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Dungeons & Democracy

The system is structurally designed in favor of older members with more seniority. Can
you, a young member of Congress, survive?
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Dungeons & Democracy
ELCOME, PLAYER, TO A FANTASTICAL WORLD.

A world of incredible powers, of treasures

gained and lost, where youthful mortals vie

with beings far more wizened who knew the

world during a different epoch.

A place where a scrap of paper in the

hands of a trusted ally or dangerous foe

means life or death across the land.

A world where the taverns are full of whispers and

the chambers full of merchants and clerics, the capital

only occasionally beset by ravaging hordes.

Welcome to Congress.

What is this?
The game you are about to play is a tabletop roleplaying

game in which you will become a member of the US

House of Representatives, dealing with re-election,

fundraising, redistricting, and other challenges.

Depending on the character you choose — a younger

and energetic member, or an older, wizer member

benefitting from structural advantages that favor

incumbents and drive the American gerontocracy —

your abilities will differ.

What do I need to play it?
This game can be played alone, with you rolling the dice

on behalf of your adversary. Or, you can recruit a friend

to embody your political enemies. While nobody lasts

forever in politics, the objective is simply to endure as

long as you can.

Along the journey, you’ll see how lots of things in

American politics — from surviving the redistricting

process unscathed, to shoring up financing, to

preventing a primary challenger — are easier for

members who have been in power a long time.

Disadvantages abound for newcomers.

What you’ll need: a 20-sided dice, as well as a couple

other dice. Or, you can use a free online dice roller, like

the one Google has: https://g.co/kgs/6aKDbV

What’s my objective?
Survive as long as possible

Politics is a bare-knuckle, zero-sum game. Nobody

comes out alive. You’ll eventually lose, the only question

is when. Try to last as long as you can. Mark your terms

at the top of the sheet and try to get a high score.

To read the stories excerpted throughout this game,

check out the stories from the project here:

https://bit.ly/3fz1UYT
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How to campaign
Read your character sheet, making notes of the

fundraising abilities, campaign techniques, and basic

attacks you can manage.

Health and Reputation
You’re going to want to first look at two numbers in

combat, your financial health and your reputation. Your

financial health is going to be important. Once that hits

zero, you’re politically dead. When you suffer an attack,

you’re required to spend down your financial health to

recover, and as a result, you sustain damage.

Your reputation is your armor. Lucky for you, you’ve got

a pretty good name in your congressional district. As a

result, the only way you’re going to get damaged and

lose financial health is when your opponent’s roll beats

your reputation.

Your Seniority Bonus will come up in situations

where you’re competing with other members.

Attacks.
You have basic attacks, which can be used as often as

you like. You’ve also got a few tricks up your sleeve,

campaign techniques, but you need to spend finite

amounts of political capital to take advantage of them.

Finally, you’ve got fundraising, but this also runs out,

and can’t always be used in the midst of combat.

Combat
The way political combat works is you roll a 20-sided

dice (a D20) to attempt to hit your opponent with an

attack. Then, you add the modifier. For example, let’s

say you or an opponent has an attack called yard sign

that reads:

Yard sign: +3 to hit, 1d8 +1 damage.

That means that you’ll roll a 20-sided dice, then add 3 to

the result. If that final result is equal to or higher than

your opponent’s reputation, you’ve successfully landed a

hit! Then, you can roll for damage, in this case two 4-

sided dice, and then add 1 to the result. That final

number is then subtracted from the health score. Bring

the financial health of an opponent down to 0, and

you’ve defeated them. Alternate turns in combat — start

with yourself, then your opponent, then you, and so on

— until someone’s financial health is dropped to zero.

Your first easy general

election
Let’s start easy to get the hang for the rules. Your first

encounter in this adventure is with a Weak General

Election Opponent. He’s not well-funded and everyone’s

saying you’re going to waltz into the congressional seat.

But what do you say we dispatch him with what we’ve

got?

How to play the general
election contender
Your opponent has a low budget and won’t really be

able to spam you with too much beyond Yard Sign each

turn.

While he’s got a pretty good reputation around these

parts, he’s pretty poorly funded. One or two hits

successful hits and this one’s not going to trouble you

too much.

Did you win?
Congratulations! Welcome to Congress. Mark one

additional term at the top of your sheet.

 

 



How gameplay works
Having dispatched your first general election rival,

you’re back on Capitol Hill.

Over the next two years, you’ll focus on the truly

important tasks ahead of a member of Congress, such

as fundraising, consolidating power, and preparing for

your next election cycle.

You’ll use a few of your non-campaign skills, such as

hosting fundraisers and building capital in the Capitol.

Once you’re ready, you’ll face down your next electoral

foe …

A Primary Challenger.
Yes, a member of your own party wants your seat. The

gall! Look on the bright side, this race is a chance for

you to flex some of your more exciting campaign skills

to make a statement. You’ll have to use all the tools at

your disposal to thwart them — and hold on to your

place in Congress. Did you win?
Congratulations! Welcome back. Mark one additional

term at the top of your sheet. You’re out of campaign

season, feel free to use your non-combat actions.

Did you lose?
Enjoy your new career, podcaster. If you’d like, try the

game again with a different starter character.
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Win the gavel
Back at your day job, it turns out that the member who

chairs the congressional subcommittee you’re on went

down to defeat in the previous cycle. Owlbear attack.

Very sudden.

You’d like to make a play to chair a subcommittee of

the Elf & Human Services Committee, but you’re not

the only one. You know for a fact that if you score the

chair, you’ll get a +1 to your reputation score for the

next two cycles.

Here’s the challenge: Your party’s leader considers

Seniority when assigning positions on the committee.

Will you win the chair?
There are two other members vying for the job, so roll a

20-sided die twice to figure out their rolls.

The first one of them has +1 to Seniority, and the

other has a -2 to Seniority.

Now, roll a 20-sided dice plus your Seniority modifier.

If you’re the top score, congratulations, the gavel is

yours, and with it, a temporary two-cycle +1 boost to

your Reputation. If not, better luck next time — a

committee chairpersonship should open up any decade

now
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Can you scare off a

challenger?
The other party thinks you could be vulnerable. This

happens every now and again — depending on your

fundraising and your popularity in the district, they’re

always hunting for a seat to pick off. Right now, they’re

trying to recruit someone in your district.

The big threat
The contender they’d really like to run against you, the

Solid Election Challenger, is still on the fence. You have

a sense they’re waiting for the perfect time to make

their move, and maybe they’re going to sit this cycle out

if they think you’re not easy pickings.

The smaller threat
Also thinking about running against you is your

opponent from two cycles ago, Weak General Election

Opponent. You’d obviously prefer to run against him,

but he’ll still probably cost you.

Your best bet
The best case scenario is for you to scare them off.

There are some municipal elections up this year, and

you’ve made a couple of endorsements. They’re going to

be looking at how well your political machinery works in

bringing those votes home to gauge your efforts.

The Election
Roll a D20, and then add your Machinery plus your

Seniority bonus.

If your score is over 15, your machine got everyone

you wanted into the municipal offices they sought.

Congratulations, you’ve scared the other party off.

You are unchallenged this election, mark one

additional term at the top of your sheet.

If your score is between 10 and 15, you managed to

scare off the big threat. However, you’re facing Weak

General Election Opponent this November.

If you score 9 or lower, your machine looked weak.

The other party thinks you’re vulnerable. They put a

target on your district and if you want to hold your

seat you’ve got to beat Solid Election Challenger.

Good luck!

Did you win?
Congratulations! Welcome back. Mark one additional

term at the top of your sheet. You’re out of campaign

season, feel free to use your non-combat moves.

Did you lose?
See you on K Street. Hope you like lobbying. If you’d

like, try the game again with a different starter

character.

 

 



Redistricting
News just dropped out of the Department of Commerce.

Your state lost population, and if you want to stay in

Congress you’re going to have to deal with redistricting.

Every decade, the country measures its population to

try to figure out how best to divvy up 435 congressional

seats.

Unfortunately, your state’s governor is in the other

party. She’s looking to carve up some seats.

You’ve still got some friends in the State House,

though, and they’re going to try to keep an eye out for

their own.

You’re going to need to lobby what friends you have in

the State House to do everything they can to ensure

your interests are handled, regardless of what map the

governor signs. Let’s go through the options.

The best case scenario is that your district gets a

little bit safer. You’d be able to sleep a little easier

knowing that your chances of going down in an

election are just a little bit lower.

At minimum, what you’d want is that your district

remains pretty similar to the territory you cover now.

You know this territory, you’ve won here before, and

you’ll win here again.

What you want to avoid is getting a lot of your

district merged with a neighboring district. That

would ding your reputation in the area, as you’ll have

to appeal to voters who are just meeting you for the

very first time.

What you absolutely want to avoid is getting drawn

out of your own district, having it chopped to bits

across the region. You’d have to compete in an area

where only a small fraction of the population would

know you well. That’d really hurt your chances here.

Even if you did get back into office, it’d take years to

rebuild your district services and develop a good

reputation.

Let’s lobby the statehouse.
Roll a d20, and add your Statehouse modifier plus your

Seniority modifier.

If the outcome is 20 or higher, congratulations, your

influence campaign worked. The governor is happy

to pack as many votes into a safer district to shore up

her own party, and so now your district is just a

teensy bit safer. For the next two cycles, if you face a

general election rival add +1 to your Reputation.

This bonus does not apply to primaries.

If the outcome is 15 to 19, your district remains

intact. You don’t suffer any impact to your

reputation.

If the outcome of the roll is 10 to 14, bad news, your

district has moved a bit. You still have your core

base, but for the next election cycles take -1 to

reputation.

If the outcome is 9 or lower, you’ve got trouble. Your

power base has dissipated. Parts of your district has

been spread across other districts. Now, colleagues

you’ve long considered neighbors are now rivals.

You’ll be able to run again in a competitive seat, but

for the next two cycles you’re taking a -2 hit to

reputation until your district offices can rebuild the

trust you have with this new, unfamiliar territory.

 

 



Member vs. Member

Primary
It’s the worst-case scenario for a redistricting process.

Not only have you had to try to shore up your own seat,

a member of your own party is going to be competing in

the same district you are. You’re both well-funded, well-

connected, and hungry to remain in Congress.

That being said, there is a bit of an age difference, and

when that’s the case the older member tends to have

the advantage.

Did you win?
Congratulations! Welcome back. Mark one additional

term at the top of your sheet. You’re out of campaign

season, feel free to use your non-combat moves.

Did you lose?
Orc America News Network is the only one offering you

a contract. Tough breaks. If you’d like, try the game

again with a different starter character.

Make an impression
You’ve just emerged from a bruising primary, but after

cruising to re-election in your state you’re one of the few

faces from your party in the area.

You’re going to try to parlay this into a national brand,

so you decide to make a TikTok to reach the emerging

voters.

Let’s turn social media into
votes!
Roll a d20 plus your Charisma modifier to see if it

works.

If you got 15 or higher, congrats, you’re developing a

national audience. Add 1d6 damage to the next blow

you land in a political fight.

If you got 8 to 14, you did fine. Not good, just fine.

If you got 7 or less, you accidentally revealed that

you have not personally sent an email in the past

decade. You’re seen as a bit out of touch. The next

time you take a hit in a political contest, add 1d6 to

the damage.

 

 



The fight of your

political life
After that last redistricting contest and the brutal

member-vs-member primary you endured, the other

party smells blood in the water.

The state party is ascendant after the last election

wiped out a lot of your colleagues thanks to their

redistricting success, and since there are fewer targets

to pick off and you’re still around they think it’s time to

try to send you to the political graveyard. They’re

bankrolling the best they got.

The squad at the the Drow Necromancer Council

(DNC) pulled some strings and made sure that you

won’t have to contend with a bruising primary before

this particular one, and the Dwarven Congressional

Campaign Committee (DCCC) are giving you a heads up

that this is the time to make sure you’re ready for a

tough fight. So, make sure to make your final

preparations before the campaign starts.

 

 



Did you win?
Congratulations! Welcome back. Mark one additional

term at the top of your sheet. You’re a star, jump over to

the Bonus Game section.

Did you lose?
Congrats, the monstrously powerful Gibbering Mouther

News (GMN) just offered you a television contract, plus

your phone is blowing up with offers from the Center for

Abolethian Progress and the powerful Phylactery

Researching Necromancers of America (PhRNA) lobby.

It’s easy street for you. If you’d like, try the game again

with a different starter character.

Bonus Games
Wow, you really are a political survivor. First of all,

congratulations! Add one to your Seniority bonus.

From here on out, every election cycle you’ll have to

roll to see what outcome happens. Just add your

seniority bonus. See how long you can survive. Be sure

to do a redistricting cycle every five cycles.

20 or higher: Unchallenged for re-election

17 to 19: Weak election opponent

13 to 16: Primary challenger

10 to 12: Solid general election challenger

7 to 9: Two primary challengers simultaneously

5 to 8: Primary challenger, followed by Solid general

election challenger

4 or less: Seasoned general election challenger

Good Luck!
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This makes use of the Systems Reference Document

(SRD), thanks to Wizards of the Coast.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the

Coast, Inc. and is Copyright 2000 Wizards of the Coast,

Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright

and/or trademark owners who have contributed

Open Game Content; (b)”Derivative Material” means

copyrighted material including derivative works and

translations (including into other computer

languages), potation, modification, correction,

addition, extension, upgrade, improvement,

compilation, abridgment or other form in which an

existing work may be recast, transformed or

adapted; (c) “Distribute” means to reproduce,

license, rent, lease, sell, broadcast, publicly display,

transmit or otherwise distribute; (d)”Open Game

Content” means the game mechanic and includes

the methods, procedures, processes and routines to

the extent such content does not embody the

Product Identity and is an enhancement over the

prior art and any additional content clearly identified

as Open Game Content by the Contributor, and

means any work covered by this License, including

translations and derivative works under copyright

law, but specifically excludes Product Identity. (e)

“Product Identity” means product and product line

names, logos and identifying marks including trade

dress; artifacts; creatures characters; stories,

storylines, plots, thematic elements, dialogue,

incidents, language, artwork, symbols, designs,

depictions, likenesses, formats, poses, concepts,

themes and graphic, photographic and other visual

or audio representations; names and descriptions of

characters, spells, enchantments, personalities,

teams, personas, likenesses and special abilities;

places, locations, environments, creatures,

equipment, magical or supernatural abilities or

effects, logos, symbols, or graphic designs; and any

other trademark or registered trademark clearly

identified as Product identity by the owner of the

Product Identity, and which specifically excludes the

Open Game Content;

1. (f) “Trademark” means the logos, names, mark, sign,

motto, designs that are used by a Contributor to

identify itself or its products or the associated

products contributed to the Open Game License by

the Contributor (g) “Use”, “Used” or “Using” means

to use, Distribute, copy, edit, format, modify,

translate and otherwise create Derivative Material of

Open Game Content. (h) “You” or “Your” means the

licensee in terms of this agreement.

2. The License: This License applies to any Open

Game Content that contains a notice indicating that

the Open Game Content may only be Used under

and in terms of this License. You must affix such a

notice to any Open Game Content that you Use. No

terms may be added to or subtracted from this

License except as described by the License itself. No

other terms or conditions may be applied to any

Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game

Content You indicate Your acceptance of the terms

of this License.

4. Grant and Consideration: In consideration for

agreeing to use this License, the Contributors grant

You a perpetual, worldwide, royalty-free, non-

exclusive license with the exact terms of this License

to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are

contributing original material as Open Game

Content, You represent that Your Contributions are

Your original creation and/or You have sufficient

rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the

COPYRIGHT NOTICE portion of this License to

include the exact text of the COPYRIGHT NOTICE

of any Open Game Content You are copying,

modifying or distributing, and You must add the title,

the copyright date, and the copyright holder’s name

to the COPYRIGHT NOTICE of any original Open

Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any

Product Identity, including as an indication as to

compatibility, except as expressly licensed in

another, independent Agreement with the owner of

each element of that Product Identity. You agree not

to indicate compatibility or co-adaptability with any

Trademark or Registered Trademark in conjunction

with a work containing Open Game Content except

as expressly licensed in another, independent

Agreement with the owner of such Trademark or

Registered Trademark. The use of any Product

Identity in Open Game Content does not constitute a

challenge to the ownership of that Product Identity.

The owner of any Product Identity used in Open

Game Content shall retain all rights, title and

interest in and to that Product Identity.

 

 



8. Identification: If you distribute Open Game Content

You must clearly indicate which portions of the work

that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated

Agents may publish updated versions of this License.

You may use any authorized version of this License

to copy, modify and distribute any Open Game

Content originally distributed under any version of

this License.

10. Copy of this License: You MUST include a copy of

this License with every copy of the Open Game

Content You Distribute.

11. Use of Contributor Credits: You may not market or

advertise the Open Game Content using the name of

any Contributor unless You have written permission

from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to

comply with any of the terms of this License with

respect to some or all of the Open Game Content

due to statute, judicial order, or governmental

regulation then You may not Use any Open Game

Material so affected.

13. Termination: This License will terminate

automatically if You fail to comply with all terms

herein and fail to cure such breach within 30 days of

becoming aware of the breach. All sublicenses shall

survive the termination of this License.

14. Reformation: If any provision of this License is held

to be unenforceable, such provision shall be

reformed only to the extent necessary to make it

enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0

Copyright 2000, Wizards of the Coast, Inc. System

Reference Document 5.1 Copyright 2016, Wizards of

the Coast, Inc.; Authors Mike Mearls, Jeremy

Crawford, Chris Perkins, Rodney Thompson, Peter

Lee, James Wyatt, Robert J. Schwalb, Bruce R.

Cordell, Chris Sims, and Steve Townshend, based

on original material by E. Gary Gygax and Dave

Arneson.

   


