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Autonomy in constantly changing environments:
Low-tech examples from tabletop wargames
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Note — These cards can also show a round’s effect (see "Advanced
Rules," page 9).

15

Standard Turn -Players play Action cards
face-up.

Tunnel - Players play Action cards face-down.

 .?

Speeding-Up -Players take 2 turns in a
row (players can choose to either play or
draw cards on each turn).

ter-clockwise order, starting with the First

U} Switching - Players take their turns in coun-

Player.



Note — These cards can also show a round’s effect (see "Advanced
Rules," page 9).
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Standard Turn -Players play Action cards
face-up.

Tunnel - Players play Action cards face-down.

Speeding-Up -Players take 2 turns in a
row (players can choose to either play or
draw cards on each turn).

Switching - Players take their turns in coun-
ter-clockwise order, starting with the First
Player.



17

The Round card
shows that there
will be 4 turns.

Example of the first turn

Cheyenne is the First Player for this round. She plays a
Move card from her hand.

Belle, on her left, plays a Shoot card on top of
Cheyenne’s card.

Tuco, on Belle’s left, decides to draw cards instead of
playing a card. He draws 3 cards from his deck and adds
them to his hand.

. Finally, Doc plays a Change Floor card on top of Belle's card.

Then the second turn begins. The cards will be played onto the
same pile.

PLANNING & EXECUTION

EXECUTION FAILURES



The Round card
shows that there
will be 4 turns.

Example of the first turn

Cheyenne is the First Player for this round. She plays a
Move card from her hand.

Belle, on her left, plays a Shoot card on top of
Cheyenne'’s card.

Tuco, on Belle’s left, decides to draw cards instead of
playing a card. He draws 3 cards from his deck and adds
them to his hand.

. Finally, Doc plays a Change Floor card on top of Belle's card.

Then the second turn begins. The cards will be played onto the
ge pile.

o Cheyenne is moving.

e Belle is shooting at Doc.
e Tuco doesn't act: he has skipped his turn in order to draw.
o Doc changes floors.

PLANNING & EXECUTION

EXECUTION FAILURES
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(each one == 6€)

Finite State Machines
for
Autonomous Plan Execution!
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Land, Air and Sea onthatg

IPSTRIH

3rd EDITION mcludes

Expansion Module

. o
V!MES Baltimore, MD 21214

a Division of THE AVALON HILL GAME COMPANY
Monarch Avalon, Inc
1983 Hﬂﬂ & 1990 Vlclmy Games Pmned in UbA
GULF STRIKE is a Victory Gar rademark for its simulation game of contemporary conflict in the Persian Gult

(2nd hand for 20€ - 1983, 1988, 1990)




COMPLEX (GOAL SETTING + SITUATION ASSESSMENT)

Most current solitaire systems today have the player take one side for the
entire game. This pits the player against a random Solitaire system,

even the best of which have some difficulty giving you the same challenge
as p aoainst a human opponent. In Peloponnesian War, you get to
pl pitting yourself against the best that YOU can offer. If the
game system 1s winning, the player is forced to continue with the losing
side. Success, on the other hand, will eventually force the player to change
sides and recover the losing side's fortunes. The duration of the war and the
player's performance determine victory. In this manner the player competes
against himself in the classic tradition of a Greek tragedy.

21

PELOPONNESIAN

GAME DESIGN

MARK HERMAN
GMI

CAMES " GMT Games LLC @019

(75€ - 1 player)



AUTONOMOUS GOAL SETTING FOR STRATEGIC PLANNING

Mark Herman's

HURCHILL

BIG THREE
STRUGGLE
FOR PEACE

7'\

GMT

GAMES  GMT Gomes LLC o015

(90€ - > 0 player)
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Each conference has you and your Allies nominate issues that
will be discussed and debated ‘Through a new game mechanic you
play staff cards t
is all done using a novel game display of a circular conference t'{ble
based on the one used at Potsdam. You sit in your chair at the
conference table and use your staff cards of named personages, such

as Secretary Stimson and Anthony Eden, to nominate and debate
conference issues.

CONFERENCE DISPLAY MILITARY DISPLAY

L 0 ey |
l;”’?“ i Nets

CHURCH"—L Big Three Struggle for Peace



Low-tech table top games & wargames brings

- Finite State Machines

- (Strategic & Tactical) Planning and Execution Control
- Blackboards

- Complex (Goal Setting + Situation Assessment)
- Autonomous Goal Setting

- (Serious gaming can be) Fun!

to your table.



Low-tech table top games & wargames brings

- Finite State Machines

- (Strategic & Tactical) Planning and Execution Control
- Blackboards

- Complex (Goal Setting + Situation Assessment)
- Autonomous Goal Setting

- (Serious gaming can be) Fun!

to your table.

%4 Nb electricity is needed (no recharge :-)
%, Aind someane who can teach you these and youlll play inTrediately
=» Good Old (War)Garring Rule: Win or Leam



