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Politics by other means...

A Miniatures Battle Matrix Game

Welcome to the honorable socicty of wargamers. Our
habliy has a long and noble pasi. Ever since Hobert
Lewis Stevenson {Treasure Island) and HG Wells
(Woar of the Worlds) played pames with toy soldiers in

the VEME s, prown men have been reliving make helieve
glory in made up wars, R

“Politics by other means...™ is a simple wargame oy

suitable for children and adulis, 1t is not ticd o one o

historical perind, It covers all wars from Summeria 0
Star Wars THL
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All vou need to play are a few figures, some sis-sided
dice and a table of toy terrain (o make a battle ficld,

The game is played by cach player, one af a time,
moving and shoofing, Everyvone poing ends the turn,

Figures

This is a toy soldier game. Fortunately we live in
the golden age of little men. All types of soldiers
are available in a variety of scales. Once you get
your men, glue them on 1”x1™ bases. Each base is
called a “stand”™. Paint the toy soldiers so you can
tell the sides apart. With that, vou are ready to

play?!

1 or 2 figaures por stand, As vou like,

— sam “Politics by other means...”
1 stand = 100 men = a tumpa.n}r A Miniatures Batile Matrix Game
6 stands = 600 men = a battalion

C i Chri :
20 stands = 2000 men = a brigade opyright to Chris Engle in 2000

Hamster Press

40 stands = 4000 men = a division 313 Hickory Drive
Ellettsville, Indiana, 47429
If you have figures mounted on different size bases Email: hamsteri@io.com

do not remount your figures! The size of the bases
i5s NOT IMPORTANT! The only reason to use one
inch bases is that they help movement by acting as “The most odivus nen to God is the vne who

their own ruler. This speeds the game up. mast quareelsome.”
Mubhammad iba Abdullah

LRL: http:/'www.io.com/~hamster
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"""-?__—‘I The effects of moving and shooting are immediate so

going first is an advantage. Il a stand is destroved
before the plavers turn then tough break - i's gone!

The Basic Rules

Each player moves and shoots all his stands. Then the
next plaver moves and shoots, till evervone has gotten
to go. That ends one turn. The next turn is ready to

hegin.

Movement

The player rolls 1 or 2 d6 to see how many inches his men Civilians 1dti-
get to move. Players may roll for each stand individually Artillery 1d6-=1
or roll once for each troop type. Stands don’t have to
move. Even aireralt ean do loops to stay in place. [nfantry 1d6
Players may move in any direction and end up in any Cavalry Td6+1
formation they want. Terrain does not block or slow down ‘g
; . . . . Vehicles 2d6
movement. (NOTE: But there is the risk of something
unexpected happening!) Aircrafi 4db
Hand to Hand Combat ™ .
Combat
Thrown/Dropped We ! L .
e Pl capons Playvers may attack with all stands that are
Bows 6" in range that can see a target. Roll 1d6 per
" stand. 6°s hit. Hit stands are destiroved
Muskets £ ) .
unless the hit player can make an argunsent
Rifles 1 to save them.
Smaooth Bore :\.I’t]ler}' 24 Argument Sirength Hall meeded b save st
.‘1 H.fh i]'l.l:' {:“ll."l' 1-‘“ \’1.'r'_1- & romg 21.]..11 51E
Rifled Artillery 48" Strong 3456
Rockets 48" Average 4.5
Lasers Infinity Weak 54
Very Weak 1]
Saving Hit Stands Stupid 7

status and gun type come into play)

When a stand is hit, the hit player makes up a reason why his men don’t die. The player
picks an encmy playver to decide how strong the argument is, The player then rolls 1d6 to
see if he saved his men. (NOTE: This is where cover, formations, range, training. morale
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Unexpected Events

“Politics by other means...

unpredictable events of war.

Fortunately, by adding in unexpected event arguments
all the unpredictability of war is brought into play.

Once a turn (ie all the players moving and shooting
once) each player gets one free argument to make
something unexpected happen. Players can try
even rewriting the rules as the game is being
played! Suddenly a very simple games become open to a

anvthing

whale world of possibilities!

™ is really to simple a game to
be fun for long. 1t doesn’t take into account all the

Players can make their argument at any time in the turn. They may interrupt other
player’s turns or even other player’s argoments! But once the argument is used, it is
gone. Unused arguments are lost at the end of the turn. Plavers get a new argument at
the beginning of the next turn.

When a plaver makes an argument, he picks an enemy plaver to decide how strong it is,
Then the player rolls to see if it happens. If it happens then it takes effect immediately!

Suggestions on Unexpected Events

Cive vourself a second move.

Take an extra shot.

Kill an enemy stand.

Cause a unit to surrender.

Make a unit’s morale break.

Make supplies run short.

Build something (like a trench).

Hide (they can’t see you).

Scout (find hidden opponents).

Set up a perimeter {(block movement).

Infiltrate through perimeters.

Set up a conditional order.

Give a stand a status.

Fix a status given to you.

Cause a disaster (killed by terrain).

Improve your roll to hit.

Increase the # of shots you get.

Make each hit, hit more than once.

Increase a weapon's range,

Increase movement.

Add a morale check.

Add terram effects.

Or anything else you can imagine!
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Campaign Games

Players can link a series of battle into a mini campaign.
When this is done the rules of one batile carry over to the
next battle. 5o the rules of that war evolve as the game is
played. Each war is thus unique.

In hetween battles roll 1d6 to see how many arguments
the players get to make to prepare their troops for the
next battle. Preparation, not fghting wins wars.

If players want more meat to their campaigns they should
try a Military Campaign Matrix Game.

Toy Battlefields

Half of the fun of miniatures battles is moving neat little soldiers around on interesting
toy battlefields. The more detailed the terrain the neater the game. Be warned, terrain
making and figure painting is addictive. You will spend hours in great contentment and
joy preparing games for your friends. But it is time well spent.

Terrain

Basic

Good

Great

Ground

A green table cloth
or green felt.

A Nock covered
terrain mat.

Sculpted terrain
bhoards.

Trees

Circles of green cloth
to show Torests.

Grreen lichen put on
gréen cloth circles,

Individual toy trees
with green lichen,

Hills

A book underneath
the cloth.

A free standing hill
sculpture,

A hill senlpted into
the terraim bhoard,

Roads

Strips of brown cloth
or tape.

A strip of kitty litter
sprinkled on the mat,

Permanent roads
built um the board.

Rivers

Strips of blue cloth
ar blue tape.

Strips of blue plastic.

Permanent rivers
built in the hoard.

Buildings

Boxes and pieces of
wioid,

Toy buildings.

Scale built buildings
or sculpted cities,
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Setting up battles

Why is this battle happening?

Real battles never happen in isolation. They are fought for
reasons. To run a successful miniatures game the players
need to know why they are fighting. Mind vou the reason
does not need to be a good one! War is full of stupid hights.
50 decide what the fights is about when setting it up.
Mavbe one side needs to hold a ll or defend a town.
Mayvbe they need to get supplies through or break a siege.
It doesn™t matter what as long as there is a reason,
- ___________________________________________________________________________________________________|

Fen and the Art of Terrain Placement.

Laying out terrain on a battle field is like painting a picture. There need to be lois of de-
tails but there also need to be empty spaces. A game with arounnd 25 stands per side looks
best on a 24"x24" battle field. (Figures take up 10% of the space.) On the field there need
to be 3 to 6 hig terrain features. Peoples eves (and little men) will be drawn o them. The
terrain features do not have to be evenly distributed. Bunch several together and have
large open spaces elsewhere. The end result is like a Chinese bamboo painting.

Different scales of battle

Fi gl.l res Depending on the size of figures nsed, miniatures battles appear to
be very different. “Politics by other means...” works well with
S4mm Man to figures as small as 6mm and as large as 30mm without changing
Man actions ranges or movement. 30mm and 25mm figure games look like
skirmishes. Where each stand represents a squad or platoon of men
30mm and 25mm rather than a company. 20mm and 15mm Ngure games look like
Skirmishes hattles. Where a stand represents a company. While 10mm and
tmm figure battles begin to look grand tactical. Each stand
Mimm and 1Smm representing a battalion. Strangely the weapon ranges and
Battles movement seem to feel right even though the size of battle is
different. The explanation is that the length of each turn in real time
i0mm and 6mm is different. Skirmishes 5 minutes, Battle 15-30 minutes, Grand
Grand Tactical Tactical 1 10 2 hours a turn.
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Designer Notes on PBOM...

First off, the title “Politics by other means...” is Clauswitz'"s description of war in
his famous book *On War.™ 1 like this title since this game is made to work well with other
Matrix Games. And Matrix Games invariably get into the politics behind each war,

My goal in this game was (o make a single system that could work as well for 6 year
olds as for adults, Pve noticed that detailed movement rules don’t work for children. They
invariably do them wrong and appear to be cheating. So 1 decided to make movement as
loose as possible. The same rule of complexity applies to combat. Kids like rolling dice and
love getting every man to shoot but don’t handle firing formulas and combat tables well,
50 1 decided to making shooting use one roll where 6's hit. There are not morale rules
because kids don’t understand these well. While saving arguments do make sense to kids.
I've noticed that when a Kid loses a stand he will always jump in a say why it didn’t
happen. So 1 just added that into the game! As it stands this is a complete (if very simple)

game,

I've used game systems like the basic rules of PROM... for many vears. A lot of
convention games are dumbed down to this level so games can be completed in four hours.
Personally I like such games. They emphasize speed and playability over detailed realism.
But when the rules are set in stone they can be justly criticized for their obvious limits.
That is where the Matrix Game comes into play. Saving hit stands is one form of matrix
argument but the important argument is for onexpected evenis. This opens the game up
for changes even as it is being played. So nothing is truly predictable and specific situa-
tions become more important than “head in the clouds™ rules writing of designers. Each
player becomes a designer! After people get over the strangeness of making arguments
Pve found that gamers seem 10 like this. It allows young and old gamers to game
together — since they make different argunments. And it brings in a world of complexity
without having to have a ton of rules.

Clearly these rules are indebted to earlier game makers. TSATF contributes the
idea of variable movement. The love of d6 comes from Hal Thinglums colonial convention
games of the late 80°s early 90°s, While this version of the Matrix Game is very close to
what Paddy Griffith calls Mugger Games. In Mugger Games the players discuss what the
hest solution to a given situation is and make up rules to cover it. PBOM... is a little
different in that players make arguments in a more competitive fashion but the end result
is the same — an evolving game.

To date 1 have used these rules to do ancients, horse and muskel, WWI and WWII
and science fiction battles. All of them seemed to work. 1t did not matier that in one game
there were horses and in another tanks and airplanes, This may be due 10 the sheer
simplicity of the rules. All games look roughly like this so there is no reason why it should
nol work. 1 am encouraged by this. I have finally found a game to stick with because it can
be different each time it is played!

Chris Engle March 17, 20040



