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Introduction

Dungeons and Discourse is an epic role-playing game based on science and philosophy,
inspired by the Dresden Codak comic of the same name. It does not have official endorsement
by Dresden Codak and maybe kinda shouldn't be using this particular title. If you see Aaron
Diaz around, act natural and deny everything

Dungeons and Discourse is set in the world of Sophia, where knowledge is literally power,
and ideas and philosophical problems take incarnate form. The heroes of Sophia are the
thinkers and philosophers who defend humanity from marauding fallacies and confusions.

This guide is a working prototype. It might generously be said to be in beta-testing. There are
probably a bunch of ways to munchkin yourself to infinite power, many more which are
merely unbalanced, and a lot of mechanics which are so annoying you will house rule them
away after a few hours. Attempts to play Dungeons and Discourse will require a good DM who
is able to preemptively figure out where her own campaign is going to depart from the
rulebook and guide things around the inevitable minefields.

The dice in this game are kind of, well, dicey. I've tried to include mostly normal dice. but
there's also a a d0. Rather than some sort of geometrical abomination, this is a number chosen
randomly between 10 and -10. d20 — 10 makes a pretty good approximation.

The plan is to eventually adapt this guide to Wiki format, then edit the heck out of it as results
from people playing the game come in. If you are a person playing the game, send me your
results (things that need changing, things that were annoying, house rules that seemed to
work a bit better, ideas for new features or items) at scott@shireroth.org.

Special thanks to Aaron Diaz for inspiration; Mike Blume, Alicorn, Masato Yamaguchi, and
Ari Rahikkala for technical support on the first campaign; and the readers of
www.slatestarcodex.com and www.lesswrong.com for ideas and playtesting.

Any future updates and supplementary material will be released at www.slatestarcodex.com.




Setting

Whatever their religion or irreligion, all the people of Sophia share a belief in two gods or
demiurges or angels or aliens or whatever: Aleithos, God of Truth, and Kallista, Goddess of
Beauty. It was they who forged the world of Sophia from the primordial matter and shaped
its features. When the time came for the creation of Humankind, Aleithos refused, saying that
they would reject his gifts and lapse into falsehood. But Kallista, undeterred, breathed in the
breath of Aleithos while he was sleeping, and by mingling their breaths created Humankind
all on her own. And for a while they lived in harmony and happiness.

But Aleithos' words proved prescient, and Humankind fell into error. The clamor of their
many falsehoods drove the God of Truth insane, and he fell from Heaven with a resounding
crash, hiding himself away.

Kallista then spoke with a great voice to all the prophets of Humankind, charging them to
find Truth wherever he might be, and to heal him, so that the two gods might be reunited and
the world made whole once again.

So the ancestors of Humankind went forth into the far places of the land. There they
encountered many misshapen creatures, for truly is it written that "the sleep of Reason
produces monsters". But they found that the world itself quickened to the signs of its fallen
master, and that each new bit of Truth they discovered gave them new powers with which to
fight.

After many years, most of the world was pacified, and mighty kingdoms were founded. In
the center of the Cartesian Plain, at the confluence of the two rivers Ordinate and Abcissa,
there rose the great city of Origin, which brought peace all the way from Cyberia in the north
to the borders of the Platonic Realm in the far south. Gradually, people began to grow
complacent, and the tales of fallen gods and strange monsters were dismissed as legends.

Now a series of events and prodigies have cast those old tales in a different light. As one of
the sages or students of Origin, it is your job to go forth and join in the endless search for
Truth.



Character Creation

A character needs a race, a set of beliefs, a class, various statistics, and of course a backstory.
There is a fancy high-tech character sheet available for NBOS Character Sheet Viewer at
http://slatestarcodex.com/Stuff/Dungeons Discourse.csd , and a boring old printable
character sheet at the back of this rulebook

RACE

There are five main races that characters can play as. In addition, there are several other races
for NPCs, villains, and players who want something a little different. Each race has synergies
and conflicts with certain classes and styles of play. Some artifacts, spells, and bonuses apply
only to characters of a certain race.

ANGLO-AMERICANS follow the philosophical tradition of England, the United States, and
the rest of the English-speaking world. They tend to focus on empirical evidence, sensation,
and the role of language in philosophy. Anglo-Americans get +1 Rationality. Their generally
capitalist economic philosophy gives all Anglo-Americans +2 Oikonomia.

CONTINENTALS follow the philosophical tradition of France, Germany, and other
continental European countries. They are often phenomenologists, post-modernists, or some
form of academic Marxist. Continentals get +1 Bullshytte, and take -1/10% (interpret as “-1 or
-10%, whichever is greater”) damage from Rightist and Libertarian attacks.

ASIANS may follow non-dualist philosophies like Buddhism or Taoism that eschew the
material world. In addition to their usual book limit, they may carry one additional book of
Eastern philosophy.

GREEKS are the original philosophers. Strong believers in a sound mind in a sound body,
they start with +1 Strength, and take -1/10% damage from Empiricist attacks (going out and
looking at things is slave work!) Greeks also start with fifty experience points in the Utopian
class. Greek characters take triple damage from hemlock.

ELVES cannot be left out of a role-playing game under any circumstances. The Elves of
D&Dis got tired of slaving away in Santa's workshop for the benefit of others, and adopted
Objectivism en masse. Now they preach elf-reliance and the virtue of elfishness. Elves get
benefits based on their wealth: in particular, they get +(L-3) Rationality, Merit, and Bullshytte,



where L is their current wealth level, and may carry an extra copy of Atlas Shrugged in
addition to their usual two books. However, they start at -1 Association.

CHARACTER CLASSES

Character Classes are offered by the University of Sophia in a helpful correspondence course
format to allow study by busy adventurers. You may choose to take classes in any of six
subjects: Ethics, Metaphysics, Politics, Logic, Science, and Religion

Passing classes gains you new powers and abilities. Some raise your basic stats. Others give
you Feats that make you stronger or more skillful. Most have associated spells you can cast.
However, not all the advantages of a class go to every successful student. Most classes give
different benefits depending on your beliefs. Thus, a Catholic who passes sixth-level Religion
learns the Summon Papal Bull spell, but a Protestant who passes the same class learns a
completely different spell, Total Depravity. You may want to choose your classes based on
your existing beliefs, or you may want to change your beliefs based on what you learn in
classes.

Classes in a few subjects are set up a little differently. Logic is the purest of the disciplines,
and does not permit alternate opinions; all students of logic learn the same spells regardless
of their beliefs. Likewise, scientists do not need different opinions, but they do specialize in
one of the three major scientific subfields of D&Dis: Physics, Chemistry, and Biology. A
character specializing in one scientific subfield may take classes in other subfields subject to
the same restrictions as apply to taking a different class. Note that this means it is possible to
learn all the spells in the Science subject, unlike more controversial subjects like Politics and
Metaphysics.

The University of Sophia requires that you major in one of the six main subjects. You must
remain at least two classes higher in your major than in any other subject. For example, a
character who majors in Politics may not take Level 1 Apologist until she is at least a Level 3
Utopian; a character who majors in Religion may not take Level 4 Utopian until she is at least
a Level 6 Apologist.

Subject to this restriction, you may take as many classes as you want - for example, a Level 6
Apologist may also be a Level 4 Scientist, a Level 4 Utopian, a Level 3 Biologist, a Level 3
Chemist, and a Level 1 Logician, but she may not progress to Level 5 in a non-Apologist
category until she is a Level 7 Apologist.



You can major in any of the following classes:

LOGICIANS practice the arts of logic and mathematics. In their quest for absolute certainty,
they unleash devastating lemmas, axioms, and corollaries. Starting with simple addition and
subtraction, they build their way up to non-Euclidean and Bayesian methods that can
dissolve even the toughest paradox. Most likely cause of death: accidentally dividing by zero.

EMPIRICISTS are masters of experimentation and discovery. Starting with simple physics,
they can develop more and more complicated machines that allow them to harness the forces
of the atoms themselves. Most likely cause of death: summoning Schrodinger's Cat without
checking to see whether it was Undead.

METAPHYSICIANS deal with the deep structure of the world and the meaning of reality
itself. They also focus on the mind, consciousness, and on the division between body and
soul. Most likely cause of death: voluntarily turning into a vampire in an attempt to find out
what it is like to be a bat.

ETHICISTS want to know: what is the good? At their best, they can be the moral guiding
light of a team. But when they go evil, they are known for nefarious deeds like hijacking
trolleys and sending them through crowded streets in order to prove a point, or setting
people adrift on tiny rafts to see whether they will cannibalize one another. Most likely cause
of death: run over by trolley.

UTOPIANS analyze political and economic systems to try to create the perfect state. Evil
utopians are Dystopians, who try to design the perfect tyranny that will never be overthrown.
Starting with simple rules of Supply and Demand, they can mold thousands of people to their
will, and even summon the dreaded Leviathan. Most likely cause of death: ripped apart by
Ricardo's Iron Claw of Mages.

APOLOGISTS try to rationalize faith in God to an ever more dubious world. In their spare
time, they act as the healers of most parties. When their faith is strong, they can be one of the
team's most important spellcasters, but when they lose faith due to repeated rational attacks,
their power goes with it. Most likely cause of death: caught between horns of trilemma.

In general, Logicians are very good at dealing mental damage and Scientists are very good at
dealing bodily damage; both need high Rationality. Metaphysicians are a compromise class
who can deal both bodily and mental damage and who can use either Rationality or
Bullshytte. Ethicists can deal damage based on their morality or can turn the evil ways of
their enemies against them; their spells are often based on phronesis. Utopians are a wild card



and can do all sorts of unusual things, including levying taxes, taking control of other players'
characters, and passing laws. Apologists are strong healers and summoners (ie typical cleric)
and can work miracles with a high enough Virtue score.

BELIEFS

Beliefs are a character's opinions about philosophy. For example, some characters may be
Materialists and others may be Dualists. Each of these opinions carry certain benefits and
costs. A character may also choose to remain Agnostic on certain beliefs, which of course has
neither costs nor benefits.

A character may switch beliefs at any time during the game. This requires a one-day period of
soul-searching. During this period, you are agnostic; you lose your previous belief but do not
yet get the benefits of the new one.

A few beliefs (right now just religious) depend on previous beliefs. For example, you can't
choose to believe in Catholicism unless you first believe in Theism.

Although most beliefs make some minor changes to statistics, they are most important in
what new spells they unlock and how they treat your interactions with other characters in
game. For example, a Catholic character may be welcome in a cathedral, but a Protestant
character might have to sneak in through a back entrance.

THEISM: +1 Merit, -1 Rationality, may cast Apologist spells, go to Heaven or Hell after death
AGNOSTICISM: +1 Bullshytte, -50% damage from Dilemmas and Trilemmas

ATHEISM: - 1 Merit, -5% cost to Empiricist courses, take - 1/10% damage from Apologist
attacks, no afterlife but can be revived by mad science

FIDEISM (rq Theism): Take -1/10% damage from Empirical/Logical attacks, +5% cost non-
Apologist courses

EVIDENTIALISM (rq Theism): Deal +1/10% damage when attacking Atheists

CATHOLICISM (rq Theism) +1 on your tithing attempts against others
PROTESTANTISM (rq Theism) -1 on others' tithing attempts against you

MATERIALISM: Take -1/10% damage from mental attacks, +1/10% damage from physical
attacks



IDEALISM: Take -1/10% damage from physical attacks, +1/10% damage from mental attacks
DUALISM: Deal +2/20% damage with dualist attacks

ABSOLUTISM: -1 Merit, you may break Influence ties in your favor

LIBERALISM: +1 Oikonomia

ANARCHISM: -1 Phronesis, +2 Influence over yourself, State Laws have -50% Sanctity, -1 on
others' taxation attempts against you

LEFTISM: +2 on your taxation attempts against others, +1 Influence on anyone 3+ levels
above you

RIGHTISM: -2 on others' taxation attempts against you, +1 Influence on anyone 3+ levels
below you

LIBERTARIANISM: +2 Oikonomia. -1 on others' taxation attempts against you

CAPITALISM: +2 Oikonomia, -1 Merit
COMMUNISM: +1 Strength, -2 Oikonomia

DEONTOLOGY: Moral Laws have +50% Sanctity, -2/20% damage from Kantian spells
UTILITARIANISM: 2x opportunities to gain Virtue by donating to charity

DETERMINISM: -1 Influence over yourself, +1 Rationality
FREE WILL: +1 Merit, +1/10% damage from all Ethicist attacks
COMPATIBILISM: +1 Bullshytte

STATISTICS

Like psychology, D&Dis features a Big Five. In our case, these are a set of important statistics
that determine your skill at most in-game tasks. One good way to generate your Big Five
statistics during character building is to start with 50 + d10 points to distribute among the five
statistics however you want. These statistics increase as you level up; see Levels and XP for
more detail.

RATIONALITY (R) — your skill at using reason to ascertain Truth, and your willingness to
follow its dictates. Rationality is opposed not only to Faith, but also to Phronesis. Do you trust
what your reason tells you, or plain old common sense? Logicians, Empiricists and
Metaphysicians need high rationality scores, and Apologists may find it has synergy with
their other strengths.



PHRONESIS (P) - is the technical term for common sense. Common sense may not be able to
teach you transcendent truths about the deepest levels of existence, but it can keep you from
getting misled by subtle and complicated logical proofs that 2+2 = 5. This statistic usually
gives you a save, and is most useful on defense.

MERIT (M) — the strength of your adherence to your ideals. Apologists may find Merit in
following the will of their deity; secularists may find it in following some impersonal moral
code like the Categorical Imperative or the Principle of Utility. To be Meritorious, you need
follow only your own values, not those of society: a meritorious Objectivist is one who
doesn't help other people. This statistic should properly be named Virtue Set Point. Your
Virtue starts equal to your merit. Every time you do something good or bad, you get awarded
the appropriate number of Virtue points. Every day, your Virtue then decreases or increases
by one point, until it reaches equality with your Merit again.

BULLSHYTTE (B) — the unsung hero of most philosophical systems, this is not the vulgar
term for excrement, but the similar-sounding refined technical jargon of Stephenson's
Anathem monks. When all else fails, spouting bullshytte can fake your way out of a tight spot,
or confuse your opponents into defeat.

STRENGTH (S) — muscle is not only aesthetically pleasing, but brings you one step closer to
the Nietzschean ideal of the superman. You can also use it to smash stuff.

Unlike psychology, D&Dis supplements the Big Five with a Slightly Smaller Six. Starting
values for these are more hard-coded. You can ask your DM to make some exceptions, but
generally HP will start at 20, speed at 0, Will at 8, Luck at 0, Association at 2, and Influence
(self) at 5. Some of these statistics increase as you level up; see Levels and XP for more detail.

HIT POINTS (HP) - This is the amount of damage you can take. Like D&D, at 0 HP you fall
unconscious and begin losing 1 HP per turn. At -10 HP, you die.

SPEED (Z) - Most people have speed 0, which represents normal human speed. Some
creatures have positive or negative speed, and certain effects can change your own speed. In
combat, creatures with higher speed usually get to go first; see the combat section for more
information.

WILL (W) - Will allows you to cast difficult spells. Each spell has a Will cost. When you run
out of Will points, you may no longer cast spells. Will replenishes at the end of each day; so
the number represents the number of spells you can cast daily.



LUCK (L) - This somewhat mysterious quality usually accrues to those who have gained the
favor of divine beings or otherwise gotten on the Universe's good side. For each extra Luck
point, a character may add (or subtract, if more appropriate) 1 to every one of their dice rolls.

ASSOCIATION (A) - This is a measure of their link with the other members of their party. It
primarily affects area spells, ie spells that have an effect on everyone in the vicinity. Beneficial
area spells usually help the caster's own party (for example, a healing spell restores
everyone's hit points) and detrimental area spells usually hurt the enemy party (for example
an attack that deals damage to all foes). When Association is 2 (its starting value), both
beneficial and detrimental area spells work normally; the character can cast beneficial spells
that help the rest of her party, she benefits from other party members' beneficial spells, she
can cast detrimental spells without hurting her own party, and she is not hurt by other party
members' detrimental spells. When Association decreases to 1, she loses the benefits from
beneficial spells: other party members' beneficial spells do not affect her, and her beneficial
spells do not affect the rest of the party. When Association decreases to 0, she loses the
benefits from detrimental spells: her detrimental spells now harm the rest of her party (in
addition to her enemies) and her party members' detrimental spells now harm her (in
addition to their enemies). Association numbers greater than 2 or less than 0 work the same as
2 or0.

INFLUENCE (I) - Influence is a measure of whether a creature controls itself or is being
controlled by someone else. Sapient creatures usually start with Influence 5 over themselves,
animals usually start with Influence 3 over themselves, and a summoner usually starts with
Influence 2 over a summoned creature (summoned creatures have Influence 0 over
themselves). By gaining Influence over another creature, you can eventually "mind control"
that other creature and decide its actions. See the Combat section for more detail.

SKILLS

Skills are minor statistics not worthy of inclusion in the pantheon with the Big Five. An
average person has a level of about two in each skill: you start with zero, but have 15 +2d10
points to distribute among the ten of them. You also gain skill points every time you gain a
level.

Erudition - Book-learning. Characters with high erudition are likely to have heard at least
vague legends about the places and hazards they encounter.

Rhetoric - Ability to speak persuasively. Characters with high rhetoric are likely to be able to



convince others to aid them.

Sophistry - Ability to deceive others. Not guite the same as Bullshytte or Rhetoric, Sophistry is
your ability to lie convincingly and come up with more complicated forms of deception like
forgery or cons.

Sense Perception - Ability to discern stimuli. Characters with high sense perception are likely
to find small clues and hear people sneaking up on them.

Precision - Includes both manual and mental dexterity. Useful in shooting arrows, among
other things.

Theory of Mind - Ability to discern another person's intentions, especially whether or not
they're lying.

Research - Ability to obtain knowledge, whether from a library or from a tavern full of locals.

Semiotics - Ability to understand and use language and codes. Often used to determine a
character's general skill at languages; you can also specify which languages your character is
best at.

Techne - Ability to craft material objects: for example, woodworking, or blacksmithy. This
represents a general talent at craftsmanship, but you can specify which crafts your character
is best at.

Poiesis - Ability to create art. Represents general artistic talent, but you can specify which arts
your character is best at.

VIRTUES

A character starts with two virtues they are trying to cultivate. These can be very vague things
like “honesty” or “compassion”, or they can be more specific, like “filial piety” or “ability to
resist cognitive bias”. Characters reading Nichomachean Ethics get two extra virtues beyond
these.

Moral successes in the character's target virtues (eg someone who chooses compassion
successfully caring for another person) and moral failures in the target virtues (eg someone
who chooses compassion acting callously) have double the effect on their Virtue score as



virtues the character is not deliberately trying to cultivate do.



Combat

Combeat consists of a series of turns in which the combatants exchange Basic Actions and
Spells until one side perishes, surrenders, or runs away.

TURNS

When two parties join in combat, the creatures with the highest speed attack first, followed by
the creatures with the next highest speed, and so on. If more than one creature has the same
speed, creatures from the attacking party get precedence over creatures from the defending
party. If more than one creature in the same party has the same speed, you can randomize it,
use alphabetical order, or whatever.

Unless a creature has lost its turn for some reason, combat goes through all characters, from
the fastest to the slowest, and then repeats again with the fastest. One such cycle of combat is
called one "round".

The description of most spells and actions includes a statistic called “timing”. Timing is how
many rounds an action takes. A timing:0 action is instantaneous. A timing:1 is successfully
completed in one round. You can do two timing:0.5 actions per round. And so on.

If a creature decides to run away, their part in the battle ends unless opposing creatures
pursue. For each turn of pursuit, roll a d0 and add (runner speed - pursuer speed) * 5. If the
result is positive, the runner loses two Will points but escapes; if the result is negative or zero,
the runner loses two Will points and combat continues. After five rounds of combat the
runner can try to run away again. Needless to say, this depends on conditions; you can't run
away from a prison cell.

DAMAGE AND HIT POINTS

Each creature starts with a certain number of hit points. The creature's enemies may deal
either of two kinds of damage: mental and physical. Both decrease the creature's hit points
unless the creature has some kind of special ability. For example, Platonic Forms are entirely
mental and so immune to physical damage; p-zombies are entirely physical and so immune
to mental damage. Some character beliefs grant reductions to one or the other kind of
damage, so striking a creature with the kind of damage it is most vulnerable to may finish it



off more quickly.

Some attacks, called dualist attacks, deal damage independently of physical or mental hit
points; these attacks are equally effective no matter what the creature's special abilities
regarding physical or mental attacks are.

When a creature reaches zero hit points, it is knocked unconscious and is unable to take any
actions. Every turn a creature is unconscious, it loses one hit point; when it loses ten hit
points, it dies. Attacking an unconscious creature kills it more quickly, but may cost virtue
points.

BASIC COMBAT

Basic combat are the actions (almost) anyone can take without risking any Will points:

SMASH: Add your Strength to a d10 and subtract your opponent's Strength plus a d10. If the
result is positive, your opponent takes that much physical damage. You cannot smash purely
mental creatures like Platonic Forms.

DEBATE: Add your Rationality or your Bullshytte (your choice) plus a d10. Compare to your
opponent's Rationality or Bullshytte (their choice) + d10. If the result is positive, your

opponent takes that much mental damage. You cannot debate purely physical creatures like
p-zombies.

THE BATTLEFIELD

The battlefield is meant to be pretty simple to understand and deal with so you can get back
to pondering life's mysteries.

Instead of a grid, the battlefield is divided into four rows, like so:
[Your Back Row, Your Front Row, Their Front Row, Their Back Row]
Characters can generally choose in which of their side's two rows they want to start a battle

unless they've been spectacularly ambushed, in which case everyone is in the Front Row.
Moving between the two rows is a timing:1 action (see below for more on battlefield timing).



It's easy to target the row just beside you, and these attacks and spells have their full effect. So
for someone in Your Back Row, it would be easy to target Your Front Row and nowhere else.
For someone in Their Front Row, it would be easy to target Your Front Row and Their Back
Row.

It's much harder to target a row that's two spaces away, and impossible to target a row that's
three spaces away. So Your Back Row will have trouble targeting Their Front Row, and
targeting Their Back Row is out of the question. Also, you can never Smash Attack someone
more than one row away.

When targeting a row two spaces away, your attack or spell has a 50% chance of missing
completely, plus a 25% chance of hitting the row in between instead. So if someone in Your
Front Row casts Gamma Ray Burst on Their Back Row, it has a 50% chance of doing nothing
and a 25% chance of hitting Their Front Row. Notice that this means that if someone from
Your Back Row attacks Their Front Row, there's a 25% chance the spell will accidentally
damage your own front-row allies!

Some spells, weapons, and attacks are marked as type:long-range. They suffer no penalties
for being used from several rows away, and will never misfire or hit someone in the same
TOwW.

If everyone in the Front Row is dead, has run away, or has retreated to the Back Row, the Back
Row becomes the new Front Row. Some of these new Front Row creatures may then retreat to
form a new Back Row. Under no circumstances may one side's Front Row ever be empty —
that doesn't make sense.

This system allows a very small amount of battlefield strategy. Try to keep the injured, your
healers, and people performing rituals or casting area spells in the Back Row to protect them.
Then stick the people you expect to be dealing the actual damage in your Front Row to mow
down the enemy:.

SPELLS

A character who meets the requirements may choose to cast a spell.

Most spells have a Will cost. Sometimes the spell will also have factors that modify the Will
cost. To cast a spell, make sure you satisfy the requirements, then pay the Will cost. If you
have insufficient Will left, you may not cast the spell.



DIALECTIC

In a combat where both sides have nonzero Rationality, you may choose to associate an attack
with a question or comment about some aspect of your opponent's beliefs or behavior. This
will start a Dialectic.

On each turn, a character may, in addition to their usual activity, contribute a few sentences
expressing their view on the discussion. At DM discretion, good points in the dialectic will
increase the power of a character's attacks, and being soundly beaten in the dialectic will
decrease their power and make them more vulnerable. This effect is magnified for Debate
attacks, in which the debate is considered subsumed into the general dialectic.

If a character is completely defeated in a dialectic, she may give up, in which case she misses
her next turn.

INFLUENCE

Influence is a measure of whether a creature controls itself or is being controlled by someone
else. A sapient creature usually starts with Influence 5 over itself (“self-control”), an animal
usually starts with Influence 3 over itself, and a summoner usually starts with Influence 2
over a summoned creature (summoned creatures have Influence 0 over themselves).

Influence points may be thought of as “shares of stock” in a person. The owners of Influence
points can “vote” to determine that creature's actions. The creature herself breaks all ties, but
a creature never attacks a party with a non-minority share of control of that creature.

For example, consider the case of a good Apologist who summons an evil demon, and orders
it to attack an evil wizard. There are two Influence points over the demon, and both belong to
the Apologist; therefore, the Apologist has a 100% stake in the demon and the demon does as
the Apologist orders.

However, on the next turn, the evil wizard casts a spell that grants him two Influence points
over the demon. Now both parties have a 50% share, and voting is deadlocked. The demon
itself gets the tie-breaking vote. Since it is evil, it chooses to support the evil wizard. But
because the Apologist has a 50% share in it (not a minority share!), it cannot directly attack
the Apologist or his party. It must content itself with hurting her indirectly, by (for example)



healing the wizard.

On the next turn, one of the wizard's Evil henchmen casts another spell that grants one
Influence point over the demon. Now shares in the demon are (good Apologist: 40%, evil
wizard: 40%; evil henchman 20%). The wizard and the henchman both vote to have the
demon attack the Apologist, who is outnumbered. Because the Apologist no longer has a non-
minority share in the demon, the demon attacks the Apologist and her party.

Without strong magic saying otherwise, all Influence except the creature's own disappears
when the creature goes more than about a hundred meters from the controller or when the
creature sleeps.

STATUS EFFECTS

The following status effects can be inflicted on a creature by spells or other events. If the event
that inflicts them does not specify a length of time, roll a d0 each night. If positive, the
creature loses the status effect the next morning.

BLEEDING: Creature loses 1 HP (physical) per turn.

BLINDNESS: Creature cannot see, and so cannot cast Targeted spells or Smash attacks.
COMATOSE: Creature cannot take physical or mental actions or communicate

FEAR: Creature retreats to the back row and refuses to attack the source of the Fear.
INJURY: Creature loses 1 Speed

INSANITY: Creature acts randomly (under DM control), sometimes even attacking
teammates

PARALYZED: 