
The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]

The Mythopoet's Manual
Writing Multi-Cultural Fictional Settings 
1st Draft, including many author's notes to self

Loren J. Miller

Copyright © 1993-1998. All rights reserved.

Contents
Introduction

Welcome
Some Other Sites

MythoPoet
Mentality of Religion

The Realm of the Sacred
Sacred Time

Mythtime
Festivals

Sacred Space
The Otherworld

The Three-fold Otherworld
Holy Sites: Shrines and Temples

Worship
Sacred Things and Worship

Ancestors, the Dead
Sacred People
Sacred Objects
Monsters
Deities

Manner of Worship
Appeasement
Role Models
Ancestor Worship
Worshipping the Gods

Culture
Subsistence Patterns

Foraging
Walking Foraging
Mounted Foraging
Aquatic Foraging

Fishing
Religious Tendencies of Foragers
History of Foraging

Horticulture



The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]

Slash and Burn Horticulture
Dry Land Horticulture
Religious Tendencies of Horticulturalists
History of Horticulture

Domesticated Animals
Domesticated Plants

Horticulture and Matriarchy
Herding

Transhumance
Pastoral Nomadism
Religious Tendencies of Herders

Agriculture
Large Scale Societies
Peasant Agriculture
Plantation Agriculture
Mechanized Agriculture
Religious Tendencies of Agriculturalists

City Life
Religious Tendencies of City Dwellers
Civilization

Economics
Reciprocal
Redistributive
Market
Commerce

Kinship
Control Structures

Band
Tribe
Chieftain
State

How Would this Work with Dwarves?
Dwarven Foragers
Dwarven Horticulturalists
Dwarven Herders
Dwarven Agriculturalists
Dwarven City Dwellers

Sacred Narrative
Definitions

Myth
A Sacred Narrative
Involving Divinities and Other Sacred Beings
Set in a Primordial Time.

Legend
Folktale

Sacred Patterns
Cosmic Cycle

The Emptiness
The Creator
CreationCreation
Judgment and Cataclysm

Cycle of Nations
Imprisonment and Escape
Borders of the World
Empire, Degeneration, and Extinction

Heroic Cycle
Separation



The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]

Supernatural or Mysterious Origin
Portents at Birth
Perils Menace Infancy
Refusal of the Call
Supernatural Aid
The Crossing of the First Threshold
The Passage Into Darkness

Initiation
Distant Wandering
The Road of Trials
The Meeting with the Goddess
Woman as the Temptress
Atonement with the Father
Apotheosis
The Ultimate Boon

Return
Refusal of the Return
The Magic Flight
Rescue From Without
Crossing the Return Threshold
Magical Contest
Trial or Persecution
Last Scene
Violent or Mysterious Death
Resurrection or Ascension

Examples
The Maori Myth of the World's Creation
The Birth of Huitzilopochtli, the Aztec War God

Mundane and Sacred Storytelling
The Mythopoet's Struggle
Mythic Questing

Ritual
Bold Action in the Mythic Realm
Dangers of the Mythic Quest

Divinities
Choices to Make

The One and the Many
Immanent or Transcendental
Manifest forms

Habitat God
Elemental God
Anthropomorphic God
Gods of Emotion
Ancestors
Abstract Gods

Divine Interrelations
Ancestor Worship
Pantheism
Polytheism
Henotheism
Dualism
Monotheism
Duotheism
Atheism

Religion Without Gods
Philosophy
Science



The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]

The Divine Self
Compartmentalized Religion

Worship
Righteous Life

Belief Systems
Alignments
Divine Archetypes

Greek Example
Ritual

Purpose
Clean
Talk
Feed

Types of Rituals
Complexity

Personal vs. Domestic vs. Corporate
Morality
Rites of Passage
Unity and Separation

Ritual Rich and Poor
A Warning About Rituals
Sample Rituals

Purification Rituals
Sacrifice

Propitiation
Foundation Sacrifice
Votive Sacrifices
Dedication or Commencement Sacrifices
Closing or Separation Sacrifices
Separation Sacrifice
Royal Horse Sacrifice

Ecstatic Rituals
Divination
Seasonal Rituals

New Year Ritual
Harvest Ritual
Spring Fertility Ritual

Spoken Rituals
Bless
Curse
Oath
Prayer

Divine Ecstasy
Soma Sacrifice

Shamanic Rituals
Shamanic Journey
Shamanic Healing
Psychopomp, Escort of Dead Souls

Possession
Exorcism
Necromancy

Initiation Rites
Birth
Male Puberty
Female Puberty
Marriage
Shamanic Initiation



The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]

Funerary Rituals
Burial or Inhumation

Human Sacrifice
Sacred Kingship
Companion for the Dead
Appeasement
Abandonment of Children
Foundation Sacrifice
Punishment
War
Bloodsports
Cannibalism

Community Rituals
Feast
Parade or Procession
Circular Dance

Divine Things
Artifacts

Items of Divine Manufacture
Icons
Relics
Ritual Objects

Architecture
Cosmology and Religious Architecture
Home
Temple
Shrine
Regional Design, the Town Center

Religious People
Religious Specialists

Titles
Abbess
Abbot
Bishop
Caliph
Cardinal
Cleric
Diviner
Doctor
Father
Hermit
Hero
Imam
Magi
Master
Minister
Monk
Mother
Mystic
Pope
Preacher
Priest
Prophet
Sacred Ruler
Saint
Seer
Shaman



The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]

Witch
Wizard

The Religious Hierarchy
Place of a Kiva Men's Society in the Zuni Year End Ritual
Nunnery Example
Charitable Order Example
Bureaucratic Hierarchy Example

Religious Believers
Everyday Obligations

Worship
Economic Contribution
Dedicating Children

Extra Effort
Pilgrimage
Holy War
Temporary Religious Specialist
Lay Organizations

Religion and Campaign Creation
Introduction to the Sheets
Brainstorming
Filling In The Religion Character Sheet

Basics
Religion Name
Physical Distinctions
Cultural Pattern

Hunter Gatherer (Habitat)
Agricultural (Hostile Nature)
Pastoral Nomad (Tribal Patron)
City Dweller (Luck)

Symbols
Sacred Stories

Origin of the World
Origin of the People
Heroic Legend

Divinity
Theology
Miracles
Game Attributes for Divine Figures

Ritual
Types of Ritual

Artifacts
Heroic Relics
Ritual Objects
Icons
Weapons

Holy Sites
Typical Location of a Place of Worship
Frequency of Places of Worship
Temple Architecture
The Central Temple, the Holy of Holies

Organizational Details
The Organizational Grid
Divinity
High Leader
High Council
Priesthood
Rows of the Organizational Matrix: Agents and Subgroups



The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]

Random Crap to be Moved Elsewhere
Structure or Hierarchy

The Culture Sheet
Basics

A Note on Inventing Region Names
Subsistence, Social Control, and Economics
Roles
Kinship

Marriage
Residence

Cultural Personality
Belief Systems
Attitudes
Organizational Matrix

Band
Tribe
Chieftain
State

Regions and Settings
Campaign World

Filling in Campaign Details
Brief Description
Themes
Inspirational Reading
Mood
Continuity
Key Words

Cosmology
Day Sky
Night Sky
Day Length
Year Length
Cosmic Neighborhood

Population
Race
Language
Script

Magic
Magic Frequency
Magic Magnitude

Technology
Technology Frequency
Technology Magnitude

Religion
Divine Power Frequency
Divine Power Magnitude

Psionics
Psionic Power Frequency
Psionic Power Magnitude

Character Creation Guidelines
Rule System
House Rules
Recommended
Discouraged
Equipment



The Mythopoet's Manual - Contents

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm.html[2/28/2010 9:38:11 PM]



The Mythopoet's Manual - Introduction

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Introduc.html[2/28/2010 9:38:13 PM]

   

Introduction
Welcome

Some Other Sites
MythoPoet

Welcome

Welcome to the MythoPoet's Manual. In the last half of the 20th century, World Design has become a
popular pastime. We have J. R. R. Tolkien and popular roleplaying games such as Dungeons & Dragons to
thank for that. If you want to make up the physical details of a world go to
http://www.best.com/~jendave/builder/world/index.html And try his World Builder program, or use one
of numerous other programs available on the web to make up internally consistent planets. Many of the
rules of the world will be determined by the use to which you will put it. Fiction demands certain rules;
actually a certain looseness of rules. Roleplaying and card games will demand other rules to match the
rules of the game! One of the perennial problems of world design is the invention of cultures and nations
that are both internally consistent and also fundamentally different from our own. This manual outlines
some useful processes and strategies for making up internally consistent Myths and Cultures. Start with
the Myths. The Myths believed by people explain their culture. Myths show where the world came from,
why people are mortal and sexual, and why and how they need to work. In short, Myth tells people why
their way of life is meaningful. And a people and their way of life is the essence of culture.

Some Other Sites

http://www.hut.fi/~vesanto/link.networld/networlds.html

http://www.hut.fi/~vesanto/world.build.html

http://www.hut.fi/~vesanto/link.useful/worlds/world.creation.html

http://www.lastunicorngames.com/ (look for Aria)

http://www.ruf.rice.edu/~pound/

http://www.tezcat.com/~markrose/kit.html

MythoPoet

Myths are not made up in laboratories or fabricated by focus groups. A Myth must grab the imagination. A
Myth must sing. Words to grab the imagination, words to sing a story, words like that are poetry. And
Poetry is written by a Poet. A MythoPoet is a creator of Myths. The one who can bring a song out of a
story, who succeeds in making that story resonate in the imagination, is a MythoPoet.

No god, no culture hero ever revealed a profane act. Everything that the gods or the ancestors did,
hence everything that the myths have to tell about their creative activity, belongs to the sphere of the
sacred and therefore participates in being. In contrast, what men do on their own initiative, what they
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do without a mythical model, belongs to the sphere of the profane; hence it is a vain and illusory
activity, and, in the last analysis, unreal. The more religious man is, the more paradigmatic models
does he possess to guide his attitudes and actions. In other words, the more religious he is, the more
does he enter into the real and the less is he in danger of becoming lost in actions that, being
nonparadigmatic, "subjective," are, finally aberrant.

Mircea Eliade, The Sacred and the Profane
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The intellect alone is a lousy way to understand religion. Experience of Divine power is the only way to
truly know how it feels to be religious. Because of the nature of the Web as a medium chances are that
fewer religious than irreligious people will read these words. For those who are religious, those who
know deep inside how radically religious experience transforms the soul, I apologize in advance. I am
about to simplify and reduce religion in a most outrageous way, a way through which I hope those
without deep religious training can begin to understand the mystical and experiential aspects of religion.

There are two central ideas which you have to grasp in order to understand religion. First, the idea of
sacredness and sacred power is important. Religion is the sphere of mortal affairs where people
constantly encounter the sacred. Second is worship, or the way that mortals communicate with the
divine. Once you understand these two topics you'll have a pretty good grasp on what people of many
different religious backgrounds believe and how they approach the world.

The Realm of the Sacred

The Mundane World is the meaningless everyday world of phenomena and experience, of instinct, moral
ambiguity, greed, hunger, scientific experiment, and flesh. Time in the Mundane world treads forward
daily, an all-powerful idiot carrying us into a future at which it stares with sightless eyes, all the while
whispering insensibly at us from its formless mouth. Mundane space is likewise idiotic, smooth and
undifferentiated, without value, possessing only magnitude. It tells us where we are in relation to
something else, but it doesn't tell us where we are in the cosmos, and it doesn't tell us who or what we
are, or why we are here instead of there.

The Sacred World is everything else. It is the source of value, morality, it measures right and wrong and
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Good and Evil.

The most important fact to understand about the religious mindset is the distinction between sacred and
mundane. The easiest way to understand the Sacred is that it is not Mundane. It is intrinsically powerful.
It is alien, unfathomable, inscrutable. It is meaningful in and of itself. The everyday world is ordinary,
meaningless. The sacred world has meaning, it is intelligent and mighty.

The first difference between sacred and mundane is that sacred things are important and meaningful,
while mundane things lack intrinsic meaning, they are only meaningful insofar as they may be used. A
mundane tool such as a refrigerator is utilitarian, it may be used to store orange juice or any other task
refrigerators do well. When the coolant drains out of the system and it can't be replaced, then it
becomes useless and is discarded as so much junk. It is an ex-refrigerator. The situation with a mundane
house, sewing machine, or road map is the same. If they become useless they are discarded. However, a
sacred thing is sacred apart from its mundane usefulness. A refrigerator could become sacred if a
prophet or saint or divinity used it to create miracles. As a holy object, the refrigerator would be
meaningful even after it stopped working. The remnants of the cooling system would be valued, as would
the door, the racks, the thermostat, and all the other pieces of the whole. Once the refrigerator
becomes sacred, they are all parts of the sacred whole. Every piece partakes of its sacred nature.

Sacredness is not only meaning, it is also Power. Sacred things are powerful. If used wisely they can have
enormous effects on the world. They can be wonderful boons to the wise society. If used imprudently
they can backfire and cause terrible curses. In many societies Sacredness and Power are synonyms. They
mean exactly the same thing. A person who is powerful may also be sacred. English Kings, for example,
were thought to be not only the most powerful political individuals in the country, but also blessed by
God and thus sacred. Because power implies a sacred nature, in a fantastic setting with powerful
monsters many of the monsters will be understood to be sacred, holy, and blessed by the gods. This
sacredness will be a further reason why people fear powerful monsters such as dragons, giants, ghosts,
fairies, etc., in many roleplaying game settings.

Finally, sacred things are wholly unlike us. They are outside our experience in the everyday world. Not
only don't we understand them, we can't understand them. This is apparent by their unpredictability.
Sacred entities do not reason as mundane people do. By our standards they are mad or eccentric. But
they know things beyond what we can know. Maybe they see many more dimensions of reality than we
can. Maybe they value different things than we do, perhaps things we cannot even perceive. In any case
it is futile to predict the influence of a sacred entity. They are as inscrutable to us as we would be to
ants.

Sacred Time

Religious people see time in two ways.

The first way, and most natural to us, is to view time as linear. Linear time goes back straight into the
past, and stretches forward into the future. It doesn't pause. It doesn't take rest breaks or backtrack.
Linear time relentlessly treads on, making us older day by day, as waves beat on a beach and slowly
erode the shore. This is a scientific way to look at time, as something which we may put into an equation
and forget about.

The other way to look at time is as a cycle. Every year the earth goes around the sun. Every spring the
flowers bloom and crops are planted. Every fall the crops are harvested. Every winter on December 25
the world celebrates Christmas. Once a week you are supposed to go to church or temple. Go to sleep at
night. Wake up in the morning. Pass through the cycle of death and rebirth. Holidays, equinoxes, full
moons, elections, this week's Top 40. Time and time again. Circular time, cyclical time--this is a
perception of time that almost all religions and traditional cultures emphasize, but which is purposefully
ignored by modern non-religious society. In order to properly roleplay religious characters you must
understand cyclical time and how it is marked.
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In addition to being cyclical and linear, Time can also be sacred and mundane. The difference between
sacred and mundane time is the difference between Christmas and December 25. Christmas is a sacred
day that commemorates the birth of Jesus Christ, the central figure in Christian religion. It happens
yearly, but the celebration recreates the original event, and every year celebrants are taken from the
mundane world and miraculously transported through time and space to a manger in Jerusalem to
witness the birth of the divine child. December 25, on the other hand, is a day just like every other day.
In traditionally Christian countries in Europe and the Americas, if it were not for the Christmas festival
on that date then December 25 would be a day just like every other, a working day or a weekend day
with no special meaning, just like the 25th day of every other month. Mundane time is usually linear, it
travels on in a straight line from the past to the future, never deviating, never changing speed. Sacred
time is cyclic. It repeats itself. The most common circuits of sacred time are: Yearly cycles, such as the
astronomical cycles and the harvest cycle; Monthly cycles, such as the tides and women's internal
rhythms; and Life cycles, which emphasize the essential unity of the same occurrence in every person's
life. Other cycles are certainly possible. Mayan, Hindu, and Egyptians all had Great Years, many years in
length, and festivals were celebrated at certain times along it.

Mythtime

Divine figures performed the primordial actions which defined the world in the Realm of Myth, at a time
we will dub Mythtime. Mythtime is a "timeless" time, a time outside of Linear Time. The Realm of Myth is
primordial, nascent. In it Linear Time has not begun its relentless, steady pace. The gods
dwelt/dwell/will dwell in Mythtime. It is impossible to place their actions relative to the present because
they performed their actions outside Linear Time. The gods' actions which are recalled in Myth and which
serve as a pattern for all right actions within the flow of Linear Time happened in the Mythic Realm
during Mythtime. As the gods' primordial actions provide a pattern for future actions, defining the proper
way to do everything, so the Mythtime in which they performed those actions lends its pattern to all
future time. As Linear Time advances, Mythtime moves with it. Imagine it as a huge wheel, repeatedly
superimposing mythic patterns on our world in cycles which repeat monthly, yearly, with every new child
that is born. Every day in Linear Time corresponds to a point on the wheel, thus every day is the same
day during which something happens in the Realm of Myth, as measured on the wheels of Mythtime.

Myth and Ritual are directly tied to the rolling wheel of Mythtime. Religious Ritual invokes the Mythtime
in which the gods first performed their definitive actions. Properly performed, ritual transports
celebrants out of Linear Time and onto the wheel of Mythtime, so they can repeat their gods' original
actions and by repeating them participate with their gods in the first actions. All barriers of time and
space have been broken down and the celebrants are in there with the gods, traveling in the Mythic
Realm simultaneously with the gods.

Festivals

The most important thing that ever happened was the creation. To a religious person, the form of the
primal creation becomes the form for all other creations. Every other event and action, whether a
mythic action of a god or the dedication of a new shrine, echoes the original creation of the world.
Whenever something begins, commences, is born, a ritual which recalls and renews primal creation is
due. Every year, at the beginning of the year however that society marks it, is the new year festival,
which is a huge ritual celebration of the creation of the universe. Every year the best, most highly
qualified people in society organize a ritual celebration which thrusts the participants into mythic events
within the Mythtime. The quality of the performer's actions in the ritual will determine society's good or
bad fortune during the coming year. This is no simple play, no job for amateurs, but is entrusted to
society's finest.

The concept of sacred time is used in formal religion to specify the times for festivals. Festivals are
important because they unite the community and they also re-establish the covenant, the union,
between the community and the divine world. They must be repeated regularly or the mundane world
risks losing all contact with the sacred world, the world of meaning. Ecofests are festivals which
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celebrate sacred times which are chosen by the natural world, either by astronomical objects or by the
cyclic rhythms of life, monthly, annual, or multiyear cycles. An ecofest would consecrate a migration,
full moon, new year, harvest, planting, or other natural phenomena. Theofests are festivals which
celebrate an incident in the life of a god or hero. The hero's birth, achievements, and death would be
likely times to celebrate a theofest, as would dates which a divinity declared to be sacred.

Sacred Space

For religious man, space is not homogeneous; he experiences interruptions, breaks in it; some parts of
space are qualitatively different from others.

Mircea Eliade, The Sacred and the Profane

Sacred space is meaningful space. Quantum mechanics teaches us that any place is just as good as any
other space, that space is uniform and does not change. In fact with quantum mechanics a moving
platform is indistinguishable from a still one. This is the ultimate description of mundane space. If all
places are indistinguishable from each other so that you cannot tell whether you are at one place in the
spatial continuum or at another, or at any of the infinite number of places in between the two, then the
universe is mundane and meaningless. With a sacred understanding of space, however, specific points in
space are different from other points in space. They are important. They have meaning. My home is
intrinsically different from that of my neighbor, not because the houses are different, but because the
places are different and their differences are important, meaningful. The earthly location 31 degrees 41
minutes north and 35 degrees 10 minutes east is mundane, ordinary, meaningless. But Jerusalem has
meaning. It is a major holy city for three religions, Judaism, Christianity, and Islam.

The Otherworld

Almost all cultures and peoples have a concept of another world, a sacred world, parallel to our
mundane natural world, in which the gods and other beings live. This is reflected in various religions by
the many Heavens and Hells to which people are fated to inhabit after death, and by the worlds which
mystics visit in dreams and trances.

In the Otherworld every place is a sacred place. Every place has importance, both meaning and power. If
a place appears to be ordinary, mundane, it is only because we don't know enough about it. For this
reason the Otherworld can be dangerous. Those who enter into the Otherworld, whether they are the
spirits of the dead who are there permanently, the figure of the divine who has always lived there, or
the mystics, shamans, and religious specialists who travel there for specific tasks, take on the aura of
sacredness. They all become sacred. They partake of the power and importance of everything sacred.

The Three-fold Otherworld

The most common idea of the Otherworld splits it up into three realms: Middleworld; Upperworld; and
Underworld. We'll be using this division for the Otherworld later. If you want to further subdivide the
Otherworld, perhaps into 9 or 25 or some other number of realms, go ahead and do it, but just about the
simplest way to explain things is to use a three-fold division.

1. The Middleworld corresponds to earth, and travel between it and the earth is relatively easy.
Occasionally, as with mortals who stumble into the land of Faerie, the border between earth and
the Middleworld can be crossed unconsciously. Usually, however, the crossing requires special skills,
such as the skills of shamans and mystics, or travel to distant places. The Middleworld is inhabited
by some of the dead, by spirits of animals, by spirits of field and hearth, and by divinities who are
a part of the land.

2. The Upperworld corresponds to the sky. Travel to the upperworld requires either special skills such
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as those possessed by shamans and mystics, who still retain some of the primordial abilities which
mortals had in the dawn ages, before they lost their intrinsic sacred nature, or heroic travels. It
would be almost impossible to accidentally enter the Upperworld. The Upperworld is inhabited by
divinities who are closely associated with the sky, such as gods of the sun, stars, weather, and
other cosmological phenomena. It's also inhabited by spirits of birds and other aerial animals, the
spirits of the stars and other cosmic things, and by those of the dead who have some ties to the
sky.

3. The Underworld corresponds to caves and the deep earth. Under the earth's surface is darkness and
the danger that follows it. Large predatory animals haunt caves. Mines may collapse or miners may
be overcome and suffocated by subterranean gas. The Underworld is the home of the dark gods, the
gods which are no longer worshipped, and the gods of death. Nobody wants to go there, but
occasionally shamans venture there to rescue lost souls or to ask a boon of one of the grim gods
who dwell there. Other beings dwelling in the Underworld include the tortured or evil dead,
monsters, and spirits of the deep earth such as dwarfs and mine spirits.

Holy Sites: Shrines and Temples

Sacred places are a focus for worship. No matter the architecture of a shrine or temple, the spot is
chosen because it is in itself sacred. The building only commemorates the sacredness of the spot; it does
not confer a sacred nature. This is why temples are built on top of the ruins of other temples, even
temples to other religions. This is why abandoned temples are often believed to be dangerous, or
haunted. The sacred power within them has not been properly worshipped, utilized, and controlled.

The sacred nature of a place is often discovered through its great beauty, a beauty which can stir the
soul of the visitor. Other times a place's sacredness may be discovered when a sacred animal or monster
is killed at a spot. For instance, according to medieval legend the Cathedral of xxxxx was founded where
xxxxx stabbed a sleeping subterranean dragon through the head with his sword. [[[Can't find the
reference right now. I'll look for it.]]] In medieval Europe important buildings, including churches, were
often founded on sites that were determined by a hunt. An especially powerful animal was hunted,
wounded with an arrow or spear thrust, and the spot where it fell was marked and the church was built
there. The Babylonian legend of Marduk's combat with the primordial dragon Tiamat and his conquering
and dismembering of her may have referred to the ritual by which the priests would find the sacred site
for a new temple to Marduk. This could certainly add a new dimension to the roleplaying of battles with
dragons and other powerful monsters.

Worship

Worship, v. 1. To treat with the reverence due to merit or worth; to respect; honor. Obs or R. 2. To
pay divine honors to; to reverence with extreme respect and veneration; to perform religious exercises
in honor of; to adore; venerate.

Worship is fairly easy to understand. When something excites our respect and in return we honor it, then
the honor we give may loosely be termed worship. Respect may be earned by strength, beauty, intellect,
spiritual fortitude, good deeds, popularity, or anything which an individual or culture values. Respect
doesn't have anything to do with whether or not we like something. An enemy may be respected, though
hated. Respect is merely an assessment of ability, not necessarily of moral quality. You can use quite a
few words instead of worship if that word seems wrong for the circumstances. For instance, try
veneration if you don't want to "worship" dead people and other entities that are not strictly divine.
Other synonyms include honor, reverence, adoration, glorification, homage, regard, respect, and
devotion.

Sacred Things and Worship
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People worship that which is sacred. They distinguish the sacred many ways, by its power and
importance, by its appearance, by the circumstances which surround it. They worship sacred entities,
sacred people, and sacred things.

Ancestors, the Dead

When people die they are transported to the Otherworld, the sacred world inhabited by spirits and
deities. Whether they are in the Upperworld, the Middleworld, or the Underworld is immaterial. Their
presence in the otherworld gives them access to its sacred nature, and so they become in part sacred.
Very ancient ancestors may be more sacred than newer ones, but all the members of the dead should be
respected because they all have sacred abilities which most of the living do not have.

Sacred People

Some people, sacred people, can travel to the Otherworld. Religious specialists such as shamans know
how to make this trip, and they do it to find the lost souls of sick people, to ask boons of the gods, and
to escort the ghosts of the newly dead to their proper place in the Otherworld. Other untrained people
such as mystics and visionaries may also visit the Otherworld. A person who can make this trip picks up
some of the sacred nature of the Otherworld. Such a person becomes sacred and may be worshipped as
such, while alive and after death.

Other people are sacred by rights of heredity. Some people are descended from the gods or from
ancestors who became sacred through other means. These people are often leaders of their society, and
are generically known as sacred rulers. The Egyptian God-King, the son of the sun, was one example of
such a ruler, as was the head of the Austrian royal house of Hapsburg, whom the Priory of Sion claims is
the holy and rightful king of the world because they can trace his bloodline through the Merovingian kings
of France and back from there to Jesus Christ and Mary Magdalene.

Sacred people are infused with sacred power and as a result are potent and unpredictable, just like
everything else which is sacred. It is dangerous to be near sacred rulers and shamans. Not only do they
face opposition from other beings out of the Otherworld, but their mundane rivals may also attempt
direct action against them.

Most religious specialists are not sacred. Priests who are no more than temple functionaries, clericals
who spend all their time in the scriptorium, and most warriors of holy orders are not infused with sacred
power. On the other hand, prophets, heroes, saints, mystics, shamans, and rulers of states are often
thought of as sacred. They have seen into the Otherworld and returned to tell. They have the power and
insight of sacredness. In general, people with sacred power will be remembered as heroes or saints, to
distinguish them from the vast horde of mundane people who live their lives in and around the religious
organization.

Sacred Objects

Sacred objects are items which have been touched by someone or something who is sacred. A weapon
wielded by a hero, the skull of a saint, the hem of a king's coronation gown, a work of art which evokes
the same wonderment as divine experience, or a stone which fell from the sky, any of these may be a
sacred object.

Monsters

Monsters are sacred. Their power and unpredictability is proof that they are sacred, or if it isn't
sufficient proof, at least their power is proof that they aren't mundane. Since they aren't mundane,
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they're pretty close to being sacred. Since only a sacred entity can deal with another sacred entity, a
hero who kills monsters will partake of their sacred nature and also become somewhat sacred. This is
why dragon-killers are revered, because by defeating a sacred monster they have proved their own
sacred nature.

Deities

Deities and divinities are sacred. Gods, philosophies, forces, they are powerful, unpredictable, and
meaningful. They are the very essence of sacredness. Everything about them is sacred. Deities are the
most sacred entities in the world. Whether a deity is friendly, an enemy, or neutral, it is worthy of
worship if only to keep it from being offended.

Manner of Worship

What are the different ways of worshipping or honoring those things that people respect? There are only
a few reasons for religious worship. People worship friendly divinities in hopes that these divine patrons
will continue to give them advantages, or treat them better, and so that the patron divinities don't turn
against them with curses.

Appeasement

Some worship is motivated out of fear or guilt, and is called appeasement. This is the first example not
because it is the most important, but because it is the easiest to explain. It's easy to understand why
people would want to appease powerful things whose attitudes and opinions are not known with
offerings.

Role Models

Why do you think people so often complain that there are no more heroes? Role models, or archetypes,
may be the focus of a sort of worship. Someone who acts just like Apollo, who perfects his Apollonian
self, worships Apollo by doing so. It is the same with many divine and heroic figures. People want to be
like them, because they want to be as powerful, as well loved, or as well known as their role models.
Throughout history, people have emulated Caesar, Dionysos, Abraham, Zeus, Saint George, Thor, Esther,
Odin, Lancelot, Jesus, Freyr, Osiris, Arthur, Heracles, Indra, Saint Joan D'Arc, Hercules, Prometheus, Set,
Guinivere, Amun-Ra, Solomon, Shiva, Moses, Rama, Mohammed, Ishtar, Baal, and many other heroes and
divine figures. People may use any sacred person or entity as a role model, though they most often use
ancestors, gods, and heroes as role models.

Ancestor Worship

Ancestors are often worshipped. The nature of this worship, whether it is hostile or friendly, depending
on how the ancestors behave. If ghosts of the dead are a plague upon the living, always trying to lure
people into the land of death and otherwise cursing their descendants, then the focus of ancestor
worship will be to appease them and to drive them away. As the ancestors are dead, and the living are
not, there is also the possibility that the ancestors may feel victimized and blame the living for this
inequity. If the dead are friendly, and bless their descendants with wealth and knowledge, then the
living are likely to ask favors of them and give them honest praise, mixed with a healthy helping of
appeasement so they don't suddenly turn mean like those nasty ghosts over the hill.
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Worshipping the Gods

Finally, people worship divinities, deities, gods, philosophies, whatever you call them. A deity is a
powerful, sacred entity which participated in the mythical events which created and organized time and
space, and which is constantly or occasionally worthy of mortal worship. That's probably the best
definition that can be made for a deity in the real world. Sometimes the categories for deities, angels,
demons, and monsters get mixed up. It's hard to be sure when drawing the lines between different
categories. In any case, people worship deities. They may be pantheists who worship the world, seeing it
as perfused by a single divine being. They may be polytheists who worship all the deities, hoping not to
miss any that might be important. They may be monotheists who worship only one and claim that any
other beings which appear to be divine are illusory and false. They may be Henotheists who worship only
one god as divine and claim that other powerful beings which partake of the divine nature are angels or
demons or otherwise technically not deities and thus unworthy of worship. There are plenty of other
ways in which religious people may classify deities (duotheism, dualism, philosophy, etc.) which will be
discussed in Divinities.

Those who worship the gods mix the different types of worship, offering appeasement, taking role
models, giving sacrifices, and performing other ritual acts. It's important to give sacrifices and perform
rituals, for the gods somehow take their sustenance from this kind of worship. Those who use the gods as
role models help the gods to impose the primordial patterns they established in the Mythtime in the
world within time and thus strengthen the gods by reinforcing their patterns. Finally, appeasement is an
important part of any religion that involves powerful divinities. The gods are powerful and eccentric.
Who can tell what they like or dislike? Sometimes they will be offended even if people do everything
they are supposed to do. Appeasement is offered so that the gods may not be so angry at their mortal
worshippers, even though transgressions are impossible to avoid. After all, if a god is not often
appeased, if sacrifices are not offered often, it may turn against its worshippers.
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Culture is a communal system for living.

This is similar to our definition for religion, which you will recall we defined as "a communal system of
right action and right belief transmitted from the gods." As with religion, culture is a communal system.
It exists only in a community of people who have a shared understanding of life. It is transmitted along
traditional lines from parent to child, adult to youth. Culture deals with life and living. It encompasses
action, belief, and habit. It includes religion, economics, politics, ecology, language, ethnicity, and other
areas. People may inherit culture, as with WASP or Puerto-Rican culture, or chose it, as with U.S. Marine
Corps culture or the culture of a political party, or they may come to a culture by mixed choice and
inheritance, as with religious cultures such as Islam or Christian fundamentalism.

In fact, culture and religion are tightly bound. Both influence how people act. To understand the cultural
beliefs of a person we must understand their religious beliefs. The glue pulls both ways, if we would
understand someone's religion we must also understand their culture.

Subsistence Patterns

The first part of culture that we need to understand is economics and patterns of subsistence. Patterns
of subsistence are the ways in which people fend for themselves, the ways they find food, love, and
living space. A peasant farmer fits one subsistence pattern, a fisher woman whose husband forages for
nuts and roots in the woods fits another. Subsistence patterns can be divided into small-scale and large-
scale patterns, and further into Foraging, Horticulture, Herding (all small scale), and Agriculture (large
scale). City Dwellers are removed from the requirement to produce their own food, but they are
nonetheless part of large-scale Agricultural societies.

Foraging

For most of a million years we humans have survived as hunter-gatherers foraging for food. From the
earliest years of humanity until five- or ten-thousand years ago we have picked food where it grew rather
than cultivating it. Hunting and gathering requires less effort than cultivation of food. Even in the
marginal territories that foragers inhabit today the work required to live consumes only about ten hours
per week. Foraging has two serious disadvantages. The first disadvantage is that foraging does not
support a dense population. Every year a foraging group travels along a circuit of fruitful areas, eating
the food in one place and then moving to the next. This requires a lot of land that cannot be inhabited
by other humans. The second disadvantage is that foraging does not allow people to easily build up stores
of food, and droughts and famine can quickly destroy their communities. In good years foraging is a
wonderful lifestyle, and legends of a lost Paradise or Garden of Eden may reflect mythic memories of
primordial human life.

Some people today, concentrated in lands that are too barren for anyone else to want them, still live by
hunting and gathering. Aborigines of the Australian Outback, some Amazonian tribes, some African tribes
such as pygmies and Bushmen, Eskimo, and even some Native American tribes, still survive by means that
humans have used for over a million years.

Walking Foraging

Typically when people talk about "hunter-gatherers" they mean walking foragers. They are talking about
a Mesolithic lifestyle. Walking foragers travel on foot around a yearly circuit. One campsite will be
convenient to lots of tubers and nuts, and is near a bee hive that they can raid for honey. Once the
group finds and consumes the available food they pick up camp and travel to the next site. They find a
part of the forest that attracts thousands of tasty grubs, and subsist on them for a while. Next in the
circuit the group visits a watering hole as it fills up in spring, attracting all sorts of animals. Next they
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stop for a few days and eat the savory bulbs of a flower that has just started blooming. They also pick
and eat a particularly tasty strain of mushrooms. Next they go on to their summer home, deep in the
heart of the forest, and make camp there. There is plenty of game and foraging there. But as fall
approaches it's time to move on once again. Each time they move they travel some distance ranging from
only a few miles to more than fifty.

The average person in a foraging society spends from one to three hours per day actually gathering food,
making shelter, and otherwise working. The rest of the time is free time, spent grooming, socializing,
studying the natural world, the supernatural world, or preparing for battle.

Paleolithic foragers, who are more purely hunters, follow large herds of herbivores all over the place.
They use bone, wood, and stone to make tools, such as scrapers, knives, axes, needles, spears, and
hammers. They can inhabit many different climates, from equatorial Africa and South America to the
furthest northern Latitudes. Since people followed this Paleolithic lifestyle through at least twenty Ice
Ages we know that such groups can prosper in wide extremes of temperature and waterfall. From what
we can tell most of them did not have permanent settlements, though they did have a concept of space
and territory. One group might follow a herd of woolly mammoths. Another might follow a mixed herd of
wildebeest, okapi and zebra. These hunting foragers get some nutrition from plants they gather, but most
of their nourishment and most of the clothing and other equipment they need to survive they gather
from the animal they stalk year-round. If you care to rank Paleolithic foragers on a technological scale
with Neolithic foragers, the Paleolithic age came first. Mesolithic developments were fairly recent, in the
grand scale.

The adults of the group are divided into two productive sub-groups, usually by sex. One sub-group,
usually the men, who are more expendable because they do not bear children, will hunt prey and fight in
occasional battles. Foragers do not fight large wars, but it's pretty common for them to feud and
skirmish. Intermarriage is the most common way to defuse jealousy between foraging groups. Cultural
values often emphasize pride and honor towards fellow tribesmen and cunning and viciousness towards
enemies. Another sub-group, usually the women, watches the children as they forage by gathering roots,
fungi, insects, and other resources that are neither big nor dangerous, but which provide a majority of
the food eaten by the tribe.

Every year foragers follow the same circuit through their territory. The sun is not more regular in its
passage through the houses of the zodiac than foragers are through their land. They pass through their
territory and the seasons simultaneously in their planned order. The average group is no more than
twenty-five people in size. Foraging life is orderly and happy. Everyone knows their place. Everyone is
free. There are no permanent leaders to enslave the rest. Foragers have balanced diets, not too much or
too little of any one thing, unless there is a famine. Years of famine are bad times but they don't change
foraging life. Things don't change from year to year or generation to generation. For a million years
human society stayed the same.

Mounted Foraging

Mounted foragers live like walking foragers, but they have mounts. They do not herd domesticated
animals. They hunt from the backs of their mounts. They may herd animals when they are hunting and
intend to spring an ambush, but they do not guide the same domesticated herd through a yearly circuit.
They may follow a herd. They do not control it. Otherwise they live very much like walking foragers,
traveling from one campsite to the next, with the difference that they can go longer distances between
campsites than walking foragers may. Their hunts also range further afield, since they can drag heavy
game a long way to get it home. Walking hunters would have to move the group if they killed a large
animal such as a mastodon far afield, but mounted hunters can drag it back over miles of territory.

After the Spanish reintroduced the horse to north America several Native American nations lived as
mounted foragers. They followed buffalo herds across the great plains, a land they at one time regarded
as a desert because it was too wide to cross quickly on foot. It is likely that they would have eventually
domesticated the buffalo and developed a herding lifestyle, if left alone by American settlers. But that
was not to be, and we can only wonder. Mounted foraging is likely to be a temporary lifestyle that
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eventually transforms a group of foragers into herders.

Aquatic Foraging

Aquatic foragers are fisherfolk. They live along the banks of rivers where fish are plentiful, or along the
sea shore. They hunt fish and turtle and whale and dolphin. They get most of their nutrition and wealth
from the sea, but are often poor. Stone age technology requires them to work harder than other foraging
groups in order to maintain their relatively complex tools, such as canoes, kayaks, fishing tackle, nets,
and harpoons. Aquatic foragers settle in one place and stay there, for the sea's bounty is great. Some
nutrition comes from tubers, fungi, legumes, nuts, and other vegetable matter which is gathered by a
sedentary subgroup. Aquatic foragers live in higher concentrations than other foraging groups. Average
groups might range from one hundred to two hundred people. This is quite a large group by the standards
of other foragers.

Fishing

Fishing is an activity that is often identified with foraging, but it is also common in large scale societies
such as agricultural and city based societies. If fishers stay close to home to catch their fish then it is
generally a foraging activity. Boat repair, construction, and the processing of fish is all done by the fisher
and his or her family, not by a specialist. Trade requires personal interaction with the person who caught
the fish. Aquatic foraging is a personal activity rather than a large scale activity. It requires generalists
rather than specialists.

In large scale societies fishing requires many laborers who are employed by a boat owner. Fishing
expeditions take the boats far from their port. They may be gone for days or weeks in their hunt for fish.
When they bring the haul back to shore they sell it to a merchant who in turn sells it to other merchants
or to the people who eat the fish. Large scale fishers do not sell fish directly to consumers. They are
specialists in a specializing society.

Religious Tendencies of Foragers

Many forager religious activities take place in primeval forests and dark caves. The earliest cave
paintings we know of are from the Paleolithic era, such as the cave paintings in Lascaux. Paleolithic
peoples had a shamanic form of religion and probably thought of the world as a magical, abundant place.
They were pantheists. The pantheist shamanic form of religion is not unique to Paleolithic peoples, it is
the most common form of religion for all foragers. Every tree, insect, rock, stream, and breeze is alive,
magical, sentient. The world is alive, sometimes helpful, sometimes hostile, and one must be awake to
the opportunity to befriend it, and aware of the taboos, those actions that offend the sacred world.

If the world is alive, this was twice as true for the alternate reality. Shamans could travel into an
alternate reality, the otherworld or sacred world, and there meet ancestral and divine spirits which could
be kind and helpful or angry and vengeful. Shamans could cure or kill with their travels into the
otherworld. They could find the lost souls of the sick or accompany the souls of the dead to their resting
place.

Typical rituals in forager religion are ecstatic ones. With so little time required for productive work and
much time for leisure, including religion, a solution presents itself. Psychedelics grow in the wild all over
the world and foragers gather and use them in ecstatic rituals. They also use other, more advanced,
means of reaching ecstatic states, such as dancing, drumming, singing, and so on. Still, psychedelics are
an important piece of forager religion and spirituality, and have been a common ingredient in human
religion ever since the dawn of time. Modern prejudices against mind-altering chemicals aside, it is not
surprising that the idea of a band of hallucinating holy warriors wielding poisoned arrows and spears
would frighten people.

History of Foraging
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On our Earth, hunting and gathering as we think of it now developed during the Mesolithic period (after
the Paleolithic and before the Neolithic). Sources of nutrition were pretty much evenly divided between
meat and vegetables, with fish, nuts, fruit, roots, and grubs supplementing that diet. Honey was a
delicacy, possibly a focus of disputes between groups, and the hunt for honey was likely to have been
surrounded with ceremony and deep meaning. Interestingly enough, permanent settlements preceded the
development of agriculture during the Mesolithic age; many hunter-gatherers were so adept at drawing
on different resources at different times of the year that they could settle down in a village and only
send out hunting teams when needed. Growing population in Mesolithic settlements produced pressures
to find sources of food which allowed greater population density than a hunter-gatherer lifestyle could
support, and thus horticulture came into being.

Hunter-gatherer peoples still exist today in wilderness lands far away from civilization. They don't rule
the world anymore because they need lots of land to provide enough food to live, and open land ran out
a long time ago.

Horticulture

Horticulture means "gardening." When people cultivate plants and animals for food but do not make
permanent settlements that they cultivate intensively with specialized labor then they are horticulturists.

What do horticulturists do? What defines them? Horticulturists have begun to domesticate a few plant
and animal species. They use human and animal labor to grow food crops, and use simple, easily used
tools. Any of the adults in a group are able to perform all the tasks required by the group, so there is
little need for specialization. They produce most of their nutrition through horticulture, but depend on
hunting for meat and other delicacies. Hunting continues to provide an important part of their diet.
Because their style of cultivation wears out the soil, they must move their villages every once in a while,
usually staying in a settlement between three and twenty years.

People in horticultural societies work more than foragers do. They must put in about twice as much
effort for personal nourishment as a forager would. They need to prepare fields, plant them, and harvest
the results. They need to sort out seeds, some for planting and some for eating. Their life requires more
conscious planning than a foraging life, and is more sedentary. They have more wealth than foragers do,
with items such as pots and jars to store food, and have better tools and finer weapons. But because of
the need to move every few years most horticulturists cannot accumulate great wealth, nor do they learn
to specialize.

Horticultural societies live in small villages, ranging in size from one hundred in relatively barren areas to
perhaps a thousand or two in extremely fertile places. Depending on the fertility of the nearby soil, they
may move every few years, building new homes, or they may stay in one place for generations. In
tropical climates where the jungle grows over cultivated areas quickly they may move along a circuit.
They may farm one village for a few years, then leave it fallow and going on to the next village which
has been abandoned for twenty years, resettle it and then continue along the same path they took two
decades before.

Slash and Burn Horticulture

Slash and burn, or swidden, horticulture is the most common form of horticulture. Several thousand years
ago people lived like this all over the world. Now people live by intensive methods of agriculture in most
of the world, but several million people still survive by practicing swidden farming, mostly in equatorial
jungle areas hard to cultivate any other way.

Slash and burn refers to the way that people prepare the fields. They cut down vegetation by hand, burn
it, and plant a mixture of different food crops on the cleared land. The burning leaves a layer of ash
which is rich in nutrients. It produces one or two good crops, but burned soil depletes quickly. After one
or two years fields must be left alone for several years until the wild growth is lush and can be cut and
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burned again. This fallow period can last from five years with good soil to twenty and on up with poor
soil. Over long periods of time rains will wash away all the best topsoil, producing a desert from a once
fertile area. For example, there are those who claim that the Sahara is the result of tens of thousands of
years of swidden farming in an area which legend tell us was once a lush paradise.

Dry Land Horticulture

When people go along a field, poking holes and dropping seeds in the holes, and then go off and wait for
plants to grow, that's called Dry Land Horticulture, or just plain horticulture for short. We call it "Dry
Land" horticulture because it doesn't use irrigation.

Other horticulturists scatter seeds on the banks of rivers and in other well watered places. They may
seed the dry riverbed of a desert stream with desired crops right before the rainy season ignites riotous,
explosive growth. They may plant grains in swampy land. They may even use dung as fertilizer to keep
farming a plot of land after one or two crops which would have otherwise exhausted it. But all these
techniques require more work than the basic slash and burn style of horticulture, and move towards full
agriculture.

Religious Tendencies of Horticulturalists

Horticulturists tend to believe in a hostile natural world and a polytheistic religion. Where foragers
believe their habitat to be magical and friendly or neutral, horticultural peoples believe that they have
in some way wounded the earth and earned its anger. They farm by poking sticks in the ground and
dropping seeds down the holes. They cut and burn down natural growth, using fire, stone, and metal
tools to subdue the earth. Mythically, these practices have wounded the earth and taken away the Divine
Habitat's ancient right to punish them by starving them with a famine. Wounded, the divine Habitat of
forager peoples recedes from the immediate surroundings and is reconceived as the creator, a sky god or
mother goddess who was driven far away by human rudeness. People begin to worship a number of
individual gods aside from the creator and the ancestors. The number of gods they worship appears to
increase proportionally with the number of different crops they grow. Groups with a few different crops
only worship a few gods and groups with many crops actively worship dozens or hundreds of gods. This
isn't a direct, linear relation, but it does show a very real tendency for societies with many crops to
worship many gods.

Horticultural societies have shamans or people like them. They aren't likely to have full-time religious
specialists, priests, in charge of all the rituals, but there may be a shaman who takes care of interactions
with the ancestors and the gods. These people may be called witch-doctors or shamans. If they are your
enemies then you might call them sorcerers or witches.

Typical rituals in horticultural religion include sacrifice, to return some of what people have wrested
from the soil to the gods of the wounded earth who have been offended by human impertinence, and
appeasements of many types to settle the angry gods of many different stripes. There will be other
rituals based on the culture and what is important to it. Feasts, processions, holidays are all likely.

History of Horticulture

After the Mesolithic age came the Neolithic, during which various weeds were domesticated, pottery was
developed to hold the starchy seeds produced by domesticated plants, and so on.

Domesticated Animals

Only a few species of wild animals and plants on earth have reacted well to human attempts to mold
them to human uses. Neolithic people adopted the wolf, the moufflon, and a few other animals and
made them domestic. The descendants of these animals are the common farm animals and pets of today:
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Most domesticated species would not survive in the wild, and certainly not in the niche they originally
filled. They have been altered too much. Feral examples of these animals do exist, but they are not as
useful to humans as their domestic cousins nor as viable in the wild as their untamed cousins.

Though a few other breeds of animal have been domesticated with some success, they haven't been
transformed by human cultivation as thoroughly as have these breeds. The silkworm moth would never
survive in the wild without human intervention; it cannot fly. The modern Holstein breed of cow weighs
almost twice what the ancient auroch weighed. The chicken cannot fly, has no protective coloring, and is
too stupid to decoy hunters away from its offspring. It could not survive in the wilderness. These breeds
of animal have been changed by human intervention, they have been domesticated into forms that serve
us.

Wild Animal Domesticated Descendant
Wolf Dog
Bezoar Goat Goat
Asiatic Moufflon Sheep
Wild Boar Pig
Auroch Cow
Wild Cat Cat
Red Jungle Fowl Chicken
Guanaco Llama
Wild Ass Donkey
Tarpan Horse
Wild Camel Camel
Cavy Guinea Pig
Wild Rabbit Rabbit
Wild Turkey Turkey
Bombycid Moth Silkworm

Domesticated Plants

Plants are altogether more malleable to human cultivation and we cannot make such a brief list of
domesticated plants. Still, several vegetable species stand out as excellent examples of human
intervention. The cereal grains (wheat, rice, oats, barley, maize, millet, and rye) originally descended
from prairie grasses selectively bred until in time the grain yielded large quantities of seed. Once this
happened it became economically feasible to bake crushed grain into bread, to make beer of grain, and
to feed grain to domesticated animals. Along with the invention of the plow, these new, fruitful cereal
grains were the last step needed to progress from small scale, generalist, personal society, to a large
scale, specialist, impersonal society, and thus from horticulture to agriculture.

Horticulture and Matriarchy

Some anthropologists believe that the earliest horticultural societies, those with few cultivated crops,
were matriarchal and held mother earth to be pre-eminent among the gods, and that these groups were
eventually all conquered by nomadic peoples who inserted their tribal gods (mostly male) into the chief
positions in the heavenly hierarchy. This is difficult to prove since any proof was destroyed ages ago,
long before sacred stories were first set down in writing. It also seems somewhat unlikely since none of
the agricultural societies that now exist, even those with similar crops to the first ones, are ruled by
women. In any case, you don't have to obey history, if you want to make up a matriarchal society in your
campaign then you can.
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Herding

Most herders depend a great deal on their herd animals, however at least one nation, the African Masai
tribe, subsists entirely on what they can get from their cattle. They eat cattle flesh, drink cattle blood
and milk, and claim to need nothing else to survive.

Herders are great travelers who get much of their nutrition from a herd of herbivores. People who live in
areas where the land is not fertile enough to support intensive farming, or in cultures that value mobility
over stability, may become herders. Herders commonly follow one of two patterns, transhumance or
pastoral nomadism. In some groups only the actual herders travel with the animals while the rest of the
community stays in a village and tends gardens and small crops. This is called "transhumance." In other
groups the entire community travels with the herd. This second type of herding is called "pastoral
nomadism." Though herders receive much nutrition from their animals they need more. They may get
other nutrition from their own gardening or from trade with other communities with lands that border on
their routes from pasture to pasture.

Herders tend to travel gradually from lowland to highland pastures. They winter in lowland pastures and
stay until the fields dry up with summer heat and then guide their herds to mountain pastures for the
summer and fall. Often they follow the same route for generations. They will know every pasture along
the way and every natural feature that could trap one of their herd. Herders will be expert in the lay of
the land along their traditional routes, and may record much of it in myth and legend.

Aside from travel time herding doesn't require much daily work. Birthing time, shearing time for sheep
and goats, and the slaughter time are exceptions. During the rest of the year herders have plenty of time
to socialize or engage in diversions. They require few tools. They own their herds and the products they
get from them: milk; wool; meat; leather; manure. Usually the herds are the property of a family rather
than an individual. Some herders, such as herders of cattle and horses and other large animals, ride
mounts to keep up with their herds. Others, such as goat-herds and shepherds, tend to walk. Herders do
not require complex tools, and as a result of their mobile lifestyle do not tend to accumulate much
wealth. Some herders who become proficient traders do get quite wealthy, and they are highly
respected in their community.

Herding people require even more land for their territory than foragers do. They have to support not only
themselves but their animals, so good pasturage is very important. This creates conflicts with neighbor
cultures. As a result herders tend to be very competitive and aggressive. Because they travel so widely,
occasionally they will trespass on the lands of farmers. Herders pass through areas only once a year, so if
farmers settle in the middle of a migratory route early one spring they will be surprised later that year
when the herd descends on their fields, eating some crops and trampling others. The herders may only
want to reach pasturage further on, but if farms are in the way of the only route then the herd must go
through. Many herders trade for food they cannot produce themselves, especially staple foods such as
grains. This forces them to cultivate friendships and business partnerships with neighboring farmers,
merchants, and even city dwellers. Since trade is important to their survival people in herding cultures
tend to be good at it, and occasionally one will get rich.

Transhumance

Transhumance is one style of herding in which some people farm and others travel with and tend to the
animals. Shepherds, goat-herds, even cowboys exemplify this lifestyle. The farming engaged in is
typically non-intensive gardening and requires no special tools or skills. Some of the community actually
herd the animals, and travel with the herd along their route. They tend to the animals and are expert in
the geography of their routes. Sheep are often herded in this manner, as are goats. During the winter
and spring the flock subsists on stored feed; in balmier latitudes it grazes on lowland pasturage. During
the summer and fall shepherds guide their flocks into mountain pastures, and must drive them back at
the end of fall before winter can trap them.
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The shepherd's life is a lonely one, and they must adjust to months away from their families. Herders in
this lifestyle have plenty of free time to socialize but no-one to socialize with. They often travel by
themselves for months, so they lack social contact. This can cause and aggravate serious conflicts.

Pastoral Nomadism

Pastoral Nomadism is a lifestyle where the entire community is on the move with the animals, except at
cyclical festival times. The horse-herding Mongols of middle Asia and the ancient, horse-herding Semitic
tribes of the Middle East exemplify this pattern. These groups do not farm. They may hunt and forage for
some things, such as honey, dates, and figs, but they either trade with or raid neighboring societies for
other requirements. Usually nomads trade for grains or bread, both staple foods they cannot produce
themselves. They may also get cloth, tools, and other items from trade. Nomadic raiding brings back
slaves, animals, and valuables: Slaves for various uses including farming; animals for food which doesn't
require nomads to slaughter their own herds; and valuables which can be traded again for necessities.
Nomad warriors are also herders.

Generally the animals belonging to each family are marked, but all the animals travel in the same herd.
So too with the herders, who travel together and socialize a lot. Nomads are not lonely, unlike shepherds
and other solitary herders, but they do tend towards an "us versus them" attitude. The herding camp is as
good as family. The rest of the world consists of the weak, who must be conquered in raiding, and the
stupid, who must be outwitted by crafty bargaining. City dwellers are generally counted as both weak
and stupid.

Religious Tendencies of Herders

Many herders travel all the time, leaving them unable to practice complex rituals, maintain temples, or
celebrate many holidays. Their traditional routes take on religious meaning. Traditional routes are
incorporated in myth and legend, every myth or legend commemorated with a shrine.

The very process of herding takes on a religious significance. The Patron Deity who commands and guides
the tribe is the common pattern of herder religion. The chief divine figure is likened to a herder and the
tribe to his herd. Sometimes the patron deity rescues people from certain harm. Other times he might
kill individuals. But at all times the patron acts for the good of the tribe. The tribe is not expected to
understand the patron deity's motives or reasoning; can sheep understand the motives or reason of the
shepherd? Pastoral nomads may acknowledge a number of deities, each a master of an important ability,
instead of a single divine patron who is the master of all.

Agriculture

Agriculture is plow based planting. It allows for large settlements, long-term stability in site location,
and rewards degrees of social organization that are not rewarded by foraging or horticultural lifestyles.

Once a horticultural people have domesticated a sufficient number of plants and animals to provide a
complete diet they may progress to agriculture. Agriculture requires the continuous cultivation of several
fields, unlike horticulture which cultivates a field until it wears out and then moves on. The main tool
that makes this possible is the plow. The plow turns over a field exposing parts of the soil that someone
using a digging stick would have never been able to reach. It allows people to fertilize with dung and
wastes without leaving raw sewage on the land's surface and encouraging flies and other pests. In order
to be useful the plow had to be attached to an ox or some other large animal. The other big change from
horticulture is fertilizer. Animal waste provides more fertilizer than human waste can and is less
offensive to humans, but it requires animals. Intensive agriculture can feed up to four hundred or even
fifteen hundred people per square kilometer of agricultural land, far more than slash and burn
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horticulture can support.

Agriculture is safer even than horticulture. If properly cared for with regular fallow periods and
sufficient fertilizer and irrigation fields will not suddenly stop producing food. A wide selection of crops
means that people don't have to risk their lives in the hunt to get nutrients required to survive. However,
agriculture requires much more intensive work than horticulture or foraging does. The average
agricultural worker spends ten to twelve hours a day working. The average person also accumulates a lot
more wealth than a forager or horticulturist. This may be directly proportional to the amount of time
worked, an idea which would come as no surprise to any Calvinists in the audience. A permanent home
with furniture, a plow, draft animals, chickens, a milk cow, stored food, and the tools required to
maintain all these things are the basics for agricultural life. A permanent home is the basis of wealth.
With agriculture real wealth becomes possible.

Large Scale Societies

The subsistence methods described up until this point are all small scale. Small scale societies have
settlements of small size. They support group sizes from a low of twenty on up to a maximum of fifteen
hundred. They don't require special or complex tools. They don't require specialized knowledge. They
require people to be mobile and ready to move to get to food. They depend on found food for much
nutrition. Each family unit can provide everything needed for its own survival. Each family produces food,
clothing, shelter, and all other necessary goods.

Large scale societies have settlements bigger than fifteen hundred people or so. Large scale societies
become possible with the development of intensive agriculture. Intensive agriculture requires the plow,
which is a tool that can renew soil's viability by turning it over and combining it with fertilizer, and
control of the water supply through some kind of irrigation. Plows require draft animals such as horses or
oxen. Draft animals can also be used to drive irrigation pumps.

In addition to larger settlements, large scale societies encourage specialization and economic
interaction. One village that produces excess rice can trade with another village that produces excess
chickens. With the stability provided by agriculture comes specialization, and class and caste differences
follow. A specialist group of leaders arises, so too specialist groups of religious experts, soldiers, traders,
entertainers, criminals, and all the myriad professions standard in fantasy literature and real life. They
all survive on the backbreaking work of the farmer, who is the heart of the agricultural system.

Peasant Agriculture

Most of the people in the world today can be accurately described as peasants. Peasants are farmers.
The family lives in a farm for which it provides most of the labor. The farm produces enough food for the
family's needs and a small surplus which can be traded for various items or privileges. Virtually all the
labor is performed by hand. Seeding, transplanting, weeding, and harvest are all manual operations.
Animals such as oxen or horses will be used to pull a plow and prepare fields, or to power irrigation
devices. All of the work a peasant can do to prosper is done personally or with the help of family.

Peasants are small scale producers in large scale societies. They are food producing generalists in
societies that are able to become more stratified as the peasants get better at producing food. As
societies stratify special skills become more valuable and better respected than general skills, and
generalist peasants sink to the bottom strata of society. Peasants are underdogs. As the bottom social
layer, the "salt of the earth," they are dominated by outsiders. They don't control channels of distribution
or sale and can't compete militarily with professional soldiers. Overlords may tax them heavily to support
projects far from peasant lands or needs. For these reasons they are often poor. Because they are so
often victims of outsiders, taxed into poverty by overlords, cheated by merchants, robbed by soldiers on
campaign, peasants tend to be extremely defensive and suspicious of outsiders, or even of anyone with
more wealth than they have. Peasants understand that most wealth comes by stealing from peasants.
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Through most of human history peasants have outnumbered city dwellers by ten or twenty to one. This
numerical superiority combined with their underdog status made for a lot of peasant uprisings, some
which failed against superior military force, some which succeeded and replaced the old overlord with a
new one who often turned out to be as bad or worse.

Plantation Agriculture

The Kingdom of Lenmark is famous for its beef cattle and neighboring Isdiop produces a lot of very fine
raw cotton. The King of Lenmark establishes a plantation to grow a great number of beef cattle to be
traded for Isdiop cotton, which is in its turn produced on plantations established by the Merchant
Magnates of Isdiop. Commerce between the two supplies Isdiop with beef it cannot produce and
Lenmark with high quality cotton, and enriches the King of Lenmark and the Merchants of Isdiop.

Large scale societies require agricultural production to address needs that small scale societies do not
have. Not only do large scale societies encourage people to specialize, but they encourage society as a
whole to specialize. Large scale societies need to encourage commerce between societies, and to do so
they need large, easily controlled supplies of products. Plantations can provide enough agricultural
products to fuel such commerce.

Plantations are large farming operations. There are three classes or castes of people involved with them.
The owner of a plantation may or may not live on it. The staff of a plantation manage its day to day
affairs, report to the owner, and live on one section of the lands. The workers of a plantation do the
physical work, obey the orders of the staff, and live in owner supplied housing somewhere on the lands.
The staff and worker quarters are segregated from each other to keep them from getting too friendly.
Cultural differences, for workers and staff typically come from different cultures and backgrounds,
prevent camaraderie from developing between staff and workers. As a result of the dehumanizing system
of plantation management, workers are treated as property. In many plantation systems the workers are
actually slaves. In nearly all plantations the workers are desperately poor. Frequent turnover among
workers prevents the kind of uprisings that oppressed peasantry are so famous for.

Mechanized Agriculture

Industrial civilization devotes considerable energy to replacing human farm workers with machines.
Machines don't complain when you work all day. They don't require expensive food and shelter, don't
have religious holidays at inconvenient times, and don't disagree with their overseers. Mechanized
agriculture affects peasant farms and plantations equally. Peasants who use the machines for agriculture
can farm more land than they used to, and the farms of successful peasantry quickly grown to the size of
plantations. Plantations replace workers with machines and the staff operates them. This leads inevitably
to the phenomenon called "agribusiness" which is common today in Europe and the Americas. Some
people whose ancestors were peasant farmers become owners of agribusinesses, just like plantation
owners. The masses of peasant farmers and plantation workers who, because of these developments, are
no longer needed on the farm flock to cities and feed the industrial machine, becoming factory workers
and other generalists in the specialist system. Their position in the bottom social class does not change.

Religious Tendencies of Agriculturalists

Peasantry and plantation workers have the same sorts of religious feelings that horticulturists do. They
are likely to acknowledge a large number of divine figures, ancestors, gods, spirits, angels, heroes,
saints, and demons, and turn to one or another in certain situations. Because of their underdog status
they are likely to take one divinity as a special patron, a divinity who stands above the other gods and
rules them, in the same pattern followed within their culture. A culture with a chieftain control structure
will have a divine chieftain or emperor obeyed by circles of nobles, with ancestral spirits taking the place
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of peasants in the divine hierarchy. A culture with a tribal control structure will acknowledge a council
of gods that may appoint leaders for special situations but have no permanent leader.

Most large scale societies have chieftain type control structures. The most natural way to combine
multiple gods with a chieftain is to acknowledge a chieftain of the gods. In a Henotheistic conception a
supreme god is surrounded by lesser divinities and ancestral spirits. Thus peasant religions tend to be
Henotheistic.

City Life

Humans have built homes from their beginnings in the Olduvai plain. They started with mud and wattle
huts, built by caking mud on top of bunched grasses to make a wall which dried in the sun, and roofing
the top with thatch. They built tents, lean-to's, wooden houses. They dug homes out of the earth and
roofed them with turf. They built villages of mud and wattle huts hanging off of cliff faces chosen for
the protection they offered, both from the mid-day sun and from raiders of other tribes. When humans
started to build homes for their dead, for their gods, palaces for their rulers, and bridges and
waterworks, then they took a major step towards civilization.

Cities began as religious centers and homes of nobility. They grew as people moved to be near the
wealthy and powerful. Merchants moved in, attracted by the relative safety provided by noble policing,
and set up markets which were quickly controlled by the nobility. For much of human history cities
stayed the same. Each city had two centers: The palace and temple district, home of gods and nobles;
and the market district, in which the business of the city was done. Cities were magnets for wealth and
capital. Other residential areas developed, in which people attracted by the city's wealth and power
could live. These people worked at trade or in the temples and government. For most of human history
cities continued in this basic form, until the industrial revolution added another facet to city life:
Industry. Industry attracted additional people to the cities, displaced peasants and plantation workers
who dwelt in outlying areas and worked at industrial jobs for low wages. Now cities were homes for the
very poor as well as the very rich, city life became even more stratified and complex than it had been
before, and crime became a serious social problem.

City life is very stratified. Nobility, including religious specialists in major temples, are very wealthy and
powerful. The working poor live in wretched poverty. There are many class divisions between the two
extremes. Most city dwellers work about as hard as peasants do in their society. Skilled artisans and
merchants can gather a lot more wealth than peasants can, and their lives are more pleasant. General
laborers, who for the most part are displaced peasants and plantation workers, keep the same low status
and low standard of living they had in the country. Their hope is for their children to rise above their
dismal lot.

Religious Tendencies of City Dwellers

City dwellers see themselves as sophisticated. City life is very different from country life. Country folk
don't understand city life. Neither do city folk understand or appreciate country ways. They see country
people as rubes and hicks, and believe that everything about country life is backwards. This includes
religion. City dwellers are very likely to look at the religion of their country cousins and see only
hidebound traditionalism. Those who are born in the country and move to the city tend to keep their
religion. But their children tend to lose touch with the old ways, including the traditional religion. For
this reason many city dwellers are irreligious. They have rejected their ancestral religion without finding
a replacement.

Civilization
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The word "civilization" is linked to the Latin word for city; more than anything else civilized people are
city builders. They build cities which are more than large villages of many homes, they are full of
monuments: they contain temples, tombs, palaces, are encircled by walls, penetrated with roads, and
connected by bridges and canals. Some advanced cities are even watered by aqueducts and drained by
sewers. These sorts of monumental projects require cooperation between large groups of people, for no
one man or woman can build a temple or a road, monuments are built on the order of powerful rulers
who can organize many people, and there is no better place to find a large number of people who can
be controlled by a few than a city. Thus the monumental buildings that define civilization are found by
and large in and around cities, for cities are necessary to large scale construction.

"Civilization" and "barbarianism," its opposite, are normative terms. They compare the speaker's society
to an alien one and morally judges the alien by how closely it resembles the familiar. The ancient Greeks
heard neighboring tribes speaking their outlandish languages of nonsense syllables, "bar bar bar," and so
invented the word "barbarian" for those who spoke languages other than Greek. The Greeks divided the
world into the civilized peoples of the Mycenaean cities and the barbarians outside Mycenae. In the same
way every tribe or country divides humanity into the civilized and the barbaric, drawing the line so that
those like us are civilized and those unlike us are barbarians, savages, or primitives.

Anthropologists and historians and others who need a relatively unbiased way of measuring "civilization"
define it differently. They define civilization by referring to a specific complex of behavior. They have
reduced the complex to three things that so-called civilized socities share. First, civilized societies
domesticate plants and animals, breeding and cultivating them to human needs. Second, they create
large structures for other purposes than dwellings, such as temples, bridges, government buildings, and
memorials. Third, they develop or use writing, a way of storing knowledge and passing it on to
succeeding generations. These three kinds of behavior exemplify civilization. They also support one
another; writing is necessary to keep breeding records for animals, and to record patterns of drought and
flood needed to prosper with agriculture; likewise a desire for personal meaning in a society in which the
individual is unimportant encourages creative writing and monumental architecture.

Economics

We are familiar with market economics, and in fact modern universities teach economics as the study of
markets, but that is not the only type of economic system that exists or is possible.

Reciprocal

Every year during December millions of people all over Europe and the Americas draw up lists of friends
and acquaintances, purchase Christmas cards, and send them off. The postal services are flooded with
these cards. The cards are intended to spread good cheer and happiness, and convey news back and
forth. Everybody sends out some number of these cards and expects to get the same number back. If you
send someone a card and they don't reciprocate then you may stop sending them a card in the future. If
someone who was not on your list sends you a card then you may add them to your list. The annual
Christmas card exchange is a reciprocal exchange.

Reciprocal economic systems exist in which people give goods away to others with the expectation that a
gift of similar value will be returned. For instance, medieval European rules for proper host-guest
relations encouraged people to give in expectation of later return. When you have a guest in your home
you should exert yourself to your best and satisfy his every need. When you later visit your guest you can
expect even more lavish treatment. Likewise, when visiting you should not stay too long at risk of
bankrupting your host. This practice made visits much more pleasant than they would otherwise be, and
it cemented friendships between people who could have constantly been at war. It also provided a way
to show off, to prove superiority by spending more than your guest could afford.
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Redistributive

Redistributive economic systems are those in which everyone gives goods to a single person, who in turn
redistributes the goods back to everybody else. Government taxation and spending programs are a
modern example of such a system. Everyone is familiar with such programs. Redistribution doesn't need
to be described further, except to explain that when the redistributer keeps too much of whatever is
traded or redistributes it unevenly everyone who contributes is apt to feel victimized and unhappy.

Market

Market economic systems are those in which someone with goods trades them to someone else for
something of value. Market systems encourage a specialist class of merchants to develop. Merchants take
part in almost all transactions in a market system. They serve as middlemen between producers and
consumers. Money is not necessary for a market system to function. Barter can work. However, money
makes markets work much better, since everything can be priced in a single scheme. There's no more
"apples and oranges" problem, and no need to price something in terms of how many chickens it would
bring.

Commerce

Commerce is a large scale market system. When goods are exported from one nation to another, and
goods received in return, then you have commerce. Commerce requires money to function, and
encourages the development of a "commercial" class, a superior class of merchants, to sponsor and carry
out such large-scale trade. Commerce was the driving force behind the Spanish and Portuguese voyages
of world discovery that led Christopher Columbus to the Americas in 1492. He was trying to discover a
trade route that would connect Portugal with India and instead discovered a pair of continents in his
way.

Kinship

People form themselves into family units in lots of different ways. One of the most common forms seems
to be the atomic family which is idealized in the USA, with a mother, father and children. Another
common form of family does not include the biological father, who lives with his parents and siblings and
cares for his sister's children, so a family would consist of mother, some of her brothers and sisters,
grandmother and some of her siblings, and children. Yet another common form consists of five easily
identifiable groups: father, first wife, other wives, children of the first wife, and the other children.
These are all types of family structure, and it is not the function of this book to criticize any of them.

Kinship can be charted along two axes, the axis of location and the axis of relation. The axis of location,
from matrilocal to patrilocal, describes where married couples and their children live. The axis of
relation, from matrilineal to patrilineal, describes whom children of a marriage count as blood-relatives.

Where do newlyweds live immediately after marriage? In small communities where the work of every
member is key to group survival this is a supremely important point. The axis of location describes how
this distinction is made. When people marry and tradition dictates that they should move in with the
family of the husband, that is a patrilocal system. When they marry and are expected by tradition to
move in with the family of the wife, that is a matrilocal system. Most living cultures are not at the
extremes, but lie somewhere between. Newlyweds in a system halfway between the patrilocal and
matrilocal extremes might immediately establish their own home or have an even chance of joining
either family.

Who are a person's nearest relatives? The axis of relation describes how a person can figure out who his
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or her nearest relatives are. In a patrilineal system a child's father is the nearest male relative and the
mother is the child's nearest female relative. Bloodline identity is figured through the father's family.
Family names are passed down from father to son and adopted by wives who "marry into the family."
Patrilineal relationships hold equally well in polygamous societies. In polygamous societies women marry
into the family of their common husband, and become related by marriage to his other wives. In a
matrilineal system the mother is still the child's nearest female relative, but the position of the father
may vary. Some matrilineal systems simply turn the patrilineal convention around so that family names
and lines of descent are traced through the mother's family and the husband takes on the name and
identity of his wife's family. In these systems the husband joins his wife's family. In other matrilineal
systems the husband remains a part of his birth family and instead of caring for the children of his wife
he takes a parental role for the children of his sisters. In such systems children may not even know the
identity of their natural fathers. They will instead treat their uncle as a parent.

Control Structures

A group of people who live near by each other require rules and some kind of control structure in order
to function as a society rather than feuding individuals. Several basic control structures have developed
during human existence: Band; Tribe; Chieftan; and State. Each of these control structures works best
for settlements of a certain size. What works for an extended family with nineteen members will not
work for a nation of 1.3 billion.

Band

The band control structure is democracy in the ideal form. This control structure only works well with a
small group. A band has no specialist leaders. Everyone, or at least all the adults, participates in
decisions. The adults of the group make choices based on consensus decisions. They may appoint
temporary leaders for certain tasks. Someone with a talent for finding honey might be put in charge of a
honey hunt. A talented or fierce warrior might be put in charge of a war party. But when the task that
calls for the leader is accomplished everyone returns to their equal status in the band. The band control
structure is common among foragers and small groups of horticulturalists or herders. It works well with
small groups under twenty in size and functions acceptably in larger groups of hundreds of members, but
becomes divisive, unwieldy and slow as group size increases and finally becomes completely unworkable
somewhere around a thousand.

Tribe

A tribe consists of a number of families who live together or have some reason to unite with each other.
Tribes are controlled by representative bodies called councils. Each family sends a representative to the
tribal council and together the tribal council deliberates and makes decisions. Tribes are essentially
republics in which every collection of people has their own representative in the council. The council
leads the tribe in all decisions and actions, but does not itself have a permanent leader. As with bands a
tribal council might appoint a warchief to supervise warfare, or a hunting chief to supervise a hunt, but
at the end of the enterprise everyone returns to their earlier positions whether on or off the council.

Chieftain

A chieftain is a single leader who controls the populace. This control structure could also be called a
dictatorship, autocracy, tyranny, kingdom, or empire. Often the chieftain has a group of advisors which
behaves like a tribal council, but the chieftain has last word on their decisions. Whether a chieftain
remains the leader of the group for life varies, but the group will always have a chieftain. Some societies
choose chieftains for life and allow a chieftain's children to inherit the position. Other societies choose a
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series of chieftains through some means or another. "Sacred kingship" is an interesting variant of the
chieftain system in which a king is chosen for a period of time, wields real power, but at the end of the
time is sacrificed for society's prosperity and replaced by a new king.

State

State has been defined many different ways, with the most common one being a centrally governed
community consisting of many smaller communities. However, at its heart the state is more than this.
The difference between a state and one of the other forms of government is that citizens of a state owe
allegiance directly to the state in the same way they obey a divinity. In fact a state is a kind of divine
figure or principle that rules over the activities of communities within its territory. A state consists of
many people who consider themselves to be members of various communities. It may appear to be led by
a chieftain and/or a council. However a state has a different, secretive, divinely ordained mechanism for
government. Often the state has an apparatus of government which supersedes the chieftain and council
and actually governs the state. This apparatus is often called a state or government bureaucracy, and
the governmental bureaucracy owes its primary loyalty to the state rather than chieftains or councilors.

How Would this Work with Dwarves?

Our knowledge of cultures can be used on more than just humans. You can fit any group you want into
this system, just think about the consequences. It works for other races too.

For an example let's see how we could use the systems shown earlier in this chapter to describe the
behavior of various groups of dwarves. What do we know about dwarves? We know they are short and
strong. We know they live underground. We know they spend a lot of time digging things out of the
ground, that they are naturally gifted miners and metalworkers. We know they have a love for the deep
earth and the treasures that it holds. Given those constants about dwarves, lets see what it would look
like if dwarves lived according to the social and cultural patterns that are common among humans. Let
us travel to the World's End mountains and discover how dwarves live in a land where they have no
serious competition from other races.

Dwarven Foragers

The Alkesh dwarves live in small bands of no more than thirty. They travel in their bands through the
deep caverns and tunnels of the World's End mountain range, making camps in the dark and gathering
salamanders, insects, fungi, algae, lichens, and other creatures of the dark depths for their food supply,
and seeking out and exploiting the holy caches of those rock crystal geodes they can form into the
combination axe and digging tools they use for everything from tunneling to warfare to hunting to food
preparation. The Alkesh dwarves are extremely shy and secretive. They hide even from other dwarves. It
is almost impossible to meet them, and if you do meet them you will wish you hadn't. For the only time
they rush to meet outsiders is when the outsiders have accidentally or purposefully trespassed upon the
holy precincts in which the rock crystal geodes are found. Then they wage terrible guerrilla warfare on
those so unlucky as to be discovered in Alkesh sacred territory. The debris left behind in two holy sites,
apparently abandoned long ago, that have been discovered indicate that the Alkesh engage in some kind
of dancing rituals, and worship the animals they hunt. If the mad ranting of Isidore Zumis, a missionary
whom they captured and drove mad with years of fiendish torture, may be believed they worship a
mysterious entity of darkness and emptiness that they name Wloka.

Dwarven Horticulturalists

The Murian dwarves live in mobile villages ranging in size between fifty and five hundred individuals.



The Mythopoet's Manual - Culture

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Culture.html[2/28/2010 9:38:16 PM]

They establish temporary villages near large caverns which they proceed to plant with spores of various
fungi and lichens. Luxuriant growth proceeds apace for a while but quickly the supply of animal prey runs
out. The crops are filling and necessary but do not supply all the nutrition they need. After a while the
village must relocate to another cavern site and plant it anew, while feeding on stored food and the
insects and animals that inhabit the new site. They worship many different gods. They have ancestor
divinities, gods of various fungi, a bat god that is the source of guano, which makes an excellent
fertilizer, gods of salamanders and insects, gods of darkness and the art of tunneling, but primary among
the gods is Muri, who long ago founded the tribe and passed on the secret of how to sow spores upon the
chthonic winds. They no longer worship the darkness spirit whom they claim created them and the
universe. This creator figure, named Whilk, lurks in the darkness and no longer cares for its mortal
children.

Dwarven Herders

The Zufidor dwarves are the oddest of all the dwarves in the World's End, for they spend a great deal of
their time above ground. Dwarves are known to dislike open spaces, and the Zufidor are no exception,
but their way of life forces them above ground. The Zufidor are fierce nomadic herders of bats. Several
Zufidor families join together in camps and guide their herds of bats from one feeding area to the next in
a yearly route that takes them from the swampy lowlands by Lake Glumweed where the bats feed on the
numerous mosquitoes of spring and summer, to autumnal blackfly swarms near the peak called Tallspire.
The Zufidor use special whistles and trained bats to guide their fluttering charges from one campcave to
the next. When they pass near civilized cavernhomes they will raid for slaves, food, weapons, jewelry,
coveys, and for herds of bats. They prefer to slaughter captured herdbats rather than their own as this
does not diminish their own herds. They burn civilized homes and clothing, as they have it on authority
from Zush, their terrible divine patron and master, that the only proper shelter and clothing are those
made from bat skins. They trade some of what they capture back to renegade merchants and trade other
items to outland merchants who dare the mountains, but are as likely to attack outland caravans as they
are to trade with them. They pay obeisance to a terrible deity of fire and blackness called Zush who is as
likely to kill them as grant their prayers.

Dwarven Agriculturalists

The Kovic dwarven nation occupies another section of the World's End mountains. Each family inhabits a
single cavernhome of middling size and tends to it. They have domesticated the bat and the rabbit. They
value bats for their guano, which is a wonderful fertilizer for their crops of fungus and lichens. They
have bred the rabbit to all sorts of sizes from large to small, emphasizing the claws and forelegs, both
for digging ability and to defend their homes. Almost every Kovic cavernhome has its pack of rabbits for
personal defense and tunneling work. They have learned to divert underground streams and runnels to
irrigate their crops, and to alternately freeze and reheat the rockface with a tool they call an ice-oven
to provide tiny cracks by which their crops can more easily leech minerals from within the rockface.

The Kovic specialize in the growing of the broadhat mushroom, which is nutty, substantial and delicious
when they prepare it. Outlanders almost never prepare it properly and in their kitchens it is limp, acidic,
and foul smelling. Outlander cooking is a topic for jollity among the Kovic. The broadhat mushroom is
their staple food, which they eat in combination with everything. They gather other food by hunting and
foraging for lizards, insects, and wild fungi and lichens. Occasionally they hunt on the surface, but the
taste of most surface plants and animals is deemed too bizarre to be palatable. They are not suitable
provender for civilized palates.

A number of cavernhomes clustered around a common center make up a village, which is ruled by a
mayor and a council composed of family heads. The mayor is the ceremonial representative of the village
in ritual and its emissary when communication with the outside is required. Every seven years, or upon
the death of the old mayor, the council chooses a new mayor from among itself. Skilled miners and
metalworkers are a common feature of Kovic villages. Every village has one or more jewelers and smiths
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who make high quality goods for local use and trade.

The Kovic nation has a central government which is located in the city of Glistendeep, the hereditary
home of the Glisten clan of the Kovic nation. The Glisten clan rules itself much as any other village or
clan does, but it also dominates the rest of Kovic land through its military might. Glisten legions spend
much of their time guarding against possible raids by the Zufidor. Their role as guardians of the nation
requires them to be everywhere, to act as police as well as a militia. The Glisten clan chief is the
hereditary Prince of Kovic, Autarch of Glisten and Guardian of the Dark Marches. The Prince controls the
Glisten College of Steelworkers, which is the world's finest producer of weapons. The Prince also owns
many silver, gold, and gem mines the entire production of which is refined and worked into fine jewelry
for commerce in the world above-ground. The products of the Prince's steelworkers are not officially for
sale to outsiders.

Kovic religion acknowledges many gods. It includes more divine figures than even the Murian dwarves.
Their gods do not have the same or similar names as their Murian analogs, but when talking about Murian
religion they use Kovic names for Murian gods. The Prince of the Kovic gods is called the Allfather and is
otherwise unnamed. The Allfather wields the terrible cavernfall as his weapon, speaks in echoes, and
lives in a moaning cave deep in the heart of the world that is full of wonderful banquets and carpeted
with insects. The Allfather dictated to Kovic priests all the laws they must live by and acclaimed the
Glisten clan as his representatives in the world. The Prince can trace his bloodline directly back through
his father's father and all the way back to the Allfather. The Prince is thus divine, a demigod, and after
death joins his divine nature to the Allfather.

Dwarven City Dwellers

The city of Glistendeep is one of the wonders of the world. It is the capital of the dwarven Kovic nation
and the home of their divine Prince. Almost a million dwarves live in Glistendeep amid fabulous tunnels
and halls carved out by slave laborers through a thousand years of history. There are specialists of all
kinds, merchants, priests, government bureaucrats, clothiers, cobblers, smiths, jewelers, and sages. They
work in the palace, temples, and markets of Glistendeep and make the affairs of Kovic work. There is
also an underclass of farmers, driven to the city by Zufidor raids or by natural disasters, which perform
unskilled manual labor such as working the gears and powering the pumps that bring air from the surface
into the city. Other lower-class workers are doomed to wander the harsh bright surface, foraging for
random vegetable and animal matter in sacks to provide the raw materials for the unappetizing
processed food product called Vegn, which is the staple food for the poor in Glistendeep. It satisfies
dwarven nutritional needs, but is unsatisfying and repulsive. Every few years thousands of workers can no
longer take it and go on hunger strikes, starving themselves to death rather than eating any more Vegn.
Weakened by hunger they are easily subdued by the militia, and then are executed as object lessons to
other potential rebels. For a while after this happens Vegn seems to taste better than it did. If it doesn't
taste better, at least the poor no longer complain about it.

Glistendeep's worker and specialist classes consider themselves to be superior to their farming cousins.
They reject much of the official religion. Even priests and temple workers have difficulty worshipping a
god of fungus or cavernfalls when they have never seen such things. They worship the Prince because
that is a civic responsibility, and because the punishment for failing to do so is death, but otherwise they
celebrate their religion rarely and halfheartedly. The city is full of prophets, all proclaiming bizarre and
mutually contradictory forms of religion, and every few years a new religion takes hold in the popular
imagination, leads to mass demonstrations, and is subdued by government and temple working in unison.
The city is ripe for the right prophet, one who can combine a popular message with an approach that
doesn't invite a governmental crackdown.
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Sacred Narrative
Definitions

Myth
A Sacred Narrative
Involving Divinities and Other Sacred Beings
Set in a Primordial Time.

Legend
Folktale

Sacred Patterns
Cosmic Cycle

The Emptiness
The Creator
CreationCreation
Judgment and Cataclysm

Cycle of Nations
Imprisonment and Escape
Borders of the World
Empire, Degeneration, and Extinction

Heroic Cycle
Separation

Supernatural or Mysterious Origin
Portents at Birth
Perils Menace Infancy
Refusal of the Call
Supernatural Aid
The Crossing of the First Threshold
The Passage Into Darkness

Initiation
Distant Wandering
The Road of Trials
The Meeting with the Goddess
Woman as the Temptress
Atonement with the Father
Apotheosis
The Ultimate Boon

Return
Refusal of the Return
The Magic Flight
Rescue From Without
Crossing the Return Threshold
Magical Contest
Trial or Persecution
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Violent or Mysterious Death
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Examples
The Maori Myth of the World's Creation
The Birth of Huitzilopochtli, the Aztec War God

Mundane and Sacred Storytelling
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The Mythopoet's Struggle
Mythic Questing

Ritual
Bold Action in the Mythic Realm
Dangers of the Mythic Quest

Narrative, the telling of stories, has been a part of human life since our earliest ancestors learned to
speak, long before the invention of writing. Some stories have always been mundane, about the everyday
facts of the world. Others, usually the better and more exciting ones, have always been stories about the
hidden secrets of the universe. These sacred stories explored the world's creation and its eventual
destruction, the nature of other worlds, and the source and eventual destination of human life. These
explorations make up the most basic and important underpinnings of religion, the sacred or mythic
narrative. Sacred because it is true, narrative because it is spoken, myth tells the human truth about the
cosmos.

Religious stories are a central part of every religion that feels right, whether real or invented. They
explain the structure of the wheel of myth which we explored in The Religious Mindset. Religious stories
describe the distant past, the present, and the future of the world. They are an important part of mortal
religion, perhaps the most important part.

However, for many people story writing is difficult and scary. Real-world religions already have myths
and legends. There is no need to invent them. However, when you invent a religion for your campaign
you get to write the stories. For many people this is a tough job. In this chapter I want to reveal some
secrets that help to make it easy and fun. Don't worry if you're usually intimidated by writing stories.
Myths and Legends follow definite, formal patterns. Imitations are easy to write. All you have to do is fill
in the dots.

Definitions

In The Religious Mindset we laid out the basic idea of mythic time. Let's review it for a minute. Mythic
time occurred somewhere outside of the flow of linear time, before linear time began. During the mythic
time the acts of the gods carved mythic acts in the wheel of myth, like symbols on a giant cylindrical
seal. With the end of mythic time and the beginning of linear time this wheel swung into motion and
rolled forwards, stamping history with the symbolism of myth. Thus everything in linear time happens at
two times, at the linear time at which it occurs, and at the mythic time to which it corresponds. This
rolling wheel, the eternal return of the mythic happening, is necessary to understand myth and legend.

Myth

Myth is a sacred narrative involving divinities and other sacred beings set in a primordial time.

A Sacred Narrative

Remember myth does not mean falsehood, it means sacred story. The topics of myth, set in the
beginning of time, concern the beginnings of things. The beginnings of the world, of the sun, the stars,
and the planets, cosmic beginnings are the province of myth. The beginnings of people, our people that
is and not those animals over the hill, are also myth's province. Myth tells of the creation of all good
things, and by mapping their beginning it lays down the pattern they will follow. Since myth catalogs the
beginnings of all sacred and good things it lists what is profane or evil by what it leaves out.

Involving Divinities and Other Sacred Beings
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Gods, deities, spirits, angels, demons, and the monsters of myth are real entities that exist outside of
average everyday experience. These beings created the cosmos with their actions in the mythic realm
and set in myth the patterns which future time will follow. They created the world.

Set in a Primordial Time.

Myth always takes place in the mythic time that precedes linear time. Myths may identify themselves as
myths by a formulaic statement that places the action in this primordial period. Examples of such a
formula could include "in the beginning," "before time began," "once upon a time," or "one day long ago,
when the world was young." When you see a formula such as these ones look out for a myth.

The supreme function of the myth is to "fix" the paradigmatic models for all rites and all significant
human activities--eating, sexuality, work, education, and so on.

Mircea Eliade, The Sacred and the Profane

Myth is not a lie or a folktale, it is not a creation of one person, it is an understanding of the nature of
reality reached by a culture. Telling the myth, or writing it down, can be a creative activity, but the
myth is not invented, when someone recognizes it, it appears to have always been present, it precedes
the recognition of itself.

Schroedinger's cat is a representation of the nature of reality. It is true. Yet you cannot prove that a cat
in a box would actually be indeterminate depending on the state of a quantum entity; it's a statistical
trick. Likewise, modern physics assumes the big bang theory is true, that an infinitely large amount of
matter was once compressed to an infinitely small point, and that it expanded. It is unprovable. It seems
crazy. Yet it explains the universe better than any competing theory. The big bang hypothesis is a myth
in the anthropological sense.

So is the left-brain/right-brain myth, the artist versus scientist myth, and so on. Some of these myths
have not been expressed in a form so that we recognize them as myths, they have not been formalized
as dogma, but that doesn't mean they aren't myths, true because they are useful, self-evident as soon as
they are realized.

Legend

Legends, like Myths, are sacred stories which are regarded as true and which are set during linear time,
in a relatively recent time which is much like the present. Legends can be religious or secular. Medieval
saints' tales, the stories of Sufi masters, and records of the divine descent of kings are all religious
legends. Stories of migrations, war and conquest, heroes and chiefs, and the stories of dynasties are
secular legends. George Washington's incident with the cherry tree is an American legend, as is the story
in which Abraham Lincoln walked twenty miles to return a penny. They aren't legends because of truth or
falsehood, they are legends because they are important.

Folktale

Folktales, nursery tales, fairy tales, these are fictional stories told for fun. They may involve the same
characters as a myth or legend but are told for amusement. Unlike legends and myths, folktales are not
believed to be true. Examples include Aesop's fables, tall tales, trickster tales, and shaggy dog stories.

Sacred Patterns

Myths and legends fit into a pattern. Myth and legend occur in the past and fit into the religious world-
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view, which states that those things that happened once will happen again in the future. Events repeat
themselves. The universe continues the same activities again and again and again, and mortals can best
live by cooperating with those cycles. Mythic and legendary patterns are tragic. Doom is always a part of
the pattern. They include birth and death, creation and destruction, beginning and end. Pieces of the
pattern can be left out of individual myths, but for completeness and usefulness in the game try to get
the whole tragic cycle down.

Cosmic Cycle

Decide on the cosmic creation myth first, before you write any other myths or legends for a religion. The
cosmic myth sets the primordial pattern for all other patterns. This includes other myths and legends.
The cosmic cycle sets the pattern that other myths recreate.

The Emptiness

Before the cosmos existed there was a place for it to be. This place was empty or full of some useless
substance. When inventing your myth first think about cultural values. Choose a substance that people in
the culture you are writing for think of as being infinite in supply. Desert nomads might think of sand,
arctic dwellers of ice, and islanders or those who live in a river valley might think of water. Other people
are likely to look up at the night sky and think that the darkness of space is infinite in supply. Whatever
it is, this primordial emptiness will be superseded by the Cosmos once the creation is over.

Examples

An infinite ocean of water, no land anywhere.
Ice stretching forever in all directions.
An infinite, black, empty space.
A bubbling, infinite, oozing gray sea of chaos.
An infinite plain of bare cold stone.
Illusions and appearance everywhere, no reality.

The Creator

Before the emptiness could be filled with the cosmos there was a creator, something which provided the
motive force for the cosmos. The form of the creator will be reflected in the form of every other entity.
If the creator is described as a spirit then the spirit is the first and most important part of every other
entity. If the creator is described as a collection of impersonal forces then impersonal forces define
every entity. If the creator is an emotion such as love then love will be the most important and primary
characteristic for all entities.

Examples

A spiritual being.
A hermaphroditic being.
An infinitely small object of infinitely large mass.
A man with a long, white beard.
The mother of everything.
A spider.
An egg.
Twins, opposites in every way, male and female, white and black, etc.
Animals.
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CreationCreation

This is the actual process of creation. It involves building a habitable world from the raw materials in the
primordial emptiness, or somehow causing everything to come into being. Not only is the world created
by this story, but it also explains light and dark, the alternate reality, sun and moon, plants, animals,
insects, fish, divinities, spirits, demons and angels, and all the mortal races. The creator is the one who
produces everything that exists.

Examples

Creates by uttering sacred words.
Creates by dividing the uniform emptiness into distinct pieces.
Hatches the universe from an egg.
Creates by rotting, generating first maggot-like beings.
Creates by disgorging.
Creates through sexual reproduction.
Creates by giving birth, without sexual contact.
Dives for dirt at the bottom of sea, returns with enough to make land.
Creates by performing sacred rituals.
Creates with own blood, by bleeding self.
Creates by weaving the world.

Judgment and Cataclysm

After the cosmos has come to be it will go along for some period of time. Various things will happen, and
at the end of the cycle of myth someone, it could be the creator, an evil divinity, fate, or even the
mortal races determines that the cosmos has existed for long enough, and it is time to cause the troubles
at the end of time. In some stories the creator looks at all creation and sees that people are not obeying
the laws, so they must be punished and the world destroyed. In other stories fate or some other
universal law, such as gravity, chooses the end of time. In other stories, evil demons escape from the
gods' confinement and go on a rampage which destroys the world. In other stories self-important mortals
overreach their abilities and harness powers that they cannot control, and through the action of divine
laws of retribution these forces destroy the world.

Examples

World destroyed in a flood.
World destroyed in a cataclysm of fire and ashes.
World destroyed in a war of the gods.
World destroyed by evil demons.
World destroyed accidentally by foolish mortals.
World dies by slowly freezing solid.
Cosmos cools until all matter is still and dead.
Cosmos destroyed by massive implosion.

Though a universal cataclysm may sound depressing and tragic, most religions teach that it has already
happened in the past and that some people lived through it. People survived after the cataclysmic end of
the cosmos, and recreated it following the same patterns established by the creation. As it happened
then, so shall it happen again. Thus the ultimate end of the universe leaves room for hope, for as it was
created once so it shall be created again.
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Cycle of Nations

The mythic cycle that describes a nation follows the same stages as a person's life. It starts with
imprisonment in a place apart from the world, then passage into the world, just as a child stays in the
womb until it enters the world through the birth canal. Next, like a young person establishing a role in
the world the people claim land as their nation. Maturity and empire follow. A people may produce
offshoots in the same way that a parent produces children. As with children in myth, an empire's children
are fractious and rebellious, and may desire nothing more than to kill their own parent. Sometimes they
do. After empire a gradual decline sets in, finally followed by extinction as the people loses its identity.
That is the cycle of a people as described in myth and legend.

Note that this model of the rise and fall of empires is not all that historically accurate. Modern-day
historians would not accept it as truthful or interesting. However, not all that long ago Edward Gibbon
based his masterwork The Rise and Fall of the Roman Empire on this mythic cycle.

Imprisonment and Escape

The people live in a place or state in which they cannot reach their potential. It may be a boring place,
without light or food or the delights of life, which they leave for excitement. It may be an animal
paradise from which they are expelled once they become intelligent. They may leave from curiosity,
fear, or greed, but they find a way to the new world. They exit into the new world through a small hole,
either dropping down from the sky or crawling out of the ground.

Examples

Living with a pack of wolves.
Living in a dark, silent underworld.
Living in a land where they were oppressed.
Living as non-intelligent animals.

Borders of the World

Once they have escaped to the world, the people choose and claim a territory as their home. They
survey the borders of their nation. They establish a site of worship in the center of the territory, to mark
the center of the world, and then conquer and civilize the land around it. This may require a divine
being's help, warfare, or the land may be free for the taking. Often this culminates with the
establishment of a capital city in the center of the territory. This land is the world, and outside it is
chaos, the home of chaos demons and non-humans.

Examples

Survey and mark the borders of the land.
The god walks the extent of the land, marks it.
The god gives "everything you can see" from the top of a mountain.
Build a city.

Empire, Degeneration, and Extinction

In myth, after establishing their identity by claiming territory as their own, nations follow a natural life
path. They expand for some time, until they reach the limits of their power. They may conquer an
empire of many other nations, or they may be conquered and become a piece of an empire. At some
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time they reach the limits of their ability to expand, and then degeneration sets in. Morality declines,
youths no longer follow society's traditional values, and the nation slowly weakens. It may maintain its
wealth and empire for a long time after it loses the drive to expand any more. Eventually the moral
weakness and degeneracy becomes obvious as society falls apart and vigorous young barbarian peoples
who have yet to reach their imperial stage strike at the heart of the empire. Bloated and rotting, the
ancient empire collapses more of its own weight and incompetence than of any single attack. In the
aftermath of this social fall some old citizens may dream of imperial glories long gone, while others
adopt other ways of life, attaching themselves to other societies and adopting their myths and legends.

Signs of National Degeneracy

Loss of religion.
Loss of morality.
Mercenary rather than citizen armies.
Inhuman government.
Children disobey their parents.
Many ghosts.
Evil omens.
Dogs and cats living together.

Heroic Cycle

A hero is an individual who makes a great difference in society, transforming society and self with an
accomplishment of mythic stature. The most common form of the hero's legend borrows its structure
from the initiation of the sacred king, husband of the mother goddess. Dionysus, Osiris, and Orpheus are
mythical analogs of the sacred king. As a matter of fact, in Greek "Hero" refers to one who is sacrificed
to Hera, Zeus' wife and the mother of the gods. Heroes whose stories fit this form include Moses, Jesus,
Muhammad, Heracles, Arthur, and Charlemagne. While the hero is most commonly male, female heroes
can be found in legends and folktales, from Saint Joan of Arc to Sleeping Beauty.

Joseph Campbell advanced the idea of the "Monomyth" in his classic work on hero stories, The Hero with
a Thousand Faces. Broken down to its simplest divisions, the heroic monomyth involves separation,
initiation, and return. First, the hero leaves the familiar world. Then the hero becomes initiated into
divine secrets. Finally, the hero returns to the familiar world with secrets that restore life, love, and
energy to the world. For example, Prometheus climbed to the sky, stole the sun's fire, and returned
with his prize to earth. King Arthur Pendragon was separated from his family and kingship at birth,
came into his power by pulling the sword from the stone, and restored his royal stature by conquering
the Saxons. Both these legendary figures reflect the monomyth. We will divide Campbell's three basic
sections into several paragraphs each, which describe finer gradations in the form of the heroic cycle.

Separation

Supernatural or Mysterious Origin

The parentage of the young hero may be uncertain. Most commonly, the hero is fathered by a disguised
god or some other supernatural figure upon a virgin mother.

Portents at Birth

Cosmic omens, a bright new star, a comet, terrible storms, prolific harvests, announce the hero's birth.
Unusual visitors, wise men or women, priests, wizards, fairy godmothers or godfathers, visit the infant
and confirm his heroic stature.
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Perils Menace Infancy

Perils menace the life of the young hero: A snake in the crib; a cruel autocrat's plan to exterminate
newborns; abandonment in the wilderness; adoption by wild animals; etc.

Refusal of the Call

Sometimes a possible hero refuses to pay attention to his destiny as a hero, and hides away. In general
this makes things get even worse. Whatever the terrible situation that requires a hero, the hero's call
becomes even more desperate. If the hero finally accepts the call then things may still turn out well, but
if he continues to resist tragedy will follow.

Supernatural Aid

The young hero makes friends in the most unusual places. Somehow he befriends someone who gifts him
with an item or a secret that in his hands can make his later initiation a sure thing.

The Crossing of the First Threshold

The young hero finally leaves home. The heroes of fairy tales often are the last children left at home.
Either they have no desire to become heroes, or the parents, alarmed by the portents at the hero's birth,
try to protect the hero by keeping him safe and at home.

The Passage Into Darkness

The young hero journeys into danger. At this time he realizes both the intolerable situation that must be
righted and the beginnings of his power to right it.

Initiation

Distant Wandering

The nascent hero wanders far afield while finishing his initiation into many different mysteries.
Alchemically he combines the secrets he learns into a new mixture, evolving a new mystery which is
uniquely his own.

The Road of Trials

The hero wanders through the world overcoming all manner of challenges. Dangerous monsters, sublime
riddles, mind-blasting knowledge, and feats of incredible athleticism do not faze the hero. Contact with
the divine is dangerous, and only the well practiced hero can survive it.

The Meeting with the Goddess

The hero meets the earth goddess, who may be a beautiful maiden, a bountiful matron, or a wizened
hag. She is a mother-figure to the hero. She is wise and instructs the hero in secrets that may allow him
to survive her husband's tests.

Woman as the Temptress

Sometimes the hero meets with a woman who wants him to fail. She attempts to lead him off his path.
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She will be beautiful. She may be actively evil or merely foolish.

Atonement with the Father

The hero meets the sky god, who may be a sinewy youth, giant, muscular man of full growth, a wise
elder, or any sort of man. The sky god is a father figure for the hero, and puts the hero through tests
that are sure to kill any normal mortal, but through luck, skill, or strength the hero overcomes all the
challenges, and is accepted as his father's son.

Apotheosis

The hero becomes divine. The powers inherent in him from his divine father lead him to breeze past
further challenges. A light shines from him. His charisma makes everyone love him.

The Ultimate Boon

Finally the hero receives the boon that he went searching for. The boon will be able to reverse the
infertility, lack of energy, and poor spirits that blight the lands. It will bring fertility, the principle of
growth, energy, and divine grace to the land. It is a thing most devoutly to be wished for. It is the holy
grail, the sacred fire of the sun, the immortality potion, the secret of healing.

Return

Refusal of the Return

Sometimes the hero refuses to return from the divine land to everyday life. Alternately, perhaps he
refuses to use his gift wisely, like Phaeton driving his father's chariot all over the sky until Zeus had to
kill him in order to save the world from burning up. As is the case whenever the hero resists destiny the
results of this can be tragic indeed.

The Magic Flight

The hero flies out of the divine land with magical pursuit close on his tail. He may be saved by gifts given
him by the guide or earth goddess figures, or through his boon, or even his own cleverness.

Rescue From Without

Sometimes the hero cannot escape from the otherworld on his own. He must be rescued by assistants.

Crossing the Return Threshold

The hero who returns from the otherworld, boon in hand, is obviously divine. He shines with sacred
power. Even his touch of his hand is dangerous. His voice is persuasive, his appearance is beautiful to
behold.

Magical Contest

At the height of his power the hero opposes and by opposing ends the intolerable situation that forced
him to be a hero. This may be a natural phenomenon such as drought or the reign of a tyrant. By his
actions the hero brings energy, love, life, and growth back into the world.
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Trial or Persecution

After achieving the goal that has shaped his life, the hero is persecuted. He may earn it with his own
pride and hubris, for instance by becoming a new tyrant as bad as the one he deposed, or it may be
undeserved prosecution by jealous enemies.

Last Scene

In a set piece, the hero bids farewell to his friends and students. The hero knows he is going to die and
charges his companions with tasks that he wanted to complete but knows he cannot. He also charges
them with the task of spreading the mysteries revealed through his initiation and wanderings.

Violent or Mysterious Death

The hero dies in battle or in some mysterious manner. If he doesn't die in warfare he may simply
disappear, ascend into the sky, descend into the earth, or be executed through the machinations of
persecutors. He may be torn apart by wild animals or violent ecstatics, as with Orpheus and Dionysos.

Resurrection or Ascension

After his death or disappearance the hero becomes fully divine. Now he can appear to acquaintances as a
spirit, or he can be reached through worship. The hero is now a sacred, divine being.

Examples

Here are a few example myths and legends that help demonstrate the way that the patterns work.

The Maori Myth of the World's Creation

The Maori are a tribal people who live in New Guinea, which is near the west coast of Australia. The
following example is a Maori myth of the creation of the world. Io is the Maori name for the creator of
the world and the universe.

Io dwelt within the breathing-space of immensity.

The Universe was in darkness, with water everywhere.

There was no glimmer of dawn, no clearness, no light.

And he began by saying these words,---

That He might cease remaining inactive:

´Darkness become a light-possessing darkness.'

And at once light appeared.

(He) then repeated those self-same words in this manner.

That He might cease becoming inactive:

´Light, become a darkness-possessing light.'
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And again an intense darkness supervened.

Then a third time He spake saying:

´Let there be one darkness above,

Let there be one darkness below.

.................................

Let there be one light above,

Let there be one light below.

.................................

A dominion of light,

A bright light.'

And now a great light prevailed.

(Io) then looked to the waters which compassed him about, and spake a fourth time, saying:

´Ye waters of Tai-kama, be ye separate.

Heaven be formed.' Then the sky became suspended.

´Bring forth though Tupua-horo-nuku.'

And at once the moving earth lay stretched abroad.

Hare Hongi, ´A Maori Cosmogony,' Journal of the Polynesian Society, XVI (1907), pp. 113-14

Io, the Maori Creator, created the world as a way of freeing Himself from His own inactivity, which was
shackling Him, binding Him. Not only was the world a gift to the people who followed, but so were His
words. In the process of world creation He spoke several formulaic sayings which became key pieces of
every Maori ritual. These sayings would be used to quicken a barren womb, to begin a new settlement,
before planting a new field, and in other instances of creation. The Maori priests recited them from
memory by formula:

The ancient and original sayings.

The ancient and original words.

The ancient and original cosmic wisdom (wananga).

Which caused growth from the void,

The limitless space-filling void,

As witness the tidal-waters,

The evolved heaven,

The birth-given evolved earth.

Ibid.
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The Birth of Huitzilopochtli, the Aztec War God

Here's an example of a sacred story that exhibits many of the features of myths and legends. It is a story
from Aztec tradition that describes the birth of Huitzilopochtli, the Aztec god of war, and his first battle,
which set the mythic pattern for Aztec warfare and also for his worship.

This is a story of Coatlicue, the Lady of the Serpent Skirt, her son Huitzilopochtli, and her four hundred
ungrateful children.

One day long ago on Coatepec, the Serpent Mountain, Coatlicue, the mother of the gods, was sweeping
out the temple. A beautiful cluster of feathers fell from the sky onto her. Charmed by the windblown
treasure she put it in her bosom. Later, she noticed it had disappeared, and at the same time realized
she was with child.

When her children, the four hundred southerners or centzon huitznahua, heard the news they were
frightened and very angry. Coyolxauhqui, the warrior sister, incited them against their mother.
Coyolxauhqui said they must kill their mother before she bore a child of the sky, a god who would kill
them all. Alarmed, the four hundred southerners distributed their armaments, their armor of paper,
their sharp pointed arrows, their nettles and lances. They assembled in ranks, and led by the fierce
warrior Coyolxauhqui, they marched to make war on the Serpent Mountain.

Coatlicue saw their advance and was frightened. And a voice spoke from her womb, saying "have no
fear, already I know what I must do."

The army, led by Coyolxauhqui, charged the mountaintop. As they were in the fury of their attack,
poised to destroy their mother, the god Huitzilopochtli leaped from his mother's womb, full grown and
dressed as a warrior, and opposed his brothers and sisters in battle. He seized a serpent of fire in one
hand, charged his sister Coyolxauhqui, and beheaded her at the first stroke. He kicked her body and she
went crashing down the mountainside, her body falling to pieces on the way down. Her body separated
into many parts, legs, arms, torso, liver, head, hands, heart, feet. The four hundred southerners were
afraid.

Then Huitzilopochtli turned upon them. He was in a fierce rage and he attacked his siblings. He drove
them down the mountain, humiliated them, utterly destroyed them. At the end of the day only the
young god was left. Huitzilopochtli had annihilated the four hundred southerners. He was the
conquering god, drenched in the blood of his enemies.

That is the story of the birth of Huitzilopochtli on the serpent mountain, Coatepec.

This bloodthirsty story operates on several levels. First of all, it's a gripping tale that explains the
personality that Aztecs perceive in warfare. The story of the birth of the god of war demonstrates how
war was invented, how it was created and defined by the god of war, the most proficient killer of all
time. Secondly, it is also a legend with historical roots. Ancient Aztec records mention a key battle at a
mountain called Coatepec in which a leader named Huitzilopochtli fought and beheaded an enemy
woman warrior named Coyolxauhqui. Third, the Aztecs called their main temple Coatepec, El Templo
Mayor. The structure of the mountain in this story, with the temple on top of serpent mountain, and
Coyolxauhqui who is beheaded on the top yet rolls to the bottom, explain the structure of Aztec
temples, which are step pyramids built in the form of mountains, and the ritual uses of the temple. At
the top of the steps are the twin temples, one to Tlaloc the rain god and one to Huitzilopochtli. There
are twin statues of serpents at the top of the stairs. At the bottom of the stairs is a carving of a
dismembered Coyolxauhqui. Fourth, the story has astronomical significance, representing the sun as it
rises over the sacred mountain in the morning, killing the moon and the four hundred stars. Fifth, this
cosmic victory is represented as a battle and a sacrifice, which shows that the world is violent. The
natural way as dictated by the gods and the cosmos is to make war and sacrifice. Sixth, Huitzilopochtli's
annihilation of the enemy explains the proper rituals to perform after victory in war. The enemy must be
brought to the temple and sacrificed at the top and all over--down the steps, around the base, in the
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temple doorway, everywhere. The righteous warrior is covered in blood at the end of the conflict, the
blood of his enemies and also his own blood, for bleeding is another facet of Aztec religion.

There are other nuggets of truth hidden in the story, details of Aztec dress such as their love for
beautiful feathers, the importance of mountains to Aztec life, the mother sweeping the temple at the
beginning.

Even though we might doubt that things in this story occurred exactly as described, it's equally obvious
that it vibrates on multiple levels with Truth about the Aztec world and soul. Truth, to a religious
person, is not a petty adherence to strictly provable fact. Truth is more than that, much more. Truth
reveals something about the world, something that cannot be revealed in another way. It is a unique
statement, a definition. It is poetry, and to those who listen it is as inevitable and awe-inspiring as a
hurricane. Truth sweeps aside everything in its path. Truth is power and beauty.

One of the last visions Hernan Cortes' Spanish forces had of the Templo Mayor, Coatepec, before they
besieged and conquered the capital city of Tenochtitlan, was the Aztec priests' last-minute sacrifice of
several captured Spanish soldiers. The captives were marched up the steps of Coatepec, made to hold
feathers like swords in their hands and dance before the statue of Huitzilopochtli, then were quickly
placed on a narrow altar and sacrificed. Those watching may have hoped for a miracle like the one that
saved Isaac from Abraham's sacrificial knife in 22 Genesis, but no such thing appeared. The priests sawed
open the chests of the Spanish sacrifices and snatched their still-beating hearts into the sunlight, then
the priests decapitated the bodies and kicked them down the steps of the temple. Those waiting below
dismembered the corpses, completing the ritual which re-enacted Huitzilopochtli's victory over the four
hundred southerners. Massively outnumbered, the horrified Spanish fled before they could be taken. They
returned in an unassailable force and took the city.

The Aztecs hoped their sacrifice would let Huitzilopochtli's prowess flow into them so they could fight off
the Spanish. But their sacrifice was ineffective, too late, too little, or it fell on deaf ears. The god did
not answer. The sacrifice was impotent and its memory aroused righteous rage in the Spanish, and soon
Cortes' army took the Aztec empire's capital.

Hernan Cortes' Spanish would have agreed that the myth that told the story of Huitzilopochtli's birth was
accurate. It told the truth about what would happen in Tenochtitlan. It shaped Aztec behavior and
culture, specifically that of war and the capital of the empire. The story was sacred and powerful. To
the Spanish it was a nightmare, a horrible dream which turned their own myths upside down and recalled
the furnaces of Molech in Canaan which Moses warned against in the Bible. To the Aztecs the story was
Sacred Truth.

It is even possible to understand the actions of the Aztecs, if not to empathize with them. You may
recoil from the blood sacrifice of another human being, but if you believed what they believed would you
have done any differently? If you can see why the Aztecs behaved as they did then you have begun to
understand the power of myth to shape human lives, and the power of religion.

Mundane and Sacred Storytelling

Common folktales told for amusement are told at any time. They can be told during fieldwork, while
washing or hunting, or on long trips. They are most commonly told at night, around the fire, and people
often compete to tell stories in the most fancy and embroidered way possible. Everybody owns the
common folktales, just as anybody who can remember a joke owns it and can repeat it.

Sacred stories, on the other hand, are only told at certain times. They may be kept to a single season
such as winter, the season for religious instruction. They may only be told in small groups, by the men
apart from women and children, or by women apart from men and children. Sacred stories are true and
are thus told in a uniform manner. Consistency is important. They don't change from one telling to the
next. Religious specialists keep the stories until they are ready to pass them on to a younger man or
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woman.

In a culture in which religious truths are passed down orally, in narrated stories, the elders and other
religious specialists tell the stories. For example, the Celts had a specialist religious caste, the bards, to
tell these stories, just as they had another religious caste, the druids, to perform rituals and sacrifices. It
was forbidden to write sacred stories down, and that is how the Celtic priesthood retained its monopoly
on the definition of what is sacred.

In a religion that is written down in everyday language anybody can read the sacred scripts. The stories
themselves are not restricted to religious specialists. Interpretation of the stories, on the other hand, is
a privilege reserved for religious specialists. Ordinary believers are prohibited from interpreting sacred
writings. That task is confined to the priesthood.

The Mythopoet's Struggle

Websters' Dictionary defines a Mythopoet as a mythmaker, one who produces myths, one who encourages
the creation of myths. Those who serve as GameMaster for various roleplaying games are, without
question, Mythopoets.

Given our thesis that Myth is an understanding reached by a culture and expressed by an individual, you
may wonder how you can think of anything that resonates with the same sort of power and truth as
Myth?

Start by creating the world and universe. Put emptiness, creator, creation, judgment, and cataclysm
together. Create a cosmic myth cycle. This will serve as the pattern for other myths and legends. Follow
the cosmic cycle when you record other myths. Eventually you can use this cycle and other mythic
variants of it to steer the action of your campaign. You will not have to force this, actions will copy the
patterns of myth and legend on their own. Once you and the players know the patterns of myth and
legend they will understand what works and what doesn't, and your campaign will naturally follow the
path blazed by your invented myths and legends.

Every construction or fabrication has the cosmogony as paradigmatic model.

Mircea Eliade, The Sacred and the Profane

Once you create the world in myth, you have a foundation upon which to build the rest of myth for your
religion. The origin of the people follows the same pattern. If the universe came from darkness, then
darkness figures in the origin of the people. If the world was made from paper clips they had better have
something to do with the tribe's origin. The creation of the world is also an important pattern for all the
rituals in your invented religion. Whatever process created the world will be the same process that is
used to initiate persons into the culture. For example, in the beginning of Genesis God separates the
earth from the waters, thereby giving birth to the world. John's ritual of baptism, adopted by the
Christian church, reflected this cosmic myth of a world newborn from the depths and made it personal.

Mythic Questing

We've already put forward the idea that somewhere, somewhen outside of the stream of sequential time,
there is or was a place known as the Mythic Realm. Divine beings live there: the sacred gods. They live
out their stories and their tales are reflected in our rituals and in our lives every year, every month,
every day.

It's possible to set up your campaign so that the influence goes both ways. Not only does the Mythic
Realm and the wheel of myth stamp its features into the sequential time of our lives, but our lives can
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affect the form of myth. For adventurous and brave individuals can explore the Mythic Realm.

What happens when a myth can be visited? What about changing it?

Ritual

Ritual is the most common way of interacting with myth. Through ritual participants perform the very
same actions that the gods performed in the Mythic Realm. Through this repetition they strengthen the
god's hold on them and on the world, and they also reinforce the god's actions in the mythic world.
Rituals strengthen the god's mythic self through repetition. This is a kind of worship that sends primal
flux to the gods. Divinities love it when mortals worship them this way, for this gives them primal flux
and it also reinforces their identity, it strengthens them.

This faithful repetition of divine models has a two-fold result: (1) by imitating the gods, man remains in
the sacred, hence in reality; (2) by the continuous reactualization of paradigmatic divine gestures, the
world is sanctified. Men's religious behavior contributes to maintaining the sanctity of the world.

Mircea Eliade, The Sacred and the Profane

Sometimes worshippers diverge from the official rituals. They change a detail here, a movement there,
and reinforce a course of action that the divinity did not originally pursue. If rituals can strengthen the
god's mythic forms, then rituals are also capable of changing their forms. Divergent rituals have the
effect of creating slightly different gods and myths. They open up the possibilities for the gods. This only
has a minor effect in the short term, but after a while such ritual divergence can propagate among the
myths that are sources for ritual. The myths themselves can change with time, to fit the altered mythic
realm.

Bold Action in the Mythic Realm

If slight changes in ritual can bring about mythic changes over a long time, then boldly conceived and
executed rituals may be able to make changes in the mythic realm much more quickly. This is what we
call the Mythic Quest, a free exploration of the mythic realm with the intent to claim and exploit it much
as explorers do with any new territory.

The myths of mortal religions are enacted in countless variations throughout the infinite mythic realm.
Wanderers in these lands will encounter their gods in many stories, some familiar, some just slightly
"off," and some totally unknown. Many of these unfamiliar stories will be secrets for one religious sect or
another, and it is unlikely for those who don't know the stories to be able to safely interact with them.

Dangers of the Mythic Quest

Mortals who can find their way to the mythic realm through rituals skillfully performed, or other means
of conveyance, can become part of myth. They can enter the immortal stories of myth, participate in
the divine quests that created the world, find divine artifacts, and interact with divine beings.
Unfortunately the natural laws in the mythic realm differ greatly from natural law in our world. One
common difference is death, which operates differently or doesn't exist at all for many dwellers in the
mythic realm. For instance, many divine beings don't die permanently when they are slaughtered and
their flesh eaten. They can be restored to life easily by piling their bones together and covering the
bones with their skin. This trick doesn't work with mortals, which is too bad for mortal visitors to the
mythic realm who promise to feed certain gluttonous divinities. There are plenty of other differences
between our world and the mythic realm. Read a few myths of any sort for more examples.
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Divinities
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The One and the Many
Immanent or Transcendental
Manifest forms

Habitat God
Elemental God
Anthropomorphic God
Gods of Emotion
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Abstract Gods

Divine Interrelations
Ancestor Worship
Pantheism
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Henotheism
Dualism
Monotheism
Duotheism
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Religion Without Gods
Philosophy
Science
The Divine Self

Compartmentalized Religion

Most humans believe in something powerful, important, meaningful, beyond physical matter, more than
human, something divine. The divine dictates meaning, morality, and ethics. Its essence is power. The
divine manifestation is that which is sacred, holy, sublime, numinous, heavenly, transcendental,
celestial, ineffable, creative; the divine is the pattern for everything that exists. People see evidence of
divinity in the endless reaches of interstellar space, a lover's eye, the harmony and melody and rhythm
of music, or in their own heart, in a dream, in other people, in money, or in any uniquely beautiful and
pleasurable thing. The divine can manifest itself in many forms, both intelligent and not so intelligent
ones. However, manifestations of divinity are united by the way that they draw an emotional reaction
from people.

People have discovered a divine essence almost everywhere they looked. The sun, moon, earth, rivers,
oceans and clouds have been divine. Humans found gods in rocks and wells, hillocks and caves, trees and
mushrooms, in the spring planting, the fall harvest, in the cold of winter and the baking heat of summer,
in the desert, mountain, arctic plain, and the steppe. Gods have stood for human preoccupations and
emotions, lust, anger, laughter, even for emotions we no longer recognize, such as melancholy. Gods
have symbolized abstract concepts such as separation, love, craft, and community.

On the other hand The Primal Order is straightforward in its definition of a deity. A deity is a being with
a soul composed of primal base. Its soul, its center, its will is primal base; its body is made of primal
flux and matter held together by its will. A god is immortal unless destroyed by the violent actions of
other gods. A god may wield primal power, and a non-god may not (as with all rules, there are
exceptions to this).
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But this book is about mortals, not about the gods. It looks at things from the perspective of an educated
believer, not from wide-eyed rustic naivete, and not from atheistic cynicism. What is the truth about the
gods? How can we find our course between the mathematically precise yet emotionally empty definition
of the gods as the guys with the primal flux and the belief that a god lurks under every rock and behind
every stem of grass?

Sacred Narrative revealed that the Truth about the Divine is to be found in Myth and Legend. Mythic and
legendary truth is unique for each religion, but it follows a universal pattern. Let's explore this pattern.

Choices to Make

When designing a campaign world you have quite a few choices to make about the divine entities in it.
These can be confusing and the results of various choices might not be obvious. Hopefully with this
chapter we can help clear up some of this likely confusion and help make the choices a fun part of
campaign design, rather than a baffling, random decision.

The One and the Many

Some religions, the monotheistic ones, teach that there is a single divine presence. The goal of believers
in such a religion is to join the divinity by worshipping it perfectly, and eventually by submerging their
personalities into the superior existence of the divinity.

There is a fundamental difference between religions that recognize a single divine essence and those
that recognize many pieces of the divine essence.

Immanent or Transcendental

Some campaign worlds will be designed so that the gods may act personally. These gods have bodies.
They have game values. You can fill out a character sheet for them, as you can for any other character.
Such gods are Immanent. Their existence is immediate and proof of it is simple.

"Yes Aurelia is real, as real as you. How can I doubt her? I saw Aurelia kill the monster right there. That
sacred pond is on the spot where the goddess touched the ground with her spear. The point of her spear
cut the bedrock as if it were paper and a spring of pure water bubbled through the hole. This barren
patch is where she burned the monster's body. That beautiful tree always has flowers. She was standing
on that spot when she became engulfed in light, and when the light dimmed the tree was standing
there with flowers bending the branches almost to the ground."

In other campaign worlds the gods may be cosmic forces rather than individuals. They do not have
standard character sheets. They may control a sphere of activity but are unable to intervene physically in
mortal affairs, forcing them to depend on allies and servants. They may grant powers or even influence
natural events but cannot appear or act in bodily form. Mortals can reach them in dreams and mythic
quests but physical contact is impossible. Such divinities are Transcendental.

One of the first tasks you will have to decide as the designer of campaign religions is whether the gods
are immanent or transcendental. This choice will affect the flavor of your campaign.

Immanent divinities lend themselves to ancient time periods and polytheistic societies. The ancient
Greeks and Egyptians believed in immanent divinities. A campaign world with immanent divinities will
not have many atheists. Proof of the gods is obvious, as are the benefits of worship and patronage.
Worship and religious ritual will be commonplace. In addition the obvious nature of divine power will
prompt people to worship all the gods, rather than believing exclusively in one. Some people might
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follow one divinity, obeying the god like a patron, but gods are unable to make sane people believe that
other gods do not exist.

Transcendental divinities lend themselves to medieval time periods and monotheistic societies.
Christianity, Islam, and Judaism are monotheisms that believe in a transcendental divinity. In these
religions God dwells apart from the universe and only exerts Himself in our world through natural
phenomena and mortal actions. Faith is required of mortals who worship a transcendental god. The
existence of the divinity cannot be proved through reason or the senses, so the believer must have faith.
In contrast to immanent divinities, transcendental divinities encourage the development of religions that
acknowledge a limited number of divinities. In a campaign with only transcendental divinities most
religions will be monotheistic, dualistic, or duotheistic. Atheism may be common, especially among city
dwellers, as will be missionary activity among non-believers.

It's also possible to mix immanent and transcendental divinities in your campaign. This allows traditional
pagan polytheistic religion and Judeo-Christian style monotheism to coexist in your campaign. Or, instead
of mixing immanent and transcendental divinities on the same plane, you might state that gods are
transcendental in the mortal world but immanent somewhere else. The gods live in some other world.
The Primal Order calls this a non-intervention plane. The mortal world is a non-intervention plane
where divinities can't come for some reason, but the divinities rule their own worlds or planes, which
exist someplace else.

Manifest forms

What is the "body" of a divinity?

A divine presence can manifest itself in many different forms. Believers see gods in many things, in rocks
and wells and trees, strong men and beautiful women, in thunder, rain, and summer sun. The gods are
not restricted to one form or set of forms. They can manifest as anything they like. The Greek gods often
manifest themselves in human shape, but they can appear in other forms if they like. Zeus appeared as a
swan and a shower of gold in addition to his usual appearance as a strong, distinguished gentleman of
middle age. In addition he could choose whether or not to display his glorious divine nimbus, which
would instantly blind mortals and drive them mad.

Habitat God

The Habitat God is actually the world in which we live. He or she is also the alternate reality that we
can visit in dreams and mythic quests.

Belief in an alternate reality is one of the universals of religious experience. Religious people have long
visited it in dreams and visions and religious trance. Modern scientists may have trouble accepting it for
lack of empirical proof, but it is a social fact. Cultures and societies have made it apparent throughout
history that they took the existence of an alternate reality for granted. Depending on who is doing the
naming, this alternate reality is called otherworld, underworld, supernatural world, heaven, hell, astral
plane, ethereal plane, spirit world, and so on.

The alternate reality is right here, right now. It intersects our ordinary reality everywhere. But you can't
see it while we're also looking at the mundane world. If you have ever seen one of those pictures in
which the image changes depending on the angle at which you view it you will know what this alternate
reality is like. If you look at it one way it's a happy face. From another direction it's a political ad. The
alternate reality may be reached in a religious experience, such as a trance, a vision, or some lucid
dreams. Every culture seems to have their own version of the alternate reality, so that you share an
alternate reality with other people who think like you. The main difference between the alternate reality
and ordinary dreams, as attested by religious people who have been to the otherworld, is that dreams
are fragmentary, incomplete and confusing, but the alternate reality is real. It is solid. The alternate
reality is memorable. Unlike the land of dreams you won't forget it after a visit.
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In many societies this alternate reality is believed to be the dwelling place of the gods and ancestors and
other, minor beings. In the belief systems of hunter-gatherer peoples the alternate reality is a divine
presence. This divinity is the otherworldly version of the habitat. In the mythology of people living in a
forest, this divinity is the forest. The forest is magical, alive. Every plant and animal, ranging from the
smallest flowers to the largest predators, from orchid to jaguar to monkey, all things are a part of the
same divine presence. Through the intermediation of the divine habitat all things in the forest have a
covenant with each other. The hunter passes through the forest and asks the branches where to find
game, and the branches answer.

For simplicity's sake, let's designate the divine habitat by making it a proper noun, capitalizing it to
Habitat. The divine center of the forest is Forest. The divine center of the desert is Desert. Ocean, the
god, lives in the middle of the habitat called Ocean. By treating it as a proper name, we can begin to
understand how hunter-gatherers view their world. To them, the world is alive.

The Desert has dominion over the desert, but more than having power in the desert, this divine entity is
the desert. Undulating dunes compose its body. Its anger is the sandstorm. Its moods are weather
patterns and natural phenomena. Every plant and animal that dwells in the desert is a part of It. Every
mortal who dwells in the desert must join It or be alone. The Desert is itself a completely magical
environment.

The Habitat is a prodigious shapechanger. It can take on any or all of the characteristics of anything
within its own domain. It can be a woman, a child, a man. It can be beautiful or ugly. It can be a ray of
light piercing the forest roof, sudden rainfall in the desert, or a sudden fire ignited by lightning. It can
be a lily or a mushroom. It can be a grizzly bear or a cobra. It can be anything within its domain.

The Habitat may act in a self-aware, intelligent fashion, or it may react automatically, like an animal or
the weather. Some people believe that deities are self-aware, others believe they are not. This is
something that you can decide for your own campaign. Do you want the gods to order their own affairs
rationally, to rule wisely and conserve their power, or do you want them to act as they must? Do fate
and their own nature control them, or do they have free will? Make your decision, but don't worry too
much. You can always change your mind later. The gods should act strangely. They should not be
predictable. That is a given. However, unless the players actually roleplay on the level of the gods they
should never be able to tell whether the gods behave strangely because they are crazy, idiotic, ruled by
fate, or if they act eccentric because they are so much more intelligent than we are that all their
reasoning is incomprehensible to us.

In the interior between Ungava Bay and Hudson's Bay is a distant country where no Indians will go under
any consideration for the following reason. There is a range of big mountains pure white in color
formed neither of snow, ice, nor white rock, but of caribou hair. They are shaped like a house and so
they are known as Caribou House. One man of the Petisigabau band says there are two houses. In this
enormous cavity live thousands upon thousands of caribou under the overlordship of a human being who
is white and dressed in black. Some say there are several of them and they have beards. He is master of
the caribou and will not permit anyone to come within some one hundred and fifty miles of his abode,
the punishment being death. Within his realm the various animals are two or three times their ordinary
size. The few Indians who have approached the region say that the caribou enter and leave their
kingdom each year, passing through a valley between two high mountains about fifteen miles apart. And
it is also asserted that the deer hair on the ground here is several feet in depth, that for miles around
the cast-off antlers on the ground form a layer waist deep, that the caribou paths leading back and
forth there are so deep as to reach a man's waist, and that a young caribou going along in one would be
visible only by its head.

F.G. Speck, Naskapi, The Savage Hunters of the Labrador Peninsula (Norman, OK: University of
Oklahoma Press, 1935), p. 84

Elemental God
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Some gods manifest themselves in natural phenomena and objects within the world. They are elemental
deities. They may be apparent in sunshine, storm, wind, rain, snow, thunder, drought, or plenty. Gods
may confine themselves to a single river, lake, or spring. They may be found in a meadow, or in all the
meadows in the world. They may be found in a boulder, a tree, or a circle of mushrooms.

Anthropomorphic God

Some gods are anthropomorphic. Their guise is that of a mortal, a human or elf or dwarf or baboon or
hobbit or something else. How many races exist in the world of your campaign? The gods may take the
form of any of them. Gods are protean; they are natural shape-changers. Whether traveling among
people or speaking with visionaries in dreams, gods often take a shape that is pleasant and like that of
their worshippers. Among humans a god will manifest as a human. Among elves a god will manifest as an
elf. A god among intelligent yaks will look like an intelligent yak, albeit an exceptionally strong and
handsome one.

Anthropomorphic gods frequently manifest themselves to look like their mortal worshippers, yet change
something to set themselves apart. They may manifest as very tall, very strong, or very beautiful. Some
gods take form with oversized body parts, such as the Venus of Willendorf with her hugely oversized
breasts and buttocks, or Pan with his enormous phallus. The Egyptian gods often set themselves apart
from mortals with the heads of animals. Ra wore the head of a hawk. Thoth wore the head of an ibis. Set
wore a jackal's head.

Gods of Emotion

Some anthropomorphic gods choose to manifest themselves in mortal emotions rather than mortal
shapes. These gods exhibit a truth, raw emotion that is as basic and as important to the schemes of the
world as the natural phenomena which support Elemental Gods. They may embody hate, love, anger,
melancholy, lust, disgust, or any other emotion. For example, Ishtar was the goddess of love in Babylon
and other parts of the fertile crescent, much like Isis and Aphrodite. When her sister Ereshkigal
imprisoned Ishtar in the underworld love went out of the world. Humans ceased to care, animals didn't
reproduce, and plants withered. Only after Ishtar was released could things return to normal. Only by her
absence was her presence known.

Ancestors

The precise nature of existence after death is obscured from normal people, though shamans and mystics
can visit the alternate reality. Stories told by shamans and others who visit and return from the alternate
reality describe it as an otherworld with villages where virtuous and important ancestors dwell. When
they die virtuous people can hope to join the ancestors in the alternate reality. Thus virtuous people can
join the ancestors and continue to interact with their descendants, who offer them respect and worship.

Usually Virtue refers to the qualities that a culture perceives to be useful, not to qualities that we might
see as virtuous. Thus a kleptomaniac belonging to a tribe of thieves would make it to ancestor status
while a generous person who never lied or stole would not. However if you want to change this for your
own campaign you are free to do so. Ancestors may be chosen by criteria that survivors think are
inappropriate. In such a system the kleptomaniac would not become an ancestor, while the truthful
person would. Survivors in such a culture would be unlikely to believe that someone who never lied or
stole could become an ancestor, however, and might think the story was a practical joke then proceed to
treat the new ancestor as if he or she were the thief. What an ironic case of mistaken identity that
would be.

Abstract Gods

Finally, some gods are symbolic. They personify things that are more abstract than emotions and the
elements, things which are only possible within the minds of mortals. They are the force behind a
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philosophical conviction or a way of life. Their guise is that of a way of life or a philosophical conviction.
Whether they manifest as basket-making, artistry, love, the way of the universe, justice, communism, or
an eternal search for Juju Juice, they are the philosophy they espouse. They may in addition take other
forms, but if other forms would conflict with their essential message they might never do so.

Socrates taught that there was an Otherworld, the world of forms. That world was the source of
everything in our world. Each concrete thing in our world was but a pale imitation of the sacred, pure
form that existed in the Otherworld. A chair, for instance, crafted of wood with four legs, cross slats
for support, a seat and a back, was the expression of the original form. In the world of forms existed
the organizing ideas, the forms, for Chair, Table, Rug, Man, Woman, Tree, Horse, and for everything
else with a concrete reality. In addition to these models for concrete items in our world, the
Otherworld contained the forms for Thunder, Darkness, Storm, Wind, Light, River, Ocean, and all
natural phenomena, for emotional states and expressions such as Smile, Shout, Pleasure, Madness,
Anger, and Jealousy, and even for social conventions and roles such as Tradition, Justice, Maidenhood,
the Line of Division, Democracy, Ruling, King, Queen, Janitor, and President. According to Socrates, for
everything that exists in our world there is a sacred, pre-existing, perfect form in the Otherworld by
which it may be judged and to which it may be compared. To trivialize the concept somewhat, the
world of forms is a cosmic dictionary with entries that define anything and everything that exists.

This idea of a world of pre-existing, perfect forms which serve as templates for all items and actions
sounds a lot like our definition for the Realm of Myth. Forms, like the actions of gods in Mythtime,
define the actions which occur within linear time. They define Truth, for anything that matches its
Form is True. The only thing that's missing is the Sacred aspect of the Realm of Myth. Using the
example of myth, we expect the world of forms to be sacred, powerful and active as well as truthful.
However it isn't. The world of forms is identical to the world of myth, with which the Greeks were
already familiar, with one exception. There was no room for sacredness or gods in the world of forms.
The forms sprang into existence without divine hands or wills to shape them. Socrates didn't mention
any gods as he taught the concept, and for this crime, for teaching the youth of Athens his philosophy
which seemed to the elders to be an atheistic mockery of their own beliefs, he was condemned to death
and drank the hemlock.

If Socrates had taught that the world of forms was created through the actions of gods then he would
have merely expressed an idea common to religious Greeks. All things were defined by the gods. In Myth
the gods have assembled a sacred cosmic dictionary which contains the definitions and proper forms for
everything, every object, every emotion, every ritual, every social organization and principle.

Divine Interrelations

How are divinities related to each other? What is divine society like? Do they form families? Do they have
clans? Do they pal around together?

The Divine manifests itself in many forms. It also manifests itself in groupings of gods, and through
oppositions and pairing of the gods imparts a message to believers.

Ancestor Worship

Ancestor worship exists to keep the ancestors happy and to guide people who die to their traditional,
happy place in the afterlife. Almost all religions include ancestor worship in some form or another. When
developing a religion you should assume that some form of ancestor worship is practiced and just decide
how complex and complete it is. Funeral rituals will be a good indication of the complexity and
inclusivity of the cult of ancestors. If funeral rituals are complex and seen as important then there is
some ancestor worship, however it is disguised. If funerals are cursory and simple, then the position of
ancestors is a low one.

In some cultures ancestor status may be a reward for a life lived extraordinarily well, and not something
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that everybody can expect. For example, Saints in the Catholic church are venerated as respected
ancestors, but ordinary people are not, except on occasion by members of their immediate family. Some
unusually good or powerful people may deserve more complex arrangements than others. These are the
people expected to be powerful ancestors. Other, ordinary people may get basic or cursory treatment
and will go to whatever part of the afterlife they can find.

The first task of ancestor worshippers is to perform the correct rituals to convey the spirit of a dead
person to the correct part of the afterlife. This is likely to be a complex funerary ritual. It may take a
few hours, days, or weeks. Some rituals take as much as a year. For example the death of an apparently
healthy Zulu priest would be followed by several weeks in which the villagers took medicines to avert the
evil which took him and a month of mourning for the villagers, with no work or sexual intercourse
allowed. For the great widow (traditional Zulu men marry several women, the eldest of whom is the
great wife) this period of mourning lasts a year. Several purificatory rituals are performed during the
year. At the end of a year the villagers sacrifice an ox and eat it in a ceremonial feast, symbolically
distributing the spirit of the headman throughout the village. Only after an entire year of ritual may the
spirit of the former priest join the other revered ancestors and receive the divine power that makes him
a full-fledged ancestor.

The second task of ancestor worshippers is to worship their ancestors. This may be as simple as the
practice of Chinese peasants who burn sticks of incense before altars representing their ancestors, or as
complex as the Zulu ceremony just above. Symbolically, ancestor worship lends a face and a personality
to a bloodline. It gives life to the family or clan center. It provides a focus for family and clan loyalty
which is clearer, less confusing, and less likely to change than a network of attachments to many
relatives.

In return the ancestors involve themselves in their lives of their descendants. They are positive
presences, both constructive and creative. They give blessings and good fortune to those who please
them. They punish those who wrong or ignore them. The ancestors are wise, and if someone is unlucky or
accursed because of offense given to the ancestors it is believed to be the unlucky person's fault. Where
the ancestors are involved justice received is justice earned.

Pantheism

So-called primitive, archaic, or pre-literate peoples, hunter-gatherers, fisherfolk, and nomadic herders,
have a different conception of the world than do the civilized people who might read this book. By and
large, they see the world as an inherently magical place, and everything in it as alive. Rocks, trees,
animals, all are alive, all think, all are animate. We call this world view Animism, and the closely
related view that all things are divine we call Pantheism. An animistic view of the world sees existence
as a massive cooperative exercise; each and every one of us has a part to play in the ongoing life of the
world. Fruit takes nutrition from the soil and the sunlight and eventually gives the gift of life to an
animal which eats of it. Eventually the animal gives its life so that another animal may survive. All things
are part of this cycle, humans as much as any animal. Eat and be eaten is the law of the world.

Animistic religion is characteristic of people who have not developed classes in their society, who roam
rather than building permanent settlements, and who harvest the world rather than cultivating plants
and animals.

They usually have a conception of a very distant creator God that lives far away in the sky, and probably
doesn't even give a fig about humanity, one way or the other. The creator God is often seen as being
beyond good and evil, a being of unrestrained creativity and destructiveness, such as Shiva who inhales
and devours armies, exhales and imparts life in as many, on and on, every day of the universe's
existence. The ancestors' spirits, on the other hand, are closely connected with the people and very
interested in their welfare. They cannot produce the kind of miracles (thunder, earthquakes, volcanoes,
monsoons) that the creator God can, but their services are very useful, and they can occasionally serve
as intermediaries with more powerful spirits or even with the creator.

Pantheistic religion involves one god, who created (our part of) the world, and who is the living spirit of
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the world. Pantheist religion often includes shamans as the primary religious specialists. Shamans are the
ones who actually travel to the Otherworld to visit and obtain blessings from the god of the habitat. The
god would probably look like a powerful animal in the habitat or a chief or powerful warrior. It would be
a Habitat divinity. See above for more on this matter.

Polytheism

Typical of much agriculturist religion, polytheism sees the world as an inimical place where mortals are
forced to work long and hard so they may survive. The gods control the powers of nature, such as rain,
storm, and sun, and natural processes such as birth, growth, and death. Polytheistic religion involves
many gods, and most worshippers worship all of them. When they have a problem they will beg a blessing
of the god most appropriate to their goals. Because each year brings new problems, polytheists think it's
a good idea to stay on good terms with all the gods.

Henotheism

When a religion elevates a single god to the position of universal ruler and then brings a number of other
deities under the supreme god's wing, then you have a Henotheism. Whether the supreme god is the
leader of a vastly inferior pantheon of gods, or the supreme god is the only divine spirit allowed to claim
the title of god and all the lesser spirits are called angels and devils and spirits, it is still Henotheist.
Henotheism invariably results from conquest when one people conquers another and absorbs their gods
into subservient or hostile roles in its religion.

Dualism

Typically a civilized development of polytheistic agricultural religion, dualism perceives the world as an
eternal war between the armies of good and evil. We are good; our enemies are evil. The world may
have been created by the Good God, in which case the Evil God tries to tempt people away from the
right path and into a horrifying otherworld. Alternately, if the creation story says that the world was a
creation of the Evil God then the Good God's mission is to purify mortal spirits, to allow them to loosen
their divine spark from the dross mortal existence, so they can win their release from the cruel, evil
world. Generally the god of good rules the sun, rain, life, healing, love, and birth, while the god of evil
reigns over the dark earth, storms, disease, strife, and death.

Monotheism

Typical of the religion of pastoral nomads, and almost always patriarchal in outlook, monotheism sees
the world as a competition for scarce resources between the tribe and all others, who are evil and
outsiders. The patron god of the tribe is jealous of other gods and does not allow his people to worship
them. The origin myths reveal that the patron god also created the world and the tribe, while other
people, and the universe outside the boundaries of the world proper, were created by demons or
tricksters.

In a nomadic society, the patron god claims only one tribe. But if nomads settle into agriculture or city
dwelling they may lose their old religion. If they retain their religion it is because their tribal god is
everybody's god, the only god for the whole world. Such a universal monotheism requires evangelical
behavior such as missions and crusades from believers, and it is also likely to eventually evolve into
Henotheism as the religion takes in converts and absorbs some of the features of Polytheistic and
Pantheistic religions.

Duotheism

A mixture of pantheism and dualism, duotheism posits the existence of two opposing gods, who work
both together and against one another, and who are also part of one another. Together they rule the
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entire world: One is male and one female; one is the sun and one the moon; one is multiple and the
other, solitary; one is active and one passive; and so on. Duotheist gods might be represented as a two-
faced being, or by the moon or another symbol of constant change.

[need picture of yin-yang symbol]

EXAMPLE: Probably the best known example of this kind of mutually dependent relation is the Taoist idea
of yin and yang. According to Chinese tradition, Yin represents the female portion of creation, passive,
dark, evil, and weak, and Yang represents the male portion of creation, active, light, good, and strong.
[Can you tell that traditional Chinese culture prefers men to women?] The symbol shows that the two
"fish" together make up one concept. They are joined, indivisible, not separate. Also, each fish contains
a small bit of its opposite, there's a white (yang) eye in the black (yin) fish and a black (yin) eye in the
white (yang) fish. This symbolizes that yin and yang are not completely opposed, they encompass each
other.

Atheism

The typical result of city dweller religious cynicism, atheism takes the stance that there are no gods to
work for or against mortal interests. According to atheism gods are neither immanent nor transcendental,
they are imaginary and irrelevant. Everything that happens can be explained by natural forces that
mortals can explain and eventually control. Anything that can't be understood is the result of coincidence
or luck.

Religion Without Gods

Can you have a religion without gods? I think you cannot. Religion is handed down from the gods.
Religion requires the gods, and they require religion. People who claim that religions exist without the
gods forget something. They forget that the gods are not mortals, that the gods may manifest many
different ways. A god may manifest itself as a philosophy. There is nothing to stop it. If a god wanted to
manifest itself as Baseball, Motherhood, Apple Pie, and the American Way there's no reason it can't. If
such a manifestation is consistent with divine goals then a god could and would. There would be no way
for a mortal to detect the presence or absence of a god behind a concept.

Many people define religion as a set of beliefs that are held strongly. For instance, people may say of a
woman who enjoys regular exercise at a gymnasium that "exercise is her religion." Does this mean that
she worships her barbells? No. Does she pray to the mat? No again. Does she want to be more like her
quadriceps? Yet again, no. Does she see the gym as something alien, other, spiritually important? For the
last time, no. All these "no's" indicate that she does not worship exercise. It is not her religion. On the
other hand, if she did find spiritual solace in exercise, if the other people working out symbolized divine
perfection, if she frequently invoked a spiritual presence to help her finish her workout, then this could
be a religion. Religion requires more than strongly held beliefs. It requires a spiritual component.

Philosophy

In Greek Philosophy literally means the "love of knowledge." Philosophy is a technique for searching out
the truthful face behind the universal facade. It searches for meaning in the cosmos. It searches for the
purpose of human life, much as does religion. The difference between religion and philosophy is that
philosophy does not acknowledge a divine portion of the universe, and it does not prescribe rituals. In a
philosophical system Truth is discovered by intelligent exploration rather than revealed by a divine
entity, and right action is determined by individual choice rather than divine proclamation.

The big question about philosophies tailored for characters in roleplaying campaigns is this: Is the belief
system divinely inspired and powered or not? A belief system that has no special power to it does not
require a divine agent to power it. A belief system that has power to it does require a divine source of
power.
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In the land of Burmark a powerful group called the Sisterhood of Virtue. The Sisterhood refuses to
acknowledge a god by name. That is one of their core beliefs. They believe that one can attain
perfection through a sort of pseudo-inaction, yielding to a flow that guides them, fulfilling their needs
but never acting self-consciously. They call this the Flow, and revere it as a superior way of thinking
and behaving. Does the Flow give them abilities that normal people do not have? Are the plans of those
who would oppose them inhibited by the Flow? The designer of Burmark must decide on the effects of
their belief in the Flow.

If the designer chooses to give those who follow the Flow major advantages over others or unique
magical powers then I'd expect a divinity behind the Flow. This divinity might be all but unknown as the
force behind the Flow, or it might be entirely secret, but it supports the Flow. The benefits might work
out to as little as a small bonus in certain actions or as much as total invincibility in war.

If the designer chooses to give those who follow the Flow no benefits or very minor ones, then the Flow
would have no divine source of power. If they receive no bonuses to actions or a very small bonus then
that can easily be explained by their superior concentration. The benefits of concentration vary from
campaign to campaign. If the benefits of the Flow are easily explained with superior concentration then
there is no need to back it with a divine source of power.

Science

Science is often held up as the opposite of religion. It is rational where religion is mystical. It is accreted
knowledge, not revealed. The scientific method states nothing in absolutes. Proof is the criterion, not
truth. Only falseness can be proven, never truth. Seen in this light science is indeed different from
religion. It is a technique to help people refine their skills to do things. However, religion is not a
technique. Religion is a way of life, it is a complex of beliefs that govern our relationship with the
world. Religion and the scientific method are two completely different things. But what about scientists?
Scientists, dressed in their white lab coats, making proclamations about the Big Bang that announced the
creation of the universe, begging the question of what created the Big Bang, aren't they the equivalent
of medieval priests arguing over how many angels could dance on the head of a pin? Scientists rule over
issues of life and death from cloning and test tube babies to research on the atom bomb and germ
warfare. Scientists have shown that bodies traveling through the air obey the laws of conservation of
momentum and gravity, and in fact they are not propelled by air spirits pushing them along. We take the
statements of scientists as if they were holy writ. Scientific studies on the genetic origin of
homosexuality, on the beginnings of consciousness, on the nature of suffering in a coma, these things are
heard by people outside the laboratory and they are believed with the same acceptance and fervor with
which religious truths were believed in ages past. Scientists are priests who see the face of the divine
universe and pass the truth that is thus revealed to those outside the holy laboratory, the lay
worshippers of the religion of science. They inherit the mantles of Pythagorus and Plato, who expounded
on the nature of the universe in ancient Greece. They are directly descended from the magi, the wise
men, the Neo-Platonians of the Darian Empire who compiled the religious arts of Astrology, Alchemy,
Numerology, and Ceremonial Magic in order to better worship Thoth and Hermes Trismegistus.

The Divine Self

Some religions teach that there is a divinity inside every mortal. They say that every man and woman is
a god. Buddhism, for example, posits that the divine presence within every mortal may be brought to the
fore by suppressing thought, by concentrating on stillness and allowing the god within to shed its mortal
shell like a snake sheds its skin--revealing itself in all its divine, spiritual beauty. Buddhists teach that
when the divine self breaks forth it experiences nirvana, nothingness, cessation of all. What does this
have to do with gods? If gods are external entities, how can they be internal? Once again, a divine
presence, a god, is capable of manifesting itself as anything. In this case, we can say that the god has
chosen to manifest itself as the concept of a perfectly clear mind. By concentrating on the divine
manifestation, by worshipping it, drawing near, and finally achieving perfection, the mortal may achieve
union with the divine presence. Whether this is a maturation of the divine presence within the mortal or
the mortal soul invoking the divine presence into it is semantics. It could happen either way. We can
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expect mortals, being proud and occasionally foolish, to be certain that a divine presence lurks within
them. Whether or not this is True is another matter. You'll have to look in Myth for the answers to that.

Compartmentalized Religion

Many people find it easy to compartmentalize religion. They believe one thing today and a different
thing tomorrow. You may find that this tendency to compartmentalize religious beliefs is perfectly fine
in your game world, or that it is unsatisfactory. While realistic this tendency might convey more world-
weary cynicism than many people want to deal with in what is after all a game intended for amusement.
Make your decision based on what you and your players prefer. If you want to change it some time in the
future, that's your prerogative.

Example from the Shoshone Indians of the plains. In the 1800s they followed several different religions
simultaneously, with conflicting myths and beliefs. Their mythology dates from their days as forest
dwellers and features many animals and things not to be found on the plains where they dwell. It
includes a habitat divinity and ancestor and animal spirits. Their religion is based around the worship of
an all-powerful sun god, in typical nomadic fashion. This sun cult disagrees in many particulars with the
myth based religion, and in fact has its own mythology based around the sun god. In addition they
practice peyotism, the worship of the spirit of peyote which grants them visions and miraculous abilities.
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Worship
Righteous Life

Belief Systems
Alignments
Divine Archetypes

Greek Example
Ritual

Purpose
Clean
Talk
Feed

Types of Rituals
Complexity

Personal vs. Domestic vs. Corporate
Morality
Rites of Passage
Unity and Separation

Ritual Rich and Poor
A Warning About Rituals
Sample Rituals

Purification Rituals
Sacrifice

Propitiation
Foundation Sacrifice
Votive Sacrifices
Dedication or Commencement Sacrifices
Closing or Separation Sacrifices
Separation Sacrifice
Royal Horse Sacrifice

Ecstatic Rituals
Divination
Seasonal Rituals

New Year Ritual
Harvest Ritual
Spring Fertility Ritual

Spoken Rituals
Bless
Curse
Oath
Prayer

Divine Ecstasy
Soma Sacrifice

Shamanic Rituals
Shamanic Journey
Shamanic Healing
Psychopomp, Escort of Dead Souls

Possession
Exorcism
Necromancy
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Initiation Rites
Birth
Male Puberty
Female Puberty
Marriage
Shamanic Initiation

Funerary Rituals
Burial or Inhumation

Human Sacrifice
Sacred Kingship
Companion for the Dead
Appeasement
Abandonment of Children
Foundation Sacrifice
Punishment
War
Bloodsports
Cannibalism

Community Rituals
Feast
Parade or Procession
Circular Dance

Worship, v. 1. To treat with the reverence due to merit or worth; to respect; honor. Obs or R. 2. To pay
divine honors to; to reverence with extreme respect and veneration; to perform religious exercises in
honor of; to adore; venerate.

Worship is fairly easy to understand. When something excites our respect and in return we honor it, then
the honor we give may loosely be termed worship. Respect may be earned by strength, beauty, intellect,
spiritual fortitude, good deeds, popularity, or anything which an individual or culture values. Respect
doesn't have anything to do with whether or not we like something. An enemy may be respected, though
hated. Respect is merely an assessment of ability, not necessarily of moral quality. You can use quite a
few words instead of worship if that word seems wrong for the circumstances. For instance, try
veneration if you don't want to "worship" dead people and other entities that are not strictly divine.
Other synonyms include honor, reverence, adoration, glorification, homage, regard, respect, and
devotion.

For our purposes we will divide worship into two general areas, morality and ritual. In their sacred
stories religions recount divine actions and draw morals, or teachings from them. These morals form a
system of morality that shows believers how to be human. Moral behavior counts as worship. Through
moral behavior the world is blessed with the divine presence, and in return the divinity gets stronger in
its alternate reality. Ritual is the other aspect of worship. Ritual consists of various actions modeled on
mythic and legendary acts, the effect of which is to talk to, feed, and clean up for the divine presence.

Righteous Life

No god, no culture hero ever revealed a profane act.

Mircea Eliade, The Sacred and the Profane

Religion places some emphasis on the right beliefs of believers. Right beliefs are those teachings or moral
rules that guide people's lives. They could also be called morality, ethics, or philosophy. Such rules help
the community to stay together. They help people to get along with others, and to know what to expect.
They also bring believers closer to the divine sources of their religion. If a god behaves in a certain way
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in a story that everybody knows, then someone who imitates the god's actions becomes more like the
god, at least for a moment. This kind of imitation or morality serves as worship. Not only do the actions
of the believer bring him or her closer to the divine ideal, but they also strengthen the presence of the
divine.

As long as believers imitate the divine sources of their religions they are right and good. When they go
against their religion's teachings then they are wrong or evil. Religion is the basis of all teachings about
right and wrong, good and evil. A divine source gives morality its authority and believability.

What does this mean for roleplaying games? It means that when you make up religious and cultural
systems for your campaign you will want to decide how you want to handle morality in the game. Here
are some questions you may want to answer.

1. Will your campaign feature absolute morality? With absolute morality there is only one scale for
good and evil, one divinely inspired moral message, and good people do not oppose other good
people except through tragic misunderstandings. With relative morality good people can oppose
each other bitterly and without quarter because they both know through divine wisdom that they
are in the right.

2. Will your campaign feature races who are intrinsically good or evil?
3. Do the gods value the morality of believers?
4. How effective is moral behavior as a form of worship? How much power do the gods get from moral

acts?
5. How do people's moral positions change?
6. Is it possible to force somebody against their will to change their morality? How hard is it?
7. How does your game system measure morality? Do you want to stick with it or modify it?
8. How can you best tell your players the moral system in your campaign so that they understand it as

well as you do?
9. How do you measure a character's piety?

10. How will a character's moral beliefs and piety affect its game abilities, its skills, characteristics,
talents and powers?

The next few pages will try to give you some ideas about how to address these questions, but we can't
bottle a solution and sell it to you like a magic potion. Every GM will have to decide these questions to
fit his or her own religious and moral feelings, what feels "right" in the game, and the beliefs and
feelings of the other players in the campaign.

Note that religious belief systems are meant to assist roleplaying. They are not strait-jackets to keep
characters from deviating from religious ideals. Anthropological research indicates that about 35% of any
group are almost identical to the ideal personality and another 25% are close, while the remaining 40%
have personalities all over the map. If you choose to follow these proportions then about 35% of the
people in any religious group will be an excellent match to the religion's belief system, and another 25%
will be pretty close. The other 40% is where the trouble-makers come from, and that is plenty of room
for mavericks. Casual believers in a religion don't have to follow any of its moral rules, and if they
participate in the expected rituals they can even pass as moral believers.

Belief Systems

The simplest way to record the moral position of a character is to note the character's personality, its
belief system. One character might be "greedy and talkative," another might be "nervous and easily
amused." You would record the belief system on the character sheet. Hopefully your character sheets
have a place where you can jot down information about the character's personality. If not, just write it
on any blank area where you can find it.

Not only does this work for individuals, it works for religions too. When you invent or record a religion for
your campaign, list several adjectives or descriptive phrases to give you some idea of the moral
teachings of that religion. Once you've recorded the belief system of a religion, then players who select
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that religion will be able to better understand their characters and have more fun playing. They can
choose how they want to appear to co-religionists and the gods. They can choose whether they want to
be good or bad in the eyes of their fellows by obeying or ignoring religious teachings.

If you use this method to denote personal and religious morality you may also want to think about the
game effect of morals. Does a character who sticks closely to his or her religion's morality get any game
benefits? Does a character who deviates from religious morality feel backlash?

If there are benefits to sticking to a morality, are they received from a divine source or are they
personal, psychological benefits? Some games include some kind of piety score which measures how well
characters match their declared morality. This piety score might affect the chance of divine aid, of
miraculous occurences, of divine visions and warnings, or of mundane help from the religious hierarchy.
If you don't have a piety score, you may want to invent one.

On the other hand, some people think that game rewards for moral behavior are artificial. Piety points
and the like offend their sense of what is lifelike in the campaign. There is something to be said for both
sides in this debate, and I don't want to stick my head in it. Suffice it to say that I hope you make the
best decision for you and the players in your campaign.

Alignments

An alignment system is a perfectly fine way to portray a belief system such as a religion. Everybody who
shares one belief system agrees that some things are bad or evil, some things are good, and yet other
things are most excellent, superb, transcendental. That's simple enough.

The simplest alignment systems in roleplaying games use a single ruler to measure beliefs. Most of these
systems seem to descend from Michael Moorcock's Eternal Champion series of books with the gods
arrayed into two opposing sets according to which godly political party they claimed as their own. A
typical example of this would pit law against chaos, with the middling category of neutral for non-
aligned folk. Each character would have to fit in one of the three categories. Alternately there could be
five choices, from good to orderly to neutral to chaotic to evil.

In Michael Moorcock's Eternal Champion series of books some gods are of the party of Chaos and others
are of the party of Law. A small number of mysterious forces are dedicated to the Balance, a secret
third party that tries to pit Law and Chaos against each other and protect the underdog in any
exchange, so that neither Law nor Chaos can dominate the universe. Mortals can declare allegiance to
one of these divine parties or they can try to stay neutral and clear of divine entanglements. Elric
starts out pledged to Chaos, then tries to be unaligned, and finally switches his allegiance to the
Balance. He tries to stay clear of godly meddling, but is doomed to hitch his boat to one party or
another. Characters in roleplaying games are often faced with the same kinds of decisions and forced to
change their belief systems to survive.

Other roleplaying games have designed alignment systems with more than one axis. Some of these games
measure alignment along two axes, producing what are called alignment matrixes. The two dimensional
alignment systems are easy to graph in squares like those following. The most common two dimensional
alignment systems, also known as alignment matrixes, have one axis measuring good to evil and the
other one going from law to chaos. Each character can be charted and tracked on the matrix. You could
design another alignment matrix with one axis from brave to cowardly and the other one from generous
to miserly. Or you can pick any two axes you want.

Yet other roleplaying games have alignment systems with lots of axes, from ten to twenty or even an
infinite number. Each axis is defined as a pair of opposing religious, personal, moral, or ethical traits.
Characters are graded or scored in important traits. For instance "honest" might be paired with
"deceitful." A truthful character would be on the "honest" end of this trait pairing, while a habitual liar
would tend towards the other end.
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Here we've seen several different ways of using alignment systems that vary according to the number of
axes measured. This may give you some ideas on new ways to use alignments in roleplaying systems that
use them.

Alignments are a good way to quantify beliefs. However, they have a quirk, in that an alignment system
presumes a single system of morality. If one character is honest then every other character that is honest
should be honest in the same way, or the meaning of the alignment is diluted and eventually empties
out. If you use an alignment system with good and evil then you will have to have one meaning for good
and evil throughout the campaign. Everyone will understand good and evil the same way. An alignment
system lends itself well to an absolute, universal morality in the campaign, but it doesn't handle
multiple, conflicting moral systems. That's the problem that some people have with alignment systems. If
you don't think it's a problem, then an alignment system may be the best choice for you.

Divine Archetypes

Archetypes are an excellent shorthand way to describe people. They work with looks ("She looks like
Marlene Dietrich." "He looks like Groucho Marx, especially when he smokes that cigar"). They work with
voices ("He bellows like Foghorn Leghorn." "She bellows like Ethel Merman.") Our modern archetypes are
often the stars of film and television, but in the old days, before these things were around, archetypal
models were a lot closer to home. People used gods, saints, and heroes to label others, and they chose
their own archetypes, role models, to impress other people or get the results they wanted.

Many religions include several divine or semi-divine figures who can serve as role-models for believers.
These can be gods, goddesses, saints, heroes, ancestors, buddhas, bodhisattvas, kings, queens, warriors,
inventors, or any other figure of import. In addition to the universal moral qualities that a religion
encourages in everybody, role models provide more specialized paths for individuals who want such
guidance. A woman could choose a goddess as her role model, while her brother chooses an ancestor as
his role model. An individual who worships a role-model in this way studies the sacred stories and
attempts to imitate the actions of the divine figure wherever possible.

To use such a system in a campaign the campaign designer or GM must decide on a bunch of role models
that cover the likely activities of characters in the game. The next step is to write part of the life story
of the role-models, or at least to sum up how they acted so that players understand how their characters
should imitate them. You will need to write up quite a few role-models for a campaign, the more the
better. Five is about the minimum that you can get away with. Also note that in most human societies
the role-models for women have been completely different from those for men. If you want to get away
from a sexual division in your campaign you may want to ignore this difference. However, it increases
the lifelike feel of a campaign if you have female role-models for women to imitate and male role-
models for men. Though it doubles the work, requiring a minimum of ten role-models for your religion,
it's worth it.

Greek Example

The Olympian pantheon of ancient Greece included many gods who defined acceptable behavior for
religious greeks. Women had one set of gods to serve as their examples, and men had another.

Goddess
Role and Personality

Aphrodite
Lover, creative woman, love and beauty

Artemis
Competitor and sister, the hunt

Athena
Strategist and father's favorite, crafts

Demeter
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Farmer's wife, nurturer and mother, child's protector
Hera

Queen, wife, maker of commitments, driver of husband
Hestia

Maiden aunt, hearth and temple
Persephone

Mother's daughter, maiden, passive woman

God
Role and Personality

Apollo
Favorite son, archer, lawgiver

Ares
Warrior, dancer, lover

Dionysos
Mystic, lover, wanderer, drunkard, pervert

Hephaestos
Inventor, loner

Hermes
Trickster, traveler, thief, communicator

Poseidon
Farmer, emotional man, ocean

Zeus
King, father, thunder, sky, seducer

People who behaved like one of the gods were understood. People might say of an emotional man, "he is
like Poseidon." They might say a woman who is devoted to her home is like Hestia. Even if a god played a
role which society normally frowned on, such as Hermes the thief and jokester, or the powerful woman
Aphrodite, they were incorporated in the belief system. They fit in.

[Footnote: After Jean Shinoda Bolen's _Goddesses in Everywoman_, and _Gods in Everyman_. I've
corrected the personalities and roles to match the sources I have for Greek religion, and removed Hades
who wasn't REALLY worshipped by the Greeks, nor held up as an example, but the idea is the same.]

Note that archetypes break down when they cross cultural lines. Describe an ancient Greek as a Hestia
and she may be pleased or insulted but at least she'll know what you mean. Describe a housewife as a
Hestia and unless she is a scholar of Greek religion she will be confused. You're using a word out of
context. Nowadays to most people Hestia is an obscure figure out of ancient poetry. People don't refer to
Greek gods to describe people any more. On the other hand, tell a modern woman she's a Marilyn
Monroe, and she'll be as pleased as an ancient Greek woman confused with Helen of Troy.

Ritual

Rituals are actions that synchronize the world with myth. Rituals carry the performer into the world of
myth; they make myth and the gods immanent, immediate. Some rituals will be common to many
religions but performed differently because of mythological differences. Remember that we use the
technical meaning of Myth. Myth is a sacred story, not a false one. If we call something a myth, that
doesn't mean we're pooh-poohing it.

The Eucharist or Holy Communion is a Christian ritual in which the celebrants are miraculously
transported to Jesus' Last Supper with his Apostles, which is the mythic basis for the Communion Ritual.
By eating the wafer, drinking the wine, and praying along with the rest of the celebrants, each
celebrant becomes physically present at the Last Supper along with all the myriad Christians who
perform that ritual in the past, present, or future. For the duration of the ritual each celebrant is
transported out of Linear Time into the wheel of Mythtime.
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Purpose

People perform rituals for three basic purposes. First they clean. They clean themselves to prepare for
contact with divine power. They clean other things to ready them as vessels for divine power. Second
they wish to talk with the divinity, and they want to get answers back. Talking to a divinity is called
prayer, and when a divinity replies it's called divination. Third they want to feed the divinity. They
praise, sacrifice, and perform other rituals in order to feed the divinity with sacred, spiritual
nourishment. These are the three basic purposes of religious ritual, all of which binds divinity and mortal
believer together in a mutual system.

Clean

Talk

Feed

Types of Rituals

Depending on what they want to discover about a religion, people have divided ritual according to many
schemes. They have classified rituals by the identity of the subject. They have grouped them into good
and bad, choosing as good those rituals practiced by their own religions. They have grouped them into
rituals performed for strictly theological reasons and those that aren't. They have divided them into
various rites of passage. They have divided them into rituals intended to unite and those intended to
separate.

Complexity

Simple rituals are just that: Simple. An example would be a quick prayer to do well on a test. The
chinese custom of burning a stick of incense before a wooden plaque with the name of an ancestor on it
is a simple ritual. Simple rituals consist of one or two pieces, rarely more.

Complex rituals consist of many, many pieces including other simple and complex rituals. While a simple
ritual takes seconds or minutes to perform, a complex ritual may take hours, days, months, or even
years.

The American presidential elections form a very complex ritual. For months and months candidates
tramp around the country shaking hands, kissing babies, and attending celebrations. They perform
activities in ritualized fashion, and in a similarly ritualistic fashion the press trails them and reports
every picayune detail. This part of the election seems to be intended to prove the purity and preparation
of the candidate. After much of this, including a preliminary election, the actual election is held.
According to strict laws the voters line up and perform their own individual voting rituals in the voting
booth. At the end, after the votes are counted by people who have taken an oath to obey the laws and
forms of the nation for which the ritual is performed, the winner is chosen. Finally, years after the ritual
began, the winner is initiated in a final, massive ritual and becomes the new president.

Rituals which are simple in one culture may be complex in another. For instance, a marriage which would
take a couple from Las Vegas 10 minutes in a drive-through wedding chapel might take 10 days for a
Hindu couple from New Delhi to complete.
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Personal vs. Domestic vs. Corporate

Some people find it useful to make a distinction between Personal, Domestic, and Corporate rituals.
Personal rituals are performed for one person's benefit. Domestic rituals are performed for one family or
household. Corporate rituals are performed for the benefit of a large community or group.

Personal rituals primarily affect a single person. They may change that person. One person is the primary
actor in a personal ritual. Someone else may help, but the ritual is performed by and directed towards a
single person. Shamanic initiation is a personal ritual. Though shamanic initiation eventually impacts
upon the community, the initiation is a personal ritual. Typically the old shaman induces a trance in the
novice, by means of drumming, fasting, music, and perhaps a few psychedelic drugs. The shaman
watches over the trance to try to stop anything really bad from happening, but for the most part it's the
job of the novice to make the ritual a success. At the end of the ritual initiation the new shaman returns
from the Otherworld to the everyday world having activated his or her miraculous powers. The initiate is
transformed by the ritual. He or she went into the trance as a normal person and came out a worker of
miracles, a shaman.

Domus, the Latin word for home or household, is the root word for domestic. A miracle which primarily
affects a household is a domestic ritual. Marriage is an example of a domestic ritual. Though marriage
intimately affects the two persons who are joined by it, and it also affects the community around them,
its primary effect is to form a new household. Though marriage may also change the individual and
community its primary effect is on the household that it defines. Marriage is the ritual which creates a
household, and as such is a very important domestic ritual.

In many parts of the world boys undergo their initiation to manhood all together in one large group. At a
mythically determined time they are mock-kidnapped by the adult men, who disguise themselves as
demons or enemies and drag them into the woods. There the boys are hidden from the women and
children of the village. They undergo instruction in the men's secrets. They go through a simulated death
and rebirth, and may undergo painful or dangerous ordeals. At the end, having passed tests of knowledge
and bravery, along with whatever else the men deem important in one of their own, they become men.
Then they are taken back to the village, with their new manly names, and introduced to everybody.
Though initiation profoundly changes each of the boys, it is performed by the entire community and it
changes a group of boys into men, all at once at an appropriate mythic time. They are more than
individuals; they are more than a household. The male initiation is a community ritual.

Analytically the distinction between personal, domestic, and community ritual doesn't tell us very much.
Still, it does establish a convenient shared vocabulary if you want to talk about rituals involving a group
of people.

Morality

It is hard for religious people to look at features of alien religions without carrying moral baggage from
their own religion. You can understand a ritual which appears in your own religion, but a ritual alien to
you will be morally repugnant. If you understand a ritual then you're likely to think it good, sensible and
civilized. If you don't understand a ritual then you will think it bad, barbaric and evil. For example,
European explorers who traveled to Africa and the Americas identified the natives as savages in large
part because of the evil or barbaric rituals which they performed. At the same time the natives believed
that their own rituals were civilized while those of the European explorers were wrong or barbaric.

Many distinctions that are drawn between rituals of one's own religion and alien religions find their
source in the moral contrast between good and evil or right and wrong. Any distinction where one
culture or religion has the moral high ground over another, as with legality, morality, or human nature,
can usually boil down to the good versus bad thing. It's a matter of two religions with two different
belief systems. What's right in one may not be right in the other.

Ecofest vs. Theofest
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Some people make a distinction between rituals performed for ecological reasons and those performed
for divine or personal reasons. Ecological rites, performed at regular phases of the moon, planting or
harvest time, equinoxes and junctions of the seasons, or at other times determined by cosmic activity or
the ordinary progression of the year, are cosmological in origin, and may even be called Ecofests. Rites
performed upon the occasion of some action or episode in the life of a god, or upon a reflection of that
episode in the life of a member of the community, are theological in origin, and may be called
Theofests. This lends itself to use by ecological activists who want to point out the ecologically correct
activities hidden in useless traditional mummery. For this reason I think it fits in the good versus bad
division.

Rites of Passage

Rites of Passage, also known as initiatory rituals, formally mark certain passages in the life of an
individual or group. Some examples might include:

Pre-Natal rituals, to make sure the child is perfect and healthy
Infant, to transform the subject from a thing into a real person, one of "our people"
Naming, to give the child or initiate a unique identity in the group
Puberty, to make the child into a youth, a near-adult, sexually able, responsible member of the
group
Marriage, to mark the transition from youth to adult or prospective parent; also to unite the
families of the married couple and thereby combine their clans or bloodlines
Initiation, to induct the candidate into a selective group such as a warrior society or private club
Retirement, to mark the transition of the retiree from working adult into group elder, from one
admired for strength to one admired for wisdom

Unity and Separation

A distinction may also be made between rituals which unite and those which separate. Uniting rituals are
happy, public rituals marked by celebration. Birth, adoption, coming-of-age, marriage, laying the
foundation of a new house, and the commencement of any new venture are all marked by rituals
intended to unite the participants together into a community, to bind them into a greater society.
Separating rituals are unhappy, often private, rituals, marked by fear and haste. The death of a person
in the community, moving away, closing a business, closing a church, all of these are marked by
separating rituals, which are designed to render impotent a formerly powerful part of the community's
life, to make the separation from it as painless as possible for those who are left.

The separating and uniting aspects of rituals are reflected in the structure of rituals. Professor Constance
Goodman has proposed that all rituals borrow their structure from the primal human experience, that of
birth. Her theory makes a lot of sense, and will enable us to use a unified description of ritual for rituals
from any society. The total pattern for ritual within this framework is Death-Welcome-Strengthen-Teach-
Sex.

According to Goodman's theory, childbirth was traditionally thought to follow this pattern.

Death. Birth begins with death, according to traditional societies. When a person dies his or her soul
eventually goes to the otherworld, to dwell with the other ancestral spirits, the gods, and other
spirits. The souls of people yet to be born come from this otherworld. They may be souls of
ancestors who are ready to be born again, they may be new souls, or they may be the souls of
something else. The soul must be coaxed into the newborn's body. The baby develops in its mother's
belly slowly, and the mother-to-be does whatever she must to encourage the best soul to enter into
her child. Finally, after almost ten moons the baby is ready to be born and things move into high
gear. As the baby passes through the birth canal the newborn spirit passes from the spirit world to
our world and joins with the infant body, to form a human baby.
Welcome. Now the baby is welcomed, the mother lifts it and greets it, cradling it in her arms. The
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tribe may give a feast or other celebration to celebrate the birth of the new child. The mother
thanks the spirits, the gods, and her ancestors for helping to put a good spirit in her new child.
Strengthen. After recovering from its traumatic passage into life the infant begins to hunger, and
its mother feeds it. Mother's milk sustains the child. Mother's milk strengthens it.
Teach. During the following months and years, the mother and family teach the child many of the
things required for survival and prosperity. They teach the ways of the world, of humanity, and of
the gods. They teach the child what is right and wrong behavior. They pass on their knowledge to
the child. After years of this the child knows enough to become a fully adult member of the
community.
Sex. Adulthood comes to the child around the time of puberty. For girls, the evidence of puberty is
sudden and obvious. At the time of her first menstruum a girl will go through the induction into
adulthood. For boys, puberty is less evident, and so all the boys of one age are inducted at once, in
a group initiation taking several days. Now the new and fully adult child can rejoin the community.

Ritual Rich and Poor

Use Ritual Rich and Ritual Poor as terms for the amount of ritual activity in a culture. Ritual Rich
cultures may have one hundred holy festivals in each standard year, or even more, up to thirty or even
more rites of passage to mark important events in each person's life, standardized rituals for waking,
food preparation, cleansing, sleeping, and all the other acts of a day. Ritual Poor cultures may have no
more than a few holy festivals in a year, only a few rites of passage, and no everyday rituals at all. The
ritual richness of a culture doesn't have anything to do with whether rituals are complex or simple.
However, a ritual rich culture which tends towards complex rituals will be readily apparent. It will be
very hard to get anything done in a timely fashion in such a place. On the other hand, a ritual rich
culture tending toward simple rituals may not be very obvious to the visitor. They may wonder why
people do such strange things all the time, but that may be the extent of it.

Player characters who run across a culture rich in religious ritual will notice the people's religious
leaning. Rather than calling it "ritual rich" you may want to call it a religious culture or society.
Irreligious player characters may wonder at the exasperating complexity of even the simplest tasks in
such a society, and most likely will not understand why people take so long to produce so little visible
effect, since the rewards of ritual behavior are not pragmatic ones. Religious player characters often
enjoy the atmosphere and may find such a place bolsters their own faith.

Player characters who encounter a ritual poor culture will note the pragmatic anti-miraculous tone of life
in that place. They may even feel a drop in the power level of magic or miracles in such a place.
Religious player characters should not be blamed if they become upset in such an environment.

==================================

[Is the ritual rich/poor thing a necessary section? I suspect it isn't.]

==================================

A Warning About Rituals

When a myth comes to sacred life in a community, and people perform various acts to recreate the
sacred truths of myth, to re-enact the acts of the gods, then you have a ritual. Bizarre acts by disturbed
individuals are not rituals, though they may have ritualistic trappings. All the rituals described in this
chapter are only powerful, only meaningful, if they occur in the context of a community with a
mythology that supports them. For instance, this chapter lists many ways to achieve Divine Ecstasy, many
of which are unacceptable or illegal within modern American society. For that reason it just won't do to
participate in the Soma Sacrifice in the USA in 1992. Not only will you be arrested if found out, but you
lack a meaning for it, a context or frame in which the ritual is true. You will only experience an illusion.
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Such a ritual without context can only serve to separate you from your community, to throw you out of
your society. For this reason, I recommend that you do not yourselves perform the rituals in this chapter,
unless instructed to do so by someone whom you respect who understands ritual, such as a parent,
priest, minister, rabbi, or another person with more experience than you.

Sample Rituals

"Mother," asked the young girl, "why do you say a blessing before smashing the rice?"

"In the old days, my daughter, the sky was very close to the earth, so close that one day a woman who
was pounding rice hit the sky with her pestle and hurt it. The sky roared and cried and fled away from
the earth in pain, and ever since we say we are sorry before we grind the rice. Whenever the sky cries
on us we recall that time. That is why we must always say a blessing before grinding rice, to remember
what we did to the sky."

Rituals are performed for many reasons, but most often in order to recall an aspect of myth. This may be
done consciously or unconsciously. Characters in your game world do not all have to be religious fanatics,
well versed in myth and dogma, in order to participate in ritual. Many "normal" occurrences in the
surrounding society are ritually based. For example, Mardi Gras, or Fat Tuesday, is the last day before
Lent, the month-long christian fast that precedes Easter. Anyone who has been in New Orleans during
the Mardi Gras festival knows that there is very little that is religious about the festivities. They have
become a civic festival celebrated by natives and and visitors of any and all religions. Your campaign
worlds may be filled with such ceremonial occasions, and the majority of persons in the world may not
know the reasons why they started. In fact, these are details you can fill in afterwards. After you have
introduced the rituals you can later decide on the mythic backdrop to them.

The person who performs a ritual is called the actor or performer. If multiple people are involved,
they're all actors and performers. This is not because they're faking, but because they act in service of
the ritual. They perform the ritual. They aren't putting on an amusement for those who watch them.
They perform an important role. In fact, the roots of european theater and acting lie in religious rituals,
in the so-called "mummer plays" which re-enacted the crucifixion and other mythic and legendary
episodes in order to instruct and enlighten the audience. Theater has learned many things from religion.
Not only are the words borrowed, but so are many of the techniques. [TANGENT WARNING: This also
hints why so many theatrical actors are intense, messianic. They want to show people the truth. They
want to show people the true religion, the true way. They are convinced that they speak the plain
unvarnished truth, while their audience thinks that actors simply speak pleasant fictions.]

Rituals which are performed in preparation for other rituals, are called preparatory rituals. That makes
sense. Preparatory rituals are most often purifications which cleanse the actor and tools, sacrifices which
summon and please the gods or spirits, or ecstatic rituals which bring the actor into the proper frame of
mind. Purification rituals remove a taint from something: the people who perform the ritual; a
ceremonial site; or some place. Sacrifices are used to enrich the gods and the spirit world or to placate
angry spirits. Purification, sacrifice and ecstasy are often used within other rituals, to prepare for them
or in support of the main part of the ritual. They may also be the main point of the ritual. This is
especially likely when sacrificing large animals or humans.

Purification Rituals

Before most any other ritual the worshipper must purify herself and any and all tools or ritual objects, so
they may interact with the divine spirit without being contaminated or destroyed by the experience.
Almost all cultures agree that the Sacred is dangerous if treated carelessly, and purification is the
primary way to protect the worshipper from the side-effects of divine power.

Summary
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Purify the actor and tools.

Description

Confession: The actor first confesses his or her sins and moral faults to a religious authority, who ritually
forgives the actor for minor sins or those which are easily forgiven and suggests penance or appropriate
courses of action for severe sins. You can usually tell which sins are deemed to be severe, because a
society based on the religion will set the penalty for those sins at death. If no taint of sin remains, that
is if the actor has not committed a severe or unpardonable offense, then this part of preparation is
completed.

Washing and Annointing: The actor washes himself and his tools (or herself and her tools) and applies
perfumes and perfumed oils so that he or she will smell sweet and pleasant when in the presence of the
gods. Clothing is clean and freshly laundered, and may be perfumed with pleasant smells. Colors are
bright and pure.

Meaning

Magical and religious power is dangerous. It is especially dangerous to those who are impure and thus
unready to receive it. Purification makes mortals and mortal tools more like the divine, which is pure
beyond mortal capacity. No purification can completely prepare a mortal to handle divine energies but
rigorous purification is likely to improve the chances of things working.

Variations

1. Preparation for evil rituals (however a society defines evil) may require a ritual desecration instead
of a ritual purification. This will attract malevolent influences rather than the beneficent influences
desired in more socially acceptable rituals. The actor would boast of sins and moral flaws, be
acclaimed for them, would douse the tools and himself or herself in foul smelling things, put on
dirty, dull, dark clothes, and curse the gods. Of course all these things increase the danger involved
in ritual, so those who engage in evil rituals often come to a quick and spectacular end.

Sacrifice

To sacrifice is to make something sacred. saying grace over a meal is a sacrifice. some part of the thing
sacrificed is conveyed to the divine figure. the rest isn't as important, and might be given to a mortal
priest, to the religion, to a needy co-religionist, or consumed by the sacrificer.

The actor in a sacrifice believes that the gods and the universe sacrifice themselves every day for
mortals. In return, mortals must demonstrate their worthiness by sacrificing something back for the gods
and the universe. What goes around, comes around. Everyone is an equal participant in this
redistributive economy of sacrifice. The Green Man gives his body as fruit and grain. The Corn Woman is
buried to provide nutrition for the new corn and thus feed her descendants. Osiris, hacked into a dozen
pieces, provides nourishment to the entire Nile river valley. In return for the sacrifices of these gods
mortals must enter into the sacrificial economy. They sacrifice the first fruit from tree and harvest,
blood from food animals, fat, perfumes, and other riches.

Summary

By burning or other destroying something in a manner revealed through sacred knowledge, such as myth
or writ, the destroyed thing is conveyed to a holy state.

Description

At a time and place designated in sacred knowledge a fire is built. First the lesser sacrifices are offered
(such as fruit if the main sacrifice is an animal), along with fine scented oils and perfumes. the sacrifice
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is thus annointed. If a human it may be brought to sacred (ecstatic) state by whatever means are
appropriate: If the victim is a volunteer then trance will work; if the victim is an involuntary one then
drugs or alcohol may be in order. Once the fire is blazing then the main sacrifice is killed and placed on
the flames, sacrificed. For a foundation sacrifice the cornerstone or a piece of the foundation will then
be placed on the hot ashes.

Meaning

To sacrifice is to make sacred. Sacrifice conveys the sacrificed to the Otherworld, the spirit realm which
is the dwelling place of gods and ancestors. It empowers the sacrificial victim with sacred power and for
that reason is sometimes considered to be an honor.

Variations

1. Water, drowning instead of burning, bent or broken, humans or animals may first be strangled with
a cord.

2. votive images or icons to commemorate miraculous act or in hope that miracle will affect the thing
in which the votive image is offered in token.

3. coins, often bent. even worthless ones are appropriate sacrifices to the spirits.
4. valuable item can be left in a holy place. presumably the god takes it or gets some use out of it.

tender of shrine will probably get the best use out of it.
5. Hanged in a tree. Hanged by the neck. Alternately, head and limbs are severed and hung in the

tree. Some people have speculated that this may be the source of the Christmas tree tradition. The
ancient Celtic tribes used to cut off the heads and limbs of sacrifices and hang them on the
branches of a huge evergreen tree, thus the red and green colors of the holiday.

6. Severing. As this severs one part from another, so may the soul be severed from the body and go
directly to the other world, not hang around the world of the living.

Propitiation

aka Appeasement.

Summary

Sacrifice is offered to angry or hostile gods or spirits, or those who are potentially angry or hostile.

Description

The actor invokes the gods and spirits to be appeased in a mild-mannered fashion, continually thanking
them and complimenting them profusely. Angry gods and spirits are treated as tyrants. They are
blandished with pleasantries and invited into the bosom of the people. First the fire is lit and perfumed
oils are scattered in it, to scent the smoke which rises to heaven and attracts the gods. Then fine fruits
and other agricultural products are offered up, usually burned on the sacrificial fire. Finally, a major
sacrifice, most often a large animal or human, is offered to the angry god in hopes that more aren't
taken. Thus the ritual reaches its climax.

Meaning

An angry god or spirit may be mollified by a sacrifice. Its anger may be reduced or eliminated by
pleasant words and offerings. In general, people who believe in many gods believe in doing everything
possible to protect themselves from the actions of the gods. This means appeasing angry and hostile
gods, as well as asking boons of friendly gods.

Variations

1. Enemy gods aren't treated so kindly. They are likely to be appeased in the grudging way that people
give change to beggars, furtively and with a barely suppressed wish that they go away. Sometimes
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people wonder why anyone would worship a god or spirit of disease, or death, or adultery, or any
other undesirable thing. People do not worship such gods in order to get them to act. They offer
worship so that the gods will withhold their curses. Mortals have often thought that the gods were
bad tempered or all around bad, and by means of sacrifices they hoped to restrain the divine anger
of the gods.

Foundation Sacrifice

Summary

A sacrifice is laid under the walls or doorway of a building.

Description

A human head, head of an animal or the entire animal, weapon, coin, or effigy is buried under the wall
or door of a building. In an example of the ceremony, the foundation stones are first decorated and
annointed with sweet smelling oil, then the sacrifice is burned on the stones or dirt beneath the walls,
and various substances such as incense, grain, honeycomb, and wine are thrown on the flames. Once the
flame has gone down, the first course of stones is laid on the smoking ashes of the sacrifice.

Meaning

This is believed to imbue a building with a protective spirit, which will guard against the magical attacks
of witches and sorcerers. In theistic cultures, this ritual may be diluted, and will done to appease the
gods, or to bring good luck.

Variations

1. Any site may be protected with this ritual, not only buildings. For example: Terminus was the
Roman god of boundaries, and in his worship a boundary sacrifice was offered at the same time that
the stone wall that marked the boundary of real estate was laid in place.

Votive Sacrifices

Summary---

Description---

Meaning---

Variations---

Dedication or Commencement Sacrifices

Summary---

Description---

Meaning---

Variations---

Closing or Separation Sacrifices

Summary---
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Description---

Meaning---

Variations---

Separation Sacrifice

Summary---An animal or valuable is sacrificed when a sacred or semi-sacred structure is abandoned or
destroyed.

Description---[fill in later]

Meaning---The sacrifice is meant to appease the gods or spirits who dwelt in or around the formerly holy
area. This is a standard appeasement sacrifice.

Variations

1. Removing the Dangerous Sacred Power from a Temple or Shrine.
2. Filling in a Well.
3. Leaving a Home Behind.
4. Beheading statues and symbols of power to destroy their power.

Royal Horse Sacrifice

Summary---A pure white stallion is chosen by a victorious king who would become known as a universal
sovereign or emperor, the ruler of many tribes and lands, and after a year of preparations he ritually
sacrifices the horse, guaranteeing his power.

Description---Emissaries search far and wide for a pure white male colt, which is protected from harm
and carefully raised to adulthood. Once a yearling it is enclosed with a hundred mares, but prevented by
a great number of guards from mating with them. After a year the entire tribe participates in a multi-day
ritual which sets the stage for the final ritual, and at the end of it, the tribal leader sacrifices the horse.

Meaning---The horse is a widespread symbol of the primordial waters, which are also symbolized by
dragons, chaos, and chaotic monsters. Thus the horse is sacrificed to symbolize the king's victories over
the enemies of the kingdom who may be valiant and glorious but are in the end impotent. At the end of
a successful ceremony, the king who conducted the sacrifice is acclaimed as a universal sovereign (in his
own kingdom, at the least, and possibly beyond it) and may be elevated to divine status in the eyes of
his people.

Variation

1. This may be performed with a pure white bull, or a white bull with certain fateful markings, or
with any other respected animal or being which is associated with the sea and or chaos in the local
mythology.

2. As in the human sacrifice, a less valuable sacrifice may at the last minute be substituted for the
chosen victim. This is likely to be controversial in the period during which the ritual changes.

Ecstatic Rituals

The pursuit of ecstasy is a large part of almost all religions. However, most cultures reject all techniques
of ecstasy other than the techniques they claim as their own, and may even declare other techniques to
be illegal. We recommend that you do not break laws or hurt yourself or anyone else in the pursuit of
religious ecstasy.
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Here are some of the ways that people try to reach sacred ecstatic states.

Breathing, the control of breath
Dancing
Drug use and intoxication
Drumming
Fasting
Gorging, especially on spicy food or hot peppers
Meditation or concentration
Music
Pain, such as self-flagellation, scarring, or tattooing
Sensory deprivation
Sexual congress
Sexual deprivation
Sleep deprivation

Here are some of the expected results of ecstatic states.

Divine Visions, see Divination, below.
Healing of Ills
Miracles
Necromancy, or summoning the spirits of the dead
Out of body travel
Possession by spirits or gods
Travel to the upperworld and underworld

Note that shamans frequently use these ecstasy-producing techniques to allow them to heal, to enter the
other world, and to see and control spirits. They will be the most spectacular users of ecstatic
techniques in most campaign worlds, as they are in the real world.

Divination

The Greek mantis was a prophet who could speak with the gods and bring back secrets about the past,
the future, and events that occur far away. He lent his title to many of the arts of divination such as
oneiromancy or divination by dreams, astromancy or divination by the stars, and necromancy or
divination by speaking with the spirits of the dead. Did you ever wonder where "a little bird told me"
came from? The augur was another type of Greek prophet, one who could understand the speech of
birds, who lent his name to the word "augury." By listening to bird songs the augur could discover hidden
knowledge.

It seems that almost every possible technique has been used to try to predict the future. Divinatory
rituals may involve meditation and concentration on a featureless object until the future is revealed,
either by an instant understanding or by the cumulative accretion of many small truths. Humanity is a
primarily visual species, so the visual forms of divination such as crystal gazing, examining the entrails of
sacrificed animals, or fire gazing, are the commonest techniques. There are other techniques that use
the other senses. Sometimes divinations are performed by generating some kind of random result and
interpreting it. For example a Ouija Board selects letters in random order and it is up to the user to
understand what they mean. Many more techniques have been tried. Some have been discarded, others
have been expanded into entire branches of knowledge. Astromancy or astrology, for example, is the
parent of astronomy and may be credited as the basis for not only modern astronomy, but also for the
basis of calculus and physics.

Types of Divination
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Visual Divination, involving staring into a featureless object or into some object with so many
features that they cannot be comprehended until shapes and movements appear, containing clues
to future events.

Astrology, Astromancy, the use of astronomical observation in order to discern the movements
of the spheres and tell the future. "As above, so below" is the rule governing Astrology.
Extispicy, or Haruspication, is divination using the entrails of sacrificed animals.
Cartomancy is the use of playing cards or Tarot in order to read the face of the future. "It's in
the cards."
Crystal Gazing is divination by concentrating on a crystal ball, or some other glass or mirrored
item, until scenes from the future appear on it. "Clear as crystal."
Water Gazing is divination by concentrating on a featureless, clear pool, well, or puddle, until
scenes from the future become apparent.
Pyromancy involves staring into a fire until the future's secrets are revealed as shapes in the
leaping flames.

Divination by altered states. It is possible for people who are in altered states of reality to have
prophetic insights into the future or into present situations.

Oneiromancy is the interpretation of dreams.
Ecstatic Visions. Visions following techniques of ecstasy may lead to divine wisdom.
Near Death Visions. A person who has almost died and survived will often bring back
marvelous stories of other places and times, often these people are transformed by the
experience, sometimes they are treated as powerful and semi-divine.

Auditory Divination. By listening to formless sounds until divine words become apparent, the diviner
can tell the future. Alternately, an unexpected meaning can be discovered in formal speech such as
poetry.

Aeromancy. Breezes are often thought to carry secrets for those who would listen.
Aquamancy. Water, especially in the burbling of streams, speaks worlds to those who know
how to listen.
Poesomancy. Poetry, a highly formal kind of speech, may hold secrets passed to the poet by a
divine muse and understood by the careful listener.
Augury. Birdsongs are thought to contain many secrets. "A little bird told me" reminds us
moderns of an ancient kind of divination practiced, among others, by the Augurs of Rome.
Shell-listening, placing an ear to a conch or similar shell and listening, is common near seas
and oceans.

Kinesthetic divination, or divination using the sense of touch, involves the random movement of the
body and divination by its selection of something or another.

Sacrificial animals may be closely watched to see whether they fall in one direction or
another, or animals may be hunted down and the place where they fell chosen as the site of a
new temple or dwelling.
Divining rods are held in the user's hands and twist and pull depending on how close they get
to some desired, sacred object. Water, the source of life, is commonly found by "water
witches."
Ouija boards have the letters of the alphabet arranged across them and the operator spells
out words by randomly moving a marker to one part, then another, of the board. The words
must be interpreted.

Other senses, such as Smell and Taste, aren't such great methods of divination for humans, since we
can't distinguish many differences in them, but still the identification of good by its sweet smell and
pleasant taste and evil by chemical tastes or the smell and taste of rot is a common sort of
divination, though usually not a formal prophetic method. It may still be quite useful as a way of
detecting poisons in food.

Seasonal Rituals

Festivals tend to roll around regularly, along with the wheel of Mythic Time, generally once each year,
sometimes more frequently, or happen whenever some normal occurrence warrants a feast. They
generally mark some cosmic or mythical happening, and come at an important juncture of the economic
year.
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New Year---this holiday marks the birth of the new world after the old world has been used up by
the passing of the previous year. It is a positive festival, and may include some kind of Sacred King
or other ritual appointment to symbolize the new year.
Spring---a festival to celebrate the spring usually begins at a meaningful phase of the moon, and
includes the crowning of a Sacred Queen and may also include her ritual marriage to the Sacred
King.
Mid-summer---the halfway point of the year when the days are longest, after the planting has been
done and before the harvesting begins. Mid-summer is an important festival.
Harvest---there is a lot of food, enough to share its bounty, and everybody celebrates the
successful crops. If the crops failed this festival may take on an air of desperation, but it will still
happen as next year's crop may depend on it.
Mid-winter---ghosts and other creatures of darkness come out during the winter and a festival must
be held to appease them, as well as to raise the morale of those who are becoming bored with the
foodstuffs they have laid up for the winter and seek a little variety, such as a roast boar, in their
diet.

New Year Ritual

Summary

Following a ritual destruction of the world, society, and order, a Sacred ruler is chosen to act the part of
the creator god, and his or her performance of the New Year rituals determines the fortune of society for
the following year.

Description

The New Year ritual takes place at the end of winter and the beginning of the spring, and begins with
the destruction of the old world. This is the period known as the Saturnalia, when the gates of the town
are thrown open, slaves may order their masters around, people run around the streets in masks, all the
rules of order are thrown out; this is the time of Chaos. At midnight, the height of the pandemonium,
then the New Year Ritual begins. First the Sacred King walks around the town in a Parade or Procession,
eventually wending his way to the center of town, and there he ritually creates the world and banishes
chaos as it was done by the creator. This is timed to finish around dawn. As the sun rises upon the
successful conclusion of the ritual, there is a huge celebration, including contests and feasting. The
world has been created anew. If the ritual is not successful, then the celebration will be muted, but will
still continue.

Meaning

The gates are thrown open to allow chaos to enter the town. The end of the world ritual, a saturnalia or
orgiastic celebration, is a symbol of the destruction of the bonds that order society into a community, a
destruction that takes place so that the world may be created anew, as it was from chaos in the
beginning. The idea is to renew, to make it new.

The Procession of the Sacred King draws a circle around the Sacred World and protects the town from
chaos, which has infiltrated during the end of the world ritual.

Variations

1. The modern, cosmopolitan New Year festival includes a wild party at the end of the old year, but
it's hard to imagine where the other half of the ritual, the one that recreated a new world out of
the mess of the old, went to. Prayer to the porcelain god and plentiful preparations of hangover
cures don't seem to fully replace it. In fact the re-creative aspect (as opposed to the recreational)
of the traditional New Years ritual still exists, just barely, in the New Years resolution. The re-
creation of the world at the New Years is a good time to quit smoking or decide to lose weight or
take some other personal step.
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[[[fill in]]]

Harvest Ritual

Summary---

Description---

Meaning---

Variations---

Spring Fertility Ritual

Summary---

Description---

Meaning---

Variations---

Spoken Rituals

Bless

Summary---

Description---

Meaning---

Variations---

Curse

Summary---

Description---

Meaning---

Variations---

Oath

Summary---

Description---

Meaning---

Variations---

Prayer
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Summary---

Description---

Meaning---

Variations---

Divine Ecstasy

Summary---The worshipper uses culture-specific techniques to reach an ecstatic state.

Description---Depending on the mythical and legendary activities of the deities and ancestors, members
of a religion will choose one or several methods for reaching an altered state of consciousness. Though
not strictly the goal of any ritual, the ecstatic experience is arguably the most important part of religion,
it is identical to what William James, the 19th century explorer or the psyche, called the religious
experience, the experience which brings meaning and identification to otherwise empty ceremony and
dogma, producing worship and myth.

Some ways to reach a state of divine ecstasy might include: Meditation; Dreaming; Fasting; Self-
deprivation; Illness; Sexual union; Dancing; Music; Drumming; Contemplation of beauty; Self-flagellation;
Tattooing; Body piercing and modification; Solitary living; Alcoholic beverages; Spoken invocation of
deity; Mind-altering drugs.

Meaning---Divine Ecstasy allows the worshipper to leave her body, to see and interact with spirits, to
incarnate a deity, and have other important religious experiences. Divine Ecstasy is used as a building
block for many other rituals such as the circular dance, sacrifice, prophecy, glossolalia (speaking in
tongues), and so on.

The ecstatic state that a worshipper reaches is of divine origin. The divinity has made the transcendental
state of being, and the trance itself, possible. The shaman can leave her body by using holy ecstasy.

Variations---Divine Ecstasy is found in all human cultures. It is one of the most widespread and basic
patterns in human religion. Though it is widespread, many religions and religious societies approve of
only a few methods of reaching an ecstatic state of consciousness, and will discriminate against those
who use others. They may make the possession of certain implements, professions, or intoxicants illegal,
or use other means, such as rules against gatherings, to discourage those who persist in pursuing divine
ecstasy in forbidden ways.

Soma Sacrifice

Eating amanita muscaria, fly agaric, sacred mushrooms to go into a transformative state of ecstasy.
prepare as for any other sacrifice. once the high ranking people, who can afford the soma, have taken it,
the lower ranking people actually drink the urine of their superiors to get the active ingredient, which is
passed out through the urine.

Summary---

Description---

Meaning---

Variations---
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Shamanic Rituals

The shaman is medicine man, priest, and psychopomp: He cures illness, directs the communal sacrifices,
and escorts the souls of the dead to the other world.

A male shaman is called a shaman; a female shaman a shaman or shamana. The plural of shaman is
shamans.

The shaman's primary ritual technique is the use of Divine Ecstasy to allow him to leave his body.

Shamanic Journey

Summary---The shaman induces an ecstatic trance in himself and goes into the upper or under-world,
where he treats with ancestral and other spirits, and gods, in order to heal a sick person or bring back
something of importance.

Description---The goal of the shaman may be to reach the spirit of a person, driven by a disease from her
body, or someone who has suffered from evil sorcery or bad luck. The shaman may want to accompany a
dead soul to its proper place in the upper or lower world. Or the shaman may be searching for a special
secret or power in order to bring it back to the normal world, the middle world. After a prearranged
period of time, the drumming (there is always drumming) changes to a pattern which is designed to draw
the shaman out of the otherworld, and the shaman awakes from his trance, hopefully after resolving the
situation in the otherworld.

The shaman goes into a dark place [expand this], and enters a state of Divine Ecstasy, a shamanic state
of consciousness, by means of which the shaman's spiritual self may go to the otherworld. In this state of
consciousness, the shaman's vital signs may be so suppressed that he appears to be dead or in a coma.
The shaman perceives the experience as a physical trip to a distinct other world. The path to this other
world is a tube beginning at a hole in the ground, the ceiling, or the sky. At the end of the tunnel, the
shaman emerges into the other world, which may be the upper world, a world above the sky, or the
underworld, a world below the ground. In this otherworld, animals and people still have not been
differentiated. The rules of myth are still in force. The trip is a perilous one, and may or may not involve
a meeting with the greatest gods, those who live in the farthest reaches of the other world. [and there
he seeks out the spirit which he hunts. expand.] Meaning --Obviously this is what Joseph Campbell
describes as the heroic journey or cycle. The shaman is the hero who goes into the otherworld and brings
back an elixir which will cure the sick one, the king of the wounded land. The successful shaman is a
tribal hero. The tunnel journey is like a trip through the birth canal; symbolically speaking the shaman is
reborn every time he travels to the other world.

Variations

1. Shamanic techniques are often derided as primitive or savage religious beliefs. It is true they are
predominant among pre-literate hunter-gatherer tribes, and other aspects of religion come to the
fore in agricultural and settled societies, but shamanic techniques are widespread even in the most
urbane, civilized cultures.

Shamanic Healing

According to many pre-literate societies sickness is caused by one's soul being out of the body and lost.
As a shaman can see spirits, a shaman can find a person's lost soul and return it to the proper body
before the body wastes away and dies.

Summary---

Description---
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Meaning---

Variations---

Psychopomp, Escort of Dead Souls

The shaman is also a psychopomp, one who escorts the souls of the dead to their proper afterlife.

Summary---

Description---

Meaning---

Variations---

Possession

Possession includes speaking in tongues, riding the loa, channeling, and any time that a worshipper takes
on the personality or attributes of the divinity, whether the divine is actually inhabiting the worshipper
or whether it is imaginary. in games with concrete gods and magic, we don't even need to use
invention/imagination as an option, though I'd prefer not to rule it out.

In a Possession ritual one or more people participate in a ceremonial which may involve dance, music,
intoxicants, and other techniques of inducing ecstasy in order to summon spirits of ancestors and the
gods and induce them to enter into the body of a worshipper. Some spirits voluntarily leave the body
when the ritual is over, others must be forced out.

Summary---

Description---

Meaning---

Variations---

Exorcism

Summary---

Description---

Meaning---

Variations---

Necromancy

Necromancy---like Odysseus did, summoning the spirits from the vasty deep in order to speak with them.

Necromancy, the art of controlling spirits of the dead, is a widely reviled variation of shamanic practice.
The necromancer compells the dead to come to him by magical means or threats, rather than going in
trance into their world. The necromancer slaughters animals, invokes the underworld god, and summons
the dead in order to learn a secret from a particular ghost. Greek myth tells us that ghosts can smell
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blood when it is spilled, and hunger ravenously for it, and that is why spirits throng around sacrifices.
Odysseus used this in order to summon ghosts to him, and refused to let them drink the blood until they
brought the ghost of Tieresias to him and he could obtain a prophecy from that blind seer.

Summary---

Description---

Meaning---

Variations---

Initiation Rites

Summary---The actor goes through a frightening or embarrassing ordeal in order to join a group.

Description---The novice is an actor in the ritual who undergoes initiation in the ritual. Before the ritual
helpers will instruct the novice in any details which are needed to pass the ordeal. Some details may be
left out. If so, then the novice is expected to be able to guess them or otherwise play along in the right
spirit. If the novice does not play along with the ordeal consequences can be dire. The novice is dressed
appropriately and taken to a sacred site, then blindfolded and led through a confusing series of rooms,
stairs, and other paths designed to confuse the sense of direction. Once in the initiatory site, the
blindfold is removed. All the other actors in the ritual, whether they are friends or not, are dressed
strangely. They may wear masks. They may be decorated and disguised. The novice realizes he is in a
strange and dangerous world where the normal rules of society are fluid and malleable. This is the world
of myth, the mythic reality. Now the ordeal progresses. The novice may be attacked by monsters, or by
friends disguised as monsters, or may think he is falling through space, or about to be engulfed in flame,
and is expected to react appropriately. The actions of the initiate are supposed to match the god's or
hero's mythic actions. The ordeal may involve tattoing, scarring, or other body modifications. It is likely
to be painful, and it will definitely be scary. However, unless the novice makes a mistake or fails the test
it should not be fatal. Once the ordeal is over and the novice has passed, for the ordeal is not given to
someone who is not expected to pass it, the novice becomes an initiate. The novice has successfully
passed from one stage in life to the next. Now the celebration commences.

Meaning---Nearly all initiation rituals have one feature in common. They represent the death and rebirth
of the participant. Speaking symbolically, Initiation is the death of the old life, and a birth into a new
one, destruction and creation in one, a descent into and victory over chaos. The ritual reflects a heroic
journey, somewhat like the otherworldly journey of a shaman or mystic. The actor descends into
darkness and fear, then conquers the evil monster or shadow according the guidelines of the group, and
then returns to the light and the sane, normal world.

Initiation also serves to indoctrinate the novice in the organization and thus it really does give the
initiate a higher purpose.

Initiation ordeals work just like brainwashing, in that they frighten the novice and break down his or her
defenses, making it possible to imprint new thought patterns, new loyalties, new patterns of behavior,
on him or her. In many ways Initiation is the same thing as Brainwashing. It works the same way. The
main distinction between the two seems to be that folk refer to an Initiation of which they do not
approve as Brainwashing. Boot Camp is an initiation into the armed forces. What the Hari Krishnas do to
recruits is brainwashing. In other words, brainwashing is another moral judgment disguised as a
definition.

Variations---

1. Initiation involving immersion in water is one powerful example of this symbolism. The water is an
ancient symbol of Chaos, formless and featureless, it is necessary for life itself, the source of life
and symbol of the descent into the silent formlessness of death.
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2. Other ordeals involve the drawing of blood, tattoos, scarification, and other disfiguration,
bloodcurdling oaths, entombment, burial, the hunt or the battlefield. All of these require the
initiate to overcome the apparition of death or an actual risk of dying.

Birth

Summary. Mother and child are prepared for the transition from pre-life to life then brought through the
changes.

Description. When the mother-to-be's belly swells with new life she is set aside from other people. She
may be shunned or pampered, but she is somehow set aside and prepared for the experience of birth.
Some cultures value children and others do not, and this will be reflected in the preparatory rituals.
When time comes for the child to be born the mother is sequestered, often her only acceptable helpers
are other women. It may be taboo for men to witness birth. After birth, the child is welcomed to the
world. In some cultures the child is slapped so that it cries and starts to breathe. [Got any others?]
Finally, at some fairly early time the infant will go through a special rite, an infant rite of passage that
formalizes the transition from soulless thing to human being.

Meaning. The infant is initiated from the status of a pre-infant---depending on cultural variables the
status of an animal, unlife, or a piece of the mother---to the status of a human being. The thing becomes
a family member, a human.

Variations.

1. The Birth initiation may include mutilation such as circumcision.
2. Naming is sometimes a part of the birth initiation. Sometimes actual naming occurs some time

later, perhaps as late as puberty.
3. The first action of the newborn infant is often watched carefully and used as an omen. A good

omen may entitle the infant to good treatment, while a bad omen may entitle it only to
abandonment. Likewise, anything that happens while the child is born is likely to be consulted as an
omen. For example, a comet was supposed to reign over the birth of Merlin the Magician.

Example

Christian Baptism is an example of an Infant rite of passage which submerges the subject in watery
chaos, then brings the subject out of chaos, symbolizing the transformation of the subject from an
outsider, a creature of chaos, into one of "our people." According to medieval sources, baptism even
works on monsters! When monsters that dwelt in the mountains were baptized their tails fell off. They
became fully human.

Male Puberty

Summary

The adult men take the boys out into the forest and require the boys to withstand various hardships and
prove their manhood.

Description

When the boys in a tribe reach an age around thirteen or so, though it may be as young as eleven or as
old as fifteen in some societies, they are old enough to become men. Once a year the initiation takes
place. First the men of the tribe prepare a sacred ground for the initiation. Second the novices are
separated from their mothers, and from all women, and may be covered with thatch or rugs to
symbolically kill them. It is taboo for women to watch the rest of the ritual, for they might overhear the
men's secrets. Third, the older men instruct the novices in the secrets of the hunt and the other secrets
that the men hold. During this time the novices must follow various dietary taboos and prohibitions.
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Finally, the novices must suffer another ordeal and assume a mark of the tribe. This usually requires an
operation such as tattooing, piercing, circumcision, subincision, scarification, or the removal of a tooth
or finger. At last the initiation is over and the new man participates in the hunt, or may return home.
The new man may also receive a new name at this time.

Meaning

All initiations serve to end an old life and inaugurate a new one. The male puberty initiation represents
the figurative death of a boy and birth of the man he is to become, instructs him in the necessary
traditions of his tribe, and forms a bond between him and the tribe.

Variations

1. ?

Female Puberty

Summary

When a girl first menstruates, she is segregated from all men for a day or two, and then the adult
women initiate her formally into the tribe.

Description

When a girl first menstruates, the adult women of the tribe take her and sequester her in a darkened hut
or in a cave. The novice is left alone for about three days. It is taboo for anybody, especially a boy or
man, to see her at this time. She also must adhere to dietary taboos and prohibitions. At some time in
the last day of confinement, the adult women all gather together in the chamber with the novice,
instruct her in the women's secrets, and mark her with the signs of full womanhood. The marks may be
permanent ones, which also serve as ordeals, such as a tattoo, piercing, female circumcision,
scarification, or impermanent, such as the customary patterns of paint or makeup. She may also receive
a new name at this time. [LJM's guesses. Must fact-check and correct.]

Meaning

All initiations serve to end an old life and inaugurate a new one. The female puberty initiation marks the
figurative death of a girl and birth of the woman she is to become. The dark dwelling place represents a
tomb and a womb. The three days of isolation correspond to the dark period of the moon, which is the
primary symbol of death and rebirth in any human society on earth.

Variations.

1. ?

Marriage

The dedication of a couple to fertility, with rice throwing and so on, and to union. In addition to
acknowledging the couple's fertility marriage also unites the families of the couple into a single family.

Summary.

Two people join in a marriage, which forms one person out of two persons.

Description.

The parents arrange the marriage of their children. This may take many months. The ceremony proper,
which follows a religious ritual, occurs at a prescribed time of day in a prescribed place. It is embedded
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in many other ceremonies and rituals that go on for days and make it seem like a community festival.
One common ritual is the throwing of grain at the newlyweds. At some time after the actual ceremony of
marriage the newlyweds may consummate their marriage. This may be the same night. It may be several
days later. Once the marriage has been consummated it is complete and the ritual is over.

Meaning.

In some religions, such as Hinduism, the bride is likened to a plowed field, while the groom is likened to
grain. This is why people throw rice or other grains at newlyweds. Apart from the obvious fertility
connections, marriage's main effect upon society is continuance of a family line. The newlyweds form a
point at which their clans or families may join. Their children may lengthen either or both of the
bloodlines, depending on what the culture allows. The parents and other relatives of the newlyweds
become relatives of each other. Marriage is a kind of social glue that keeps clans and bloodlines from
continually warring upon each other. This purpose of marriage is one reason for the widespread incest
taboo, and the reason why many cultures encourage people to marry outside the clan, village, or family.

Variations.

1. Divorce is the separation ritual that breaks a marriage. In general, the procedures of a marriage are
reversed. It may be difficult or impossible to get a divorce, or one partner may have a much more
difficult time than the other.

2. The "reward" for a young man who causes a young woman of marriageable age to become pregnant
may be forced marriage to her. Americans call this a shotgun marriage, but it might be a crossbow
marriage or an axe marriage in standard fantasy settings.

3. Some cultures recognize marriage between two people of either sex. Obviously they cannot breed
to produce their own young, but one can serve as legal protection for the other, and clans may be
joined through such a marriage. Some other cultures believe that such a marriage is evil.

4. Some cultures expect people to choose their own marriage partners. In other cultures all marriages
are arranged by parents.

5. Marriages do not have to take days to complete and involve entire communities. Some chapels in
the USA, for instance, offer drive-through weddings for those who want to get married in a hurry.

6. According to the myths of some religions, mortals were originally created in a hermaphroditic form.
They were complete in both sexes, both male and female. As a result of some mythic act, they
were broken into two parts, the male half and the female half. Under such a mythic concept
marriage is a sacred joining of male and female halves into a whole person.

Shamanic Initiation

Some shamans inherit their profession from a parent or other mentor. Some shaman are chosen by the
spirits. Some shamans choose the profession and train for it alone. Others are chosen by the tribe. Which
of these paths are preferred depends on the culture. Some cultures prefer one method, other cultures
prefer other methods.

Summary

After displaying suitability for the life of a shaman the shaman-to-be goes through a dangerous ordeal
and emerges as a shaman.

Description

Shamans are initiated into the profession in a lengthy, often dangerous, initiatory ordeal. Often this
involves a lengthy sickness or illness where the shaman comes close to death, and may in fact be taken
as dead several times before she finally recovers. Sickness, however, is not sufficient to initiate one as a
shaman. Rather, the shaman must overcome the ordeal, reframe it as a religious experience, and emerge
from it with strength and a secret which can save her society.

Meaning
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The above is how an onlooker might describe the shamanic experience. The shaman would say that
spirits stole her away from her body. While she was gone the shell of her self left in her body grew sick
or exhibited signs of madness. As the novice shaman traveled in spirit form through the Otherworld she
learned how to heal the sick, recognize the myriad types of spirits, and guide dead souls to the other
world. She returned from this long journey a full fledged shaman.

Variations.

1. Male shamans are usually called shamans. Female shamans exist, though they are rare. Some of
them are called "shaman," which is the male title and the gender-neutral title. Some are called
"shamana," "shamanka," or "shamanga," which are female versions of the word "shaman."

2. Instead of striking the future shaman with a deadly disease, the ordeal may force the future
shaman to wander the wilderness alone, engaging in behavior so eccentric she could be thought
mad.

3. The shamanic phenomenon stretches all over the world, but the word itself comes from the Tungus
tribes of Siberia. Other religious specialists who venture into the Otherworld in the manner of a
shaman include the mystic, prophet, magus, hero, visionary, even philosophers such as Pythagorus
and sorcerers such as John Dee.

4. Some shamans are taught their knowledge by their shaman predecessor. Others seem to know all
they need to know when they are born. They are born with the mind of an elder and the body of
an infant.

5. Shamanic power, the ability to wield magical and divine power as a shaman does, often runs along
family lines. Usually only one child in any generation will have the power.

Funerary Rituals

According to the modern cosmopolitan view of humanity we are all mobile organisms on a rotating planet
that circles a small star, and is itself circled by another celestial body we call the moon. According to
this view of reality we are born out of purely biological combinations and when we die we go back into
nothing. Human beings are nothing more than chemical reactions and biological processes.

The traditional view of life and death is different. According to this version of reality, which is the
version of reality accepted by most religious people, people exist as souls both before and after their
biological existence. Some say that souls only get to live once, others claim that souls pass through many
lives, that souls are recycled. The transition from a soul's pre-life period to its mortal period is covered
by birth rituals, above. The transition from the living period to the post-life period is covered by death
rituals.

The dead can be divided into at least two groups. There is one group of souls who once lived who are
honored and respected. They retain their position in family life. This group is known as the ancestors,
and they are akin to the gods. The living respect their ancestors with various rituals, and in return the
ancestors keep an eye out for their faithful descendants. The other group of souls are troublesome ghosts
who wander around, scaring people and possessing bodies. It is good to have many ancestors and bad to
have many ghosts.

In traditional societies the primary reason for funerary ritual is to ensure that people who die become
revered ancestors rather than plaguesome ghosts. Failing that, those who are likely to become a plague
upon the living should at least be driven far away. The spirits of the dead must depart to the afterworld
without trouble or delay. Whether the newly dead are appeased by sacrifice or driven off by magical
force, the living expect that if they perform the funerary rites as they always have the dead will not
haunt them. Once the spirits of the newly dead have been sent to their proper place in the otherworld,
other initiatory rites may be performed in absentia to establish their position and confer honor upon
them.

In addition to banishing ghosts and turning likely ghosts into valuable ancestors, funerary rituals, if
properly designed, form a community psychodrama that will help the surviving relatives and friends of
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the dead to relieve their dread, guilt, and anger. This is a cosmopolitan view based on modern
psychological theories. It is true anyway, but it is not the sole reason for funerary rituals.

Here are brief outlines of some of the more common patterns of funerary ritual.

Burial underground
horizontally in the ground, facing up or down
in a fetal position, head up or down
vertically, head up or down
away from human habitation
next to inhabited house

Submersion in Water
placed in a boat and set adrift
dropped into water

Burned on a Pyre
ashes scattered
ashes buried
ashes kept in survivor's home

Dismembered
parts buried separately
parts buried together
head removed, kept with ancestral skulls, body disposed of elsewhere
head removed, buried under house as guardian, body exposed

Exposed to the elements
in a "city of the dead," bones picked clean by scavengers and scoured by the elements are
buried after a period of exposure
in the wilderness
left in place of death, place abandoned and declared taboo

Entombment
corpse embalmed to preserve for reanimation
covered by a pile of rocks called a "cairn"
in a monumental tomb or temple

Burial or Inhumation

Summary. Place the body of the deceased in a hole in the ground.

Description. The body of the deceased is placed in a hole in the ground. It may be placed in a prone
position, facing up or down, or vertically with the head at the top or bottom of the body, and may be
oriented towards any direction of the compass.

Meaning. Obviously, this burial in the ground reflects the planting of crops in an agricultural society.
Burial may be symbolically linked to fertility. The symbolism of burial and the direction of the compass
varies widely in different cultures. The direction in which the body faces is meant to point the ghost in
the proper direction for its afterlife.

Variations.

1. The proper direction for the body to face varies. Ancient Egyptians buried their dead vertically,
with the head downwards, in shafts cut out of rock, in order to point the dead towards the
underworld. Likewise, some European tribes buried their dead horizontally, facing downward, to
guide them towards the underworld. Finally, Christian tradition demands that the dead be buried
horizontally, face upwards, with their feet towards the east, because Christ will appear in the east
and that way the dead can simply sit up in their graves and face the returning savior.

2. Entombment is burying the dead in a tomb. A tomb is a home for the dead, often made of stone
and built to resist weather and the ravages of grave-robbers. If a religion buries its dead in tombs
then the dead must have some reason which requires their bodies to be kept safe from wild animals
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and natural forces of decay. Generally, cultures which build tombs believe that the dead will
eventually be resurrected. They certainly do not believe in multiple reincarnations. What would be
the use of a preserved body for a soul which had already passed through several incarnations?

3. Embalming, like entombment, is a way to preserve dead bodies. After death, in order to avert
decay, the body of the deceased person is preserved by whatever means are available. It may be
wrapped in a shroud, dried with lime or some other desiccant, smoked, sprinkled with plaster of
Paris, placed in an airtight coffin or tomb, preserved with salt, naphtha, or other spices, freeze-
dried or otherwise frozen, vacuum packed, or anything else that staves off decay for a time.
Embalmed bodies may be created not only for the possible future resurrection of the dead, but so
that faithful people can view them, or as a subject for future miraculous, medical, or scientific
action.

4. Exposure. With exposure, the body of the deceased is exposed to the elements and scavengers. The
process of natural decay is encouraged. In some cultures the body is also mutilated, perhaps
beheaded, and severed parts disposed of separately. Finally, some cultures have huge roofless
towers, teeming with vultures and scavengers, into which the bodies of the dead are thrown.
Obviously religions that practice exposure of the dead believe that the dead have no good use for
their abandoned bodies (or maybe an Evil use is more likely).

5. Other cultures dispose of the dead by burning and disposing of the ashes.
6. Sometimes corpses are beheaded or otherwise mutilated. Restless ghosts worry many societies. A

corpse may be beheaded in order to ensure that the ghost will not animate its former body, or to
remind it to go to the appropriate afterlife instead of hanging around and causing trouble. Severing
the head from the body also directly symbolizes the separation between the world of living people
and the afterlife in which the dead dwell, and may serve to magically banish the ghost. If a restless
ghost bothers the community, the body of the deceased may be disinterred and the head severed in
order to force the ghost to pass to its afterlife. The bodies of the once living aren't the only bodies
which might be mutilated or beheaded. A statue or memorial of a war hero or other famous figure,
thrown down in a popular revolt or by hereditary enemies, may be beheaded or otherwise severed
in order to discredit it, and negate its considerable symbolic power.

Human Sacrifice

Sacred Kingship

Summary---A ceremonial victim is chosen, given a year as ceremonial ruler of society, occasionally is the
actual ruler, and at the end of the term is sacrificed to guarantee prosperity.

Description---As the year begins, a sacrificial victim, chosen from the nobility or warrior classes, is
acclaimed as sacred king. He is allowed some freedom and perhaps real temporal power, but can not
avert his fate or escape it. It is a "friendly" confinement, but confinement nonetheless. After a year of
the perks and obligations of kingship, in a prolonged year's end celebration involving the entire tribe or
state, a number of lesser sacrifices and rituals are offered, culminating in the sacrifice of the sacred
king. After the victim is dead, the queen of the kingdom may lie down beside him in a pantomime of
intercourse. Then the new year celebration begins with the selection of the new king. "Out with the old,
in with the new." "The King is dead, long live the King." The sacrificial victim is generally accepted to be
responsible for the fortunes of the kingdom in the following year(s). Meaning --The sacrificial victim is
likened to wheat, corn, rice, millet, or barley: whatever is the prevalent grain crop of the region. The
reverent treatment of the prospective sacrifice infuses him with mystical power; by killing the victim and
spilling his blood on the ground, loosing the power thus gathered within him, plenty is bestowed upon the
land. This is an extremely powerful ritual---the most powerful ritual of all.

Variations

1. The sacrificial victim may not have to actually die; at the last minute an animal is substituted for
the man and the sacrifice goes on. Doubt not that this variation was widely condemned as decadent
and weak when it was first introduced.

2. In some cultures, the ruling council chooses the sacred king from the nobility, and once crowned
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sequester him from the populace. In such cultures the sacred king may be the actual ruler of the
society, so the council that chooses a king will choose a full-grown man, who already has children--
-someone who is not likely to act rashly and endanger his family. It is taboo for the king to be sick
or meet the common people. When the king travels the common people flee from him, as they also
do from his wives if they travel, for it is taboo to offend the king or lie with his wives. This sacred
king does not have a pre-set term limit of one year; rather, if the king grows ill then the ruling
council secretly kill him and bury him with living slaves and companions, and choose a new king.
Only after choosing the new king will the death of the old king be announced.

3. This may be an annual or more frequent affair with many victims chosen from criminals and
prisoners of war, or it may be performed only if the kingdom was in dire straits the year previous.

Companion for the Dead

When a king or queen or other important person dies, often a number of companions, servants, and
slaves are sacrificed in order to accompany or guard the shade of the deceased in the underworld.
Likewise, until recently widows in some parts of the globe were expected to throw themselves on their
husbands' funeral pyres in order to accompany him into the afterlife. Such a practice has not been
customary for bereaved husbands in any known culture on earth.

Appeasement

Appeasing the Gods---Some gods are said to be gladdened whenever human blood is shed. Human
sacrifice to such deities may be performed daily, weekly, monthly, on solstices, annually, or only on
special occasions, such as the construction of a house or temple. The aztecs sacrificed thousands of
victims every year, and arranged mock wars with neighboring states in order that both sides could
capture prisoners from the other side for use as sacrifices. Rome accused the druids of mass human
sacrifice, by burning in the infamous wickerwork giants, by hanging, and by drowning, and used this
supposed practice as a pretext to destroy them.

Abandonment of Children

Lacking reliable methods of birth control people give birth to children that they do not want or cannot
afford to keep. Unwanted or ill-omened children (especially girl children, who are considered of little
value in many cultures, or any child which a culture does not value) may be abandoned or exposed to the
elements in the expectation that they will die. This is not a sacrifice per se, but unwanted children are
often sacrificed for various purposes. Abandonment could be rationalized as appeasement of a wilderness
god, and the Romulus and Remus legend, which features twin children abandoned on a hillside and raised
by wolves and gods shows that there is enough mythical and legendary justification for the practice. {bf
[Confusing]} Children have been abandoned on the church or abbey steps frequently, if that doesn't show
an intention to give the child to the deity then what does? Children have also been given to hermits, who
are holy by reason of their isolation from humanity, with similar reasoning.

Foundation Sacrifice

This works just like the foundation sacrifice with animals, but since it involves the sacrifice of an
intelligent being it is more powerful. The guardian spirit created by such a sacrifice is better all around,
more powerful, more intelligent, and braver than an animal guardian.

Punishment

Society contains criminal and anti-social persons, and aliens who don't quite fit into society. Criminals
and outsiders are considered to be admirable sacrifices in many cultures, both ancestor spirits and gods
are pleased by their sacrifice. Such punishment sacrifices may also be used as a tool of political terror,
in order to frighten disenfranchised members of society into passivity.
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War

When one force defeats another force in pitched battle, in addition to those killed in the battle itself
often the victorious side will sacrifice some or all of the captured prisoners in order to please and
appease its gods. This tactic is likely to discourage one's enemies from surrendering, and so is deficient
strategically, yet it has been oft done in warfare, in the names of many gods. For example: The romans
"decimated" enemies whom they wished to punish and frighten, killing every tenth person.

Bloodsports

Some of the gods are believed to be gladdened when blood is spilled in battle between warriors. In order
to satisfy this (somewhat bloodthirsty) religious urge some societies institute gladiatorial battle as a
spectator sport. The contest may or may not be fair, and it may be between animals, men versus
animals, or between men; It may be one on one, many on one, or many on many. The winner becomes a
hero, the loser dies anonymously, and presumably the sacrifice pleases the gods.

Cannibalism

Some societies engage in cannibalism under the belief that one may gain the skills or power of a creature
by eating certain parts of its body. As eating a lion's paws will give one the strength of a lion, so eating
the palms or heart of a mighty warrior will give one the strength and bravery of that warrior. Some
societies may be so poor in sources of animal protein that they kill and eat other humans as a dietary
supplement. This is a notoriously difficult field of study, and almost all documentation for nutritional
cannibalism is suspect or speculative.

Community Rituals

Feast

Summary---One household invites the neighboring households to a large, formalized meal, and once the
meal is over the visitors take food home with them.

Description---One household in a village invites the neighboring households to a communal feast. The
neighbors come to the feast, and as the host is cooking, perform religiously important activities, such as
preparing the body for a burial, as are appropriate to the subject of the festivity. Once the cooking and
other ritual preparations are complete, the people eat the food. After everyone has eaten they address
the subject of the ceremony, if there is one. Finally, the visitors wrap up some amount of food and take
it home with them when they leave.

Meaning---The feast promotes neighborhood solidarity. Smells of cooking food and incense, and sounds of
prayer and music, nourish or appease the spirits or gods.

Variations---

1. Only one representative member of each household goes to the feast, and eating at the central
house is hurried; most of the prepared food is wrapped up in a defined manner and taken home to
the individual homes, where the rest of each household partakes.

2. Each household brings some of the food for the meal; when the households leave the feast they
take some food with them that was supplied by other people---bringing one's own food back is
considered bad form.

Parade or Procession

Summary---The people gather at a boundary and pass in an orderly procession to the center of whatever
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is bounded.

Description---Common in towns and cities, parades almost inevitably begin with a crowd of people
travelling to or already at the outer boundary, or border, of the settlement. The crowd then proceeds in
a celebratory spirit from the edge of the settlement to its center. They may spiral inwards or travel in a
straight line. The more important the occasion the longer the parade will last.

Meaning---A heroic personage or a powerful spirit or god is met at the outer boundaries of the settlement
and escorted to the center of the settlement. This will bless the town, most especially those who
participate in the parade, whether they march in it or cheer it on.

Variations

1. Villainous persons and dangerous spirits will be escorted out of the settlement, following the same
path only in reverse.

2. If the occasion is especially important there may be efforts to pass every possible street and home
during the parade, and thus involve everybody in the occasion.

Circular Dance

The circular dance is performed prior to a hunt or battle or some other important and dangerous
undertaking. The shape of the circular dance echoes the shape of the world and the horizon. It brings the
entire community together. It joins those who will participate in a dangerous undertaking in a sort of
club, or phratry, and also incorporates that group within the structure of the greater community.

Summary---Before an important hunt, the adult men of a tribe dance in a circle.

Description---The ceremony takes place the night before a major hunt. The hunters paint themselves
with colorful dyes and stains. They may take intoxicants, fast, or prepare otherwise. In a circle, they
dance to the drums and voices of the tribe. The ritual continues for several hours of constantly increasing
intensity, until the men have reached a state of Divine Ecstasy. When the ceremony reaches its peak the
men embark on the hunt.

Meaning---The paint embodies and symbolizes the otherworldly power, the supernatural ability, the
magic or medicine, of the painted hunter. The trance-state improves morale as well as imbuing the
dancers with magical powers. The dance is done at night for two reasons: At night the ancestral spirits
may be summoned, and their powers may be given to the warriors; successful hunters start early, before
light, so they may surprise their prey.

Variations

1. The War Dance: The circular dance is also performed before war. Everything is as it is in the
hunting ceremony, but the painted patterns of color are more intense, the dancing likewise, and
the need for morale and magical powers correspondingly greater.
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"I should have known that you were the Devil, 'cause you're a sweet, sweet, sweet Divine Thing."

---The Soup Dragons, "Divine Thing"

Divine objects fall into two general groups. First are the Artifacts, the portable items which play a part in
ritual and provide tangible links to divinities. A tool that belonged to a god, a saint's teeth, an artistic
portrayal of a hero's demise, tools or clothing used in rituals, these are all artifacts. They are portable
items filled with sacred power. Second are the structures, the immobile pieces of construction that
embody mythic experience in stolid wood and stone. Shrines, temples, even homes and the open spaces
in towns and cities are designed and constructed according to techniques that give them sacred power
and meaning.

Artifacts

What is there to be said about Artifacts? They are usually portable. They are full of sacred power which
can be dangerous or extremely useful, or even both. A ritual of purification is the only protection for the
person who wishes to use one without suffering damage from their power. A divinity is involved with any
Artifact, either making or using or empowering it. If you don't want to deal with divine forces, don't
touch Artifacts. This goes for both player characters and gamemasters. Player characters who want to
remain free agents should stay away from objects with divine power. Gamemasters who want to keep
their games at a low power level should think twice before allowing access to items of divine power.

Sacred items are known to be full of sacred energy. Sacred energy is dangerous to the unprepared. If a
divine figure appears before your character and speaks to you while fiddling with a knick-knack on the
mantel, be sure to undergo purification before picking the knick-knack up. It might not have sacred
power, but if it does and someone touches it while in an impure state the sacred power may discharge
through the unfortunate victim. The only preparation for use of items powered with sacred energy is
ritual purification. The character intending to handle a sacred item or any item that may hold sacred
energy should prepare by undergoing his or her religion's purification ritual.

NOTE: In standard English Artifact means any item which was made by an intelligent being. It is related
linguistically to artist and artisan. But in the arena of roleplaying games Artifact has come to mean an
item that was made or used by a divinity. You can use "artifact" as shorthand for "item of divine
manufacture," it is certainly shorter and more convenient, but you may want to say what you mean in
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another way when talking to people who don't think Wand of Orcus TM when they hear "artifact."

Items of Divine Manufacture

On rare occasions a divinity will make an item and imbue it with energy. The divinity dedicates power to
an item, thereby splitting off a portion of Its own self. Since this sort of creation requires the divinity to
sacrifice a piece of itself it is pretty rare. It is even rarer to find one of these items than the statistics
would indicate. This is because the power in them draws other divinities to them. Divinities can get
power and nourishment from sacred artifacts belonging to others.

Still, it happens occasionally. Some divinities create self-aware items to serve as tools or badges of
office, and these can on occasion be lent out to mortal heroes for important tasks. Hephaestus, the
smith of the Greek gods, created many such items including Athene's shield and Zeus' thunderbolts. In
the Norse sagas such items were produced by Dwarfs who labored beneath the earth in forges powered by
volcanoes. Norse dwarfs are little like the dwarfs we're used to in roleplaying games. For one thing, some
of them are gigantic! For another, they are divine beings related to the Aesir and Vanir. Such dwarfs
produced many items including Thor's hammer Mjollnir.

Divinities can unintentionally power items with sacred power. A divinity who touches an item once can
fill it with enough sacred power to kill the impure mortal who handles it. Items accidentally charged with
sacred energy can be used in worship, and divinities will reclaim them if they discover them.

Icons

An icon is a painting or drawing or sculpture or graven image or some other representation of a sacred
subject that takes on sacred power through its artistry and beauty. Such items are used as props in
worship and in rituals, and the more they are exposed to worshipful activities the more they become
charged with sacred power. A beautiful piece of art on a sacred theme will accumulate considerable
sacred energy through such sympathetic processes.

Possible Icons

1. Painting
2. Triptych (three paneled painting)
3. Sculpture
4. Relief

Relics

A relic is a remnant of a person who has attained ancestor or hero status. Obviously this varies by
culture and religion but many cultures believe that people who die do not automatically go to the
alternate reality and become revered ancestors. Other, bad things happen to some people. Those who do
attain hero or ancestor status are special, and their physical remains are both conduits of communication
with them and repositories of sacred power in their own right. The finger bone of a saint, the sword of a
hero, the skull of a prophet, the sandals of a martyr who was consigned to flames, any of these can be
relics with sacred power.

Example

Medieval Europe saw widespread belief and concentration on relics of the saints. This led to chicanery
as the bodily remains of saints were dug from graves or sepulchers and transported elsewhere to lend
power to a new church or cathedral. Forgery of holy relics was also a problem. Pieces of the true cross
multiplied like rabbits. Hundreds or thousands would have finger bones from one saint. It seemed to be
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a reflection of the miracle of the bread and fishes. Belief in these relics was real and official word was
that all these relics, even the ones of dubious authenticity, had real sacred power.

Ritual Objects

Items that are used in rituals inevitably take on some of the sacred power that is channeled to the
divinity. This is one of the byproducts of worship. As ritual objects become tempered by continued
worship they become more efficient at conveying sacred force to the divinity. This is why divinities allow
items with sacred power to remain in mortal hands, rather than automatically claiming them for
themselves. This is also why it is such an offense to desecrate a site of worship. The sacred power
inherent in altar, paraphernalia, and surroundings are discharged by the attack, and not only must they
be purified but also recharged with holy power.

Likely Ritual Objects and Focuses for Worship

1. Altar
2. Animals (Serpent, Horse, Cow, Dog)
3. Bell
4. Bone, Animal Bones hold strength and powers
5. Bone, Arm or Leg holds strength
6. Bone, Skull holds the soul
7. Book
8. Candle
9. Fetish (Cake, Shoe, Bread, Fruit, Rattle, Plant, etc)

10. Fire
11. Font
12. Globe
13. Grail (drinking cup)
14. Hearth
15. Hero (memory, relic)
16. Holy Symbol
17. Holy Water
18. Jewelry
19. Lamp
20. Oil
21. Perfume
22. Pulpit
23. Ring
24. Sacrament
25. Sacred Food
26. Sacred Well
27. Scroll
28. Shepherd's Staff
29. Staff
30. Stone of Healing or other powers
31. Sword
32. Symbol of World (Mandala, globe, X, or circle)
33. Torch
34. Trees
35. Vestments (clothing)
36. Votive Item
37. Wand
38. Water
39. Weapons
40. Wind
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41. Wine
42. Writing, Sacred

Architecture

Religious ritual achieves its goals by transporting participants into the Mythic Realm. Actors and audience
in a religious drama partake in the original actions of divinities in the Mythic Realm, and by engaging in
those activities recreate and reinforce their power and pattern. In order for it to function properly as the
setting for rituals religious architecture must recreate the atmosphere of myth in stone and wood.
Construction techniques, adornment, furnishings, all are chosen to convey the sacred power and beauty
of the mythic realm. A well designed and furnished religious edifice has sufficient power to transport
people to the Mythic Realm without their knowledge.

For religious man, space is not homogeneous; he experiences interruptions, breaks in it; some parts of
space are qualitatively different from others.

Mircea Eliade, The Sacred and the Profane

Religious architecture utilizes and emphasizes breaks in space, those discontinuities in which space is
different. The top of a hill that is set aside from the surrounding country by reason of the beautiful view
from its summit is sacred and a good spot for a religious structure. A forest glade, separated by silence
and green dappled light from the rest of the world, would be a sacred place and thus a likely spot for a
religious structure. Spots of awe-inspiring natural beauty are in themselves sacred, and religious
structures get built on them.

Sacred Sites

1. battlefield
2. cave
3. crossroads
4. forest glade
5. grave mound
6. graveyard or mausoleum
7. hearth or fireplace
8. island
9. lakeside

10. marketplace
11. mountain pass
12. mountaintop
13. pyramid
14. spring
15. well
16. swamp
17. town square
18. wilderness
19. circle of trees
20. monument

Cosmology and Religious Architecture

Traditional cosmological thinking divides the mundane world and the alternate reality into three sections:
World; Sky; and Deeps.
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First there is the part of the cosmos in which we live. This is the world, the earth. It is the surface of the
earth and not the depths of the earth. People and animals live there. In the alternate reality this part is
called the Middleworld. Animal and human spirits live in it, including the blessed villages of the
ancestors. Divinities of surface earth live there, near where the sky meets the ground.

Second there is the sky. This is the home of the sun, of birds, and of weather. In the alternate reality it
is the Upperworld. Long ago people descended from here. Or perhaps in the future people will climb to
the Upperworld. For now it is inhabited by spirits of the air, by bird spirits, sky divinities, and by certain
ancestors.

Third there is the deeps. This is the home of darkness, jewelry, metal, poisonous gases, volcanos, and all
those things that humans dig out of mines. It is where some people bury their dead. People don't live
here. It is inhabited by worms, insects, and strange albino animals. In the alternate reality it is the
Underworld. The underworld is the abode of divinities of darkness, demons, spirits of disease, poisonous
spirits, and the unhappy dead. Certain fearful ancestors choose to live here.

There is a place at the center of the world where sky, world, and deeps meet. They also join
Upperworld, Middleworld, and Underworld in the alternate reality. This point is the axis mundi, the
cosmic center. This is the nail that holds the cosmos together, the world tree, the cosmic mountain with
its top in the sky and its roots in the deep earth. Different mythologies explain the center of the world
differently, but almost all do acknowledge it.

Religious architecture takes both the trifold structure of the cosmos and the axis mundi into account. It
emphasizes beauty and otherworldliness to transport the visitor into the alternate reality. Additionally it
repeats themes which transport the visitor into the proper part of the alternate reality.

A sanctuary in a temple to a divinity that dwells in a Middleworld glade would be circled by large
columns with a texture like bark. The roof would be high but not too far to see. Windows and openings
would combine to give the effect of sunlight filtering through the forest roof and dappling the floor with
peaceful green light. Priests would scatter the floor with fragrant pine needles. Bird songs echoing from
the ceiling reveal sparrows and bluebirds nesting under the eaves. The visitor to such a temple could not
help but feel closer to the sacred glade in the Middleworld, and much closer to the divinity of the
temple.

A temple to an upperworld divinity would have a lofty ceiling that reached as high as current technology
allows. Arches and bracings would be used to allow as much window space as possible, for during
daytime hours the temple should be bathed in light. This will naturally draw attention upwards to the
sky. The top might be open to the sky to let weather and light in directly, but this would make
maintenance very difficult. If believers or priests have access to the ability to fly there will be entrances
and egresses for flyers. Eagles, hawks, and other high flying birds would be encouraged to nest on the
roof of the temple. Some might be the pets of priests and temple functionaries.

A temple to divinities of the underworld would transmit yet another message. Prayer to an underworld
divinity requires one to face downward. Most ceilings would be low enough to force people to incline
their heads. Floor, walls, ceiling would be covered in a uniform stone covering, sandstone, granite, or
limestone, with a rough, gritty, or oily feel to it. The temple would be dark, with smoky fires burning
under charred ceilings. The temple might be built below the ground, or it might be carved out of caves.
If above ground the temple would be convenient to a cave, mountain, cliff, natural bridge, or large rock
outcroppings.

Home

The hearth is the altar which most people use daily. Home is where the hearth is. Most people do not
live close enough to temples to visit daily. Most people do not even live close enough to shrines to visit
on a daily basis. People in traditional societies use their own homes as spaces for daily worship, and their
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hearths as altars for burned sacrifices.

With some types of home this equation is explicit. For instance the traditional Native American teepee
has a fire-ring in the middle, right below the smoke hole in the top. A conscious parallel is drawn
between the axis mundi which unites sky, earth, and deep and the tent-pole that holds up the roof and
keeps the earth and sky apart. The tent-pole is the local center of the world. [[[[Shamans who describe
their journeys state that they travel with the smoke and out into the sky if they wish to visit the
upperworld and burrow into a hole in the midst of the coals if they wish to visit the underworld.]]] The
fire and smoke form the center of the world, and thus make the home into a personal temple centered
on the hearth.

Alternate Reality Cosmos Home
Underworld Deep Earth Hearth or Fire Pit
Middleworld Surface Earth Structural Elements
Upperworld Sky Roof, Chimney or Smoke-hole, and Outside

Temple

==============================

[This section is weak. Sorry. I'll think up more later after I get some sleep.]

==============================

A temple is a religious structure in which many people worship. It has to support many functions. Not all
temples offer the same amenities to those who use them. Some of the functions that temples may
support include:

1. Art Gallery
2. Calendar
3. Cloisters
4. Contemplation
5. Dance
6. Divination
7. Feast
8. Funeral
9. Gardening

10. Group Seating
11. Initiations
12. Music
13. Offices
14. Pilgrim Housing
15. Purification
16. Refuge
17. Religious Specialist Housing
18. Ritual Washing
19. Sacrifice
20. Silence
21. Worship

Shrine

A shrine is a small temple. It has a focus for worship but may have no more than that. Full sized temples
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sometimes include shrines to secondary divinities. For example a Catholic church will include a shrine to
the Virgin Mary. Sometimes religions build shrines as alternatives to temples, less costly and more
convenient, for those who live in the area. Some remote areas may lie so far from skilled labor that the
cost to build a full temple would bankrupt the religious hierarchy. Other shrines are built by holy people
who experience a miraculous event and set up a shrine on the site. Such a shrine can be extremely
simple, perhaps no more than a cairn of stones. Finally, many shrines are personal affairs that people
build in their own homes or on their property. Ancestor worshippers usually worship their ancestors at
shrines in the home. All that is required for a shrine is some focus for worship and a permanent space to
put it where it will not be disturbed.

Regional Design, the Town Center

As the home reflects the divine structure of the cosmos, so too does the town. When a village is to be
built the people look for a sign, the pre-existing intersection of two roads. They build the village around
the crossroads, thus naturally dividing it into four parts, the four directions. The center of the village is
left vacant at first, and eventually a ceremonial house is built there, which itself is a model of the
universe, with a roof like heaven's vault, walls aligned with the four cardinal directions, and sometimes
with vast cellars for the bones of the dead.

Towns are divided by a main street which runs through them, dividing them along an axis and separating
them. One side of town is the bad side of town, "the underworld," and the other side of town is the good
side.

Right in the center of town is a town square, aligned with the cardinal directions. Next to the town
square you can find the local house of worship and the center of government. The town square is a
sacred civic space that adjoins on the sacred religious space of the house of worship. The square is the
center of town and also the center of the world for people who live nearby.

Often a pillar or spire which acts as the axis mundi will stand in the middle of the square, marking the
center of the world. It may perch atop the adjoining ritual building, and mark it as the center of the
world. In some town squares the towering construction that marks the center of town is made of wood.
It stands tall and is the site of important local ceremonies. It is the gallows pole, and in Celtic and
Teutonic life the gallows was the center of the community, commemorated in myth by Odin's self-
hanging.
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In this chapter we describe the behavior and beliefs of religious people from an external point of view.



The Mythopoet's Manual - Religious People

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Religiou.html[2/28/2010 9:38:27 PM]

Where The Religious Mindset was subjective, entering into the mind and opinion of the believer, this
chapter will be objective, describing people's behavior in a way that you will be able to easily transform
into rules for the game you play, if that is your intention. Whether or not you intend to use the
mechanics in this chapter, you will be able to use the rest to better quantify and roleplay religious
people and groups.

In every field of human endeavor there are two classes of people, specialists and those who have limited
interest, or dabblers. Religion does not differ from that formula.

Religious dabblers, whom we call "believers" or "worshippers," make the vast majority of any religious
community. Believers compose approximately 99% of every religious group. Believers go to worship
services regularly, they may only attend externally and understand little of what goes on or they may be
deeply into the religion. However, they have not dedicated their lives to religion. Their lives are
dominated by other concerns.

Religious specialists make up the rest of every religious community. Their lives are dedicated to religion.
In some communities they have devoted their entire lives to religion, from childhood until death. In
other communities people pledge several years of their life to religion, acting as religious specialists for
that time and returning to normal believer status afterwards. In either case active religious specialists
make up about 1% percent of the general population.

Religious leaders, specialists in the field of religion, are known by many terms which indicate the respect
people feel for them: priest; medicine man; shaman; prophet; monk; ayatollah; hermit; mystic;
visionary; sheik; master; sacred king or queen; abbess; imam; bishop; father; mother; magus; seer;
doctor; etc. Many of these terms appear to have little to do with religion. This is an accurate
observation. Many titles for religious specialists are titles of respect which reflect the admiration they
elicit in the society that surrounds them.

Religious Specialists

Titles

Collected here are a number of titles commonly or popularly used to refer to religious specialists. Note
that we can't list every possible title by which religious specialists might be known. This is because
people use any and every available term of respect. For instance, in a country with a feudal style
government headed by a religious figure every noble might also be a religious specialist. If the King is a
sacred figure, the Queen and family may also be sacred, and also Dukes, Counts, Earls, Barons, and
Knights.

Most of the following terms are in English. Plenty of terms exist in other languages for religious
specialists, but most of them translate adequately into English terms. I attempted to include those that
do not translate into equivalent English terms.

Abbess

A nunnery is a monastery for women who wish to join the contemplative lifestyle. The abbess is the
female superior, mother superior, or governess at a nunnery. She is so called because the alternate name
for a monastery is abbey, and while both names are unisex, in English monastery has male connotations
and abbey has female ones.

Abbot



The Mythopoet's Manual - Religious People

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Religiou.html[2/28/2010 9:38:27 PM]

The abbot is a father superior, male superior, or governor at an abbey or monastery. While the governor
of a monastery may also be a bishop or hold some other title, this is a functional title.

Bishop

A bishop is a powerful priest, with local authority, the sacred equivalent to a baron or similar noble. In
the catholic church, bishops inherit a line of succession directly from the twelve apostles. They are the
apostles of Jesus Christ in the modern day church. Over the bishop sits an archbishop, who has the
authority for an entire region with millions of worshippers.

Caliph

From the Arabic for "successor, follower," a Caliph is a supreme spiritual leader of Sunni Islam who traces
his line of authority from Muhammad through his father-in-law, Abu Bakr. Similar to the Catholic Pope,
but for Sunni Islam. Shiites do not accept the Caliph as a valid spiritual descendant of Muhammad.

Cardinal

Cardinal as in the sense of "primary." There are the seven cardinal sins. And then there are the Cardinals
of the catholic church, who rank second to the Pope in dignity and status. They form the College of
Cardinals, the Pope's council.

Cleric

Strictly speaking a cleric is someone who reads and writes, a clerk or scribe. During the medieval period,
the catholic church was the main repository of learning in Christian Europe. During this time the catholic
priesthood became identified with their unique ability to read and write. Cleric, plural clergy, has
become a general term for Christian religious specialists which can apply to both monks and priests.

Diviner

A diviner is someone who interacts with the Divine, with God or gods. A diviner may speak to the god,
see visions, or interpret numbers or dreams to understand and interpret the Divine will. Whatever the
method (see Divination in Worship) the diviner predicts the future and sees distant happenings.

Doctor

If surrounding society has great respect for healers, and few do not have such respect, then the word for
doctor may be a term of general respect. As a result, we have doctors of philosophy who do no healing
whatsoever, doctors of jurisprudence who do verbal battle in courts of law, and doctors of divinity who
are actually clergy. In some societies the healing arts are believed to be divinely inspired, and in such
societies every doctor is also a religious specialist. They may be known to us as witch doctors or
medicine men, but they are healers to their patients.
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Father

Father is a term of respect for a man. Religious specialists, male or female, often arouse the respect of
their friends and neighbors. For this reason male religious specialists are often called Father. Variants of
this, from other European languages, include Padre, Pater, Papa, and Pope.

Hermit

A hermit is a person who retires from life and lives alone, usually for religious purposes. There are
several synonyms which mean similar things. Anchorites are similar to hermits, only their privations are
more severe, and their religious dedication is greater. Originally, an anchorite was a hermit who was
bricked into the wall of the church while alive, to spend the remainder of life in a small cell with only a
single window through which food and waste could be passed. A monk is like a hermit but joins with a
community of other like-minded people to live in silence and seclusion from the world.

Hero

A hero is a human being who lives a life according to the heroic cycle. After death such a person is
immortalized in Legend and ritual, and becomes a magically powerful figure, a figure of mystery. The
heroic cycle generally follows this pattern. Miraculous events foreshadow the hero's birth, which is in
itself miraculous. Heroes are most often born from virgin mothers who have been impregnated by a god.
Either before or after birth the hero is menaced by evil. After the child hero grows up, he or she goes
through some kind of initiation, a religious experience, which is followed by a great deal of distant
wandering. Then the hero engages in some kind of magical contest, a contest of skills or miracles, which
he or she wins dramatically. After the contest come the trials and persecutions of the hero, and his or
her final, inevitable defeat. The hero may or not have a last scene, a set piece in which to dispense final
wisdom, and then undergoes a mysterious death, which may involve resurrection, ascension to spiritual
existence, or some other startling, ominous event.

Heroes do not necessarily have to be warriors, though some of the best known examples are warriors.
Hercules was such a figure, from his mother's impregnation by Zeus to the poisoned cloak that slew him.
So were Achilles, Arthur, and Joan of Arc. Heroes are religious figures, though, and objects of
veneration.

Imam

From the Arabic for "he who stands before," an Imam in Shiite Islam is a supreme spiritual leader who
traces his line of authority from Muhammad through Muhammad's son-in-law Ali and his descendants.
Similar to the Catholic Pope, but for Shiite Islam. Sunni Muslims do not accept the Imam as a valid
spiritual descendant of Muhammad.

Magi

The Magi were a Medean caste or tribe of priest-nobles from pre-Zoroastrian Iran. They dominated
religious discourse in their day, and even after Medea was conquered by the Persians maintained their
status as the supreme religious experts. Their arts included astrology, numerology, all the divinatory
arts, weather control, and various demonstrations of sacred power. The Greeks knew of them, and they
were widely respected over the entire ancient world, from the western Atlantic coast east to the Indian
subcontinent. Magic is named after them. Many European stories of magic workers and witches are
directly descended from the stories told about the Magi. The Greek legends about Medea are obvious
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links to them, and it's likely that there's a lot more that can't be so easily traced.

Master

A master is someone who is superior to all but the very best, to whom he or she is equal. A religious
master is someone whom other people follow, whom they obey. He or she is an instructor, a teacher, a
holy one. Today it carries the connotation of "master and slave" or "master and servant" and smacks of
inequity, but it wasn't always so. The master is a superbly qualified person, worthy of respect.

Minister

A minister is technically speaking someone who attends to people, who cares about them. In its broader
meaning, a minister is a person who leads a group of people in worship and who councils troubled
people.

Monk

A monk is someone who lives in a monastery, a place where many people may withdraw from the world,
and by their nearness to one another protect one another from the dangers suffered by true loners. See
hermit, above. Monk has a male connotation; a female monk is usually called a nun.

Mother

Mother is a term of respect for a woman. People respect their mothers. A woman who elicits such
respect in other people may find them calling her Mother. Mother is also a traditional title for the earth,
or for any priestess who represents a goddess of the earth. Variants include Madre, Mater, Virgin Mother,
Great Mother, Mother Superior, and so on.

Mystic

A mystic is a religious believer who concentrates on the spiritual aspect of religion, perhaps to the
exclusion of the ritual and mythical aspects. A mystic may be an ecstatic, a visionary, and a prophet.
Mystics aren't very popular in large, bureaucratic religions because they aren't predictable, and they
frequently claim revelations from the Divine that would be inconvenient for the goals and policies of the
hierarchy.

Pope

The Pope is the highest mortal leader of the Roman Catholic church, with direct access to God. He is
believed to be infallible, incapable of error. He is the leader and spiritual father of millions of Catholics
all over the world.

Preacher

A preacher is someone who speaks to a group of people about religion. A preacher sermonizes, a
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preacher is a storyteller who tells myths and fables, and convinces the audience to believe.

Priest

A priest is a religious specialist with a formal position in a religious organization. A priest usually signifies
a man, a woman is usually called a priestess. Priests are officially in charge of the rituals. A priest may
hold a bureaucratic position, be a preacher, a pastor, or another specialty, but is fully capable of
officiating at many religious rituals. There are some priests that specialize in various rituals, such as
marriage or funerary rites, but most are generalists.

Prophet

A prophet is someone who actively seeks out Divine knowledge and uses it to predict the future. A
prophet is a little bit preacher and a little bit diviner.

Sacred Ruler

When a society elects its leaders according to Divine law, they are sacred rulers. Sacred Kings may be
elected in the spring, rule for a year, and be sacrificed at midwinter. Sacred Queens may follow a similar
schedule, or they may be worshipped as Divine mothers of society.

Saint

A saint is someone who, like a hero, lives a prominent and overtly religious life and death, a life and
death that make a good legend. The legend must illustrate something important about the world and
Divine will. A saint may stay around after death to intercede in favor of faithful believers, or to punish
the evil.

Seer

A seer, like a diviner, is one who ´sees' distant things. A seer can see into the past, present, and future.
A seer can see hidden things, secret things, far distant things. A seer and a visionary are pretty much the
same thing.

Shaman

Shaman is originally a word from the Tungus people of Siberia, but has been widely adopted to describe a
type of religious found in small-scale societies all over the world. A shaman is a mystic, a preacher, a
healer, and a priest. A shaman, female shamana or shamanka, plural shamans, can be identified by
eccentric behavior while still young, for the aptitude is passed along from parent to child. After difficult
and dangerous ordeals, a youth who is so inclined may be initiated into shaman-hood.

Witch

Witch, apparently derived from an old English word meaning "to twist," is the word for a female worker
of magic. Witches who work good magic are often called "white witches," and witches who work evil
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magic are often called just plain "witches," or "wicked witches." Of course, a witch who does favors for
you may not be the favorite of your enemy over the hill, and likewise a witch who is his friend may be
your worst enemy. As usual with good and evil, whether a witch is of the white or wicked variety is a
subjective decision.

Two notes on terminology: First, a warlock is a popular name for a male witch, especially one of the
wicked, Satan worshipping variety. However, warlock is an old English word for "oathbreaker," and most
people who claim to be witches think it is very insulting. The preferred term for a male witch is "male
witch," surprisingly enough. Second, a witch doctor is so called because he, for witch doctors are almost
always male, can smell out wicked witches and their evil spells, and because he can cure it. A female
witch doctor would be called a "good witch," and would be despised by the people over the hill just as
much as if she were truly evil.

Wizard

Wizard is etymologically related to "wisdom." A wizard, or wise one, is a learned person, a person who
like the magi controls vast powers of magic and may or may not have religious duties. There is no doubt,
given the power at a wizard's disposal, that Divine forces are involved somehow.

The Religious Hierarchy

States that become large lead to large religious organizations. Conquering of new lands almost always
leads to a conversion of much of the defeated populace to the winner's religion. After all, if the old
religion was so great then they wouldn't have lost. When a religion becomes large, the need for a
bureaucracy to handle it becomes irresistible. Military success and religious bureaucracy go hand in hand.
This is why religions are often organized along military fashion. There is a single leader in an army, a
general, and he or she is assisted by a war council. Likewise in a large religion, the High Leader of the
religion is assisted by a council. Together they order the movement of missionaries, priests, associate
groups, and ordinary believers.

Place of a Kiva Men's Society in the Zuni Year End Ritual

In November, the end of the year, the shalako come to the village. The shalako are messengers of the
rain gods (ancestors). Six of them arrive, standing fifteen feet tall with birdlike faces surmounted with
broad antlers and adorned with fans of feathers in all the colors of the rainbow. The six gigantic masked
figures make a big impression. The dancers who impersonate the shalako peek out through eye-holes in a
rug which covers them and dance during the festival, carrying the feathered and horned masks on poles
ten feet long.

The shalako arrive from the desert and bring life and fertility. They are the harbingers of the new year,
the servants of the ancestors who ensure rain and natural cooperation for the year to come. On the first
night of the festival they appear in the desert and approach the village. Members of each kiva society
join the shalako from their own house and accompany them back to the village. They cross the river as
darkness falls. All of a sudden, as the spectators await them, they appear at the top of a rise,
accompanied by loud, formally composed songs. The moment is one to remember forever with the
glorious creatures suddenly appearing, surrounded in otherworldly song. Afterwards, the masked beings
go to their kiva houses. Their kiva brothers join them, and they all dance the entire night. If any man in
the house falls asleep the mask bearer lowers the mask to the sleeper's face and awakens him with a
loud clap of the mask's beak.

[FOOTNOTE: The description of this Zuni festival is paraphrased from Religious Traditions of the World,
ed. H. Byron Earhart. p. 354. Ake Hultkrantz, "Native Religions of North America."]
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During the year the kiva societies prepare for the arrival of the shalako. They rebuild and repair the
mask. They find and add feathers to it, also antlers. They may build a new mask some years or many
years. This house is a society for men only. Women are not allowed to participate in their work.
However, women are allowed to be in the audience when they play their part in the year-end festivities.

The kiva societies exist for ritual purposes, to assure the orderly passage from season to season and year
to year. They are not devoted to violence. They are not antisocial or destructive. However, they do not
allow women. That is the basic requirement for any men's society. A men's society cannot include anyone
but men of the village, and that excludes women, boys, girls, and outsiders. The men's society also holds
secrets which are dangerous to people, and that is why the men say that their society must remain
secretive and must admit only men. It would be dangerous for women or children to see the secrets. It
would threaten the orderly progression of the years. It must not happen. The secrets must remain secret.

Such kiva societies have leadership by the most senior members. They are the elders of the society. Their
opinions are important. One or more of the elders may be a delegate from the society to a greater
governmental council or group. For instance, one of the elders of the shalako societies would represent
their interests within the village council. Zuni society is tribal with a ruling council, so there is no single
leader for the secret society, just as there is no single leader for the village. Below the elders are the
majority of members. They do most of the work during their spare time. Finally, there are the young
men of the secret society. They are new members, expected to know little. Their main contribution is
energy. The young men, in the prime of their health, are expected to be the main dancers in the kiva
rituals. They take orders from everyone and give orders to none. They are shown the secrets slowly,
carefully, no more than they need to know at any one time. They have years to develop the wisdom of
the elders. Those who join the kiva society are sponsored by parents and must undergo two initiations.
First, at a young age they are whipped by the masked kiva spirits in a purifying ceremony that drives out
bad luck. The Zuni do not use whipping as a punishment. They use it only to purify. Right before puberty
they are once again cleansed by whipping, and at that time they learn the first secrets of the kiva
rituals.

Other men's societies exist. A mystique accrues to their houses. They accumulate their share of secrets.
Like kiva societies, fraternities, military organizations, many boardrooms and barrooms are restricted to
men. Hunting societies are common among foraging people, as are warrior societies. Guilds, unions, and
clubs are all similar to men's societies, but the restrictions on membership differ. The element of secrecy
remains the same.

Nunnery Example

Charitable Order Example

Bureaucratic Hierarchy Example

Religious Believers

Believers are the backbone of religion. Without their efforts the specialists would be unable to achieve
their goals. Without believers the gods would lose the human arm of their power. Believers constitute
99% or more of every religion. They are who we talk about when we talk about religious people. Religious
specialists, scholars, and others are exceptions to the rule that traditional societies are religious and
consist of believers.

Everyday Obligations
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The Divine forces at the center of religion expect believers to supply through various kinds of worship
most of the sacred power needed for Divine survival and prosperity. Worship involves many types of
behavior. It involves ecstasy, ritual, imitation, and sacrifice. All these types of worship serve as sources
of sacred energy. In addition to sacred energy, believers supply the Divine with respect--everybody wants
to be respected. They honor the Divine. They obey It.

Believers are expected to offer economic support to the religion, to specialists in it, and to their fellow
believers. This may take the form of gifts of food, service, or lodging to religious specialists. They may
be required to supply the religion with sacrificial objects such as oils, perfumes, grain, fruit, animals,
and perhaps with occasional human sacrifices. They may be required to pay a "tithe," or religious tax, for
the continued operation of the religious group. No matter what the economic basis for the community,
believers will be expected to contribute some part to any relevant religious organization.

Worship

The most common and representative expressions of worship are the ecstatic experience, role models,
rituals, and various sacrifices.

Ecstasy: First off, the ecstatic experience, described in some completeness in Worship, is a central
feature of all vigorous religions. It is the religious experience noted by Henry James [[[Fact Check]]] in
his work The Varieties of Religious Experience. Visions, sacred dreams, possession, instances of sacred
insight and madness, these are varieties of ecstatic experience common to religion. Meditation, song,
dance, prayer, and artistic pursuits are a few ways of reaching an ecstatic state. They take time. Other
ways of reaching ecstasy are quicker. They may be derided as shortcuts or lauded and much used,
depending on cultural values.

For example, in the apocryphal Book of the Secrets of Enoch the prophet travels to the seven heavens
and descends to the seven hells, hears of the fate of the fallen angels, the fate of the Messiah, the
world, and the people in it, speaks directly with God, and afterwards returns to the world and tells his
family and friends about his journey. Finally he writes 366 books about it.

Role Model: Role models, which are briefly described in The Religious Mind, are an important facet of
religious worship that is easy to ignore. Nowadays, many people choose role models from entertainment
or the world of professional sports. We have many people who want to be more like Roseanne Arnold,
Princess Diana, and Michael Jordan. Our most popular role models are celebrities, people whose most
impressive distinction often is the fame that defines them. In a religious culture role models would come
from Legend and Myth. Legends describe the founding heroes of a culture, those people who defined
culture through their actions. Johnny Appleseed, King Arthur, Joan of Arc, for the better or worse these
people defined roles within their cultures. They became the focus of legends, larger than life, with
religious overtones. Johnny Appleseed was an exemplar of the ecological, naturalistic, pantheistic
religion of Whitman and Thoreau. King Arthur was the perfect Christian King. Joan of Arc was the ideal
Christian soldier who was burned at the stake because she was a woman who should have been weak but
was strong. They are heroes. Every time a person imitates the actions and motives of a hero the legend
of that hero is reinforced. The legend becomes stronger through repetition. When people imitate the
gods their myths are reinforced, they are supported in their reality and power. Constant repetition, hour
after hour, day after day, is a basic way in which religion receives strength.

Ritual: Rituals are another way of reinforcing the patterns of myth. Every religious ritual is based on
myth and legend, which provide the primal pattern for all activities which are sacred and powerful. As
with the process of taking and imitating role models, ritual strengthens the fabric of myth and ritual by
repeating it. Unlike imitation, a ritual is a public performance with an audience which participates in a
secondary manner. Often people who are only marginally in a religion avoid taking religiously relevant
role models, and so the religion receives no strength from them on that front. However, they may
participate in rituals for several reasons. Rituals are dramatic. Many people enjoy acting in dramatic
activities. Those who do not participate actively, may take place in a passive manner. It doesn't matter.
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The heightened emotions and concentration of actors and audience in a ritual lend power to the religion,
they strengthen the myth by supporting it with emotion, and they recreate it through the repetition of
ritual.

Sacrifice: Sacrifices are a type of ritual. In addition to the reinforcement of primal truths through
repetition which is a function of every ritual, sacrifices also send additional energy to a religion and the
Divine force that powers it. To Sacrifice is to make sacred. Sacrifice translates the sacrificial object to
the otherworld in which the Divine dwells. Sacrifices of food nourish Divine forces. Sacrifices of
possessions equip Divine forces. There is an ecology of sacrifice, and by sacrificing things mortals can
ensure that ancestors and divine spirits get the things they deserve to have.

Economic Contribution

Small scale societies, foraging and horticultural societies with average settlement size less than 25 or so,
encourage people to generalize rather than specialize. Everybody in such a society will know how to
hunt, to fish, to perform any common skills, and will have control over their own spiritual and religious
life. There may be someone who is better in a specific circumstance than other people, but specialized
leaders don't have a place in society. On the other hand, religious specialists in a large scale society
spend enough time doing religious duties that they don't have time to do everyday work. They specialize
in an economic sense. They don't produce any tangible, consumable result of their labor. The society
around them must support them by contributing food, shelter, and the other necessities for life. Some
religious specialists receive a bare minimum and live on the edge of poverty. Others receive generous
gifts and live the life of nobility, very well indeed.

Dedicating Children

Religious bureaucracies need a constant stream of new members in order to function. The main way they
recruit is for parents to send their children to the temple and dedicate them to the religion. This is
especially necessary in those religions which require sexual abstinence from religious specialists, or which
allow the priests to have families and children but forbid them to pass on their religious vocation to
children. Alternately, cultures with hereditary religious castes would never dream of letting an unwanted
child become a priest. In the societies in which it is common, the dedication of a child to religious life is
seen as one of the greatest, most valuable sacrifices a family can make. Nobility and gentry may discover
that they are forced to contribute at least one child per family to the religious organization.

Extra Effort

Believers may wish to enhance their standing in the religion and the community by making special effort
for their religion. Four common courses of action are to make pilgrimages, participate in holy wars, to
become temporary religious specialists, and to join lay organizations.

Pilgrimage

A pilgrim is someone who travels to a distant place of religious importance with the goal of personal
religious growth. The distant place may be the site of the founding of the religion, the birthplace of a
hero or saint, or the ancestral home of clan, tribe, or nation. It may be mentioned in Myth and Legend.
It may have any meaning, as long as it is important. People do not make pilgrimages to meaningless
places. Especially in the days before the airplane and the automobile travel over a long distance was
very difficult and expensive. People often walked thousands of miles to go on pilgrimages. They faced
bandits, surprised and hostile natives, weather, wild animals, all without extensive networks of roads or
lodging.

Imagine if you lived in Miami, Florida and had to visit Salt Lake City, Utah. That's a daunting trip if you
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drive there on the interstate highway system. Now assume there are no roads, that the natives of the
lands between here and there don't use the same currency you do, don't speak your language, and don't
particularly like you, that there are few inns, of varying quality, between here and there, and that you
don't have enough money to take a horse. You have one ox which can pull a cart with your possessions in
it. Cars, naturally, haven't been invented yet. Given up yet? Given the difficulties they entailed, it's no
wonder that pilgrimages have long been viewed as proofs of courage and dedication.

The pilgrimage is one common way for believers who are not religious specialists to prove their
dedication to religion. Generally, the poorer classes cannot make long pilgrimages. They will make
regional pilgrimages instead, perhaps to a temple several days away, perhaps to a shrine founded by a
hero in a wilderness area. They may combine the pilgrimage with requests for boons or blessings. People
often go on pilgrimages after someone becomes sick. They will take a trip to the nearest holy site with a
reputation for healing the sick. They may take the sick person with them, or bring a "votive object," a
representation of the illness. For instance, if a man fell ill with an infected leg and couldn't travel, his
relatives might take a plaster casting of a leg, or such a statuette, to the shrine, and get it healed. They
would also bring other offerings, other sacrifices, to the holy site. All sacrifices, including votive objects,
will be left at the holy site.

We recommend that you determine the high holy site for each religion that you create for your
gameworld, and make this site the primary goal of pilgrims. It could be the hut in which the founder was
born, the burial ground, or the mountaintop where the founder first encountered the Divine. You can
design more complex pilgrimages later, if you want.

Examples of Pilgrims

Pilgrims founded the colony of Plymouth, Massachusetts. They had been expelled from the Church
of England and set out to find a new land where they could follow their own religion.
The Canterbury Tales, by Geoffrey Chaucer, recounts the stories told to one another by a group of
pilgrims who were traveling to Canterbury to see the Cathedral, which was then and is now a center
of pilgrimage world-wide.
The semi-religious doctrine of "manifest destiny," preached from pulpits all over New England and
the east coast of the USA, prompted hundreds of thousands of American pilgrims to go west and
claim the land for themselves. This land that they claimed was their divine right, it would be their
shrine and their comfort, so said the preachers. The natives, who unsurprisingly objected to this
program, were overrun and removed from their lands.
Benares, modern Varanasi, which lies in the Ganges river valley in eastern India, is believed to be
where Siddhartha dwelt for some time either before or after the enlightenment that made him
Gautama Buddha. It was definitely the site of one of the earliest Buddhist monasteries. Benares is
the destination of Buddhist pilgrims from all over the world.
Every Muslim prays in the direction of Mecca, the birthplace of Muhammad. In addition, once in his
or her life every loyal Muslim must make a pilgrimage (Hajj) to Mecca, in Saudi Arabia. Those who
have completed this pilgrimage gain the honorific Haji, which they may append to their names.

Holy War

Worshippers who aren't quite so ordinary as pilgrims may want to use their special skills to dedicate
themselves to their religion. Those who are skilled in warfare get the chance to dedicate themselves by
participating in holy wars. By conquering outsiders, others, the religion can expand. It also offers the
usual attractions of war to warriors, namely loot, rapine, and slaughter.

Example Holy Wars

To most westerners, the many crusades are perhaps the best known examples of holy wars. They were all
holy wars against various "pagan" enemies, and even against some who could only loosely be called
pagan, such as Jews and Byzantine Christians.
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The first crusade, preached in CE 1096 by Pope Urban II, was intended to rescue Jerusalem and the lands
around it, the Holy Land, from domination by Jews and Muslims. Jerusalem was to be transferred to
Christian rule. Along the way the crusaders kill all the Jews they can find in Europe. An offshoot of the
first crusades went to support the Christian Kingdom of Leon against the Caliphate of Cordoba and help
drive the Moors out of Spain.

The second crusade, preached in CE 1146 by Pope Eugenius III and Saint Bernard of Clairveaux, the
founder of the Templars, was intended to support the efforts of the first crusades in the Christian
countries of Palestine (Edessa, Tripoli, Antioch, and Jerusalem) and also to finish driving the Moors out of
Spain. It also included the King of Saxony's drive in the Balkans against the Wends and Lithuanians. The
second crusade failed to dent Muslim defenses in the east, but did better in Spain and the Baltics.

The Templars and Hospitallers were two monastic orders of pious warriors. They dominated the second
crusade, and have become the model for Paladins and the other holy knights in roleplaying games.

In response to the Christian crusades, Salidin led a Muslim Jihad against the Christian states and took
back much of the land that had been taken in the first crusades. Jihad is the Arabic word for a holy war.
Those who die in a Jihad are assured immediate entrance to paradise.

That's about enough for the crusades. I don't want to make this into a history of warfare. However, a few
more facts about the crusades would be enlightening. The next few crusades, against the Cathars of Albi,
and the Byzantines, were both against other Christian states. Crusaders claimed to be attacking heretics,
but perhaps more importantly, their targets were too rich for their own good. Albi was the most
prosperous area of France, a ripened plum for northern nobles intent on loot. Byzantium was the
gateway to the East, and much of the wealth that passed along the silk and spice routes stayed there.
Wealth wasn't the only reason for these non-holy crusades. In the twelfth century crusades were declared
against political enemies of the pope. The holy nature of these wars is doubtful. Instead, it is apparent
that holy war often bucks the control of those who attempt to guide it and becomes a violent convulsion
of "us against them" feeling and racial and cultural hatred.

Kill them all and let God sort them out.

--Simon de Montfort [???] upon taking the town of ???, ordering the slaughter of all the inhabitants,
Catholic and Cathar alike.

Temporary Religious Specialist

Other religions encourage people to become religious specialists for some period of their lives. This is
especially common after retirement from active work. Many older people retire from the fields and
withdraw to the contemplative life, there to prepare themselves spiritually for death. For instance,
Chinese Buddhists commonly take vows and become monks when they become old. In this way they can
satisfy their mundane obligations with a lifetime of work and effort, and also satisfy their spiritual
obligations with a commitment to religion.

In Thailand it is common for Buddhist men to join a monastery for a few years between the age of
twenty and thirty. It is seen as a rite of passage, which prepares the young man for marriage, and in fact
is reproduced in miniature in the marriage ceremony. The typical monk remains in the monastery for two
or three years, while those who become chief monks remain for up to seven to ten years, but nobody
stays a monk forever.

On a tangential note: At one time Buddhist monasteries for women existed, but some time around the
5th century CE the line of female monks dribbled and dried out, leaving nobody to induct new ones.

The Templars accepted temporary members, who didn't have to permanently take vows of chastity, give
up their wives, or offer their entire estates, for the duration of various wars. This practice was common
among all the medieval fighting orders. The Hospitallers and Teutonic Knights, among others, also
allowed it. It was also uncommon but accepted among various non-fighting cloistered orders such as the
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Cistercian and Benedictine orders.

Lay Organizations

Many religious organizations encourage believers to join organizations which are not as stringent in their
requirements as more formal religious organizations, such as cloistered monasteries, priesthoods,
colleges, or fighting orders. Such groups are called lay organizations, because they consist of lay
believers.

Lay organizations are associated with the official religious organization, though this may not be a formal
affiliation. Religious specialists cooperate with them, but do not always assume leadership positions in
them. Usually such groups are established for charitable purposes, or for some other purpose that fits in
with societal and cultural goals. In a society where cheese fondue was the highest good, you might have
a lay organization called the Cheese Melters. Since there is no formal relationship between most lay
organizations and the official religious hierarchy, lay goals can diverge from official ones. Such a process
may on occasion lead to heresies or schisms in the religion when a charismatic lay person claims divine
inspiration and the official hierarchy objects.
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Introduction to the Sheets
Religion is a communal system of right belief and right action transmitted from a divine presence.

Let's break down that definition and take it in order.

1. "Communal system" Religion requires community, with those of advanced knowledge instructing
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novices in mythic and ritual knowledge and serving as arbiters in case of disagreement or confusion
on religious matters. Individual belief is not religion, though it may have components in common
with religion.

2. "Right Belief" The Myths and Legends of a religion constitute a system of right beliefs.
3. "Right Action" The Ritual of a religion contains the system of right actions.
4. "Transmitted from a divine presence" Truth comes from the god or gods, and is the way that

believers distinguish right from wrong, good from evil, sacred from mundane, and the world from
chaos. Myth and Ritual are both divine in origin and this is why they are "right."

Another way to describe religion is as a combination of Myth, Ritual, and Philosophy. This fits in with our
definition above. Myth is the medium by which the gods transmit religion to the community. Ritual is
right action. Philosophy is right belief. Together they create something that is greater than its parts,
Truth which resonates in the individual heart and in the marrow of the community. Truth, with a capital
"T," is the meaning of Religion. Truth is Religion. Religion is Truth. Truth and religion are the glue that
binds the individual and the community together. Religion confers a purpose and destiny upon each
person. This is a powerful idea, and it is no wonder that religion is so important in the world.

Just a note on terminology. Recall that in this book we use the technical definitions for and legend from
storychapter. Mentions of myth and legend should not be taken to mean fictional or fabulous stories, but
rather sacred truths.
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Mythopoet. A myth maker.

-- Webster's New International Dictionary

The Game Master in the role of Mythopoet weaves together threads from many different sources to
produce a campaign from strong fabric. As the players in a campaign borrow ideas from real people,
books, and movies to make each character into a lifelike person, so the GM borrows from many sources
to roleplay the world. The many pieces of the campaign add up to a mythology, hopefully a coherent
one, for which the GM bears the responsibility of creation. In addition most campaigns also include
another mythology, tied to the gods, heroes, and other superhuman beings of the campaign world, and
the GM is also responsible for them. The GM is the mythopoet who creates mythology on two levels, first
creating a mythical setting for the campaign, then in cooperation with the players creating the tale of



The Mythopoet's Manual - Religion and Campaign Creation

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Religion.html[2/28/2010 9:38:29 PM]

the campaign itself. The campaign itself is the primary reason why people roleplay

The MythoPoet GM has two difficult, somewhat contradictory tasks.

Plausibility

Cover the religion completely enough that it seems plausible to players in the game. This requires a
broad survey of the religion as well as an understanding of how different aspects of religion and culture
relate to each other. For instance, in homage to J. R. R. Tolkien many roleplaying GMs set out to write
reams of minutiae about their campaign worlds. "Plausibility" is going to be one of our mantras in this
book. You're going to see it everywhere. Plausibility is a primary goal of everyone who wants to craft a
world, and it is one of our primary goals when we roleplay, right up there with acting silly and getting a
lion's share of cheese curls.

Continuity

Describe the religion briefly enough that when the GM uses the religion in a game he doesn't lose track of
pertinent information. The GM also has a related need to ensure that the religions and organizations
don't continually mutate, changing form because of the inescapable tendency to forget tangential facts.
GMs with eidetic memories may not have that problem, but for the rest of us who occasionally forget the
name of the star of the Tonight Show, or the actor who played Perry Mason, this is more of a problem.
[Footnote: In case this had you stumped, Raymond Burr played Perry Mason. Jay Leno succeeded Johnny
Carson who succeeded Jack Parr on the Tonight Show. (sp check on Johnny Carson)]

In case you were wondering, "continuity" will not be one of our mantras. This is because it is a goal, but
not a direct one. The easiest way to get continuity is to tax our memories as little as possible. We need
to record all the really important information and toss the junk that we wouldn't use anyway. We need to
keep it simple. For those reasons, "simplicity" will be a mantra. Simplicity is an important thing to keep
in mind a lot of the time, but it's especially important when for fun you play games with more than an
incidental resemblance to filling in a tax depreciation worksheet, as we roleplayers do.

[PICTURE: unhappy roleplayer with reams of paper, trying to find her character sheet while the GM, who
looks like a nightmare version of an auditor, harangues her for forgetting to fill in the third page of the
encumbrance worksheet. Other players look on in terror, pulling old notes out of shoeboxes. Maybe this
doesn't translate to pictures very well. Maybe a picture of the GM as satanic accountant at top of
sidebar, and set up a small script below it?]

How can we reconcile these two aims? One presses us towards completeness, towards obsessive amounts
of detail. The other yanks back on our reins, restraining us in the direction of brevity. In order to find a
pleasant middle ground, let's consider for a moment what writers of fiction have done for hundreds of
years when faced with similarly conflicting aims.

Somewhere during the process of writing stories, most fiction writers jot down basic characteristics of
the characters in their stories. In most cases they record an extremely basic overview of each character,
including facts such as age, appearance, sex, and names of a character's family members. While many
beginning writers prepare for their stories by writing long essays about characters, experienced writers
realize that it is impossible to keep track of all the details in a huge essay. They realize the importance
of continuity. Writers of fiction also realize that characters should be shown in action, instead of
passively described, and so those long descriptive passages would be wasted. What they need is
something that they can keep by their side while they write and reference quickly when they have a
question. This reference must fit on a single page, and it must be easy to find what they want in it.

We roleplaying gamers already have something similar to these short character sketches. We call them
character sheets. Each player keeps character sheets of his or her game personas and uses them during
game sessions. Many GMs also use abbreviated character sheets to describe GM characters and creatures.
Since religions and other organizations are as much indivisible entities as are gamemaster characters or
monsters, I suggest we put them on character sheets just as we would with individuals.
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The use of "character" sheets for various aspects of the roleplaying campaign is the central organizing
principle for The MythoPoet's Manual. The MythoPoet's Manual includes four kinds of character sheets
and a lot of information to help you fill them out. Not only will this material help you fill out the sheets,
but it will also give you ideas for campaign incidents and adventures. The sheets are presented primarily
for the GM, for that is the person whom I expect will use this book the most, but I see no reason why
other players couldn't also make religions for the campaign world they play in. If you play in a troupe
style campaign everybody is a GM anyway. In such a campaign everybody could use The MythoPoet's
Manual. Everybody should have their own copy. Everybody should buy two copies and give one to a
friend! Sorry, I got a little carried away. Obviously, players of priestly characters and paladins may want
to describe their character's religion using these terms. Most characters are influenced by the religious
climate. Finally, an understanding of religion, which is de-emphasized in the world of many roleplayers
who live in cities in which organized religion has grown increasingly irrelevant, is a valuable tool for
roleplayers who wish to roleplay members of traditional, non-urban societies---societies in which most
people are religious.

I designed these sheets to help you take control of your campaign. No more will you wonder how much is
enough when readying a religion or secret society for your roleplaying game campaign. This sheet, and
the other sheets in The MythoPoet's Manual, systemize and simplify several descriptive tasks for you,
much as an artfully designed character sheet makes it easier to keep track of individual characters. You
can just check off the items in the sheet one by one, and at the end have a complete religious
description suitable for live use in a roleplaying campaign.

After one or two practice runs through the sheets and tables you will be ready to cover the key facts
about your campaign and its religions in no more than fifteen minutes each.

Brainstorming

Plan a little before you start writing the details of a religion from your campaign world. First you should
brainstorm about the religion. Jot down notes, brief phrases and words that evoke the religion for you.
Think about the history of the religion, the society which spawned it, the society in which characters will
encounter it, its gods, or the magic and miracles that members may use. Write down everything you
think of as quickly as you can. Don't go into great detail on any one thing. The idea here is to get all
your ideas out in one place, and after you've gotten them into the open decide which ones work and
which ones don't. Once you've gotten it all down, go back over it and pick out the three most interesting
things you said and choose them as the center of your religion.

Example

I need to make up a religion for my campaign. The campaign is set in a huge, partially abandoned city
constructed by aliens. The religion must serve as one of the organizations that player characters might
wish to join so they can advance socially in the campaign.

aliens
hard to join
hunter-gatherer
habitat
city structures
undercity
abyss undercity
shapechanging aliens
lycanthropy?
ancient technology
buglike aliens
psionics?
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witch hunters
anti sorcery
dirt
the good earth
Mantian
queen
Charkish

Now that I've brainstormed I'll go back over what I wrote down and pick out the things that I like most. I
actually like a lot of ideas from this batch. I'll pick out: "buglike aliens"; "abyss undercity"; "witch
hunters"; "dirt"; and "the good earth." I also like the name "Mantian," since it reminds me of a Preying
Mantis, which is one of the most alien seeming bugs around. It's also similar to the greek word Mantis,
which means prophet or seer. I think I'll keep it. The nonsense word Charkish I will use for the name of
the main god. The rest I will discard for the present time though I might pick up on one or two later.

There are other ways to brainstorm. One technique that some GMs might find helpful is to finish off a
"because" statement. For instance, "Player characters will want to join this religion because..." and then
write down a bunch of numbered reasons why this is true. Or "This is a good enemy religion because..."
Write down about a dozen reasons, and develop the three or four ones that arouse your interest the
most.

Filling In The Religion Character Sheet

To the visitor from outside, a society is confusion, chaos. People in an alien society appear to make
important choices at random. Yet if you ask them, they make their choices based on cultural or religious
belief systems, or even base them on ritual and tradition. Use this sheet as a tool so you, the campaign
designer, can find the form in this chaos, so you can reveal the plan behind the cultures and religions
within your campaign. The rites, the god, the stories, the belief system, this sheet helps you to organize
all of them into a plausible religion with a relatively simple format.

An advocate of random everything could use the directions for trls as a set of random tables for
mindlessly churning out religions but that isn't the only way to use it. Not that you can't pick and choose
randomly if you want to, but things tend to turn out better if you guide the process, ignoring things that
don't make sense, and adding details to strengthen your creation. Of course before you can use the
tables with a randomizing method you'll have to write numbers next to them. As with any art the artisan
who attends to intermediate results, adjusting technique midstream if necessary, and invests the plan
with imagination, love, and common sense will create a superior piece. If you throw dice all the way
through the process, on the other hand, you may turn out usable religious organizations, but you are
more likely to make incoherent and ridiculous ones.

Concentrate your brainstorming on answering two or three key points in your most imaginative way.
Really use your noggin and come up with two or three ideas that are bizarre, wild, crazy, butt-kicking
three times dope stupid fresh. Fill in the sheet any way you want. Don't feel bound to the order in which
it is presented. Pick a few key pieces of your topic, the ones you brainstormed about, and fill them in
first. Then repeat our mantra, "plausible," and fill in the rest to match what you already have. Fill in any
empty spots that remain. It's okay if they're boring. Finally adorn your creation with any extra bits of
decoration that you really really really really really need to add, and you have a brand-new, ready-to-
play religion for your campaign.
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Basics

First, fill in the basics about your creation. Choose a name for the religion and write your name and your
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campaign's. Choose the key belief or activity which best characterizes the religion. You may want to wait
to fill in the Key Dogma. You may not know what it is until after you've finished the rest of the sheet. If
believers wear a distinctive item of clothing or share an unusual feature then record it. This will help set
believers apart, so that players can get an accurate feel for the prevalence of religion in the campaign,
a feel which the characters would already have but which is often difficult to pick up through play. Also
choose the cultural pattern of the religion. Pick from Hunter-Gatherer (Habitat), Agricultural (Hostile
Nature), Pastoral Nomad (Tribal Patron), or City Dweller (Luck). Each one of these choices brings with it
a typical approach to divinity, expressed by the parenthesized words, which appear below the culture
names on your sheet. Finally sketch the primary symbol of the religion.

Religion Name

If you can't think of a name for the religion right now, you can always come back to this later. If you
want to think of a name but can't, religions in our past have taken their nature and name from prophets,
dynasties, myths, holy books, divine spheres of influence, gods, tribes, regions, states, and other things.
Choose the name based on the sort of interaction the player characters will have to the religion. If it is a
hostile religion then choose a religion name that its enemies might use. If it is a friendly religion,
intended for player characters to join, then give it the name that believers would use. There's nothing
more incongruous than finding yourself pitted against the "Loving Church of the Fluffy Bunny Foo Foo," or
some religion with a similarly cute name. Minimally choose a name like the "Blood Cult of the Ever
Growing Incisor" if you're going to set player characters against it.

If you have any ideas to add to these lists write them down on this page where you can find them. If,
like me, you hate to mark books permanently then pencil in your changes and you will have the
satisfaction of knowing that you can erase them later.

After selecting the religion's official name, choose a few alternate names for the use of the faithful inner
circle, enemies of the faith, mundane authorities, and so on. Alternate names could have little to do
with the actual nature of a faith and much to do with the perceived or supposed actions or inclination of
its membership and would be affected by xenophobic tendencies in surrounding society.

Physical Distinctions

The GM or players can use physical distinctions as important clues in mystery scenarios, or they can be
used to add color to any situation. Some identifying marks, aside from official religious symbols, could
include:

Old Fashioned Clothing
Head Coverings
Veils or Facial Coverings
Odor of Incense
Continual Chanting
Familial or Tribal Resemblance
Tattoos
Ritual Scars
Body Modification
Unusual Accents
Hairstyle

Cultural Pattern

Consider the setting and the people who are going to participate in the religion which you are outlining.
Consider their culture. If the people have farmed the same fertile river valley for twenty generations
then they probably won't worship a thief god. If they are desert nomads they won't knowingly worship a
god of boating and fishing. A society of frightened mice will not worship a god of bravery and war. Don't
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force inappropriate religions on some part of the campaign world. This is a mistake that will make your
campaign less plausible. Religion should match the roles and personality of the people who practice it.
Select a plausible culture for the religion you want to create.

By selecting a cultural pattern for your religion you determine a lot about how it works. A religion
nurtured in a Hunter-Gatherer society will emphasize the magical habitat around it, while a religion
nurtured by Agriculturists will emphasize numerous inimical spirits of nature, and a religion nurtured in a
Nomadic culture will be tightly bound to a god who is the tribal patron. The descriptions of religious
patterns based on economic and societal development should be taken as typical examples, not as
absolute rules.

Hunter Gatherer (Habitat)

Hunter-gatherers live in small mobile groups of around twenty-five people. They travel from camp to
camp in a prescribed order several times every year. The men, who are expendable, hunt for large
animals and honey and do other dangerous things, while the women forage for vegetable food, catch
fish, raise the children, and tend to the hearth and home. Men's work doesn't take much time, so they
have a lot of leisure time. Women work more than the men, but they don't do any backbreaking work
either. This sounds like an ideal way of life, but it has one problem and it's a doozy. The main problem
with the hunter-gatherer lifestyle is the danger of starvation. Hunter-gatherers don't keep stores. If a
bad year comes along, or if they are too crowded, then everybody starves.

Hunter-Gatherer cultures are likely to worship their habitat or world as divine and benign. Their
worldview is of a magical world permeated by sacred activities and items. The environment itself is not
only holy, it is the manifestation of the most important divinity. The hunter-gatherer's god is their
environment, it expresses its personality through the weather and natural phenomena, animals, and
everything in the environment. The hunter-gatherer god lives in a paradisal place, the Otherworld, which
is not our world but is very much like it except demons and spirits, including dead ancestors, live there.
Shamans go to the Otherworld to heal and on other quests, and other mortals may reach the Otherworld
during dreams or religious rituals. The Habitat may cause good luck or bad, rain, drought, plenty, or
famine. If offended it may drive game animals away, start a forest fire, or make fruits rot on the vine. If
appeased it might bring much game, fruit and nuts, or a bumper crop of honey. The power of the divine
Habitat is incarnate in every plant and animal, so every part of the surroundings reminds hunter
gatherers of the divine presence. Hunter-gatherers tend to celebrate only a few obvious rituals, including
initiations and new year celebrations. However they migrate several times per year in prescribed
patterns which are ritual in character. Hunter-gatherers dwell in a magical world, for their world has no
laws which are not sacred, and by obeying the sacred laws of the world they will survive and prosper. For
these reasons Habitat is the key word for Hunter-Gatherers.

Agricultural (Hostile Nature)

The people of an agricultural society will not perceive their surroundings as completely magical or divine,
as would hunter gatherers. They believe that by working the earth they have wounded it, and thereby
made it hostile. They will have stories of being thrown out of a paradise into a world where people must
spill sweat and blood on the earth, where plants and animals are no longer gifts from a friendly creator
but are charity given by a god who couldn't bring itself out to destroy mortals for their daring and
rashness, though they have wounded it. Because of their relation to nature, Hostile Nature is the key
phrase for Agricultural religious belief.

The more food crops produced and the more species of animals domesticated the more theology will
differ from the theology of the hunter gatherers and their divine Habitat. As mortals cultivate new crops,
they discover new gods, so that instead of worshipping a single habitat they worship the many gods who
control the newly discovered facets of the habitat. Each god has its own clearly defined sphere of
influence, from specific crops to hunting to childbirth to death to rulership. Agricultural societies with
only a few crops acknowledge only a few gods. Agricultural societies with many crops recognize many
gods. No matter which god holds the chief position within their pantheon, the more advanced the
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technology the more a people will differentiate between the gods.

For some societies the most important deity is likely to be the earth mother. Others might place the sky
or air god at the head of the gods, the bringer of sun and rain.

[need an example of agricultural pantheon. We really need statements from the mouths of believers for
the various types of religion. I think statements should go in the players' section or the cultural section,
but not sure which.]

Pastoral Nomad (Tribal Patron)

The primary economic activity of nomadic herders is the herding of animals. The most important animals
are the herd animal, the dog which herds the animals, and the horse or other mount which helps mortals
to follow their herds. Herder men spend a lot of time working but it is time that they also use to
socialize, and they also spend a lot of time practicing with weapons so they can protect their herds from
human and animal predators. The women usually tend to the home front, which means they do the
gardening, basket-weaving or clay-making, and cure and work leather. As they are often mobile, pastoral
nomads gather in groups less than 120 people in size. They follow a single god, the god of their tribe.
This god is somewhat like the hunter gatherer's habitat god but is centered around kinship relations
rather than around the habitat. This god rules over everything that happens to the tribe, the hunt, war,
and the herd, and aids them against their enemies. Tribal gods' motivations are more human than gods of
the habitat or wounded nature.

[need example of nomadic herder divinity. a tribal divinity. narrated by a believer]

City Dweller (Luck)

The most important thing to remember about city dwellers is that no matter whether they claim descent
from hunter-gatherers, nomadic herders, or agriculturists they lose touch with their ancestral beliefs. If
descended from Hunter-Gatherers they lose touch with the Habitat, for the living forest is difficult to
find in a city. If descended from agriculturists, the wounded land is likewise missing. In the city the land
isn't just wounded; it's dead. If descended from Pastoral Nomads, they lose touch with their tribe, forced
to dwell where they can in the city. Divorced from their old ways of life, they also become divorced from
their old gods, who seem increasingly irrelevant over time as generations grow up in cities. Moralists
from Babylonian and Roman times to now have always complained that city dwellers were not as pious as
their country cousins and have blamed this on the younger generations. City dwellers tend to blame bad
things on chance, on other mortals, or on hidden conspiracies rather than blaming the gods. On the other
hand, when good things happen they are likely to accept good fortune as their due or thank the stars for
a lucky break. This is not to say that city dwellers follow no religion, for many are religious. But city-
dweller religion is likely to be an elaborated and formalized version of the ancestral religion, and many
once meaningful rituals may lose their original importance and immediacy. For instance, city-dwellers
descended from hunter gatherers may worship the city itself as the habitat or the founder of the city as a
divine ancestor, descendants of agriculturists may adapt their pantheons to city life so that instead of
crops the gods rule over architecture or music, and descendants of herders may worship the father of
their tribe as the father of everybody.

[need example of city divinity of some kind or another.]

Symbols

Draw one or two of the symbols that worshippers use to identify fellow worshippers, or that priests and
temples use for adornment. These symbols are likely to be tools that the gods used, or other items from
well-known myths. For example Vikings might represent Odin the lawgiver with a cauldron and a noose,
Thor the warrior with a hammer, and the evil trickster Loki with mistletoe.
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If you want to develop this further you should concentrate on symbols from everyday life. These symbols
are likely to come up in play, and they will make your game world lifelike because Myth and symbol and
belief intertwine as they do in the real world, and religion is not just important in the temple on holy
days. You may want to decide on symbols for gender roles, good and evil, life and death, nobility and
disrepute.

Example: Five male Morsimoi adventurers dressed in dark blue enter the Jindaran village of Hierfol.
Unknown to them the locals reserve that particular shade of blue for eligible young men, and the spring
fertility dance is only a few hours away. The Morsimois suffer insults from jeering local warrior maids and
wonder why everyone is so jolly yet unhelpful in their presence.

[NOTE: The classic example for symbols meaning different things is the color white. In east Asia white is
traditionally the color of death, worn during mourning. In European cultures white is the color of
virginity and unsullied pureness of heart, and it is worn by brides at weddings. "The bride wore white"
has a very different meaning in the two cultures.]

Sacred Stories

When is a story sacred? A story is sacred when it expresses something about the world which is
essentially true. A story is sacred when it concerns itself with religion and the divine presence, or with
the people's history, in a truthful, serious way. Myths and legends are sacred stories. They are believed
and told as true. Fairy tales, jokes, and other forms of narrative are not sacred. Fairy tales may involve
the gods. They may involve figures who are also part of legend or myth, possibly in an insulting or
embarrassing way. But the key is that they are not believed, fairy tales are told to amuse listeners. The
important difference between myth (sacred) and fairy tale (mundane) is belief.

Anthropologists distinguish between two types of sacred story, the Myth and the Legend. The first kind of
sacred tale, the {it Myth}, involves creator gods and other divine figures from a setting outside of time
and history. The second kind of sacred tale, the {it Legend}, involves heroic mortals who once won a
war, founded a city or profession, brought religion from the gods to the people, or who accomplished
some other task worthy of acclaim. Both Myth and Legend are sacred stories; both are important parts of
religion. All sacred stories are True, though they are generally interpreted metaphorically rather than
taken as detailed descriptions of historic events.

The nature of truth is worth a mention here. In most pre-literate societies truth was not judged by
letter-perfect fidelity to detail, but by the right spirit: the spirit of the law rather than the letter of the
law. Under this definition of truth a sacred story consists of a True kernel, which may not be changed
without making the story false, and the rest of the story, elaboration which may be changed or
emphasized differently in order to apply the story to a new situation or even to change its moral
message.

Players might think that Myths and Legends are side issues to their business of wandering around the
world looking for trouble. It's up to every GM to decide the worth of sacred stories in the campaign, but
they can be a lot of fun and they supply convenient opportunities for the fiendish GM to create plots
based on old prophecies, mistaken identities, holy wars, and all-around confusion. Secret treasures and
powers might even be hinted at in old legends or in little known variants of widely told tales. If the GM
keeps a balance and doesn't always use sacred stories to presage disaster then players will enjoy some
sacred stories in the campaign.

Sacred stories can also serve as territory for exploration. Many people have played through the AD&D
modules that took them into the world of Alice in Wonderland. These adventures were high powered and
dangerous, the familiar setting emphasized roleplaying instead of hack and slash gaming, and they were
a lot of fun. After setting the stage by integrating myth and legend into your campaign how about giving
your players an experience they'll never forget and sending their characters directly into the lands of
myth, where they can meet the gods before they finished all their adventures and maybe witness a
mythic episode that has been long forgotten? Mythic explorers who are intimately acquainted with the
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Myth they have entered will have a much easier time of things than would strangers. Those unfamiliar
with a Myth will not even know who they can trust or whom to run away from, and when the characters
are as totally outclassed as they will be by gods on their home ground your players will need every little
edge they can get. When PCs fiddle with the mythic landscape it can have any effect that the GM likes.
If the GM has grown weary of a campaign, it would be a good time to make big changes in a campaign
that has grown stale. People who wander through myth are playing with raw power, and players of such
characters should expect to have a large impact on their campaign. Mythic exploration is a very unusual
twist for most roleplayers and well worth trying. If your players play especially pious characters you
should definitely look into it, as a reward for good play.

[CARTOON: bunch of nerdy kids hanging out in the swamp, watching Thor (not Heracles) fight the
Laernean hydra, saying "They'll never believe this in Peoria." Alternate, riding in a dingy watching Jesus
walking on his hands on the water, same caption.]

I hope these have given you a few ideas on how to use sacred stories in your campaign. Now that you
know why you might want them let's go to the practical problem of how to write them.

Inventing sacred stories is a great way to practice writing, and it's a comfortable one since you are your
main audience. You can practice metaphor, pacing, characterization, rhetoric, and other important parts
of mythical language. Luckily for those who don't want to do all that much work you don't even need to
invent myths and legends from scratch. You can find myths and legends everywhere. You can borrow the
basics for sacred stories from collections of mythology, or even from comics, novels, television, or
movies. Just change the names and details enough so the players don't catch on to what you're doing,
and you're ready to play.

I regret that there is not enough room on the front of the sheet to write down complete Myths or
Legends. Write the kernel of the story on the back of the sheet, or use several pages of paper to write
the story down at length, and jot down a key word or three from the kernel of the story for the front
page.

Origin of the World

Creation or Origin Myths are stories of the beginning times, tales that concern themselves with the
creation of the world and its inhabitants, both mortal and immortal, stories that involve superhuman
figures in a setting outside of mundane time. The origin story reveals the most important truths and
shapes every part of a religion, all sacred stories, beliefs, rituals, and even the organization of the
hierarchy ultimately find their source in it.

Each religion has at least one creation story. If it has several then one will be predominant. The major
creation story will be used as a template, a model for other myths, legends, and important rituals (which
are mythic in structure). If you want to add variation to a single creation myth in order to confuse or
mystify things, or for some other purpose, then reinterpret certain things within the origin story so that
they mean different things within a private cult than they would in the wider religion. Variations in the
creation story are likely to have a major impact on the rest of the religion.

Where Did the World Come From?

1. Cosmic Egg. The world was hatched from a divine egg
2. Earth Diver, carried up from the bottom of the sea by a trickster type of figure in a dare.
3. Consecrated. A god or gods circumscribed the world with a line marking the division between

society and outlying chaos.
4. Drawing. The World is created by being drawn in mud by the Artist Creator.
5. Body of a giant killed by gods and dismembered to form the different parts of the world
6. Body of a dragon, treated likewise
7. Body of a serpent, treated likewise
8. Body of a god, treated likewise
9. Body of some other sacrificial victim, treated likewise.
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10. Created from the spoken word of the god
11. Created by the eye of the god. By perceiving the world, the god caused it to be.
12. World is a web woven by a cosmic spider
13. Old world destroyed by cataclysm, the new one arises from the ashes
14. Old world destroyed by flood, the new one is uncovered by retreating waters
15. Old world covered with ice and frozen, new one is uncovered when the ice melts
16. Created by a god's spittle
17. Created by a god's vomiting forth all things
18. Born from a female god
19. Born from a male god
20. Born from the sexual union of a hermaphroditic god with itself
21. Born from the sexual union of two gods
22. Created out of the separation by force of the earth and sky, who were lying so close atop one

another that none could inhabit the space between.
23. From a cosmic mountain
24. From a cosmic mound of earth or dirt
25. Created out of chaos
26. Created out of the void
27. Created out of night
28. Created out of water
29. Created out of other sorts of elemental matter
30. Created in a welter of elemental cross fertilization, as void begets earth who begets desire and sky

then begets sea and air with sky and so on, etc. etc. etc., and on to other gods, giants, spirits, and
eventually to animals and the people.

31. Created by warriors as an accidental result of their battle
32. Stolen from a cosmic ruler or king

Origin of the People

1. The pattern here will follow the pattern of the origins of the world. It repeats the same themes.
2. Emerged from another place
3. Created out of Mud
4. Created out of Stones
5. Created out of Dragon's Teeth
6. Created out of other elemental matter
7. Created out of body parts of another being
8. Created from animals
9. Created from plants

10. Descendant of gods and giants through many generations that thin bloodlines and dilute tribal
power

11. Hatched from eggs
12. Created by tears of a god
13. Banished from Paradise
14. Tricked into giving up eternal life
15. Find plant or elixir of wisdom or knowledge
16. Born from an original hermaphrodite who divides into the sexes

[Us versus Them.

This is for stories about the origin of "the people," the only true tribe of real humans. All other tribes are
somehow infected with chaos or wrongness of some sort. Is not the evidence obvious? If they were good
why are they not part of our tribe?]

[Need example of creation of the people. Use Aurelia's creation of the Jindar from animals.]

Heroic Legend
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The important difference between a Myth and a Legend is that the Myth involves gods and takes place
completely outside of time, and a Legend includes some references to people who lived within time, and
is placed in a spot in history. Use this spot to summarize the foundation of an important city, invention
of a certain skill, or some other important piece of the lifestyle of believers in the religion.

The pattern for Heroic Legends, as with the origins of the people, is likely to repeat or reinforce the
pattern set by the myths of universal origin.

1. Ancestor of the tribe
2. Speaker of the laws
3. Discovery of horticulture
4. Discovery of agriculture
5. Discovery of hunting
6. Discovery of chief economic activity, whatever it is
7. Holy war against chaos
8. Rescuing the downtrodden
9. Rebellion against tyranny

10. Trickster stories
11. Master of magic (or of lore-master, smith, rider, charioteer, warrior, hunter, singer, orator, lover)
12. Friend of spirits
13. Friend of forest animals
14. Friend of birds
15. Friend of fish
16. Friend of insects
17. Travels far and wide
18. Travel to otherworld (upper, lower, or habitat)
19. Travel to sky
20. Builder of many things
21. Founder of the city

Divinity

The divinity section is a small space for you to briefly record the divine figures in the game-world
religion you are creating. First, pick your theology, whether the divine presence appears as pantheism,
polytheism, henotheism, dualism, monotheism, duotheism, or atheism to its worshippers. Next, write the
name of the divinity. If divinity has many names write them all down. If there are many divinities list the
most important ones here. Finally, for the miracles provided by the religion jot down which mortals get
them, and roughly what miracles do. There isn't enough room to write much on miracles here. Use the
rules for divine spheres of interest elsewhere in TMM or the official rules of the game you play to decide
who gets what miraculous abilities.

Theology

What is the composition of the divine presence? How many and what kind of gods are there? Theology is
heavily influenced by culture: Hunter-Gatherers are usually Pantheists; Agriculturists are usually
Polytheists or Henotheists; Pastoral Nomads are usually Monotheists; and City Dwellers could believe
anything of their gods but lean towards Atheism. Select one of the Isms from the italicized choices that
follow Divinity on the sheet.

If you find the thumbnail descriptions of the various "isms" insufficient take a look at the Divinities for
more complete descriptions, and a lot more you can do with divinities than the purpose of this chapter
allows.
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[PICTURE: several arrangements for theology. Group of deities together for pantheon. Perhaps they
should be feasting? Have a two-faced god to represent a duotheism. Moses-like figure throwing a horned
satan-like figure (female?) out of heaven to represent dualism. Another Moses-like figure (female but
beardless?) surrounded by winged babies and angels. A tombstone with "GOD R.I.P." for atheism?]

Pantheism: Typical of hunter-gatherer religion, pantheism sees the world as a magical place filled with
spirits. The world itself is divine and worthy of mortal worship. The magical world, or Habitat, is god,
and mortals are like god if they live fully in the world. Pantheistic religion involves one god, who created
(our part of) the world, and who is the living spirit of the world. Pantheist religion often includes
shamans as the primary religious specialists. Shamans are the ones who actually travel to the Otherworld
to visit and obtain blessings from the god of the habitat. The god would probably look like a powerful
animal in the habitat or a chief or powerful warrior, or even like the habitat itself.

Polytheism: Typical of much agriculturist religion, polytheism sees the world as an inimical place where
mortals are forced to work long and hard so they may survive. The gods control the powers of nature,
such as rain, storm, and sun, and natural processes such as birth, growth, and death. Polytheistic religion
involves many gods, and most worshippers worship all of them. When they have a problem they will beg a
blessing of the god most appropriate to their goals. Because each year brings new problems, polytheists
think it's a good idea to stay on good terms with all the gods.

Henotheism: When a religion elevates a single god to the position of universal ruler and then brings a
number of other deities under the supreme god's wing, then you have a Henotheism. Whether the
supreme god is the leader of a vastly inferior pantheon of gods, or the supreme god is the only divine
spirit allowed to claim the title of god and all the lesser spirits are called angels and devils and spirits, it
is still Henotheist. Henotheism invariably results from conquest when one people conquers another and
absorbs their gods into subservient or hostile roles in its religion.

Dualism: Typically a civilized development of polytheistic agricultural religion, dualism perceives the
world as an eternal war between the armies of good and evil. We are good; our enemies are evil. The
world may have been created by the Good God, in which case the Evil God tries to tempt people away
from the right path and into a horrifying otherworld. Alternately, if the creation story says that the world
was a creation of the Evil God then the Good God's mission is to purify mortal spirits, to allow them to
loosen their divine spark from the dross mortal existence, so they can win their release from the cruel,
evil world. Generally the god of good rules the sun, rain, life, healing, love, and birth, while the god of
evil reigns over the dark earth, storms, disease, strife, and death.

Monotheism: Typical of the religion of pastoral nomads, and almost always patriarchal in outlook,
monotheism sees the world as a competition for scarce resources between the tribe and all others, who
are evil and outsiders. The patron god of the tribe is jealous of other gods and does not allow his people
to worship them. The origin myths reveal that the patron god also created the world and the tribe, while
other people, and the universe outside the boundaries of the world proper, were created by demons or
tricksters.

In a nomadic society, the patron god claims only one tribe. But if nomads settle into agriculture or city
dwelling they may lose their old religion. If they retain their religion it is because their tribal god is
everybody's god, the only god for the whole world. Such a universal monotheism requires evangelical
behavior such as missions and crusades from believers, and it is also likely to eventually evolve into
Henotheism as the religion takes in converts and absorbs some of the features of Polytheistic and
Pantheistic religions.

Duotheism: A mixture of pantheism and dualism, duotheism posits the existence of two opposing gods,
who work both together and against one another, and who are also part of one another. Together they
rule the entire world: One is male and one female; one is the sun and one the moon; one is multiple
and the other, solitary; one is active and one passive; and so on. Duotheist gods might be represented as
a two-faced being, or by the moon or another symbol of constant change.

[need picture of yin-yang symbol]
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EXAMPLE: Probably the best known example of this kind of mutually dependent relation is the Taoist idea
of yin and yang. According to chinese tradition, Yin represents the female portion of creation, passive,
dark, evil, and weak, and Yang represents the male portion of creation, active, light, good, and strong.
[Can you tell that traditional chinese culture prefers men to women?] The symbol shows that the two
"fish" together make up one concept. They are joined, indivisible, not separate. Also, each fish contains
a small bit of its opposite, there's a white (yang) eye in the black (yin) fish and a black (yin) eye in the
white (yang) fish. This symbolizes that yin and yang are not completely opposed, they encompass each
other.

Atheism: The typical result of city dweller religious cynicism, atheism takes the stance that there are no
gods to work for or against mortal interests. Everything that happens can be explained by natural forces
that mortals can explain and eventually control. Anything that can't be understood is the result of
coincidence or luck.

Miracles

Choose the divinity's miraculous abilities so that they are supreme within their sphere of interest, even
better than the other gods. A sun god could easily incinerate anything except for something protected by
another god, and could see everything that goes on aboveground in daylight. The sun god might also be
the only one able to control the movement of the sun across the sky, and thus able to bake the world by
having the sun pass too low, or freeze the world by keeping the sun far away, or plunge the world into
darkness and chaos by hiding the sun. The god of death might be able to use swords or some other tool
of killing better than any other. The god of hearths might be able to calm any madness or remove any
pain. The god of hunting might be able to shoot arrows farther than anyone, or to perform outrageous
feats of skill such as tracking an eagle that flies across an ocean.

Miraculous abilities from the sphere may be loaned at some lesser level of power to the divinity's most
faithful followers.

Though strictly speaking the spell abilities of clerics and priests in various games are miraculous in origin
I do not wish to step on the toes of any game systems. I'd like to provide rules to decide which spells can
be learned by various priests, to determine which of their miraculous abilities gods can grant as spells,
and so on. Unfortunately this would require quite a large book for each game system which the reader
might play. It would also contradict the purpose of this book, which is to supplement your game rules,
not to replace them. For this reason I recommend that any miraculous abilities granted by the gods to
their worshippers should be of limited power and temporary.

The sun goddess Aurelia runs across the sky with her solar wand, rolling the fiery disk of the sun hoop.
When she ascends into the sky, the sun before her, the world awakes into daytime. When she descends
to her mountain home in the upperworld the world goes to sleep.

She has absolute power over the sun and everything that it brings. Nobody else can control the sun,
nobody else can use the wand with which Aurelia steers the sun in its career across the sky.

The miracles that Aurelia grants to her faithful will be connected with her abilities and her myths. She
can grant to her faithful the power to resist heat and flames, run vast distances in a day, see a long
ways, ascend into the sky, and to prepare holy items to hold these abilities. When she grants an ability
to a worshipper it has about a day's duration, from dawn to dusk. When translating the miracles she
grants her followers into a game, grant Aurelia's faithful a fire resistance ability, a far traveling ability
such as teleport or the ability to travel about seven leagues (21 miles) over any terrain in a day, to see
a mouse a league away, fly, and some kind of ability to enchant items. Of course a beginner won't get
all these abilities, and the full range will only be available to important believers such as high priests.

Game Attributes for Divine Figures
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In some campaigns the game attributes of the gods will be important. In others they will be unnecessary.
If you plan to involve the gods directly in your campaign you should record them on standard character
sheets and add divine abilities. If you are going to involve the gods themselves or their avatars in your
campaign, you may want to follow these guidelines:

Most gods should be the best in the universe at their specialty, sphere of influence, or profession.
The specialty or sphere of a god is the mystery of its existence, the holy truth that it holds for the
world. By definition, no-one can be better than a god at its specialty. If someone is better, then
something is wrong with the world.
Most gods should be tougher than the toughest mortal character in your campaign world. Create
gods as characters of legendary ability, and then add the advantages they would gain as gods. The
gods should be far more than simple combat fodder.
Gods should have attacks and defenses which totally outclass mortal opponents, wearing down or
ignoring the best protection or attacks that mortals might have.
Gods should have assistants, such as demigods, godlings, lesser gods, and other divine level aid to
fight off lesser attackers or to provide diversions against attacks by powerful invaders.
A god should have a well defended home base, in which the god dwells with any assistants.
The gods are likely to be under no obligation to reveal their identity to worshippers. Their powers
are qualitatively superior to mortal skills. Thus it might be very difficult to discover what a god
looks like, or that it exists, let alone the location of its secret hideout.

Ritual

A Ritual is a formal process which transforms everyday life, making it sacred and meaningful. A god or
hero defines the form of the ritual in sacred time, in a Myth or Legend, and the ritual's meaning is
demonstrated by the way the sacred story is told. Cultures use many different rituals, but most cultures
emphasize one type of ritual over others. The dominant ritual will have an effect on the "personality" of
a religion or culture. Choose a single type of ritual which is common in your religion and circle its name
on the religion sheet. Under Frequency record how often believers perform all the rituals of their faith,
and especially the dominant ones. If rituals are only celebrated on rare occasions write it down. On the
other hand, if rituals are a part of everyday life write that down.

Types of Ritual

Use the single circled ritual as shorthand, a caricature of believers in the religion. Use it as a quick and
dirty way to remember the behavior of believers. A religion for which you circle "funeral" will be very
different from a religion for which you circle "feast." Use the descriptions below to get a feel for what
the various rituals are and what they behavior is likely from believers.

Initiation: Growth requires a certain series of steps. In many societies when a child becomes an adult, or
passes from any stage of life to another, or from one role in society to another, they undergo some sort
of initiation ritual. This ritual is a formal notice of progress. The most common initiations tend to mark
transitions: (1) when a child reaches puberty and becomes an adult; (2) when two adults marry and
become full, responsible members of society; (3) the birth of a new member of society; (4) when an
individual joins or advances in a group; and (5) when an individual takes a formal position of leadership
in the social environment.

Most people who will read this book have graduated from some school. Graduation is an initiation
ceremony. Before you may graduate you must pass final exams, which are an ordeal to prove you have
enough of whatever it takes to progress to the next stage of life. After passing you may participate in
the graduation ceremony. At its end you receive a piece of paper, a charm with almost magical power
which proves you worthy of greater challenges. High School graduation, the college experience, your
first date, army basic training, low-status work when you're the new person at the office, these are all
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initiations. Other initiations common in European society include baptism, military induction, bar and
bat mitzvah, marriage, and various oaths of office for elected leaders. (end example)

A religion in which initiations are the dominant ritual will emphasize official positions, ceremony,
traditions, and will have a rich set of fraternal and sororal societies.

Ecstasy: Religious ecstasy, the religious experience itself, is a universal feature of a vibrant, living
religion. Religious ecstasy is the transformative, timeless moment of joyful union with the divine
presence. Christians call it God's Love, or the Holy Spirit. Hindus call it nirvana. Believers in voudoun call
it being ridden by the Loa, or spirit possession. Most religions include an ecstatic aspect. However, they
do not all encourage normal worshippers to experience it. Many religions reserve Ecstasy for religious
specialists.

There are many roads to ecstasy. Some of the roads are meditation, mantras, prayers, solitude,
starvation, self-scourging with lashes or thistles, alcohol, psychoactive drugs, dancing and singing to
exhaustion, or orgiastic sexuality (that our culture would find repulsive and anti-religious). The point is
not that any one of these methods is the only way to reach religious ecstasy, but that whichever ones
are legal and acceptable may be used by believers to achieve divine union.

Though most religions include ecstasy, it would be the dominant ritual in few. A religion in which ecstasy
dominates will encourage believers to join themselves with the divine presence daily and believers will
often have impromptu visionary or hallucinatory experiences.

Sacrifice: To sacrifice something is to make it sacred. The purpose of sacrifice is to make the sacrificed
thing available to the divine presence. In order to send something into the otherworld, and thereby make
it available to gods and spirits, you must terminate its existence in our world, whether by killing or
breaking or burning or submerging or burying or whatever means are available and acceptable. Sacrifice
is often used in religion to appease ancestral spirits, hostile nature spirits, tribal spirits, and so on.

A religion that emphasizes sacrificial ritual will be obvious because not only will believers speak in
metaphors involving sacrifice ("Let us sacrifice for the common good." "Prepare the fatted calf.") but they
will also perform many small sacrifices every day. They may toss coins in a well, give money to beggars,
tithe money to a church, burn fat on the fire before cooking, or volunteer for taxation by an impersonal
state.

Divination: Divination means a direct pipeline to the divine presence, but it is used for any way of
discovering things when direct observation is impossible. The believer receives messages about events
from the future, from far away, or from the distant past through various sensory means. Religious
specialists, or worshippers who are particularly well attuned to spiritual messages, may discover
messages in what seem like everyday events. A black cat, raven, crow, eagle, dog, distant thunder,
fallen leaves, anything and everything will be scrutinized for the meaning it conceals.

Religions in which divination is dominant will be obvious because believers will always be looking out for
omens and auspicious or inauspicious signs.

Feast: Feasts are a common way of socializing, and they are also often used to celebrate religious
occasions. Feasts may be celebrated at any time for any reason, but marriage, funerals, victory at way,
and communal holidays are especially good excuses for feasting.

Worshippers of a religion in which feasting is a dominant ritual will be wonderful people to visit, though
you find yourself eating far too much at their tables. Many believers will be fat, self-described as
"pleasingly plump," and meals will be frequent and filling.

Funeral: Every society has funeral rites, for every society needs to recognize its dead, and no society
wants ghosts of the dead to haunt the living. The theory behind funerary rituals is that ghosts do not
understand they are dead. The living hold funerals to inform their dead relative or friend that they are
dead, to point the proper direction in which to travel, and to appease them, to convince the dead that
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the living remember them.

A religion in which funerals are a dominant ritual will be gloomy. Believers will often talk about death,
the afterlife and ghosts, and spend a lot of time, effort, and money getting ready for their own funerals.
Such a religion might also develop a good bit of expertise in the banishment of ghosts, and this expertise
could prove to be useful to many adventuring parties, though the company of a gloomy exorcist might be
irritating.

Parade: When a lot of people walk through town carrying some kind of sacred object it's a sacred
parade. Parades are used to welcome something good or banish something bad. Generally, when the
parade is intended to welcome something it starts at the outskirts of the town, circles the outside wall,
then enters at a main gate and winds through all the streets before reaching the center of town.
Banishment follows the opposite route, though it might take a more direct path along the straightest
road out of town.

A religion in which the parade is a dominant ritual will emphasize daily travel. It could be a religion for
nomads or hunter-gatherers, or it might be a remnant of a former nomadic lifestyle for a people who
have settled down.

Holiday: There are two sorts of holiday, the theofest and the ecofest. A Theofest celebrates a time
sacred to a god because of some mythic act. An Ecofest celebrates a time that is sacred because of some
change in the cosmos, the seasons, or the yearly rhythm of life.

Theofests commemorate an occasion in the life of a god or hero: birth; death; conquest; creation of the
world; or some other important occasion. The celebration at this time is likely to involve a ritual
reenactment of the myth. A ritual intended to celebrate the god's creation of the world will include a
symbolic creation of the world. The symbolic destruction of the old world may be a major part of such a
festival. For example, the Roman Saturnalia, which immediately preceded New Years, was just such a
festival in which social bonds were broken to symbolize the chaos before Jupiter became the ruler of the
gods. For one day a year Rome dissolved into chaos: Slave-owners and slaves changed roles; marital
fidelity was replaced by anonymous orgies in which masks concealed identities; the rich dressed as
beggars and fed the poor in huge feasts. By reenacting the myth believers strengthen it and reinforce
their way of life.

Ecofests, on the other hand, commemorate a yearly occasion, such as the winter solstice, the full moon,
annual flooding, the harvest, planting, first fruits, midsummer, or some other environmental occurrence.
For example, the rituals for the harvest will include practical activities such as actually harvesting the
grain and storing it, and will also include feasts, sacrifice, and ecstatic rituals (such as dances and
drinking bouts). The celebration consists of many ritual activities which involve people in the cycle of the
seasons and remind them that they are part of a world imbued with sacred power.

A religion in which the holiday dominates will have a calendar chock full of holy days for cosmic and
local events, and for various gods, heroes, saints, spirits, and ancestors. Almost every day will be of
religious significance, not only to temple bureaucrats but to the common people. Either every activity
becomes sacred in some way, or nothing ever gets done.

Artifacts

If you think of artifacts, whether they are relics, ritual objects, icons, or holy weapons, record them
somewhere in this section. If you can't think of any right now, don't worry. Leave it for later. This is of
secondary importance, though you will eventually want to fill in something so you know what kind of
items PCs are likely to find in and around holy sites.

Heroic Relics
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Relics are bodily remnants of heroes, saints, martyrs, and other mortals who became an important pieces
of their religion. Relics provide a magical or miraculous link to the hero figure. The fingerbone of a saint,
the skull of an ancient hero, the robe of a child martyr of the religion, these things become relics.

Voccius was a powerful warrior who served Aurelia and long ago became an immortal hero. Now that
Voccius is dead, or more properly now that he has ascended to immortality, he has no use for his body,
but worshippers can use what remains of it to reach him. The teeth, bones, sword, shield, and armor
from his mortal remains provide convenient focuses for supplicants who wish to make requests of
Voccius or invoke the powers of which he is the patron.

Ritual Objects

Mortals will make ritual use of many things as they practice religion. Any of the following may be used as
an altar or an important part of an altar.

Trees
Fire
Animals (Serpent, Horse, Cow, Dog)
Fetishes (Cake, Shoe, Bread, Fruit, Rattle, Plant, etc)
Bones

Arm or Leg-bone holds strength
Skull holds the soul
Animal Bones, hold strength and powers

Sea
Stone of Healing or other powers
Wind
Hero (memory, relic)
Sacrament
Vestments
Holy Water
Candle, Torch
Sacred Well
Shepherd's Staff
Ring
Grail, Holy
Writing, Sacred
Bell
Altar
Pulpit

Icons

Icons are drawings, paintings, or statuary of Gods and Heroes. As with relics, icons allow mortals who are
unable to directly perceive the divine presence to focus worship at it.

Weapons

Sacramental weapons, used in sacrifice and in Otherworld journeys, and for protection against creatures
from the Otherworld. Often these are copies of the weapons born by the gods.
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Holy weapons may be the objects of epic quests or they may be minor items, but they should not be
treated as generic items. Restrict their availability to PCs. Also, whether stored in a temple or in the
home of a religious elder, the guard on a holy weapon would be effective, more than meaningless curses
it would be something to shrivel the courage of the world's greatest thief.

Holy Sites

Briefly describe the holy sites of the religion. This is like an appearance description for a player
character, a brief summary of salient features. The purpose of this section is not to describe a temple in
excruciating detail but to remind the GM and the Players of likely locations and looks for holy sites.

[This section on the religion sheet needs major work. I think that Sites, Frequency, Look, and Central
Temple are decent categories, but don't know how widely transferable they are to other campaigns. --
LJM]

Typical Location of a Place of Worship

Where are shrines and temples located? Below are a few likely locales. All of them have been used as
sites for worship historically and in roleplaying campaigns.

cave
crossroads
forest glade
grave mound
graveyard or mausoleum
island
lakeside
marketplace
mountain pass
mountaintop
normal home
pyramid
springside
swamp
town square
wilderness

Sites for religious activity are chosen for two reasons, divine choice and convenience. Some, such as
forest glades and islands, are chosen because they are set apart within nature, a division approved by
the divinity. Other sites, such as graveyards and town squares, are chosen because they are convenient
for believers, usually because they are close to their homes or a place of importance to the religion.

Frequency of Places of Worship

How frequently are formal sites of worship to this religion found? Are they local and convenient for
worshippers? Are they distant from settlements? How far is each one from the next one? If the religion is
a religion of nomadic people does a typical holy site move with them or stay in one spot?

Temple Architecture
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What does the shrine or temple look like? Are there any distinguishing features that would let the visitor
instantly spot it?

Temples are often modeled after the natural surroundings or designed to include elemental affiliations.
The temple of a sun god might be open to the sky so the sun can shine on worship services. The temple
of a god who lives in the forest might be built of oak rather than stone, ringed with columns like a circle
of ancient trees, and illuminated with dappled green light.

Shrines are usually simple affairs, simple altars with a roof to protect them from the rain. The material
used to construct them may be special to a religion. If the religion normally has a unifying style to
temples but shrines are distant then it may be difficult for the hierarchy to enforce its architectural
standards, so remote shrines may have eccentric styles.

The Central Temple, the Holy of Holies

Where is the most holy site of the religion? Is it far away? Is it nearby? Is it located in the middle of a city
or other center of trade? How many people can make pilgrimages? Think about these questions and
answer them as well as you can. Then jot down just enough so that when you refer to the religion sheet
you can remember what you decided.

Organizational Details

The organizational details section of the religion sheet is where you record the personality and hierarchy
of religious groups.

[This would be where you would find the adjective pairs for group personality. I'm going to take them
out. I think they're clumsy. --LJM]

The Organizational Grid

The Organization Grid has four columns for the most important layers which a formal religious hierarchy
might have and six rows for the various orders at each layer. The most powerful members of the religious
organization are in the upper left corner and the least powerful members are in the lower right corner.
I'll start with the upper left corner then go on from there.

From left to right, the top (Name) row goes Divinity, High Leader, High Council, and Priesthood. The
Divinity is the god or pantheon at the head of the religion. Mortal believers may not know the name or
identity of the divine source of their religion, but every religion has a god. The High Leader is the mortal
head of the religion, with special access to the Divinity and ultimately is responsible for every decision
made within the mortal part of the religion. The High Council is an advisory council to the High Leader,
and may be little more than jealous puppets of a leader who tightly grips the reins of power, or they
may wield the real power and order the Leader around. In any case, they oversee the Priesthood and are
responsible for day to day decisions that involve more than one priest. The Priesthood is the organization
of religious specialists who tend to the ordinary believers of a religion. They may actually be called
priests, or shamans, monks, clerics, doctors, or what have you.

Aside from the Divinity the other positions are optional, especially for small religions. Some religions
have powerful and highly structured hierarchies, but as many do not. Religions centered in cities and
other hotbeds of political intrigue are likely to have powerful hierarchies. Religions followed by nomadic
peoples are equally unlikely to have something you would call a hierarchy. Some religions, especially
those within small-scale societies, do not even have formal priests. In such a religion every believer
reaches the divinity presence directly. Other religions, especially those which have not grown to the
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critical mass at which bureaucracy starts to expand, will not have a council to command the priesthood.
Other religions may not have a High Leader, the mortal head of the religion who has special access to the
religion's divine head. This begs the question of how large a religion needs to be before it will start to
build an extensive bureaucracy including a High Leader and a High Council. The religion of a small-scale
society such as foragers, with from 25 to 50 members in a band, may or may not justify a single religious
specialist such as a shaman. It certainly would not justify any more than that. Even a homogenous society
with one religion with 1000 believers living in a valley might have ten or twenty religious specialists. Ten
to twenty priests is a borderline size, almost enough to justify an elaborate bureaucracy, but not enough
to guarantee it. However, if the religion grows past 1000 believers to 2000 or more, it will develop some
kind of bureaucracy and High Council. If a charismatic priest gains a big reputation and lots of power
then the High Leader spot gets filled. You can see that any religion of a large size will have a
bureaucracy with a High Council, and after a period of time is likely to gain a High Leader as well.
[Anyone care to fact-check my rules of thumb for bureaucracy and organization size? --LJM]

Divinity

Write down the name of the god or pantheon of gods at the head of the religion. Examples: Joey;
Aurelia; Olympian Pantheon. Some gods may conceal their names from their worshippers, preferring to
operate under pseudonyms or under the name of the Sphere of Influence. Examples: Basket-weaving;
Science; The Way. The divinity in this section should be the same divine figure you already dealt with in
the Divinity section of the religion sheet, above.

High Leader

If the religion has someone in this position, write down the leader's title. If the leader is an important
individual, then include his or her name. At some time you may need to fill in a character sheet, at
which point you should figure out a background and everything else you need to fill in the leader as a
NPC. What is the Leader's name? Family? From where did he or she come? Did the leader inherit the
mantle of leadership through family or political lines, or did he/she reach a leadership position by merit
and accomplishment alone? Once you've filled all this out keep the leader's character sheet somewhere
near the religion, for instance by stapling the sheets together.

High Council

Write down the name of the high council, whether it be "The Council," "The Gang of Nine," or "The
Hierarchs of Gaith." Record the names of individuals on the council as you think of them, and if you fill
out character sheets for any of them keep the character sheets with the religion sheet.

Priesthood

Decide on the title taken by the formally recognized religious specialists of your invented religion. Are
they Priests, Shamans, Clerics, Mystics, Sisters, Brothers, or do they go by some other title? As you
complete character sheets for religious specialists remember to keep them with the religion sheet.

Rows of the Organizational Matrix: Agents and Subgroups

After you have written the name of the divine figure at the top of the first column, look at the boxes
beneath it. Below the divinity's name you will find spots for agents, groups, or orders that owe their



The Mythopoet's Manual - Religion and Campaign Creation

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Religion.html[2/28/2010 9:38:29 PM]

obedience directly to the divine figure but do not participate in the rest of the religious hierarchy.

The Divinity's agents might include prophets, avatars, saints, a long-lived hero, or carefully selected
emissaries. Officially these agents are likely to be secret, and most will probably be very well hidden
secrets. Why they are well hidden is self-apparent by whom is doing the hiding. Gods have well-earned
reputations for being able to keep secrets when they want to. Why the Divinity's agents are secrets is
almost as easy to understand. Any agents of the Divinity will be independent. They don't answer to the
high leader of the religion, and certainly not to the high council. Obviously the leader and the council
won't appreciate agents that bypass their power, so most religious groups are likely to ignore or
persecute those who claim direct inspiration from the divinity. Any divine agent that openly claims divine
sanction and who fails to play the game of the hierarchy or threatens to disrupt the hierarchy will be
suppressed by any means possible. In circumstances such as this, where political power is at stake, "by
any means possible" is a code-word for violence and extreme actions. The lawful, legitimate hierarchy
will fight to keep what it sees as its own. For example, Saint Joan of Arc, who received her mission in a
vision from God and led the French army to victory over the English, was burned by the church for
witchcraft.

The High Leader's agents might include a private guard such as an imperial guard, a palace guard, or the
like. The existence of one such agent is public knowledge. But after the first agent, further agents are
likely to be secrets, as the council and priesthood, not to mention the ordinary believers who may
outnumber the priesthood by a hundred-fold, are likely to resent those with special privilege. If they
catch wind of any agents they are likely to make the leader's life difficult. The leader might keep a
secret police force, a spy network, or even a secret group of assassins. The choice of special agents is up
to the leader. They do not go with the position, but are a matter of personal choice. Note that the High
Leader of a religion has one spot for a publicly known agent, and four spots for secret agents.

The High Council's agents might include a private guard, a cloistered or fighting order sponsored by a
member, or any of the agents that the High Leader might have. Several of these will be public
knowledge, but some, especially spy networks or assassins, are likely to be secrets. If the High Council
openly sponsors too many of its own agents then the general priesthood will resent it. Even though in
theory the High Council orders the priesthood around it is recruited from the priesthood, and the
priesthood can influence the council. The priesthood and their allies the everyday believers, who vastly
outnumber their so-called superiors, may even overthrow an abusive council and leadership.

The Priesthood doesn't have agents per se, but it tends directly to believers, and the love of believers for
their priesthood is as intense as their love for the Divine figure or figures who are the source of the
religion. Priests, whether known as shaman, priest, mystic, bard, judge, prophet, seer, healer, doctor,
or by any other name, are living examples of their religion, and are expected to openly display the
values of their religion. It is hard for worshippers to perceive or comprehend divine acts and edicts, but
it is simple to see how priests act. In addition to ordinary believers the priesthood tends to all the other
subgroups of the religion, initiates, hermits, cloistered monks, members of fighting orders, etceteras.

Random Crap to be Moved Elsewhere

Structure or Hierarchy

The structure or hierarchy of a religion includes all the organizational details about it, as well as the
roles that are understood as a part of the religion.

Some of the possible roles include:

Laity---the lay member of an organization is a casual member, whose primary interests lie outside,
perhaps with family, perhaps with profession, perhaps with another organization.
Initiates---the initiate of an organization has fully joined and thereby receives some benefits such
as material support in case of tragedy, access to inner secrets including magical ones, and in return
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has part-time or total responsibilities to the organization.
Priest---A religious specialist in rituals, in correct sacrifices, the priest serves the community as an
official at seasonal festivals and rites of passage. In civilized religions priests can become little
more than scribes and bureaucrats, and in less structured surroundings they may take on lots of
different roles.
Missionary---lay member or priest, a missionary is anyone who actively recruits for a religion. There
is no requirement for full initiate status, the missionary who converts you to a religion may know as
little of the inner secrets as you do, or less if you are a scholarly sort. Missionary work often
requires travel.
Mystic---A mystic is one who understands how to attain union with the divine, to internally restore
the way things were when the world began, before the downfall that brought people to their
present wretched state, and gains many sacred powers as a result of this saintly, near-divine
status. A mystic is almost always also an initiate of some religion, as in the absence of direct divine
inspiration inner secrets are necessary in order to reach such exalted places of the spirit. Sacred
powers available to the mystic may include any of the following, and more.

Animal speech
Bird speech
Firewalk
Spirit healing
Visions
Spirit escort
Spirit walk
Far seeing
Spiritual heat
Buoyant flesh
Emotion sense

Shaman---A specialist in religious ecstasy, the shaman serves a community as priest and mystic,
receiving powers from the gods or ancestors. Unlike most civilized priests for whom "powers" are
unnecessary or even unwanted, shamans are required to display mystical powers and many are also
accomplished warriors. Sacred powers available to the shaman may include any of those available
to a mystic.

The Culture Sheet

Culture is a communal system for living.

This is similar to our definition for religion, which you will recall we defined as "a communal system of
right action and right belief transmitted from the gods." Religion is a subset of culture, as is obvious from
our definition. As with religion, culture is a communal system. Culture exists only in a community of
people who have a shared understanding of life. It is transmitted along traditional lines, from parents to
children, from adults to youths. Culture deals with life and living. It encompasses action, belief, habit,
and everything else. It includes religion, economics, politics, ecology, language, ethnicity, and other
areas. People may inherit culture, as with WASP or Puerto-Rican culture, or chose it, as with U.S. Marine
Corps culture or the culture of a political party, or they may come to a culture by mixed choice and
inheritance, as with religious cultures such as Islam or Christian fundamentalism.

The second sheet in The MythoPoet's Manual is The Culture Sheet. It will help you design cultures so
that your campaign world can be even richer than a campaign that has plenty of different religious
groups.

The culture sheet enhances the method, increasing the plausibility of several facets of your campaign
world, and at the same time, it stays simple, true to our ideals.
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[Notes:

I'd like to include a horizontal hi-lo chart that has population values along the top, from 10 on the left on
up to thousands or millions on the right side, and subsistence patterns down the left side, from HG to Ind
society. The chart should show population ranges for societies of the various types. Have any
anthropologists done research that we could use to find out this information?

]

Basics

As with the other sheets, fill in the culture name, the campaign name, your name, the settings or regions
in the campaign world which this culture is likely to populate, and any physical or behavioral details
which might set the folk in the culture apart from their neighbors.

Culture names might be confusing or difficult. Usually a culture's name will be identical to the word for
"the people" in its own language. But if you intend a culture for non-player characters only, you may
want to use an outsider's name for it. It's a judgment call that can go either way.

For instance, Tolkien's dwarfs call themselves the Khazad, but his humans call them Dwarfs. If you were
running a campaign in Middle Earth, either "Khazad" or "Dwarf" would be an acceptable name for their
culture, but "Dwarf" should be better understood by the players, who may not be steeped in Dwarfish
lore. But on the other hand "Khazad" conveys more atmosphere than does "Dwarf" and you may find it
preferable for that reason. Whichever, it's your choice.

Just make sure that whatever you use as the common name for a culture is not a tongue twister. It's easy
to get too fancy and end up with a ludicrous name like Llaeiowydhfanpfeorhlingg, Krto'ki'koo'keshwytzy,
or Bubbalahummina that only a professional linguist can pronounce without laughing. Don't
overcomplicate.

A Note on Inventing Region Names

[We may wish to place this in a sidebar as optional information.]

If you must decide on a name for a region or setting in your campaign but have writer's block and can't
think of a good name, try these ideas. Usually a region is named after its biggest city, the tribe which
inhabits the land, a founding or ancestral figure, or the predominant religion. Often the name for a
region mentions the government of that region, such as the County of Summerwane, or the Kingdom of
Blasted Heath. Sometimes the source of the name is mysterious, perhaps an insulting name for the region
from an archaic language, or maybe the first official explorer to find the region named it for the trail
mix she had for lunch. Discovering the source of a mysterious regional name could be an interesting
quest for a party of adventurous scholars.

City
Tribe
Ancestor
Founding Hero
Dominant Religion
Government
Geographical Features
Color of Soil or Vegetation
Joke
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Subsistence, Social Control, and Economics

Subsistence Patterns are the ways that people have tackled the primal issue in any society, how to feed
themselves. These strategies range from those of hunter-gatherers to horticulture, or gardening, to
agriculture, herding, and the city dweller's extreme specialization. The way that a society gets food for
itself will have a big effect on its lifestyle and belief systems. Herders and farmers have different views
of the world, and their viewpoints may lead them into conflict, and often have in human history. Even
today in the great plains of the united states herders of sheep (nomadic) and ranchers of cattle (settled)
have culturally based conflicts that frequently boil over into violence, for instance when a shepherd cuts
a rancher's brand new fence so that his sheep can get to the next pasture on their yearly circuit.

[The preceding should probably be moved to the sourcebook section.]

Select a subsistence pattern, a control system, and an economic system from the appropriate section.
Each choice will have its effect on other choices you may make. For more discussion and explanation of
these choices and how they affect other components of culture and religion read Culture.

Roles

A Viking and a Bee Keeper will believe and do very different things, as with a Midwife and a Doctor, a
Prince and a Pauper, or a Professor and Eliza Doolittle. Their roles are a large part of what makes these
people different. Roles dictate the individual's place in society and how society will treat him. Each
culture includes in itself the description of a number of roles and how they are useful or not within that
culture. These are known as role models. The most common role models are gods and heroes. A good
person will emulate a god or hero, an approved role model, to act and believe the right way. A bad
person will emulate the gods' foes or the enemies of a legendary hero. The god a person most closely
emulates also allows others to find mythic or legendary guidelines on what to expect.

Example: The Olympian pantheon of the ancient Greeks included many gods who defined the range of
roles and personalities that were acceptable to religious Greeks. Men had one set of gods to serve as
their examples, and women had another set. [This example is also in the Introduction. I think this
should just point back to that example, or use something else, such as Thomas the exemplar of doubt
and Peter the example of steadfastness.]

Kinship

Kinship is a technical word used by anthropologists to describe how families operate, the rules that bring
families together. It has two important parts, the rules about marriage and the rules about residence.

Marriage

All cultures include the concept of marriage as a way of binding people together as families. Marriage is
a formal way to to combine bloodlines so that people can live and reproduce and pass on family
property. Each culture has rituals to celebrate marriage, and each culture also decides who is the best
marriage partner. In one society the ideal marriage partner might be a neighbor with no blood ties to the
family. In another culture the preferred marriage partner for a young boy might be his mother's brother's
daughter. You can make the preferred marriage partner for your culture either of these or something
entirely different. Some cultures encourage polygamy, or multiple wives for one husband, and other
cultures encourage polyandry, or multiple husbands for one wife. Other cultures allow for monogamous
marriage only, and yet other cultures include group marriages where a number of women and a number
of men share sex partners and child-raising duties. The possibilities are endless, and you have only to
pick one.
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Residence

Decide if the culture is matrilocal or patrilocal, or if newlyweds can live anywhere they like. When
people get married where do they live? Assuming that we only deal with the first marriage for both
partners, does the husband go to live with his wife's family or does the wife go to live with her husband's
family? Can the newlyweds pick and choose? Can they live anywhere they like? Are children considered to
be part of the husband's bloodline or the wife's? The birth mother is almost always the most important
female relative for children, but the most important male relative might differ. For one thing, many
people don't understand the male part in reproduction. There's a lag between the sexual act and the first
appearance of pregnancy. They may think that babies are born from a wind that enters the womb, or
from the river god quickening a child in a woman while she washes clothes. Even if they do understand
the male part in reproduction they may not value it. A culture is called matrilocal if the husband goes to
live with the wife's family. In such a situation the wife's brother is often the most important male
relative for her children. In a patrilocal culture the wife goes to live with her husband's family after
marriage. In such a society the wife and children may all become the property of the husband, or the
wife may retain her own freedom, but most of the time the most important male relative for the
children is the mother's husband, not her brother or another relative. I hope this have given you an idea
of how people have dealt with the knotty question of residence, and who joins whose family line when
two people marry.

Cultural Personality

There is a modal, or typical, personality for every culture. For example, many English people could fairly
be characterized as "reserved," and many Italian people could fairly be characterized as "excitable."
Certainly if someone said the opposite it would sound ridiculous. English people tend to be excitable?
Italians tend to be reserved? The assertion that there are such things as cultural personalities seems
obvious, but we don't want to typecast people based on the culture of their origin. Luckily, the modal
personality theory doesn't force us to typecast. It doesn't prove that everyone in a culture will be like
everyone else. In fact, people with the modal personality are a minority within the culture. But, they are
a fairly large minority, and together with closely related personality types the modal personality explains
the observation that often people who share a culture are very similar.

The modal personality faithfully describes about 35% of the people in a culture. Another 25% will have a
personality that's pretty close to the mode, and the other 40% will be spread among the remaining
possibilities. Write the name of the modal personality in the first line of the Cultural Personality section.
If you are using alignments, write down the modal alignment of the culture. If you use some other
system for personality that's fine too. Write down the modal personality whatever it is, whether you
write "reserved," "excitable," "anything goes," "talkative," "gloomy," "pyromaniac," "batty," or something
else. The other lines are to record clustered personalities. Clustered personalities are similar to the
modal personality. Look in a thesaurus for clustered personalities. If you use alignments then you can
probably ignore the clustered personalities and just say that the modal and clustered alignment are the
same. The modal and clustered personalities are similar enough that they would probably fall into the
same alignment. For example, if we were to describe the modal personality of a culture as reserved,
then we might list a few of the clustered personalities as aloof, inhibited, controlling, humorless,
pompous, and miserly. All of these, modal and clustered, fall into Lawful Neutral in an alignment
system. The cultural personality section will help you roleplay members of various cultures in a
consistent, plausible way, and it isn't too hard to use. If you want to randomly generate someone from a
culture you can roll percentile dice against the culture's personality table to see whether they express
the modal personality, a clustered personality, or something else entirely.

Personalities are demonstrated by the actions of gods and heroes in myth and legend, and each
personality is identified with a god or hero of myth and legend. The Greek god Apollo, for example,
demonstrated the right actions and personality traits for young men who wanted to succeed in Greek



The Mythopoet's Manual - Religion and Campaign Creation

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Religion.html[2/28/2010 9:38:29 PM]

society.

Belief Systems

There's a little space here for you to describe cultural belief systems, which could be characterized as
religion, ideology, magic, or science, or whatever. Circle one of those choices, or add a new one and
circle it, then describe the belief system you chose. A culture has its own myths and legends. It may
have its own tradition about the creation of the world, which may contradict the official religious
explanation. There might be a legend about cultural beginnings, or perhaps a dominant philosophy such
as the scientific method. Write it down when you think about it.

How did the culture get here? Every culture has a story of how it began, how it got here, and where it's
going. This story may be long or short, it may depend on historical proof or fly into fanciful speculation.
It may answer a question: What isolated valley or lost city spawned the culture? Which ancient precursor
cursed the people to be slaves or blessed them with dominion over their enemies? These are the kinds of
secrets that spawn great quests and intense roleplaying campaigns. We may not know this about real
cultures, but since you are the creator of a world you can know all about it. You just need to make it up
and write it down. Boom. It's official.

Attitudes

Take a few seconds to think about cultural attitudes towards a few ideas that may have an impact on
adventurers. Many cultures are hostile towards outsiders and magic. Here you can record what a culture
thinks of its own belief system, outsiders, science, magic, and war, so when player characters encounter
it you'll have some indication of how to play things.

Organizational Matrix

The organizational matrix works the same way here that it works in the religion sheet. Fill in the status
and role names for the various parts of society. The control system that you choose at the top of this
sheet and the belief system you circled in the middle indicate which columns you should use here.

Band

A culture which is organized in band fashion will have no place for a single leader or a permanent
council. It may include a divine entity or it may not depending on whether the dominant belief system
acknowledges one. Leaders are chosen for each task, so that a good hunter will lead the hunt, a good
weaver will lead that task, and someone deemed to be wise in tradition will lead religious functions. But
the society lacks people whose primary role is to lead. Everybody's role is directed towards the
immediate goals of society. Cross out the Leader and Council columns.

Tribe

A culture organized in tribal fashion will have a permanent council who leads the tribe. The council may
be selected by any means, though it is most common to place elders, whose ability to perform useful
labor has diminished, on the tribal council. The council may go by any of many names, assembly,
cabinet, brethren, college, chamber, council, elders, or the party. The council will appoint temporary
leaders to organize the tribe and accomplish specific tasks, but after the task is over the leader goes
back to everyday life and the council oversees tribal life. Cross out the Leader column.

Chieftain
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If a society has a permanent leader then it is a chiefdom. This leader may be known as the chief,
warlord, shogun, king, sheik, dictator, father, pope, mother, mater, big brother, tyrant, commander,
general, boss, prince, or any other title of respect or honor. Such cultures will also have a council which
may be much weaker than the leader or more powerful, with the individual council members rivaling the
chieftain. Use the Leader, Council, and Adults columns.

State

If society is led by a permanent government that exists apart from the person or persons who fill it, as a
corporate entity, then it is a State. A State tends to be treated as if it were divine in itself. Often this
comes from divine intervention, as with the godkings of the Egypt of the Pharaohs, the divine right of
English Kings, or the United States of America, one nation under God. The state itself is believed to be
divine, something on the level of gods worthy of worship, ritual, its own mythology, and unquestioning
obedience. If you circled State in the Control Systems then think carefully about whether the state itself
is the dominant divine figure in the culture you are describing.

Regions and Settings

Check it out!
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Campaign World

You can develop all the regions, cultures, and religions you want, but if you haven't made your most
basic assumptions explicit then consistency may still escape you. And with it goes plausibility. Last of the
worksheets in The MythoPoet's Manual is The Campaign Sheet, which is designed to help roleplaying
game-masters describe campaigns and keep them consistent. GMs can lend it to players who need to
create characters to give them guidance. It is a good place to reference house rules and important things
about the campaign world that players should know. Harried GMs can give a copy to players so they can
help keep the campaign on track. The information on this sheet should be known by players as well as by
the GM. It affects players' expectations. It is also nice to have a brief, informative handout like The
Campaign Sheet to give to people who want to know what your campaign is like. Finally, this sheet can
be used to survey player interest in various campaigns, either by filling it out and asking players if they
would want to play in such a campaign or by asking them to use it to describe their ideal campaign.
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Filling in Campaign Details

Every campaign should have a name, if for no other reason that it makes it a lot easier to chat about it
with chums years later when recalling your wasted youth. The name of the campaign can also tell
prospective players a lot about the theme or the style of your campaign. If you haven't already named
your campaign try these methods: (1) Pick a prominent geographical spot in the world; (2) or the name
of the campaign world; (3) or the name of a prominent non-player character; (4) or wait until you've
written up the rest of the campaign description and pick a choice phrase from it. If you think up another
method write it down.
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Brief Description

Briefly describe your campaign. Tell the reader what to expect from it. Advertise!

Example: You might describe a campaign in which the characters are Knights of the Round Table like
this.

Sir Tain of Sandwich dropped his visor into place and set his lance for the charge. "Your time of
terrorizing Tarrytown Moor is through, Tanor of the Tainted Heart," he shouted out, and spurred his
charger forward.

Yes, brave wanderer. You too may experience the grandeur and pageantry of Camelot, live the life of
one of the Knights of the Round Table! Tarry with beautiful damsels in Camelot's hedge-row mazes!
Wander the untamed hills of Celtic Albion! Ride into battle against fierce, tattooed Picts! Search for the
Holy Grail and discover true peace, or suffer as a direct result of your failure. You've read the books.
You've seen the movies. Now you can be one of the brave knights of yore!

Themes

Describe whatever it is the campaign involves, whether that be moral dilemmas, exploring dark dungeons
and hacking monsters into little bits, economic machinations against megacorps, political conspiracies
and intrigue, crawling through hundreds of twisty little passages all alike, surfing the ultimate tube
wave, taming the Martian frontier, hanging out at the mall, exploring trackless wastes, searching for your
lost other half, raiding nearby tribes for cattle, or whatever makes your campaign unique. Make the
theme unite the characters: A goal the characters share, a shared background, or an experience that
threw them together. In other words, if the campaign emphasizes one facet of the world then that's your
theme. If it has no theme then this could be acknowledge that, and explain why the adventurers
associate with each other, or suggest a goal or two they might like to accomplish together. The theme is
important. It will unite disparate adventures into a campaign. It gives meaning and power to the
campaign.

Inspirational Reading

Mention books or movies that share themes with your campaign. You may have consciously based your
campaign on those sources or the similarity may come from unconscious inspiration or coincidence. If
players ask for something to read so they can understand the campaign they can read this. Even if the
campaign doesn't directly reflect the reading the reading will be useful to players who want to get into
the game.

Mood

Describe the mood, whether it is light-hearted or deadly serious, whether characters' abilities are
realistic or heroic in scale, etc.

Continuity

How tightly bound will the story line be? If each session is a separate adventure united only by the
presence of the same player characters, then the campaign is episodic. If each session blends into the
next forming a seamless epic saga, then the campaign is continuous. If the campaign is in the middle tell
your reader where in the middle it is.



The Mythopoet's Manual - Religion and Campaign Creation

http://www.rpgmud.com/WorldBuilding/Mythopoets/tmm-Religion.html[2/28/2010 9:38:29 PM]

Key Words

Write down some words that you would use to describe the mood of the campaign world. You can add to
the list later, in a sort of continuous brainstorming session.

Cosmology

In this section describe the surrounding universe. Describe the look and workings of the sun, moon, stars,
planets, and the rest of the space around the world. This is one of the first things people notice about
the world around them, and many game-masters forget to deal with it.

Day Sky

What does the day sky look like? Is there a sun? What color is it and how bright is it? Can you look
directly at it? What about clouds? What color is the sky?

Night Sky

As with the day sky, what does the night sky look like? Describe the stars, moons and other satellites,
planets, and any other phenomena that affect the appearance of the sky. Mention common navigational
stars and major constellations.

Day Length

How many "earth hours" to a day? How do the natives break it up? What are the standard work and sleep
patterns? If work and sleep patterns vary by culture, then mention it here and follow up when you get to
the cultural descriptions.

Year Length

How many "earth days" in a year? How many days as the natives measure them? Is the calendar year a
lunar year determined by phases of the moon, a solar one determined by the changing seasons, or is the
length of the year fixed at some important number so that the festival days and even the months slowly
drift across the seasons as time passes? If you want to explain the calendar system and list the names of
the months this would be a good place to do so.

Cosmic Neighborhood

Where is the campaign world located in the entirety of the cosmos? Where is it in time? Is it possible to
reach the campaign world from other campaigns or from our own earth? Is it located in a dimensional
nexus, where the myriad planes meet? If it is a flat world, what surrounds it? If it is in a solar system,
how many other planets inhabit it. If it is a world shaped like a tulip flower what is in the rest of the
garden? It's much better to decide these things before the campaign begins than to be forced to make a
decision with world-shaking consequences at midnight, in the middle of a game.
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Population

This is the approximate population of the known campaign world.

Subsistence Pattern Population per 100 Sq. Miles Population per 100 Sq. Kilometers
Foraging
Horticulture
Herding
Agriculture
City Life

Race

List the common sentient races or species, with the most common first, second most common second,
and so on. For instance, human, orc, halfling, elf, goblin, dwarf, and shapeshifter could be the most
common races in a particular gameworld.

Language

What is the Lingua Franca, the language of commerce, the common tongue, that language which is most
frequently used within the campaign? This would be the spoken language that most educated travelers
use to communicate; it would be studied by diplomats, wandering merchants, and traveling adventurers
of all sorts. If there are several common tongues, then list them in order of frequency, from most
common to least.

In a near-future cyberpunk campaign based on Earth the common tongues might be, in order, English,
Japanese, and Arabic.

Script

What is the most commonly used phonetic script for spoken languages? This is probably the script for the
Lingua Franca. If there are several, rank them as to popularity. If one or more settings use ideographic or
pictographic characters to write things down, then include them in their proper rank and make sure to
note that they are ideographic or pictographic forms of writing.

In the same near-future cyberpunk campaign the common scripts might be Latin, Kanji, and Arabic.

Magic

Describe any special effects of magic including substances that conduct it or insulate against it, and
whether magic is subject to any special laws or social restrictions. Conversely, is magic encouraged by
something or other?

Magic Frequency

How frequently is magic encountered?
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None There is no magic at all. It is completely unknown.
Hidden There is no publicly known magic. Occasionally strange coincidences happen but nobody

believes any of that results from magic. Only magical adepts know differently.
Rare Ordinary people know that magic exists. They may personally witness the effects of magic

from once every couple of years to a handful of times in a year.
Unusual Ordinary people may personally witness the effect of magic monthly up to a few times a

month.
Common Ordinary people will witness or use magic or magical artifacts between once a week and

once a day
Ubiquitous Practically every home has some magical artifact in it. Powerful people use magic all the

time. Less powerful people have it used on them. Everybody knows a few magical spells to
help them through the day.

Industrialized People use artifacts created by magic, every day, for every ordinary purpose from cooking
to cleaning to travel to grooming.

Magic Magnitude

How powerful is magic? This would include the average power level of professional mages, the power of
magic items, whether magic is generally superior or inferior to mundane tools, and basically the overall
effectiveness of magic.

None Magic absolutely does not work. Mighty wizards from other places will be rendered completely
mundane.

Tiny One Person's Magic has very minor effects, enough to affect something up to the size of a
large house cat.

Personal One Person's Magic can affect something up to the size of an ordinary human.
Domestic One Person's Magic effects are limited to the number of people in a household.
Corporate One Person's Magic effects are limited to the number of people who can gather together, in

one place, all holding hands together or otherwise ritually joined
National One Person's Magic effects are limited to the number of people in a nation, or to distances of

roughly continental magnitude.
Unlimited One Person's Magic effects are unlimited, can do anything.

Technology

Describe any special effects of technology including chemical reactions that work or fail to work,
changed laws of conservation, and whether or not technology is subject to any special laws or social
restrictions, or whether it is encouraged by some ethical bias.

Technology Frequency

How frequently is technology encountered?

No
Technology

No technology other than found objects such as sticks and stones. Even flaked flint cutters
and arrowheads are beyond the capabilities of this culture. Fire is not yet domesticated.

Rare Technology is rarely found, on the order of once a year.
Unusual Technology is unusual but not unheard of, on the order of one or two times a month.
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Common Technology is common. Technological artifacts are encountered daily.
Everywhere Practically every home has a manufactured artifact in it. Powerful people use the

products of factories all the time. Less powerful people work in the factories. The worth
of a skill or a human is measured by how well it can be used for production.

Industrialized People use manufactured items every day for every imaginable purpose. Everyone works in
factories, selling the products of factories, repairing the products, or using the products. A
person's worth is measured by how big a wheel he or she is in the industrial machine.

Technology Magnitude

How powerful is technology? This includes the capabilities of professional engineers or scientists, the
prevalence of technological items, whether technology is generally inferior or superior to other kinds of
tools, and basically the overall effectiveness of technology.

None Technology does not work. You will have to find an explanation for why it doesn't work.
Expect disbelief and loud arguments. Good luck!

Tiny One Person's Technology has very minor effects, much less than amount necessary to affect
an ordinary human being (barring ill luck and foolishness). (sharpened rocks, domestication of
fire, pottery)

Personal One Person's Technology can affect something up to the size of an ordinary human. (weapons,
guns, brick, smelting, canoe, masonry, domesticated plants and animals)

Domestic One Person's Technology effects are limited to the number of people in a household. (small
bomb, automobile, sail-craft)

Corporate One Person's Technology effects are limited to the number of people who can gather
together, in one place, and all see each other or hear each other's voice (napalm, atomic
bomb, train, ships, heavy construction equipment)

National One Person's Technology effects are limited to the number of people in a nation, or to
distances of roughly continental magnitude. (MIRVs or ICBMs with atomic or hydrogen bomb
warheads, airplane, spacecraft, automated ocean liners, robotics, computers)

Unlimited One Person's Technology effects are unlimited, can do anything. (free energy)

Religion

Describe any special effects of religion including rituals that always work or fail to work, changed
principles of mythology, and whether or not religion is subject to any special laws or social restrictions,
or whether it is encouraged by some ethical bias.

Divine Power Frequency

How frequently is sacred power encountered?

Never People do not believe in an Otherworld, in any gods, spirits, or any other sacred
phenomena.

Rare
Unusual
Common
Everywhere
Ubiquitous People use religious relics every day for every imaginable purpose. The gods not only speak,
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and
Inescapable

but daily existence itself would not be possible without their actions. Divine entities make it
possible to speak, to have sex, to be born, eat, live, work, die, and everything else. A
person's worth is measured by how close he or she is to his or her god.

Divine Power Magnitude

How much Power is wielded by the Divine? This includes the capabilities of professional priests and
shamans, the prevalence of sacred items, whether sacred tools are generally inferior or superior to other
kinds of tools, and basically the overall effectiveness of religion.

None Magic absolutely does not work. Mighty wizards from other places will be rendered completely
mundane.

Tiny One Person's Magic has very minor effects, enough to affect something up to the size of a
large house cat.

Personal One Person's Magic can affect something up to the size of an ordinary human.
Domestic One Person's Magic effects are limited to the number of people in a household.
Corporate One Person's Magic effects are limited to the number of people who can gather together, in

one place, all holding hands together or otherwise ritually joined
National One Person's Magic effects are limited to the number of people in a nation, or to distances of

roughly continental magnitude.
Unlimited One Person's Divine Magic effects are unlimited, can do anything.

Psionics

Describe any special effects of psionics including disciplines or foci that always work or fail and whether
or not psionics are subject to any special laws or social restrictions, or are encouraged by some ethical
bias. Also mention the most common explanation for psionics. Note that {it psychic} is a synonym for {it
psionic,} and will be treated as such elsewhere in this book.

Psionic Power Frequency

How frequently will player characters encounter psionic powers in the game? Are psionic abilities used so
frequently that their effects are commonplace?

None There is no magic at all. It is completely unknown.
Hidden There is no publicly known magic. Occasionally strange coincidences happen but nobody

believes any of that results from magic. Only magical adepts know differently.
Rare Ordinary people know that magic exists. They may personally witness the effects of magic

from once every couple of years to a handful of times in a year.
Unusual Ordinary people may personally witness the effect of magic monthly up to a few times a

month.
Common Ordinary people will witness or use magic or magical artifacts between once a week and

once a day
Ubiquitous Practically every home has some magical artifact in it. Powerful people use magic all the

time. Less powerful people have it used on them. Everybody knows a few magical spells to
help them through the day.

Industrialized People use artifacts created by magic, every day, for every ordinary purpose from cooking
to cleaning to travel to grooming.
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In a world in which psionics are very common the psychic discipline of teleportation, for instance, may
be common enough that many fortresses exist that may only be reached by teleporters. Perhaps psychic
teleportation is so common that a psychic teleportation shield, large enough to protect the home, may
be purchased in public markets at a moderate cost. Something like this would have a major effect on
the campaign world, and should be presented up front so that prospective players may take it into
account, and so the gamemaster is frequently reminded of it when writing scenarios for the campaign.

Psionic Power Magnitude

How powerful are psionic abilities? This includes the powers of professional psychics, the availability of
psionic foci, whether psionics is generally inferior or superior to other kinds of tools, and basically the
overall effectiveness of psionics.

None Magic absolutely does not work. Mighty wizards from other places will be rendered completely
mundane.

Tiny One Person's Magic has very minor effects, enough to affect something up to the size of a
large house cat.

Personal One Person's Magic can affect something up to the size of an ordinary human.
Domestic One Person's Magic effects are limited to the number of people in a household.
Corporate One Person's Magic effects are limited to the number of people who can gather together, in

one place, all holding hands together or otherwise ritually joined
National One Person's Magic effects are limited to the number of people in a nation, or to distances of

roughly continental magnitude.
Unlimited One Person's Magic effects are unlimited, can do anything.

Character Creation Guidelines

Rule System

What rules system are you using? If it is a published rules system, give its name, edition or publication
date, and the company that produces it. Your players may want to procure a copy of the rules for use in
the game.

House Rules

List any house rules you use. If your house rules are particularly extensive, you should write them down
in a separate place and be ready to show them to someone who asks.

Recommended

Describe the recommended procedure for the development of new characters, including appropriate
character classes or skills, levels or point totals, age, race, setting of origin, and so on.

Discouraged
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List the things that you don't want to deal with, including character classes, personality features, skills,
levels or point totals, age, race, homeland, and so on, that might seriously disrupt play balance or the
enjoyment of the gamemaster or the players.

Equipment

List the equipment that you will allow beginning characters to have, and the equipment you won't let
them have. You may want to put a simple monetary limit on equipment; that's up to you.
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Introduction to the Sheets
Religion is a communal system of right belief and right action transmitted from a divine presence.

Let's break down that definition and take it in order.

1. "Communal system" Religion requires community, with those of advanced knowledge instructing
novices in mythic and ritual knowledge and serving as arbiters in case of disagreement or confusion
on religious matters. Individual belief is not religion, though it may have components in common
with religion.

2. "Right Belief" The Myths and Legends of a religion constitute a system of right beliefs.
3. "Right Action" The Ritual of a religion contains the system of right actions.
4. "Transmitted from a divine presence" Truth comes from the god or gods, and is the way that

believers distinguish right from wrong, good from evil, sacred from mundane, and the world from
chaos. Myth and Ritual are both divine in origin and this is why they are "right."

Another way to describe religion is as a combination of Myth, Ritual, and Philosophy. This fits in with our
definition above. Myth is the medium by which the gods transmit religion to the community. Ritual is
right action. Philosophy is right belief. Together they create something that is greater than its parts,
Truth which resonates in the individual heart and in the marrow of the community. Truth, with a capital
"T," is the meaning of Religion. Truth is Religion. Religion is Truth. Truth and religion are the glue that
binds the individual and the community together. Religion confers a purpose and destiny upon each
person. This is a powerful idea, and it is no wonder that religion is so important in the world.

Just a note on terminology. Recall that in this book we use the technical definitions for and legend from
storychapter. Mentions of myth and legend should not be taken to mean fictional or fabulous stories, but
rather sacred truths.

Click here for Picture
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