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Glossary:

RPG - RolePlaying Game

GM - “Game Master” - the person who runs the games and makes rulings (the course 
instructor, in our case)

PC - “Player Character” - a game character whose actions are decided by a player

NPC - “Non-Player Character” - a game character whose actions are decided by the 
GM 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Why add new rules to an existing game?
The modified Fate Core system that is presented here is flexible enough to allow for 
both increased realism and ease of simulation.  Later we will have a game for each but 
first an explanation:

Increased Realism: Adding a game mechanic that determines how conflicts are 
resolved allows for the real skills of the real characters to be included and for the actual 
power and ability balances to be more accurately represented.  JFK or Winston 
Churchill would be the most dominant presence in a room - these game mechanics 
allow that.  Colin Powell or Henry Kissinger would provide persuasive insight into a geo-
political situation that few others could but that ability is a dice roll away for a player in 
this game.

Ease of Simulation:  Sometimes the decision making and conflict are the real stars of 
the game and the real reason why instructors want to run a game.  For example, doing 
a game about Three Mile Island might be more about the decisions than it is about the 
science or nuclear engineering.  This game system allow expertise to be represented by 
a + modifier and used by a dice roll, allowing the focus to stay on the decision making 
and problem resolution rather than the scientific minutia.

Introduction
This workshop is about creating a classroom environment that better supports learning.  
I can list all of the things involved in that (e.g. engagement, challenge, depth, etc.) but 
the point here is to create an immersive environment that is challenging, rewarding, and 
delightful to both student and educator via tools that attendees of this convention know 
to be effective.  This workshop will explore game and role-playing techniques that have 
been proven to be effective in teaching ,  and to find a way around constraints on 1 2

creativity (and, thus, around self-monitoring), even in participants who self-identify as 
uncreative .  Hopefully your presence here indicates that you are on board to using 3

RPGs in the classroom, or at least not hostile to it, so we won’t spend a lot of time 
justifying the efficacy of the approach.  If you are even a bit skeptical, think about how 
all games that have a following - board game or RPG - are successfully getting people 
to spend hours of their time learning and playing.  They are definitely onto something.

Motivation
Meetings, hearings, and committees are often where some of the most important 
decisions are made.  The complex dynamics in those situations are due to a 
combination of the individuals present, the interaction between them, and outside forces 
that influence the individuals making the decisions.  Allowing students to not only play 

International Education Studies, Vol. 8, No. 6, pp. 211-216, 20151

Minds on Fire, How Role Immersion Games Transform College, Carnes, Mark C., Harvard 2

University Press, 2014

PLOS One, February 1-, 2016, DOI:10.1371/journal.pone.01425673
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the role of a historical figure in such a situation but also to allow them to utilize some of 
the same strengths and experience some of the same weaknesses provides students 
with insight that is greater than they could achieve by reading a historical account.  It 
also provides instructors with the opportunity to explore counter-factual situations and 
“what if?” scenarios.  

The Fate Core role-playing game (RPG) has game mechanics that are well suited to 
resolving the conflicts that arise in, and often set the course for, meetings.  They are 
also well suited to utilizing student effort to impact game dynamics, allowing instructors 
to give benefits to the characters that play an in-game character (commonly called a 
“Player Character”, abbreviated to PC in RPGs).  The student can write reports that 
define or justify the capabilities of their in-game persona (their PC) as well as having 
their in-game actions add to their PC’s capabilities.

Before discussing the Fate Core system and its mechanics, it is important to discuss the 
primary game feature of the Fate system, the specially designed six-sided dice called 
“Fudge Dice.”  Fudge dice are six-sided dice that replace the traditional 1-6 numbers for 
two “+” symbols, two “-“ symbols, and two blank faces (see Figure 1 below).  The “+” 
faces add, the “-“ faces subtract, and the blank faces do nothing, so the result of the roll 
in Figure 1 is +1, +1, -1, 0 for a result of +1+1-1+0=+1.  The advantage of these dice is 
that the results strongly favor a zero result, meaning it is the PC’s abilities that 
determine the outcome more than the dice.  PCs have abilities that give them their own 
+ or - modifiers, so the result is that the PC’s abilities more strongly define the outcome 
rather than the randomness of a dice roll - not that randomness doesn’t add something 
to the simulation.  The additional benefit to rolling dice to determine the outcome of an 
event or a conflict is that everyone can see the result - the dice roll - so there is typically 
little discussion of fairness or accusation of bias. 

Figure 1: Fudge Dice

Game Mechanics
The PCs in Fate have Skills, Aspects (to be used in conjunction with Reputation 
Points), and can suffer from Mental Stress.  See the Modified Fate Character Sheet, 
Figure 2.  Each of these modify the dice roll by adding or subtracting to the dice total 
with the instructor/game master (GM) determining the outcome and its magnitude (e.g. 
a strong success or a minimal failure).
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Competitive Dice Rolls
Most of the dice rolls in-game will arise from conflict between 
two (or more than two players).  When a conflict arises, the 
players define what Skills they are using and any Special Skill 
Abilities (to use the associated + modifiers) and any Aspects 
they are invoking (to be able Figure 2: Modified Fate Player 
Character (PC) Sheet to use a +2 bonus for each Reputation 
Point) and then they all roll.  

Figure 2: Modified Fate Player Character (PC) Sheet

Each player adds their PCs modifiers and the attacking player - for example the player 
who

chose to use their +2 Intimidate Skill - subtracts the defending players score from their 
own.  
The result is based on the table to the left (and is also on each PC sheet).  For example, 
lets say an attacking PC uses their +2 Intimidate skill and rolls +,-,+,+.  The roll total is a 
+2 and adding their skill (+2) gives a total of +4.  The defending playing has a +1 
Stubborn Skill that they use to defend and they roll a +1,0,0,-1.  The roll total is 0 and 
adding their skill (+1) gives a total of +1.  Subtracting this from the attacker +4 gives a 
result of +3.  Consulting the table shows that that the defender is convinced - they are 
won to your side and will support your argument.  The same approach can be used with 
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multiple attackers and defenders; just combine their dice rolls and compare the results 
to the table.

Dice Rolls Against the Game Master
If a PC would know something useful or provide analysis in-game, the player can use 
the associate Skill or Aspect to roll.  The GM then uses the dice roll and modifier to 
determine how well the PC would know that information or their ability to correctly 
analyze a situation.  A 0 is no ability, a +1 is some and a +5 is perfect information.  This 
is usually the GM providing historical information or allowing the PC to use historical 
information that they might not otherwise have.

Skills
The skills are used most commonly and are ranked based on their impact on the dice 
roll, with “Superb” adding +5 to the Fudge dice roll and “Average” adding a +1.  the 
instructor can decide the common PC skills for the game based on the scenario.  The 
skills I commonly use in my games:

- Intimidate
- Persuade
- Reason
- Stubborn (defensive only - to represent someone who is not easily convinced)
- _____ Jargon (to represent the use of discipline specific speech to confuse 

others, i.e. “Business Jargon” would be using business terms, e.g. “annualized 
rate of return” or “value proposition”, to confuse others and win an argument)

Each skill has a of these having a dice roll modifier based on the PC’s ability with that 
skill:

- Superb: +5
- Great:          +4
- Good:          +3
- Fair:             +2
- Average:     +1

If their Skill is approximately the same as anyone else in the game, no Skill modifier is 
given.  So having an average Persuade Skill would grant you a +1 in an attempt to 
persuade another while a Good Persuade Skill would be a +3.  The GM can provide 
these skills based on how each PC matches up to the others.  I typically assume that 
only Skills in addition to average of the other PCs involved in the game are given a Skill 
bonus.  If you are involved in politics, you probably have well-developed persuasion but 
some have additional persuasive strength, so the Skill modifier allows them to use that 
in-game.  An additional option is to provide a -1 or -2 modifier to represent weaknesses. 

Skills allow each player to know the strengths of their PC and to think about how they 
can use them in-game.  This is also an opportunity for the GM/Instructor to allow 
students to define their own PC skills by justifying them with research.  Also, if people in 

�6



real situations would know the strengths and weaknesses of those around them, I 
provide each player with a list of the PC’s Skills.  This is left to the discretion of the GM/
Instructor.  Most PC specific abilities can be resolved with Aspects but exceptional talent 
that was widely used by a historical PC could be granted as a Skill.

Special Skill Abilities
In Fate, these are called Stunts - they are the special uses of Skills that are uniq to 
each PC.  This allows each PC to be slightly different in the way they use their skills, 
allowing for truer representation of real-life characters.  It also allows the GM to reward 
players who present evidence as to why their PC can use their Skills in unique ways.  
For example, a strongly Stubborn PC - one with a +3 Stubborn modifier - might have 
been known to make convincing arguments with their stubbornness to convince others, 
e.g. Winston Churchill.  So they have a Special Skill Ability of “Convincingly Stubborn.”  
Normally Stubborn is a defensive only capability but the Special Skill Abilities for this PC 
allows them to use it to attack other players.

Aspects
These are attributes specific to a PC or capabilities that are unique to them that can be 
invoked in game situations that require or involve that aspect, as ruled by the GM, the 
player can use a Reputation Point (defined below) to add +2 to their fudge dice roll or 
re-roll (player’s choice) but with the advantage that the player may spend only one or all 
of their PC’s Reputation Points.    For example Ronald Reagan is often referred to as 
the “great communicator”, so that could be an Aspect for his PC, allowing the player to 
invoke it in game, for example when explaining his position on an argument, to get a +2 
to his roll result or to re-roll.  Another example, Henry Clay was often called the “Great 
Compromiser”, so giving a Henry Clay PC that aspect would grant them additional 
abilities when in-game situations call for or can be resolved by compromise.  Aspects 
are much more specific than Skills and can only be invoked in very specific situations; 
this gives the GM freedom to allow players to define several of them without concern 
that they will imbalance the game.  They also help the players to understand their PC 
and to define their in-game behaviors.

Reputation Points
Reputation Points are the same as Fate Points - they allow a re-roll to a dice roll or add 
+2 to the results of a roll if they are used with an Aspect (above).  In this game 
approach, they represent the PCs reputation among the other PCs and also how 
confident they are in the game situation.  They can be gained at the GM’s discretion - 
usually when a player pulls off a difficult task or a clever strategy but also for a great 
oratory or for doing good background research. They can also be given to a PC when a 
GM uses one of their Aspects against them and they allow it; this represents a PC 
enduring their weaknesses for the common good.

Distribution of reputation points is at the GM’s discretion and are usually signified by 
giving players a number of poker chips equal to their Reputation Points.  Usually two 
or three Reputation Points are provided to more powerful and well respected PCs, one 
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to those of some renown, and none to average players.  This is unfair but it is also 
realistic - not everyone in a meeting or hearing is equal!  Distributing them in-game 
should be based on how they are being used.  If they are being hoarded for a 
showdown, the GM might want to hold onto them.  Remember that they are only 
effective when used with Aspects and with a reasonable argument as to why the 
Aspect applies in the situation.

Mental Stress
Each PC can tolerate two points (occurrences) of mental stress - any more forces them 
to leave the game for a set number of rounds.  Typically a PC has to take no action on 
the round that they receive their second point or the round after if it is self-inflicted.  
Mental stress happens to the initiator of any failed attack, e.g. Intimidation and can also 
be caused to the target of a successful attack. It is designed to add a realistic element 
and can be used to drive out an opposing PC or can cause someone who is trying to 
use force to intimidate others to lose their cool and leave as well.  

Players can also, at the GM’s discretion, use Reputation Points to reduce Mental 
Stress.  An additional option is to start PCs with one point of Mental Stress to represent 
stress from previous situations or from outside forces like family, constituents, etc.  The 
game works well without the Mental Stress mechanism but I have found that it adds an 
additional layer of realism to the game.

A Final Note about the Fate Core RPG
The great news about using a widely used RPG system is that there are many 
modifications to this system that will give you many terrific ideas for additional 
mechanics.  The great thing about Fate is that all of the core rules and many other items 
are available for free or at a small fee.  See evilhat.com or search “Fate Core” on 
drivethrurpg.com.  I highly recommend buying a copy of the Fate Core Book as well 
as the Fate System Toolkit for additional terrific ideas.  They are available at 
evilhat.com, your friendly local game store, or at Amazon.
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On to the Games!
To show the utility of the Fate system, attached are two 
games using the system; one that uses a history microgame 
(“Eyeball to Eyeball” about the Cuban missile crisis) and 
another that illustrates the ease of simulation (“YS: Safety 
and Speed” about an automotive design meeting for a 
vehicle similar to the Corvair).

I would like to warmly thank Ray Kimball and Kimberly 
Redding for giving me to use permission to use portions of 
their game about the Cuban missile crisis “Eyeball to 



Example of Increased Realism using the Microgame:
Eyeball to Eyeball

by Ray Kimball and Kimberly Redding
Version 2.0

(used with author’s permission - full game available at rttp.org)

To demonstrate the utility of this approach, let’s modify the game Eyeball to Eyeball, a 
game about the Cuban Missile Crisis, to allow for play using the modified Fate rules.

Example PC Generation: President John F. Kennedy
We will use the character information from the JFK character sheet from the “Eyeball to 
Eyeball” game, let’s create the Fate PC sheet for John F. Kennedy.  We will first define 
his Skills:

Skills
The skills we’ve defined for this game are:

The Fate Core book has recommendations for the number of skills on page 46 of the 
Fate Core book.  Overall, they recommend a “pyramid” set of skills with one skill at 
Great, two at Good, and so on.  As we have fewer skills than a typical Fate game and in 
order to keep things somewhat balanced, I recommend using, for most game and most 
PCs:

This is a good template for most PCs in the game.  However, this is the President of the 
United States - and the youngest and most revered - so adding a Great (+4) skill would 
be in order.  Having a unique skill for the President (and possibly a General or two) 
because of his rank and status is also appropriate, so let’s define his Great Skill as 
“Leadership.”  The player will need to define how they are using the skill, so it is ok to 
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Skill Pyramid:
- One Good (+3) 
- Two Fair (+2)
- Three Above Average 

General Game Skills:
- Intimidate
- Persuade
- Reason
- Stubborn
- _____ Jargon (Based on PC 

expertise)
- Clarify Situation

- Negotiation
Game Skills for “Eyeball to 

Eyeball”:
- Political Strategy
- Military Strategy
- Political Expertise
- Military Expertise
- Military History



give a few of the stronger characters vaguely worded skills that allow a creative player 
to use them when they know the character well.

Adding in the remaining skills in the typical pyramid:

with “Persuade” taking the Good (+3) spot due to JFKs charisma.  He was both a 
statesman and a politician, so let’s put “Reason” and “Intimidate” in the Fair (+2) spot 
and “Subborn”, “Clarify Situation”, and “Confuse Person” in the Above Average (+1) 
positions.

Don’t hesitate to freely substitute skills for those listed here and don’t worry too much 
about the exact score for each Skill - the Aspects and Reputation Points will provide 
plenty of opportunity for the GM to balance the game.  Having PCs with different Skills 
is a positive, so try to have different Skills in the Good and Fair categories.  You can 
also make determining the PC’s Skills a course assignment, requiring justification for 
each Skill and the associated modifier.

Finally, to resolve a game more quickly, the GM can eliminate a skill once it has been 
used or allow it to be used a limited number of times.  This prevents the more 
powerful PCs from overpowering the less powerful PCs.  This also reduces repetitive 
arguments and move the game along.  These objectives can also be achieved by 
requiring players to justify their Skill uses for each Skill roll attempt and requiring a 
source for the information.

Aspects
The Fate Core book on page 36 recommends the following about aspects:

“Aspects need to be both useful and dangerous—allowing you to help shape the story 
and generating lots of [Reputation Points]—and they should never be boring. The best 
aspect suggests both ways to use it and ways it can complicate your situation. Aspects 
that cannot be used for either of those are likely to be dull indeed.  Bottom line: if you 
want to maximize the power of your aspects, maximize their interest.”

It is also recommended that they be short.  With that in mind, based on JFK’s game 
sheet, I have defined aspects as
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“Young”, “Charismatic”, “Uncertain”, “Idealistic”, and “Strong on Communism.”  Most 
historical accounts will provide similar short descriptions that can be used as Aspects.  

Aspects are both the primary strengths and primary weaknesses of the PC.  Aspects 
require Reputation Points to use or are used by the GM to award Reputation (both as a 
reward for enduring negative Aspects and as a recognition of using a negative Aspect in 
a humble way).  Aspects and Reputation Points are the primary mechanism for the GM 
to influence the game.  For example, the GM could determine that the Uncertain Aspect 
would cause JFK to hesitate and to look weak to his staff and reward the player with a 
Reputation Point, possibly to represent the PC’s resolve to not repeat that 
embarrassment.  Alternately, the GM could reward a Reputation Point to a player who 
points to the Uncertain Aspect when asking for their General’s advice.  No dice roll 
would be needed here - the reward is for role-playing their PC.  

So Aspects justify both the spending of Reputation Points by the PCs and the 
rewarding of Reputation Points for accurate role-play.  Each Reputation Point 
provides the player with the ability to re-roll or add +2 and the player can choose how 
many they would like to spend; this combination makes them powerful indeed.  The GM 
can also award Reputation Points at any time at their discretion for clever ideas, 
good role-play, or other reasons.

Reputation Points 
I decide the number of reputation points based on how i believe this PC is regarded by 
the other PCs in the game and by how many I am awarding to the other PCs in the 
game.  For this game, 3 Reputation Points will be the maximum.  JFK has achieved 
some measure of political reputation but also was embarrassed by the Bay of Pigs and 
was considered young and inexperienced by many senior staff.  I will award him 2 
Reputation Points and I will award 3 to General Curtis LeMay.  I typically only start the 
highest level players start with Reputation Points but you may find that you prefer to 
provide more.  You can always add more in-game if you start with too few.

Special Skill Abilities
These abilities allow for Skills to be used in a unique way for each PC.  For JFK, I have 
given him “Consensus”, “Gifted Speaker” and “Family Ties (with RFK)” that can be used 
creatively by the player to use their Skills in unique ways.  For example, the player could 
use “Gifted Speaker” along with “Leadership” to attempt to persuade all at their table;  
the instructor could also use this ability to require a speech to allow the use of the 
Leadership skill in this way.  Special Skill Abilities can be used by the instructor to 
require some in-class action to invoke the skill use but also to make it a potentially 
powerful tool.

Mental Stress
Most players begin the game with no mental stress but it can be added to represent 
residual stress from a previous situation.  If Mental Stress reaches 2, the PC cannot act 
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for one round or until the GM indicates that they can act.  If it exceeds 2, the PC must 
leave the game until the GM determines that they can return.

Game Materials
All game materials are included in Appendix A and on the rttp.org site under 
“Microgames.”  You will need to apply for instructor permission to access game 
materials on the site.
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Example of Increased Realism using the Microgame:
YS: Safety and Speed

by Allen R. White
(full game available at steamhackrpgs.org)

This simulation explores an actual manufacturing decision made by General 
Motors about the addition of a suspension stabilization device (an sway bar) to 
the 1960 Corvair.  The consequences of the actual decision were significant; 
GM’s decision to not install the sway bar is cited as the cause of unsafe vehicle 
behavior (most notably in Ralph Nader’s Unsafe at Any Speed) and resulted in 
significant controversy for both GM and the automotive industry.  This topic was 
chosen based on its limited scope (but significant complexity) and the 
significance of the outcome. If you are concerned about running this game, the 
Fate Core book has advice on running a game and there is plenty of advice on 
the web and videos on YouTube.  If you don’t know anything about cars or car 
design, don’t worry - you don’t need to - but your PC already knows, or might, 
and that’s why we use dice in the game.  Anything a player needs is on the 
character sheet.

The participants are introduced as project team members in a meeting at a 
fictional company, RH Motors, that has been called to discuss the proposed 
engineering changes to the company’s new product, code-named “YS” for 
“young sporty” for the target buyers and the type of vehicle.  Product codes are 
common in industry to prevent industrial espionage but it is used here to also 
disguise the name of the actual vehicle from those who might be aware of its 
history.  It is important to not mention the actual product to prevent a 
knowledgable participant from advocating the “correct” solution or disclosing the 
background and nullifying the simulation.  The vehicle is aimed at younger 
buyers who want a sporty vehicle and is a response to vehicles produced by 
competitors.  The project team is under pressure by RH Motors’ sales group to 
get the vehicle to market as quickly as possible to get younger buyers into 
dealerships but the project is being slowed by challenges arising from design 
decisions that were intended to capture young buyers but that have proved to be 
difficult for manufacturing, engineering, and vehicle dynamics.  Each participant 
is given an information sheet that describes attributes of the character they are to 
play, their title within the “company”, and what their player character (PC) knows 
about the YS.  Each PC has different pieces of the puzzle and no one PC has the 
entire picture of the problem or the possible solutions.  Each PC also has 
different skills and different amounts of “reputation”.  Before the simulation 
begins, each player choses an “Aspect” (or two) for their PC - that describes the 
personality and goals of their PC, for example the VP of Purchasing may have an 
aspect of “Reducing the cost of the product is vital to this company’s survival.”  It 
can be anything that helps the player (and other players) understand the PC.
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The instructor typically acts as a moderator of the simulation.  One way of playing 
this role without breaking the simulation is to act as a “Project Manager” or 
“Product Manager” - someone who is responsible for the final product and who 
represents the voice of the customer in the process.

The simulation begins by a brief history of the problem, an introduction by each 
player of their PC and a description of their Aspect, followed by a discussion of 
each of the PC’s title in the meeting.  The moderator explains that the meeting 
has been called to discuss the proposed addition of a sway bar to the vehicle 
followed by an opportunity for each PC to relate their position on the sway bar.  
All persuasion, argument, intimidation, or resistance is decided by dice rolls 
modified by their PC’s skills and is run largely by the Fate RPG rules with 
modification to make the game run more quickly and more intensely.  

Each PC skill (e.g. “Intimidate”, “Resist”, “Persuasion”) ranges from +3 to +1 and 
can be used against another PC (with the exception of “Resist”) or to defend and 
each skill can only be used once.  The dice are six sided “Fudge Dice” that have 
a “+”, “-“, or no marking (denoted henceforth by “_”) on two sides each.  Four dice 
are rolled at a time and the results are summed, giving possible results of four 
sides with a + (called a +4), to four with a - (called a -4).  Each skill has a modifier 
based on their PC’s strengths that adds to the dice roll.  For example, lets say 
the VP of Sales is attempting to persuade the Plant Manager.  The VP of Sales 
uses their “+3 persuasion” skill and lets say the dice read “+ _ _ - “(one +, two 
blank die, and one -), the + cancels the - and the blanks do not add, so the result 
is a “+3” (just the +3 from the skill).   The Plant Manager can respond by 
Persuasion but that skill is only a +2 for them so they instead chose “Resist”, as it 
is a +3.  They roll the Fudge dice and get a “+++-“ which is a +3 that adds to their 
skill, resulting in a +6.  Comparing to the +3 from the VP, the Plant Manager has 
given them a total difference of -3 (3-6=-3), meaning that the persuasion attempt 
went terribly.  

That leads to an additional element: Mental Stress.  Each PC can tolerate two 
points, or occurrences, of mental stress and on a third, they must leave the 
meeting.  Mental stress happens to the initiator of any failed persuasion but can 
also be caused to the target of a successful “Intimidate” attempt.  It is designed to 
add a realistic element and can be used to drive out an opposing PC.

Two elements, Reputation Points and Aspects, have been added to more 
accurately simulate the complexities of real interactions during meetings.  Some 
PCs start with “Reputation”, represented by a chip that can be given to the 
moderator to add +2 to their outcome or to re-roll the dice.  This simulates the 
effect of an experienced and respected person “throwing their weight around” to 
push the outcome to their desired direction.  This also simulates the real-world 
imbalance that exists between the different levels of power associated with the 
PC’s title and position within the company outside of the narrow confines of this 
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simulation.  The Aspects that each player made for their PC can be invoked by 
the player to add +2 to the outcome or a re-roll when the roll is related to that 
aspect.  For example, if the PC’s Aspect is “Always fights for the highest 
technology in the product” and they can reasonably argue that their Aspect is 
connected to the argument or persuasion, they can receive the +2 or re-roll.  This 
would be similar to invoking your history within the organization and what your 
PC is “known for” or how they will be expected to behave after the meeting.  This 
is at the GM’s discretion; it can allow for a more balanced and realistic simulation 
when utilized.

The tension in the simulation is between the engineers who wish to install a sway 
bar and those who oppose that decision based on cost, manufacturing 
complexity, etc, just as it was for the Corvair.  The problem is that a rear engined 
car, such as the Corvair, tends toward oversteer (the care overreacts to steering 
inputs and the rear of the vehicle swings out during cornering), which is typically 
considered as unsafe for all but very experienced drivers.  The option to change 
the tire pressure between the front and the back is attractive as it does not add 
cost and makes the ride quieter - in reality it does both - but maintaining the 
correct tire pressure is, in practice, quite difficult as few owners consult the 
manufacturers tire pressure requirements.  This was the solution ultimately 
chosen and it was blamed for a number of deadly accidents.  GM ultimately 
decided to add the sway bar but only after the Corvair’s reputation had suffered.

The simulation concludes once all parties have agreed on a course of action.  A 
concluding debriefing that explains the actual scenario, the choices actually 
made, and the outcome is beneficial.  It is useful to note that no one in the 
meeting was acting to harm the customer;  rather they were acting with 
incomplete information and, possibly, without considering the consequences of 
their decisions on actual customers in actual real-world situation.  It is also useful 
to discuss the potential long-term consequences of the PC’s actions during the 
meeting;  have they damaged a relationship, built stronger bonds, or caused 
potential future retribution? 

If the PCs seem imbalanced, they are and deliberately so.  Part of the experience of this 
meeting is the ethical conundrum of having information that will help make the product 
safer but that not everyone, especially the powerful PCs, wants to hear.  No one PC has 
all of the puzzle - they each have pieces and it is up to them to bring them all together.  

Game Introduction
To start the meeting, tell the group that they are all gathered to finalize the design of the 
YS.  The GM, as Product Manager, have called the player’s PCs to a meeting to 
determine how the concerns about vehicle stability will affect production and the vehicle 
sales launch.  You are concerned that any additions to the design will lower the quality, 
delay the launch, or both.  Each player’s PC has their own concerns that they should 
voice as the meeting progresses.  Once the PCs begin to clash, start using Skills, 
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Aspects, and Reputation and roll dice!  As Project Manager you can make sure that all 
players are being heard (and also slow down the over ambitious)>

Game Play Notes
The game takes about an hour including a discussion of the game mechanics.  A brief 
example to show how a dice-roll will work between players helps them to be more 
comfortable when it is time to roll dice.

All necessary game materials are in Appendix B.
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Appendix A:

Eyeball to Eyeball 
Game Materials

Note: This appendix contains only the game materials for the Fate portion of this game - 
for the rest of the game materials, please visit www.rttp.org and look for “Eyeball to 
Eyeball” under “Microgames”



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:3
Sk

ill
s: 

  
G

re
at

 (+
4)

: L
ea

de
rs

hi
p

G
oo

d 
(+

3)
: P

er
su

ad
e

Fa
ir

 (+
2)

: R
ea

so
n,

 In
ti

m
id

at
e

A
bo

ve
 A

ve
ra

ge
 (+

1)
: S

tu
bb

or
n,

 C
la

ri
fy

 S
it

ua
ti

on
, C

on
fu

se
 

Pe
rs

on

Sp
ec

ia
l S

ki
ll 

Ab
ili

tie
s:

Co
ns

en
su

s,
 G

ift
ed

 S
pe

ak
er

, F
am

ily
 T

ie
s 

(w
it

h 
RF

K)
 

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s

Jo
hn

 F
. K

en
ne

dy
 (U

SA
 1

)

Pr
es

id
en

t 
of

 t
he

 U
ni

te
d 

St
at

es

Yo
un

g,
 C

ha
ri

sm
at

ic
, U

nc
er

ta
in

, I
de

al
is

ti
c,

 
St

ro
ng

 o
n 

Co
m

m
un

is
m



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:2
Sk

ill
s: 

  
G

oo
d 

(+
3)

: R
ea

so
n

Fa
ir

 (+
2)

: P
er

su
ad

e,
 C

la
ri

fy
 S

it
ua

ti
on

A
bo

ve
 A

ve
ra

ge
 (+

1)
: N

eg
ot

ia
ti

on
, P

ol
it

ic
al

 S
tr

at
eg

y,
 W

or
ld

 
H

is
to

ry

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s: 
Co

ns
en

su
s,

 F
am

ily
 T

ie
s 

(w
it

h 
JF

K)
, E

m
pa

th
y 

w
it

h 
U

SS
R 

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Ro
be

rt
 F

. K
en

ne
dy

 (U
SA

 2
)

At
to

rn
ey

 G
en

er
al

Yo
un

g,
 Id

ea
lis

ti
c,

 A
fr

ai
d 

of
 L

oo
ki

ng
 W

ea
k



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cle

•
Cr

ea
te

 a
n 

ad
va

nt
ag

e
•

Pe
rs

ua
de

•
In

tim
id

at
e 

(s
tr

es
s o

ut
co

m
e)

•
Re

sis
t

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:
Sk

ill
s: 

  
Go

od
 (+

3)
: S

tu
bb

or
n

Fa
ir 

(+
2)

: M
ili

ta
ry

 In
te

lli
ge

nc
e,

 In
tim

id
at

e 
 

Ab
ov

e 
Av

er
ag

e 
(+

1)
: M

ili
ta

ry
 H

ist
or

y, 
W

or
ld

 H
ist

or
y, 

In
te

lli
ge

nc
e 

Ja
rg

on

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
De

fe
nd

er
 st

ro
ng

 a
dv

oc
at

e
De

fe
nd

er
 is

 a
n 

ad
vo

ca
te

De
fe

nd
er

 is
 a

 su
pp

or
te

r
De

fe
nd

er
 v

er
y 

co
nv

in
ce

d
De

fe
nd

er
 co

nv
in

ce
d

De
fe

nd
er

 p
os

iti
ve

De
fe

nd
er

 n
eu

tr
al

No
 C

ha
ng

e
+1

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
+2

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
In

sid
e 

in
fo

rm
at

io
n 

(fr
om

 sp
y)

, K
no

w
le

dg
e 

is 
po

w
er

, t
ur

n 
in

te
lli

ge
nc

e 
in

to
 st

ra
te

gy

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Jo
hn

 M
cC

on
e 

(U
SA

 3
)

Di
re

ct
or

 o
f C

IA

Ha
te

 C
om

m
un

ism
, C

on
fid

en
t i

n 
US

 M
ili

ta
ry

, 
Su

pp
or

t i
nv

ad
in

g 
Cu

ba
 



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cle

•
Cr

ea
te

 a
n 

ad
va

nt
ag

e
•

Pe
rs

ua
de

•
In

tim
id

at
e 

(s
tr

es
s o

ut
co

m
e)

•
Re

sis
t

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:2
Sk

ill
s: 

  
Go

od
 (+

3)
: R

ea
so

n

Fa
ir 

(+
2)

: P
er

su
ad

e,
 N

eg
ot

ia
tio

n

Ab
ov

e 
Av

er
ag

e 
(+

1)
: I

nt
im

id
at

e,
 O

rg
an

iza
tio

n 
Ja

rg
on

, W
or

ld
 

Hi
st

or
y 

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
De

fe
nd

er
 st

ro
ng

 a
dv

oc
at

e
De

fe
nd

er
 is

 a
n 

ad
vo

ca
te

De
fe

nd
er

 is
 a

 su
pp

or
te

r
De

fe
nd

er
 v

er
y 

co
nv

in
ce

d
De

fe
nd

er
 co

nv
in

ce
d

De
fe

nd
er

 p
os

iti
ve

De
fe

nd
er

 n
eu

tr
al

No
 C

ha
ng

e
+1

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
+2

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
Ap

pl
y 

ne
w

 id
ea

s t
o 

m
ili

ta
ry

 a
nd

 p
ol

iti
cs

, a
ll 

or
ga

ni
za

tio
ns

 a
re

 a
lik

e,
 th

e 
be

st
 id

ea
 sh

ou
ld

 a
lw

ay
s w

in

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Ro
be

rt
 M

cN
am

ar
a 

(U
SA

 4
)

Se
cr

et
ar

y 
of

 D
ef

en
se

 (S
EC

DE
F)

Se
es

 th
ro

ug
h 

co
m

pl
ex

ity
, D

ist
ru

st
fu

l o
f J

oi
nt

 
Ch

ie
fs

, P
ra

gm
at

ic



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:1
Sk

ill
s: 

  
G

oo
d 

(+
3)

: N
eg

ot
ia

ti
on

Fa
ir

 (+
2)

: R
ea

so
n,

 P
er

su
ad

e

A
bo

ve
 A

ve
ra

ge
 (+

1)
: C

la
ri

fy
 S

it
ua

ti
on

, I
nt

im
id

at
e,

 W
or

ld
 H

is
to

ry

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
co

m
fo

rt
ab

le
 w

it
h 

an
y 

le
ad

er
, c

au
ti

ou
s 

of
 

ne
ga

ti
ve

 o
ut

co
m

es
, n

eg
ot

ia
ti

on
 is

 t
he

 b
es

t 
op

ti
on

 

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

D
ea

n 
Ru

sk
 (U

SA
 5

)

Se
cr

et
ar

y 
of

 S
ta

te
 (S

EC
ST

AT
E)

Co
nv

in
ce

 m
e,

 D
is

tr
us

tf
ul

 o
f J

oi
nt

 C
hi

ef
s,

 
Pr

ag
m

at
ic



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
o

m
e

 a
n

 o
b

st
a

cl
e

•
C

re
a

te
 a

n
 a

d
va

n
ta

g
e

•
P

e
rs

u
a

d
e

•
In

ti
m

id
a

te
 (

st
re

ss
 o

u
tc

o
m

e
)

•
R

e
si

st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:3
Sk

ill
s: 

  
G

re
a

t 
(+

4
):

 L
e

a
d

e
rs

h
ip

G
o

o
d

 (
+

3
):

 M
ili

ta
ry

 S
tr

a
te

g
y

Fa
ir

 (
+

2
):

 S
tu

b
b

o
rn

, 
In

ti
m

id
a

te

A
b

o
ve

 A
ve

ra
g

e
 (

+
1

):
 N

e
g

o
ti

a
ti

o
n

, 
M

il
it

a
ry

 H
is

to
ry

, 
R

e
a

so
n

+
7

 

+
6

+
5

+
4

+
3

+
2

+
1

0 -1
 

-2
 

Re
su

lt
D

e
fe

n
d

e
r 

st
ro

n
g

 a
d

vo
ca

te

D
e

fe
n

d
e

r 
is

 a
n

 a
d

vo
ca

te

D
e

fe
n

d
e

r 
is

 a
 s

u
p

p
o

rt
e

r

D
e

fe
n

d
e

r 
ve

ry
 c

o
n

vi
n

ce
d

D
e

fe
n

d
e

r 
co

n
vi

n
ce

d

D
e

fe
n

d
e

r 
p

o
si

ti
ve

D
e

fe
n

d
e

r 
n

e
u

tr
a

l

N
o

 C
h

a
n

g
e

+
1

 A
tt

a
ck

e
r 

M
e

n
ta

l S
tr

e
ss

+
2

 A
tt

a
ck

e
r 

M
e

n
ta

l S
tr

e
ss

Sp
ec

ia
l S

ki
ll 

Ab
ili

tie
s:

P
re

si
d

e
n

t’
s 

tr
u

st
, 

C
o

n
se

n
su

s 
w

it
h

 G
e

n
e

ra
ls

, 

M
ili

ta
ry

 s
tr

e
n

gt
h

 

M
e

n
ta

l 
S

tr
e

ss
: 

  
  

1
  

  
  

  
  

  
 2

M
a

xw
e

ll
 T

a
yl

o
r 

(U
SA

 6
)

C
h

a
ir

m
a

n
 o

f 
Jo

in
t 

C
h

ie
fs

, 
A

rm
y 

G
e

n
e

ra
l

A
n

ti
 c

o
m

m
u

n
is

m
, 

b
o

o
ts

 o
n

 t
h

e
 g

ro
u

n
d

 i
s 

b
e

st
, 

M
is

si
le

s 
m

u
st

 g
o



Fi
ve

 A
ct

io
ns

:
•

Ov
er

co
m

e 
an

 o
bs

ta
cle

•
Cr

ea
te

 a
n 

ad
va

nt
ag

e
•

Pe
rs

ua
de

•
In

tim
id

at
e 

(s
tr

es
s o

ut
co

m
e)

•
Re

sis
t

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
De

fe
nd

er
 st

ro
ng

 a
dv

oc
at

e
De

fe
nd

er
 is

 a
n 

ad
vo

ca
te

De
fe

nd
er

 is
 a

 su
pp

or
te

r
De

fe
nd

er
 v

er
y 

co
nv

in
ce

d
De

fe
nd

er
 co

nv
in

ce
d

De
fe

nd
er

 p
os

iti
ve

De
fe

nd
er

 n
eu

tr
al

No
 C

ha
ng

e
+1

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
+2

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
Ai

rc
ra

ft 
re

co
nn

ai
ss

an
ce

, t
ac

tic
al

 re
co

nn
ai

ss
an

ce
, 

m
ili

ta
ry

 a
ct

io
n 

is 
be

st
 

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Re
pu

ta
tio

n 
Po

in
ts

:2
Sk

ill
s: 

  
Gr

ea
t (

+4
): 

Le
ad

er
sh

ip

Go
od

 (+
3)

: M
ili

ta
ry

 S
tra

te
gy

Fa
ir 

(+
2)

: S
tu

bb
or

n,
 In

tim
id

at
e

Ab
ov

e 
Av

er
ag

e 
(+

1)
: N

eg
ot

ia
tio

n,
 M

ili
ta

ry
 H

ist
or

y, 
Re

as
on

Cu
rt

is 
Le

M
ay

 (U
SA

 7
)

Jo
in

t C
hi

ef
s, 

Ai
r F

or
ce

 G
en

er
al

Q
ui

ck
 a

ct
io

n 
is 

be
st

, A
nt

i c
om

m
un

ism
, 

M
iss

ile
s m

us
t g

o



Fi
ve

 A
ct

io
ns

:
•

O
v
e

rc
o

m
e

 a
n

 o
b

s
ta

c
le

•
C

re
a

te
 a

n
 a

d
v
a

n
ta

g
e

•
P

e
rs

u
a

d
e

•
In

ti
m

id
a

te
 (

s
tr

e
s
s
 o

u
tc

o
m

e
)

•
R

e
s
is

t

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:1
Sk

ill
s: 

  
G

re
a

t 
(+

4
):

 L
e

a
d

e
rs

h
ip

G
o

o
d

 (
+

3
):

 P
e

rs
u

a
d

e

F
a

ir
 (

+
2

):
 S

tu
b

b
o

rn
, 

W
o

rl
d

 H
is

to
ry

A
b

o
v
e

 A
v
e

ra
g

e
 (

+
1

):
In

ti
m

id
a

te
, 

M
il

it
a

ry
 H

is
to

ry
, 

R
e

a
s
o

n
 

+
7

 

+
6

+
5

+
4

+
3

+
2

+
1

0 -1
 

-2
 

Re
su

lt
D

e
fe

n
d

e
r 

s
tr

o
n

g
 a

d
v
o

c
a

te

D
e

fe
n

d
e

r 
is

 a
n

 a
d

v
o

c
a

te

D
e

fe
n

d
e

r 
is

 a
 s

u
p

p
o

rt
e

r

D
e

fe
n

d
e

r 
v
e

ry
 c

o
n

v
in

c
e

d

D
e

fe
n

d
e

r 
c
o

n
v

in
c
e

d

D
e

fe
n

d
e

r 
p

o
s
it

iv
e

D
e

fe
n

d
e

r 
n

e
u

tr
a

l

N
o

 C
h

a
n

g
e

+
1

 A
tt

a
c
k
e

r 
M

e
n

ta
l 

S
tr

e
s
s

+
2

 A
tt

a
c
k
e

r 
M

e
n

ta
l 

S
tr

e
s
s

Sp
ec

ia
l S

ki
ll 

Ab
ili

tie
s:

C
o

m
b

a
t 

e
x
p

e
ri

e
n

c
e

, 
F
a

m
ia

li
a

r
w

it
h

 W
a

s
h

in
g

to
n

 

s
e

t,
 C

o
n

fi
d

e
n

c
e

 i
n

 N
a

v
y

M
e

n
ta

l 
S

tr
e

s
s
: 

  
  

1
  

  
  

  
  

  
 2

A
lf

re
d

 W
a

rd
  

(U
S
A

 9
)

C
o

m
m

a
n

d
e

r 
o

f 
2

n
d

 f
le

e
t 

a
n

d
 V

ic
e

 A
d

m
ir

a
l

K
n

o
w

le
d

g
e

 o
f 

w
a

r,
 K

n
o

w
le

d
g

e
 o

f 
n

a
v
a

l 

c
a

p
a

b
il

it
ie

s
, 

S
k
il

le
d

 s
tr

a
te

g
ic

 p
la

n
n

e
r



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
tim

id
at

e 
(s

tr
es

s o
ut

co
m

e)
•

Re
sis

t

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:3
Sk

ill
s: 

  
Gr

ea
t (

+4
): 

In
tim

id
at

e

Go
od

 (+
3)

: S
tu

bb
or

n

Fa
ir 

(+
2)

: R
ea

so
n,

 C
on

fu
se

 P
er

so
n

Ab
ov

e 
Av

er
ag

e 
(+

1)
: P

er
su

ad
e,

 C
la

rif
y 

Si
tu

at
io

n,
 W

or
ld

 
Hi

st
or

y 

Sp
ec

ia
l S

ki
ll 

Ab
ili

tie
s:

Bu
lly

 JF
K,

 re
sis

t t
he

 h
ar

dl
in

er
s,

 W
an

t B
er

lin

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
De

fe
nd

er
 st

ro
ng

 a
dv

oc
at

e
De

fe
nd

er
 is

 a
n 

ad
vo

ca
te

De
fe

nd
er

 is
 a

 su
pp

or
te

r
De

fe
nd

er
 v

er
y 

co
nv

in
ce

d
De

fe
nd

er
 c

on
vi

nc
ed

De
fe

nd
er

 p
os

iti
ve

De
fe

nd
er

 n
eu

tr
al

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r M
en

ta
l S

tr
es

s
+2

 A
tt

ac
ke

r M
en

ta
l S

tr
es

s

N
ik

ita
 K

hr
us

ch
ch

ev
(U

SS
R 

1)
Fi

rs
t S

ec
re

ta
ry

 o
f t

he
 C

om
m

un
ist

 P
ar

ty

M
od

er
at

e,
 F

ea
r a

 c
ou

p,
 K

ee
p 

an
d 

ad
va

nc
e



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:2
Sk

ill
s: 

  
G

oo
d 

(+
3)

: N
eg

ot
ia

ti
on

Fa
ir

 (+
2)

: R
ea

so
n,

 P
er

su
ad

e

A
bo

ve
 A

ve
ra

ge
 (+

1)
: C

la
ri

fy
 S

it
ua

ti
on

, I
nt

im
id

at
e,

 W
or

ld
 H

is
to

ry

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
co

m
fo

rt
ab

le
 w

it
h 

an
y 

le
ad

er
, c

au
ti

ou
s 

of
 

ne
ga

ti
ve

 o
ut

co
m

es
, n

eg
ot

ia
ti

on
 is

 t
he

 b
es

t 
op

ti
on

 

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

A
nd

re
i G

ro
m

yk
o 

(U
SS

R 
2)

U
SS

R 
Fo

re
ig

n 
M

in
is

te
r

Q
ui

et
 is

 b
et

te
r, 

D
ou

bt
fu

l o
f C

ub
an

 m
is

si
le

 
st

ra
te

gy
, P

ra
gm

at
ic



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cle

•
Cr

ea
te

 a
n 

ad
va

nt
ag

e
•

Pe
rs

ua
de

•
In

tim
id

at
e 

(s
tr

es
s o

ut
co

m
e)

•
Re

sis
t

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:1
Sk

ill
s: 

  
Go

od
 (+

3)
: S

tu
bb

or
n

Fa
ir 

(+
2)

: M
ili

ta
ry

 In
te

lli
ge

nc
e,

 In
tim

id
at

e 
 

Ab
ov

e 
Av

er
ag

e 
(+

1)
: M

ili
ta

ry
 H

ist
or

y, 
W

or
ld

 H
ist

or
y, 

Co
m

m
un

ist
Pa

rt
y

Ja
rg

on

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
De

fe
nd

er
 st

ro
ng

 a
dv

oc
at

e
De

fe
nd

er
 is

 a
n 

ad
vo

ca
te

De
fe

nd
er

 is
 a

 su
pp

or
te

r
De

fe
nd

er
 v

er
y 

co
nv

in
ce

d
De

fe
nd

er
 co

nv
in

ce
d

De
fe

nd
er

 p
os

iti
ve

De
fe

nd
er

 n
eu

tr
al

No
 C

ha
ng

e
+1

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
+2

 A
tta

ck
er

 M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
St

ro
ng

 S
ov

ie
t h

ar
dl

in
er

, K
no

w
le

dg
e 

is 
po

w
er

, t
ur

n 
in

te
lli

ge
nc

e 
in

to
 st

ra
te

gy

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Ni
ko

la
y 

Ye
go

rc
he

v
(U

SS
R 

3)
Ch

ai
rm

an
 o

f M
os

co
w

 C
om

m
un

ist
 P

ar
ty

Fi
rs

ts
tr

ike
on

US
M

ai
nl

an
d,

 U
S 

is 
w

ea
k 

an
d 

w
ill

 fo
ld

 u
nd

er
 p

re
ss

ur
e,

 M
iss

ile
ss

ta
y

in
Cu

ba
 a

t a
ny

 co
st

 e
ve

n 
a 

co
up

.



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
o

m
e

 a
n

 o
b

st
a

cl
e

•
C

re
a

te
 a

n
 a

d
va

n
ta

g
e

•
P

e
rs

u
a

d
e

•
In

ti
m

id
a

te
 (

st
re

ss
 o

u
tc

o
m

e
)

•
R

e
si

st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:3
Sk

ill
s: 

  
G

re
a

t 
(+

4
):

 L
e

a
d

e
rs

h
ip

G
o

o
d

 (
+

3
):

 M
il

it
a

ry
 S

tr
a

te
g

y

Fa
ir

 (
+

2
):

 P
e

rs
u

a
d

e
, 

N
e

g
o

ti
a

te

A
b

o
ve

 A
ve

ra
g

e
 (

+
1

):
 I

n
ti

m
id

a
te

, 
M

il
it

a
ry

 H
is

to
ry

, 
R

e
a

so
n

+
7

 

+
6

+
5

+
4

+
3

+
2

+
1

0 -1
 

-2
 

Re
su

lt
D

e
fe

n
d

e
r 

st
ro

n
g

 a
d

vo
ca

te

D
e

fe
n

d
e

r 
is

 a
n

 a
d

vo
ca

te

D
e

fe
n

d
e

r 
is

 a
 s

u
p

p
o

rt
e

r

D
e

fe
n

d
e

r 
ve

ry
 c

o
n

vi
n

ce
d

D
e

fe
n

d
e

r 
co

n
vi

n
ce

d

D
e

fe
n

d
e

r 
p

o
si

ti
ve

D
e

fe
n

d
e

r 
n

e
u

tr
a

l

N
o

 C
h

a
n

g
e

+
1

 A
tt

a
ck

e
r 

M
e

n
ta

l S
tr

e
ss

+
2

 A
tt

a
ck

e
r 

M
e

n
ta

l S
tr

e
ss

Sp
ec

ia
l S

ki
ll 

Ab
ili

tie
s:

F
in

d
a

w
a

y
to

re
so

lv
e

,
F

in
d

a
n

a
lt

e
rn

a
ti

ve
to

w
a

r

M
e

n
ta

l 
S

tr
e

ss
: 

  
  

1
  

  
  

  
  

  
 2

M
a

tv
e

i
Z

a
kh

a
ro

v
(U

S
S

R
 4

)

C
h

ie
f

o
f

th
e

G
e

n
e

ra
l

S
ta

ff
o

f
S

o
vi

e
t

A
rm

e
d

Fo
rc

e
s

C
a

u
ti

o
u

s 
a

b
o

u
t 

p
o

ss
ib

le
 w

a
r,

 W
a

r 
w

o
u

ld
b

e

d
e

a
d

ly
, 

M
is

si
le

s 
m

u
st

 g
o



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:1
Sk

ill
s: 

  
G

oo
d 

(+
3)

: N
eg

ot
ia

ti
on

Fa
ir

 (+
2)

: R
ea

so
n,

 P
er

su
ad

e

A
bo

ve
 A

ve
ra

ge
 (+

1)
: C

la
ri

fy
 S

it
ua

ti
on

, I
nt

im
id

at
e,

 W
or

ld
 H

is
to

ry

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
no

t 
co

m
fo

rt
ab

le
 w

it
h 

re
vo

lu
ti

on
ar

ie
s,

 c
au

ti
ou

s 
of

 n
eg

at
iv

e 
ou

tc
om

es
, n

eg
ot

ia
ti

on
 is

 t
he

 b
es

t 
op

ti
on

 

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Is
sa

 P
liy

ev
(U

SS
R 

5)

Co
m

m
an

de
r 

of
 S

ov
ie

t 
Fo

rc
es

 in
 C

ub
a

Co
nv

in
ce

 m
e,

 D
is

tr
us

tf
ul

 o
f C

ub
an

s,
 

Pr
ag

m
at

ic



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:1
Sk

ill
s: 

  
G

oo
d 

(+
3)

: R
ea

so
n

Fa
ir

 (+
2)

: P
er

su
ad

e,
 C

la
ri

fy
 S

it
ua

ti
on

A
bo

ve
 A

ve
ra

ge
 (+

1)
: N

eg
ot

ia
ti

on
, P

ol
it

ic
al

 S
tr

at
eg

y,
 W

or
ld

 
H

is
to

ry

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s: 
Co

m
fo

rt
ab

le
 w

it
h 

an
y 

le
ad

er
, D

ee
p 

co
nn

ec
ti

on
 

w
it

h 
Kh

ru
sh

ev
, E

m
pa

th
y 

w
it

h 
U

SA

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

A
na

to
ly

 D
ob

ry
ni

n
(U

SS
R 

6)

So
vi

et
A

m
ba

ss
ad

or

M
is

si
le

s 
ne

ce
ss

ar
y 

fo
r 

ba
la

nc
e,

 T
ru

st
fu

l o
f 

Kh
ru

sh
ev

, P
ra

ct
ic

al



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:2
Sk

ill
s: 

  
G

oo
d 

(+
3)

: R
ea

so
n

Fa
ir

 (+
2)

: P
er

su
ad

e,
 N

eg
ot

ia
ti

on

A
bo

ve
 A

ve
ra

ge
 (+

1)
: I

nt
im

id
at

e,
 In

te
lle

ge
nc

e
Ja

rg
on

, W
or

ld
 

H
is

to
ry

 

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
Yo

un
g 

bu
t 

co
nn

ec
te

d,
 A

lw
ay

s 
in

fo
rm

at
io

n 
to

 g
iv

e 
in

si
gh

t,
 In

te
lli

ge
nc

e 
w

ill
 a

ch
ie

ve
 o

bj
ec

ti
ve

s

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

V
la

di
m

ir
 S

em
ic

ha
st

ny
(U

SS
R 

7)

Ch
ai

rm
an

 o
f C

om
m

itt
ee

 fo
r 

St
at

e 
Se

cu
ri

ty
 (K

G
B)

Se
es

 t
hr

ou
gh

 c
om

pl
ex

it
y,

 E
xt

en
si

ve
 

co
nn

ec
ti

on
s 

in
 U

S,
 P

ra
gm

at
ic



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
ti

m
id

at
e 

(s
tr

es
s 

ou
tc

om
e)

•
Re

si
st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:3
Sk

ill
s: 

  
G

re
at

 (+
4)

: L
ea

de
rs

hi
p

G
oo

d 
(+

3)
: I

nt
im

id
at

e

Fa
ir

 (+
2)

: R
ea

so
n,

 P
er

su
ad

e

A
bo

ve
 A

ve
ra

ge
 (+

1)
: S

tu
bb

or
n,

 C
la

ri
fy

 S
it

ua
ti

on
, C

on
fu

se
 

Pe
rs

on

Sp
ec

ia
l S

ki
ll 

Ab
ili

tie
s:

St
ro

ng
 w

ill
ed

, G
ift

ed
 S

pe
ak

er
, R

ev
en

ge
 o

n 
CI

A

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
D

ef
en

de
r 

st
ro

ng
 a

dv
oc

at
e

D
ef

en
de

r 
is

 a
n 

ad
vo

ca
te

D
ef

en
de

r 
is

 a
 s

up
po

rt
er

D
ef

en
de

r 
ve

ry
 c

on
vi

nc
ed

D
ef

en
de

r 
co

nv
in

ce
d

D
ef

en
de

r 
po

si
ti

ve
D

ef
en

de
r 

ne
ut

ra
l

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r 
M

en
ta

l S
tr

es
s

+2
 A

tt
ac

ke
r 

M
en

ta
l S

tr
es

s

Fi
de

l C
as

tr
o 

(C
ub

a 
1)

Pr
es

id
en

t 
fo

r 
Li

fe
of

th
e

Re
pu

bl
ic

of
Cu

ba

Ch
ar

is
m

at
ic

, B
el

ie
f i

n 
re

vo
lu

ti
on

, S
tr

on
g 

Co
m

m
un

is
t



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
om

e 
an

 o
bs

ta
cl

e
•

Cr
ea

te
 a

n 
ad

va
nt

ag
e

•
Pe

rs
ua

de
•

In
tim

id
at

e 
(s

tr
es

s o
ut

co
m

e)
•

Re
sis

t

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:1
Sk

ill
s: 

  
Gr

ea
t (

+4
): 

N
eg

ot
ia

te

Go
od

 (+
3)

: L
ea

de
rs

hi
p

Fa
ir 

(+
2)

: P
er

su
ad

e,
 M

ili
ta

ry
 S

tr
at

eg
y

Ab
ov

e 
Av

er
ag

e 
(+

1)
: I

nt
im

id
at

e,
 U

S 
Hi

st
or

y, 
Re

as
on

+7
 

+6 +5 +4 +3 +2 +1 0 -1
 

-2
 

Re
su

lt
De

fe
nd

er
 st

ro
ng

 a
dv

oc
at

e
De

fe
nd

er
 is

 a
n 

ad
vo

ca
te

De
fe

nd
er

 is
 a

 su
pp

or
te

r
De

fe
nd

er
 v

er
y 

co
nv

in
ce

d
De

fe
nd

er
 co

nv
in

ce
d

De
fe

nd
er

 p
os

iti
ve

De
fe

nd
er

 n
eu

tr
al

N
o 

Ch
an

ge
+1

 A
tt

ac
ke

r M
en

ta
l S

tr
es

s
+2

 A
tt

ac
ke

r M
en

ta
l S

tr
es

s
Sp

ec
ia

l S
ki

ll 
Ab

ili
tie

s:
Fi

nd
a

w
ay

to
re

so
lv

e,
Th

er
e’

s a
lw

ay
s a

 w
ay

M
en

ta
l S

tr
es

s:
   

  1
   

   
   

   
 2

Ra
ul

 C
as

tr
o 

(C
ub

a 
2)

M
in

ist
er

 o
f t

he
 R

ev
ol

ut
io

na
ry

 A
rm

ed
Fo

rc
es

In
sig

ht
 in

to
 U

SA
, S

ta
nd

in
g 

in
 F

id
el

’s 
sh

ad
ow

, 
W

ily
 d

ea
l m

ak
er



Fi
ve

 A
ct

io
ns

:
•

O
ve

rc
o

m
e

 a
n

 o
b

st
a

cl
e

•
C

re
a

te
 a

n
 a

d
va

n
ta

g
e

•
P

e
rs

u
a

d
e

•
In

ti
m

id
a

te
 (

st
re

ss
 o

u
tc

o
m

e
)

•
R

e
si

st

Na
m

e:
De

sc
rip

tio
n:

As
pe

ct
(s

):
(+

2/
re

-ro
ll 

w
/R

ep
ut

at
io

n)

Re
pu

ta
tio

n 
Po

in
ts

:2
Sk

ill
s: 

  
G

re
a

t 
(+

4
):

 L
e

a
d

e
rs

h
ip

G
o

o
d

 (
+

3
):

 M
ili

ta
ry

 S
tr

a
te

g
y

Fa
ir

 (
+

2
):

 S
tu

b
b

o
rn

, 
In

ti
m

id
a

te

A
b

o
ve

 A
ve

ra
g

e
 (

+
1

):
 N

e
g

o
ti

a
ti

o
n

, 
E

co
n

o
m

ic
s,

 R
e

a
so

n

+
7

 

+
6

+
5

+
4

+
3

+
2

+
1

0 -1
 

-2
 

Re
su

lt
D

e
fe

n
d

e
r 

st
ro

n
g

 a
d

vo
ca

te

D
e

fe
n

d
e

r 
is

 a
n

 a
d

vo
ca

te

D
e

fe
n

d
e

r 
is

 a
 s

u
p

p
o

rt
e

r

D
e

fe
n

d
e

r 
ve

ry
 c

o
n

vi
n

ce
d

D
e

fe
n

d
e

r 
co

n
vi

n
ce

d

D
e

fe
n

d
e

r 
p

o
si

ti
ve

D
e

fe
n

d
e

r 
n

e
u

tr
a

l

N
o

 C
h

a
n

g
e

+
1

 A
tt

a
ck

e
r 

M
e

n
ta

l S
tr

e
ss

+
2

 A
tt

a
ck

e
r 

M
e

n
ta

l S
tr

e
ss

Sp
ec

ia
l S

ki
ll 

Ab
ili

tie
s:

F
id

e
l’s

 t
ru

st
, 

Tr
u

e
 b

e
lie

ve
r 

in
 r

e
vo

lu
ti

o
n

, 

R
e

vo
lu

ti
o

n
 is

 p
o

w
e

r 

M
e

n
ta

l 
S

tr
e

ss
: 

  
  

1
  

  
  

  
  

  
 2

C
h

e
 G

u
e

va
ra

 (
C

u
b

a
 3

)

C
h

a
ir

m
a

n
 o

f 
Jo

in
t 

C
h

ie
fs

, 
A

rm
y 

G
e

n
e

ra
l

G
if

te
d

 S
p

e
a

ke
r,

 U
S

 o
n

ly
ca

re
s

a
b

o
u

t

b
u

si
n

e
ss

, 
S

m
a

rt
 l

e
a

d
e

rs
h

ip



Appendix B:

YS: Safety and Speed 
Game Materials



Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

N
am

e:
	

De
sc
rip

(o
n:
		D

ire
ct
or
	&
	M

ar
ke
5n

g	
te
am

	le
ad
	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
	1
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	
		

Sk
ill
s:
			
	

Go
od

	(+
3)
:	R

es
ist
	

	 Fa
ir	
(+
2)
:	I
n5

m
id
at
e,
	P
er
su
as
io
n	

	 Av
er
ag
e	
(+
1)
:	M

ar
ke
5n

g	
Ja
rg
on

,	R
ea
so
n	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Th
e	
ta
rg
et
	fo

r	t
he

	Y
S	
is	
th
e	
yo
un

g	
bu

ye
r	w

ho
	w
an
ts
	a
	sp

or
ty
	v
eh

ic
le
	th

at
	is
	

un
iq
ue

.		
Ve

hi
cl
e	
dy
na
m
ic
s	a

nd
	u
ni
qu

en
es
s	a

re
	c
ri5

ca
l	t
o	
th
es
es
	b
uy
er
s.
		

Th
es
e	
bu

ye
rs
	h
av
e	
be

en
	m

ov
in
g	
to
	c
om

pe
5t
or
	p
ro
du

ct
s	b

ec
au
se
	o
ur
	d
ea
le
rs
	

ha
d	
no

	su
ch
	p
ro
du

ct
.		
It	
is	
cr
i5
ca
l	t
ha
t	t
hi
s	p

ro
du

ct
	g
o	
in
to
	p
ro
du

c5
on

	a
s	

qu
ic
kl
y	
as
	p
os
sib

le
	b
ut
	a
lso

	th
at
	it
	m

ee
ts
	th

e	
pr
ic
e	
ta
rg
et
	to

	b
e	
co
m
pe

55
ve
.	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

39



N
am

e:
	

De
sc
rip

(o
n:
		S
en

io
r	V

P	
&
	P
ur
ch
as
in
g	
te
am

	le
ad
	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
	3
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	
	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	I
n5

m
id
at
e,
	B
us
in
es
s	J
ar
go
n	

	 Fa
ir	
(+
2)
:	R

es
ist
,	P
er
su
as
io
n,
		

	 Av
er
ag
e	
(+
1)
:	R

ea
so
n	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Th
e	
co
m
po

ne
nt
	c
os
t	o

n	
th
e	
YS
	p
ro
je
ct
	h
as
	g
oZ

en
	o
ut
	o
f	h

an
d.
		T
he

	g
oa
l	f
or
	a
	

“u
ni
qu

e	
ve
hi
cl
e”
	h
as
	b
ee
n	
ta
ke
n	
to
	a
n	
ex
tr
em

e	
on

	th
is	
pr
oj
ec
t	a

nd
	th

e	
en

gi
ne

er
s	h

av
e	
ta
ke
n	
ad
va
nt
ag
e	
of
	th

is	
re
qu

ire
m
en

t	t
o	
ta
ck
	o
n	
un

ne
ce
ss
ar
y	

fa
n-
bo

y	
eq

ui
pm

en
t.	
	Y
ou

	a
nd

	y
ou

r	m
an
ag
er
	h
av
e	
id
en

5fi
ed

	th
ei
r	l
at
es
t,	
an
	

un
ne

ce
ss
ar
y	
su
sp
en

sio
n	
pi
ec
e	
(t
ha
t	t
he

y	
ca
ll	
a	
“s
w
ay
	b
ar
”)
	th

at
	th

ey
	g
us
h	

ab
ou

t	b
ut
	w
ill
	d
el
ay
	th

e	
pr
oj
ec
t,	
th
e	
cu
st
om

er
	w
on

’t	
ev
en

	n
o5

ce
	a
nd

	w
ill
	

de
fin

ite
ly
	p
us
h	
th
e	
YS
’s
	c
os
t	w

ay
	p
as
t	i
ts
	c
om

pe
5t
or
s	a

nd
	d
oo

m
	sa

le
s.
	

Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

40



N
am

e:
	

De
sc
rip

(o
n:
		P
ur
ch
as
in
g	
M
an
ag
er
	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
	1
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	
	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	R

ea
so
n	

	 Fa
ir	
(+
2)
:	R

es
ist
,	B

us
in
es
s	J
ar
go
n	
	

	 Av
er
ag
e	
(+
1)
:P
er
su
ad
e	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Th
e	
co
m
po

ne
nt
	c
os
t	o

n	
th
e	
YS
	p
ro
je
ct
	h
as
	g
oZ

en
	o
ut
	o
f	h

an
d.
		T
he

	g
oa
l	f
or
	a
	

“u
ni
qu

e	
ve
hi
cl
e”
	h
as
	b
ee
n	
ta
ke
n	
to
	a
n	
ex
tr
em

e	
on

	th
is	
pr
oj
ec
t	a

nd
	th

e	
en

gi
ne

er
s	h

av
e	
ta
ke
n	
ad
va
nt
ag
e	
of
	th

is	
re
qu

ire
m
en

t	t
o	
ta
ck
	o
n	
un

ne
ce
ss
ar
y	

fa
n-
bo

y	
eq

ui
pm

en
t.	
	Y
ou

	a
nd

	y
ou

r	V
P	
ha
ve
	id
en

5fi
ed

	th
ei
r	l
at
es
t,	
an
	

un
ne

ce
ss
ar
y	
su
sp
en

sio
n	
pi
ec
e	
(t
ha
t	t
he

y	
ca
ll	
a	
“s
w
ay
	b
ar
”)
	th

at
	th

ey
	g
us
h	

ab
ou

t	b
ut
	w
ill
	d
el
ay
	th

e	
pr
oj
ec
t,	
th
e	
cu
st
om

er
	w
on

’t	
ev
en

	n
o5

ce
	a
nd

	w
ill
	

de
fin

ite
ly
	p
us
h	
th
e	
YS
’s
	c
os
t	w

ay
	p
as
t	i
ts
	c
om

pe
5t
or
s	a

nd
	d
oo

m
	sa

le
s.
	

Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

41



N
am

e:
	

De
sc
rip

(o
n:
	E
ng
in
ee
r	2

	&
	C
ha
ss
is	
Te
am

	L
ea
d	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
		0
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	T
ec
hn

o	
Ja
rg
on

	
	 Fa
ir	
(+
2)
:	R

es
ist
,	R

ea
so
n	

	 Av
er
ag
e	
(+
1)
:	P
er
su
as
io
n,
	In
5m

id
at
e	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Yo
ur
	te

am
	is
	c
on

fid
en

t	t
ha
t	a

dd
in
g	
a	
su
sp
en

sio
n	
sw

ay
	b
ar
	is
	c
ri5

ca
l	t
o	
th
e	

su
cc
es
s	o

f	t
he

	Y
S	
by
	a
pp

ea
lin
g	
to
	it
s	c

ri5
ca
l	y
ou

ng
	b
uy
er
.		
W
ith

	it
,	t
he

	
ha
nd

lin
g	
of
	th

e	
YS
	w
ill
	b
e	
th
e	
su
pe

rio
r	t
o	
al
l	o
f	i
ts
	c
om

pe
5t
or
s.
		W

ith
ou

t	i
t,	

yo
ur
	te

am
	h
as
	d
et
er
m
in
ed

	th
at
	th

e	
YS
	c
ou

ld
	b
e	
da
ng
er
ou

sly
	u
ns
ta
bl
e,
	

es
pe

ci
al
ly
	in
	th

e	
ex
tr
em

e	
ha
nd

lin
g	
co
nd

i5
on

s	t
o	
w
hi
ch
		t
he

	y
ou

ng
er
	b
uy
er
s	

w
ill
	c
er
ta
in
ly
	su

bj
ec
t	i
t.	
	A
dd

in
g	
th
e	
sw

ay
	b
ar
	to

	th
e	
YS
	w
ill
	d
el
ay
	p
ro
du

c5
on

	
a	
bi
t	b

ut
,	w

he
n	
it	
co
m
es
	o
ut
,	i
t	w

ill
	d
riv

e	
be

Z
er
	th

an
	a
ny
	o
f	i
ts
	c
om

pe
5t
or
s.
		

Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

42



N
am

e:
	

De
sc
rip

(o
n:
	E
ng
in
ee
r	1

	&
	S
us
pe

ns
io
n	
Te
st
	L
ea
d	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
		0
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	

	 Fa
ir	
(+
2)
:	T
ec
hn

o	
Ja
rg
on

,	R
ea
so
n,
	P
er
su
as
io
n	

	 Av
er
ag
e	
(+
1)
:	R

es
ist
	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Yo
ur
	te

am
	is
	c
on

fid
en

t	t
ha
t	a

dd
in
g	
a	
su
sp
en

sio
n	
sw

ay
	b
ar
	is
	c
ri5

ca
l	t
o	
th
e	

su
cc
es
s	o

f	t
he

	Y
S	
by
	a
pp

ea
lin
g	
to
	it
s	c

ri5
ca
l	y
ou

ng
	b
uy
er
.		
W
ith

	it
,	t
he

	
ha
nd

lin
g	
of
	th

e	
YS
	w
ill
	b
e	
th
e	
su
pe

rio
r	t
o	
al
l	o
f	i
ts
	c
om

pe
5t
or
s.
		W

ith
ou

t	i
t,	

yo
ur
	te

am
	h
as
	d
et
er
m
in
ed

	th
at
	th

e	
YS
	c
ou

ld
	b
e	
da
ng
er
ou

sly
	u
ns
ta
bl
e,
	

es
pe

ci
al
ly
	in
	th

e	
ex
tr
em

e	
ha
nd

lin
g	
co
nd

i5
on

s	t
o	
w
hi
ch
		t
he

	y
ou

ng
er
	b
uy
er
s	

w
ill
	c
er
ta
in
ly
	su

bj
ec
t	i
t.	
	A
dd

in
g	
th
e	
sw

ay
	b
ar
	to

	th
e	
YS
	w
ill
	d
el
ay
	p
ro
du

c5
on

	
a	
bi
t	b

ut
,	w

he
n	
it	
co
m
es
	o
ut
,	i
t	w

ill
	d
riv

e	
be

Z
er
	th

an
	a
ny
	o
f	i
ts
	c
om

pe
5t
or
s.
		

Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

43



N
am

e:
	

De
sc
rip

(o
n:
		C
hi
ef
	E
ng
in
ee
r	&

	B
od

y	
Te
am

	L
ea
d	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
		1
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	T
ec
hn

o	
Ja
rg
on

,	P
er
su
as
io
n	

	 Fa
ir	
(+
2)
:	R

ea
so
n,
	R
es
ist
	

	 Av
er
ag
e	
(+
1)
:	I
n5

m
id
at
e	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Yo
u	
ar
e	
co
nc
er
ne

d	
ab
ou

t	t
he

	n
oi
sin

es
s	a

nd
	h
ar
sh
ne

ss
	o
f	t
he

	Y
S.
		Y
ou

	h
av
e	

re
ce
nt
ly
	d
on

e	
te
s5
ng
	to

	re
du

ce
	th

e	
5r
e	
pr
es
su
re
	in
	th

e	
fr
on

t	5
re
s	c

om
pa
re
d	

to
	th

e	
re
ar
	to

	h
av
e	
it	
m
at
ch
	th

e	
qu

ie
tn
es
s	o

f	y
ou

r	c
om

pe
5t
or
s.
		Y
ou

	su
sp
ec
t	

th
is	
w
ill
	b
e	
sh
ot
-d
ow

n	
bu

t	y
ou

	a
re
	c
er
ta
in
	p
ro
sp
ec
5v
e	
ne

w
	b
uy
er
s	w

ill
	p
re
fe
r	

th
e	
qu

ie
te
r	r
id
e	
an
d,
	a
s	a

	b
on

us
,	i
t	h

an
dl
ed

	te
rr
ifi
c,
	e
ve
n	
w
ith

ou
t	t
he

	sw
ay
	

ba
r	t
ha
t	c
ha
ss
is	
gr
ou

p	
ha
s	p

ro
po

se
d.
	

Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

44



N
am

e:
	

De
sc
rip

(o
n:
	P
la
nt
	M

an
ag
er
	&
	M

an
uf
ac
tu
rin

g	
Te
am

	L
ea
d	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
		2
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	I
n5

m
id
at
e,
	R
es
ist
	

Fa
ir	
(+
2)
:	R

ea
so
n,
	P
er
su
as
io
n	

Av
er
ag
e	
(+
1)
:	T
ec
hn

o	
Ja
rg
on

,	B
us
in
es
s	J
ar
go
n	
	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	

Yo
u	
ar
e	
re
ad
y	
to
	g
et
	th

e	
YS
	in
to
	p
ro
du

c5
on

	w
ith

	n
on

e	
of
	th

e	
m
an
uf
ac
tu
rin

g	
st
um

bl
es
	th

at
	h
av
e	
slo

w
ed

	y
ou

r	p
re
vi
ou

s	n
ew

-m
od

el
	la
un

ch
es
.		
	T
he

	p
la
nt
	

ne
ed

s	f
ew

er
	p
ar
ts
	a
nd

	le
ss
	p
ro
du

ct
	v
ar
ia
5o

n	
to
	le
ar
n	
to
	m

ak
e	
th
e	
ne

w
	Y
S	

qu
ic
kl
y.
		Y
ou

	w
an
t	t
o	
m
ak
e	
su
re
	y
ou

r	a
ss
em

bl
y	
lin
e	
isn

’t	
ov
er
w
he

lm
ed

	w
ith

	
le
ar
ni
ng
	to

	p
ro
du

ce
	a
	b
ra
nd

	n
ew

	v
eh

ic
le
	w
ith

	u
nn

ec
es
sa
ry
	e
xt
ra
	p
ar
ts
	a
nd

	
un

ne
ce
ss
ar
y	
va
ria

5o
n.
		M

ar
ke
5n

g,
	e
ng
in
ee
rin

g,
	a
nd

	sa
le
s	a

lw
ay
s	w

an
t	t
o	

ad
d	
co
m
pl
ex
ity

	–
	th

ey
	a
re
n’
t	t
he

	o
ne

s	w
ho

	h
av
e	
to
	b
ui
ld
	it
	a
nd

	g
et
	it
	to

	
cu
st
om

er
s	q

ui
ck
ly
.	

Fi
ve
	A
c(
on

s:
	

•
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

•
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

•
Pe

rs
ua
de

	
•

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

•
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

45



N
am

e:
	

De
sc
rip

(o
n:
	V
P	
of
	S
al
es
	&
	S
al
es
	T
ea
m
	L
ea
d	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
		3
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	P
er
su
as
io
n,
	R
ea
so
n	

	 Fa
ir	
(+
2)
:	R

es
ist
,	B

us
in
es
s	J
ar
go
n	

	 Av
er
ag
e	
(+
1)
:	I
n5

m
id
at
e	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Yo
ur
	d
ea
le
r	n

et
w
or
k	
ne

ed
s	a

	c
he

ap
,	s
po

rt
y	
ca
r	t
o	
co
m
pe

te
	w
ith

	p
ro
du

ct
	

fr
om

	y
ou

r	(
no

rm
al
ly
	m

uc
h	
le
ss
	su

cc
es
sf
ul
)	c
om

pe
5t
or
s.
		T
he

y	
go
t	t
he

	ju
m
p	

on
	y
ou

	w
ith

	th
ei
r	p

ro
du

ct
s	a

nd
	y
ou

	n
ee
d	
so
m
et
hi
ng
	o
n	
de

al
er
	lo
ts
	n
ow

	a
nd

	
th
e	
YS
	w
as
	d
es
ig
ne

d	
to
	b
e	
th
at
	v
eh

ic
le
.		
Th
e	
en

gi
ne

er
in
g	
an
d	
m
ar
ke
5n

g	
fo
lk
s	

ha
ve
	g
oZ

en
	a
ll	
ca
ug
ht
	u
p	
in
	th

ei
r	f
an
cy
	id
ea
s	a

nd
	a
re
	tr
yi
ng
	to

	m
ak
e	
th
e	

pr
oj
ec
t	t
oo

	e
xp
en

siv
e	
an
d	
to
o	
fa
nc
y,
	ju
st
	li
ke
	th

ey
	h
av
e	
w
ith

	e
ve
ry
th
in
g	
in
	

th
e	
la
st
	fe

w
	y
ea
rs
.		
Yo

ur
	c
om

pa
ny
	is
	#
1	
in
	sa

le
s	b

ut
	y
ou

r	c
om

pe
5t
or
's	
ar
e	
on

	
yo
ur
	h
ee
ls	
an
d	
yo
u	
ar
e	
w
ea
k	
in
	th

e	
al
l-c
ri5

ca
l	y
ou

ng
	b
uy
er
s	t
ha
t	w

ill
	k
ee
p	

yo
u	
in
	fi
rs
t	p

la
ce
.		
Th
ey
	Y
S	
w
ill
	fi
x	
th
at
	b
ut
	o
nl
y	
if	
it	
co
m
es
	o
ut
	o
n	
sc
he

du
le
.	

Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

46



N
am

e:
	

De
sc
rip

(o
n:
	C
hi
ef
	E
ng
in
ee
r	&

	Q
ua
lit
y	
Te
am

	L
ea
d	

As
pe

ct
(s
):	

(+
2/
re
-r
ol
l)	

Re
pu

ta
(o

n:
		1
	(e

ac
h	
ca
n	
be

	tr
ad
ed

	fo
r	+

2	
or
	re

-r
ol
l)	

Sk
ill
s:
			
	

Go
od

	(+
3)
:	B

us
in
es
s	J
ar
go
n	

	 Fa
ir	
(+
2)
:	P
er
su
as
io
n,
	R
es
ist
,	R

ea
so
n	

	 Av
er
ag
e	
(+
1)
:	I
n5

m
id
at
e	

Ba
ck
gr
ou

nd
	In

fo
rm

a(
on

:	
	

Yo
ur
	la
te
st
	p
ro
du

ct
	la
un

ch
es
	h
av
e	
st
ar
te
d	
w
ith

	p
oo

r	q
ua
lit
y	
th
at
	h
as
	h
ur
t	

sa
le
s	i
n	
su
bs
eq

ue
nt
	y
ea
rs
.		
En
gi
ne

er
in
g	
ke
ep

s	w
an
5n

g	
lo
ts
	o
f	g
ee
ky
	p
ie
ce
s	

an
d	
lo
ts
	o
f	v
ar
ia
5o

n	
to
	sa

5s
fy
	o
th
er
	c
ar
	g
ee
ks
.		
Q
ua
lit
y	
is	
w
ha
t	a

re
	k
no

w
n	
fo
r	

an
d	
it	
is	
w
ha
t	k

ee
ps
	c
us
to
m
er
s	c

om
in
g	
ba
ck
.		
M
ar
ke
5n

g,
	e
ng
in
ee
rin

g,
	a
nd

	
sa
le
s	a

lw
ay
s	w

an
t	t
o	
ad
d	
co
m
pl
ex
ity

	u
n5

l	t
he

	q
ua
lit
y	
pr
ob

le
m
s	h

ap
pe

n	
(b
ec
au
se
	o
f	t
he

ir	
ch
oi
ce
s)
	a
nd

	th
en

	y
ou

	a
re
	st
uc
k	
cl
ea
ni
ng
	u
p	
th
ei
r	m

es
s.
	

Fi
ve
	A
c(
on

s:
	

• 
O
ve
rc
om

e	
an
	o
bs
ta
cl
e	

• 
Cr
ea
te
	a
n	
ad
va
nt
ag
e	

• 
Pe

rs
ua
de

	
• 

In
5m

id
at
e	
(s
tr
es
s	o

ut
co
m
e)
	

• 
Re

sis
t	

	

M
en

ta
l	S
tr
es
s:
			
		1
			
			
			
			
	2
	

	 +7
		

+6
	

+5
	

+4
	

+3
	

+2
	

+1
	

0	 -1
		

-2
		

Re
su
lt	

De
fe
nd

er
	st
ro
ng
	a
dv
oc
at
e	

De
fe
nd

er
	is
	a
n	
ad
vo
ca
te
	

De
fe
nd

er
	is
	a
	su

pp
or
te
r	

De
fe
nd

er
	v
er
y	
co
nv
in
ce
d	

De
fe
nd

er
	c
on

vi
nc
ed

	
De

fe
nd

er
	p
os
i5
ve
	

De
fe
nd

er
	n
eu

tr
al
	

N
o	
Ch

an
ge
	

+1
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

+2
	A
Z
ac
ke
r	M

en
ta
l	S
tr
es
s	

	

47




