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in project lecherous gnomes rumors are messages that creatures
pass to each other to gain information about the world they
live in. here i’ve tried to make a simple model of how rumors
propagate and affect the lives of the creatures who spread them.
i have no scientific basis for my reasonings and models so they
are highly heuristic and subjective. take this with a grain

of salt. all comments are welcome!

SYSTEM OVERVIEW:

the creature

every creature C_i has separate memories for rumors R that he’s

heard and ready to pass on, old rumors 0 that C_i has heard and
acted upon (this list must be maintained, because otherwise the
creature C_i can hear (and act upon) the same rumor R_n over and over
again) and a list of experiences (rumors also) that C_i has
experienced and is also willing to tell about.

the creature also has a list N of names of other creatures,
and attached to every name there is a value n_i indicating
the respect the creature feels for that name. every name in
N can appear in the rumor messages R_i. if the creature hears
a rumor about a new person P_i then the name of P_i is added
to the creature’s namelist N. every time two creatures share
rumors they also tell their names with each other, so the
creatures get to know each other quite quickly.

the rumors

every rumor consists of subject, object and action. e.g.
"orc1003 stole jasmin’s gloves". the actions are

separated in the code (or lists) so that handling of each
action is handled individually (as parsing each action might
require different kind of operations). subject and object
are creatures’ id numbers.

rumors are generated by hearing them from another creature,
or by witnessing a scene that generates them (e.g. creature C_a
sees creature C_b drinking lots of cola).

attached to a rumor message there is also the teller’s id.

so in time some rumors might get discarded by the fact that the
teller of the rumor has now become unpopular by doing bad things
(no one wants to spread rumors told by an unpopular creature,
who once was a really good man but turned bad).

every rumor has also a priority. if the topic of the rumor is

serious then it would have higher priority than a rumor that
is of common nature.

location in a rumor

some rumors might tell about a location (e.g. "there is a barrel



