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Never hope to realize Plato’s Republic. Let it be sufficient that you have in some 
slight degree ameliorated mankind, and do not think that amelioration is a matter 
of small importance.

… without a change of sentiments what can you make but reluctant slaves and 
hypocrites?

– Marcus Aurelius



This work is dedicated to the memory of my late Father Wojciech Zakrzewski, 
who first introduced me to the “live and let live” doctrine at age six.
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