PHILADELPHIA: NUSQUAM
INFLUENCE RULES

1. No character may have more influence than combined physical, mental, and social traits. This does not include giant influence actions when everyone lends their influence to one central person to accomplish a goal. This only applies to what is on a character sheet.

--The exception is when a character has the “Retainers” background.


See Rule 6 for more.
2. Starting influence:
-To get the first point of influence, the player must use experience to buy the dot. 


--OR--



-The character can be given it by another character.
3. Growing influence:

-Dots 2-5 of influence can be bought for 1 points each. Only one dot can be purchased at a time. Purchase is immediate (hence the EXP cost).
-For dedicated growth (putting all of your influence traits towards growth)...

-Dots 2-4 take two game sessions to mature, while the 5th (because the more people you know, the longer it takes to meet new people in any given field) will take three game sessions.

-Example: There are three games in January. At the first game, I put my three traits of street and my four traits of legal on grow. The street influence will reach four at the end of the third game in January, and the legal influence will grow to five at the end of the first game in February. 

-If you grow influence, you do not need to spend EXP on it.

-An influence grow is effective at the end of a game when influence traits
refresh.
-If you are not dedicating all points towards growth...
-Take your current points in influence. Add the difference between that and what you’re growing to the usual growth time to get the new growth time.

-Example: I have Legal x3. The usual growth to get to level 4 is two games, but I’m only going to put 2 points on grow, so it will take an extra game, giving me 3 games before I will have Legal x4.

4. Visitors and “Fame”

-Any character that is not based in Philadelphia needs the “Fame” background to use their influence in the domain.

-Visitors need at LEAST Fame x3 to use their influence in Philadelphia. The further away their home city is, the more fame they need.

-Fame x3 can only be used by visitors from other Mid-Atlantic games (NVA, Baltimore, Winchester, DC, and SMD).
-Fame x4 can be used by visitors from other games on the east coast.
-All other visitors require Fame x5.

5. Contacts

-The “Contacts” background represents miscellaneous people that your character can go to for information.

-Dots of “Contacts” can be designated to a certain “influence” area. Once assigned, they are considered to be in that area until the end of the following game or the game in which they are used.

-“Contacts” cannot be used to make influence ACTIONS, only to gain

 INFORMATION (i.e. rumors) in that field.
6. Retainers

-For each dot in “Retainers,” you can have one additional point of maximum influence.

7. Time for Actions


-Ghouls’ actions take one week. This reflects their ability to make deals

and do business during the day as well as at night as well as their not


being supernatural creatures who are sometimes obviously not human.


-Kindred actions take two weeks. Unless you are going out during the day
in a Possession suit, you are generally restricted to making night phone calls to people who have to wait until morning to grant your request.


-Actions can be “sped up” with money at ST discretion. Everyone has their
price. No matter how much “street cred” you might have, one million in

cash will always get the drugs/weapons/etc fast.

8. Other Rules


-Influence refreshes every two weeks, at the end of game.


-Actions can be made during downtime. Email these actions to your ST and


to the influence ST.


-You can only spend your influences one per game session (two weeks). That


being said…you cannot use all of your influence traits to make an action
through downtime and then expect to use your influence at the next game.


-A PC cannot have more than FIVE levels of any given influence. The only


exception to this is Ventrue with the “Paragon” merit.

9. Actions

-All per Dark Epics rules and descriptions except GROWTH.

-Attack: Assign a number of influence traits to a previously tracked

influence target. This is the level of the attack. If your level of attack


is greater than the victim’s influence level, he or she drops a level of


that influence. Any growth is also lost.


-Block: Any action can be blocked, provided that your influence level is

at least equal to the level of the endeavor being blocked in the charts. The effective level of the block is the total number of actions dedicated


towards it. It will affect all attempts at said endeavor for the duration


of the action period unless someone has added enough levels of boost to


their action.


-Boost: Spending additional unneeded influence traits. If the traits spent


on a boost equal the level of the block, the action is successful. The


block does not go away.


-Combine: For every two traits you loan to a character, he or she gets


one trait to actually use for their action.


-Conceal: Hiding your influence from uses of trace. The number of actions


used for conceal generates the level, which is pitted against attempts to


trace it.


-Defend: Assign a number of traits as the level of the defense when you


are worried about your influence being attacked. The level of any attacks
must exceed the defend level plus the level of your influence in order to


succeed.


-Follow: Similar to watch. To follow someone’s influence, you must have


already successfully traced it. Assign a number of traits to establish


the level. It will reveal all activities performed by the targeted


influence, but not activities hidden with an equal or higher level of


stealth. This is an action targeted at a specific character.


-Stealth: Added to actions to counter the use of follow and watch. If


the number of traits spent to add stealth equals or exceeds the level of
either of those two actions, your action remains undetected. This can


be applied to any influence action.


-Trace: Used to establish the identity of a character whose influences you

have come across it (i.e. suffering an attack, noticing an action via watch, stopping an action with block, being stopped by their block, being

loaned influence, etc). If someone tells you in great detail about their

influence, you can trace it. The total actions spent on the trace define

its level. If that level exceeds the highest level of conceal or stealth

put up to guard that influence, the trace is successful and you discover

the owner’s identity and whether their influence level is higher or lower

than your own. YOU MUST TRACE INFLUENCE YOURSELF. THE INFORMATION GATHERED
CANNOT BE RELAYED TO SOMEONE ELSE. Traces are specific to one city.

-Watch: Used to notice actions in a certain influence area within the city.

You will only notice actions of equal or lesser value to the traits you

put into watch.

-Note from the ST: Dark Epics assumes that influences refresh every month. As this is not the case in Philadelphia: Nusquam, it is assumed that these actions are good for the two-week period from one game to another.
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