
T H E B R I T I S H P A R T Y G A M E

S e c t i o n 1

A G e n e r a l D e s c r i - p t i o n

The Britisk Party Game is filayed by two teams of between six and twelve
players* The number of players in the two teams need not be each identica?-*
The same group of 6 - 12 players may constitute first one team and then the
other team; however, if this is done certain moves (joining the other team and
doing a favour for a member of the other team) are ruled out*

Play takes place during a pre—election period* The two teams are the Labour
Party and the Conservative Party, and the players are M.P. *s (or, more
precisely, blocs of identical M.P**s)* At the end of a predetermined period
of play, the parties decide their position on each of seven issues* (These
issues are the same for both parties*) After this, there are a further <7fro
minutes for play* The decisions of the Party Conferences on the seven issues
are then detemnined, and the result of the General Election is calculated*
Finally, the players work out the extent to which they have achieved their
aims, and the player with the highest score is the most successful* If
desired, the game may then be re-played, starting from the balance of parly
strengths which results from the General Election* TOiere the same gro\^ of
players constitutes each party in siiccession, the determination of Party
Conference decisions and of the General Election result takes place after play
is completed in each party* Those taking part add together the score
achieved as a member of the Labour team and that as a member of the Censer-•
vative team; the winner is the player with the highest combined score*

The policy issues, and the proportions and strengths of pro and con attitudFs
among M*P* *s, the Party Conferences, and the national electorate, are intended
to simulate (very roughly, no doubt) the politics of the period between
(roughly, again) 195A and 19^1* However, it is hoped that the structure of
the game exemplifies a nxmober of the relatively permanent strategic probD.ems
o f B r i t i s h p a r t y p o l i t i c s .

The M.P*'s of a party have sane common interests and scane divergent interests*
It is not postulated that an M.P. derives satisfaction from the mere fact of
his party's winning at the General Election; but his values and the structure
of the game are such that he will find that, other things being equal, a win
for his party will increase his satisfaction* An M,P* may gain satisfaction
f r c m :

1 * Having a policy of viiich he approves adopted by the party
(whichever it is) that wins the General Election;

2* Having a policy of which he approves adopted by the party
o f w h i c h h e i s h i m s e l f a m e m b e r ;

3* Retaining his seat in Parliament;
if* Achieving office as a member of the party that wins the
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G e n e r a l E l e c t i o n ; a n d

5. Being done favours "by other M.P, 's .
An M*P» may lose sat is fact ion f rom not having his pol ic ies adopted^ losing

his seat, not getting office, doing favours, and, in addition, from not
keeping premises which he has made publicly and on which he has staked his
reputation* M.P. *s in the same party are liable to differ in the wei^ts
tha t t hey g i ve t o t hese va r i ous sou rces o f sa t i s f ac t i on and d i ssa t i s f ac t i on

(they may ascribe a weight of zero to some) and they are liable to differ
in the policies adoption of which gives them satisfaction* These differences
represent the potentialities for divergent Interests among M.P. U of the sejr^e
p a r t y .

During the period of play preceding the decision on the party's programme,
the main object of the players is to arrange things so that the policies
adopted will be the ones providing the greatest prospect of satisfaction,
either intrinsically or as a means to winning the election. The strategies
by which a player may pursue this aim are various. If the decisions on
policy are to be taken by a vote among the M.P. *s he may engage In log-rolling
with colleagues (promise to vote a certain way on one issue in return for a
promise by a colleague to vote a certain way on another issue). He may offer
favours to those whose decisiimis are important in settling party policy. Ee
may threaten to resign, or the crthera may threaten to expel him, lanless certain
decisions are taken. (These steps damage the player who resigns or is
expelled but also damage the party's chance of winning the General Election,
This is what makes them possible, though dangerous, threats for both sides.)
He may also threaten to attack the party leadership publicly, "which "weakens
its chance of "winning, or he may "threaten to publicize a split in the party
on one or more issues of policy. This "weakens the party's chance of "winning
the General Election indirectly, by increasing "the probability "that the Party
Conference will disagree with decisions of "the Parliamenrfcaiy Party, thus again
a l i e n a t i n g t h e e l e o t o r a t e .
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S e c t i o n 2

T h e I n i t i a l P a r t y S t r e n g t h s

The result of the election is expressed in terms of percentage "swing"
towards one party or the other. Thus to know who has won, i t is

n e c e s s a r y t o k n o w t h e i n i t i a l s t a t e o f t h e p a r t i e s . T h i s i s d e t e r m i n e d
be fo re p lay beg ins , because i t may c ruc ia l l y a f fec t t he s t ra teg i c

judgements of the p layers.

To de te rm ine the i n i t i a l s ta te o f t he pa r t i es and , l a te r, t he random
element of the e lect ion resul ts , a pack of p lay ing cards wi th the Aces
removed is required. Depending on the card drawn from the pack, the
s ta te o f t he pa r t i es a t t he ou tse t i s as fo l l ows :

S TAT E O E PA RT I E S CARD CUT

L A B . L E A D

CON. LEAD 6,9
1 0 , J

Q
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S e c t i o n

A t t i t u d e s o f M . P . s

I . A t t i t u d e s t o I s s u e s

Each member of a party gets seven cards, each giving his att i tude on
one of the seven publ ic issues on which the par ty wi l l fight the

election, (These issues are the same for both parties, though the sets
of cards are not the same.)

LABOUR PARTY CARDS (16 ON EACH ISSUE)

P o i n t s
N o . o f
C a r d s

E v e n l y d i v i d e d :

For Entry into the Common Market

F o r f u r t h e r n a t i o n a l i z a t i o n

I n t e n s e m i n o r i t y :

For Un i la te ra l d isa rmament by Br i ta in

For t i gh ten ing up con t ro ls on

i m m i g r a t i o n

W e a k m i n o r i t y :

A g a i n s t d e c o n t r o l o f r e n t s

Fo r deco lon i za t i on ;

a g a i n s t K a t a n g a

U n a n i m i t y :

I n c r e a s e e x p e j i d i t u r e o n w e l f a r e

s t a t e
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CONSERVATIVE PARTY CARDS (16 ON EACH ISSUE)

E v e n l y d i v i d e d :

F o r d e c o l o n i a l i z a t i o n i n A f r i c a ; a g a i n s t K a t a n g a
I n c r e a s e e x p e n d i t u r e o n w e l f a r e s t a t e

(point distribution as with Labour's
evenly divided issues)

I n t e n s e m i n o r i '

For entry into the Common Market

For t igh ten ing up cont ro ls on

i m m i g r a t i o n

W e a k m i n o r i t y ;

A g a i n s t u n d L l a t e r a l d i s a r m a m e n t

b y B r i t a i n

F o r d e c o n t r o l o f r e n t s

P o i n t s

U h a n i o i t ]

A g a i n s t f u r t h e r n a t i o n a l i z a t i o n

In the Labour there is an e lement o f fac t ional ism, that is to say the
att i t i ides of Laboiar M.P's on some issues would form a satisfactory
G-ut tnan scale. This is represented in the game by making at t i tude
on Un i la te ra l D isarmament a par t ia l p rsd ic . to r o f a t t i tude on Fur ther

N a t i o n a l i z a t i o n .

a n I J n i l a t e r e L l D i e a r m a m e n t i * © a d :

y
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" U N I L . D I S . : F O R 4 p t s ; A D D

3 p t s
2 p t s

3 pts. FOR to FURTHER NAT. score"

(up to 4 pts maximuia FOR)
2 p t s

1 pt

"UNIL. DIS.: A&AINST 2 pts; ADD 1 pt AGAINST to FURTHER NAT. score"

(up to 4 pts maximum AGAINST)
3 p t s 2 p t s
4 p t s 3 p t s

I I . W e i g h t i n g o f I s s u e s

The "satisfaction" scores of players are measured in "satisfaction
units" ("s.u.'s"). Players derive satisfaction in connection with
policies from two sources: (i) the adoption of their preferred policy
by their own party and (ii) the adoption of their preferred policy by
whichever party wins the Greneral Election. It is postulated that
different M.P, *s give different relative weights to these two factors,
and also give different weightings to both factors "together compared
w i t h t h e v a r i o u s o t h e r s o u r c e s o f s a t i s f a c t i o n .

These "two kinds of variation are introduced by having a single set of
cards for each party, one card out of which is dealt to each member of
the party. These cards instruct the recipient how to convert the
"po in ts " se t ou t on the seven " I ssue" ca rds in to s .u . ' s .

)
There is a set of 12 cards for each party. (Since this is the same
set for both parties, only one set is required if a single set of
players are to constitute the "two parties in "turn.) These 12 cards
a r e m a r k e d a s f o l l o w s :

3 c a r d s : " P A R T Y I N F I G H T E R :

POLICIES ADOPTED BY (MN PARTY, POINTS X (+ 2)
POLICIES ADOPTED BY WINNING PARTY, POINTS X (+ l)"

3 c a r d s : " N O T P A R T Y I N F I G H T E R :

POLICIES ADOPTED BY OV.TT PARTY, POINTS X (+ 1)
POLICIES ADOPTED BY l-HNNING PARTY, POINTS X (+ 2)"

3 c a r d s : " W E A K P O L I C Y O R I E N T A T I O N :

POLICIES ADOPTED BY OWN PARTY, POINTS X (+ l)
POLICIES ADOPTED BY WINNING PARTY, POINTS X (+ l)"



CONS. MAJORITY

U n a n

i m i t y
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3 ca rds : "STRONG POL ICY QRIMTATION:
POLICIES ADOPTED BY OWN PARTY, POINTS X (+ 2);
POLICIES ADOPTED BY 'INNING PARTY, POINTS X (+ 2)"

If the policy is adopted, the positive score is taken; if the policy
is not adopted, the negative score is taken. Thus, for example, a
player yftio got a "Party Infighter" card, and Tiio had an "Issue" card
reading "ENTRY INTO COMMON MARKET; FOR, 3 pts.", would score as
f o l l o w s ;

Entry adopted by own party : + 6 s.u.*s.
Entry rejected by own party : - 6 s.u.'s.

Entry adopted by election winner : + 3 s.u. *s.
Entry rejected by election winner : - 3 s.u. *s.

Obviously, if Entry is adopted by his own party and the party (whichever
it is) that wins the election, he will score +6+3 = 9 s.u. *s. If it is
adopted by his own party but not by the party that wins the election he
s c o r e s + 6 - 3 = 3 s . u . ' s . I f i t i s r e j e c t e d b y h i s o w n p a r t y b u t

accepted by the party that wins the election he scores -6+3 = -3 s.u.'s.
And if it is rejected by both he scores -6-3 = -9 s.u.^s. Thus, in
general, the amount (positive or negative) by which points are to be
mu l t i p l i ed to y ie ld s .u . *8 depends on :

(i) whether or not the policy in question is adopted by one's own party,
(ii) whether or not the policy in question is adopted by the other party,
and (iii) which party wins at the General Election.

These effects are worked out in the table on the fol lowing page for
e a c h o f t h e f o u r k i n d s o f c a r d .

I l l , A t t i t u d e s t o O b t a i n i n g O f fi c e

Some, though not all, M.P.'s are postulated to have an interest in their
party's winning at the General Election because th^ hope that they will
o b t a i n a g o v e r n m e n t p o s t i f a n d o n l y i f t h e i r p a r t y w i n s . S t r i c t l y

speaking, the score in s.u.'s from this source that is represented by
the party 's winning the elect ion is made up of two elements:

(i) the amount of satisfaction that the M.P. thinks he would
d e r i v e f r o m a c t u a l l y o b t a i n i n g o f fi c e , a n d

(ii) the strength of his expectation that if his party did win the
e lec t ion he wou ld be g iven o ffice h imse l f .

For convenience, these two elements are run together on a single card,
to give a single score in s.u.'s representing the satisfaction the M.P.
th inks he would der ive f rom obta in ing o ffice d iscounted by the probab i l

i t y o f h i s f a i l i ng t o be g i ven o f fice even i f h i s pa r t y does w in t he
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1 to read "MARGINAL SEAT, FALLS TO 2fc SWING: VALUE = ± 10 s.u.'s"
1 to read "MARGINAL SEAT, FALLS TO 3% SWING: VALUE = + 10 s.u.'s"

and 1 to read "MARGINAL SEAT, FALLS TO SWING: VALUE = * 10 s.u. *3"

I f an M.P. reta ins h is seat at the General Elect ion, he scores +5, +10
o r + 1 5 s . u . ' s ; i f h e l o s e s i t h e s c o r e s - 5 , - 1 0 o r - 1 5 s . u . ' s .

A seat may be los t in two ways . The fi rs t i s tha t i t may be los t due
t o r e s i g n a t i o n o r e x p u l s i o n f r o m o n e ' s o r i g i n a l p a r t y. T h e r u l e s a b o u t
th is are set out below in the sect ions on "Crossing the Floor" and

"Independents". The other way of losing one's seat applies only to
those who are dea l t a "Marg ina l Seat" card and are s t i l l w i th the i r

o r ig ina l pa r ty a t the end o f p lay. A p layer v i t i o ge ts a ca rd say ing

"Marginal seat, falls to 2fo swing" loses his seat if there is a swing
against his party in the General Election of 2% or more; otherwise he
retains his seat. (And so on.)

If a playet: is dealt a "Minister/Shadow Minister" card as well as a
"Marginal Seat" card, the former is allowed to modify the effect of the
l a t t e r t o t h i s e x t e n t : p r o v i d e d t h a t h i s p a r t y w i n s t h e G e n e r a l
E lec t ion he is to count as re ta in ing h is seat , even i f the swing aga ins t
h is par ty i s equa l to o r g rea te r than tha t to wh ich h is sea t i s vu lner
a b l e . T h e r a t i o n a l e o f t h i s i s t h a t i t i s s u p p o s e d h i s p a r t y w i l l

find him another seat in place of " t t iat he has lost , so long as i t gets
a m a j o r i t y .

V . D i s c l o s u r e o f A t t i t u d e s

Players turn face up al l the cards they are dealt except the seven cards
d e fi n i n g t h e i r p o s i t i o n o n t h e s e v e n i s s u e s . H o w f a r t h e y a r e t o
d isc lose the contents of these is determined by a "Disc losure" card,
one o f wh ich is dea l t to each p layer. There are 12 cards for each

party. (if only one party at a time is to be simulated, only one set
of 12 cards is needed.)

1 " D I S C L O S U R E : O P E N B O O K "

1 0 " D I S C L O S U R E : S TA N D A R D "

1 " D I S C L O S U R E : N E ? / M E M B E R "

A player who receives a "Disclosure: Open Book" card turns his seven
"Issue" cards face upwards.

Other players keep their seven "Issue" cards face downwards throughout
the game. Such a player is not al lowed to show these cards to any
o t h e r p l a y e r , e v e n i f h e w o u l d l i k e t o . N o r c a n h e u s e a l i n e o n h i s

credit sheet (see below) in order to guarantee the truth of his
asanj^.ifuis ahoiit tho twntont of fchfiee <vni^3a: p»ib.lio promises (i.e.
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promises with sanctions) can be made only in respect of future behaviour
- not in respect of attitudes. (Of course, any player may make private
- non-enforceable - promises about the contents of these cards.)

T h e d i f f e r e n c e b e t w e e n " S t a n d a r d " a n d " N e w M e m b e r " o e i r d s i s t h a t t h e

possessor o f the la t ter is not a l lowed to prov ide any guaranteed
information about the content of his issue cards. (This does not, of
c o u r s e , m e a n t h a t h e c a n n o t t e l l t h e t r u t h a b o u t t h e m ; b u t h e c a n n o t

prove that it is the truth.) The possessors of "Standard" cards,
however, have to fill in correctly a section of the "Credit sheet" (see
below) which requires them to indicate whether they are FOR on each
issue; they may not provide any other information (e.g. the actual
po in t va lues invo lved , o r whe ther i f t hey a re no t " fo r " th i s i s because
they are "against" or because they do not derive any score from the
issue in question).

SECTION OF CREDIT SHEET
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S e c t i o n

T h e D e c i s i o n - M a k i n g P r o c e s s i n t h e P a r l i a m e n t a r y P a r t i e s

Play is started by a time-keeper (who may be one of the players) after
the cards have been dealt out and the players have (where relevant)
filled in the section of their Credit Sheets that gives their attitudes
(whether "For" or not) on the seven issues. The M.P,'s of the party
must settle their election programme (i.e. the parliamentary party's
stand) on each of the seven issues by the end of a pre-determined
period (e.g. 2 hours) from the time that play begins. After the pro
gramme has been sett led, play continues for a further two minutes.
The words "settling the programme" are left deliberately vague, because
the method by which this is to be done varies from one party to the
other. In the Labour Party each issue is voted on separately (with
open voting), and the majority view prevails. (The player with the
Minister/Shadow Minister card has a casting vote.) The order of voting
is to be settled in advance, also by majority voting. In the
Conservative Party, the player who is dealt the "Minister/Shadow
Minister" card is the Leader of the Party. He decides personally what
the programme is to be, so long as he is Leader. If and only if he
is expelled, he ceases to be Leader and some other member of the party
is elected in his stead. (This player now gives obtaining office a
discounted value of + 30 s.u.'s.)

If the Labour M.P. with Minister/Shadow Minister card is expelled,
another member is elected in his place. This member now gives obtain
ing office a discounted value of + 30 s.u,*s but (like the original
Minister/Shadow Minister) has no special powers, except for a casting
v o t e t o b r e a k t i e s .

The object of each player is to maximize his score in s.u. 's at the end
of the game. Since most players will derive s.u.'s from getting
certain policies adopted rather than others and from their party's
winning the election (each of these being both directly beneficial and
means to each other) a complex bargaining situation exists. Certain
formal moves are catered for in the game, as follows;

" P a r t y D i s u n i t y " C a r d s

Each player is deal t a "Party Disuni ty" card for each of the seyen

issues, reading "COMl^ON MARKET: PARTY DISUNITY" etc. One or more of
these cards may be played (by placing it in a central pool for that
party) at any time during the period of play - i.e. until two minutes
after the programme has beenr settled. Qncj& played such a card cannot
h e t a V e n b a / d c
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HLaying a "Party Disunity" card increases the probability that the
Party Conference will disagree with the stand on the sane issue taken
by the Parliamentary Party (Labour) or the Leader (Conservative).

I I . ' n i f e a k L e a d e r s h i p " C a r d s

Each player is dealt one "Weak Leadership" card, and one "Weak Leader
ship - Charge Withdrawn" card. A "Weak Leadership" card may be
played (by putting it in the party's central pool) at any tine during
the period of play. If a "Weak Leadership" card has been played, the
same player may subsequently withdraw i t , but he must then substi tute
in i t s p lace h i s "Weak Leadersh ip - Charge Wi thd rawn" ca rd . I f t h i s
double manoeuvre is carried out during the period of play before the
party programme is settled, the player nay (in the closing two minutes,
after the programme is settled) play his "Weak Leadership" card a
second t ime. In th is event , the "Weak Leadership - Charge Withdrawn"
card stays in the central pool, and the second playing of the "Weak

Leadersh ip " ca rd i s a l so i r revocab le .

The effect of a "Weak Leadership" card in the party's central pool at
the end of play is to produce (pro tanto) a swing against the party.
A "Weak Leadership - Charge Withdrawn" card has a similar effect but
o f on l y ha l f t he s i ze .

} u l s i o n a n d H e s i t a t i o n

In the Conservative Party, any member may be expelled at any tine by the
Leader, except that any member of the party may make a counter-proposal
that the Leader be expelled instead. The person ?iiom the Leader wishes
to expel and the Leader himself may both vote on this proposition, and,
if it is carried, the Leader is expelled but not the person the Leader
wished to expel. Any member nay at any time propose that the Leader
be expelled, and until this is voted on the Leader's ex officio powers
(including expulsion) lapse. If the Leader is expelled, the member
elected to fi l l the vacancy takes over a l l the powers o f the Leader.

In the Labour Party, members may be expelled by majority vote. (The
member in question nay take part in the voting.)

An M.P. may be re-admitted to one of the parties by the procedure that
the party uses for expulsion (i.e. the Leader's decision in the Con
servative Party and majority vote in the Labour Party). There is no
limit on the number of times an M.P. may be expelled and re-admitted.

A member of a party nay resign from it at any time during the period of

play. He may be subsequently re-admitted as in the previous paragraph.

While, an M.P» is not .a .7neral>or of" a. political party be oaunot play
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"Party Disunity" and "Weak Leadership" cards. He has to take back
those that he has played while a member of the party. Only members of
the party at the time can vote on the party programme.

Players who are not a member of either party at a certain t ime are
Independents. A p layer who is an Independent at the end of the per iod
of p lay scores the appropr ia te number of s .u .^s for the adopt ion of
the posit ions -Uiat he favours on the issues by the party that wins the
Genera l E lec t ion . He canno t sco re any th ing fo r the adop t ion o f h i s

preferred pol icies by his own party, because he does not have one. He
automat ica l ly loses h is seat a t the Genera l E lect ion, and thus a lso
f a i l s t o o b t a i n o f fi c e .

An M.P. who is st i l l a member of his or ig inal party at the end of the

period of play, but who has been expelled from it or has resigned from
it at some t ime during play, scores only one half of his maximum s.u. 's
f rom obta in ing o ffice, even i f he keeps h is seat a t the Genera l E lec t ion,

(if he loses his seat, though, he deducts the full s.u. score for
obtaining office.) An ex-Minister/Shadow Minister who is re-admitted
loses the immuni ty to los ing h is seat that he had previously enjoyed

provided his party won the elect ion; and he scores +15 or -30 depending
o n w h e t h e r h e r e t a i n s o r l o s e s h i s s e a t .

I V . C r o s s i n g t h e F l o o r

When the British Party Game is being played by two teams simultaneously

(representing the two parties) an M.P. who is expelled, or resigns, from
one party may apply to jo in the other. The same procedure is used by

the party he wishes to jo in to determine vdiether h is appl icat ion succeeds
as is used by it in order to expel members.

I f , at the end of the period of play, an M.P, is a member of the opposite
party from that in which he started, he computes his score on the Issues
in just the same way as if he were still in his original party, though
of course he now counts his "own" party as his new one. As far as

reta in ing a seat in Par l iament is concerned, he d isregards the "Safe
Seat" or "Marginal Seat" card that he was dealt with and instead gives
himself a one in three chance of being reti irned as an M.P, of his new

party. (i.e. he rolls a die and is retiirned if he gets a 5 or 6.) If
he keeps h is seat , he a lso scares hal f the pos i t ive va lue of h is va lue-
o f - o f fi c e u n i t s ; o t h e r w i s e h e s c o r e s t h e f u l l n e g a t i v e a m o u n t o f h i s
v a l u e - o f - o f fi c e u n i t s .

(Note; Records of Moves

A few record cards are kept in reserve so that players can keep track of
moves that a ffec t the par ty 's chances in the e lect ion but do not invo lve
t h e p l n j ' i n / r f x f G a f d R a i ' e a s f o l l . o w s :
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(i) "MEMBER BXPBDLED/RESIGNED"
(ii) "EX-MEMBER READMITTED TO PARTY"

(ill) "EX-MEMBER OP OTHER PARTY ADMITTED"

It is the responsibility of the Minister/Shadow Minister of a party to
put the relevant cards into his party*s pool along with the individual
cards that have been plajred. It should be observed that if a (ii)
is put into the pool, a (i) may be removed from it. But a (ii) once
played cannot be subsequently removed, even if the same player is
expelled or resigns again. If an M,P, joins tiie opposite party but
is then e3i5)elled or resigns, the (iii) card is kept in the party*s pool,
but a (i) has to be added to it.)

V , P a t r o n a g e

The player in each party with the "Minister/Shadow Minister" card is
allowed to draw one "PATRONAG-E" card from a centreQ. pool, (With
10-12 players to a team he may draw two,) These cards may be given
to any Ministerial Hopeful (whether strongly or weakly motivated) in
his own party. The effect of this is to increase the discounted value
that the recipient attaches to obtaining office from + 5 s,u.*s to
+ 10 s,u.*s or f rom + 13 s,u,*s to + 23 s,u, 's .

If the recipient of a "Patronage" card is expelled from or resigns from
the party whose Minister/Shadow Minister has given him the card, he
must give it back. The Minister/Shadow Minister can then re-use it
i f h e w i s h e s .

If the Minis ter/Shadow Minister is expelled from his party, his
"Patronage" cards (whether already assigned or not) are given to the
newly-elected Minist-er/Shadow Minister, vdio may dispose of them as he
w i s h e s ,

V I . F a v o u r s

Each players starts the game with four "FAVOUR CONFERRED": +2 s,u, *s"
cards. These may be given to any other player (whether he is a member
of the same party or not) at any time during the period of play. A
player ndio receives a "Favour Conferred" card may at any time give it
away again, A player may give away any number of "Favour Conferred"
cards to the same player at one time.

At the end of the game, each player adds to his final score 2 s.u,'s for
each "Favour Conferred" card in his possession, including any that he
has not used since the start of ttie game, (Thus doing favours in
e f f e c t c o s t s 2 a ^ u , * s , )



- 1 7 -

VII> Promises (or Threats)

At the start of the game, each player is issued with a Credit Sheet.
This contains ten lines on each of vdiich the player can write a piiblic
promise, on which his credib with other M.P.'s is staked. A player
may stake any number of s.u. *s on any promise, subject to the overall
limitation that the number of s.u. »s staked in the course of a game
shall not exceed 50. If the promise contained on a certain line is
broken by the player making it, the player writes "PORFEIT" in the space
provided, and the number of s.u.'s he has staked on the promise is
deducted from his score at the end of the game.

Promises are not, strictly speaking, made ^ other players; they are
public statements of intent upon which the player stakes his reputation
for keeping his word and thus his future credibility. A promise may
be made concerning any legitimate move in the game: thus a player may
promise to vote for or against a given policy, or to abstain on it
(a promise may be made about only one policy to one line on the Credit
Sheet); he may promise to play or not to play a "Party Disunity
card, a "Weak Leadership" card, a "Weak Leadership - Charge Withdrawn"
card, a "Patronage" card, or one or more "Favour" cards (with the
exception of the last, a player may make a promise about only one card
per line); he may promise to vote a certain way on some intra-party
issue such as expulsion, re-admittanoe or order of business; or he may
promise to resign, apply for admittance to a party etc. (or not to do
so). The carrying out of these promises may (and usually will) be
made contingent upon some specified behaviour of ancrtjiar player or other
players, a certain proposal*s getting a majority or failing to do so,
and so on. These contingencies should be set out in the terms of the
promise.

Promises can be made only by a member of a political party; Independ
ents cannot make promises. If a player is expelled from or resigns
from his party any promises that he has made which have not already
been broken are cancelled. (in other words, all promises that do not
already have "Forfeit" beside then have "Cancelled" written beside
them.) These lines may not be re-used if he subsequently joins a
party; nor are the promises re-activated if he rejoins his original
party. However, any unused lines become available again if he
beoomfts a member of a political, party later.



Sample Credit Sheet (top half only):

P a r t y

PROMISE
N o . o f R u n n i n g W h e t h e r
s . u . ' s t o t a l S t a k e
s t a k e d o f i s

s . u . ' s F o r f e i t
s t a k e d

F O R F E I T

5 23
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S e c t i o n

P a r t y C o n f e r e n c e D e c i s i o n s

Af ter p lay has ended for both par t ies , the dec is ions of the par ty con

ferences on the seven issues are determined by throws of a die. Other

things being equal, the probability that the party conference will
disagree with the parliamentary party on an Issue (with deleterious
consequences for the party in the G-eneral Election) is greater the
more "Party Disunity" cards have been played on that Issue. (in other
words, the party conference is more intractable if the parliamentary
leadership is divided.) However, it is also postulated that on most
of the Issues the par ty conference w i l l have a bu i l t - in b ias towards
one s ide or the o ther, so the e ffec ts o f Par ty Dis iu i i ty cards are

s u p e r i m p o s e d o n t h i s i n i t i a l b i a s .

The fractions given in the table are probabilities of the party con
ference's accepting the decision of the parliamentary party; and this
is shown to depend on what that decision is and on how many Party

Disunity (P.D.) cards have been played on that Issue. Where "1" is
shown this means that under the given circumstances the parliamentary
party's policy is certainly accepted by the conference.

E x a m p l e : t o p l e f t f r a c t i o n . I f t h e P a r l i a m e n t a r y L a b o u r P a r t y d e c i d e s
"Yes" on seeking entry to the Common Market and no Party Disunity cards
have been played, there are five chances out of s ix that the Labour

Party Conference wi l l a lso vote "Yes" on the Issue.

With 8 or 9 players to a team, subtract one Party Disunity card from
the number actually played to get the number to be read in the top of
the table. (i.e. count 1 as None, 2 as 1, and 3 as 2.) With 10, 11
or 12 players, halve the number of Party Disunity cards actually played
to get the number to be read in the top of the table. (i.e. count 1
as None, 2 or 3 aa 1, and 4 or 5 as 2.)
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S e c t i o n 6

C a l c x i l a t i n g t h e E l e c t i o n R e s u l t

I . N o n - r a n d o m S w i n g

The non-random swing at the G-eneral Election depends on the extent to
which one party is superior to the other in satisfying the electorate.
It is postulated that the electorate has a taste (a) for certain policy
decisions and (b) for parties which are not torn by internal conflict,

(a) Policy-based Swing

If the two parties adopt the same stand on an Issue (both For or both

Against) there is no policy-based swing on that Issue, If, however,
the parties take an opposite stand on an Issue, the party that takes
the side supported by the greater weight (intensity x number) of
sentiment among the electorate gains a certain size swing, as follows:

I S S U E

1. Entry into Com.Mkt.

2. Tighten up immig,
3 . I nc r, exp , on we l f a re s ta te
4 . D e c o l , i n A f r i c a

5. Unil , disarm, by G-.B,
6 . N a t i o n a l i z a t i o n

7 » R e n t d e c o n t r o l

PARTY STAND

A g a i n s t

S 7 O T G T O

0.3fc

N o e f f e c t o n r e s u l t

A g a i n s t

A g a i n s t
A g a i n s t

0.9?S

0.6^c
O.Tfc

Thus, for example, if the Parliamentary Labour Party decides against
Entry into the Common Market while the Parliamentary Consei*vative Party
decides in favour, this produces a swing to Labour of 0,3^.

(b) Conflict-based Swing

(i) Each "Weak Leadership" card in the Conservative pool counts
O.Sfo (0,3%) against; each "Weak Leadership" card in the Labour pool
counts 0,4^ (0.2^) against.

(ii) Each "Weak Leadership - Charge Withdrawn" card eounts 0.3^
(0,15^) against the Conservative Party and 0,2^ (0.1%) against the
Labour Party.

(iii) Each "Member Expelled/Resigns" card in the pool counts 1,0^
(0,3%) against the party,

(iv) Each "Member Re-admitted" card counts 0.5^ (0,25%) against the
p a r t y .

(v) Each "Member of other party: s^mitted" -card- counts (0,23%)
f o r p a r t y d n . ; n ^ t h e a d m i t t i n g .
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Note: in the above, (i) - (v), the percentages in brackets are to be
taken where there were 10, 11 or 12 players in the party at the start
o f t h e g a m e .

(vi) Disagreement between the decision of the Parliamentai*;/ Party
(or the Leader) and the Party Conference counts 0.6^ against the
Conservative Party and 0.9% against the Labour Party.

I I . R a n d o m S w i n g

Net non-random s?d.ng is obtained by calculating the net swing to each
party (counting swing against as negative swing to) and subtracting the
s m a l l e r f r o m t h e l a r g e r .

E x a m p l e
LABOUR

I S S U E - B A S E D S i a m

C O N F L I C T - B A S E D

SWING-

( i )
( i i )

( i i i )
( i v )
(v)

( v i )

CONSERVATBrE

- 0 . 1 5

S W I N & T O : + 0 . 1 5

NET NON-RANDOM SWING TO CONSERVATIVES = 0.85%

To arrive at the overall swing in the General Election, a random element
is added to this figure, representing fortuitous factors such as the
state of the economy, election scares, advertising successes etc. This
random swing is obtained by cutting a pack of cards with the Aces
removed, as fo l lows:

SWING TO LABOUR 2% Hearts or Diamonds

2 o f a n y s u i t



SWING TO CONSERVATIVES
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0.2 Clubs or Spades

Examp le :

( Net non-random swing to Conservatives
> Random swing to Labour

Overal l swing to Conservat ives

To nearest one percent = 1.0^

I I I . W h i c h P a r t y W i n s

To see which party has won the General Election all that is necessary is
to adjust the Initial State of the Parties by the swing. It should be
remembered that, since a ^fo swing represents a gain of one voter in a
hundred for one party and an equivalent loss for the other party, a
swing towards a party changes the state of the parties by 2^. For
example, if at the beginning of the game the Labour Party had a lead of
5^ over the Conservative Party, a swing of to the Conservatives
would produce the result that the Labour Party led by IF "the
Labour Party had led by only a swing to the Conservatives would
have put them in the lead by

Copyright 1966 B.M. Barry


