
SocialM
edia

The
socialm

edia
landscape

off
ers

am
ple

fodder
for

interesting
them

atic
and

m
echanistic

elem
ents.G

M
s
have

a
lot

of
latitude

for
interpretation

of
how

this
space

w
orks.From

a
predictive

standpoint,the
authors

of
Fully

A
utom

ated
assum

e
that

the
socialm

edia
environm

ent
of

100
years

in
the

future
w
illbe

as
alien

to
us

as
the

culture
and

eff
ects

of
m
odern

socialm
edia

w
ould

be
to

the
people

of
the

1920s.W
ith

this
in
m
ind,w

e’ve
approached

this
w
riting

challenge
by

fi
rst

assum
ing

sim
ilarity

to
m
any

m
odern

conventions
–
m
essage

boards,group
chats,viralcontent

–
and

then
view

ing
these

elem
ents

through
the

structure
of

an
im

m
ersive,high-bandw

idth,decentralized,open-source
w
eb.A

lgorithm
s
are

transparent,platform
s
are

open,and
accounts

are
portable.The

m
odern

Fediverse
architecture

is
a
prim

ary
source

of
inspiration.A

lthough
it’s

understood
that

any
architecture

of
the

m
odern

era
is
unlikely

to
rem

ain
a
century

from
now

,story
m
odules

reference
the

Fediverse
anyw

ay
because

it
off

ers
players

a
m
odern

reference
point

to
visualize

w
hat

an
open

w
eb

looks
like,and

because
w
e
hope

to
endorse

and
popularize

present-day
m
ovem

ents
to

decom
odify

the
internet.

Follow
er

Counts
Each

character’s
follow

er
count

is
m
eant

to
represent

the
unique

individuals
that

follow
them

across
allplatform

s.For
som

e
characters,this

m
ay

be
personalfriends

and
acquaintances,

as
w
ellas

friends-of-friends.For
others,it

includes
people

w
ho

share
their

hobbies
and

interests
and

have
encountered

them
tangentially

through
posts

and
com

m
ents

they’ve
m
ade.For

characters
w
ith

a
high-profi

le
public

role,regular
creative

output,or
recognition

w
ithin

a
fi
eld

such
as

com
petitive

sports,this
includes

fans,journalists,and
others

in
their

industry.

Follow
er

counts
in
gam

e
are

appended
w
ith

the
suffi

x
“Public”,“Q

uasi-private”
(or

Q
uasi-Public),or

“R
estricted”

to
indicate

a
character’s

levelof
public

accessibility.This
is
(as

w
ith

m
ost

things
in
this

m
anual)intended

to
represent

a
sim

plifi
cation

of
how

things
really

w
ork.R

eaders
are

encouraged
to

im
agine

that
tools

for
understanding

relationships
are

integrated
directly

into
the

socialm
edia

navigation
experience

in
a
w
ay

that
enables

people
in
this

era
to

m
aintain

connections
to

a
m
uch

broader
netw

ork
than

is
naturaltoday.

V
isualizing

netw
ork

m
aps

and
quickly

sum
m
arizing

how
people

are
related

to
one

another
and

various
groups

is
so

natively
integrated

into
the

socialm
edia

experience
that

if
a
player

view
s
the

profi
le
of

anyone
w
ho

com
m
ented

on
a
post,they’d

understand
how

they
and

this
person

are
connected

even
if
they

aren’t
im

m
ediately

fam
iliar.In

practice,this
m
ay

feel
sim

ilar
to

the
w
ay

w
e
m
ight

infer
som

e
know

ledge
of

a
stranger

in
a
tow

n
m
arket

based
on

a
recognizable

fam
ily

resem
blance

to
others

w
ho

are
know

n
to

us.

In
this

w
ay,even

players
w
ith

tens
of

thousands
of

connections
w
illunderstand

unfam
iliar

people
as

a
distant

neighbor
or

as
the

form
er

rom
antic

partner
of

an
old

schoolm
ate

rather
than

as
a
m
ysterious

stranger.
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Pantheism
&
Panentheism

Pantheism
is
the

belief
that

the
divinity

of
w
hat

w
e
callgod

is
actually

the
underpinning

of
our

reality,and
that

allis
god.Panentheism

is
sim

ilar,but
holds

that
although

god
is

suff
used

through
the

universe,a
deity

exists
that

is
unknow

able
but

distinct.It
defi

nes
a

distinction
betw

een
the

creator
and

their
creation,but

em
braces

sim
ilar

philosophical
them

es
and

m
oralattitudes.

Tribe
of

the
Jengu

The
Tribe

of
the

Jengu
is
one

of
m
any

historicalpagan
faiths

to
fi
nd

new
adherents.It

is
a

loosely
defi

ned
anim

ist
spiritualidentity

that
w
orships

the
seas,oceans,their

ecosystem
s,

and
w
ater

cycle.It
is
particularly

popular
am

ong
aguam

odos,though
by

no
m
eans

lim
ited

to
them

.
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In
addition

to
listing

a
character’s

num
ber

of
follow

ers,characters
also

classify
how

open
their

digitalnetw
ork

is.These
three

generalcategories
help

distinguish
people

w
ho

are
know

n
broadly

but
shallow

ly
from

those
know

n
to

few
er

people
but

know
n
w
ell.This

is
particularly

usefulfor
clarifying

w
hether

a
low

follow
er

count
is
an

indication
that

som
eone

is
unrem

arkable
or

that
they’re

just
selective

in
w
ho

they
w
ant

paying
attention

to
them

.

“Public”
indicates

that
a
character’s

content
is
w
idely

available
to

anyone
w
ho

w
ants

to
view

it
or

connect
w
ith

them
.This

is
the

case
for

m
ost

content
creators,representatives,

m
ajor

public
servants,cooperative

leaders,etc.

“Q
uasi-private”

indicates
a
character’s

netw
ork

is
w
idely

accessible,but
not

freely
accessible

to
all.They

m
ay

apply
conditions

on
w
ho

can
follow

them
based

on
the

num
ber

of
shared

contacts.They
m
ay

or
m
ay

not
approve

alltheir
follow

ers,but
they

probably
can

explain
at

a
glance

w
hy

anyone
in
their

netw
ork

is
in
it.That

doesn’t
necessarily

m
ean

they’ve
m
et,but

they
can

see
how

this
person

w
ould

know
them

from
a
glance

of
a
follow

er’s
profi

le
sum

m
ary.

A
setting

of“Restricted”
indicates

that
a
person

exercises
carefuloversight

of
w
ho

can
view

content
that

they
share.They

likely
know

everyone
they

netw
ork

w
ith

digitally
on

a
personal

basis.A
t
very

high
follow

er
counts,they

m
ay

not
be

personally
fam

iliar
w
ith

everyone,but
they

know
exactly

how
they’re

connected,such
as

through
a
carefully

organized
collective.It

should
be

assum
ed

that
anyone

w
ith

a
R
estricted

netw
ork

w
ould

probably
trust

anyone
in

that
netw

ork
like

fam
ily.

O
w
nership

and
G
uardianship

D
efi

ning
w
hat

kind
of

ow
nership

exists
and

w
hat

form
s
they

take
is
a
naturalpoint

of
curiosity

and
confusion.There

is
no

sim
ple

answ
er.O

w
nership

by
virtue

of
fi
nancialclaim

is
no

longer
typical.The

term
“ow

ner”
is
stillused

to
describe

certain
roles

like
a
“restaurant

ow
ner”

in
the

sense
that

a
person

m
ay

have
prim

ary
authority

over
the

operation
of

som
ething

due
to

their
crucialrole.O

w
nership

is
described

or
m
entioned

m
any

tim
es

in
this

m
anual,but

ow
nership

w
ith

dom
inating

pow
er

over
people

m
ore

directly
involved

(such
as

in
the

case
of

m
odern-day

sports
team

ow
nership)is

untenable.People
forced

to
m
eet

the
w
him

s
of

an
individualoperating

in
conflict

w
ith

the
preferences

of
a
m
ajority

of
partners

w
ould

fi
nd

their
controlquickly

checked.A
s
long

as
a
leader

of
an

operation
is
not

operating
in
a
w
ay

that
is
flagrantly

unfair
or

depends
entirely

on
inherited

privilege,readers
are

encouraged
not

to
w
orry

too
m
uch

about
using

the
w
ord

“ow
ner”

w
hen

playing.If
players

or
G
M
s
need

a
better

w
ord

than
ow

nership,guardianship
m
ay

often
fi
llthis

role.
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G
nostic

Seekerism

G
nostic

Seekers
–
w
hich

com
prise

~15%
of

the
faith

–
share

a
belief

that
the

truths
are

our
civilization’s

providence
and

destiny
extend

beyond
the

inform
ation

know
n
and

cataloged
by

science.M
any

integrate
historicalm

ythologies,such
as

the
belief

that
C
hrist

or
other

prophets
w
ere

extraterrestrialvisitors,or
that

the
descendants

of
the

ancient
M
artians

or
other

extrasolar
races

w
atch

our
progress

either
from

afar
or

concealed
am

ong
us.G

nostic
Seekers

are
typically

w
elcom

e
at

nondenom
inationalSeeker

conferences
and

clubs,though
it
is
not

unusualfor
the

interactions
betw

een
G
nostic

Seekers
and

the
others

of
their

m
ovem

ent
to

becom
e
acrim

onious.

Paganism
Paganism

is
the

broad
um

brella
term

for
faiths

w
hich

predated
and

w
ere

often
suppressed

by
the

expansion
of

C
hristianity.M

any
w
ere

polytheistic
and

exalted
elem

ents
of

the
natural

w
orld.D

uring
the

early
21st

century,practice
of

the
historicalA

brahm
ic
faiths

underw
ent

a
continuous

decline
as

their
them

es
w
ere

found
insuffi

cient
by

a
grow

ing
num

ber
of

people.
A
s
the

challenges
of

the
w
orld

becom
e
m
ore

present,the
need

for
new

answ
ers

inspired
a

reexam
ination

of
m
any

ideas
previously

suppressed
by

the
dom

inant
m
onotheistic

faiths
that

only
accelerated

once
the

Eden
C
averns

w
ere

discovered.B
elow

are
a
collection

of
popular

faiths
and

philosophies
com

m
on

w
ithin

Fully
A
utom

ated.

N
ew

Anim
ism

A
nim

ism
is
the

belief
that

a
spiritualessence

resides
w
ithin

everything.This
concept

arose
independently

across
m
any

belief
system

s,from
those

of
the

fi
rst

peoples
of

the
N
orth

A
m
erican

C
ontinent

to
the

Shinto
faith

of
Japan.N

ew
A
nim

ism
is
a
revivalof

this
w
ay

of
view

ing
the

w
orld

that
assum

es
that

appreciation
and

reverence
can

im
bue

rocks,anim
als,

plants,form
ations,landscapes,celestialobjects,the

m
em

ories
of

the
deceased

and
anything

else
w
ith

an
anim

ating
spirit.This

m
ay

m
anifest

in
the

form
of

w
orship

of
a
prim

ary
focus

such
as

Solw
orship,Luna

w
orship,or

G
aia

w
orship.It

m
ay

take
the

form
of

generalized
spiritualreverence

for
allthings.It

can
be

hard
to

classify
the

reach
of

N
ew

A
nim

ism
,because

although
it
is
not

the
prim

ary
descriptor

used
by

m
ost

people,the
philosophies

of
N
ew

A
nim

ism
have

becom
e
ubiquitous

throughout
culture

since
its

explosive
resurgence

during
the

2160s.

Legacy
Paganism

Som
e
people

like
to

keep
it
old-school.W

icca,O
ccultism

,M
ezoam

erican,Egyptian,N
orse,

and
C
eltic

pantheons
allare

appealing
traditions

to
m
any

people.
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Playing
Stealth

Encounters
First,w

e
have

to
acknow

ledge
the

elephant
in
the

room
:in

the
future,sneaking

undetected
through

som
ew

here
people

don’t
w
ant

you
to

be
is
going

to
be

very,very
hard.

C
am

eras
have

becom
e
outlandishly

cheap,and
com

bined
w
ith

m
achine

learning
that

can
recognize

people
and

situations,it’s
going

to
be

hard
to

creep
around

undetected.
A
dditionally,w

e
already

have
LID

A
R
w
hich

is
increasingly

com
m
on

even
in
cellphones

for
visually

rendering
a
3D

environm
ent,and

to
top

it
alloff

,there
already

exists
rudim

entary
radar

system
s
that

can
identify

hum
an

shapes
w
ithin

a
3D

space
through

w
alls

using
Frequency-M

odulated
C
ontinuous

W
ave

radar
(FM

C
W
)and

other
form

s
of

m
m
-w

ave
scanning.It’s

quite
cheap,and

uses
sim

ilar
electronics

to
those

found
in
a
W
i-Firouter.

Taken
together,in

the
future

it’s
not

hard
to

have
nearly

flaw
less

spatialobservation
of

m
ost

places.So
how

could
som

eone
possibly

sneak
through

anyw
here?

The
key

is
to

recognize
a
universaltruth:the

greatest
challenge

of
every

security
system

is
not

fi
guring

out
how

to
keep

people
out,it’s

fi
guring

out
w
ho

to
let

in.A
ny

environm
ent

can
be

kept
secure

if
you

deny
access

to
everyone.B

ut
som

ething
that

is
com

pletely
inaccessible

is
unusable.The

lesson
from

this
is
that

stealth
operations

should
largely

eschew
som

e
of

the
com

m
on

staples
that

w
e
see

in
fi
ction

such
as

person-sized
ducts

that
allow

characters
to

m
ove

through
conveniently

unm
onitored

areas
and

laser
sensors

that
m
ust

be
evaded

w
ith

gym
nastics.If

you
w
ant

to
include

either
of

these,you
certainly

can.
B
ut

instead
of

relying
on

them
,w

e
suggest

training
players

to
fi
nd

w
ays

to
exploit

system
s

the
w
ay

people
do

in
reallife:by

fi
guring

out
how

to
trick

the
system

into
confusing

them
w
ith

an
authorized

user.This
can

include
adopting

disguises,entering
a
space

piggybacking
on

the
credentials

of
an

authorized
user,spoofi

ng
detection

system
s,and

inventing
reasons

for
a
security

system
to

expect
an

outsider,such
as

fi
nding

a
w
ay

to
create

a
m
aintenance

request.

The
m
ost

valuable
technique

w
e
can

advise
to

plan
security

intrusions
in
a
w
orld

w
here

surveillance
is
so

ubiquitous
–
especially

for
people

not
confi

dent
in
surveillance

and
security

technologies
–
is
to

im
agine

that
technologicalsystem

s
im

pose
a
sim

ilar
challenge

as
a
m
odestly

attentive
security

guard
in
every

m
onitored

room
or

hallw
ay.To

bypass
such

system
s,one

should
ask

how
they’d

trick
a
guard

into
falsely

reporting
the

absence
of

suspicious
activity.M

aybe
it’s

by
getting

m
istaken

for
an

authorized
entrant,or

m
aybe

its
by

getting
such

a
guard

to
look

aw
ay.B

ut
if
players

and
G
M
s
keep

this
levelof

oversight
in

m
ind,it

not
too

hard
to

design
a
security

system
that

feels
consistent

w
ith

the
tim

es.

See
the

stealth
m
echanics

in
the

gam
eplay

rules
for

details
thereon.
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Faiths
Legacy

Faiths
M
ost

current
religious

m
ovem

ents
persist,though

possibly
quite

changed,and
players

are
encouraged

to
m
ake

use
of

these.The
follow

ing
exam

ples
represent

a
far-from

-exhaustive
list:

●
Judaism

●
Islam

●
C
hristianity

●
Sikhism

●
B
uddhism

●
H
induism

●
Zoroastrianism

●
B
aha'i

Seekerism
Seekerism

is
a
m
ovem

ent
founded

on
the

search
for

m
eaning

guided
by

our
aw

areness
of

the
existence

of
at

least
one

advanced
technologicalcivilization

w
hich

visited
our

star
system

m
illions

of
years

ago.
Som

e
factions

em
phasize

species-unity
and

localstew
ardship.

O
thers

em
phasize

grow
th

and
independence

(see
the

discovery
of

the
Eden

C
aves

and
M
ars

for
m
ore

inform
ation).Seekerism

m
eans

very
diff

erent
things

to
very

diff
erent

people.M
any

Seekers
m
ay

practice
seekerism

alongside
another

set
of

traditions.Priests
of

the
faith

are
know

n
as

N
avigators.B

elow
are

the
largest

groupings
and

their
distinctions.

Contem
porary

Seekerism

C
ontem

porary
Seekerism

is
a
broad

defi
nition

that
encom

passes
~45%

of
Seekers

w
ho

view
the

lesson
of

the
faith

as
to

seek
m
eaning

and
fulfi

llm
ent

through
hum

ility,self-exam
ination,

and
a
com

m
itm

ent
to

serve
one’s

com
m
unity.It

shares
m
any

tenets
w
ith

H
um

anist
philosophy,often

blended
w
ith

traditionalm
orallessons

and
teachings

of
new

anim
ism

.
Som

e
C
ontem

porary
Seekers

are
quite

devotional,though
m
any

are
casualin

their
practice.

N
um

erous
denom

inations
exist

w
ithin

the
um

brella
of

C
ontem

porary
Seekerism

w
hile

em
ploying

distinct
practices

and
ordaining

their
ow

n
N
avigators.

Cosm
ic
Seekerism

Though
internally

diverse
as

w
ell,C

osm
ic
Seekerism

distinguishes
itself

from
C
ontem

porary
Seekerism

by
a
grandiose

outw
ard-facing

vision.C
osm

ic
Seekers

believe
that

the
search

that
defi

nes
the

lives
of

alllightform
s
originating

from
G
aia

are
to

fi
nd

their
brethren

and
join

them
am

ong
the

stars.They
are

expansionist
by

defi
nition,and

take
“the

search”
to

be
a

literalone:fi
nd

active
extraterrestrialcivilizations.C

onquer
death.Spread

the
hum

an
civilization

over
galactic

scales.

R
oughly

35%
of

Seekers
identify

as
C
osm

ic
Seekers.M

ost
get

along
w
ith

other
Seekers

despite
palpable

friction
in
ideology.
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Im
m
ersing

Players
W
hen

planning
and

running
cam

paigns,w
e
advise

readers
to

consider
the

lighting
and

w
eather

conditions
of

the
day;a

day’s
place

in
the

seasonalcycle;and
the

dem
ands

our
bodies

m
ake

of
us

over
the

course
of

a
day.

In
the

present
day,m

ost
of

us
frequently

pay
little

m
ind

to
things

like
the

phase
of

the
m
oon,

because
it
rarely

enters
into

our
life.In

this
w
orld,a

lot
of

sm
allchanges

in
behavior

have
m
ade

the
naturalw

orld
m
ore

present
in
people’s

lives,and
as

a
result

people
generally

hold
a
greater

aw
areness

of
these

things
than

w
e
do.For

instance,in
the

present
m
any

people
have

a
naturalaw

areness
of

the
next

m
ajor

holiday
com

ing
up

(especially
if
they

determ
ine

w
hen

w
e
next

have
a
respite

from
w
ork

or
study).W

e
notice

and
anticipate

the
arrivalof

H
allow

een
because

preparations
m
ust

be
m
ade.Parties

are
planned.A

nd
w
e
also

recognize
the

approach
of

the
seasonalholiday

periods
w
ith

the
aw

areness
that

w
ork

m
ay

pause
for

som
e
and

pick
up

for
others.

In
the

w
orld

of
Fully

A
utom

ated,the
day

one
m
ight

select
for

a
date

is
less

set
by

the
num

ber
of

days
to

the
next

w
eekend,because

schedules
are

far
less

constructed
around

w
ork.Instead,it’s

far
m
ore

likely
im

pacted
by

w
hat

night
is
going

to
have

a
great

sky.
Instead

of
looking

forw
ard

to
the

fourth
of

July
w
eekend,people

m
ay

be
looking

forw
ard

to
the

early
sum

m
er

vegetable
harvest.In

the
sam

e
w
ay

m
any

of
us

check
the

traffi
c

conditions
as

w
e
get

up,people
in
the

2120s
check

the
surf

report.A
nd

in
m
ost

R
PG

s,the
character

is
a
hollow

vesselthat
only

feels
dam

age
taken

and
energy

levels
available

for
perform

ing
actions.W

e
encourage

people
to

im
agine

w
hen

they
are

m
ost

creative.W
hen

they
need

coff
ee,and

the
feeling

of
caff

eine
m
etabolizing.W

hat
tim

e
they

eat,and
w
hether

it's
a
heavy

m
ealor

light
one.W

hen
they

need
to

use
the

bathroom
,or

if
they’re

m
anaging

m
enstruation

on
a
given

day.

W
e
advise

G
M
s
to

get
in
the

habit
of

describing
the

w
eather,and

players
to

get
in
the

habit
of

asking
and

describing
how

they
clothe

them
selves

for
the

m
om

ent.

K
eep

in
m
ind

that
unlike

the
present

day
in
w
hich

m
ost

of
us

spend
m
ost

of
our

tim
e
w
ithin

shelter,this
is
a
w
orld

w
ith

far
m
ore

outdoor
and

hybrid
spaces,like

covered
patios

and
sunroom

s.It’s
com

m
on

to
build

large
w
indow

s
and

operable
skylights.Instead

of
heating

and
cooling

every
room

to
roughly

72
degrees

everyw
here

allyear
round,it’s

com
m
on

for
indoor

spaces
to

be
w
arm

er
in
the

sum
m
er

than
in
the

w
inter,and

people
dress

to
be

com
fortable

w
ithin

this
practice.B

y
taking

just
a
m
om

ent
to

picture
environm

ental
conditions

and
then

using
clothing

as
a
w
ay

to
relate

to
w
hat

it
feels

like
to

be
a
character

in
a
body

in
that

w
orld,w

e
hope

readers
w
illbe

able
to

better
internalize

these
subtle

culture
changes

quite
naturally,and

com
m
unicate

this
subtly

foreign
experience

w
ithout

a
lot

of
additionaleff

ort.M
uch

like
choices

in
N
PC

background,the
background

presence
of

natural
cycles

is
a
big

w
ay

in
w
hich

G
M
s
and

players
can

com
m
unicate

the
uniquely

solarpunk
qualities

of
the

w
orld.
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Facilitation
and

Auditing
Agencies

Facilitation
and

A
uditing

agencies
are

investigative
groups

responsible
for

enforcing
transparency

agreem
ents

and
other

legalor
regulatory

obligations.Their
cultures

and
purview

vary
w
idely.Som

e
are

highly
professionaland

structured.O
thers

are
loose

collections
of

freely
acting

agents.Their
chapters

operate
in
m
ost

cities,w
hether

as
sm

all,
localorganizations,or

large
centrally

m
anaged

ones.Som
e
exam

ple
groups

are
presented

below
.

Chym
e
Affi

nity
G
roup

People
are

People
is
the

offi
cialm

otto
of

this
A
greem

ent
broker

group.They
off

er
training

in
cognitive

em
pathy,diplom

acy
and

connection
building.M

em
bers

are
som

etim
es

interested
in
a

specifi
c
socialstruggle,or

entered
through

the
w
orld

of
team

perform
ing

arts.They
tend

to
favor

face-to-face
m
eetings,and

can
generally

keep
even

a
large

crow
d
in
productive

discussion.

Square
D
ealAgreem

ents

O
ne

of
the

few
agencies

headed
by

a
Synthetic

Intelligence,and
structured

follow
ing

num
erical

patterns
that

outsiders
som

etim
es

suspect
is
an

elaborate
joke.Square

D
ealare

rigorous
auditors,forecasters

and
supporters

of
interesting

large
ideas.They

also
carry

out
a
lot

of
idiosyncratic

w
ork,or

respond
to

Em
ergency

C
alls

that
you

w
ouldn’t

expect.W
hen

asked,m
ost

m
em

bers
laugh

and
say

“It’s
for

the
dataset!”

W
ider

Circle
Aggregator

Everything
w
e
do

im
pacts

everything
else.W

hen
assessing

that
im

pact,know
ing

w
here

to
draw

the
boundary

line
is
art

as
w
ellas

science.W
C
A
specialize

in
ecologicalim

pact
assessm

ent,and
are

generally
agreed

to
be

a
good

voice
for

the
speechless

stakeholders.Som
e
m
em

bers
have

been
heavily

tied
into

w
ild

envoy
program

s,seeking
and

tw
eaking

balances
in
new

ecologies
in

arcologies,space
stations,and

outdoor
terrestrialenvironm

ents.

U
nderstorey

FAA

Even
in
2100,Los

A
ngeles

is
stillriddled

w
ith

antique
concrete

storm
drains,forgotten

pipes
and

overbuilt
attem

pts
to

protect
the

city
against

occasionalm
ega-rain

events.Tracking
and

negotiating
im

pact
on

flood
risk,w

ater
rights,and

fi
ltration

needs
is
specialist

w
ork,not

least
because

it
involves

confi
ned

spaces,anaerobic
bacteria

colonies
and

earthquake
shuffl

ing
of

hollow
areas.

RoadH
og

Auditors

Self
declared

knights
of

the
road,m

em
bers

of
this

agency
frequently

draw
on

m
edia

ideas
of

noble
questors,m

ounted
ronin

or
biker-vikings.They

specialize
in
historicalunderstanding

of
law

s
and

agreem
ents,both

w
here

an
old

law
is
no

longer
com

patible
w
ith

m
odern

society,or
w
here

an
old

tax
has

not
been

applied,and
problem

s
are

beginning
to

escalate
as

a
result.The

‘problem
s’m

ay
not

appreciate
their

intervention
though,and

that’s
the

w
ay

they
like

it.
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Transportation
Though

transportation
undergirds

our
entire

w
orld,it

is
often

overlooked
or

skipped
over

in
storytelling.B

ut
understanding

how
people

get
around

their
w
orld

is
fundam

entalto
understanding

w
hat

the
contours

of
their

w
orld

are.G
etting

people
to

a
location

quickly
or

acquiring
som

ething
that

isn’t
on

hand
requires

understanding
w
here

things
are

and
how

things
m
ove

around.M
ost

people
don’t

have
m
uch

aw
areness

of
how

things
m
ove

around
in

the
present

day,so
here

is
a
list

of
w
ays

people
and

things
get

around.

B
ikes

and
other

m
icrom

obility
devices

B
ikes

are
the

com
m
on

m
eans

of
traveling

around
a
neighborhood

or
across

a
city.M

ost
bikes

are
equipped

w
ith

variable
electronic

assist,though
m
any

people
m
ay

or
m
ay

not
use

this
m
uch.In

addition
to

the
com

m
on

tw
o-w

heeled
upright

bike,there
is
a
panoply

of
sm

all
light

vehicles.This
includes

fam
iliar

ones
today

such
as

skateboards,longboards,roller
skates,rollerblades,recum

bent
bikes,tandem

bikes,cargo
bikes,rickshaw

s,onew
heels,

electric
unicycles,and

the
occasionaltraditionalunicycle.It

also
includes

futuristic
outgrow

ths
of

allof
these,such

as
large

m
onow

heelm
otorbikes,freeline

skates,jum
ping

stilts,and
kiteboards.There

are
already

a
LO

T
of

w
ays

that
people

can
m
ove

quickly
through

the
w
orld,and

m
any

others
from

science
fi
ction

such
as

the
m
agnapoon

m
agnetic

harpoon
gun

from
Snow

C
rash;Falcon/C

aptain
A
m
erica’s

m
echanicalw

ings;grapnels;w
eb

shooters,
and

so
on.Som

e
of

these
m
ight

be
m
ore

or
less

com
m
on,but

if
a
player

w
ants

them
and

they
don’t

break
the

logic
of

the
w
orld

then
it
should

be
assum

ed
that

they
exist.

Trains

Trains
are

the
recom

m
ended

w
ay

for
characters

to
quickly

relocate
either

across
a
city

or
around

the
w
orld.In

m
ost

cases,if
players

are
heading

uptow
n
to

investigate
the

last
buyer

of
a
m
issing

antique
electric

cello
then

they’llhead
to

a
station

and
take

a
train.

M
icrobuses

Sm
allvans

w
illpick

people
up

for
free

and
shuttle

them
to

and
from

stations.The
players

aren’t
likely

to
need

this
described

to
them

m
ost

of
the

tim
e,but

if
they

needed
to

travelw
ith

som
eone

w
ith

a
m
obility

handicap
or

even
som

eone
sim

ply
in
a
state

of
exhaustion,you

can
describe

them
hailing

an
autonom

ous
vehicle

to
take

them
directly

up
to

a
train’s

boarding
platform

.

Jitneys

From
tim

e-to-tim
e,people

m
ay

need
to

travelquickly
to

som
ew

here
w
ithout

a
fi
rm

destination
or

follow
a
quick-m

oving
street

vehicle
discreetly.A

m
odern

jitney
is
a
form

of
lightw

eight
taxicom

m
on

in
A
sia

(and
for

som
e
reason

San
D
iego!).In

Fully
A
utom

ated,they
take

m
any

form
s.They

are
sm

all,light
vehicles

for
zipping

about
tow

n,and
m
ay

or
m
ay

not
be

driverless.
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result
in
them

encouraging
unnecessarily

costly
approaches,riding

roughshod
over

other
stakeholders

or
underm

ining
other

m
em

bers
in
the

group
due

to
egocentric

im
pulses.The

labelis
applied

as
a
criticism

of
w
hat

m
ay

be
view

ed
as

reactionary
extrem

ists
looking

to
fi
nd

fault
w
ith

any
plan

that
is
broadly

popular.

Anti-expansionists
are

those
w
ho

oppose
hum

an
settlem

ent
off

Earth.Their
reasons

include
an

insistence
that

resource
use

off
earth

is
m
isdirected

or
that

off
w
orld

developm
ent

is
m
orally

injurious
tow

ards
the

exalted
m
other

Earth.Som
e
consider

it
a
slippery

slope
to

a
far

future
in

w
hich

Earth
is
abandoned,neglected,or

otherw
ise

taken
for

granted.A
m
ong

anti-expansionists,
attitudes

tow
ards

Seekers
range

from
hatred

to
pity.

G
aia’s

W
om

b
is
one

of
the

m
ost

visible
anti-expansionist

organizations
and

operates
prim

arily
through

public
aw

areness
cam

paigns
and

politicalorganizing
to

obstruct
the

construction
of

space-related
infrastructure.

G
aia’s

Spear
is
a
m
ilitant

off
shoot

of
the

already
som

ew
hat

m
ilitant

G
aia’s

w
om

b.They
pursue

the
sam

e
goals,but

w
ith

a
by-any-m

eans-necessary
dogm

a.

The
Com

pton
Cow

boys
are

a
collective

of
urban

ranchers
and

localheroes
based

in
C
om

pton.
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Cars

C
ars

stillexist.This
w
orld

exists
long

after
car

culture
as

a
dom

inant
m
ode

of
travelhas

passed,but
they

stillfi
nd

use
for

m
oving

a
group

of
people

and
cargo

w
hen

the
situation

justifi
es

it.C
haracters

can
easily

have
access

to
a
car

if
they’d

like.Typically,they’d
likely

have
a
vehicle

in
a
shared

building
pool.Their

car
w
ould

likely
be

one
kept

in
an

apartm
ent

building
garage

that
other

m
em

bers
of

the
building

or
car

share
netw

ork
can

borrow
w
hen

it's
available.It’s

assum
ed

that
cars

are
electric

or
pow

ered
by

hydrogen
or

som
e
other

advanced
but

theoretically
realistic

fuelsource.

Trucks

Like
cars,trucks

stillexist
as

a
transport

option
for

heavy
deliveries.They

m
ay

be
used

for
m
oving

m
aterialacross

undeveloped
or

rough
terrain

or
for

conveying
things

betw
een

a
starting

or
ending

location
and

another
form

of
transportation

such
as

a
train,airship,etc.

Rotorcraft

R
otorcraft

are
flying,urban

vehicles.They
include

flying
cars,flying

am
bulances,and

flying
vans.They

are
used

for
m
oving

equipm
ent

point-to-point
around

tow
n,and

betw
een

the
roofs

of
tallbuildings

and
the

ground.Players
m
ay

use
rotorbikes

as
flying

m
otorcycles,or

use
a
variety

of
confi

gurations
for

flying
hoverboards,including

in-line
counter-rotating

blades
w
ithin

a
flying

disk
or

saucer
(as

seen
on

the
cover!).

These
are

fun
vehicles,w

hich
are

fast
and

can
go

m
any

places.They
can

speed
just

above
surface

traffi
c
or

take
to

the
skies

in
pursuit

of
som

eone
in
a
flight-capable

suit.If
you

think
about

m
odern

consum
er

drones
you

get
a
sense

for
som

e
of

the
form

factors
these

m
ight

take,but
feelfree

to
use

w
ings

or
rockets

or
kites

or
w
hatever

m
akes

sense
to

you.Throw
in

som
e
dirigibles.G

et
w
ild.

Blim
ps

and
Lightw

eight
G
liders

B
lim

ps
are

a
com

m
on

form
of

aerialpublic
transit

sim
ilar

to
buses.They

m
ove

on
regular

cyclicalroutes
betw

een
designated

stations.They
are

sim
ilar

in
traveltim

e
to

buses.The
sam

e
aerialstations

used
for

boarding
and

disem
barking

blim
ps

are
also

often
used

for
launching

personallightw
eight

gliders
and

other
form

s
of

flying
transportation.These

gliders
require

a
launch

assist,but
once

airborne
can

use
sm

allpropellers
to

m
aintain

or
gain

altitude
to

traverse
great

distances
quickly.They

can
be

landed
on

a
strip

or
captured

by
a
landing

arm
on

sky
stations

w
here

they
are

stored
untila

passenger
is
ready

to
relaunch

them
.

Planes,Rockets,and
other

aircraft

B
ecause

of
their

high
energy

dem
ands,flight

is
less

com
m
on

as
a
m
eans

of
high-speed

long-distance
travelthan

rail,but
planes

are
stillsom

etim
es

used
for

traveling
very

long
distances

very
quickly,and

spaceplanes
and

rockets
are

used
for

m
oving

from
the

surface
of

a
rocky

object
into

orbit
and

beyond.
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O
rgs4Synths

is
an

ally
group

that
represents

hum
ans

and
other

organics
w
ho

support
m
achine

rights.They
are

often
associated

w
ith

their
eff

orts
to

destigm
atize

organic-synth
relationships,

although
they

strongly
try

to
dispelthe

reputation
that

this
is
their

defi
ning

issue.

The
System

for
the

Advocacy
of

O
rganic

W
elfare

is
an

anti-m
achine

hate
group.

Term
inators

are
m
achine

suprem
acists.Like

w
hite

nationalism
,the

term
describes

a
belief

system
rather

than
a
specifi

c
organization,and

m
ost

adherents
w
on’t

adm
it
to

their
adherence

publicly.Like
any

extrem
ist

m
ovem

ent,m
ost

of
their

activity
is
not

acting
on

their
violent

beliefs,
but

trying
to

recruit
and

radicalize
others

to
their

cause
and

expand
the

boundaries
of

acceptable
discourse

tow
ard

greater
norm

alization
of

their
extrem

ism
.Like

21st
century

Islam
ic

extrem
ism

,“Term
inator

Philosophy”
(as

it’s
called

in
the

press)is
highly

unpopular
am

ong
the

group
w
hich

it
claim

s
to

favor,as
m
ost

consider
it
a
fringe

group
that

gets
far

m
ore

attention
than

it
deserves

and
does

terrible
reputationaldam

age
to

an
already

m
arginalized

group.

Preservationists
are

a
radicalschoolof

dogm
atic

conservationists
w
ho

seek
to

protect
–
and

ideally
restore

and
extend

–
w
hat

they
consider

to
be

“undisturbed”
nature

to
their

view
of

its
“original”

state.The
m
ost

extrem
e
m
em

bers
have

been
caught

trying
to

burn
dow

n
or

sterilize
adapted

ecosystem
s,and

have
been

know
n
to

use
m
ine-laying

or
boobytrapping

to
protect

lands
from

any
hum

an
presence.

The
W
ater

Cult
holds

that
the

hydrologicalcycle
is
part

of
a
sacred

circle,and
w
illact

w
ithout

com
prom

ise
in
the

service
of

m
aintaining

w
hat

they
consider

the
divine

arrangem
ent

of
that

circle.Three
years

ago,tw
o
radicalm

em
bers

bom
bed

a
desalination

plant.

The
N
aked

Pirates
cam

paign
for

the
‘right

to
replicate’,seeking

to
com

pletely
rem

ove
data

protections
from

everything.They
are

currently
locked

in
a
long

running
cyber-skirm

ish
w
ith

M
y

Private
Parts,an

affi
nity

group
dedicated

to
protection

of
m
edicalrecords

and
blood-artists

literally
putting

them
selves

into
their

w
ork.

TyreK
ickers

are
a
radicalconsum

er
rights

organization
that

likes
to

stress
test

equipm
ent

and
system

s
to

ensure
they

are
good

enough
w
hen

faced
by

a
‘real’crisis.In

the
nam

e
of

authenticity,they
rarely

w
arn

places
and

disavow
blam

e
for

very
realdam

age.
A
related

spin-off
group,CrabK

ickers,like
to

do
the

sam
e
to

ecologies
and

parklands,ensuring
they

w
ould

be
resilient

in
the

face
of

uncertain
crises.

N
ostroCram

o
is
a
conspiracy

death
cult

that
believes

that
the

w
orld

is
a
sim

ulation
or

som
e

other
form

of
illusion.M

any
adherents

suff
er

from
severe

cases
of

Faithless
R
eality

Syndrom
e,

and
the

group
actively

recruits
am

ong
people

struggling
w
ith

the
condition

or
w
ho

stray
too

deeply
into

any
of

the
dark

conspiratorialcorners
of

cyberspace.They
have

been
know

n
to

com
m
it
acts

of
violent

extrem
ism

intended
to

break
som

e
perceived

com
ponent

of
the

artifi
cial

w
orld

or
“liberate”

people
from

the
sim

ulation.Their
sym

bolis
the

m
etronom

e,and
m
em

bers
som

etim
es

adorn
them

selves
w
ith

a
piece

of
m
etronom

e
jew

elry
or

in
other

w
ays

intended
to

identify
them

selves
to

one
another

w
hile

m
aintaining

deniability.

CobraSoapXChallenge
is
an

underground
fi
ghting

tournam
ent.The

underground
is
part

of
the

appeal,and
the

tournam
ent

goes
in
cycles

of
increasing

danger
and

violence
and

scandaluntilit
burns

out
or

is
cracked

dow
n
on.A

copycat
tends

to
em

erge
a
few

years
later.

Yim
by

M
artyrs

is
a
criticallabelapplied

to
groups

and
individuals

w
idely

believed
to

pursue
quixotic

and
unpopular

projects
w
ithin

their
personalenvironm

ent
due

to
a
desire

to
signalvirtue

in
com

petition
w
ith

one
another.They

are
know

n
for

proposing
discom

forting
and

unpleasant
projects

for
w
hich

the
costs

far
outw

eigh
benefi

ts
to

them
selves

and
their

neighbors.This
can
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Ropew
ays

O
ften

serving
a
sim

ilar
role

to
trains,in

that
they

provide
a
point-to-point

public
transit

option
using

dedicated
m
eans,ropew

ays
feature

one
or

m
ore

cablecars
suspended

from
one

or
m
ore

cables.Their
actualconfi

guration
can

include
everything

from
sim

ple
chairlifts

and
m
onocable

gondolas
w
hich

dangle
from

a
loop

of
m
oving

cable
elevated

on
tallpoles,to

aerialtram
w
ays

w
here

a
large

single
car

m
oves

back
and

forth
along

one
or

m
ore

fi
xed

cables.They
are

often
used

in
m
ountainous

areas
w
here

the
design

can
overcom

e
large

diff
erences

in
elevation,but

they
can

also
be

usefulin
cities

for
crossing

directly
over

buildings
w
ithout

im
pacting

them
,and

in
ruralareas,as

a
cheaper

alternative
to

trains
w
ith

low
er

im
pact

on
rew

ilded
habitats.R

opew
ays

can
be

a
dram

atic
set

piece
w
ith

great
view

s,
and

they
don’t

get
stuck

in
traffi

c.

W
atercraft

Ferry
B
oats

are
already

a
com

m
on

transit
elem

ent
in
m
any

areas
adjacent

to
a
w
aterfront.

A
dd

to
these

jet
skis,w

ater
scooters,sea

scooters,electric
surfboards,and

other
personal

w
atercraft.The

gam
e
assum

es
an

expansion
of

cities
into

shallow
tidalareas,and

w
ithin

this
adoption

of
shallow

w
ater

as
part

of
the

urban
terrain,it

should
m
ake

sense
that

people
travelacross

the
w
ater

routinely
using

a
variety

of
vessels.

Parahum
an

Transport

H
orses,cam

els,llam
as,and

oxen
are

stillpossibilities
for

travel.
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Activist
M
ovem

ents
M
any

activist
m
ovem

ents
exist,and

can
be

used
as

allies,antagonists,w
indow

dressing,and
m
isdirects

by
players

and
G
M
’s
alike.

N
eoprim

itivists
(orPastoralists

in
C
anada

and
east

of
the

R
ockies)live

in
com

m
unes

outside
of

urban
settings,w

here
they

seek
fulfi

llm
ent

through
reliance

on
hyperlocal,m

inim
ally

consum
ptive

practices.Ideologically,neoprim
itivists

are
extrem

ely
diverse.Som

e
live

in
rural

hom
esteads.O

thers
live

in
cam

ps
in
the

w
ildlands.They

m
ay

be
sedentary

or
nom

adic,and
live

in
prairies

or
forests.M

any
rely

on
survivalist

m
odifi

cations.Som
e
readily

use
any

technology,so
long

as
they

feelit
aligns

w
ith

their
values.O

thers
believe

in
the

value
of

biologicalm
odifi

cation,
but

avoid
m
odern

electronics.Som
e
readily

w
elcom

e
short-term

guests,w
hile

others
are

m
ore

selective
in
w
ho

they
w
elcom

e
to

stay
am

ong
them

.It
is
an

um
brella

m
ovem

ent
that

includes
a

panoply
of

people
w
ho

w
ish

to
eschew

m
any

com
forts

of
m
odernity

for
m
any

diff
erent

reasons.

Sovereigns
are

a
subgroup

w
ithin

neoprim
itivists

w
ho

are
m
ore

ideologically
defi

ned.They
typically

hold
som

e
levelof

m
istrust

of
the

w
ider

w
orld,and

seek
to

dem
onstrate

resilience
and

independence.M
any

believe
that

the
present

day
civilization

is
fragile,and

due
for

eventual
collapse.M

ost
are

not
assum

ed
to

be
dangerous,but

as
w
ith

m
any

intensely
passionate

ideologies,there
are

w
ell-know

n
cautionary

tales
in
cases

w
here

a
group

of
sovereigns

w
ent

too
far.

The
Fae

Folk
are

pagan
neoprim

itivists
that

em
brace

a
m
ix
of

prim
alism

,anim
ism

,and
literary

influence.They
too

carry
m
ixed

reputations.Som
e
consider

them
a
delightfulsource

of
w
him

sy
that

liven
a
forest.O

thers
consider

them
to

be
dangerous

pranksters
or

survivalists,and
telltales

of
the

curses
they

inflict
upon

those
w
ho

raise
their

ire.

The
H
om

inid
League

for
Just

U
plift

(H
LJU

)
is
one

of
the

oldest
parahum

an-led
parahum

an
rights

organizations.They
provide

education,legalservices,lobbying
organization,and

fellow
ships

to
develop

a
vision

of
a
m
ore

equitable
m
ulti-species

civilization.They
are

w
idely

respected,but
som

etim
es

criticized
by

m
ore

radicalactivists
for

their
m
oderate,increm

entalist
approach.

Enhanced
Alliance

is
a
civilrights

organization
w
hich

w
as

founded
just

after
the

turn
of

the
tw
enty-second

century
in
the

shadow
of

the
m
achine

uprising.Enhanced
A
lliance

pursues
m
any

of
the

sam
e
goals

as
the

H
LJU

,but
is
a
younger

organization
(in

both
its

founding
and

constituency)and
pursues

a
m
ore

assertive
posture

in
their

dem
ands

for
rights

for
enhanced

parahum
ans.Enhanced

A
lliance

is
also

m
uch

m
ore

actively
involved

in
struggles

for
expansion

of
m
achine

rights.

Basic
Inform

ationalResources
for

B
irds

(B
IR

B)
is
a
group

of
avian

allies
w
hich

provides
politicaladvocacy

for
birds.Sapient

birds
are

entitled
to

politicalrepresentation,but
have

very
low

participation
rates,because

they
have

lim
ited

interest
in
m
ost

governance.B
IR
B
lobbies

for
bird

interests,assists
w
ith

voter
registration

drives,and
w
hen

legislation
of

high
interest

to
birds

arises
they

perform
aw

areness
cam

paigns
and

organize
dem

onstrations.

The
System

for
the

Advocacy
of

M
achine

W
elfare

(som
etim

es
called

SA
M
W

or
“The

System
”)is

a
m
ainstream

advocacy
netw

ork
that

does
exactly

w
hat

its
title

suggests.It
seeks

to
identify

and
channelthe

broadest
consensus

am
ong

m
achines,so

it
is
defi

nitionally
m
oderate

to
the

extrem
e.
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Law
and

Justice
It
can

be
diffi

cult
to

w
rite

a
solarpunk

version
of

legaljustice
in
som

e
w
ays,but

surprisingly
easy

in
others.

The
diffi

cult
part:

The
hard

part
arises

from
how

ubiquitous
and

unquestioned
our

regressive
form

of
policing

is
in
our

lives
and

m
edia.W

e’re
so

used
to

the
term

inology
and

iconography
of

patrol
offi

cers
and

prisons
that

it’s
hard

to
im

provisationally
roleplay

alternatives
to

these
things.

The
easy

parts:

●
M
any

of
us

understand
the

m
yth

of
w
hat

policing
is
supposed

to
be.So

start
w
ith

that.Im
agine

offi
cers

w
ho

are
highly

self-disciplined
and

screened
for

good
judgm

ent
and

character.

●
There

are
m
any

present-day
eff

orts
to

reform
policing,so

assum
e
these

w
ere

all
im

plem
ented

long
ago.C

ash
baildoesn’t

exist.Pre-trialdetention
is
strictly

based
on

risk
assessm

ents.O
ffi
cer

records
are

publicly
available.M

entalhealth
calls

are
handled

by
m
edicalprofessionals

and
traffi

c
enforcem

ent
by

traffi
c
professionals

just
as

fi
res

are
handled

by
fi
refi

ghters.

Further
considerations:

W
hen

looking
for

m
ore

ideas,look
to

real-w
orld

dem
onstrations

of
m
ore

hum
ane

approaches,particularly
in
som

e
Scandinavian

countries.Exam
ples

of
Scandinavian

approaches
include

an
em

brace
of

harm
reduction

and
a
prioritization

of
rehabilitation

over
punishm

ent.

There
is
also

a
freedom

in
exploring

new
and

unusualideas,such
as

relying
on

trained
citizen

crisis
responders

in
place

of
professionalkeepers

of
the

peace.If
a
violent

robbery
occurs,instead

of
alerting

patrolm
en

w
ho

w
ander

around
allday,an

alert
goes

out
to

dozens
of

regular
citizens

trained
in
deescalation

and
appropriate

use-of-force
tactics

w
ho

happen
to

be
living

and
w
orking

in
the

vicinity.

Im
agining

these
things

takes
practice,but

get’s
easier

w
ith

tim
e.W

hen
players

encounter
law

enforcem
ent,let

it
play

out
and

then
ask

yourself
afterw

ards
if
there

w
as

a
better

response
that

a
society

w
ith

abundant
resources

and
sound

priorities
could’ve

m
ustered.

Threatening
Consequences:It’s

naturalin
an

interrogation
for

characters
to

attem
pt

to
coerce

a
subject

by
encouraging

them
to

envision
the

w
orst-case

penalties
that

they
m
ay

face
for

refusing
to

cooperate.B
ased

on
our

experience
in
the

present,m
any

players
and

G
M
s
m
ay

fi
nd

it
naturalto

say
things

like,“They’re
going

to
lock

you
up

and
throw

aw
ay

the
key!”

In
order

to
avoid

breaking
the

im
m
ersion

of
the

w
orld,share

this
section

w
ith

them
.

This
im

pulse
to

loom
consequences

over
som

eone
is
fam

iliar,but
things

like
long-term

punitive
action

w
ithin

a
justice

system
predicated

on
rehabilitation

and
harm

reduction
is

essentially
equivalent

to
threatening

torture.Instead,threaten
things

like
life-long

dishonor;
loss

of
com

m
unity

or
the

respect
of

their
loved

ones;an
arduous

and
unrelenting

rehabilitative
process;banishm

ent
from

their
hom

e
nation;or

even
exile

to
an

ungoverned
penalisland

or
off

-w
orld.You

can
say

things
like,
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PoliticalParties
and

M
ovem

ents
B
elow

are
a
set

of
politicalidentities

that
defi

ne
the

politicalparties
of

the
age.

D
em

ocratic
Socialists

D
em

ocratic
Socialists

represent
the

m
oderate,centrist

party.They
advocate

for
increm

ental
im

provem
ents

to
the

status
quo.They’re

seen
by

m
any

as
eff

ective
m
anagers

of
governm

ent,
though

lacking
in
vision

by
critics

to
both

their
left

and
right.

Libertarian
Socialists

Libertarian
Socialists

are
the

center-left
party.Their

m
ajor

distinction
from

the
D
em

ocratic
Socialists

is
a
desire

to
further

transfer
pow

er
from

large
institutions

such
as

governm
ents

and
co-ops

to
individuals,fam

ilies
and

hyper-localcollectives.

Com
m
unists

The
C
om

m
unist

party
represents

the
leftw

ing
block

of
voters

and
activists

w
ho

aspire
to

elim
inate

m
oney

and
further

flatten
hierarchies.It

isn’t
enough

that
everyone

should
have

a
com

fortable
life

w
hile

som
e
have

substantially
m
ore

com
fort

than
others.They’re

suspicious
of

notions
of

“m
eritocracy”

and
“earned

com
fort”,and

prefer
to

pursue
a
w
orld

w
ith

a
far

narrow
er

gap
betw

een
the

least
and

m
ost

privileged
people.

Anarchists

A
narchists

are
often

considered
to

the
left

of
C
om

m
unists,though

both
w
illtellyou

that
they

represent
distinct

visions
rather

than
degrees

along
a
com

m
on

ideology.Like
C
om

m
unists,they

aspire
to

create
m
oneyless

societies,but
they

prioritize
the

elim
ination

of
the

state
and

the
em

pow
erm

ent
of

individuals
and

com
m
unities

to
m
anage

their
ow

n
aff

airs.They
often

feud
w
ith

C
om

m
unists,w

ho
they

view
as

too
w
illing

to
em

brace
centralized

pow
er.

N
eoliberalists

The
N
eoliberalist

Party
occupies

the
center-right

and
right-w

ing
of

the
politicaldiscourse.They

advocate
for

the
incentivization

of
innovation

and
eff

ort.They
support

a
high-floor

of
social

services
for

all,but
defend

allocation
of

luxury
for

those
w
illing

to
contribute

m
ore.They

prom
ote

technocracy,w
ell-regulated

m
arkets,algorithm

ic
resource

budgeting,and
experim

ental
m
anagem

ent
techniques

for
m
axim

izing
the

productive
sharing

of
resources

over
large

distances.

Capitalists

The
C
apitalist

Party
defi

nes
the

far-right
of

politicalthought.They
advocate

for
the

concentration
of

decision-m
aking

pow
er

am
ong

sm
allgroups

and
the

socialD
arw

inism
of

the
previous

century.M
ost

people
across

the
politicalspectrum

consider
their

overallw
orldview

to
be

a
form

of
dangerous

revisionism
of

the
past,but

after
a
few

beers
m
any

N
eoliberalists

m
ay

adm
it
to

fi
nding

som
e
of

their
individualpolicy

proposals
fascinating.
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