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Inþuence Rules

INFLUENCE RULES
The Second World setting makes extensive use of 
a resource called Inþuence. Inþuence is an abstract 
measure of a characterôs ability to control and gain 
favor with both organizations and individuals. You 
can use Inþuence to gain access to magic items or to 
positions of authority. In some games you may use it to 
gain access to certain feats, spells, and prestige classes. 
In keeping with this model Inþuence is tracked as an 
expendable resource, just like gold. You can also earn 
Inþuence for accomplishing deeds.

The power and effects of inþuence are pretty vast in the 
Second World setting, but having that inþuence requires 
giving up part of oneôs personal freedom. Many players 
donôt like the feeling of working for someone in the 
way one frequently must if theyôre an insider. One 
goal of these rules is to make the world feel right. If 
you donôt want to be an insider with all the duties that 
requires then donôt become part of an organization; 
however, you need to recognize the Hobbesian point 
that real power is gained from collective action; ten 
untalented people can frequently do much more than 
one talented person (though the reverse is true for 
certain goals). Being part of an organization (or two) 
will typically provide one with vast advantages over 
those who choose to go it alone. If you do prefer to go 
it alone you can spend the increased cost to purchase 
outsider inþuence and be the ýgure in the shadows 
pulling the strings. Alternately, you can forego the 
beneýts of membership in an organization altogether 
but you should recognize the kind of sacriýce you are 
making.

What these rules do is codify to a certain extent the 
advantages of working within a social order. This way a 
player with a character who possesses lots of inþuence 
can look at their character sheet and see what they have, 
as opposed to having it represented purely abstractly 
(though, just like everything else the codiýcation 
doesnôt tell the whole story). Mao said power grows 

out of the barrel of a gun. He was wrong; power grows 
out of the barrels of lots of guns.

INFLUENCE
The influence system is used to model the social 
abilities of characters. The rules for inþuence are 
remarkably simple but the implementation of these 
rules can get rather involved. Most of the work for 
the inþuence rules is performed in the organizations 
themselves. The organizations tell you what you can 
do with a given expenditure of inþuence within that 
organization. This makes the inþuence rules one of 
the places where you can most signiýcantly customize 
your campaign to suit your tastes. The organizations 
you (the gamemaster) create deýne the social realities 
of your world and the social realities of your world 
generate a great deal of the interactions available to 
your players.

Inþuence points (ip) themselves are treated as an 
expendable resource, just like money. In order to get 
something done, acquire a position, or gain access 
to equipment you spend Influence points. These 
points are lost (spent forever) but you will gain more 
inþuence as you accomplish tasks (such as cleaning 
out an abandoned fortress for the Imperial Legion). 
You might also be able to ñinvestò Inþuence. Like 
investing money this allows your Inþuence to work 
on its own and grow over time.

GAINING INFLUENCE
During the game there are several methods of 
improving oneôs inþuence levels. Given the sorts of 
activities player characters get involved in, the most 
common method for them to improve their inþuence 
is through in-game actions such as adventuring. 

The gamemaster may choose to limit how inþuence 
is spent; this isnôt wholly necessary though. Itôs 
assumed that inþuence rewards come as a result of 
accomplishing goals and performing actions that 
generate some degree of notoriety or reputation. This 
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Inþuence Rules

GP EQUIVALENCE
In these rules one inþuence point is treated as roughly 
equivalent to 1,000 gp or 10,000 Imperial dollars (the 
coin of the Second World). This rough equivalence 
is used for purposes of determining the ip costs of 
favors, magic items, and positions and also for pur-
poses of determining appropriate awards for over-
coming challenging encounters. This is intended to ýt 
easily into the standard system of determining awards 
for scenarios and adventures and also to gauge how 
much power (in terms of wealth and inþuence) a 
character should have at a given level. Itôs assumed 
here that about half of the award parties receive for 
adventures come in the form of ip; this means that 
characters in the Second World will only have half 
as much gold as characters in a standard game but 
that lack will be made up for via inþuence. Naturally 
you could scale the ratio differently. For instance, 
you could translate almost all rewards into inþuence 
rewards and keep the cash þow to a minimum; one 
advantage of working this way is that you can more 
easily model the common genre convention of poor 
but powerful heroes.

reputation and evidence of past accomplishments makes 
the character a valuable commodity to organizations; 
the characterôs skills and talents are desirable and their 
value as a commodity can be parleyed into position 
and power. While giving players this kind of freedom 
can potentially lead to issues, more often than not it 
allows players to exercise their creativity and exert 
greater control over the way their character develops. 
Still, there will likely be times when a particular type 
of inþuence reward is appropriate; simply give the 
characters speciýc inþuence points for use with that 
organization under those circumstances. Note though 
that there are all sorts of reasons for giving general 
inþuence rewards. For instance, the players might 
accomplish a signiýcant mission for the Seven Tribes 
and the gamemaster then gives them an inþuence 
reward for doing this. One of the players would prefer 
to parley that inþuence elsewhere however and asks 
the Seven Tribes to put in a good word for him with 
the Chanask. Itôs as simple as that and makes sense, 
just like we use letters of recommendation and letters 
of introduction to convert inþuence we have with one 
person into inþuence with someone else.

INFLUENCE SKILLS
The inþuence system uses already existing skills for 
Inþuence checks. The way this works is that each 
request uses a particular skill. For organizations all 
requests regarding that organization use the inþuence 
skill appropriate to the organization. Individual favors 
and requests for equipment outside of an organization 
use skills particular to the request.

I list some of the main skills used for inþuence and 
some sample organizations to which they apply here. 
In some cases I choose skills to improve them. In other 
cases I choose skills because appropriate classes have 
the skill.

Knowledge (Tactics): For military organizations I 
choose Knowledge (Tactics) as the inþuence skill. This 
skill comes from the modern rules but I recommend 
making it a class skill for Barbarians, Fighters, 
Paladins, and Rangers as well as any other typically 
martial class. Even a primitive warrior has an intuitive 
grasp of how to move on a battleýeld; you don't surive 
long without it.

Appraise or Knowledge (business): This is used for 
corporate and mercantile organizations such as the 
Blue Conglomerate or ACI. Note that Appraise can 
be used not just to evaluate an item, but also an offer 
or business venture.

Bluff: This is used for political requests such as with 
the mayorôs ofýce.

Diplomacy: This applies to requests within the circles 
of high society, such as Baroness Lynda Michaels or the 
Hellýre Club. While this used to be important on the 
First World itôs signiýcance has declined; essentially 
Perform has taken its position.

Gather Information: This applies to underworld and 
criminal groups such as the Red Society and the Clims 
Gang.

Knowledge (arcana): This is used for requests 
involving arcane organizations such as the College of 
the Interstice or Tempest Argon.

Knowledge (religion): This is used with religious 
groups such as the Catholic Church.

Knowledge (tactics): This is used for requests 
involving military and mercenary organizations such 
as the Sword Guild or the Imperial Army.

Perform: This is used with media organizations and 
doesnôt really help in the Second World but is quite 
powerful on the First World.

Sense Motive or Investigate: This is used with police 
and security forces such as the City Guard and Enigma 
Securities. This is another inþuence skill far more 
applicable on the First World.

Wilderness Lore: This is used with nature oriented 
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Inþuence Rules

BASIC REQUESTS
In the later sections I mark some favors and some 
equipment with an asterisk. This indicates that the 
request counts as a Basic Request. You do not need 
special access to make one of these requests; in fact, 
you're assumed to have an Access bonus of +0 for 
all Basic requests.

groups such as the Seven Tribes. Any request made 
using Wilderness Lore can also be made using 
Knowledge (nature) at no penalty.

INFLUENCE CHECKS
You make Influence checks to secure requests. A 
request can be asking for access to some equipment, 
asking an organization to perform a favor for you, 
asking to be offered a position or membership in an 
organization, and so on. To make a request you spend 
the required time (typically an hour), pay the cost, and 
make an Inþuence check (just like a skill check) against 
the difýculty class of the request. This check uses the 
skill appropriate to the request. The request may have 
an access modiýer. If this check fails then you lose the 
inþuence points or stress you spent. You may take 10 
on an Inþuence check as usual; since the circumstances 
surrounding an Inþuence check are seldom rushed or 
stressful only under extreme circumstances will you 
be prevented from taking 10 on an Inþuence check. 
You may also take 20 on an Inþuence check but this 
multiplies the cost by 20 as well as taking 20 times as 
long as normal.

The time required to exercise inþuence is typically 
pretty short. All thatôs usually required is that you 
contact the right people and talk to them a bit; theyôll 
then contact their people and the process will begin. 
Under normal circumstances an hour is sufýcient to 
make an Inþuence check. What mainly matters for 
time is how long it takes you to get in contact with 
the organization.

Implementation of a successful request can take quite 
a bit longer. This depends largely on what is asked 
for. Typically, requests for equipment or favors can 
be ýnished in a day, or even less if the equipment is 
readily available. The time for implementation depends 
on the speciýc request and is listed along with the 
favor or equipment. Gaining a position can take even 
longer since all organizations suffer a certain amount 
of bureaucratic inefficiency. Frequently someone 
needs to be transferred out of a position in order to 
make that position available. In some organizations 
it is not even possible to gain a position unless that 
position is vacated (sometimes via peaceful retirement 
or promotion, and sometimes via less savory methods). 
Also note that even though the Inþuence check for 
a favor might be successful that doesnôt necessarily 
mean the favor itself will be successful. If the favor 
fails typically it will only cost half as much inþuence 
or stress (round down) but some organizations operate 

differently.

INFLUENCE COSTS
Inþuence actions cost one of three resources, inþuence 
points, social stress, or money. The cost is noted in 
the request itself. Inþuence points have already been 
discussed and money is just standard monetary cost. 
Social Stress represents damage to oneôs ability to call 
on favors.

SOCIAL STRESS
Social Stress costs operate a bit like damage. When 
you spend a cost in social stress you take social stress 
damage equal to the cost. When this damage equals 
or exceeds your Stress Limit (10 + your Charisma 
modiýer) you suffer a -10 to all Inþuence checks. 
When  your stress equals or exceeds twice your Stress 
Limit you can no longer make any inþuence requests. 
Social stress starts at 0. Stress ñhealsò naturally over 
time; you recover 1d8 + your Charisma modifier 
stress points (typically just called stress or noted with 
an ñsò) per two weeks. You can also heal 1d8 + your 
Charisma modiýer stress points by dedicating one week 
to networking.

REDUCING STRESS COSTS
For requests that cost social stress points (and only 
requests that cost stress) you halve the cost (rounding 
up) if you score a greater success on the Inþuence 
check. To score a greater success you must beat the 
DC of the check by at least 10. If you score a perfect 
success (DC +20) divide the cost by four (rounding 
up). Note that this gives characters an incentive to roll 
instead of simply taking 10 on a check. For example, 
if the character has a bonus of +18 and the DC is 20 
they'll automatically succeed if they take 10. However, 
by rolling they have a 45% chance of halving the stress 
cost and only a 5% chance of failing outright.

REDUCING INFLUENCE POINT COSTS
For requests that cost inþuence points (and only those 
that cost inþuence points) you may reduce the cost by 
10% if you score a greater success (DC +10); a perfect 
success (DC +20) reduces the cost by 20%. In this way 
characters with high inþuence levels can get equipment 
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Inþuence Rules

Inþuence Cost Dollar Cost
1 $10,000
2 $40,000
3 $90,000
4 $160,000
5 $250,000
6 $360,000
7 $490,000
8 $640,000
9 $810,000

10 $1,000,000
11 $1,210,000
12 $1,440,000
13 $1,690,000
14 $1,960,000
15 $2,250,000
16 $2,560,000
17 $2,890,000
18 $3,240,000
19 $3,610,000
20 $4,000,000
21 $4,410,000
22 $4,840,000
23 $5,290,000
24 $5,760,000
25 $6,250,000
26 $6,760,000
27 $7,290,000
28 $7,840,000
29 $8,410,000
30 $9,000,000
31 $9,610,000
32 $10,240,000
33 $10,890,000
34 $11,560,000
35 $12,250,000
36 $12,960,000
37 $13,690,000
38 $14,440,000
39 $15,210,000
40 $16,000,000
41 $16,810,000
42 $17,640,000
43 $18,490,000
44 $19,360,000
45 $20,250,000
50 $25,000,000
60 $36,000,000
70 $49,000,000
80 $64,000,000
90 $81,000,000

100 $100,000,000
150 $225,000,000
200 $400,000,000

RICH AND POWERFUL?
When Iôm running a game it doesnôt bother me too much if a wealthy 
industrialist or ýnancier has access to a bunch of cool toys or covert 
power. After all, those are the guys I want my players either working for 
or working against. However, it would bother me if all the cool toys got 
scarfed up by incompetent CEOôs that turned a successful corporation 
into a bankrupt one then bailed in their golden parachute, or overpaid 
utility inýelders with batting averages around .225 and slugging not much 
higher. We should see a correlation between wealth and power in the First 
World, but not a universal correlation. To create more of a split between 
wealth and power you can use the following system.

Reward your players primarily with inþuence points. The players should 
use these to purchase magic items, pay material component costs, craft 
magic items, and make inþuence requests. You can also provide more 
standard monetary awards but these primarily affect a characterôs lifestyle 
(such as the kind of inn they frequent and meals they eat).

Characters (gamemaster controlled characters too) can spend cash to 
purchase magic items, material components, inþuence options, and so 
forth. However, the cost of individual items goes up drastically when using 
regular money. Convert the inþuence cost for an individual item to a dollar 
cost using the nearby table. Divide the dollar cost by 10 to determine the 
gold cost. This chart uses a geometric progression. That means itôs cost 
effective to break purchases down into their smallest components. In most 
cases you should convert the inþuence cost for a single magic item or 
request to a dollar cost. For example if you purchase a +3 sword (18 ip) 
and a cloak of Elvenkind (2 ip) using cash it will cost you $3,280,000.

If using this method with magic item construction ýrst convert the inþu-
ence cost for the item to a dollar cost then charge the artiýcer half the 
dollar cost for the material components.

Impact: If you use this system you transfer power in the game from the 
wealthy to those with the right connections (or in the right ofýces). Politi-
cal power grows in signiýcance as the population increases and social 
technologies develop to exploit cooperative ventures (in other words, 
we develop economic technology). Money matters of course, but it only 
grants personal power via the inþuence one can generate with it. Using 
this system you can keep the characters poor while allowing them to 
attain the kind of personal power you see in a high fantasy game. Note 
that they can probably translate their inþuence into large sums of cash 
by making the right choices; however, why bother? Who needs money 
when you pull the strings on the president?

at near cost. Note though that if you can take 10 on a check itôs more cost 
effective to do so than gamble for a 10 or 20 percent discount.

INFLUENCE FUMBLES
If you botch an Inþuence check (i.e. roll a Risk threat and then a failure) you 
suffer 3 points of social stress. You recover this stress normally. Note that 
most standard requests do not have a Risk factor; this rule is just a suggestion 
for gamemasters who like to use fumble rules.

INCIDENTAL STRESS AND RECOVERY
The gamemaster should feel free to either impose incidental stress or reduce 
stress based on in-game activities. A horrible faux pas at one of Baroness 
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Inþuence Rules

GETTING SOME PULL
In this section I list a bunch of different ways you 
might gain access to the favors, resources, and other 
special bits in the later sections. Players shouldnôt 
worry too much about these variants. The easiest 
way to get pull is to simply acquire a position in an 
organization and make use of the requests available 
through that. Alternately, acquire some kind of con-
nection with someone in an organization (i.e. external 
access) and use that to make requests.

Lynda Michaelsô parties will cause stress to all that 
playerôs dealings. Rescuing some mongrels from the 
pound might remove some stress as the SIS puts out 
the good word. This can also be a convenient minor 
reward for player actions when the gamemaster doesn't 
want to provide full inþuence points. If the players 
have no stress you may also give them some spare 
stress points; these would operate as a sort of reserve 
the player could call on in times of need.

ACCESS
Some requests are considered basic. This means that 
anyone can make an Inþuence check for the request. 
Basic requests are identiýed as such in the favors and 
items sections. Everyone is assumed to have a +0 
access bonus with these requests. You can purchase 
an access bonus to basic requests by paying the access 
cost for the request. This gives you a +5 access bonus 
with that particular request. Some positions may also 
provide access bonuses for basic requests.

Advanced requests cannot be made unless the character 
has access to the request. Access may typically be 
gained in one of two ways. The ýrst way is to take 
a position that grants access to the request. You do 
this by joining an organization. The second way of 
gaining access is to purchase it by paying the requestôs 
access cost in inþuence points. By spending more on 
the access you can gain a higher level of access which 
can eliminate penalties when making the request or 
even grant a bonus.

DIRECT ACCESS
You gain direct access to a request by purchasing an 
access level. To do this you simply pay the access cost 
in inþuence points for the request (these are listed along 
with the request) multiplied by the cost factor of the 
access level you choose (round up). The access level 
determines the bonus to your Inþuence checks when 
later making requests for the favor or equipment group. 
The following chart lists the cost factors for different 

access levels. Note that you do not need to make an 
Inþuence check to purchase direct access.

Direct Access Level Cost 
Factor

Access 
Bonus

No access Na na
Partial Access 1 -5

Standard Access 2 +0
Full Access 5 +5

Note that access bonuses do not stack; instead use 
the highest access level available to determine your 
access bonus.

Organizations also purchase access levels in this way; 
however, they typically have to pay more based on 
the size of the organization. The organization then 
distributes those access levels to their members. 

When upgrading from a lower level of access to 
a higher level you get credit for the levels youôve 
purchased. Thus, when going from partial to standard 
access you pay only 1³ the access cost (the difference 
between the two access costs).

POSITIONAL ACCESS
When you take a position in an organization you 
typically gain access to a variety of requests. The access 
levels are listed in the organization description (either 
in a master chart or individually with each position).

EXTERNAL ACCESS
You can also acquire external access to an organization. 
External access is both expensive and typically less 
effective but allows one to call on the equipment and 
favors of an organization without being beholden to 
them. This means that, as an outsider, you do not need 
to perform missions or duties. You may frequently want 
to though, after all, youôve invested heavily in this 
organization already and it helps you if the organization 
gets more powerful. Doing so will typically bring 
ip rewards as well as the more standard rewards; 
moreover, itôs good adventurer fare. External access 
comes in the same levels as direct access; however, the 
bonuses are different.

To purchase external access you choose a position to 
which you want external access and choose a level 
of access. Multiply the access level cost factor by 
the  external access cost of the position then make an 
Inþuence check at -5 against the DC of the position just 
like making a regular request. If successful you gain 
external access at the given level to the position. Use 
the nearby chart for external access level costs.
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Inþuence Rules

Once you have an external access level you can then 
make any requests available to that position but you 
suffer your external access penalty (if any) to those 
Inþuence checks. External access penalties ñstackò and 
may be chained. For example: you purchase standard 
external access to a Blue Conglomerate Executive. 
This allows you to make Blue Conglomerate Executive 
requests at -5. Blue Conglomerate Executives have 
partial external access to the Mayorôs Ofýce (-10). 
You thus have external access to the Mayorôs Ofýce 
at a net penalty of -15. Inþuence ñchainsò can extend 
indeýnitely through connections like this. This makes 
some positions valuable just because of the external 
access they provide.

External Access Level Cost 
Factor

External 
Access 
Penalty

No access Na Na
Partial Access 1 -10

Standard Access 3 -5
Full Access 10 +0

EXTERNAL ACCESS NOTES
External access can represent several things, control of 
an individual via blackmail or bribery, secret mastery of 
the organizationôs inner workings, or simply an alliance 
between yourself and another organization. You gain 
external access by setting up some sort of relationship 
with members of the target organization. How many 
members you control and their rank in the organization 
determine the quality of your access.

External Access normally does not give you the perks 
or standard equipment of the position you acquire. You 
may be able to get these depending on your particular 
relationship with the group though. For example, if 
youôre a trusted ally the group might set a side a little 
ofýce space for you or make you an honorary member. 
If your control represents complete domination of a 
targetôs will heôll give you his stuff.

These rules for outsider access should work ýne with 
organizations of Small or larger size (more than 10 
people). However, tiny organizations are so heavily 
dependent on the actions of one or two individuals you 
should speciýcally ask the gamemaster about external 
access to those groups. If youôre on friendly terms 
with the target organization and are purchasing the 
access to represent a solidiýcation of your alliance then 
these rules should work ýne. But if youôre attempting 
a hostile takeover merely throwing inþuence points 

at a person who hates you isnôt going to change his 
mind.

EXAMPLE OF PURCHASING ACCESS
Typically inþuence levels are purchased over a long 
period of time, the course of an entire campaign in fact. 
However Iôll assume here that Cale Darrow has just got 
a bunch of ip from a recent bit of messy business and 
has also been saving up for some time. Cale decides to 
ýnally spend some of this inþuence and develop some 
pull in the local underworld. Cale sees himself as one 
of the elite, heôs an exile after all and recently reached 
sixth level (heôll wait a bit before taking a warden 
level), so heôs not going to bother with common riff-
raff like the Clims Gang. Moreover, besides being a 
ýne place for a man of his talents, the Red Society is 
more powerful. He has 6 inþuence points (heôs still a 
fairly young hoodlum). He considers moving into the 
assassins right away, perhaps picking up some training, 
but that strikes him as rather expensive, he would get 2 
points back in the form of an equipment pool though. 
He could just become a guild member for 1 inþuence 
point and his Gather Information bonus (at +7) is high 
enough to take 10 on the check. The requirement for 
a check clinches his decision and he becomes a guild 
member for 1 inþuence point. Now he can use some 
of that Red Society pull to get a magic item or two. 
Eventually the Society will be really good for him; he 
can access arms and armor that require caster levels of 
12! However, he lacks both the savvy and wealth for 
those kinds of requests. Instead he decides to look at 
some items from the intrusion group; those are exactly 
his speed. Not much in the way of weapons there, he 
frowns, but some mild enhancement items are always 
nice. Heôs got cash socked away as well, about $30,000 
so he could kick that in for some purchases if needed. 
Gloves of swimming and climbing are quite useful, but 
a tad steep and would require an actual Inþuence roll. 
He decides to stick with the simple stuff and picks up 
a ring of jumping for 2 ip and no roll required. Heôll 
store the remainder for later use, perhaps a warden 
binding down the line or an upgrade to Red Society 
assassin. Cale has become an ofýcial member of the 
New York underworld.

REQUESTS
Inþuence actions take the form of requests. Requests 
can be pretty much anything but I focus on three 
common types of requests in this section. One can 
make a request for equipment; this involves trying to 
get some special resources or goods and works much 
like purchasing goods with regular money (but the 
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Inþuence Rules

Eclipse by Jeff Doten

currency used is inþuence). A favor is a request for 
some action, typically the use of someone elseôs skills 
or ýxed equipment. Finally, in order to increase your 
inþuence or get access to the nicer equipment one 
might request assignment to a position.

FAVORS
Favors are specific activities or actions that the 
organization can undertake for the character. By 
making a request for a favor the character can gain 
whatever beneýts are associated with that favor. For 
instance, a member of Tempest Argon can have arcane 
research done for them.

EQUIPMENT
Characters can exercise their inþuence to gain access 
to speciýc equipment. As for favors some equipment 
is considered basic and anyone can make an Inþuence 
check to purchase it. Other equipment is broken down 
into categories and you must purchase or somehow gain 
access to that category in order to request equipment 
from the category. As usual, you need to spend the ip 
cost of the equipment and make a check against the DC 
of the equipment in order to purchase it. If the check 
succeeds youôre the brand new owner of the equipment; 
if it fails you either need to try again (spending more 
ip in the process) or just give up.

CERTIFICATES
Certiýcates are a special kind of inþuence. Certiýcates 
are the sort of thing that you either have or lack. Having 
a certiýcate typically gives you some kind of speciýc 
beneýt. For instance, in Second World New York 
citizenship is not a right; itôs not even a privilege; itôs 
something you either buy and pay for or coerce from 
your contacts. NY Citizenship is a certiýcate that 
costs 1 ip (or $10,000); if you have it you have the 
right to vote in city elections, call on the police and 
exercise other beneýts we take for granted in the First 
World. Other sorts of certiýcates should be familiar 
from ordinary experience, a medical license or license 
to practice law, a driverôs license, and so on are all 
certiýcates. As noted in the example, inþuence and 
certiýcates can sometimes be purchased. More often 
than not, acquiring a certiýcate is based primarily on 
meeting the prerequisites and can be gained fairly 
easily if you satisfy those requirements.

POSITIONS
Membership in an organization is the cheapest 
way to gain access bonuses. However, while 
membership has its privileges, it also has its 
costs. You must maintain your membership 

by performing the duties assigned to your position. 
For the organizations and positions presented here 
that shouldnôt be too difýcult so long as you choose 
an organization in line with your playing style. I have 
focused on both organizations, and positions within 
those organizations, that favor the sorts of activities 
players enjoy.

While characters use their skills as the base value for 
Inþuence checks, their position within a particular 
organization substantially affects their chances of 
success with any particular request. Organizations 
distribute access to favors and equipment according 
to how they value the positions within the organization. 
Typically, more and better access is given to higher 
ranking positions. When you ýrst start out in a group 
youôll likely have access to just a few favors and may 
have penalties or no bonus with those favors. As you 
take better positions within the organization youôll get 
access to new requests as well as improving your access 
to requests you already have.
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COMMITMENT AND DUTY
Note that the primary duty of holding a position is simply the commitment point requirement. Positions are not 
meant to be things that keep players tied to ofýces, or checking in with their bosses everyday, or anything like 
that. The positions in this book are the kinds of jobs people in action movies have. The archaeologist can sim-
ply up and leave for months at a time so long as old stuff is involved. The cop can spend all the time he wants 
chasing down a particular criminal and basically pick and choose his assignments.

Generally, so long as the players can advance the goals of their organizations, however loosely, then the orga-
nization should give them a free hand. Even simply advancing their own goals helps the organization since that 
makes the player a better agent for the organization. The organizations will only get truly upset when they have 
a speciýc mission they need accomplished and the players fail or ignore that mission (and ignoring is generally 
far worse than failing).

The organizations and positions available to player characters should be seen as a resource for both the player 
and the gamemaster. The player gets to utilize some of the social structure of the organization. The gamemaster 
gets to use the organization as a hook for scenarios and as cement to hold the campaign together and shape 
its direction.

The way this works is that each organization has one 
or more positions available. By taking a position 
within an organization you get access to the favors 
and equipment available to that position. These will be 
listed along with the position or in a chart associated 
with the organization. Each request will also have a 
modiýer listed with it. This is the bonus or penalty to 
your Inþuence checks when making that request. You 
can then look up the base difýculty class and ip cost of 
the request in the appropriate sections. Note that even 
having a -5 penalty to a request costs the organization 
something since many of the requests it supplies are 
not normally available.

Some positions offer far more leeway and independent 
action than others; moreover, itôs assumed that the 
player characters will gravitate towards those kinds of 
positions (if theyôre going to be part of an organization 
at all). This is also recommended; itôs good if the 
characters can take pro-active roles in the game. 
Instead of just following orders or accomplishing 
missions they become part of the decision making 
process; they decide what goals should be pursued 
and by doing so become more heavily invested in the 
success or failure of their organization, which can be 
quite a bit of fun. However, you may ýnd yourself with 
a group of players who would rather not think about the 
big picture in that way; who would rather be presented 
with particular puzzles or problems and trouble-shoot 
them as they come along. If so, go with it and simply 
present them with a mission of the week. This can be 
an effective way to start a campaign if the players are 
involved in the same organization. Sooner or later they 
might want to change their role in the organization and, 
if this happens, you can transfer or promote them to 
positions with more freedom.

APPLYING TO A POSITION
Applying to a position is a request just like any other 
and follows the standard rules for such requests 
(including ip costs, Inþuence checks, and so on). One 
difference is that you can only apply for positions once 
per month. If your application fails you need to wait a 
while before re-applying or applying to something else. 
If it succeeds youôre stuck with the position for a little 
while. Applying to a position does not require access 
nor does the Inþuence check gain an access bonus.

Note that applying to a position in one organization 
does not prevent you from applying to a position in 
another organization. Of course, other reasons might 
make doing so difýcult (working two jobs can be hard; 
working two jobs for mortal enemies can be really 
hardé).

ROLEPLAYING ACCESS
For each position I provide a small section called ñRo-
leplaying Accessò intended to give a description of how 
one might roleplay out gaining access to the position. 
These are primarily intended as seeds for crafting a 
scenario or series of encounters around gaining access 
to a position. Perhaps the players handle diplomacy 
well and can talk their way into a job or perhaps they 
just perform some duties well and the organization 
wants to hire them. Itôs assumed that the players can 
either say the process happens off-screen, make a few 
die rolls and spend some inþuence points to acquire the 
position, or use the somewhat more elaborate method 
of roleplaying the process out. Likewise, as the game-
master you can choose whether or not you wish to 
allow both kinds of access to positions or go with just 
one of the two methods. I also assume that success-
fully meeting the roleplaying requirements eliminates 
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DOWN AND DIRTY OFF-SCREEN ACTION
Given that you have this rating in place to determine how much time you have available for behind the scenes 
activity you might want to use it for other purposes. If so, this section provides some guidelines for using Com-
mitment to cover off-screen action.

Standard players receive 3 Commitment points plus 1 additional ñfree-þoatingò Commitment point. You can al-
low a character to turn 1 point of Commitment into 1 day of work per week. This wonôt seem like much but I also 
donôt distinguish between adventuring time and non-adventuring time in this system so this rate assumes that 
the characters spend part of their time adventuring and get to collect off-screen days during that time. Assume 
here that one ñdayò equals an eight-hour work period. The character can then use these ñdaysò to craft magic 
items, perform magical research, practice ýghting skills, or whatever. This works particularly well for magic item 
construction since those rules are well detailed in the DMG. For other uses you might need to do a bit of trans-
lation or make up something new. Assume that 5 Commitment-days equate to one week if the time period for a 
task is measured in weeks; 4 weeks equal one month if the time period is measured in months.

If you use the down and dirty system I suggest ignoring or glossing over the issue that some of these activities 
require the time spent to be consecutive. You can justify this glossing over by looking at it from a larger perspec-
tive. Commitment can also represent the time you spend per month, season, or year pursuing an activity. Thus, 
when a character builds up 3 weeks military training over a series of adventures that can represent the character 
having found those three consecutive weeks at some time during what must have been a pretty long adventure 
(and the time between adventures). If youôd prefer to keep closer track of character activities you can allow no 
collection of off-screen days during an adventure (unless the players speciýcally take some time off) and give 
characters 2 ñdaysò of work per Commitment point during non-adventuring weeks.

Finally, if you want to use the down and dirty rules I also suggest giving those occupying certain positions or 
possessing certain pacts some construction/training time as well. One thing you donôt want is wizards avoiding 
joining a magical college because it doesnôt leave them enough time to craft magic items. To address this, give 
members of a magical college half the commitment (round fractions down) theyôve dedicated to the organization 
back for purposes of doing things associated with their position; this means they have a bit less time than a pure 
freelancer but, since much of their work in the college involves research anyway, they still manage to get some 
personal work done in the pursuit of their normal activities (that's one of the reasons people become university 
professors). Likewise, ýghters should get half their Commitment (round fractions down) back for ýghter training 
or relevant activities.

the need for an Inþuence check and can either reduce 
or eliminate the inþuence point cost for the position. 
One convenient rule of thumb is to reduce the cost by a 
ýxed amount, perhaps 1 or 2 ip for a somewhat average 
accomplishment of the roleplaying requirements and 
up to 5 or more for an impressive accomplishment of 
the role-playing requirements.

For more ideas along this line see Informal Inþuence 
(page 187).

UPGRADING A POSITION
If you already have a position within an organization 
and want to upgrade to a better position, or simply 
change to a different branch you can deduct the ip cost 
of your current position from the ip cost of the target 
position when making the request. The base cost may 
not be reduced below 1 ip in this fashion (any such 
request causes a bit of a hassle, even requests to move 
to a lower rank).

COMMITMENT REQUIREMENTS
Becoming a member of an organization requires that 

one commit a certain amount of time and effort to 
that organization. Spread yourself too thin and youôll 
be kicked out; if youôre already spending too much 
time supporting other organizations you wonôt even 
be accepted into a new organization. This is modeled 
in the game by associating commitment costs with 
positions. Every character can support up to 3 points 
of commitment. This represents the time you have 
available for fulýlling the everyday duties of your 
position. Positions, in turn, cost commitment points; 
for example, being an executive in an organization 
typically costs 2 commitment points while simply being 
a member costs only one point. The typical character 
can only have 3 or less total points of commitment. 
Certain feats and abilities can increase the amount of 
commitment points a character can sustain. External 
access to an organization does not cost commitment 
points; you have the power and the pull to call on the 
organization whenever you want and it has little pull 
on you. 
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Inþuence Rules

BENEFITS OF POSITION
Positions are powerful. In communist countries theyôre 
the only true measure of power. In capitalist countries 
theyôre the way a millionaire becomes a billionaire. 
In addition to providing access bonuses, and possibly 
making new requests available, positions frequently 
come with some standard equipment, possibly an 
equipment pool, and some duties.

STANDARD EQUIPMENT
Upon achieving certain ranks, levels of inþuence, or 
positions in an organization, a character may gain 
access to some standard equipment. This standard 
equipment is issued to the character and is theirs to keep 
for as long as they are a member of the organization. 
Sometimes theyôll be able to retain the equipment 
upon leaving the organization; typically this occurs 
when the character has performed good service for 
the organization and the parting is amicable. It can 
also occur simply because the equipment is not the 
kind that the organization wants returned (you may 
keep your standard issue underwear, recruit). Standard 
equipment is like one of the characterôs possessions. 
If it is lost or damaged it will even be replaced free of 
charge in many cases; assume that if the equipment 
was lost or damaged as a result of a mission or in the 
line of duty the organization treats that as a standard 
expense and replaces it. If the character loses the item 
through negligence theyôll probably catch some hell, 
but at least the ýrst time or so theyôll get it replaced 
for free. Eventually, these sorts of replacements might 
start to cost ip.

The variety of equipment is staggering: weapons 
and armor, a lamp for guard duty, regular supplies of 
cigarettes, a uniform, a horse or coach, an ofýce, a 
secretary, guards, the bossôs cat (for which you also 
have a responsibility), and the list goes on. If offered, 
a salary counts as part of standard equipment.

EQUIPMENT POOLS
You may have access to an equipment pool. This is 
a pool of special ip that can be spent on particular 
equipment and you can keep that equipment for as 
long as you like. However, if you keep the equipment 
you have fewer points left in the pool for other goods. 
You can free up points by returning equipment to 
the organization. This gives you great þexibility in 
preparing for different kinds of missions. Equipment 
pools typically also have a level. The level is used 
to determine the highest DC of equipment you can 
choose. No check is required for ópurchasingô the 
equipment though. 

Thus, a character with an equipment pool of 10 ip and 
equipment level of 20 can pick up any item at its base 
cost that has an Inþuence request DC of 20 or lower. 
The equipment must be taken from that available to 
the characterôs position and use the effective DC of 
the item according to the characterôs position. Thus if 
a position grants a +5 bonus with Arms and Armor up 
to Wizard caster level six then you can request Arms 
and Armor with a request DC of 25 or less. Items that 
need to be custom built typically take 3 days per one 
inþuence point of value to acquire; see the speciýc 
rules regarding equipment for more information. 
Characters can also enjoy temporary increases in 
their equipment pool when theyôre on particular 
missions for the organization (or when they convince 
the organization that their current activity is important 
to the organization).

TEMPORARY EQUIPMENT
Characters can purchase access to temporary equipment 
from an organization. The character purchases the 
equipment as usual using ip but they can later return 
the equipment and get those ip back. So long as the 
equipment is close to its original condition they recover 
75% of the ip they spent (thereôs a small restocking 
fee).

DUTIES
These are the downsides to holding a position. For 
the most part the positions I list along with the 
organizations here are the ones that give their ofýce 
holders a great deal of latitude; so long as the character 
is promoting the interests of the organization (in a 
fairly broad sense) theyôll typically be living up to 
their duties. If a character fails to satisfy the duties of 
his position then assign him some social stress. This 
may go away shortly, or take a long time; it may even 
require some special actions to remove. More severe 
violations of oneôs duties or continued small failures 
may result in the character losing his position. This 
might just mean being downgraded to a lower level 
position but can be as bad as kicking the character out. 
How to handle individual cases is left to the discretion 
of the gamemaster.

LOOT
Roleplaying has a long and illustrious history of 
looting and that wonôt stop with this campaign setting. 
However, itôs important to note that while fulýlling 
the duties of oneôs ofýce the items one comes across 
should probably go to the organization, and not the 
agent. Some organizations will simply examine the 
item for a bit and then give it back but many will 
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SPECIAL TRAINING COURSES
Many organizations have access to the special train-
ing courses presented in chapter one. I've included 
the Special Training Courses with the Equipment 
Groups (see page 254). Members of organizations 
can gain access to special training via the equip-
ment groups listed in their organization's equipment 
section.

prefer to put it in a more secure location (particularly 
if itôs powerful). Likewise, ownership of the artifacts 
a character is using when she dies typically reverts to 
the organization. One should remember that powerful 
artifacts attract powerful attention. Most of the potent 
artifacts out there have been gathered up by power 
groups, either by killing their current owners, co-opting 
them, buying them off, or simply by requesting that 
the owner donate it to a worthy cause when theyôre 
ýnished using it. These groups now allocate those 
artifacts to their members, for temporary use (though 
temporary might mean ñfor the life of the memberò). 
Organizations also request that their members donate 
any personal artifacts to the group when theyôre done 
using them; this way the artifact is less likely to end 
up in the hands of their enemies.

Many organizations simply let their members keep any 
normal loot recovered on a mission; special items, the 
target of a mission for instance, go to the organization 
but the players get an inþuence reward commensurate 
with the power of the item recovered as recognition 
for a job well-done. Some organizations may split 
the loot recovered from a mission with the players; 
however, in doing so the players typically get inþuence 
commensurate with the amount of loot they recover for 
the organization, the end result being that itôs just as 
if the players sold the loot to the organization. Since 
players can usually sell loot for half its market value 
simply grant them 60% of the market value of the 
loot in inþuence points when they turn it over to the 
organization. They receive a slight bonus for working 
within the social framework (and making your job as 
a gamemaster a bit easier). If youôd like to promote 
working within organizations even more, give players 
a higher percentage of the inþuence value of the loot 
transferred; this will make them love their organization. 
Up to 75% is reasonable, but anything more than that 
can lead to situations where players could purchase 
items then immediately resell them and realize a proýt. 
Also note that this translation scheme does not apply to 
everything; a powerful artifact antithetical to the ideals 
of the organization will be taken and either destroyed 
or secured in some way. The members do not receive 
inþuence points equal to the value the artifact might 
have on the market; instead theyôll likely get some kind 
of bonus for successful completion of a dangerous and 
difýcult task.

SECRETS
Secrets represent the special knowledge available to 
characters within an organization. There are actually 
two types of secrets and they have significantly 

different effects. The ýrst type of secret is the kind 
one normally thinks about. Itôs information that is not 
widely known but can be shared with the inner circle 
of a power group. This can be as mundane as a special 
handshake, to highly classiýed information regarding 
the sex life of the mayor. If you include secrets attach 
them to a position; note though that I haven't included 
secrets for the organizations and positions presented 
in this chapter. Many organizations know a lot of 
secrets and they donôt go through a process of listing 
all of them off to everyone who achieves a given 
position. Still, if the person asks, the information will 
be provided quickly.

Of course, knowledge is a difýcult thing to contain. 
Ultimately all the secrets held by organization will end 
up being widely known or lost in the annals of time. 
Organizations know this, and do their best to prevent 
the dissemination of their secrets while reýning new 
techniques to replace those lost to the general public or 
lost due to their holders being a bit too overzealous in 
keeping them hidden (and thus dying with their secrets 
still locked away).

SPECIAL TRAINING
Access to special training is a form of secret. Like 
other secrets itôs not the sort of thing that one 
typically gains via Influence checks; instead one 
gains access to special training by occupying a 
position. The techniques learned via special or secret 
training comprise some of the most potent abilities 
in the Second World. Secret formulae for spells and 
powers, amazing feats, and forbidden prestige classes 
are all forms of secret training. But access to these 
secrets requires a commitment to the organization or 
at least the organizationôs ideals. The current masters 
of secret lore do not divulge their knowledge lightly; 
their reasons for doing so involve either furthering their 
own agenda, or ensuring that such powerful knowledge 
does not fall into the wrong hands.

In this sourcebook I donôt include many special train-
ing options with the organizations since I have so few 
available. The warden prestige classes are freely avail-
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Exile and Friend by Jeremy Dale

able but more typical prestige classes, either from the 
core rules, from other sourcebooks, or of your own 
design, can also make excellent special training op-
tions. By attaching such classes to a position you have 
a more quantiýed way of controlling access to the class 
and help incorporate it into your world.

SECRET INFORMATION
Thereôs something of a catch-22 involved in providing 
secret information in association with an organization. 
If I list it here every player will see it (even players 
who try to avoid doing so) and even if I list it in a 
gamemasterôs guide many players also run their own 
games. Thereôs no easy solution; one method Iôll use 
is to provide secrets along with scenarios and another 
method will be to provide secrets with city sourcebooks 
(in the gamemasterôs section). Of course, one of the 
best methods is to simply tailor the secrets to your 
own campaign; after all, youôll likely run the setting 
differently anyway. The ýnal method I use is to not 
provide the truth, but instead provide the evidence from 
which one can derive the truth. I also provide several 
interpretations of the evidence, typically interpretations 
actually believed by people in the Second World. You 
can then choose which interpretation is most accurate, 
though itôs doubtful that any interpretation gets it all 
correct.

DOMAIN
Powerful organizations can impose their will on other 
organizations. The FBI, for example, can step in and 
take over investigations run by local law enforcement 
agencies. This is represented in the game by giving 
some organizations domains. An organizationôs 
domain lists the other organizations that are subject 
to its control. Domain ends up working exactly like 
external access and uses those rules; I just use the name 
ñdomainò since it better captures the feel of the process. 
In many cases Iôll list domains as simply applying to 
an organization. I do this when the description of the 
organization only includes one position; you should 
simply treat it as if that one position is what the domain 
applies to.

To a certain extent this also works in reverse; a lower 
level organization can call upon the powers of the 
higher level organization in whose domain it lies. 
The access levels for these uses of inþuence are given 
in the lower level organizationôs description. One 
problem with doing this is that all too often what ends 
up happening is that the higher level organization 
provides assistance by taking complete control of the 
situation.

COMMENDATIONS
As a result of special services performed, characters may 
gain commendations. Typically, the commendations 
themselves have little in the way of actual game 
effects. Instead, the commendation will include an 
inþuence gain or perhaps another reward and those 
will be the mechanical effect of the commendation. 
Thus, commendations are a kind of ófrillô, but theyôre a 
kind of frill that people (and players) frequently enjoy. 
Commendations are a tangible recognition of services 
rendered and they do a great deal to enhance the þavor 
and immersiveness of a game. An organization feels 
like something you want to work for if you get to wear 
a medal because of it. Commendations themselves 
can take a variety of forms, medals, plaques, statues, 
ofýcial letters in a ýle, and so on. They could also just 
represent recognition from an ofýcer in the organization 
but that kind of intangible recognition doesnôt carry the 
same weight as recognition attached to an object. Iôll 
try to include sample commendations for individual 
organizations but given space constraints the lists will 
be incomplete. Feel free to add some commendations 
of your own. Also, if a character has a commendation 
this can provide some roleplaying effects; for instance, 
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in the real world, soldiers who have earned the U.S. 
Medal of Honor are saluted by even the highest ranking 
ofýcers.

INFORMAL INFLUENCE
Now that the formal rules for handling influence 
are covered I can discuss some informal rules. An 
organization can offer high level access pretty freely. 
For example, a tiny organization consisting of just the 
player characters might allow someone to ally with 
them. In doing this they offer the ally full use of their 
own access levels and, in return, gain full use of their 
allyôs access levels. Naturally, if the players can do 
this, other organizations can do so as well. In fact, 
another organization might simply offer a player an 
inner circle position if doing so gave their inner circle 
access to the playerôs favors. This can work because 
the player brings something to the organization. The 
primary thing to keep in mind when using the informal 
method is organization size; both the players and other 
organizations need to control the number of people with 
access to an favor; grant too many people high level 
access to an favor and youôll over-tax your available 
equipment. For example, you are the CEO of an 
organization consisting of 100 people and you decide 
to grant full access to your one executive bathroom; 
you will quickly discover that the line for the toilet has 
gotten awfully long.

ROLEPLAYING REWARDS
While Inþuence rewards are modeled after the gold 
rewards in the core rules there will be times when 
the players pick up informal inþuence through some 
actions of theirs. For example, they might successfully 
dominate a high ranking ofýcer in the Imperial Legion 
through the use of magic. This then gives them full 
external access to the Imperial Ofýcer position (or 
perhaps somewhat less since itôs only one ofýcer). 
Normally this would cost quite a few inþuence points 
but, through in-game actions, they managed to get it 
for free. Thatôs a good thing. First, it wasnôt free. They 
had to make a plan and execute it; they faced risks 
and will continue to face risks in the future (since the 
Imperial Legion might ýnd out about it). Second, they 
could have just gone into a dungeon or on some other 
mission that night, making money or inþuence the old-
fashioned way. By allowing this mission you let the 
players make up their own adventures; they become 
pro-active and by being so grow more involved with 
your world.

Roleplaying rewards can also be freebies handed out 

by the gamemaster during an adventure. Perhaps a 
party of ýrst level adventurers does something nice 
for the Seven Tribes and the Tribes then give the party 
full access to Guarded Passage through the Forest. By 
doing this the party picks up an asset but you control 
precisely what asset they get. In this way you can 
provide a fairly expensive reward without worrying 
about giving out too much or making the party too 
powerful for their level.

CREATING AN ORGANIZATION, INFORMAL
You now have everything you need to create a Tiny 
organization. This is because a group of player 
characters just is a Tiny organization. Assuming 
theyôre friendly and fulýll requests for each other 
they do exactly what an organization does, but at a 
small scale.

Larger organizations are more complex but essentially 
they do the same thing as smaller organizations, 
provide a means of sharing inþuence and equipment. 
A fuller set of rules for building your own organization 
deserves its own book.

REPURCHASING ACCESS
These rules ignore issues such as having to replace assets 
or develop new connections as oneôs old connections 
retire, die off, or transfer jobs. Within the time frame 
of most campaigns replacement shouldnôt be an issue 
but, strictly speaking, one should account for it. Also, 
large organizations that have been around for a long 
time would have unreasonable levels of access if they 
didnôt need to go through this replacement process. 
Assume that an organization or individual needs to 
repurchase access every 5 years or so. This shouldnôt 
normally apply to inside members and their positions 
(since they maintain it through everyday labor). It 
shouldnôt be necessary to track repurchasing at all but 
recognizing that repurchasing is necessary explains 
why organizations simply donôt keep adding more 
and more favors over time (or at least only does so 
insofar as the organization grows in power).






