The Basic Matrix Game

Matrix Games are a fast and easy way to run pames. They allow plavers
o rum very complicated storics in only two to foar hoores,

All that is needed to play 15....

A Matrix Game Scenario Book
Character Cards (phato copy them an card stock from the hiaok )
A Map
One siz-shded die per player,
One player to act as referes,
I — Two to twenty other players to run characters,

Ovrder of play Brief History of Matrix Games

Matrix Games were invented |;|I1_I Chris Engle in
Bloomington Indiana in 1988, Since then they have
;L|;:||H.'.a|‘|.1! Al CoRveniions in England and the United

N[‘gﬂtiﬁlt wilth other plﬂ}'frﬁ. States. The hasic rules of the pame were completes
in 1991, The first commercial Flrl,ll,ll,.lﬂ - {'ump;qign

Make arguments about what vou want to m a Day — came oot In 1992 !r.l .IWF m". e
" small press |:|"l|'|l|u£'1~. came oul = The Matrix Gamse

1998 and Seotland the Brave, In 1999 Hamsier
Press pu!l!i\huql Dark Forfals = a fully commercial
|n'|'.||:|l.|.-|‘.'l sold to siores, In late V99 angd early 2HI)

Move the Characters you contral.

happen next.

The referee decides: 1. How strong

arguments are, 2. Which arguments are in Chris Engle published several new small press
competition and 3. Which products {two war games, a spy intrigee, a morder

. mysiery, an action adventure and several version
arguments cause conflict and trouble. PR - raiona
of the Matrix Game rules). More products will

Tollow.

Players roll to see which arguments

happen. In addition to hohby games, Matrix Games have
been nied as planning games by the British Army,
Additional arguments are made for and social service “'""""'_“"'i“‘ Th_t:" hirvé besm !uu-d b
conflicts and trouble as needed peychotherapy and in L'.lll.ii.':'lll_l.'l_l'l ia teach hisiory
' and creative writing,

Copyright to Chris Engle in 2000 Hlustrations by Marilyn Nobbe in 1998
Hamster Press 313 Hickory Brive, Elcttsville, Indiana 4742%
Email; hamstergio.com URL: hitp:/fwww.io.com'~hamster
Join the Matrx Gamer Oneclist and receivie @ free monthly newsletter and join in on line Matnx Games!

“If vou have these four things it does not matter i you lose everviling clse in ihe world: Protect what is
entrusted fo vow, Tell the trath, Have a nohle character, and carm vour income awlally™

Muhammad, pekce be upon him

Copyright te Chris Engle in 200H)



Characters

Cames are all about stories. Each story includes a cast of characters and a beginning hook to ged the game
moing. The playvers dake it from there,

Each game book
imcludes a cast of
characiers. Playvers can
phato copy these on card
stock o make cards,
Plavers can add new
characters as the game
i heing played,

Bﬂh EITHE
Voang Well off Hespected ‘ll""" Age Wealihs Polidicall power

{3h, Bob is nice on the wurface ¥

bt his motto is “Greed is good.™ "';l“""" desc ”"‘"'“E“’"
. - - £ FadlcE & Fatmdily.
Blind ambition ane hate drive biniiiel o :

3 § -
him. He's not nice A dranatic question (bl
IHarm will |tk ovee? aniggpisln whal the charaier

alsmild dodii the gaer.

Status — Information about people

Each game book inclades a description of what is going on in the world, a cast of characters and maps.
This “Matrix"™ of information shows the players how things woerk, Plavers can change the world by adding
i, removing or altering this informeation. Each picce of information is a STATUS. Character cards have a

sl of statuses that show ape, wealth and political power. These come from the following tahle.

Age Wealth Political Power Other Statuses
Chald Impoverished Wreiched Wounds
Young Paar Powerless Health
Middle Ape Respectable Weak Skills
Ol Woedl €47 Respocted Stress
Viery (Ol Rich Important Reputating
Angicnt Wealthy Powirful Emations
Immorial Very Wealthy Very Powerful Relationships

Matrix Games do nod use numbors (o keep track of change. Instead they vse words, This may seem
unwdarkable hut it 15 nol. Each new status addds sipmeihing (o the pictere. I is amoceing how moech a lii‘l.:l.'
addition can change the whaole meaning of the matrix,

QOOC




Movement

Players start the game controlling one character. Each turn plavers may move all the charactiers they
contrial. Characters can move anywhere they want to inside the arca they are in OR they can move to an
area next door.

Characters can @ anywhore si no Defense “HBarricrs™ stop A defense barrier may sometimes
o has any privicy or secarity. characiers from entering, be “hiding™ or “wearing a
I"tu:l.'-l.'r:-. |:||1I3 2=t priu'ﬂ{} i Chargciers Ay |i|r.|l:l.' enter if an di\mliir“ w03 Thut |_'||;'-|r|:|lu will i
security by builifing walls of argument allows them do, This know where a character is, These
*defense™ around them, may cause @ conflict, bareiers act just like goards -
they block movement.

Wlave info arcas mel o
Fho arva youe stard i

Maovo I

amywhere in

Defense Barrer

the arva von
are fm 1t takes an argamonl and perbaps
s conflicl io cross a delense
BaETI .

Who moves first?

FPlayers all move at the same time, Once maved, they can move again, and again, and again, vatil the
referec asks the players to start making their arguments. While moving players can talk and make deals,
They can also do short role play sessions, What this docs is make movement very fexible and casy {vou
literally can't do it wrong) and it makes it less important — sinee no teap can by sprung by movement,
Swrrounded characters just move on. It takes arguments, that creaie barciers, to trap people,

Negotiation

Players can talk to one another while they move their characters. Referees should give
players about five minutes to do this. During these negotiations, players can make deals,
coordinate movement, make plans coordinate their arguments and do mini-role play
sessions or combat games. The results of negotiations are not added to the matrix of
information about the world. They only help the players coordinate their actions.

Matrix Games are not role play games but they may use role playing to resolve ceriain
events. Just like role play games can use Matrix (zames (o resolve some of their events,




Arguments make things happen

In Matrix Games players make things happen by saying what they
think showld happen next. This is an argument.

~—

Arpuments can be made about ANYTHIMNG! Players get to make one _'-’-‘h.._‘_‘_-_

arpument a tgrn.

/ )
g/

As the players make their arpuments the referce decides how strong I:F ____.,-ﬁ"
each argument is, This determines what needs to be rolled for it to
happen,

Example

Player One

Player Two

Player Three

Players make
arpumenis. They say
them out lowd.

I recruit Bob as a new
character under my
contral,

Bob docs not want to join
any groups. He is an
independeant!

I get an extra move, My
guvs surrownd the bail

puvy, Forming a defense
wall, They can’l escape.

The referee decides how

Strong! Roll a 3.4.5.6 for

.-"|.1.'|.'r:l;‘:|,'! Roll a 4.5.6 for

Weak! Kl u 5,6 for i to

strong argumenis are. it i happen. it {0 happen, happen,
roll at the same time!

The Plavers

Players roll L6 for their
fwn argument.

1

4

4

Home sueeecd, some Fail.

Failed

Succeeded

Failed

Strength Table

Very Strong
Strong
Average
Weak

Very Weak
Stupid

2,3.4.5,6
3.4.5,6
4,5.6
5,6
{
-

Making things up as you go

In Matrix Games players hterally do make the
game up as they g along! The players, not the
referee, are in charge of the game, The referee
only decides how strong arguments are, The
players degide what is in the world,

This takes a hittle getting use to. Since players
can do anything - what should they do firse?
Well, first leave behind the sdea that createvity
is cheating! Players are free to make a vision
about what they want to see happen and then
po out and make it so.




Competing Arguments

ko
&

After the players have made their arguments, the veferee decides it
any wrguneents are in competition. Arguments that can not both
hapgeen, battle it out in & dice rolling contest,

Referees often worry that they will do this wrong, That they will miss
something and that impossible things will happen. FEAR NOT! The
plavers will alwavs point out errors. When they do — just hold 2 new

dice rolling contest and settle the matier.

On the last page. Plaver One and Plaver Two made arguments that
wore in competition. Withowt knowing it, they also did a dice rolling

Cunicsi.

Example

Player One

Player Two

Player Three

Players make argumenis
abowt what they want ta
happen.,

The referee deciiles
which arpuments are in
competition.

Players roll for their
own arguments just Hke
hefore,

1 recruit Bob to be my
man,

4

My man, Tim, recruils
Bob to be under my
cantral,

“Plaver One's argument 4 i competition with Playver Two's arpusieint. Bob
can mol be controlled by two people at once. Plaver Two's and Plaver Theee's
arpuments are 2l in competition. Plaver One and Plaver Three would nat be
im competition but because they are tangled wp with Plaver Two the matter will

b settled by a single dice rolling contest.™

Lets sav that the referce decided all these arpuments are average. They happen
on & 4.5,06 on one siv-sided die.

6

I fight a dluel widh Then,

3

Failed

Players who fail their
rolls drop out of future
rounds of rolling.

1

Failed

3

Failed

No roll

What o e ol &l the
arguments Tail,

Eventually ane ol 1he
plavers will win,

IT all of the arpuments roll oot then a new dice rolling contest begins One of
the arguments WILL HAFPEN.




Conflict

As the players make their arpuments the referce decides which ones
will cawse a conflict.

Conficts happen when an argument s action is oo imporiant (o sciile
by @ single die roll, Conflicl cavses a second cound of arguments fo
Tl ol wlewt aciually happens 11 i% Fltlhh“'lll." that the chargeters who
starts the fught can bose it]

The referee asks the
strongest player to

The referee decides
whao 1% i the

The referee decides
whao is involved in
the conflict.

Flayvers make
arguments. The
referee decides il

they cause a conflict.

make an argument
about what happens
in the conflict.

strongest position

and next strongest

and next strongest
elc.

Buh, make
Sam and

Bal are
Tnvabvied,

A areuwment

abouil what

happens.

The referee decides how
strong the argument is and
the player rolls for it
vmmediately. I i happens
then the conflict is setiled.

If the argument fails then
the next strongest player
makes an argument. I that
fails, then the next strongest
player argues. This goes on
till someone succeeds in
saying what happened.

if all the players involved in
the conflict fail to make a
successhol argument then
the strongest playver gets (o
make a second argument.

The referee can decide that a successful conflict argument
causes 2 new round of conflict. This conflict can be done
immediatelv, In this way it is possible to fight out entire

batiles in short order.

The referee does not have to make any arguments canse a

conflict round. If it will save time — the issue can be settled by

the first roll alone. This is a good thing to do with small
points that are not central to the story,

Common Conflicts

Combai
Recruming new characicrs
stealing things
Magic
Falitics
Building things
Arresting people
Trial




Ay

Trouble

Plavers may argue to sef up situations that will cause trouble for
characters. The referee decides if an argument causes troahle as
the players make them.

IF people face their trouble it does not hurt them, But if they

ignare it or fail 1o desl with it effectively, it sticks around a3 a

status, Too many bad statuses like this and a referee will start
ruEin;; that character’'s arpuments weaker and weaker,

Wihen troable comes. Plavers get an extra argument (o deal walh i

Players make
arguments. The
referee decides if
they cause trouble,

The players who Fail

The referee decides
who s effected by
the trouble and what
happens if they fail
to deal with it

Each plaver affected
gets to make one firee
argument about how
they deal with the
trouhle.

to make a successful
argument zel a bad
status. They can gt
rid of this status by

arguing how they get
rid of it on the nexi
[urm.

Everyvane in the
building say how
you escape alive!
Fail and be
wimrmdied,

The

bmilding
cxplodedd?

\ S W

\ S

The way people deal with trouble can cause more trouble.
The referee can have players make more trouble arguments.
Plavers can also save themselves by passing the trouble on to

another player! This causes the other player to make a
r:uving argument,

If the referee wants, trouble arguments can cause conflicts
{see the conflict section).

Players can do more harm to one another by dishing out
trouble than they can from conflict. So wise players always
deals with their own problems first - then they go after the

other guy!

Darm! 1'm wounded.
MNow 11 have to
witste my mext
argumecnt dealing
with this.

Common Trouble

Wounds
lmess
Matural Disasters
Curses

Becoming Losi
MMechanical Breakdowns
Political Crisis's
Emations
Scandal




Planning

Sgmne actions are just too big to do in one argument,. They may
take many arguments to do right. Players do this by hreaking
down their action info small picces and arguing for cach one in

turm. J'EI—..__

Players can do arguments that actually do part of the task or they
can make arguments that prepare the way for one big argument

iy succeed, ———

Many players find that planning and preparation are the keys lf]

sucoess i Matrix Games, Small simple arguments arc penerally

stronzer than big ones, Bul a series of seceessful little arpements
can make big ones possihle,

Players argue Referee rules Players roll

I attack the Hlﬁi'ﬁ:‘!l.‘r and get the | VERY “[-::;::3 showld she 5 _ FH“E{]

Okav. 501 ﬁnll;':l::'cl: the girl and Strong! This is easy bo do. 3 _ SHQQEE{] le
I train for ;ict'p:]:fn_:;::.ln prepare | Strang! You can certainly do this. 4 - SHEEEEdEd
Mow I fight tTEEHj:i[r:II(:IJT and pet | Avera u;.-‘.l :‘:::k;h:;i:l:':;:-#hHm;t' 4 — Succeeded

Possibilities not Probabilities

Matrix Game players quickly find that since they can do anything they want that they
can't just look at the rules and Migure the odds of every action working. Probability is
less important than possibility. Why? Because with the right set of planaing argumenis
any possible action can be made probable!

Matrix Game Refereeing Hint Common Planning Actions
As the referee, you are the host of the game. Your Crain =kills
job is to give the players a good time. “Beating™ Build Relationships
them is not the goal. So help them succeed in their Find Clues
goals. Be nice in ruling on argument’s strength. Gain Good Statimses
Don’t require the players to do more than two or Give Opponenis Bad Statuses

three actions to sef up an argument. And don’t Make Plans
require every issue to be a conflict. Gather Supplics




Speeding up the game

Asx time runs short, the referee can quickly wrap up a game by
specding it up. Do this when you are ruaning ot of time.

The referee decides what problems the game has left. The referee then
askes the plavers to make argumenis about what happens with cach
pvint, They arpee one peind at a time,

The player’s arpumenis are automatically in competition so cach point

is seitled by a big dramatic dice rolling contest! In shon order cven a

very complicated game can be wrapped up. There is no need to leave a
game unfinished:

Campaign Games

Matrix Games are made to be stand alone games but players can link them together into
multi-session campaign games. When they do this, the events of one session carry over to
the next game. Over time, plavers can create entire histories or even epics.

When games last for multiple sessions then the players will want to know what their
characters do in between games. This is easy to include. Before each game session give
the playvers three arguments to do the following things.

1. Make an argument about your character’s social life. Build contacts.
Do social climbang,

2. Make an argument about how your character grew. New skills, new knowledge?
3. Make an argument about something that happened in the world that has nothing to

do with the action of the game. (This makes games come to life. No longer are the playvers
the center of the Universe.)

Referees frequently find that giving players inter-game arguments greatly increases
plaver commitment to the game. Plavers have a stake in the world and a new purpose in
all that they do.

These are the Basic Mairix Game rules. Once the plavers have mastered them they can move on to
the advanced rules. The advanced pame uses the same rules bt add in refinements in movement,
defense barriers, and ways to run many other stories. Matrix Games allow players to run any
number of stories using essentially the same rules, So once vou know one Matrix Game you can
play any Matrix Game.
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The rules at a glance

Players move the characters they control.

Argument Strength Table
Roll one six-sided dic por argument.

While moving, plavers can talk and role play with one

amather.

The referee asks the players g0 make arguments abowt whai

happens next. One argument per player,

VERY 5TROMG 134546
STROMNCG 3456
AVERAGE 4.5.6
WEAK 4
VERY WEAK i
STUPID 7

Afer each arpument is made, the referee decides
how strang it is and if it cavses conflict or trouble,

An argument’s strength determines what necids to
b volled on a six-sided die for it to happen

The referee decides if an arpument will cause
conflict or troahle. 1 is dtotally up to the referee!
Mo arguments automatically cavse it,

Afier all the arpuments are made, the referee
decides which arpuments are in competition
with ane anolher, This croses g dice rolling

caimtest,

Plavers rodl vne six-sided die for their own
argument o see il it happens, 1T they roll any of
the target numbers then the argument happens.

Plavers roll one time (o see if their armment
happens unbess their avgument is inconsistend
with anather argument.,

Competing arguments can nol both happen, Only
one can. Playvers seitle it with a dice rolling
CiiEesE,

Sucocssful arguments happen. They change the
“Blatrix™ of the world by adding o rt, taking
sncthing away or allecing it

Conflict and trouhle arguments that happen case
cxira rounds of argumenis to fiad out how they
Comae del.

Mow begin the mest torn,

Competing Argument Dice Rolling Contesis

Two or mare argumenis can be in competition,
Each player rolls far his own argument. Arguments
that fail their roll drop out of the contesi. Keep on
rolling €ill only one argument is lefi. I all of the
arguments Tail them a new contest begins, One
argument MUST succeed.

Conflict causes extra rounds of argumenis.

The refleree decides wha is involved with the
conflict and how strong cach player is, The
strongest player gets to make an argument alsouwt
what hapgpened in the conflict. The referee decides
how strong it is and the player rolls for it
immediately, 1T st happens then the conflict s
seithed., I it Fanls then the next stronpesi player geis
to make an argement, Plavers keep on making
nrgpmaents (il one spcceeds. The referee can decide
that a conflict arpement causes another conflict.

Troulle alsn canses cxirs e ns,

The referee decides whao the troatble cffects and
what status it gives to those who Gail o deal with i,
Each cifected player gets to make an argament
albout how they deal with the troubde o why it
docsn*t effect them, The referee mles on the
arpumenis sirengths and if any are in competition.
Flayers then roll to sec if they suceeeded in
avoiding the trouble,

Plavers who Tail will have to use their regular
argumenis to fix the trouble or ive with the
COMSCQUEnCEs,

Don™t e afraid if yoo are making i ap as sk go
abonizl Fhat is how Matriy Games are played!




Murder Mystery

Murider Mystery games start with a crime. The plavers and the refence
kaow what the crime is bui nod whao did it, The purpose of the game is bo
find the murderer,

How can vou do a mystery game where even the referee doesa™ know whao
did the erime? Easy! The plavers make up the clues of the erime in fheir
arguments. Sa vou gt to say what your characters find!

When the players think they have cnough clees to know whe did i, they
can argae to arrest the suspect. This casses a conlTict about whither the

f suspect gets pway, Once captured, players can argue to Gake the suspect to
court, A conflict fo find out if the person is guilty or innocent,

Finding Clues How to solve a Mystery
In real life the clues to erimes are right in | To prove a case in court, players must find
front of us, waiting to be found. In Matrix clues that show the suspect had the...

Games the players make up the clues they | nypang  Physically could have done it.
want to find. If the player's argument

succeeds, the clue is found, What this allows | MOTIVE — Had a reason to do it.

players to do is find clues to convict OPPORTUNITY — Was at the location
whoever they want! You, the player, decide | when it happened.
what kind of story you want to tell. So
decide who did it at the beginning of the
game and set about proving it!

Al first the clues could fit anyone, But with
time they point to fewer and fewer people
till only one character is left. The murderer!

Arrest

When the players think they know who did it they can argue (o arrest the suspect, This cavses a conflict 1o
sec if the mun is caught. IT the suspect gets away then he may go into hiding so don®t put off arresting till
it"s too late! It helps if the police follow people so they knew where to find them,

Trial

Once a suspect is under arvest an other argament can brng them to trial, One player presents the
evidence against the defendant. Another player presents evidence that attacks the prosecution’s case. The
remaining players are the jury. They decide how strong the arpument “The defeadant is guilty™ is, The
prosccutor (thea rolls 0o see i ihe defendant is convicied.

Man Hunts False Leads

If a suspect pocs into hiding he is surrounded by one | IT the players are zerning in on yvour character then

o mare layers of defense. The players can find the | you may want to defend him. One way to do this is

Togitive by arguing to do a man hant, This caouses a to muke up clues that point the Anger at other
conflict. Do one conflict argument per laver of characters, Your character may still be arvested bt

defense. IT the palice can cross them all then they | these false leads can then be used a8 evidence Tor the
find their man. delemse!




Spy Intrigues

Spy games begin when a secrel agenis enfers a country to steul
EVEFTIMERT SECrei Somme of the |'|I:|}'rrn play the \.|:|i|u, Mhers |_1l;q;l.

the spy Catchers.

p——

Both the spics and the spy catchers recruit agenis o do their dirty
wiork, Each arpoment to recruil a characier causes a conflict. Will

that person be boyal o vou?

-"
™,

Once the spies are in place they can iry to steal 2 nalions secrets,
To swccessfully stcal a secret the spy must get by the defenses
puarding ii. An argument starty the attempt. The spy muost win a
conflict argument For each layer of defense crossed. The casies
way in is to get one of vour agenis on the inside. That way he jusi

walks right through the defenses!

Recruiting Aegents
Spies never do their own dirty work.
Instead they hire local peaple as agents.
Players control their agents like they
control their character. If a player wants to
be real sneaky, he can have his agents
recruil other agents (so they don"t know
whao they are really working forl) This
keeps the spy safe. But beware! Other
players can argue Lo recruil your agents
away from yvou. S0 protect your control by
also building up relationships with vour
agents,

Secret Agents

Players can recruit secret agents by making
secret arguments, They can then make their
secref agents do things by other secret
arguments. Plavers do not openly control
these characiers so other playvers may
recruil them as agents. YES! You can get
an agent ingside their spy ring. When
plavers want to take open control of a spy
they reveal that the person works for them.
This causes an immediate conflict to see
who the agent is loyal to. Beware! A spy
may be o double double ageni!

Secret Arguments

Plavers can make scorel argumenis by writing the argument down and showing it to the referee. When the
plaver savs the argument owl lood be savs something like “Somcone docs something seceetly. The others
will pot know what is poing on. Bot they can fied ome if they mabe an argument @0 fearn ihe secred

Protecting Secrets

The spy cuichers have two jobs. Cateh the spies and protect the secreis. They protect secreis by making
arpuments o surround them with layvers of defense. To get 1o them dhe spies must get by the poards,

Catching Spies

This ix nod as casy as it looks, Undil the spy has done
something illegal they can’t be arrested. Onee they
have done simcthing the police still necd to make up
the clues that show that. Eventually, with lois af
wirk spics can be arrested and pat on teial for
treasan, The players holik a trial fo sec if they
convicl the spy.

Scandal

Some spies are Aol alter seerets, They want to
disrupt government. They do this by Tiwding ool
what embareassangilegal things Palificians have

done, They can then blackmeael the fellaw into

.h||_1.'|n:|_'. for them ar et the scaedal bealk, Wihen (his
happens i causes (raohbe for the paliician, 11 he

Taile 1o del with it be ix Kieked oal of affice!




Quests and Plots

Quest and Plot games start with the players deciding they want to
o some preal task, The task is miet casy, They must overcoms
many challenges on the way. This requires plannimg and
preparation. Theo when the fime is right they can make it happen.

The plavers and referee know what the goal is and how many
“challenges™ they must face but not what the challenges are. The
players find out what they are by making them up! Then they plan ’
how o overcome them.,

Challenges Planning

A typical quest or plot requires players to | The key to successfully carryving ount a plot
overcome two or three challenges. A or a quest is planning and preparation.
challenge is a problem that stands in the Once the challenges have been identified,
way of reaching their goal. Players make up |  the players can make argumenits for the
what the challenges are in their arguments. things they do to get ready to meet the
To complete the quest or spring the trap of | challenge. What planning does is increase
a plot, the player must “cross™ the barrier | the likelihood that the referee will decide
of the challenge. This causes a conflict for that a well prepared plaver’s position is
each challenge, Players can cross them stronger than another plaver’s. This means
slowly (one a turn) or try to do them all in | the prepared player argues first to see what
ane turn, happens.

Meeting Challenges — A Conflict

Whencever ihe plavers want, they can arpee (0 sci out on the quest or sei a plot in motion. When they da
they must win a conflict argument for each challenge to successfully pass it. IT they el ouf before knowing
what the challenges are ihey are very likely to fail! 5o firest define what the challenges are. Players who
are oot prepared will also Bkely fail so make prepacation arguments! Players may ey to meet one
challenge a turn (with time to do more preparations in between) or meet them all in one turn (one
challenge after another). Either way, it cavses a conflict over whither the challenge beats the player,

Stopping Quests — Spoiling Plots

Some players may chose to be on the other side from the gquesters or plotiers. In this case they want to stop
the athers from reaching their goal. They do this by attacking the characters directly {very orass — poor
show, what!) or by attacking the other players plans. Ruin their plans and they will Tail to meet the
challenge. Players can aleo make plans of their own 0 strengihen the posifion of the Challenpes, Lastly,
players can make up trouble Tfor plavers io Face wha fail (o meet a challenge, Sort of & “Win or else™ deal.

Secret Plans Orther things one can seek
Players may want to make their plans in seorel. | Qoests are ofien magical and plois evil but there are
They do thix by making sccret arguwments, This is oiher poals that are gamed the samc way.

done by writing the argemenl down 1o show to the
referee while saying out bad “Somconc docs .
something secretly.™ Other players will have to use Building
arguments to learn the seored. Hesearch

Romance




Military Campaigns

Military Campaign games start when war is declared, The players take
o the robles of military commanders. They huild prmics and defenses,
move troops and fight battles,

Campaigns can be sei on the land, sea or air. They can even be set in
outer space. It does pot matter. The basics remain the same. Playcrs
neowe Forces and fight hattles,

Military campaigns continue until 1. One side gives up. 2. One side has
i forces left or 3. One side has occupicd all the other side’s areas.

Raising Armies Moving Armies

Players start the game commanding Armies naturally move one area a turn and
relatively small armies. They can build new | can place themselves anywhere in the area
units by making arguments - one argument | they want to be. S0 in movement players
per unit. Players can also replace destroyved | will be doing a game of move-counter move.

units = one argument for as many as you | Watch your flanks! Players can argue to get
winl o try to get. an extra move so people can move farther
than you think.

| |

Building Defenses

Anee armics can move anywhere, no place is safe! Plasers make their world a litide more secure by
building “lines of defense™, Defenses form a barvier (o movement so the other side ean®t just ship theoagh,
Castles, city walls, puarded rivers/mountain passes, and cven teench lines all the way across fhe couniry

are cxamples of defenses, Players boild them with iheir arguments. A construction argument causes a
conflict o see il the job gets done this turn. Obvicusly the more time spent the better the chance of suocess,
To cross o defense barvier an attacker must fight a battle.

Battles

Armies in the spme ares can fight one another. They do so when an argument calls for a fight, This causes
w conflict o sec what the outosme of the battle is. The plavers say what happens to the losing side in iheir
arpgument. The loses then gets to make a trouble argument to salvage the situation, Plavers can attack
defenses. To et at the cnemy, one muost first win a conflict argument for each laver of defense. 1T defenses
are very deep this can be tricky. Maybe a siege would be & betier bed,

Sieges Propaganda
When an enemy is dug in foo deep to roof out in an Plavers can make arguments aboast psychological
assault it is time to lay sicpe. Players make warfare. These arguments are aimed at 1.
arguments about the plans they make @0 get through | Increasing their own sides morale or 2. Damaging
the defenses, how they train to improve their own the ather sides morale. Propagamda never won a
philities and about the problems that breakout in | war by itself but it can be used to st up possibilitics
the enemy camp, The last argaments force the that aiherwise would not exist. For instance, causcs
encmy 10 make trouble arguments or get had & peace movement o rise in the other country!

slafuses,




Mysterious Encounters

Whenever players encounter something they can not easily understand 2
Mysterions Encounter game can beging The purpose of the game is to
fimd ol what is gsing on and i i is a plof = to stop it

AL the start of the game the players and referee know what the Girst clue
is but oot what is going on. The players make up the mystery by making
up clues in their arguments. Slowly o picture of what is really poing on
CMiET RS,

Once the mystery is solved the plavers mast decide what they wani fo da,
D they wand o help the plot succeed or try o stop 7

The Hook Finding Clues
All Mysterious Encounters games start with | Players make up clues in their arguments.
a hook. Some weird, unexplainable event Clues need to answer the following
that must be investigated. This event is the fuestions.,
top of an iceberg. As the players find clues WHO did it
they will find out what is really going on. WHAT happened
Neither the players or referee know the WHERE did it happen,

truth before the game begins, They make it HAS it happened yet,
up as they go along! It 15 helpful for each WILL it happen n?;ain.
player to imagine what he thinks is going WHY did it happen,
on right from the start. Then make HOW did it happen.
arguments that make that happen.

Solving the Mystery

Omece the players have found enough clacs that they think they koow what is going on they can prove their
“theory™ by making an arpument that says *“This is what is godng on'™ The referee decides the arpament's
strengeth based on how much evidence the playver has (o supgpoert his claim, I the argoment suceeeds then
that theory is whai is actually going on. The nexi step is to decide what to do aboot it?

some players may think there is more to the mystery than what is proven, IT they want to they can keep on
finding ¢lues to see if there is a deeper mystery going on. I they find cnoagh clhees they can tey 1o prove
theie own theory.

Should I stop they plot or help it to succeed?

Often time the player®s investigation will uncover a plot, Some evil seheme 1o do someihing, The
mysterious event that started the whole thing was eoe of the preparations the bad guys made, The player's
investigation shows the challenges ihe had guys must mect to make the plor happen and sl they have
done to prepare for success. The players can work oo desteoy the plof (mess up their plans, make them fail
to meet a challenge) or they may decide the plot is right and work to make i succeed! So players who stant
ofF wilh the same idea about what is geing o may furn oot to be cnemies at the end of the zane!

The plot is set in motion when a player makes an argument for it io happen, This causes a series of
comnflicts, The had Puys must succecd] in 1I1{"|.‘['||:'|:|_'| cach challenge their |;|Ir.|l: faces, If!hl;':r sucoeed then the
|:|||:|I! works and the bad FUVE W i, BF ihe el EuysE Can Toal the |;|I|,:|; thin 1hr:|.' WM.




Politics

Polifical games are about gaining power and solving problems the
way vou think they should be solved,

Players take on the roles of leaders of political parties. During
the pame they will recruit allies, gain offices, solve problems and
push their own agenda

Politics is abowt kow wie get abong with one another, day to day,
Sometinees il is dramatic. Sometimes boring bat it is always
changing! If you are on tep vou can net afford to igsore it or you
may fimd yvourself facing a revolufion!

Political Offices

Governments are made up of political
offices. Each office has the responsibility to
solve certain public problems. IT the
problem gets solved then the player can
take credit but if not then the officer gets
the blame! Players gain offices by arguing
to pet them. This causes a conflict.

Political Power

Peaple, political parties and even social
classes have political power. Some have
maore than others. Plavers can argue to
increase their political power or form
alliances with other characters. Power helps
put a character in the stronger position in
political conflicts.

Political Trouble

ien nations are beset by trouble (famine, plague, cormuption, saemployment, etc.) I the trouble is not
dealt with then it hangs around a5 a cegative states that deags the nation down, OfGice holders et one frec
argument Lo solve trouble when it comes up, But they don’t have to! They can use the argument for their
own scifish goals, But this means that someone will have to use one of their regular arguments to deal with
it later. Playvers can make up troubbe fo throw at office holders to get them owut of office!

Political Conflicts

Whenever a player argues to gain an office, vote on anything, try to force a political decision 1o be made
or make an alliance with another chacacter (recruit him) it causes o conflict, The player in thie strongest
political position argues fiest about the suteome of & fight, So it is o good idea to make planning arguments
to strengthen you side politically hefore starting a batile,

Sneaky Tricks

Poelitics is a blood sport. If you
can't beat someone straight up
then attack them underhanded.

Make arpuments to ruin their

Riots and Revolution

If you are on the bottom of the
political pyramid and see mo way
aut then maylbec it ix fime to try
vinlence. Rints and revalution

Political Agendas

Leaders all have a list of things
they want to do. They also have
idenlogics that (el them how they
think things should be done. Omnee

plans, Dig up scandal to canse

them personal teoubic, I they fail

o cheal with it it can cause them to

losg their office. Try to take away

their offices and if possible put
them of triall

directly challenge the awthority of
povernment offices. If the officer
can not keep the peace thon the
revolutinnarics can sct up & pew
povernment and overthrow the
ity ramis!

in office, plavers can try to make
ihcir agendas happen. IT the
actions work to solve problems
then the player geis credit but his
apponents will blame him for afl
unsolved problems




Revenge

Revenge games are aboul social climbing and tearing peaple
ilawn i the peckeng arder,

The players play characters who are in competition with one

.l=:_-|—_.___
another to be “King of the Mountain.™ Or if one can®t be hinu..-lﬂl;’_,’/"l

el even with those above you!

Pecking
Order

Social Climbing

Players can argue to change where they are in the pecking order but whenever one
character goes up another character comes down. 5o if 4 goes to 3 then 3 drops to 4! This
is why social climbing arguments cause conflict, If the person on the top is toppled due to
dying or being ruined by scandal then everyone below them moves up one spot and they

drop to the bottom, Secial climbing is a bloed sport. Prepare to make enemies!

Pecking Order

All characters are formed into a pyramid shaped
pecking order. The most powerful, rich, popular
are on top. They get all the breaks! So naturally
evervone wanis (o be one of them!
R E———

Maintaining your position

Maost people are not social climbers, They just don’t want to drop from where they are.
To maintain position one should 1. Stay strong, 2. Weaken your opponents, 3. Form
alliances/relationships with other people in the pyramid, 4 Successfully solve trouble

when it comes up, 5. Don’t die and 6. Look good!

Getting Even

If a characicr huris yvour
character in a bid to move up, a
character can iry io gl evem,
Players can do this in & variety of
wiays I Pndercul the characier's
|'I-|.H|Ix. X Give the characier bad
statuses (o weaken him, 3, Create
scandglitronble about the
character, 4. Attack his allics,
£ Take hix |HHi|i1|n i the pec king
order. &, Don't die and of course
T, Look goaml]

Remember! You wanl 10 hort (he
olher iy anil move Vil rr:l.:]l"up,

Revenge

Hevenpe is not about social
climbing or petting even. If is
abwmst trying to destroy someosne
wha has hurl vou, Even if it means
destroving yoursell in the process!
Revenge sechers may do the same
things that peoaple getting even do
bast they do not care if they move
up in the pecking order. The poing
is to pull the other guy down by
any means. Mot to move up while
pulling them down,

Revenpe is a self defeating
strafegy.

Relationships

Flayers can form alliances with
other characters (and thus controd
them) or they can just form
rclationships with them, &
relationship docs not allow a
plaver to tell the other characier
what to do. [t just increases the
likelihaod that a characier will
wirek with vou, Characters can
cvien have relationships with
cnemy characters, 5o when the
ather guy has you dovwn he may
show mercy because he is daging
yeur sister!




You are there...

You are there Fames aliow the plavers (o go :n:m.h['rc TrRATaI S
amd space and be part sl ereal evenis, Mol as the lcaders, buai
instead as they guy standing aext to the last row, You can be part
of it and see il vou have whai it takes to survive!

In “Youo are there™ gamaes, plavers Tace one picoe of troublc after
anither, They vse their regular arguments to prepare Tor what is
mext and get a free argument to deal with the next problem. So
unlike in other Matrix Games, where the playors control the
world, You are thene players react to the world,

Prepare for trouble!

Each turn of a Matrix Game, the players
make one argument to make unexpected
things happen. In *You are there™ games
player's unexpected arguments are about
what happens to their individual character.
The goal is to help their character survive
rather than change the world. 5o ask
yoursell, “What does he need 1o do nexi ™

Surviving Trouble

Each turn of a “You are there” game,
players face a new piece of trouble. Each
players gets one free argument to deal with
it. If the player fails to deal with it then he
gets a negative status (that is determined by
the trouble). This may send the player
down a very different train of events,
Successfully dealing with trouble may mean
the difference between living and dving.

The Scenario Time Ling

Many “You are there™ games come with a detailed time line of what is going on. The
players may be given a choice about who they want to be and where they are located. The
time line tells the players what trouble they face each turn and what great evenis they
witness from alfar. The time line branches ofT at certain points so that players may find
themselves wounded in a field hospital, carrying a message to the rear or somewhere else
far away from where the action is.

Living with the results of your own survival arguments

Players may try anything to survive trouble. Sometimes the ways they survive may cause
them more trouble than the problem they faced. The referee listens to what people say
and remembers! So il you shoot the goide on the first turn. He is not present on the later
furns — when you may really need him!

Strong Referees

Solo Matrix Games
Matrix CGame referees are normally weak,. They do
it control the game, But in “You are there™ games
it i% akay for the referee to make up the trouble for
the mexd turn as the game is being played. This
Allows the referee fo customize the game to what the
players are doing.

“Y¥ou are there™ Matrix Games work well as solo

pames. The plaver follows the time line of (roible

and makes arguments to deal with it. The plaver

also acts a3 his own referce. This is a good way tn

try out argument making and learning how to be @
refere.




