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Page References

Rules and statistics in this book are
specifically for the GURPS Basic Set,
Third Edition. Any page reference that
begins with a B refers to the GURPS Basic
Set — e.g., p. B102 means p. 102 of the
GURPS Basic Set, Third Edition. Page ref-
erences that begin with CI indicate GURPS
Compendium I. Other references are M for
GURPS Magic, Second Edition, and BB for
GURPS Bunnies & Burrows. For a full list
of abbreviations, see p. CI181 or the updat-
ed web list at www.sjgames.com/gurps/
abbrevs.html.
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i This book was first published in 1994.
In 2001, SJ Games published GURPS

GURPS Spirits

This book is organized into three sections. The first section discusses the Spirits, which approaches similar topics
creation of religions — the formulation of the cosmos, myths, deities and reli- from a different direction. The fundamen-
gions themselves. The second deals directly with rules for clerical (or religious) tal distinction between the two is that this

characters, including three different systems for handling divinely-inspired LSS SGIRMTER) (eTihy) SO IR LG e
tals might classify some gods as “spirits,

magics. The last section presents a series of sample religions, drawing on the kil o cHsranes gafiin, ol meies
information in earlier chapters. that mortals might worship some spirits as

One need only consider history to see the importance of religion in this “gods.” Significantly, Spirits does not
world. Detailed game worlds are no different. Whether the genre be fantasy, assume that every entity known as a “god”

. . . . . . . is ineffable — or even notably powerful.
!
space, horror, historical or something else again, religion will play a part! A @oiEsimenes of Fie & fn S

does not attempt to hand-wave the abili-
ties of gods. It assigns full game statistics

About the AllthOI‘S to spirits — something that this book
avoids. This contrast can be used to good

Carolinc]ulian effect in campaigns where the PCs are
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Janet also lives in Toronto, Ontario, along with three dogs and a cat, in the the divine magic systems in Chapter 6.
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for wall space. She is the co-author of GURPS Fantasy, and a frequent victim another: the Spirits rules are ideal for
of Caroline’s GMing. She works as a software developer, and moonlights as a shamans| and' priests of deities of limited
sysop on Compuserve’s RPGames Forum (type “GO RPGAMES”). She has potency (€.g., ancestor spirits or nature
. . . . . spirits), while the rules in this book work
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eities are beings of supernatural powers or attributes who are thought to control
some part of nature or reality, or to personify some force or activity. In the male
or general form, they are known as gods; in the female form, they are called
goddesses.

The concept of gods or deities is universal. They are the center of most reli-
gions, the driving force behind belief and faith, the inspiration for the spiritual
nature of a people.

When the GM creates a world, he should consider its deities early on, when
defining the cosmology. The deities create the cosmos; their powers and attrib-
utes shape the world. Alternatively, the GM may decide that there are no super-
natural forces, that deities are simply a construct of society, and that their wor-
ship might also be a construct — a means to gain power over others. But this in
itself is a decision with consequences that must be considered.

An example of a deity created using this chapter appears in the sidebar The
Duality of Dhala, p. 153.

Origins
Where deities come from is the stuff of creation myths and legends (see
Creation Myths, beginning on p. 7). There are many different choices.

Finite

Deities were created by the same act which created the world. There will be
no new gods. This scheme tends to foster powerful, unchanging deities of
archetypal qualities. Since they are finite and determined, it is quite likely that
they represent basic fundamental aspects of the world — the four elements, per-
haps, or other abstract forces.

Sexual Reproduction

Deities are created by sexual reproduction among older gods. Usually this
process begins with some sort of primal mother and father figure (Mother
Earth and Father Sky, for instance) who produce offspring. These children
then mate with other gods and goddesses (or even mortals) to produce new
deities.

This scheme requires multiple divine forces, with strong anthropomorphic
aspects so that they may reproduce in a “normal” fashion. (That may not
restrict the manner in which the gods give birth however; offspring could be
born through any part of the body, or even vomited out.) Often these deities are
quite human, with temperaments, strengths and weaknesses to match. As they
are “born,” so, most likely, do they “die,” and indeed it is possible for new
deities to replace older ones. The cosmos of reproductive deities is a changing
one of highs and lows, triumphs and defeats and mixed alliances. The Greek
pantheon is perhaps the best-known example.

Accidental

Deities occur by accident, usually as a byproduct of some other action or
force (often the creation of the world). There is an element of chance here, a
randomness that will probably determine the nature of the deities. They were
not necessary, or predestined, but accidental. Often these deities have limited
powers, and are subject to higher powers of fate and chance.

GMing Deities

Whenever a GM decides to incorporate
active deities and the religions that follow
them into a game world, he must give
some thought to the way the deity presents
itself to its followers. The deities may
walk the earth clothed in human forms, or
not appear at all. If they appear, they may
not always take the same form. They may
make their wishes known in terms of
visions and mystical occurrences. Perhaps
they see their followers as flies they can
swat at their leisure, or as objects of inter-
est, or as real people with interests as
diverse as their own.

So much depends upon the particular
attributes of the deity that it is difficult to
generalize. But truly active deities should
be just that — active! They should not sit
placidly in the heavens and wait for some-
one to summon them. They will have very
definite interests, motivations and prob-
lems. They will set goals, and often feel
free to prod the PCs in ways that suit their
purposes. In short, they will act very much
like any other NPC, except that they are
much more powerful, and, in many cases,
much more limited in what they can and
cannot do. Often they must rely upon
agents, even the adventuring group itself,
to see that their will is carried out. They
can be quite benevolent to those who
please them, and utterly ruthless to those
who do not.

Balance is, as always, an important
issue. Gods make poor enemies — unless
they have no direct way of retaliating.
Limiting factors must be found, or the GM
will quickly find the deities taking over
the world, leaving little of value or interest
for the players to contribute. Divine laws
(see p. 37), limited access to the “real”
world, and fear of or worry about retribu-
tion from other divinities can all combine
to keep gods from getting too many fin-
gers in the pie. The most interesting
deities are often the most limited, for they
must find ways to make the party do as
they wish. All-knowing, all-seeing, all-
powerful deities become boring quite
quickly.

>)  Deitis
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ow religions begin and develop, how other cultural influences affect
them and how they change the culture around them are all issues
(among many others) that the GM should consider when designing a
game-world religion. Looking at the role religions play in our world can give a
GM some ideas on where to start.
bt

The Knights Templar Building a Religion

A classic example of the conflict

between State and Church — and how both Once the GM has decided on the cosmology and gods of the game world, it

may change drastically over time — can be is time to create the religions. Often it is easiest to work backward: figure out
seen in the history of the Knights what the religion is, then decide how it got that way. The GM needs to consider
Templar. . not only the basic nature of the religion, but also how it fits into society. The

The Knights Templar was a crusading most obvious expressions of a religion are its ceremonies and symbols (see
order which took part in a religious war in e . A . N
the Holy Land. Originally called “The Symbols., pp. 65-87). B.ut how. does it interact with soc1ety and other religions?
Order of Poor Knights of the Temple of Answering these questions will help add a sense of realism and depth to any
Solomon,” it was founded by a group of campaign.

pious soldiers around the year 1120. They
protected pilgrims and lived under reli-
gious rule, taking oaths of poverty, chasti- Beliefs

ty and obedience. The organization grew The first step in designing a religion is to decide what its central beliefs are
rapidly at a time when trained knights

were rare, its greatest strength being its — what view of the world it gives to its followers, how it answers the fundamen-

feudal associations. They did not recruit tal questions of life and how it treats those who question it.

from the upper nobility, but from the more All religions have tenets. These can be traditions, scholarly writings, oral
obscure warrior families. In the beginning,

distinctions of class were somewhat histories, commandments and laws. These doctrines form a system of princi-

vague, but by the 13th century an aspirant ples and laws which state the fundamental beliefs and policies of the religion.

[P E LI S e KR ity A dogma is a doctrine accepted by the followers of a religion as a god-

and his lady. .. . .

As the yneed for trained troops grew, revealed truth. A dovg'ma bolsters. the present posmon.of the rehg'lon an.d is sup-
the ethical considerations of the order ported by both tradition and scripture, as well as being compatible with other
were laid aside. Different rankings — simi- accepted doctrines.

lar in tone to feudal ones — grew. Beneath
the rank of Knight there came to be

sergeants, also know as serving brothers; Purpose Of Lifé

esquires; freres casaliers, rural brothers; . . .
B S A, Perhaps the first questions that anyone might ask concern why we are here,

knights came to live a life even more priv- who created us, and whether it was for a specific purpose, on a whim, or by
ileged than the secular nobles. By this accident. In many cases, the answers tie directly into the mythology of the reli-
time the Templars had become the com- gion. The creation of life is just another step in the creation of the world, and

Esﬁglzsoizﬁl:f/;i;tfy (f)(frgrgtyt::y’ their life’s purpose is probably told in myth and legend (see Creation of Life, pp. 16-

By the end of the 13th century the 2D).

Templars had drawn a great deal of criti- Some religions impose harsh servitude upon their believers, forcing disci-
cism, most notably by Wailliam,

Archbishop of Tyre. They had gained a pline and great sacrifices from them. Others encourage oqu What people desire
reputation for pride and greed. In addition, anyway — wealth, power, health, prosperity. Some, like Hinduism, define clear-
they had made the serious political mis- cut paths that restrict each person to a particular position in society.

take of remaining loyal to the Church dur-

ing conflicts between the Papacy and As important as what the religion teaches its people about the purpose of

Emperor Frederick II. life is the effect of the answer on believers. Those who believe themselves to be
the chosen of the gods are more likely to put their own interests and survival
Continued on next page . . . ahead of others. Those who are taught that they are superior to other life forms

may abuse them, or may see themselves as shepherds or caretakers. Those who
view all life as interrelated are more likely to be tolerant of others.

And not all answers need be steeped in mysticism or “faith.” A future reli-
gion may use rational or scientific answers: The world was created according to
various principles or “laws” of nature. It lives and breathes and continues
according to these same laws, no event being independent of a cause or an

_ Development (o
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o deities shake the world with their powers? Bestow miracles upon the
worthy? Grant their faithful servants smaller aspects of their powers to
call upon at will? Answer calls from their followers?

In certain game worlds, the power of the gods manifests in very concrete
forms, easily perceived by all. In these worlds, clerics will be powerful figures,
Clerical Terms respected by all, able to draw upon the supernatural power or force personified

Ceremony: A gathering of clerics and by their particular deity or faith.

worshipers for religious purpose, often How true divine magic works is closely tied to the design of the cosmos,
et ihe ersimy e elenerl gpsll, and the interaction of the divine forces within it. Prior to play, the GM must

Clerical Ranking: The cleric’s rank in . . . L. . . .
e thi church. The cleric’s fully design this magic for each religion in the game world which manifests it.

level of Clerical Investment. N To this end, a series of different approaches to divine magic is presented in
Ol el (e ans NS SEo ) el this chapter. GMs should use whichever one best suits their campaign, modify-

cal advantage of being a cleric within a . di he basi ideli ded
religion. Represents status and influence Ing or expanding upon the basic guidelines as needed.

within the church and is measured in lev- %
els, or ranks, depending on the religion.
Consecrate: To dedicate an object or

area to the divine. To focus the power of o o
the deity within an object or area. The Clerlcal Maglc
clerical equivalent of enchantment. Clerics draw upon the supernatural power or force personified by their par-

Comazeneids] ClEaRs S QLYjoss ticular deity in order to create predictable, reoccurring effects known as spells.
(see below) which have been cleansed or

blessed by the deity’s power for use in Unlike “pure” magic, clerical magic is not at all affected by the mana rating of
various clerical magics. an area. It may, however, be affected by the strength of the deity in a given
Divine Intervention: Direct interven- location, the time of the year, the number of faithful present, the strength of the

O GIF G3 Gh G R0 s cleric’s devotion to the deity, and so forth.
within the world.

Holy Object: Sacred Object (see

below) with the ability to cast one or more POWCI’ Investiture

spells common to the deity. Clerical . . .

magic item, Before a cleric can cast a spell, he must undergo a special rite known as a
Investiture: see Power Investiture, Power Investiture in which he is imbued with the deity’s power (see

below. Advantages, pp. 93-94). This ceremony is designed to attune the cleric to the

Investiture Link: Spiritual link with the

U : power of the deity, allowing him to draw upon that power in specialized rituals,
divine created during the Power

and focus it into spells. Thus while the cleric initiates the spell, it is, in truth,

Investiture.

Object of Power: Holy Object (see the deity which powers it. Therefore it is always the prerogative of the deity to
above) which creates an area of High or deny this power, or to manipulate it in unexpected ways. Clerical magic is high-
Very High Sanctity (see p. 102) around it. ly prone (much more so than “pure” magic) to variant effects due to circum-

Power Investiture or Investiture: Rite

S L stances. Clerics who break faith with their deity (as opposed to the church — it
which imparts the power of the divine to ; . ; - X . R
the cleric, allowing magical spells and is possible to do one without the other) may find that all their spells fail until
abilities. Clerical equivalent to Magical they make atonement in one way or another.

ptitude ) . . The investiture is a two-way link: as the cleric may draw upon the deity, the

Ritual: Formal symbolic act associated . . . R . .
with the casting of a spell or the petition- deity may also draw upon the life-energies of the cleric (in terms of Fatigue, or in
ing of the deity. Sometimes used inter- dire cases, directly upon HT), or may use the cleric as a channel through which to
Changeab(lly "Z{th the Wordbi‘SPeH-” . draw in the willingly-given energies of the faithful. This is the mechanism
o asggt ? Object: Any object consecrate through which some deities gain power from their followers. Some deities might

Sacred Vessel: Personal Sacred Object never do this, while others may consider this sort of “sacrifice” commonplace.
used to store the combined power of the
deity and the cleric.

Sanctity: The measure of the deity’s SPeHS
power in a given locale. Clerics use the same spell list as mages. However, clerical spells draw their

power from a different source, and vary from their magical equivalents in a
number of other ways.

The Nature of the Spell

Clerical magics are an appeal to the divine, an expression of faith and
belief. In this, though the end effect may be the same, they differ greatly from
their pure magical counterparts.

_ Divine Magic (0



Aboriginal cultures, 7.

Afterlife, 20.

Afterworlds, 17; as final rest, 21; choice of
destinations, 21; Fijian, 17; guardian to
entrance of, 21; journey to, 20-21; service
to deity in, 21; shamanistic, 17.

Agnosticism, 135.

Aliens, 148-150.

Allegory, 7.

Amulets, 82.

Ancestor veneration, 128-129, 140-143.

Animals, 18, 80, 137; as symbols, 25-29, 67-
68.

Animism, 127.

Answers, 39, 47.

Apotheosis, 31.

Archetypes, 24-25.

Ascetics, 89.

Ashes, 76.

Astrology, 49, 79, 109-110.

Astronomy, 49, 79, 109-110.

Atheism, 134.

Augury, 110.

Aura spell: clerical, 108; shamanistic, 122.

Autotrance advantage, 93; and shamanism,
119.

Avatars, 29-30, 38-39.

Banish spell, shamanistic, 122.

Bard skill, 96.

Bardic priests, 89.

Belief, and clerical magic, 101.

Bethany, Gods of (sample religion), 156-166;
deities, 159.

Birth, 72.

Birthdays, 71.

Bless spell, shamanistic, 123.

Blessed advantage, 93.

Blood, 75.

Botany skill, 96.

Buildings, as symbols, 68.

Cakes, 78.

Castes, Kalm, 148.

Celts, 48-49, 77.

Ceremonies, 69-87.

Chaos, 33, 138.

Characters, clerical, 89.

Charlatans, shamanistic, 123.

Cleanse spell, shamanistic, 123.

Clerical Investment advantage, 92.

Clerics, magical, 112.

Clothing, clerical, 85-86, 86, 97; sample, 158,
160, 162, 163, 165, 166; shamanistic, 121.

Colors, as symbols, 87.

Consecrate spell, clerical, 110.

Control Weather spell, shamanistic, 123.

Corps, and net shamans, 147.

Cosmologies, 7.

Coyote, 10.

Craft skills, 96.

Critical Spell Failure chart, shamanistic, 124.

Crystals, 81, 151, 153.

Cthulhu mythos, 36.

Curse spell, shamanistic, 123.

Cursed disadvantage, 95.

Dances, 76.

Days of Weakness, 103.

Death Vision spell, shamanistic, 123.

Death, 19, 47; and ancestor veneration, 20;
and PCs, 20.

Deities, accidental, 23; allies, 34-35; and mor-
tality, 29-30; attitudes of, 30-34; attributes,
24-34; balance of power between, 37;
coexisting, 36-37; cyclical, 33; destiny of,
37; domiciles, 28-29, 37; enemies of, 36;
extent of power, 25-26; fading, 29, 32;
food of, 30; GMing, 23; horror, 36; in sci-
ence fiction, 35; intervention of, 40-41;
laws governing, 37; limited power of, 26-
27; manifestations of, 40-41; messengers
of, 40; multi-part, 34-35; origin by belief,
24, 33; origin by reproduction, 23; PCs as,
24; physical forms, 27; prophecies con-
cerning, 37; reincarnation of, 30; relation-
ships of, 34; rewards of worshiping, 38-40;
temple guardians provided by, 41; transfor-
mation of, 30; worship of, 38-41. See also
Demigods.

Demigods, 42; as divine messengers, 40; as
divine servants, 43-44; as temple
guardians, 41; attributes of, 42-43; divine
relationship to, 43-44.

Desecrate spell, clerical, 110-111.

Dhala (sample religion), 154-155.

Diplomacy skill, 96.

Discipline, mental, 152.

Disciplines of Change (sample religion), 151-
153.

Disciplines of Faith disadvantage, 95-96.

Divination spell: clerical, 108; shamanistic,
123.

Divination, 16, 109-111; runic, 115-116.

Divine Favor advantage, 93; and miraculous
magic, 113-114.

Divine gifts, 119.

Divine Intervention, 113; and Objects of
Power, 108.

Divine will, and chance, 108.

Dogmas, 46; sample, 151-152.

Druids, 48-49, 77.

Dualism, 10, 130; sample, 154-155.

Duty, clerical, 98.

Duty disadvantage, 94.

Ecofests, 71.

Egg, cosmic, 11.

Egypt, Ancient, 64.

Entropy, 15.

Epilepsy, 122; reaction modifiers, 122.

Equipment, clerical, 98.

Excommunicate spell, clerical, 111.

Excommunication, 117.

Exorcism, spell, shamanistic, 124; as ritual,
70.

Faith, see Belief.

Fakes, 91-92. See also Charlatans.

Fanaticism, 56; disadvantage, 94.

Fast-Talk skill, 96.

Fate, 15; and PCs, 16.

Father Sky, 9, 10, 23.

Favor, cost of divine, 118.

Feng-shui, 73.

Festivals, 71; sample, 143, 158, 160, 162, 163,
165, 166.

Final Rest spell, clerical, 111.

Flatliners (sample religion, 144-147.

Forces, basic, 13.

Friars, wandering, 91.

Funerals, 73, 142-143.

Geases, from deities, 34.

Gender roles, 18-19.

Giants, Greek, 9; Norse, 9, 12-15.

GMing deities, 23; shamanism, 120.

Goddesses, Aztec, 9, 13; fertility, 7; Greek, 8,
13, 58; Irish, 58; Mesopotamian, 9, 33;
native American, 134-135; vegetation, 13.

Gods, Aztec, 9, 13; Chinese, 9; Egyptian, 8,
11, 14; Eskimo, 9; Greek, 9, 13, 14, 58;
Indian, 9, 10, 13, 14; Japanese, 13; Mayan,
9; Mesopotamian, 9; native American, 134-
135; Norse, 9, 12-15, 13; Phoenician, 11;
trickster, 13, vegetation, 13.

Healer priests, 89.

Healing, spell, shamanistic, 124; as ritual, 70.

Heptascopy, 110.

Herbalism, 120.

Herbary skill, 97.

Hierarchy, religious, 49; sample, 159-160,
161-162, 163, 164.

History spell, shamanistic, 124.

Holy Days, 103.

Holy People, 59; and divine favor, 118.

Hopi culture, 8.

Icons, 82.

Immortals, 20.

Initiation, 73, 121; net shamans and, 146;
sample, 165-166.

Inquisition, 50.

Intolerance disadvantage, 94.

iShaka, 140-143.

Items, as symbols, 80-84; in ritual, 80-86;
magic, shamanistic, 121; religious, as
equipment, 98; shamanistic, 121.

Itinerant priests, 90.

Judgment Day, 19-20.

Judgment, 21.

Kalm of Sequan, the (sample religion), 148-
150.

Kami, 140-143.

Karma, 15-16, 19.

Knights Templar, 46-47.

Knots, as symbols, 72.
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Law, skill, 96; civil vs. religious, 52.

Lead Worship spell, clerical, 108-109.

Leadership skill, 97.

Legal Immunity advantage, 93.

Life, creation of, 16-21; deity’s image, 16-17;
forms of, 18; lump-of-clay, 17; purpose of,
17-18, 46; substance, 16-17.

Magic, 49; and prayer, 106; ceremonial, 104;
clerical, 100-113; energy cost of clerical,
102; other modifiers to clerical, 104;
divine, and spheres of influence, 104;
miraculous, 113-115; divine favor and
miraculous, 114; divine whim and miracu-
lous, 115; miracles and miraculous, 114;
modifiers to miraculous, 114-115; requests
for aid and miraculous, 114-115; relics and
miraculous, 115; sacred objects and mirac-
ulous, 115; pure vs. clerical, 101; ritual-
ized, 104.

Maltheism, 137.

Mana, 101, 137.

Mandala, 84.

Marriage, 73.

Martyrs, 58.

Martyrs, 50, 58, 152.

Medical skills, 96.

Medicine men, 135-136.

Meditation skill, 97.

Mendicants, 90.

Messiahs, 54-55.

Metaphysics, 136.

Miracles, 107; and miraculous magic, 114.

Missionaries, 91.

Missionary warriors, 91.

Mistletoe, 77.

Monasticism, 61-62; Buddhist, 62.

Money and equipment, 97-98.

Monks, ascetic, 89; cloistered, 90; retired or
lay, 92.

Mother Earth, 9, 10, 23.

Motifs, cross, 67; four-way, 69; round, 66;
triple, 68.

Myths, 7; abortive-attempt creation, 10;
African, 17; Assyrian, 11; awakening, 11;
Babylonian, 11 building creation, 7;
byproduct creation, 9; chain creation, 11;
creation, 7; creation, common motifs, 11;
deus-faber creation, 8; division creation,
10; ending, 12; Eskimo, 18; final-conflict,
12; first-victim creation, 9; Greek, 19, 21;
Hawaiian, 12; Hopi, 8-10, 134; Inca, 21;
Indian, 13; Irish, 21; Iroquois, 10; Jewish,
18; Mayan, 17; multiple-creators creation,
10; native American, 133-136; Navajo,
134; Norse, 11-15; Pueblo, 134; recurring-
cycle, 12; sample creation, 156-158, 148;
sexual creation, 9; Sioux, 10; South
American, 10; time, 14; triples, 10; twins,
10, 71; Vedic, 10; Zoroastrian, 12; Zuni,
133.

Nature, 13, 47.

Netrunners, 144-147.

Nuns, cloistered, 90; retired or lay, 92.

Oath spell, clerical, 111.

Objects of Power, 107-108.

Objects, consecrated, 104.

Objects, Holy, 106-107.

Objects, sacred, 104; and miraculous magic,
115.

Omnipotence, 26.

Omnipresence, 26.

Omniscience, 26.

Oral tradition, 48, 54-55.

Orders, religious, 50; sample, 157-158, 160,
162, 163, 164, 165.

Paradise, 19.

Parish priests, 90.

Patron: Church advantage, 92.

Penance, 60.

Performance/Ritual skill, 97.

Pestilence spell, shamanistic, 124.

Physician skill, 96.

Pilgrimage, 78-79.

Pilgrims, 92.

Places, 77-78; sacred, 135; sanctifying of, 103.

Politics skill, 97.

Polytheism, 131-132.

Possession, 118, 121.

Power Investiture advantage, 93-94; 100; as
gift, 102.

Power, divine, as spell modifier, 103-104.

Powers, runic, 114.

Prayer, 74; 106.

Priests, bardic, 89; healers, 89; itinerant, 90;
mendicant, 90; parish, 90; sages, 89; sam-
ple, 155; teaching, 91; warriors, 89.

Professional skills, 96.

Prophecy, 16.

Prophets, 49, 54, 55; false, 113.

Proselytism, 56; and character unity, 57.

Psychopomps, 111, 121, 129.

Punishment, 51, 60.

Quests, at divine request, 34.

Ragnarok, 12, 15, 37.

Rank, religious, 49; advancement in, 49, 50.

Recruitment, 98; religious, 50.

Reformation, 51.

Reforms, 63.

Refuge, 68.

Reincarnation, 21, 127.

Relics, 85; and miraculous magic, 115.

Religion, adaptation of, 57; and clerical equip-
ment, 98; and conquest, 57; and govern-
ment, 51; and legal immunity, 52; and
magic, 58-60; and property, 52-53; and res-
urrection, 55; and schisms, 62-64; and sci-
ence, 60-61; and space, 61-62; changes in,
56-64, 60; codal, 133; common belief in,
56-57; decline of, 57; earth, 131; evolution
of, 57; inventing a, 46-55; messianic, 54-
55; origins, 53-55; origin by belief, 55; ori-
gin by construct, 55; origin by divine inter-
vention, 54; origin by holy teacher, 54; ori-
gin by tradition, 54-55; popular and folk,
131-132; propagation of, 56; relations
between, 53.

Remove Curse spell, shamanistic, 124.

Renunciates, 92.

Revelation, 60, 62.

Rites of passage, 72.

Rituals, 69-70, at birth, 72; clerical, 70; com-
munity, 69-70; domestic, 70; funeral, 73;
healing, 70; magical, 101-102, modifiers
for magical, 101-102; initiation, 73; mar-
riage, 73; parts of, 69; personal, 70; sam-
ple, 141-142, 143, 149-150, 150.

Runic powers, 114.

Sacred Vessels, 105-106.

Sacrifice, 49, 74-76.

Sage priests, 89.

Sanctity, 102.

Sanctuary, 68.

_ndex (g

Scarification, 74.

Schisms, 62-64, and politics, 63, and reform,
63; and reunification, 63.

Science fiction, 35.

Science skills, 96.

Scripture, 48-49.

Sects, sample, 153.

Seeker spell, shamanistic, 125.

Sense of Duty disadvantage, 94.

Sense Spirit spell, shamanistic, 125.

Shamanism, 54, 116-125, 128-129; and
Autotrance, 119; and charlatanry, 123; and
disease, 120-121; and herbalism, 120; and
magic items, 121-122; and spirits, 117-118,
120; and World Sight, 116-117; cosmolo-
gy, 128; duties, 129; GMing, 120; meth-
ods, 118; performance skills, 120; spells,
122-125; vocation, 128; worldview, 116.

Shamans, 90, 135; netrunner, 144-147.

ShiShaka, 140-143.

Sikhism, 63.

Skills, 96-97.

Social Skills, 96-97.

Social Status: Excommunicated disadvantage,
94,

Souls, 18-21, 73, 127; recurring-cycle, 20; sin-
gle-path, 19.

Spells, clerical magic, 109-112; energy cost
of, 102; use of, 100-104.

Spirit Trap spell, shamanistic, 125.

Spirits, 117-118, 127-129, 128; native
American, 135.

Steal Strength/Health spell, clerical, 109.

Summon Allied Entity spell, clerical, 112.

Summon Spirit spell, shamanistic, 125.

Symbolism, 66-68.

Symbols, acts as, 66-67; animals as, 67-68;
appearance as, 67; as connections, 66;
buildings as, 68; colors, 7; defining, 70;
food as, 67; graphic, 66, 66-68; hiding, 78-
79; tools as, 68.

T’Si’Kami (sample religion), 140-143.

Tarot, 110-111.

Teaching priests, 91.

Teaching skill, 97.

Terms, clerical, 100.

Theofests, 72.

Theology skill, 96.

Time, see Myths, time.

Times, 79.

Titans, 9.

Tools, as symbols, 68.

Totemism, 127.

Traditions, African, 132-133; native
American, 133-136; South Asia, 136-137;
Melanesian, 137; Polynesian, 137-138;
Australian aboriginal, 138.

Trancing, net shamans and, 144-145; shaman-
istic, 118-119.

Truth, 7.

Twins, 10, 71.

Vow disadvantage, 94-95.

Wandering friars, 91.

Warrior priests, 89.

Warriors, missionary, 91.

Weapons, and ritual, 86.

Witches, 50, 133.

World Sight advantage, 94; and shamanism,
116-117.

World tree, 15, 134-135, 148.

Zoroastrianism, 52-53.
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