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Influence
Invoking Influence

The Influence rulesheet can be invoked 
whenever you want a little more depth to 
your social interactions.

These rules give you new tactics and 
techniques to gain the upper hand and 
get your way, whether or not the other 
party is completely happy about the 
results.  Influence may seem less flashy 
than other rulesheets: instead of resolving 
immediate and sudden conflicts, it deals in 
maneuvering, motivation, and information.

The Influence rules are intended to be used 
in conjunction with each other.  Elements 
gained through Cold Read can be used 
Against Their Better Judgment.  See what 
combinations you can find!

Making an Impression

Whether it is a first impression or simply 
making a point, sometimes you want to 
force another character to recognize your 
position as significant and powerful.  This is 
making an impression.

To make an impression, declare the kind 
of impression you want to make, spend 
one Heat, and initiate a contest.  You roll 
to impress; they roll to not be affected.  
(Or, at least not show they’re impressed 
be you and give you that advantage.)

If you win the contest, you gain a 
new tool on your sheet describing the 
impression you made and who you 
made it on.

If you lose the contest, your mark 
gains a tool on their sheet.  They 
describe what they think of you.

Cold Read

Accurately reading another character is a key 
tool in any influence-peddler’s toolbox.  You 
can cold read to determine preoccupations, 
hang ups, and motivations.

Cold Reading is a contest; a success allows 
you to use your target’s Arcs as temporary 
Elements when you roll against them.  This 
lasts until they Reify and gain a new Arc.

Against Their Better 
Judgment
Sometimes you just want to convince 
another character that they should do what 
you want them to do.  Sometimes their 
player doesn’t want that to happen.  The 
Winning rule in The Basics gives you the 
Convince option, essentially allowing you 
to bribe another player to play along.

You may activate your Elements to sweeten 
the pot that you offer the other player.  
Spend one Heat for each Element you so 
activate, and add one Heat or one Flux to 
the pot.

Blackmail  & Leverage

Whenever you come into possession of 
information that could threaten another 
character’s standing, socially or legally, you 
may attempt to turn it into leverage.

This is a contest, usually against the GM, in 
which your character tries to find evidence 
or a witness that will corroborate the 
damning information.  If you succeed in the 
contest, gain a tool describing the evidence 
or a marker from the witness.
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Offers

Whenever you win a contest, you may 
make an offer to your opponent.  The 
contest might be solely about who gets 
the upper hand in opening negotiations, or 
part of any other contest.

When you make an offer, this is your 
opportunity to propose changes to 
character sheets: yours and your opponent’s.  
This may involve trading tools, forging an 
understanding, temporary elements, debt 
markers, or any combination thereof.  All 
offers must include at least two changes; 
you may include up to six.

When someone makes you an offer, your 
first option is to accept. If you do, all 
proposed changes take place.  Claim one 
Heat for each unpresented die in front of 
you.

Alternately, you may make a counteroffer. 
Add one of your unpresented dice to your 
presented die. If the total is still smaller 
than their presented die, you may only 
make a weak counteroffer: remove one 
provision of the original offer.

If the total is greater, you may make a 
strong counteroffer: you may change all 
but one provision, or add new provisions 
up to a total of six.

If you have no dice remaining, you may not 
counteroffer and must accept the offer or 
simply refuse it.

The counteroffer is put to your opponent, 
who may accept it, counteroffer, or refuse 
it in turn.

Trading Tools

You may always trade or gift the tools on 
your sheet to other characters.  Both sides 
must agree to the transaction.

You may also split tools: if you have a fat 
sack of coin, you can offer a handful of 
coin to your opponents and turn your own 
tool into a half-empty sack of coin.  They 
can counteroffer to demand a pile of coin 
for them and a near-empty sack for you.

Forging an Understanding

You may request the complicity of your 
negotiation opponent, demonstrated 
in future action.  This is forging an 
understanding.  It gives another player a 
new action in their Arc of your choosing.  
It may be a Flux, Alloy, or Reify action.  
The action in question should be what you 
want the other character to do.

Temporary Elements

Offers may add or remove temporary 
Elements from a character’s sheet.

A temporary Element is added to your 
character sheet and functions like any other 
Element for the duration of the adventure.  
Temporary Elements never have specials. 
You may roll it as a d4, d6, or even d8 if 
you have a complementary tool.

Debt Markers

You may create new tools to use as 
markers, physical embodiments of 
your good word.  Add these tools 
to your sheet as “Marker: Lock of 
Hair” or similar.  Markers can only 
complement Elements when used in 
social situations where that promise 
or debt are key.  No “hold this 
sword as my marker” nonsense 
for a free combat tool!
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