
A journey – Intro
 
This game was written for Game Chef 2010: Sojourner. It was inspired by the ingredients 
Desert, Edge and Skin, and the theme Journey.

This game draws from a few games (Exec Decision, Polaris, Apoc World)..... Notably much of 
the terminology is drawn from Matt Wilson's PTA- so much so it began christened Prime Mi(n)
sadventures – a little too clumsy for my taste.

Most of all the game is inspired by Mars Colony by Tim C Koppang.

The game also is heavily motivated by the publication, more or less in the week of Game Chef, 
of Tony Blair's A Journey. That book sold 92,000 copies in its first 4 days, so I'm hoping for a 
similar success for this game in its final published form.

What is the game about?

The game is about an ex-prime minister of the United Kingdom writing their autobiography. The 
game comprises a series of chapter excerpts together with dramatisations and other inserts that 
bring the story to life.

 

The question being asked is: what kind of a political life did this person live? What did they 
achieve? Did it matter? And who did they screw over along the way?

 

Who is the game for?

The game is for three players. Each has a different role which allows them to make different 
kinds of contributions to the game.



 

The leader will take on the role of the ex-Prime Minister.

If you enjoy sticking with a single character who is the focal point of attention throughout the 
story, and be provided with some hard choices along the way, be the leader.

 

The party will take on the role of everyone who is theoretically on the same side as the leader. 
Everyone in government (including special advisers and appointees who may technically not be 
members), key parliamentarians (Lords and Commons), rank and file, and influential supporters 
outside of formal politics.

If you enjoy playing a range of characters that often matter a great deal to the leader, in 
personality as well as in their actions, be the party.

 

The opposition will take on the role of everyone who is theoretically suspicious or opposed to 
the leader. This includes the main opposition party and minority parties, pressure groups, think 
tanks and the media.

If you enjoy playing a range of forces that generate adversity and put the screws into the story, 
be the opposition.

What the game should look like in play

After set-up, the players will depict key moments and periods in this political life. This will 
often be in the form of a dialogue between key actors in the story (eg a meeting between the 
leader and his Home Office minister), or more active situations (a face-off between protesters 
and police outside Westminster). Sometimes, events will be launched into the game by the 
opposition and the leader will need to react to these.

The game mechanics will help determine how these events affected the leaders political legacy.



Research phase
The game begins by establishing some of the main forces, individuals and themes that may be 
explored in the game.

The first is to agree which decade the game will be set (you can be more specific to the year, if 
you like). My vote is to go for the more recent decades: 80s, 90s or 00s. This is partly because 
we have a better idea of what politics looks like in those decades – due to living through it as 
well as more extensive documentation/representation. Also, I wrote the game with this kind of 
period in mind (specifically the 90s-00s) so I have more faith in it whirring in that context.

That said there are interesting things to play with in other decades: the post-war XXX, including 
the establishment (or otherwise) of welfare state in the late 40s/50s; mass strikes, the 3-day 
week, the winter of discontent of the 70s.

A word of warning: the 40s or equally the teens have some obvious interest due to the major 
wars Britain was involved with. However bear in mind that the game will demand that you have 
a genuine interest in home matters as well. If not, the fronts will sag and feel like a distraction.

 

Following this, you should each agree on what part to play in the game, if you haven't already. 
Opposition, Leader, Party. Once you have decided you can take the relevant playbook and 
learn more about the game.

Leader Playbook
 
You are the leader, which means you will take on the role of the ex-Prime Minister.
The great thing about this role is really being a focal point of the story. You're a part of every 
scene proper, and you have the opportunity to really explore this character,
You will also see your character put to the test. They have a hard job to do and are beset by 
many forces.
The first thing to start with is finishing the research phase, which for you means beginning to 
define what the leader is about and who they are.
Firstly, choose a political leaning. You could just use intuitions drawn from your own political 
situation in your country and leave it there. Alternatively, consult Appendix A in the Shared 
Playbook.
My hunch is it's more fun to play some form of Labour leader. Whatever you choose, tell the 



other players.
An important concept in the game is that of issues – the concerns for the nation that your 
government has to deal with. You came to power promising to deal with three in particular: 
these are your manifesto issues. Pick three from the following list and tell these to the other 
players. Fill in the manifesto issues in the issue sheet, just the name in the small space next to 
the colon.
 
Tax

Economy

Consensus politics

Law and Order

International stage Hard

International stage Soft

Health

Education education education

Welfare fair for all

Environment

 
Together, you can then brainstorm a bit more detail. For instance, if you pick the topic of 
education, what was the big idea? It could be as simple as more funding, or could be something 
specific: eg academy schools, abolishing mandatory testing, apprenticeships. Brainstorm out a 
few ideas for each with the other players. You have final say on what the manifesto pledge was, 
so pick the one that interests you most and give the detail the issue sheet in the space provided.
 
Once you've finished, the other players need to make some choices about the issues. Remind 
them of this if they forget, and hurry them along good-naturedly.
 
If the party and opposition both come out against a manifesto pledge, then this is a principled 
pledge made by the leader that was popular with some but divisive. That is, you went out on a 
limb on this one, and a lot of people would love to see you hung with your own rope. Be sure to 



let the others know this.
 
 
Now you need to define some issues for the leader themselves. As you go forward in the 
research phase, you should definitely kibbitz, chat, ask questions and express enthusiasm for 
the stuff you are putting together. In a real sense, the leader is the heart of the game, so the 
more you can transmit about them and what you find interesting about them, the better.
 
Choose two personal qualities. These are your edges, and are things you can use to have an 
edge over situations: in most cases, over other members of your party that you want to win 
over.
 
Possible edges include: salt of the earth, runs a tight ship, well connected, shrewd, man of faith, 
renowned previous life, inspiring, animal magnetism, fearsome, a bit of the good life.
Choose a name, gender, approx age if desired. Think about any previous history, 
inspired by the edges – are they a career politician or have they lived in the 'real world'?
 
 
 
 
 
 
 
 
 
 
What does the leader do in-game?
Moves the game forward by moving through their manuscript. You decide where and when 
the action moves to next. Getting a pasting on healthcare? Start a new chapter on “The Greek 
collapse” and hope you fare better on the international stage.
Deal with problems affecting your country. In particular, you have 3 manifesto pledges which 
may come under pressure. When they do, you can act through your party or directly.
Narrate context, mood and feel. In any scene you can narrate detail (a change in the wind, 
a waiter, the fact that your colleague looks dishevelled) as well as your thoughts and feelings. 
When you do this, talk directly to the player not in the scene. This will mostly be the opposition 
player.
 
 
So how does this work?
 
You'll hear about a problem from the opposition player (you're going to learn to love their 
contributions!). They will explain how a group/individual hostile to you, termed a foe, has taken 
an action or produced/revealed some information.
 
The first thing to do is narrate this into the book. For instance:
“That June, I was sitting down to breakfast when the radio piped out that the Royal Society have 



serious concerns with GM food – calling our whole position into question! I was shocked.”
“Over the year, it became quite clear that the Royal Society were not going to go our way on 
GM, and finally they produced a report that was pretty damning.”
Notice how you can frame the information that the opposition gives in very different ways. You 
put the flesh on the bare bones, and this can inspire the other players going forward. Don't 
neglect this!
 
Once the opposition raises a problem, you have a few choices.
You can not act. If the issue is going down the tubes anyway, or if you think this isn't worth your 
while, you can not act and instead turn the game forward onto another topic entirely. Beware! If 
you do, the opposition may push this forward out of sight.
You can act directly on the issue. This involves using your clout to quell the problem. Narrate a 
piece of the book to start a scene that explains how you do so. The opposition player will play 
any characters needed. You should demonstrate how one of your edges is relevant to quelling 
the problem. Once you've used an edge with one issue, it won't work again. Also, when you 
quell a problem, any fallout is directly on you. This means the opposition gets more ammunition.
You can act through your party. This involves using their influence to sort things out for you, 
and is the default way to solve problems in the game. You and the party player should chat and 
to-and fro about who might be useful here. If the party player has not used up all their slots, 
you can both conceive of a character who might be essential here. The party player will be 
amicable, but remember that this character will stay in the game as a key source of support, so 
think a little beyond the immediate situation to someone you would want to see again.
 
Leader-Party Scenes
 
When you decide to act through your party, narrate the very start of a scene- the environment, 
time of day, how you go there – as much or little information as gives you a feel for things.
It's great to use and re-use settings – eg one of the bars in Westminster, the study room of 
No 10, a cliquey little restaurant in Vauxhall, a golf course, or anywhere your mind can create. 
The party player will most likely have thoughts on this, shaped by the type of person they are 
playing.
Then, play through the situation. Enjoy the social niceties, the beating around the bush. 
Remember you can add details and feelings. The party characters are your supporting cast, 
and your ongoing interactions with them are a big part of things. Don't hurry through the scenes, 
enjoy them.
Of course, sometimes, for contrast, go right for the throat. “I'm being fucking crucified by the red 
tops. You've got to do something!” The details can still creep in afterwards.
The party player may be happy to give you exactly what you want. Lovely!
Sometimes, they may want something in return, and will do this by exacting a promise. If you 
do, you can get what you want done, but remember that you owe them.
Alternatively, you can win them over using one of your edges. This can work in lieu of a promise 
or if they are just plain unwilling. State the edge you are intending to use and then play forward 
into the scene using this. If you use an edge on a particular character, it won't work on them 
again. But not to worry, there are always other allies to tap up.
Using your edges: You should open a section by explaining how the edge was used. Start 
by saying “this is an X edge seen with [party character Y] – eg “This is an animal magnetism 



edge scene with John Boycott.” This is so the party member is able to challenge if the situation 
seems off – eg if John is avowedly straight and the leader male, this may seem a bit leftfield. 
(Of course, the leader may have an interesting route to take this – eg buttering up some party 
faithful to pass over to John; if they want to roll with it, they should.)
 
 
Reshuffles and new policy announcements
If you choose not to act on a problem, that frees you up to pay attention to internal politics 
and policy. You can announce a reshuffle, to favour your friends around key issues and push 
difficult people to the sidelines. Note that you can shuffle someone out of your government but 
(assuming they are an elected politician, not a spin doctor or advisor) they will continue in the 
parliament and still influence things.
You can announce a new policy. This can help build your legacy and shape the country in your 
desired image.
Alternatively, you can pay attention to an unproblematic issue and push it forward. If an issue is 
pushed forward three times, you have succeeded in your ambition for that issue. It may not be 
an unqualified success, but it has been implemented and is part of the country now. It's legacy.
 
Make or Break
Sometimes things just aren't going the way you planned. An issue amasses many foes, cracks 
start to appear in your case, you supposed allies are no-where to be seen. The opposition 
player will let you know when you get to a make or break point, where the very issue is at stake. 
You have a few choices.
If there is a party character in play who could really make a difference here, draw on them. Be 
ready to beg, and it may cost you.
Going to the dogs: your intent for the issue is foiled, the opposition will tell you how. Oh well, 
there are other things for a head of government to worry about. But that's your legacy.
.
By the skin of my teeth
Begin a piece of narration that incorporates the phrase by the skin of my teeth. This is your deus 
ex machina, to ensure that a vote goes through, a scandal is quieted, or a leadership challenge 
averted.
 
When you use by the skin of my teeth, you cancel the opposition immediate threat. However, 
roll a standard dice. If you roll in the skin zone, wow, you've just pulled it off. You and the 
opposition should agree on an uneasy settlement, a status quo the issue has drifted into. If 
there are disagreements, defer to the party player for the outcome or details they prefer. If you 
roll in the skinned zone, oh wow. You've been brought down big time. You are thrown into the 
political desert. The group should open the desert playbook now.
The skinned zone grows each time you use skin of my teeth. The first time it's a 1, then a 1-2, 1-
3, etc. The skin zone is any number above the skinned zone.
 
 



Party Playbook
 
Unlike the leader, the party plays a range of roles. Unlike the opposition, these roles are few 
and deep. The party player has four Key Figure slots, for each of these major roles that they will 
inhabit. These are filled in play.

In your research phase, you can get on with a number of things. Some of them depend upon 
info from the leader.

The leader will pick three manifesto pledges that the government was elected to carry out. They 
will tell you these three issues, which are picked from a wider set of issues. (You can see a set 
of these in the Shared Playbook if interested.) Once they have chosen them, you will brainstorm 
as a group to flesh them out – the leader will explain this.

From the three issues, pick one in secret that the party is wedded to, and one that it chose 
reluctantly. The opposition will also make a choice, so check in with them – once you have both 
made your choices, you can reveal.

 

As the party, you will ultimately have 4 characters at your disposal to play over and again across 
the game. For now, you will get two figures from government ready to roll. You may want to 
toy with possibilities with your other slots, but it's better to keep things open, as once the game 
develops you may fiend that different kinds of figures add more to the game. Later slots can be 
filled by non-governmental characters, as laid out below, but your first two need to be in your 
government

 

The exact position in government can be invented or chosen from the below list. At least one 
of the two starting party members should be linked to a manifesto pledge. It's important to note 
that these are appointments that do change: an individual may begin in the Environment but 
get given the top spot in a reshuffle (XXX who does this?) The only thing that stays fixed is the 
individual's loyalties and motivations.
 
In the research phase, pick two members of government and answer the following questions 



about them.
 
Who are they loyal to? The party/the ideals of the party/the leader/the electorate/themselves
 
What do they seek from politics? change/power/status/popularity/ money/perks/history books/
specific passion
 
Where do they have influence?
Other party members/media/police and legal establishment/opposition party/unspecified 
pressure group (name when needed)
 
Party character possible - roles
 
Ministers in government: Home Secretary (L and Order); Chancellor (economy); ministers for 
health; education; environment; rural matters; foreign secretary.
Other members of parliament: Chief whip (an enforcer who keeps the MPs in line to vote with 
party); Deputy leader – sensitive to the feelings of the wider party
Civil Servant (permanent member of governmental infrastructure, advising the government but 
non-party political in advice).
Head of Communications or PR.
Peer of party – may be inherited or more likely a distinguished individual, eg a scientist or 
captain of industry. Titles include Baron, Lord, Baroness, Lady (XXXX)
Celebrity – a big backer of the party who provides popular appeal or connection to younger 
voters
 
Some example party members
Lord Rogers – loyal to electorate, specific passion for scientific freedom
Greg Walmsley – Head of Communications, loyal to leader, seek change (push the opposition 
into a decade out of power
Stu Dempsey – Home Secretary – loyal to party, seeks power
Davey D – Rock singer turned activist – loyal to ideals of party, seeking a place in the history 
books
 

What do you do in-game?
 

Play your characters in scenes with the leader and represent their best interests. 
When that involves supporting the leader, feel no restriction in doing so. It's not your job to 
manufacture conflict, just to react in accordance with the character's loyalties, motivations and 
any past history. Equally, when you feel that the character would be highly resistant, feel free to 
do so. Kick up a real fuss.
What does this look like?
The leader will ordinarily start a scene with a party character because they need something – 
they want to make use of your influences. You should discuss with them before the scene starts 
to agree that the reach of the influence is in fact appropriate – that it makes sense that the party 
character could achieve what the leader desires. Then the leader player will set the scene, and 
then you can get to playing out the meeting.



Feel free to make your characters larger than life. Political memoirs are full of colourful figures, 
and you have a chance to be them. When the leader wants to get onto a topic, feel free to derail 
with inappropriate questions, concerns about your surroundings, etc. If you find a running theme 
in one scene (eg getting a bite to eat) then consider reintroducing this in future scenes, this 
enhances your character and gives them a comic dimension without having to work hard at it.
The leader will want something from you, so you should always think about what the party 
character gets in return. The best places to look for this are their loyalties and motivations. 
You may want something tangible with an obvious impact on the game – a different post in 
government, for instance. Or you might see something that currently feels a bit more abstract, 
eg “the party would like to be consulted more in the future”. It's all good! If you have something, 
suggest it explicitly in the scene as something you want, a promise.
If the leader wants to get right into things, realise this means he really needs your help. Lovely, 
you've got control. Don't horse-trade yet, keep the topic on other things and make him sweat. 
Also, if this is a 'Make or Break' situation – you'll know because the opposition will be gloating 
about this, then you can demand two promises. Make one of them really awkward if you can.
 
Oh! Another thing. Compromise yourself. Reveal information in the meeting about political 
machinations, personal peccadillo, mistakes you've covered up. Sharing these details 
establishes that you and the leader are intimate. This makes it harder for them to refuse you 
things (eg promises) and raises the stakes for the leader if they renege on their promises. This 
means it's more likely that you'll get your way!
The opposition player is the arbiter of whether you've formally compromised yourself. If they 
agree that you have then all these implications kick in.
Oh, and it may be that the opposition will make use of these compromises in later parts of the 
game. I wouldn't worry about it. Every government needs a good scandal now and again.
 
One other suggestion: as a default, treat all your characters as highly jealous of one another 
– for the attention they get from the leader, for their current political standing. If one character 
has been promised a new post in one scene, consider running them down in the next, from the 
mouth of their peer and rival.

One final thing. At the end of the scene, decide how your party characteris feeling. You should 
make a note of the following on the character sheet:

Did the party character feel that the best interests were attended to by the leader, including any 
previous promises? if so, Disposition is good. If they were made a promise then this is definitely 
good, unless they were humiliated in the process.

If not, mark in the disposition slot something negative: bitter/frustrated/suspicious.

If the party character has compromised themselves, and was mistreated; or if the scene 
revealed a promise broken, the disposition switches to Betrayed.



 

What does Betrayed mean? It means tell the opposition.
 
 

Opposition Playbook
 
You are the opposition, which means you will take on the role of everything who is theoretically 
suspicious or opposed to the leader. Note: everything, not just everyone. This in a sense is the 
most abstracted of the roles to play, in which you can be declaring events, newspaper headlines 
and the like.

 

You will be representing a variety of forces, from the main opposition party and minority parties, 
to pressure groups, think tanks and the media.

This is a great role to play to really put the screws into the story.

 

 

 

 

Research phase - opposition

 

Off the top, the leader will pick three manifesto pledges that the government was elected to 



carry out. They will tell you these three issues, which are picked from a wider set of issues. (You 
can see a set of these in the Shared Playbook if interested.) Once they have chosen them, you 
will brainstorm as a group to flesh them out – the leader will explain this. From the three issues, 
pick one that the opposition is implacably opposed to. You don't need to know why, yet, or even 
what features of the opposition are so opposed. Just pick the issue that seems juiciest to you, 
the one you are most excited about right now.

 

 

 

Right, opposition, now you can get on with your stuff. Since we're asking you to scheme, there's 
no obligation to talk through what you're preparing – in fact, it's good to keep elements secret. 
I think it's fun to drop ominous hints, but that's entirely in your hands. As you preparde, make 
sure to be listening carefully as the other players talk through their stuff. Contribute too, with 
table talk and affirmations. Make sure to affirm what they are doing, as you are going to take 
their choices, coat them with gasoline and unleash the inferno.

 

 

Your role is going to be to make the features of the table into irreconcilable differences. Note in 
particular:

 

What the manifesto pledges are.

How they intersect with the opening party members

How the leader player talks about the leader. What are they interested in? Are they excited 
to be making an explicitly atheist prime minister? Then religion and values could be really fun 
themes to throw at them.



 

How do you do this? You develop fronts. These are packages of trouble that you will try and 
threaten the PM with.

 

Start off one front right away: this is the issue that the opposition are opposed to. Grab a front 
sheet from the back of the playbook and start filling it in: put the issue name where it says “This 
front is all about”. Each front is composed of foes, so figure out what your foes are going to be:

 

Pick a broad foe:

●  
● The political opposition are vehemently, ideologically opposed, and will find 

any way to fight or undermine it
●  
● Key parts of the media are opposed, and will campaign against it

The the broad foe will be ongoing, seizing on whatever fuel it can find to make life difficult for the 
PM.

 
Pick a specific foe:

●  
● A pressure group
●  
● An expert on the issue
●  
● Someone associated with the manifesto pledge is compromised.

In itself this will be shorter-lived, but it's impact is high. It's a key gulp of fuel for the global 
problem.

 

Opposition – what you do
You aim to cause dissent within the party and tarnish issues for the leader. An issue is tarnished 
whenever a party member is unable to make it go away.



To do this well, you need to have a really clear view of what is going on. So listen.
You need to put what's going on under pressure. So scheme.
You need to bring this into the game. So reveal.
 

What does this look like?
 

So first off, you pick a problem. A problem is something produced by a foe to cause issues for 
the leader. Problems are packaged in various forms – see below.
 
 
Problem package
Information revealed in Prime Ministers Questions
Poll (by Gallup, Arup, etc)
Independent Review
Exclusive (scandal)
Protest
Staged action
Internal dissent
 
At the start of play, you start with one problem, one package. Pick any one of this related to one 
of your foes.
Any problem package you have you can play. You play by announcing it between scenes: 'I've 
got a problem for you. It's a nasty poll saying people are against religious schools.' As the 
game progresses, you will see more natural problems that are arising, so listen, listen. The way 
problems get introduced into play are twofold: first you earn them, then you play them.
You can earn a new problem at the following times:
The leader addresses an issue directly using an edge. When they do this, you get a new 
problem to play in; this may be internal dissent due to the bluntness, pressure in PMQ regarding 
the politicisation of processes, or anything else that seems legitimate due to how they resolve 
the issue.
A party member compromises themselves. They will ask for your agreement when they attempt 
to do so – it's in their interests – but only agree once you see something in what they're saying 
that feels like a potential for scandal. This could be personal scandal or political.
The leader progresses the issue. This means they are pushing it towards completion, and each 
time they do so, the pressure pushes other things out of place. These problems can be related 
to that issue or other issues.
 
Note that any scandals that implicate the leader or party characters should be based on grains 
of truth. Listen hard to what's been revealed in the scenes between these players.
 
However, each foe can only produce a certain amount of problems – specific foes two max and 



broad foes three max. Then they fizzle. Instead of earning up a new problem, you can earn 
another foe. You can only have a broader foe once you have introduced specific foe in that 
front.
Also, when a party character is betrayed (they'll tell you) then you can add their faction in as a 
foe, together with a new problem, on any front, including opening a new front. Also, once a party 
character is betrayed, you can fashion scandals with them directly – have a quick tete-a-tete 
to agree on a possible political issue that this character could have sight of and be prepared to 
leak. It can be subtle stuff - “schism in cabinet” is easy and can be damaging to near any issue.
How do you introduce new stuff? You can introduce two problems at once, and up to one foe 
in that period in between scenes. This can be powerful to do, as the scene that follows can 
ordinarily only affect one problem.
 
When the leader deals with a problem, either directly or through a party member, it is resolved. 
It is possible that some smart action can resolve two problems at once: this will be rare , but a 
great piece of political machination should be rewarded. You should agree if so, or if not, state 
which problem you think the action best works for. The party player can resolve disagreements.
Whan a problem is resolved, you can reanimate it instead of introducing another problem, in 
which case you should give some new reason why this has reemerged and become a problem 
again. It costs you a problem earned in just the same way.
If you are ever out of problems, then generate two more spread amongst your fronts. 
Remember, you can hold problems earned back, so it can be useful to exhaust problems and 
then start to throw them back in, creating periods of rest and of turmoil.
 

Problems and fronts. Hopefully the problems on a front should begin to build and grow. Each 
scene a problem exists and is unattended, you should remind the group of this, using terse 
narration “naturally unrest about the court case continued to grow” Once you have three active 
problems for a front, with one gone unattended for three scenes (or two for two) then you should 
step in to narrate how it all comes to a make or break situation. Let the leader know it is make 
or break. They will then have some hard decisions to make!
 
 
 

Desert Playbook
 
Going into the desert involves a few things.
Narratively, time passes. The leader steps down, or at the very least goes through a period 
where they are out in all but name (in British politics, an apt time to put this in place could be 
over the summer, when Parliament breaks up). Equally possible is that they lose an election, 
and are out for a term – or more, or less if the replacement government crumbles.
 
In the game:



the leader continues to play their role, but events happen outside of politics as well as in. This 
include personal events that offer colour and context to the time out of power, and pivotal 
moments that change things for them.
The party continues to play their roles, but also unlocks a 5th slot – their significant other.
The opposition .... David Frost.
 
After the desert period, the game can draw to a close (see Endgame), or the leader can 
reemerge into the light. They have been called on by their party to return to power.
If they reemerge:
 
 
The leader should pick a new edge, which is ready for use in new situations. You may 
want to consider something that reflects their experiences: wise, cynical, better connected, 
uncompromising
 
 
The party will shift a few things.
Time is a great healer..... ...except when it isn't. One party member's betrayal disposition 
can become irrevocably betrayed during the desert. Their heart has hardened and they are 
committed to get you. This should ideally be a party member who was implicated in the events 
preceding the desert – either someone who was badly stung by it (and hence aggrieved) or an 
architect of your downfall (and now committed by their own hand to view you both as implacable 
adversaries).
All other party members will return to a positive attitude towards the leader. Feel free to switch 
out any loyalties to reflect the passage of time.
 
The opposition should open up a new front on an issue of their choice – this is the issue that the 
government was unable to cope with without the leader. Pick up to three foes that were in active 
fronts before the desert and add them into this front. Pick the ones who really had it out for 
the leader, and could feasibly shift the topic of their ire. Eg media outlets, outspoken business 
leaders, opposition factions. You can also retain one of the active fronts (the rest are consigned 
to history), but time has shifted the specific issues here. Agree with the party what is the new 
consideration du jour for that issue. For instance, in education, the focus may have turned from 
investment into vocational education to religious schooling. 

 


