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Matrix Games

What are Matrix Games?

Matrix games are different to normal Wargamds most of those games you compare lists of statistics and peer at complicated books of rules containing someone else's
idea about what things are important, before rolling a dice. It takes a long time and can be very difficult to explagawtmenar.Instead, in a Matrix Game you simply use
words to describe why something should happen, the Umpirthe players (or bothylecide how likely it is and you roll a dice. If you can say "This happens, for the
following reasons..." you can play a Matrix Game.

Where did they come from?

TheChris Engl®&latrix Game was created in the USA by Chris Engle, and published in 1992. Chris wanted to create a system by whicililevas pgdayer to "role
play" anything from a single person to an entire counttyi€felt that previous numberddden game designs essentially missed the point (and anyway were too
complicated and boring). What he wanted was a system that could take into account anything the players though was redding intangible elementsuch as

culture, beliefs, and perceptions of themselves. Taking as his starting point the work of the philosopher Emmanuel Kbeg&htd develop a "matrix" of cue words
that would form the framework for his "model". To this he added George Hedebsthatargumentand counterargument(thesis and antithesis) lead to a synthesis or
consensus of ideas. Thus the basic idea of the Matrix Game was formulated. Over the years the actual "matrix" of cus Wweettsdrapped, but the name has stuck.
Likeall good ideas, the Matrix Game is very simple in concept, but has huge potential in that it can be adapted to fit arsttgamiatrix Games have been used by the
UKMOD with the Unmanned Underwater Vehicle capability, education of ConsultadtéMOD Procurement systems and in the preparation by HQ ARRC for the
deployment into Bosnial hey have even been used by the US DOD.

Gamearguments

In a Matrix Game, actions are resolved by a structured sequence of lagigahiens". Each player takes turts make anargument with successfuhrgumens advancing
the game, and the player's positiohhere are a number of ways you can do gl each has theown strengths and weaknesses, some of the most popular are:

1 The "Three Reasons" system.
1 The "Prosand Cons" system.
9 The "simple narrative" system.

You just need to experiment to find which system best suites your circumstances, player audience and style of play.



The "Three Reasons" System

In this system each argument is broken down into:

1 Something ThaHappens.

I Three Reasons Why or How.

For Example:

In a Peninsular War campaign, Wellington might argue:

| shall fortify the town, and | am able to do this because:

- | have a rady source of trained manpower.

- | have an experiesed Engineer in command.

- The British Government has recently sent me the money with which to pay for the work.

Theargumens themselves are judged by the Umpire based on inherent likelihood, historical precedence, personal experience, anddgementj (and quite often the
other player's judgement), and a chance of success arrived at (percentage dice nhormally being thrown to see if the rashilbversbut you could use any combination
of dice or random number generator that you liger the Umpire decides based on rtly judgement and the justice of the circumstances).

The advantage of this system is that it works well where there are a number of teams of players and you have a strotjrga@ngta¥ ou have to be careful, however,
that other players don't interrupor hecklewith a reason why these arguments might not wetkat isthe role of the UmpireOf course, if it turns out that one of the
players is more knowledgeable about the situation than the Umpire, the Umpire can lose credibility and the game besoritsctive.

The "Pros and Cons" System

In this system each argument is broken down into:

i Something That Happens.

1 A Number of Reasons Why it Might Happen.

1 A Number of Reasons Why it Might NOT Happen.
For Example:

In a Peninsular War campaign, Wellingtaight argue:



| shall fortify the town, and | am able to do this because:

- | have a ready source of trained manpower

- | have an experienced Engineer in command

- TheBritish Government has recently sent me the money with which to pay for the work
- The weather is fine so they can work interrupted.

This represents 4 x Preso at this point the other players are invited to point out Cons:

- The bestsource of trained manpowas the British regular troops, but these are on the frontier guarding thr@gches. The Portuguese troops are less well trained or
led so the first reasois weak
- The weather is hot and there is little access to fresh watdhere is ahighchance of disease.

This represents 2 x Co(mr 1 x Con and cancels out 1 x Pred at this point there is a net result of +2 Pros.

The overall argument is then adjudicated by taking 3 x D6 with a base chance of 10+ (this is an exact 50% prahakititput any evidence for or against the outcome,
the chance is even that it may may nothappen. So, in this case, we would roll 3xD6 and add 2 to the result, trying to score more than 10.

The advantage of this system is that you formalise the Pros andafansargument and the role of the Umpire becomes that of ensuring thaPtios and Cons carry
equal weight perhaps making compelling reasons worth two Pros and two or three weaker reasons against only worth one Con. You needytmuesianit end up with
a list of trivial reasons or the player-stating a reason already eepted in a slightly different wapn a desperate attempt to gain point®ne very useful product of this
system is that it provides reasons for failure should the dice roll not succeed. In this case the two major failure owtoolshée shoddy work byaky and untrained
conscriptsor work incomplete due to disease reducing the number of personnel. You can also more easily run the game with very laibe/igdgers.

Personally, | like to have a "narrative bias" in the games | run, making the basssscicaace of 7+ on 2 x D6 (which is a 58% chance). This also has a significant increase
decrease in success probabilities for each paitiich | use to encourage players to come up with a few geadons rather than a laundry list of lots of triviahes.

This system is also very good with students when considering tactical problems in a syndicate wargame and | would ret@sthendast preferred way of
adjudicating Matrix Games.

The "Simple Narrative" System

In this system an argument simply cests of a narrative that advances the player's position in the game. The players states what happens next in the evgltrag isto
the current situation The chanceof success or failure and exactly what those results loolaliggidged by an Umpé or, more usually, by another player taking it in
turns.

The advantage of this system is that it is extremely simple and accessible to players of all ages and abilities. Thagksadban it lacks structure and, if you get the
players to assign thehance of success, you could get inconsistent and arbitrary results.



Notes aboutarguments

The important thing to remember in a Matrix game is thagumens can be made about anything that is relevant to the scenario. Yoargan about your owrtroopsor
about the enemy, the existence of people, places, things or events, the political leadership back home, the weathedip&agse, public opinion, and you can ewague
for changes in whatever rules you are using. With a bit of imagination, corserse and rational thinking, it is possible to present persuasiyemens as to what should
happen in any scenaridrom traditional military campaigns to the strange world of defence procurement.

When anargumentsucceeds it remains in effect until aher argumentstops it. This means that if you are Napoleon and succeagyumng that you march on Moscow,
you will continue to move forward, every turn, until you get thermless of course someoragLes that you don't...

Optional Rule: If youmrgumentfails to succeed, you get a "Fail Chit". This is retained and can be used at a later stage in the gaoikytourglice (if the score wasn't
what you wanted). This hedbalance the game and prevent an unlucky player getting placed at sshiydintage early in the game and being demoralised

If two argumens are in direct opposition ("This happensNo it doesn't") they represent a Logical Inconsistency since they cannot both b8 treearlier argument has
already happened, so it is impsible for it not to have happened. The later player may argue that the event is reversed, but this tends to make foraaratiee in the
game and should be discouraged (see Playing Tips helow)

Resolving Conflicts

If two sides are placed in direct gfiict, they resolve the outcome by making additioaagjumens. The players both malegumens as to the outcome of the Conflict
situation they are in, and the strength of tllegumens is decided upon by the Umpire. | usually allow the player with gsarddge to choose who should go first (no
Conflict situations are every really equdlut if you felt they were, you could make the players write tlegumens down in secret).

They then both roll the dice, together, to see who succeeds. In a Coitfliatien, one side must succeed and one side must fail. If both succeed, or both fail, they must
both roll again, and again, until one succeeds and the other fails.

For Example:

So if one player makes angumentthat he is attacking the town with his trps and the other player makes angumentthat he is improving the defences, tla@gumens
are judged normally. If the attacdkgumentfails, the attack does not take place at that time, and there is no conflict. If instead one pfgyed he was attackig, and the
other playerargued that the attacker ran away, it would be a Logical Inconsistency (since they both can't be trueudditie resolvedn turn order.

If the attackargumentsucceeds, a Conflict situation will be inevitable, but if the defen@egamentabout improving the defences succeeds, he might have an advantage
in the ensuing battle. Let's say that liggumentdoes not succeed because the Umpire judged that heyreladin't have sufficient time to get the work done, made the
argumentWeak, and it failed.



The attacking player elects to go first amgjLes that he captures the town. The other playegues that he is repulsed with heavy losses. They then both dicegtavho
gAYAaE 6A0K (GKS tA1StAK22R GKFG GKS RSTSYRSNI gAff KlIvBBeeni2z NRff KAIKSNE 0SO

Comments on Resolving Conflicts

This may seem a little arbitrary and all dependent on a good Umpire but, inqgaaittworks very well. When a player makes a particularly gogdmentit is obvious,
normally from the rueful grins and grudging nods of the opposition, that he will have a good chance of succeeding.

Reasonable Assumptions and Established Facts

It is inportant that the Umpire understands the difference between "reasonable assumptions” in the game, such as the propositieti theihed and equipped Special
Forces soldiers are going to be much more effective in combat than untrained militia; andligstdifacts" which are facts that have been specifically mentioned in the
game briefings or have become established during play as the result of successful arguments. The former can be depipgetirasreasons (Pros and Cons), but the
latter need tohave been argued successfutyorder for them to be included. Many inexperienced players will make vashetimpassing arguments full of assumptions
that are not reasonable. For example: It is not a reasonable assumption that every trouble spotgbobiadas missile armed drones and heavy bombers with laser guided
bombs circling overhead. It is necessary to argue that they are present. It is a reasonable assumption, however, thatdhesufidient resources and global reach to
assign such foraeanywhere on the globe, should they wish to.

Start Conditions

In many cases of conflict there will be enduring conditions that exist at the start of a game, shelaadval of new recruits to a popular cause. These can be specified as
part of theinitial briefings, but unlike the personal objectives for the game, these would normally be known by all the actors seomnmalty be written separately on

cards and placed in front of the player so the other players can see them. Start Conditiolas #vasttart of the game and will continue at the start of that player's turn or
until someone makes a successful argument that stops them. For example, a Start Condition might be "Your Cause is pogtifer pooo and dispossessed. Add an
additional mw recruit counter each turn in a city of your choice".

End of Turn "Consequence Management"

At the end of each game turn (a cycle of player arguments) the Umpire should go over those successful and failed argrawsgénerate new "established fatin
the game.They should also review situations that areguing, such as the generation of refugees from fighting or the arrival of new recruits to a popular cause. If these
have not been countered during the turn by a successful argument, the Ustpirdd make them continue until someone does make an argument to stop them.

Playing Tips

Some players get caught in the Logical Inconsistency trapdung directly against another player who has already had a succesgtuhent This puts them at a
disadvantage because, not only has theigumentgot to succeed, but they then have to roll off against the other player. It is far better to be a little more subtle. If he



succeeds iargung that he attacks you, you migatgle that the attack does indektake place, but was-timed and badly cardinated- which might place you in an
advantage in the resulting battle.

It helps the players to insist on @angumentalwaysfailing if you rollvery poorly. Nothing is ever certain, and the player can lookitoas not necessarily a total failure, but
simply that it didn't happerat that time. It might happen later, if thegirgue again.

Conversely, you will need to veto stumidtrivialargumens. | simply say that | don't believe thegumentis realistic ad give them a chance to come up with something
else.

Secretarguments

There will be some cases where you want to hide from the other players the thing you wangutoabout. It could be that you have booby trapped a piece of equipment
you think your oponent will use, or that you have swapped the vital blueprints for a set of fake ones in case the safe is broken istoase thwu simply write down your
argumenton a piece of paper, and present it to the Umpire announcing to the other playersdbaing making a secrergument The Umpire will make a judgment and
you will roll the dice normally, but the other players have no idea what it is about.

You should be careful, however, that the players don't make too many sa&@einens. This can ruithe game's atmosphere and reduce the focus, so that the game drags
on unnecessarily. They must only be permitted when they refer to quite specific things or eveatguArentabout gathering information from a spy, in most games, will

be quite a generiargumentand should bergued openly. SimilarhArguing about the placement of an IED to catch forces moving down a route should be made openly as
the results will take effect the same turn. It is only reallydecret things you need to establish sevetath in advance.

You may want to limit the players to only a single seargumentper game.
Big Projects

Depending on the level of the game, some actions and events represent such a large investment in time and effort thaiitleemvdtipleargumens in order to bring
them to fruition. In a Spy Game, recruiting a spy would take a numhkengaimens in order to make the spy do everything you want them to. You must make the initial
contact, followed by persuasion to carry out a minor act @itealing a copy of the Pentagon telephone directory), and followed by more important spying actions (like
photographing secret plans). It would be unreasonablare in a Spy Game that you recruit a girl from the typing pool to assassinate the hisgdCA in a single
argument

The level of the game will determine what sortasfumenst are Big Projects, so in a game about Wellington's action in the Peninsular War argjaglentabout
fortifying a town would be perfectly reasonable. In a game dlwodividual Refugees in Bosnia, building a house might take several suceegsfuens. A Matrix Game
can easily be at the Strategic level involving the actions of Governments and Countries; or equally at the Individuadligaglthe actions of yoand your close friends.

As a rule of thumb, a Big Project should take no more than 3 succaeggfhenst; otherwise the game is dominated too much by a single event. You should also
remember the principal that once argumenthas started an ongoing aon, it will continue until anotheargumentstops it.



This means that the 3 stages in, for example, building a house could logically be:
9 Acquiring the funds (Can | get a mortgage?).

i Starting to build the house (When will the right builder be available?)

1 Completing the building of the house (Are they ever going to finish it?).
Killingarguments

It often arises in Matrix Games where one of the playges that something happens to Kill off one of the other player characters. This is, of coursétqubas you
canargue about anything in a Matrix Game, and it will be assessed like anyariipement It may well be less likely to succeed as the player characters in the game are
usually chosen from the survivors of a particular historical eventitlisinot impossible nor should it be.

If a character is killed off in a game, however, it does not prevent the player from continuing tcangakeent.
Player Roles and the Level of the Game

When you are designing a Matrix Game it is worth thinking 2 dzi G KS t S@St |4 6KAOK GKS LXIF&@SNRa NRfSa gAfft
more balanced game, when the level on which the player roles are operating are broadly similar. It would be difficidthialgated game & of the players are playing
Generals in command of vast Armies, and another player is playing a simple individual soldier.

Levels of Protection and Hidden Things

At the start of a game there are certain things that are not readily accessible to somme @hi/er characters. For example, i€@gberSecurityGame the secret plans for a
new submarine would be heavily protected. Equally, in d&iles game, the location of the secret government base would be carefully concealed.

Things that are hidden or sext require a successfargumentmerely to find them. Things that are protected will require successfyimens to overcome the different
levels of protectionA secret government base may declared by the Umpire to have 3 levels of protection: Ita hiddé&on, its boundary fence, and the security guards,
all of which must be overcome by successifigument before the base can be penetrated.

Having Battles and Fighting

Many players feel uneasy about the concept of the result of a sarglement(and dice roll) deciding the outcome of a battle or a fight. This is natural, but they should
remember that the Matrix Game is about the entire campaign and it is the results of many battles or fights, rather tigge angnthat is important.



It is up tothe umpire to decide exactly what the outcome of the battle or fight was. He will make a judgement, depending on the sifémgdrgumens and the
difference in the score on the two dice rolls, as to how heavy the defeat was or just how narrow vmaartiie of victory. If the outcome was very close, the loser may

have an opportunity to withdraw in his next turn with most of his forces intact.

More information

More information and examples of recreational Matrix Gameastmafound at: http://www.mapsymbs.com/wdmatrix.html

The original Chris Engle Matrix Game site is h#tp://hamsterpress.net/.

A very good website that has developed the Pros and Cons system: "The Open Ended Machinditip:héneopenendedmachine.blogspot.co.uk/



http://www.mapsymbs.com/wdmatrix.html
http://hamsterpress.net/
http://theopenendedmachine.blogspot.co.uk/

Newbola Outbreak: A Global Crisis

by Tim Price
Dated 07 November 2014
Introduction.

A new health crisis has erupted in Africa and threatens the world. Following the successful action against tieuElibkre were a few years of calm and the world

moved on to other events that occupied the people dhéir Leaders' attention. When rumours of another deadly virus emerged from Africa, it was largely ignored, after
all, the previous virus was beaten, isavas assumed that this one would be inevitably beaten also. The rumours, however, did not go dveayeanand deadly infection

has spread across Africa aisdhreatening to spread across the world.

Roles:

Order of Play:William BilakweBarak Obama, The World Health Organisation, Rbgaam World News Corporation, The Newbola Virus
Objectives:

William Bilakwe.

You are the chasmatic and only mildly corruptr@sident of the Congo. You have a large family andwithyrotect them at all costs.

1. Make sure you and your family are safe from the outbreak.

2. Get Westerrinterventionto save your people

3. Exploit the situatio in order to increase investment in your country and add to your personal wealth

Barak Obama

1. Prevent the spread of disease to Amerfbacause the World Health Organisation is inefficient and over bureaucratic, so isyutdikatceed without help)
2. Mobilise theindustrialcountriesof the worldto combat the spread of the virgmerica should have to do this alone!).

3. Beseen as decisiveafter all this is your last term in office and you don't have to waibout re-election!



The World Health OrganisatiofVHO)

1. Mobilise international support to stop the spread of the virus

2. Get increased contributions to the WHO from the.UN

3. Strenuously gunter anyaccusationghat may ariseabout the inefficiency antlureaucracyf the WHO
NovaPharm

You are the second larggsharmaceuticatompanyin the world and you are determined to do better. This owidtk is an opportunity to make a forturggbut only if a
vaccine can be manufactured in time. In order to do this, you need to et sample to your labmanufacture a vaccinby any meansget permission to conduct live
trials (in contravention of nunreusinternationaltreaties)and then mass produce the cure at a vast profit!

1. Finish the gamesthe largestpharmaceuticatompany on the planet.
2. Be utterly ruthlesg after all, nothing less than the fate of the world is at staké¥,(at least that's what you will say if you get caught).
3. Exploit youwidespreadpolitical campaign contributionis the US Senate to the maximum!

World News Corporation

1. A global crisis is a chance for profit!
2. Reasoned deate and impartial reporting dot sell news storieg youneed passionhetrayal,human interest, terror and horrible death!
3. Use your influence to change the policy of another player at least once in the game.

The Newbola Virus

You are the new and mutated version of the old Ebola \rackagain! Twice as infective and just as lethal!
1. Spead yourself across the world!

2. Kill millions of people

3. You can mutate to overcome the efforts of the Doctors and their chemilatonlyonce in the game.



Game Length:
The game is intended to last&turns.
Playing Pieces:

Place Z Virus Markers in the Congmdadd 1 virus marker each turniVhen the virus marker reachesr8a country add one virus marker to each of the surrounding
countries each turnuntil they reach 3 and then spread littet. If quarantinemeasures are taken to prevent movement, the virus markers will "burn out" and regute
until it reachesl in the countryWithout an argument, the virus will only spread overland.

Notes:
In order to combat the virus you will ne¢lge followingin the infected area

9 Trained pesonnel.
1 Medical equipment.
1 Effective quarantine masures.
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