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The landscape of tactical miniatures gaming has undergone a significant evolution with the emergence of hybrid 

genres. One of the most prominent examples of this shift is Rivet Wars, a dieselpunk fantasy board game that 

bridges the gap between traditional wargaming and real-time strategy (RTS) video game mechanics. Originally 

launched by CMON and later revitalized through the Reloaded edition by Steamforged Games, Rivet Wars

represents a unique convergence of historical trench warfare aesthetics and high-fantasy engineering. This

technical analysis explores the foundational mechanics, resource management models, and tactical frameworks

that define the Rivet Wars ecosystem.

The Core Theoretical Framework: Dieselpunk Meets Tactical Grid Systems

At its core, Rivet Wars operates on a grid-based movement and combat system. Unlike traditional wargames

that utilize tape measures and free-form movement, Rivet Wars uses a rigid square grid. This design choice serves

several technical purposes: it eliminates ambiguity in line-of-sight (LoS) calculations, simplifies measurement for

area-of-effect (AoE) weapons, and accelerates the pace of play to mimic the high-intensity nature of an RTS.

The Dieselpunk Aesthetic as a Functional Design Component

The term "dieselpunk" in Rivet Wars is not merely a visual choice; it dictates the technical capabilities of the units. 

The universe is characterized by walking tanks, monowheels, and mechanical monstrosities that require 

specific logistical support. This is reflected in the game's deployment phase, where players must balance their 

technological output against their immediate tactical needs. The integration of history and fantasy allows for the 

inclusion of unit archetypes such as the MT-1 Ostrich or the Sturmpanzer, each serving a distinct role in the

combined-arms approach necessitated by the game's ruleset.

Tactical Mechanics and the Rivet Economy

One of the most innovative features of Rivet Wars is its dual-currency deployment system. Players do not simply 

place units at the start of the game; they manage a continuous flow of resources. This is known as the Rivet 

Economy.

Deployment Points (DP) vs. Rivets (RP)

In every turn, a player generates a specific number of resources based on the scenario parameters and their

current board state. Understanding the mathematical relationship between these two currencies is vital for high-

level play.

•  Deployment Points (DP): These are used for standard units. Most infantry and basic vehicles require DP. DP 

represents the standard logistical capacity of a player's army.

•  Rivets (RP): These are the "premium" currency used for heroes, experimental technology, and massive war 

machines. Rivets represent the specialized engineering resources required to bring game-changing assets to the 

front lines.

The Mathematical Model of Deployment:



Total Turn Value (TTV) can be expressed as: TTV = (DP_base + DP_bonus) + (RP_base + RP_bonus)

Optimal strategy suggests that a player should aim for a High Volume/Low Cost approach early in the game to 

capture objectives, transitioning to a Low Volume/High Impactstrategy using Rivets in the mid-to-late game

stages.

Unit Classification and Technical Specifications

Units in Rivet Wars are categorized by their movement type, armor class, and weapon systems. The interaction 

between these stats creates a complex "rock-paper-scissors" tactical layer. Below is a comparison of common unit 

archetypes found within the Factions of Rivet Wars.



Unit Archetype Armor Class Movement (Tiles) Role Primary Weapon 
Type

MT-1 Ostrich Light Vehicle 2 Fast Recon/Flank Dual Autocannons

Monowheel Dragoon Light Vehicle 3 Hit and Run Lance/Charge

Sturmpanzer Heavy Tank 1 Frontline Pusher Heavy Howitzer

MG08 Schlitten Infantry Support 1 Area Denial Suppressive Fire

Infantry Grunt Soft Target 1 Objective Control Standard Rifle

Advanced Combat Resolution

Combat in Rivet Wars is resolved using six-sided dice (D6). Unlike many systems that require a high roll to hit, 

Rivet Wars uses a Target Priority System. Each unit has a specific number of dice it rolls against different target

types (Infantry, Light Vehicle, Heavy Vehicle, Aerial). To successfully deal damage, the player must roll a value

equal to or higher than the unit's accuracy rating for that specific target class.

The War Room: Hero Utilization and Command Cards

The Rivet Wars: War Room  expansion introduces heroes andInfamous characters that provide static buffs or 

powerful activated abilities. From a technical writing perspective, heroes act as Force Multipliers. A single hero 

unit might not have the raw damage output of a heavy tank, but its ability to modify the statistics of adjacent units 

can shift the Tactical Equilibrium of a whole sector.

Command Card Synergy

Command Cards provide a layer of hidden information and RNG (Random Number Generation) mitigation. These 

cards allow players to break the standard rules of the game—granting extra movement, enhancing damage, or 

providing defensive shields. Strategic depth is found in the timing of execution. For instance, playing a "Blitz" card

on a unit of MT-1 Ostriches can allow for a deep-strike maneuver that bypasses enemy front lines to neutralize

artillery.

Field Guide: Step-by-Step Tactical Implementation

To succeed in a high-stakes match of Rivet Wars, players must follow a disciplined operational workflow. This field

guide outlines the standard procedure for a competitive turn.

1.  Resource Calculation Phase: Audit current objective control to determine total DP and RP gains. Check for 

any "Technical Manual" bonuses or hero abilities that modify income.

2.  Strategic Card Selection: Draw from the Command deck and evaluate hand synergy. Determine if cards 

should be saved for a defensive reaction or used for an immediate offensive push.

3.  Deployment Execution: Spend resources to place units in the deployment zone. Priority should be given to 

filling gaps in the line or reinforcing an objective-capturing squad.

4.  Movement and Positioning: Move units onto the grid. Utilize Blocking Mechanics to ensure that heavy armor 

protects vulnerable soft targets.

5.  Combat Resolution: Declare targets starting with the most critical threats (e.g., enemy artillery or heroes). 

Use the Target Priority System to maximize the probability of a kill.



Comparative Analysis: Original vs. Reloaded

With the release of Rivet Wars: Reloadedby Steamforged Games, several technical updates were made to the

core engine. These changes were designed to improve game balance and streamline the experience for modern

audiences.



Feature Original Rivet Wars Rivet Wars: Reloaded

Rulebook Clarity Basic guidelines with some ambiguity. Comprehensive technical manual with 
updated FAQs.

Unit Sculpting Standard PVC miniatures. High-definition resins and improved 
plastic casting.

Solo/Co-op Play Limited or community-made rules. Fully integrated AI system for 1-player 
scenarios.

Faction Balance Heavily favored the Blight in certain 
scenarios.

Recalibrated point costs and unit stats 
for parity.

Technical Challenges and Troubleshooting in Gameplay

Despite its streamlined nature, Rivet Wars presents several operational challenges that players must navigate. The 

most common technical failure in strategy is Resource Overextension.

Failure Mode 1: The Rivet Trap

Players often save RP for multiple turns to deploy a massive "Super Tank." This often leads to a loss of board

control. While the player is saving, the opponent uses low-cost DP units to capture objectives, gaining a massive

lead in victory points that a single large unit cannot overcome.

Failure Mode 2: Line-of-Sight Blockage

Because units occupy physical squares on a grid, it is possible to inadvertently block your own high-value units' line 

of sight. Advanced players use a Staggered Formationto ensure that rear-line artillery always has a clear lane to

the target.

Failure Mode 3: Underestimating the Hajame Hegemony

The Hajame Hegemony and other expansion factions introduce Asymmetric Mechanics. Failing to read the

technical documents for these factions results in tactical surprise. For example, some Hegemony units utilize

"Leap" or "Tunneling" mechanics that ignore standard grid-movement restrictions.

Future Implications for Dieselpunk Tactical Gaming

Rivet Wars stands as a testament to the longevity of well-designed tactical systems. By prioritizing clear 

mechanics, a robust resource economy, and a distinct visual identity, the game has carved out a niche that survives 

even through publisher transitions. The move to Steamforged Games suggests a future where Digital Integration 

and Global League Playcould become standard features. As board game design continues to incorporate

algorithmic balancing and sophisticated AI for solo play, Rivet Wars: Reloaded serves as a foundational blueprint

for how to modernize a classic system without losing its mechanical soul.

The integration of the War Roomconcepts into the core game loop signifies a shift toward more character-driven

strategy. This trend, seen across the tabletop industry, ensures that Rivet Wars remains relevant not just as a

combat simulator, but as a narrative engine. For engineers, tacticians, and hobbyists alike, the technical depth of

the Rivet Wars system provides a rich environment for exploration, optimization, and competitive mastery. Whether

analyzing the ballistic trajectory of a Sturmpanzer's shell or the economic efficiency of a frontline grunt, the game



offers a multi-layered experience that rewards deep study and precise execution.
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