag — Collapse

Act
Observe etc.
Observe
Orient Ac

- t
Decide



SYSTEM 1 SYSTEM 2 WY corsueer

Intuition & instinct Rational thinking DeCISIOHmaklng
Cognitive processes
A Intuitive decisions depend on
Aﬁz::i:?“;em “ﬁ?‘ff‘ experience

Indecisive

I Heuristics = mental shortcuts
A Bias and systematic errors, e.g.

I Confirmation bias

I Cognitive ease

Source: Daniel Kahneman

A Activate system 2
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I Verify intuitive solution
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Force vs. Guile
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item arcum intentum
confeftim reponant in
thecam, fi ara {atis fue-
rit, vel in glid thec di-
midiad , ad hoc com-
mode fa&ti, & in manug
fumant haftam , quam
geftantintergo , ut arcm
intentil habeant in the
<a, & regere pofiint ha-
ftam. Celeriterque rur-
fum hanc reponant in
tergum, & refumant ar-
cum. Hzc vero wrile
fuerit facere milites ct-
jam  in itinere per
proprias terras , in-
{identes equis  fuis,
Hoc enim modo &
iter erit expeditius- ,
& equi minus atteren-
tur,
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Force vs. Guile

¢ Raise awareness of self immposed

restrictions Y ' | MY GAME IS
e tn 3% ol \ FAIR PLAY

A Society/environment that fosters
rule based thinking

A$T AOOET A o s$icCiA
A Break norms/assumptions
I Within international law



