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1 From: Richard <demon_star2002@y...>

Date: Fri May 9, 2003 0:35pm
Subject: Priest skill

I wote this sonetine back in the late 80's if nmenory serves and has
remai ned untouched all these years. | present it to you now as is,
warts and all. It's not perfect, by any neans, but | do think there
are some useabl e nuggets in there sonewhere.

PRI EST

[ .1] A PRI EST CAN REQUEST | NFORMATI ON, PHYSI CAL ASSI STANCE, OR
PROTECTI ON THROUGH | NTENSI VE PRAYER. SOVETI MES THE ASSI STANCE MAY
COVE IN THE FORM OF A SPELL, COUNTERSPELL, TALENT, RITUAL OR SKILL
PARTI CULAR TO THAT DEITY. THE NUMBER OF TI MES MAY BE DONE IS LI M TED
TO THE PRI ESTS RANK.

A priest nust spend ONE HOUR (-5 minutes/ RANK) in intensive

prayer to gain his deity's assistance. The RANK of the spell, talent,

ritual, or skill is equal to the rank of the priest. The spell
effects of double and triple effect, backfire and broken
concentration (SEE 29.5, 30, 28.2. (SEE ALSO 29), MANA and COLD | RON
do not effect this ability.

[ .2] APRIEST IS REQU RED TO PAY TRIBUTE TO HI S DEI TY A NUMBER OF
TIMES A MONTH AS DI CTATED BY THAT PARTI CULAR RELI G ON.

Failure to performthis function will result in a -15% penalty

to all rols of this skill. The priest nust then atone (SEE ) for his
i ndi scretion.

[ .3] APREST IS REQU RED TO DEVOTE A CERTAIN AMOUNT OF TIME TO
STUDYI NG THE DOCTRI NES OF HI' S RELI d ON.

A priest cannot atain the next rank until he has devoted the
appropri ate amount of tine required.

[ .4] A PRIESTS BASE CHANCE OF SUCCESS FOR ALL ROLLS | NCREASES AS HE
GAI NS FOLLOVERS.
The priest recieves +1% 4 followers he converts to all rolls.

[ .5] A PRIEST CAN | NFLUENCE THE THOUGHTS OF HI S FOLLOWERS.

A priest can performa sernmon to influence those that follow

his religion. If nore than FlIVE people attend his sermon, only (50+
[5% Rank] % people will stay to listen. For those that stay 10%
(+5% Rank) can be converted. The chance for a priest to convert a
foll ower is (WP+[ 2% Rank] %

[ .6] A PRIESTS BASE CHANCE OF SUCCESS DECREASES WHEN HE PERFORMS
ACTI ONS CONTRARY TO THE DOCTRI NES OF H S RELI G ON.

A priest recieves a -15%penalty to all his rolls for this

skill. The priest nust then atone for his indiscretion.

[ .7] AT RANK 5 A PRI EST MAY "LAY ON HANDS" AND HEAL FOLLOWERS OF HI S

OM RELI G ON.
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The priest perfornms this "laying on of hands" as a Rank 3
Healer. Al rules for this apply. See [59.1]

[ .91 A PRIEST MAY BE REQUI RED TO PERFORM A SACRI FI CE FOR H S DEI TY.
Failure to do so gives the priest a -15% penalty as [ . 6]
above, as well as the required atonenent.

[ .10] A PRIEST MJUST SPEND (500x[ Rank+nunber of followers]) PER YEAR
FOR UPKEEP OF THE TEMPLE, AND THE TRAPPI NGS AND ACCOUTRAMENTS
APPROPRI ATE TO THE RELIG ON. | F NO TEMPLE EXI STS, THE COST | S(100x

[ Rank+nunber of foll owers] PER YEAR.

EXPERI ENCE PO NT COST CHART
0| 1] 2| 3| 45| 6] 7| 8] 9] 10
75 | 400| 1600| 3500| 5800| 8400| 11400| 14700| 18500| 22500| 26750

Ckay, there it is. IF anyone out there actually sees this, tell nme
what you t hi nk.

Later,
R (who is well aware sone of this really stinks)

2 From: John Rauchert <john.rauchert@s...>
Date: Sun May 11, 2003 1:06am
Subject: A good online resource

I will put alink inthe links area but this is a great online
resource tal king about religion in a fantasy setting

The Myt hopoet's Manual by Loren J. MIler
http://ww. rpgnud. com Wor | dBui | di ng/ Myt hopoet s/t mm ht i

3 From: Richard <demon_star2002@y...>
Date: Mon May 12, 2003 9:09am
Subject: Re: A good online resource

Thanks very much for that! Hopefully we can knock our heads together
and produce sonething that has been |ong, |ong overdue. But where to
begin... (see ny next post for that answer)

Later,

R.

--- In DragonQuest Cat hedr al @ahoogroups. com "John Rauchert™

<j ohn.rauchert@...> wote:
> 1 will put alink in the links area but this is a great online
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resource tal king about religion in a fantasy setting

The Myt hopoet's Manual by Loren J. Mller
http://ww.rpgnud. com Wor | dBui | di ng/ Myt hopoet s/t nm ht i

ps- VERY cool site! AAAAA

4 From: John Rauchert <john.rauchert@s...>
Date: Mon May 12, 2003 9:31am
Subject: RE: Re: A good online resource

| am also going through all "Canonical" DQ materials that | have and exacting Hints of Religion from
them, | think that we should not directly contradict anything that the authors introduced in the game
system without making note of it.

For example under Aspects it mentions "Some mana is invested by one of the Great Powers into the
soul, or life-force, of every being born into a DragonQuest world."

JohnR

From: Richard [mailto:demon_star2002@yahoo.com]

Sent: Monday, May 12, 2003 9:10 AM

To: DragonQuestCathedral@yahoogroups.com

Subject: [DragonQuestCathedral] Re: A good online resource

Thanks very much for that! Hopefully we can knock our heads together
and produce sonething that has been | ong, |ong overdue. But where to
begin... (see ny next post for that answer)

Lat er,
R

--- I n DragonQuest Cat hedr al @ahoogr oups. com "John Rauchert™
wr ot e:

> will put alink in the links area but this is a great online
resource tal king about religion in a fantasy setting

The Myt hopoet's Manual by Loren J. Ml ler

>
>
>
> http://ww.rpgnud. cont Wr | dBui | di ng/ Myt hopoets/tnm htni

ps- VERY cool site! AAAAA
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5 From: Richard <demon_star2002@y...>
Date: Mon May 12, 2003 9:39am
Subject: The Golden Rule(s)

Since, as far as | know, these is the *only* bits on DragonQuest
religion extant, we shall use these as our guidelines. This | do
decree! (with a tip o' the hat to M. Rauchet)

From "Thi eves' Wirld: Personalities of Sanctuary" [Thieve's Wrld-
speci fic references del et ed]

"A god's influence sphere is defined as of what she or he is the god"

"Except in exceedingly unusual circunmstances, no character can
withstand a god's power without the protection of another god".

"Every god should be assunmed to have the power of Full Ceas (see
83.2)".

"...it is suggested that these priests be granted quasi-clerical
abilities (as in pagan and early Catholic |egend). These rely heavily

on ritual-- in both senses of the word-- and personal magic, which is

intended to directly affect an individual (the Healer skill [55] and
curses [84.3 et seq.] are good exanples of this). Presumably, spells
whi ch are scal ed-down versions of the liege god' s specail powers are
part of the priest's repertoire".

I think there are points presented here that should be exam ned nore
closely, but for now, these ideas should stand as the basis for what
we're trying to acconplish here. I'll start dissecting themin 4
respective posts.

Later,
R

6 From: Richard <demon_star2002@y...>
Date: Mon May 12, 2003 9:44am
Subject: Re: A good online resource

Geat! | was actually going to ask if anyone could dig up those
nuggets, since | either don't own the material (Enchanted Wod) or |
don't have it handy (Ontoncle, etc). And now | don't have to worry
about digging in the stuff I *do* have on hand. | ol

--- I'n DragonQuest Cat hedr al @ahoogr oups. com John Rauchert

<j ohn.rauchert@...> wote:

> | am al so going through all "Canonical" DQ materials that | have and
> exacting Hints of Religion fromthem | think that we should not
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directly

> contradi ct anything that the authors introduced in the gane system
wi t hout

> making note of it.

>
>
>
> For exanpl e under Aspects it nentions "Sone mana is invested by one
of the

> Great Powers into the soul, or life-force, of every being born into
a

> DragonQuest world."

>

>

>

> JohnR

>

>

>

> - Oiginal Message-----

> From Richard [nailto:denon_star2002@. .. ]

> Sent: Mnday, May 12, 2003 9:10 AM

> To: DragonQuest Cat hedr al @ ahoogr oups. com

> Subj ect: [DragonQuestCathedral] Re: A good online resource
>

>

>

> Thanks very nuch for that! Hopefully we can knock our heads
t oget her

> and produce sonething that has been long, |ong overdue. But where
to

> begin... (see ny next post for that answer)

>

>

> Later,

> R

>

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "John Rauchert"
> <john.rauchert@...> wote:

>> | will put alink inthe links area but this is a great online
> > resource tal king about religion in a fantasy setting

> >

> > The Myt hopoet's Manual by Loren J. Ml ler

> > http://ww.rpgnud. comi Wr | dBui | di ng/ Myt hopoet s/t mm ht mi

> <http://ww.rpgrmud. com Wor | dBui | di ng/ Myt hopoets/tnmm html >

>

> ps- VERY cool site! Anfnan

>

7 From: Richard <demon_star2002@y...>
Date: Mon May 12, 2003 9:56am
Subject: The Golden Rule(s): A god's influence

"A god's influence sphere is defined as of what she or he is the god"
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Since the work has al ready been done for ne (as far as I'm
concerned), |'mplanning on ripping off D& 3e's Domai ns.

Now, while this may seem|ike an El Cheapo thing to do, ny reasoning
is that since there are portions of 3e that are clearly (to ne,
anyway) cribbed fromDQ | can crib right back fromthemsince | have

no way, really, of know ng how rmuch un-published DQ material that TSR

ended up with found it's way into D&D. | read sonmewhere online that
they did that with AD& 2nd, but | never played that version.

I know all this may seemlike a cop out on ny part, but that |ine
above is pretty self explanatory. No need to enbelish on the

phi l osophy, and |'ve found a suitable game mechanic to stand in.
However, don't let that stop anybody from posting their thoughts on
the subject. If you have sonething better, hit me with it.

Later,
R

8 From: John Rauchert <john.rauchert@s...>
Date: Mon May 12, 2003 10:11am
Subject: RE: The Golden Rule(s): A god's influence

While using the 3e domains may be a good idea as our jEStarting PointjE, it immediately puts us face-to-
face with a copyright violation, so re-distributing our DQ religion system may become problematic in the
future.

What | propose is we use the domains right now as a stand-in for our final concept, which may eventually
evolve away from domains as they are presented in D&D as we go on.

I will have to look closer at them when | get home.

From: Richard [mailto:demon_star2002@yahoo.com]

Sent: Monday, May 12, 2003 9:57 AM

To: DragonQuestCathedral@yahoogroups.com

Subject: [DragonQuestCathedral] The Golden Rule(s): A god's influence

"A god's influence sphere is defined as of what she or he is the god"

Since the work has al ready been done for ne (as far as |I'm
concerned), |'mplanning on ripping off D& 3e's Domai ns.

14/05/2004
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Now, while this may seemlike an El Cheapo thing to do, nmy reasoning
is that since there are portions of 3e that are clearly (to ne,

anyway) cribbed fromDQ | can crib right back fromthem since | have
no way, really, of knowi ng how nuch un-published DQ naterial that TSR
ended up with found it's way into D&D. | read sonewhere online that

they did that with AD& 2nd, but | never played that version.

I know all this nay seemlike a cop out on ny part, but that |ine
above is pretty self explanatory. No need to enbelish on the

phil osophy, and |'ve found a suitable gane mechanic to stand in.
However, don't |et that stop anybody from posting their thoughts on
the subject. If you have sonething better, hit me with it.

Lat er,
R

9 From: Richard <demon_star2002@y...>
Date: Mon May 12, 2003 10:12am
Subject: The Golden Rule(s): A god's power

"Except in exceedingly unusual circunstances, no character can
withstand a god's power without the protection of another god".

I think the place to begin here is with the Denons, devils, and inps
found in the College of Greater Sunmoning. |I'msure |I'mnot |aying
anyt hi ng new on anybody with this. As we get into the religion aspect

of this, it may becone necessary to add a characteristic or two to a
god's wite-up. O maybe not.

I wonder how the SPI boys thought that something so obviously Judeo-
Christian based as Greater Sunmoning would fit in with a wholly
fabricated pantheon. Like, are these denpns the antagonists for every

god of Alusia? | guess we should save that for a different thread.

What |'mgetting at, though, is just how Judeo-Christian are these
denons, anyway? Are they the fallen angels of the Bible? Because if
they are, then they are the offspring (so to speak) of Yahweh. And if

that's the case, then we know how powerful the denons are in
conparison to God (the un-naned Enperor of Hell, not w thstanding),
i.e. not very.

Then we get into this thing about other pantheons gods' power in
relation to Yahweh, and then it gets really sticky and potentially
ugly fromthere on out.

Bottom line- are DQ gods on an equal |evel to or nore powerful than
the DQ denobns?

14/05/2004



DragonQuestCathedral Archive Posts 1-30

10

11

Later,

From: Richard <demon_star2002@y...>
Date: Mon May 12, 2003 10:20am
Subject: Re: The Golden Rule(s): A god's influence

Agreed. Although, for ny purposes, | was basically just using the
Dormei n nanes and kinda going fromthere on my own, which, in this
case, just neant grouping appropriate spells under each Domai n
header. | don't renmenber how close that is to 3e. | don't have those
books anynore- |'mjust kinda going off nmenory there.

Al'so, didn't sonmeone (you?) have a simlar set-up that was posted pre-
3e? |'ve gone through a lot of different info in the |ast few days
and | don't renenber where | sawit.

Later,
R

--- I'n DragonQuest Cat hedr al @ahoogroups. com John Rauchert

<j ohn.rauchert @...> wote:

> While using the 3e domains may be a good idea as our jEStarting
PointiE it

> imedi ately puts us face-to-face with a copyright violation, so
> re-distributing our DQ religion system nay becorme problematic in
the future.

>

>

>

> What | propose is we use the donmins right now as a stand-in for
our final

> concept, which may eventually evolve away from domains as they are

present ed

> in D& as we go on.

>

>

>

> 1 will have to |l ook closer at themwhen | get hone.
>

>

From: John Rauchert <john.rauchert@s...>
Date: Mon May 12, 2003 10:26am
Subject: RE: Re: The Golden Rule(s): A god's influe nce

Page 8 of 36

Not me, but as part of a general information gathering | will try to pull together anything related into a

single resource, | have web space available, and we can load stuff to our group files area.

14/05/2004
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From: Richard [mailto:demon_star2002@yahoo.com]

Sent: Monday, May 12, 2003 10:20 AM

To: DragonQuestCathedral@yahoogroups.com

Subject: [DragonQuestCathedral] Re: The Golden Rule(s): A god's influence

Agreed. Although, for my purposes, | was basically just using the
Domai n names and ki nda going fromthere on ny own, which, in this
case, just meant grouping appropriate spells under each Domain
header. | don't renenber how close that is to 3e. | don't have those
books anymore- |'mjust kinda going off menory there.

Al so, didn't sormeone (you?) have a sinilar set-up that was posted pre-
3e? I've gone through a lot of different info in the |ast few days
and | don't renenber where | sawit.

Lat er,
R

12 From: John Rauchert <john.rauchert@s...>
Date: Mon May 12, 2003 10:44am
Subject: RE: The Golden Rule(s): A god's power

Demons (and their lesser brethren) are described as coming from the Seventh Plane. It seems that they
are allied with "The Powers of Darkness" and generally their behaviour is what would be classified as
"Evil". It may be that they creatures from another plane that worship the Powers of Darkness. | would
say that they are lesser in power than Gods.

| side stepped these issues in my magic system based on belief, making demons a Mana based
construct based off the beliefs of the summoner doing the ritual. If he believes that what he will get is a
pointy-fanged demon with X abilities by doing Y ritual then he gets a pointy-fanged demon with X abilities.

14/05/2004

From: Richard [mailto:demon_star2002@yahoo.com]

Sent: Monday, May 12, 2003 10:13 AM

To: DragonQuestCathedral@yahoogroups.com

Subject: [DragonQuestCathedral] The Golden Rule(s): A god's power
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"Except in exceedingly unusual circunstances, no character can
wi thstand a god's power wi thout the protection of another god".

I think the place to begin here is with the Denons, devils, and inps
found in the College of G eater Summobning. |'msure |'mnot |aying
anyt hi ng new on anybody with this. As we get into the religion aspect
of this, it nay becone necessary to add a characteristic or two to a
god's wite-up. O maybe not.

I wonder how the SPI boys thought that something so obviously Judeo-
Christian based as Greater Sumoning would fit in with a wholly
fabricated pantheon. Like, are these denons the antagonists for every
god of Alusia? | guess we should save that for a different thread.
Bottom|line- are DQ gods on an equal level to or nore powerful than
the DQ denobns?

Lat er,
R

From: Richard <demon_star2002@y...>
Date: Mon May 12, 2003 11:53am
Subject: The Golden Rule(s): Every god

"Every god should be assunmed to have the power of Full Ceas (see
83.2)".

And, it would follow, Mjor Curse.

Later,
R.

From: John Rauchert <john.rauchert@s...>
Date: Mon May 12, 2003 0:05pm
Subject: RE: The Golden Rule(s): Every god

As well as, Geas, Minor Curse and Remove Curse.

| would see that gods would place a Geas on someone who is a faithful worshipper in most cases.

From: Richard [mailto:demon_star2002@yahoo.com]
Sent: Monday, May 12, 2003 11:54 AM

14/05/2004
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To: DragonQuestCathedral@yahoogroups.com
Subject: [DragonQuestCathedral] The Golden Rule(s): Every god

"Every god should be assumed to have the power of Full Geas (see
83.2)".

And, it would follow, Major Curse.

Lat er,
R

15 From: dbarrass_2000 <david.barrass@e...>
Date: Tue May 13, 2003 3:03am
Subject: Re: The Golden Rule(s): A god's power

My own personal feeling is that DQis very Christian in outl ook (I
don't know enough about Judai smto conment about that religion, but
I'"d love to know nore). Naming, G eater Sunmoning and Bl ack Magics
fit in perfectly with what | inagine nedieval western Christendom
woul d use for magic — cf "in the beginning was the Wrd", Faust and
Wtches (that point of view doesn't necessarily fit with the other
Col | eges). One major point in favour of a Christian view point is
that ground consecrated to the Powers of Light inpedes nagic of all
coll eges. So how do we square that with mana based gods?

My interpretation of the DQrules is that there are two forms of gods
1) Pagan gods, using magic — these are the great powers

2) The Powers of Light opposed to magic.

I"mplaying in a Celtic saints background, with "Christianity"
conpeting with the pagan nmagi c w el ding gods. "Christianity" cane
about when one god decided to cut out the opposition and cut off mana
fromthe others by opposing it

Denons are a mi xture of decaying old gods, nmenbers of the Powers of
Li ght who opposed the switch away from nmagi c so were bani shed and
finally powers set up by the Pagan gods to help nortals resist the
new religion. As such denons are far |ess powerful than gods, but
they're far nore accessible.

This is my own view and | mean no di srespect to any religion (this is
why | suspect religion was not included in DQ it's a thorny issue)

Davi d
<sni p>
> | wonder how the SPI boys thought that sonething so obviously Judeo-

> Christian based as Greater Summoning would fit in with a wholly
> fabricated pantheon. Like, are these denbns the antagonists for

14/05/2004
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every
god of Alusia? | guess we should save that for a different thread.

What |'mgetting at, though, is just how Judeo-Christian are these
denons, anyway? Are they the fallen angels of the Bible? Because if
they are, then they are the offspring (so to speak) of Yahweh. And

—h

that's the case, then we know how powerful the denbns are in
conmparison to God (the un-naned Enperor of Hell, not wi thstanding),
i.e. not very.

relation to Yahweh, and then it gets really sticky and potentially
ugly fromthere on out.

Bottom line- are DQ gods on an equal level to or nore powerful than
the DQ denpbns?

Lat er,

>
>
>
>
>
i
>
>
>
>
> Then we get into this thing about other pantheons gods' power in
>
>
>
>
>
>
>
>
> R

From: Bruce Probst <bprobst@n...>
Date: Tue May 13, 2003 7:50am
Subject: Re: The Golden Rule(s): A god's power

On Mon, 12 May 2003 16:12:45 -0000, "Richard" <denon_star2002@...>
wr ot e:

>\What |'mgetting at, though, is just how Judeo-Christian are these
>denons, anyway?

"Not very", | think is the answer. My feel is that they stand outside
organi sed religion; they aren't gods (although they have abilities that seem
godlike to nere nortals). I'msure they enjoy pretending to be gods.

Also, in DQ terns, denbns appear to be wholly mana-dependent. They cast
magi c |i ke adepts, high and | ow mana affects themlike humans, etc. |IRC
the DQ rul es say nana and nmagi ¢ has nothing to do with the gods, per se.

>Bottom line- are DQ gods on an equal level to or nore powerful than
>t he DQ denons?

CGods squi sh denons |ike wornms. A reasonabl y-prepared adventuring party can
take on a denmon or two with minimal casualties, barring extraordinary bad
luck. No adventuring party, prepared or otherw se, ought to be capabl e of
taki ng on even a minor godling, unless they have divine backing of their
own.

Finally, note that not all of the DQ Denobns are "evil" (although certainly
the vast majority are). | seemto recall that at |east one of them (Fenix?)
is actually quite a decent fellow, all things considered.

Bruce Probst bprobst@... |1CQ 6563830

14/05/2004
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Canberra, Australia MSTie #72759 SCA #80160
"Hey, soneone turn off the fat rotating guy."
ASL FAQ http://ww. users. bi gpond. net. au/ manti s/ ASLFAQ

From: John Rauchert <john.rauchert@s...>
Date: Tue May 13, 2003 11:39am
Subject: RE: The Golden Rule(s): A god's influence

Page 13 of 36

Here are a listing of Aspects, Archetypes, Domains, Spheres of Influence, Dominions (whatever you want

to call them) from various sources.

GURPS RELIGION 24-25

Attributes

The purposes of the deity in the game world, the deity's powers, strengths
and weaknesses, how the deity views its followers, what it asks of them, how
actively it interferes in the "real" world -the GM must decide all of this and

more for each of the major powers he creates.

Archetypes

Deities are frequently built on archetypes: primordial images, characters,

or ideals of a society common enough to be considered universal. These may
be elemental forces such as fire, water, earth or air, or facets of nature,
embodying the characteristics of animals, plants, rivers, the sky, the sun, the
moon, etc. Other archetypes are more abstract, concepts that represent the
variety of human experience, such as mother, father, truth, justice, beauty,
heroism, ferocity, or death. The true measure of an archetype is its ability to
provoke the same feelings or reactions from a wide variety of different people.
Listed below are some common archetypes, grouped roughly according to

level of abstraction. These are presented as examples designed to stimulate

14/05/2004
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further thought. Under no condition should this be considered a complete list
of archetypes, nor a listing of necessary forces. Various archetypes might easi-
ly be combined in a single deity. Even the lines between categories are blurry

at best.

Primal Forces: Creation, destruction, order, chaos, fate, prophecy or ora-

cles, destiny, time, luck, death.

Abstract Natural Forces: Birth, death, undeath, light, dark, air, fire, water,

earth, sky, sea, nature, animals, plants, spring, summer, fall, winter.

Specific Natural Forces: Dawn, twilight, day, night, sun, moon, stars (espe-
cially morning or evening star), north, south, east, west, wind, rain, weather,
thunder, lightning, rivers, lakes, mountains, volcanoes, trees, forests, flowers,

deserts, snakes, dragons, birds, insects, magic.

Abstract Societal Concepts: Art, beauty, smithing, carnage, crone, dance,
disease, famine, fertility, guardian, handicrafts, harvest, healing, home and
hearth, hunting, illusion, judgment, justice, law, learning, love, maiden, mercy,
messenger, midwife, mother, music, oath or pledge, poetry, politics, peace,
pestilence, prosperity, revenge, sickness, trade, victory, victim, war, warrior,

wealth, wine, wisdom, witch.

Historical Personages: Deified historical persona, most often with associat-

ed myths and legends of their deeds. Ancestors, heroes, kings, saviors, saints,

representatives of state and nation.

14/05/2004
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3e Players Handbook 162-165

D&D Domains

Air

Animal
Chaos
Death
Destruction
Earth

Evil

Fire

Good
Healing
Knowledge
Law

Luck
Magic
Plant
Protection
Strength
Sun

Travel
Trickery

War

14/05/2004
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Water

THE PRIMAL ORDER 90-91

Spheres of Influence

Influence is to be measured not by the extent it covers, but by its

kind. -Channing

A sphere of influence is an idea, object, activity, or phllosophy with which a
particular deity is strongly associated. Pele's sphere of influence is volcanoes;
Poseidon's spheres include horses and the sea. In this chapter we will address
the definition of a sphere of influence, why a deity might want one in the first
place, how a deity goes about defining one, how to develop abilities within

that sphere, and how much these abilities might cost in terms of primal flux

or primal base.

A sphere of influence is an aspect of reality that the deity has specifically
staked out as his or her own. In more common terms, a sphere of influence

is often what the deity is known as "god of." However, this isn't a hard and
fast rule. Some deities will have spheres of influence that are not quite as well
publicized. There aren't many good reasons for downplaying a sphere, but

as we know, deities can be somewhat ineffable. For instance, many stories

in Greek mythology associate Aphrodite with beauty, so beauty might well be

14/05/2004



DragonQuestCathedral Archive Posts 1-30 Page 17 of 36

one of her spheres of influence, though love is the most famous.

Development of a sphere of influence requires extensive research in the

area, in addition to becoming associated with the concept in the minds of
worshipers, the public at large, and other deities. All deities can manipulate
the universe, but the better they understand certain aspects of it, the better
their control over those aspects. A deity who studies only the attributes of war
or magic has much more knowledge in these areas and thus more control and

power than other deities of equal strength.

Ultimately, however, the complete development of a sphere of influence
requires one final step: the establishment of an actual metaphysical overlap
between the deity and the chosen sphere of influence, so that the deity and
the concept become fundamentally connected to each other. This is more
than just being associated with the concept; it involves actually becoming an
underlying part of the concept. The deity must become so entrenched in the
concept that wherever the concept exists, the deity's influence will be felt.

On rare occasions, this final meld between deity and sphere of influence

might happen without anybody noticing, but by far the most common catalyst
is a heroic quest, some event or task that defines and establishes a deity's right
to claim his or her sphere of influence. After Pele had prepared herself for a
position as a volcano goddess, her defeat of the previous owner of Mauna Loa
was the heroic quest that established her sphere of influence. The fact that the

process also netted her a home plane was a nice bonus.

Deities have three basic reasons for wanting a sphere of influence. First, the
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deity will be able to gain additional abilities, more powerful than the standard
divine-level abilities. Sphere of influence abilities are more powerful because
they can extend to any location where the associated concept exists; this

often allows a deity to have influence in an area that the deity is normally
prohibited from accessing, such as a non-intervention plane or a person or
place protected by a primal shield. A deity whose sphere of influence is weather
can affect the weather on any plane, and a deity whose sphere of influence

is death will be able to collect any soul that is not being directly absorbed or

pulled by another deity, for example.

Second, having a sphere of influence attracts followers who are seeking
guidance, protection, or assistance within that sphere, or those who identify
closely with the sphere. A nation going to war might choose to honor a war
deity, while a student of magic would feel a close identification with a deity
whose sphere of influence involves magic. Students with upcoming midterms
might try a burnt offering of Post-ItNnotes to Mnemosyne, the Goddess of

Memory.

Finally, a deity of higher rank may order another deity to develop a sphere

of influence. This is particularly true in the case of godlings; the deity who
ascended someone has a natural interest in seeing that godling advance in
power. In this case, the godling may not have much choice over what his

or her sphere of influence should be; the ascending deity may already have
something in mind. The Greek Muses, a series of demigodessess with related

spheres of influence, may have been under such orders.

14/05/2004



DragonQuestCathedral Archive Posts 1-30 Page 19 of 36

You may rule that the death of a prominent deity will have some sort of impact
within his or her sphere of influence. According to Babylonian mythology,
when Ishtar was imprisoned in the underworld by her sister Eresh-kigal, love
ceased to exist in the universe; humans became apathetic, animals ceased
their mating, and even the plants began to die. This, of course, might be a
little extreme on a universal scale, but could certainly be a reasonable side
effect on a plane where the deity was represented by many worshipers. Of
course, the decision to incorporate such a side effect, and how extensive to
make it, is up to you; we do recommend, however, that the effect only be
drastic for greater deities, and that other deities with overlapping spheres of

influence be allowed to counter the effect to some extent.

As deities increase in power, they gain a stronger influence on reality, which
allows them to control more and more areas in their own names. The number
of spheres of influence that a deity can claim will depend on the deity's divine
rank; the number of abilities a deity can have within a given sphere of influence,
however, is theoretically unlimited. Demigods and supported demigods may
only have a single sphere of influence; as mentioned earlier, godlings with

a sphere of influence become demigods. Lesser deities may have up to two
spheres of influence; greater deities may have up to three. Supreme deities are

allowed up to four spheres of influence.

If a deity loses rank and ends up with more spheres of influence than is
appropriate for the new rank, no spheres of influence will be lost. The deity
may not be able to come up with enough primal to exercise all of his or her

sphere of influence abilities, but the abilities will still be there in case things
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improve. The deity will not be able to pick up any new spheres of influence,

however, until he or she has attained a rank that would allow this.

From: John Rauchert [mailto:john.rauchert@sait.ab.ca]

Sent: Monday, May 12, 2003 10:11 AM

To: 'DragonQuestCathedral@yahoogroups.com’

Subject: RE: [DragonQuestCathedral] The Golden Rule(s): A god's influence

What | propose is we use the domains right now as a stand-in for our final concept, which may
eventually evolve away from domains as they are presented in D&D as we go on.

| will have to look closer at them when | get home.

18 From: Richard <demon_star2002@y...>
Date: Tue May 13, 2003 11:46am
Subject: The Golden Rule(s): Quasi-clerical abilities

"...it is suggested that these priests be granted quasi-clerical
abilities (as in pagan and early Catholic |egend). These rely heavily

on ritual-- in both senses of the word-- and personal magic, which is

intended to directly affect an individual (the Healer skill [55] and
curses [84.3 et seq.] are good exanples of this). Presumably, spells
whi ch are scal ed-down versions of the |iege god' s special powers are
part of the priest's repertoire”.

I had already |l ooked at linmting the priests magical abilities to
rituals, possibly leaving out spell use altogether. But what is
suggested here works for me and, of course, I'"'mobligated to use it
because | can't break nmy own rules. ;)

I spent quite awhile |ooking up "early Catholic | egends" at the
library yesterday and canme up enpty-handed, with the exception of
stories about St. Patrick. Haven't |ooked into pagan | egends yet, but

I"mthinking for both, the |l egends of King Arthur wouldn't be a bad
pl ace to start.
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I think the part worth examining nost closely is the last line. Seens

like it mght be open to interpretation a little (which is good, |

think). Since I'd like to get away fromthe spell casting nodel (and
since mana apparently doesn't cone into play here) for priests, how
about we Ilok at defining a set of gods' special abilities and a set

of priests "spell" based off those abilities.
| suppose, ultimately, what we'll end up with is spells, but | think
it should work differently as | noted in ny priest skill wite-up.

Here's a thought- would it be easier to define gods first and priests

second?

Later,

From: Richard <demon_star2002@y...>
Date: Wed May 14, 2003 10:24am
Subject: Piety

I think there should be a characteristic that shows the |evel
of "faith" a character has in their religion/god and that would apply

to priest the way Magi cal Aptitude does to nagi.

I"lI'l bet you're wondering what | think it should be called, right? ;)
The thing I'mkinda stuck on at this point is if it should be a
figured characteristic (like FT fromEN), a distributed one, or
rolled (like PBis). I'mshooting for distributed, but only if it

doesn't screw everything el se up.

| suppose making it a figured stat mght work since | can define the
scal e however | like. WP seens |like the stat to work formthere.

The random y generated characteristic (I would have said "roll ed",
but this *is* DQwe're dealing with lol), is the easiest, but | think

it's inportant enough not to be random

Either way, it has to work into a systemof religion sonehow and
that's where |I'mkinda hung up. "The hi gher the nunber, the cl oser
you are to God"- that's all | have on that one.

I'd like to hear what you guys think about this. Lemme know.

Lat er,
R
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20 From: John Rauchert <john.rauchert@s...>
Date: Wed May 14, 2003 0:50pm
Subject: RE: Piety

| find faith or piety a little too subtle for a characteristic. The thing | like about DQ is that it doesn't have
an Intelligence Stat, | could never figure out how | could role-play a 18 Int with my 10 Int Brain (D&D).

To take a lead from MA: Magic Aptitude is a measure of a character's ability to harness and direct
magical energies, | think that if we are to add a stat it would be something like a measure of a character's
ability to act as a conduit for divine energies (Divine Aptitude).

Now how much faith or piety has little to do with it. If you have a high Divine Aptitude you make a great
vessel through which the gods can work. Just as Mages have a lower Magic Resistance, you have a low
Resistance to Divine Entities using you for their Cabana Boy. It may be that you become a better conduit
through ritual observances and purification rituals, but you have a spark of the divine whether you want it
or not. The only protection you got is to align yourself with one of them quick, so they can tell others
mess with this one and you mess with me.

JohnR

From: Richard [mailto:demon_star2002@yahoo.com]
Sent: Wednesday, May 14, 2003 10:25 AM

To: DragonQuestCathedral@yahoogroups.com
Subject: [DragonQuestCathedral] Piety

I think there should be a characteristic that shows the |evel
of "faith" a character has in their religion/god and that would apply
to priest the way Magi cal Aptitude does to nagi.

"Il bet you're wondering what | think it should be called, right? ;)

The thing I'mkinda stuck on at this point is if it should be a
figured characteristic (like FT fromEN), a distributed one, or
rolled (like PBis). I'"'mshooting for distributed, but only if it
doesn't screw everything el se up.

| suppose making it a figured stat mght work since |I can define the
scal e however | |like. WP seens |ike the stat to work formthere.

The randomy generated characteristic (I would have said "rolled",

but this *is* DQwe're dealing with lol), is the easiest, but | think
it's inmportant enough not to be random
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Either way, it has to work into a system of religion sonehow and
that's where |'m kinda hung up. "The hi gher the nunber, the closer
you are to God"- that's all | have on that one.

I'd like to hear what you guys think about this. Lemme know.

Lat er,
R

21 From: John Rauchert <john.rauchert@s...>
Date: Wed May 14, 2003 1:06pm
Subject: RE: Piety

There is some precedence for this in the Judeo-Christian Tradition. For example: Saul of Tarsus
http://www.execulink.com/~wblank/saultars.htm

JohnR

From: John Rauchert [mailto:john.rauchert@sait.ab.ca]
Sent: Wednesday, May 14, 2003 12:51 PM

To: 'DragonQuestCathedral@yahoogroups.com’
Subject: RE: [DragonQuestCathedral] Piety

| find faith or piety a little too subtle for a characteristic. The thing | like about DQ is that it doesn't
have an Intelligence Stat, | could never figure out how | could role-play a 18 Int with my 10 Int
Brain (D&D).

To take a lead from MA: Magic Aptitude is a measure of a character's ability to harness and
direct magical energies, | think that if we are to add a stat it would be something like a measure
of a character's ability to act as a conduit for divine energies (Divine Aptitude).

Now how much faith or piety has little to do with it. If you have a high Divine Aptitude you make a
great vessel through which the gods can work. Just as Mages have a lower Magic Resistance,
you have a low Resistance to Divine Entities using you for their Cabana Boy. It may be that you
become a better conduit through ritual observances and purification rituals, but you have a spark
of the divine whether you want it or not. The only protection you got is to align yourself with one
of them quick, so they can tell others mess with this one and you mess with me.
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JohnR

22 From: Richard <demon_star2002@y...>
Date: Wed May 14, 2003 6:03pm
Subject: Re: Piety

--- I'n DragonQuest Cat hedr al @ahoogr oups. com John Rauchert
<j ohn.rauchert@...> wote:
> | find faith or piety a little too subtle for a characteristic.

The thing |

> |ike about DQis that it doesn't have an Intelligence Stat, | could
never

> figure out how !l could role-play a 18 Int with ny 10 Int Brain
(D&D) .

I could. In fact | wote up a snazzy little "power" for Chanpions a
few years ago that addressed that problemrather nicely, if | do say
so, nyself. Wat |'m suggesting, however, is not neant to be an
unganeabl e characteristic and a person who actually wants to play a
pri est should have no trouble role playing a stat |ike that. Sure, |
can't fake quantum physics in the mddle of a game (or ever, for that

matter), but I'mpretty sure | can fake a character with strong
religious conviction.

>

>

> To take a lead from MA: Magic Aptitude is a nmeasure of a
character's ability

> to harness and direct nagical energies, | think that if we are to
add a stat

> it would be sonething |ike a nmeasure of a character's ability to
act as a

> conduit for divine energies (Divine Aptitude).

>

> Now how much faith or piety has little to do with it. If you have a

hi gh
> Divine Aptitude you nake a great vessel through which the gods can
wor k.
Sorry, but | just can't buy someone being genetically predi sposed to

being a better vessle of divine power than soneone el se. Doesn't feel

very religious to me. It's like being a nutant whose superpower is a
closer relationship to God.

> Just as Mages have a | ower Magic Resistance, you have a | ow

Resi stance to
> Divine Entities using you for their Cabana Boy. It may be that you
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becone a
> better conduit through ritual observances and purification rituals,

but you

> have a spark of the divine whether you want it or not. The only
protection

> you got is to align yourself with one of them quick, so they can
tell others

> nmess with this one and you ness with ne.
>

I can see a character being chosen by a god for his acts as a
faithful follower, going the extra mle, leap of faith and all that.
Their *devotion*. Not because they're a high-voltage mracle-
capacitor. ;)

But, then, |I'mone of those people who think that |ycanthropy is a
curse, not a disease.

Later,
R

From: Bruce Probst <bprobst@n...>
Date: Thu May 15, 2003 5:31am
Subject: Re: Piety

On Wed, 14 May 2003 16:24:59 -0000, "Richard" <denon_star2002@...>
wr ot e:

>| suppose naking it a figured stat mght work since | can define the
>scal e however | like. WP seens |ike the stat to work formthere

CGood lord, no. Wiy would having a strong will nmake you nore (or |ess)
religious than a weak-willed person?

Having a high WP is probably useful for soneone who has al ready denobnstrated
their faith in their god, but it shouldn't be the reason why they have that
faith in the first place

I don't think "piety" should be neasured by anything other than the player's
ability to roleplay. A player who can't denonstrate that his character

shows appropriate reverence for his diety of choice should be penalised (in
XP) accordingly. (Simlarly, a player who can act appropriately should not
be penalised in gane terns for having a |l ow stat.)

Stats should be left to purely "nechanical" things. Leave everything el se
to rol epl ayi ng.

Bruce Probst bprobst@... |CQ 6563830

Canberra, Australia MSTie #72759 SCA #80160

"His only crinme was being born delicious!"

ASL FAQ http://ww. users. bi gpond. net. au/ manti s/ ASLFAQ
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24 From: John Rauchert <john.rauchert@s...>
Date: Thu May 15, 2003 7:56am
Subject: RE: Piety

Bruce echoes my feelings.

A high Magical Aptitude meant that | was better at Magic in terms of the game mechanics. What type of
Mage and how | roleplayed that situation was not based on that stat, it was merely used for mechanical
things.

JohnR "Agree to Disagree"

From: Bruce Probst [mailto:bprobst@netspace.net.au]
Sent: Thursday, May 15, 2003 5:32 AM

To: DragonQuestCathedral@yahoogroups.com
Subject: Re: [DragonQuestCathedral] Piety

| don't think "piety" should be nmeasured by anything other than the player's
ability to roleplay. A player who can't denonstrate that his character
shows appropriate reverence for his diety of choice should be penalised (in
XP) accordingly. (Simlarly, a player who can act appropriately should not
be penalised in gane terns for having a | ow stat.)

Stats should be left to purely "mechanical" things. Leave everything el se
to rol epl ayi ng.

25 From: Richard <demon_star2002@y...>
Date: Sat May 17, 2003 11:57am
Subject: Re: Piety

Ckay, since |I'mcurrently digging on D. Barrass' Religion wite-up
right now, and we can't seemto see eye-to-eye on this particul ar
point, I'mfor noving on for the tine being (this'll all be here when
we get back).

You guys managed to sneak in here without a critique of ny priest
skill, which I realize is noribund, but I think there are a couple of
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good genes in there. So... what do you think? Anything worth
transplanting in there?

--- I'n DragonQuest Cat hedr al @ahoogroups. com John Rauchert

<j ohn.rauchert @...> wote:

> Bruce echoes ny feelings.

>

>

>

> A high Magical Aptitude neant that | was better at Magic in terns
of the

> gane nechanics. Wat type of Mage and how | rol epl ayed that
situation was

not based on that stat, it was nmerely used for nechanical things.

JohnR "Agree to Disagree”

V VVVVYVVYV

\%

----- Original Message-----
> From Bruce Probst [rmailto: bprobst@...]
> Sent: Thursday, May 15, 2003 5:32 AM

> To: DragonQuest Cat hedr al @ ahoogr oups. com
> Subj ect: Re: [DragonQuestCathedral] Piety
>
>
>
>
>

I don't think "piety" should be nmeasured by anything other than the

pl ayer's

> ability to roleplay. A player who can't denobnstrate that his
character

> shows appropriate reverence for his diety of choice should be
penalised (in

> XP) accordingly. (Simlarly, a player who can act appropriately
shoul d not

> be penalised in gane terns for having a | ow stat.)

>

> Stats should be left to purely "mechanical" things. Leave
everyt hing el se

> to rol epl ayi ng.

From: Richard <demon_star2002@y...>
Date: Tue May 20, 2003 0:37pm
Subject: Piety ala mode

Just in case you were wondering where |'ve been comng from |
present the followi ng courtesy of Hero Wars:

"Piety is the adherence of the character to the goals, values, and
noral s of the pantheon or god".
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"The player may raise his piety by spending Hero Points as nornal .
The narrator nmay give a bonus for perform ng pious acts, or a penalty

for particularly inmpious ones. If the character is too inpious, the
god may wi thhold nmagic, or may send a spirit to punish the m screant.

Each pantheon has certain acts that are considered pious or inpious.
Sone gods have stricter than others within their pantheon. Devotees
are generally held to a stricter standard than initiates or communal
wor shi ppers.

Piety is usually rolled agai nst when a character asks for unspecified
aid fromthe gods, when taking the part of a god in a ritual, or when
being tested on the O her Side".

And that's pretty much what | was gonna base that whol e thing on.

Later,

From: dbarrass_2000 <david.barrass@e...>
Date: Mon May 26, 2003 8:35am
Subject: Re: Piety ala mode

This all depends how you see religion working

I can see two possible ways:

1) The Deity powers each and every spell, talent and ritual. In this
case a piety stat is a useful thing to have. The adherence to the
faith having a direct affect on perfornance

2) The Priest casts talents, spells and rituals using his own power
(as with normal nmagic), but in the Deity's nane. This does not
require a piety stat but needs rol e-playing and good GM ng. A poor
adherent will find it difficult to advance in Rank or even find

hi msel f cursed.

My personal preference is for 2; for these reasons

a) Its easier to integrate into DQ without all sorts of bal ances
having to be put in place

b) There are plenty of stories (particularly in Homer) where a hero
is cursed or suffers for misusing his god-given powers CGods don't
seemto w thdraw powers if displeased, only change themto nake them
usel ess and/or a curse (eg Cassandra). He only finds about his

puni shment after (Ok sonetines it's fairly soon).

c) The GM has to go into the horrendous business of deciding if its
K for priest Xto do Y, and if its not how nuch Piety he is going to

| ose. Far better to sort it out later. If the priest wants

i medi at e gui dance then he gets on his knees/face/what-ever and
prays, giving the GMsone tinme to think. If he doesn't or the prayer
fails he's on his own, or it's a test of the Character's know edge of
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the norals of his religion by the deity.

Even if 2 is used a piety stat could be used to keep a running tota
of how well a priest is behaving by the GM (the player may not even
know it) which will have a non-direct affect on the game but may
change chance for pronotion and or being cursed. This will get round
sone of the awkwardness of having another stat to fit in and could be

witten up by the GV taking an overall view of an adventure.(but this

could be done al nost as well by reducing EP award for poor role-
pl ayi ng)

This is my own reading of the nythologies | know best. | amquite
prepared to have another |oad of exanples (fromthe sane nythol ogy,
di fferent nythologies or Fiction etc), where priestly powers
fluctuate according to how well the character sticks to the rules. |
| ook forward to having a good di scussion about this

Davi d

From: Richard <demon_star2002@y...>
Date: Tue May 27, 2003 10:54am
Subject: Re: Piety ala mode

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

[edited for brevity's sake]

This all depends how you see religion working

I can see two possible ways:

1) The Deity powers each and every spell, talent and ritual. In

2) The Priest casts talents, spells and rituals using his own power

V V. V V

I think there's roomfor a 3) The Priest petitions his Deity for
assistance (as in ny Priest skill), who then perforns the "mracle".
A fine distinction, perhaps, but one I'mwlling to nake- it's just
how | see this working, even if the end result is the sane.

>

> My personal preference is for 2; for these reasons
And obviously, I'"'mgoing with 3 (lol), explanations to foll ow.
> a) Its easier to integrate into DQ without all sorts of bal ances

The bal ances |1'm 1 ooking at right now are keepi ng the powers

avail able (as per the Deity/religion) on the |low end in exchange for
those powers being effectively free. In other words, if it doesn't
cost ant FT to change the weather, then the list of

avail abl e "spells" should be very limted. This in addition to

what ever inherent abilities one would get froma Priest skill. This
is, of course, sonething |I'd need to do some serious exam ning with
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to make it workabl e.

> b) There are plenty of stories (particularly in Homer) where a
her o

Key word there is "hero". Now this situation kinda throws a nonkey
wench into the whole Priest thing. Theoretically, any character is

a "hero" and so would be able to ask their god for assistance- that's

sonething that Cerics in D& have al ways ki nda nessed up. To ny
menory, |'ve never seen a situation |ike that take place. Regardl ess,

we're dealing with someone who has a stronger relationship with their
respective deity than the average hero

> usel ess and/or a curse (eg Cassandra).

Who?

> c) The GMhas to go into the horrendous business of deciding if its
> OK for priest Xtodo Y, and if its not how nuch Piety he is going
to

> | ose.

Not any nore horrendous than how nuch EN or FT a character mght |ose

in conbat. That is sonething that should be outlined in each
religion, anyway- what inpious acts would result in how much Piety is

lost. Even if Piety isn't used, the rules of that religion should
still be available to the player, so it shouldn't be that nuch of an
i ssue, regardless. Keep in mnd that the player *wants* to play a
Priest. Certain mechanics shoul d/ coul d/ would go along with that, just

as there are nechanics to deal with for the Mage pl ayer

>

> Even if 2 is used a piety stat could be used to keep a running

t ot al

> of how well a priest is behaving by the GM (the player may not even

> know it) which will have a non-direct affect on the game but may

I like that idea of keeping the nunber secret, but don't know
how "DQ' that is.

> some of the awkwardness of having another stat to fit in and could

But the ganme is set up so you can add new characteristics easily and
as needed. Thus the Physical Beauty stat that only has a rea
application where, | believe, Courtesans and Troubadors are
concerned. How that woul d be handel ed nechanically is another matter
(random generation is right out).
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> This is ny own readi ng of the nythol ogies | know best.
And that's where |'m having the nost trouble- being able to represent

Priest's of different religions/nythol ogies with just one stroke.
Probl ematic at best, although you seemto have nade a | ot of headway
on your own (nore on that in another post).

And just for the record, I'mnot married to this whole "Piety"
characteristic idea- | just feel it's worth exam ning, especially
since it's been used in two other ganmes (and who am| to argue with
Geg Stafford and Robin Laws? ;)

> | ook forward to having a good di scussi on about this

Li kew se.

Later,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Wed May 28, 2003 2:23am
Subject: Re: Piety ala mode

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
> <davi d. barrass@...> wote:
>

> [edited for brevity's sake]
[and edited again for brevity]

> a) Its easier to integrate into DQ without all sorts of bal ances

The bal ances |I'm | ooking at right now are keeping the powers
available (as per the Deity/religion) on the |low end in exchange

or

those powers being effectively free. In other words, if it doesn't
cost ant FT to change the weather, then the list of

avail abl e "spells" should be very limted. This in addition to

what ever inherent abilities one would get froma Priest skill. This

VVVV™VYVVYV

> js, of course, sonething |I'd need to do sone serious exam ning with
> to make it workabl e.

It could cost Ft, one point (or 2 pts for "Special Know edge") to
open a pathway to the god and or an Ofering to the God for the
service. In this way it would be indistiquishable froma spell no
ot her bal |l ances are needed

> > pb) There are plenty of stories (particularly in Homer) where a
> hero
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>
> Key word there is "hero". Now this situation kinda throws a nonkey
> wrench into the whole Priest thing. Theoretically, any character is

> a "hero" and so would be able to ask their god for assistance-

that's

> sonething that Cerics in D& have al ways ki nda nessed up. To ny
> nenory, |'ve never seen a situation |ike that take place.
Regar dl ess,

> we're dealing with soneone who has a stronger relationship with
their

> respective deity than the average hero.

> usel ess and/or a curse (eg Cassandra).

V V V V

Who?
Cassandra daughter of Priamking of Troy. Apollo fanced her, gave her
prophesy. Wen she rejected himhe cursed her so her prophecies were

never believed. Thus she knew the future, but was unable to do
anyt hi ng about it.

>
> > c) The GM has to go into the horrendous business of deciding if
its

> > K for priest Xto do Y, and if its not how nuch Piety he is
goi ng

>to

> > | ose.

>

> Not any nore horrendous than how nmuch EN or FT a character m ght
| ose

> in conbat. That is sonething that should be outlined in each
> religion, anyway- what inpious acts would result in how nuch Piety

is
> |ost. Even if Piety isn't used, the rules of that religion should
> still be available to the player, so it shouldn't be that nuch of
an

> issue, regardless. Keep in mind that the player *wants* to play a
> Priest. Certain nmechanics shoul d/ coul d/ would go along with that,

j ust

> as there are nmechanics to deal with for the Mage pl ayer.

There will always be grey areas where the Gvb and the priests views
differ on the interpretation of a religion. This will lead to
friction, especially if the GMhas to make a snap decision (who's to
say a player who has becone a priest dosn't know the religion
better). | see it as a player finds hinmself cursed or unable to
progress and has to find out why. The GM does not have to nake a
snap decision, and his life is just that little bit easier

> > Even if 2 is used a piety stat could be used to keep a running
> total

> > of how well a priest is behaving by the GM (the player may not
even
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> > know it) which will have a non-direct affect on the gane but may
>

> 1 like that idea of keeping the nunber secret, but don't know

> how "DQ' that is.

>

> > sonme of the awkwardness of having another stat to fit in and
could

>

> But the gane is set up so you can add new characteristics easily
and

> as needed. Thus the Physical Beauty stat that only has a real

> application where, | believe, Courtesans and Troubadors are

> concerned. How t hat woul d be handel ed nechanically is another
matt er

> (random generation is right out).

K I'ma long way from being convinced by a piety stat, but if we
were going to use it lets have a | ook

There are 4 types of stat

The MAIN Stats: (PS MD etc): this will be tricky and your average
fighter will say "hnm5 piety and 5 MA great 10 points to spend on MD

AG etc" This is what | nment by ganme bal ance.

DERI VED Stats: such as Ft What would you base it on, it could be
derived fromW and MA | suppose - (I see religion as inposing your
will on followers / enem es and powering a diety by the power of your

belief as well as how well you can act as a conduit for devine
purpose). Increases in stats can be bought fairly cheeply also its
not too painfull to renove it so a GM needn't feel too neen
(alternatively if its used like MA in spell casting then the cost to
rai se should be the sane as a stat)

PERCEPTI ON type: all start at a level but experience easilly rases
it. | think people do have different inhearent capacities for belief
(based on twi n studies)

RANDOM Like you | personally don't like this as an idea. It doesn't
seemto fit with DQ

Personally if we do have a Piety stat | see it as either a PC type
stat or derived from W and MA

> > This is my own reading of the nythol ogies I know best.

>

> And that's where |'mhaving the nost trouble- being able to
represent

> Priest's of different religions/nythologies with just one stroke.
> Probl ematic at best, although you seemto have made a | ot of
headway

> on your own (nmore on that in another post).

Yes that's the big problem I'mcurrently trying to reconcile
classical religeons with Druidic. They are just organi sed too
differently even though they initially |ooked simlar

> And just for the record, I'mnot married to this whole "Piety"
> characteristic idea- | just feel it's worth exam ning, especially
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> since it's been used in two other ganes (and who am| to argue with

> Greg Stafford and Robin Laws? ;)

I"'mstill to be convinced by its need

> > | ook forward to having a good discussion about this
>

> Li kew se.

>

>

> Later,

> R

From: Richard <demon_star2002@y...>
Date: Wed May 28, 2003 11:58am
Subject: Re: Piety ala mode

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

It could cost Ft, one point (or 2 pts for "Special Know edge") to
open a pathway to the god and or an Offering to the God for the
service. In this way it would be indistiquishable froma spell no
ot her ball ances are needed

V V. V V

I don't know about you, but one of the things I'mtrying to do is get

as far away from "spells" as possible. I'"'mlooking at the D& C eric
as a nodel for what *not* to do. | also don't think a person should
be taxed physically for enacting their god's will. Mking sacrifices,

sure- and if that includes the occasional blood sacrifice, then so be
it. Just depends on the religion.

> There will always be grey areas where the Gvs and the priests views
> differ on the interpretation of a religion. This will lead to

My point was that there won't be any grey areas if the GV has done
his job in creating a religion. If all the information is avail able
to the player, then there shouldn't be a problem

> friction, especially if the GMhas to nake a snap deci sion (who's
to

> say a player who has become a priest dosn't know the religion

> better).

I do. If | created a religion for my gane or presented one already
created, then those are the rules they'd have to follow A good
priest follows the rules of his religion- it's his job. There should
be no roomfor interpretation on the priest's (or player's) part. To
do otherwi se would risk loss of that link with his deity. AmI| wong
about this?
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>
> OK I'ma long way from bei ng convinced by a piety stat, but if we

Like | said- I"'mnot married to it. But | don't think it's entirely
out of line with the DQrules, it has worked in other ganes, and you

yoursel f have pointed up at |east one possible use for it. :)
And | have yet to be conpletely convinced that it *isn't* necessary.

were going to use it lets have a | ook

There are 4 types of stat

The MAIN Stats: (PS MD etc): this will be tricky and your average
fighter will say "hmm 5 piety and 5 MA great 10 points to spend on

vV V. V V

S

> AG etc" This is what | nent by gane bal ance

Yeah, that nakes sense. Keep in mnd that |'mjust trying to slog ny
way through all the possibilities. | don't want to overl ook anyt hi ng,

i f possible.

\%

DERI VED Stats: such as Ft What woul d you base it on, it could be
derived fromW and MA | suppose - (| see religion as inposing your

\%

will on followers / enemies and powering a diety by the power of
belief as well as how well you can act as a conduit for devine
purpose). Increases in stats can be bought fairly cheeply also its
not too painfull to renove it so a GM needn't feel too neen
(alternatively if its used like MA in spell casting then the cost

V V V V V

If you go back a few posts you'll find argunents both for and agai nst

a coupl e of points you nake here. | was toying with using WP as the
stat to use, which was shot down, and the idea of being a conduit for

your god's power was sonething | strognly disagreed with (at least in
the context presented). You nay want to them out.

> Personally if we do have a Piety stat | see it as either a PC type
> stat or derived fromW and MA

And | would agree with that. *If* a new stat is deenmed neccesary.
> Yes that's the big problem |I'mcurrently trying to reconcile
> classical religeons with Druidic. They are just organi sed too

> differently even though they initially | ooked sinilar

Wul d you define "classical religions" for ne? Do you nean in the
G eco- Roman sense?

> |1"mstill to be convinced by its need

Hey, that's why we're here, Daddy-o.
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From: Richard <demon_star2002@y...>
Date: Wed May 28, 2003 0:13pm
Subject: ATTN: Rauchert (Re: The Golden Rule(s): A god's influence)

--- I'n DragonQuest Cat hedr al @ahoogroups. com John Rauchert
<john.rauchert@...> wote:

> Here are a listing of Aspects, Archetypes, Donmins, Spheres of
I nfl uence,

> Domi ni ons (whatever you want to call them) from various sources.

>

Well, I'ma jackass. | just today saw this post. Ckay, |'m gonna
print this out pdg and take a good long | ook at it.

Sorry | didn't get to this earlier. | appreciate you going to the
trouble to get all that info down. Thanks nuch!

Later,
R

From: John Rauchert <john.rauchert@s...>
Date: Wed May 28, 2003 0:20pm
Subject: RE: ATTN: Rauchert (Re: The Golden Rule(s) : A god's influence)

No problem Richard.

| think you also asked at one point what "The Primal Order" was.

You can find a review here:

http://www.rpg.net/news+reviews/reviews/rev_2459.html

From: Richard [mailto:demon_star2002@yahoo.com]
Sent: Wednesday, May 28, 2003 12:13 PM
To: DragonQuestCathedral@yahoogroups.com
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Sorry | didn't get to this earlier. | appreciate you going to the
trouble to get all that info down. Thanks much!

From: Richard <demon_star2002@y...>
Date: Wed May 28, 2003 7:35pm
Subject: ATTN: Rauchert (Re: The Golden Rule(s) : A god's influence)

Ckay, now, | gotta ask- if you have all this info conpiled and you're
the crack DQ whiz you seemto be...

Vel |, where the heck's the freakin' Religion wite up?

Just curi ous,
R

From: John Rauchert <john.rauchert@s...>
Date: Thu May 29, 2003 8:17am
Subject: RE: ATTN: Rauchert (Re: The Golden Rule(s) : A god's influence)

Hmm, | very rarely play clerics in RPGs and most of my energy during the 1990's was poured into a
game system | co-authored with a friend of mine called "The Infinite Shades of Grey" and most recently
the Neverwinter Nights CRPG (I even had lunch with some of the designers a couple of times).

However | do have a vast amount of source material (20+ years of RPG game collecting, three
bookcases and 12 storage boxes) and | am a Library and Information Technologist by training so | am
able to bring a lot of information together fairly quickly (depending on my work schedule).

Give me a couple of days. ©

JohnR

From: Richard [mailto:demon_star2002@yahoo.com]

Sent: Wednesday, May 28, 2003 7:35 PM

To: DragonQuestCathedral@yahoogroups.com

Subject: [DragonQuestCathedral]ATTN: Rauchert (Re: The Golden Rule(s) : A god's influence)
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Ckay, now, | gotta ask- if you have all this info conpiled and you're

the crack DQ whiz you seemto be..

Well, where the heck's the freakin' Religion wite up?

Just curious,
R.

35 From: dbarrass_2000 <david.barrass@e...>

Date: Thu May 29, 2003 7:55am
Subject: Spells in Religion

Ri chard - why do you object to spells in religion?

I have al ways assuned that his was how magi cal religions worked
This is fromhints: -

In Thi eves World al ready posted: -
"...it is suggested that these priests be granted quasi-clerica
abilities (as in pagan and early Catholic |egend). These rely heavily

on ritual-- in both senses of the word-- and personal magic, which is

intended to directly affect an individual (the Healer skill [55] and
curses [84.3 et seq.] are good exanples of this). Presumably, spells
whi ch are scal ed-down versions of the |iege god' s special powers are
part of the priest's repertoire”.
Spells are explicitly nentioned.

The Earth Magics college has two forns Pacific (as in peaceful not
the ocean) and druidic. Although the connection with the druid's
religion is not explicitly mentioned it is surely what the designers
had in mnd.

The Col Il ege of Black magics itself is clearly based on Wtchcraft -
bel i eved to incorporate el enents of Anglo-Saxon (and maybe a bit of
Celtic) pagan cults This college al so contains many features | would
expect a religion to have (eg bl essings and curses).

Most of the magic users in | egend are described as Priest(esses) and
they seemto cast things that would be best nodelled as spells.

Feel free to object to nmy sweeping statenents :--)

Yes the nost powerful of the abilities should be Ritual based but
spells are defiantly in as far as | can see (and they add fun)

I think basing Religious spells, rituals and talents on those already
existing is consistent with the designer's views (inmpossible to tel

now), fun (the DQ spells are one of its great features) and easier
(any magic abilities can use existing spells much of the tine or use
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these as a starting point for new ones).
I do have sone synpathy with your views, this is why | split religion

into two: magi cal and non-nagi cal (There are other hints in the book
eg ground consecrated to the Powers of Light inhibiting magic that
suggest this split).

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Thu May 29, 2003 8:54am
Subject: Re: Piety ala mode

Sorry If Two replies appear, | posted one but after several hours it
didn't appear, so I'mreposting, | didn't save the previous attenpt
so this is new.

--- I n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"

> <david.barrass@...> wote:

>

> > |t could cost Ft, one point (or 2 pts for "Special Know edge") to
> > open a pathway to the god and or an Offering to the God for the
> > service. In this way it would be indistiquishable froma spell

no

> > ot her ballances are needed

>

> | don't know about you, but one of the things I"'mtrying to do is
get

> as far away from"spells" as possible. I'"m|ooking at the D&
Ceric

> as a nodel for what *not* to do. | also don't think a person should
> pe taxed physically for enacting their god' s will. Mking

sacrifices,

> sure- and if that includes the occasional blood sacrifice, then so
be

> it. Just depends on the religion.

See new t hread

> > There will always be grey areas where the Gvs and the priests
Vi ews
> differ on the interpretation of a religion. This will lead to

My point was that there won't be any grey areas if the GV has done
his job in creating a religion. If all the information is avail able
to the player, then there shouldn't be a problem

> friction, especially if the GMhas to make a snap decision (who's
to

> say a player who has beconme a priest dosn't know the religion

> better).

V VVVVVYVVYVYVYV
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> 1] do. If | created a religion for ny gane or presented one already
> created, then those are the rules they'd have to follow A good
> priest follows the rules of his religion- it's his job. There

shoul d

> be no roomfor interpretation on the priest's (or player's) part.
To

> do otherwi se would risk loss of that link with his deity. Am|

wr ong

> about this?

A difference in styles. There are only a few of us here who use DQ
so it was a case of "if you want to do sonething wite up the skil
and I'lIl GMit in nmy canpain” so it was always nore of a co-operative
t hi ng.

Also religion is full of norral dilemmas, for exanple do the ends
justify the neans?

>> K I'ma long way from being convinced by a piety stat, but if we
>

> Like | said- I"'mnot nmarried to it. But | don't think it's entirely
> out of line with the DQrules, it has worked in other games, and
you,

> yoursel f have pointed up at | east one possible use for it. :)

> And | have yet to be conpletely convinced that it *isn't* necessary.
>

> > were going to use it lets have a | ook

> > There are 4 types of stat

> > The MAIN Stats: (PS MD etc): this will be tricky and your average
> > fighter will say "hnm5 piety and 5 MA great 10 points to spend
on

> MD

> > AG etc" This is what | nment by ganme bal ance.

>

> Yeah, that makes sense. Keep in mind that I'mjust trying to slog
ny

> way through all the possibilities. | don't want to overl ook
anyt hi ng,

> if possible.

>

> > DERIVED Stats: such as Ft What would you base it on, it could be
> > derived fromW and MA | suppose - (| see religion as inposing
your

>>wll on followers / enemies and powering a diety by the power of
> > belief as well as how well you can act as a conduit for devine

> > purpose). Increases in stats can be bought fairly cheeply al so
its

> > not too painfull to renpbve it so a GMneedn't feel too neen

> > (alternatively if its used like MA in spell casting then the cost

>

> |f you go back a few posts you'll find argunents both for and

agai nst

> a couple of points you make here. | was toying with using WP as the
> stat to use, which was shot down, and the idea of being a conduit
for

> your god's power was sonething | strognly disagreed with (at | east
in
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38

> the context presented). You may want to them out.

Cot the post - | *can* see soneone being "Genetically predi sposed to
being a better vessle of divine power than sonmeone el se" but themI|'m
a geneticist. There is sone evidence of that the propensity for
strongly held beleif (such a religion) does have a genetic

conponent. Who's a god going to choose for a vessle, sonmeone who
really belives or soneone who could't give a nonkeys :--) ?

W may have to agree to dissagree on that

> > Personally if we do have a Piety stat | see it as either a PC

type
> > stat or derived fromW and MA
>

> And | would agree with that. *If* a new stat is deened neccesary.

\%

Wul d you define "classical religions" for ne? Do you nmean in the
G eco- Roman sense?

\%

Yes. It does have advantages: There's a | arge body of mythol ogy out
there (too much if anything), its generally well known, anyone can
get the books out of any library and we know there was an organi sed
religion based on it

>>|'"mstill to be convinced by its need
>

> Hey, that's why we're here, Daddy-o.

Davi d

From: Richard <demon_star2002@y...>
Date: Thu May 29, 2003 6:24pm
Subject: ATTN: Rauchert (Re: The Golden Rule(s) : A god's influence)

>
> G ve ne a couple of days. :-)

Excellent! 1ol

Lat er,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Fri May 30, 2003 1:45am
Subject: Re: The Golden Rule(s)

Al of this pronpted nme to try to find the reference that started ne
off on DQ religion 20ish years ago, and found it in the first page of
the nmagic section. As this appears in the rule book (2nd and 3rd
editions) this nust be a very inportant clue to what the designers
wer e thinking about religion
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2nd SPI edition, Section 25. last part. (Page 30)

Consecrated Ground: Any ground that has been consecrated to the
service of the "Powers of Light" as defined by the GMis consecrated
ground and affects the abilities of all characters to resist nmagic.
There is no College specifically dedicated to the Powers of Light,
because it is assuned that they are nonmagical in nature and are, in
ef fect, opposed to magic. Mst tenples and nonasteries and sone
graveyards will be consecrated ground. Barrows, pagan tenples (those
in which magic fornms part of the ritual) and the dwellings of magical
bei ngs can never be consecrated ground.

We can get several things fromthis (ordered fromconcrete to
specul ati on)

1) There are two forns of religion a) Powers of

Iight "nonmagical in nature and are, in effect, opposed to magic."
And b) "Barrows, pagan tenples (those in which magic fornms part of
the ritual)"

2) Pagan religion involves the use of magic

3) Pagan religion involves ritual. Spells and talents are not

menti oned, either for or against, and the section does not rule out
the spell and talent use as part of the religious rituals

4) The use of the word pagan to describe magical religions is
interesting; this inplies that the opposite, Powers of Light, non-
pagan did the designers have Christianity in nmnd when hey wote this?
5) The inplied separation of nagical beings fromthe Powers of

Light. Is this religion for the non inherently magi cal races such as
humans?

For my next trick | shall use this section to find out how many
angel s can dance on the head of a pin :--)

I doubt | have read it in the past 15 years and forgot the source,
but it obviously made an inpression. Sub-consciously this is the line
on religion | have taken. Its up to you to judge how successful [|'ve
been and how nuch of the nore specul ative points we want to

i ncor por at e.

Davi d

39 From: John Rauchert <john.rauchert@s...>
Date: Fri May 30, 2003 7:57am
Subject: RE: Re: The Golden Rule(s)

| have a text file at home that outlines all the references that | can find in the core rules set. | will post
that tonight. Then | will move on to Arcane Wisdom.

From: dbarrass_2000 [mailto:david.barrass@ed.ac.uk]
Sent: Friday, May 30, 2003 1:45 AM

To: DragonQuestCathedral@yahoogroups.com

Subject: [DragonQuestCathedral] Re: The Golden Rule(s)
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All of this pronpted ne to try to find the reference that started ne
off on DQ religion 20ish years ago, and found it in the first page of
the magi ¢ section. As this appears in the rule book (2nd and 3rd
editions) this nmust be a very inportant clue to what the designers
wer e thinking about religion

2nd SPI edition, Section 25. last part. (Page 30)

Consecrated G ound: Any ground that has been consecrated to the
service of the "Powers of Light" as defined by the GMis consecrated
ground and affects the abilities of all characters to resist magic.
There is no College specifically dedicated to the Powers of Light,
because it is assumed that they are nonmagical in nature and are, in
effect, opposed to magic. Mst tenples and nonasteries and sone
graveyards will be consecrated ground. Barrows, pagan tenples (those
in which magic forns part of the ritual) and the dwellings of nmgica
bei ngs can never be consecrated ground.

We can get several things fromthis (ordered fromconcrete to
specul ati on)

1) There are two fornms of religion a) Powers of

[ight "nonmagical in nature and are, in effect, opposed to magic."
And b) "Barrows, pagan tenples (those in which nagic fornms part of
the ritual)"

2) Pagan religion involves the use of magic

3) Pagan religion involves ritual. Spells and talents are not
nmentioned, either for or against, and the section does not rule out
the spell and talent use as part of the religious rituals

4) The use of the word pagan to describe magical religions is
interesting; this inplies that the opposite, Powers of Light, non-
pagan did the designers have Christianity in nmind when hey wote this?

5) The inplied separation of magi cal beings fromthe Powers of
Light. 1Is this religion for the non inherently magi cal races such as
humans?

For my next trick | shall use this section to find out how many
angel s can dance on the head of a pin :--)

| doubt | have read it in the past 15 years and forgot the source,

but it obviously made an inpression. Sub-consciously this is the line
on religion | have taken. |Its up to you to judge how successful |'ve
been and how nuch of the nore specul ative points we want to

i ncor por at e.

Davi d

40 From: Richard <demon_star2002@y...>
Date: Fri May 30, 2003 6:01pm
Subject: Re: Piety ala mode

--- In DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
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<davi d. barrass@. ..> wote:

> > do otherwise would risk loss of that Iink with his deity. Am|

> wrong

> > about this?

>

> A difference in styles. There are only a few of us here who use DQ
> so it was a case of "if you want to do sonmething wite up the skil
>and I'lIl GMit in ny canpain” so it was al ways nore of a co-
operative

> t hing.

> Also religion is full of norral dilenmas, for exanple do the ends
> justify the neans?

Again, 1'mlooking at this project as if it we the real, honest-to-
god DragonQuest Book 5. So that neans we have to come up with at

| east one reasonably well-realized religion (naybe one "real" one and
one "fake one") and that would include, as far as |'m concerned,

a "Code of Hamurabi" for every religion. Am| still wong about this?

> Got the post - | *can* see soneone being "Genetically predi sposed
to

> being a better vessle of divine power than soneone el se" but them
I'm

> a geneticist. There is sone evidence of that the propensity for
> strongly held beleif (such a religion) does have a genetic

> conponent. Who's a god going to choose for a vessle, sonmeone who
> really belives or soneone who could't give a nobnkeys :--) ?

And to paraphrase Pat Robertson- "Science and Religion don't mx!"

I guess |'mlooking nore at this froma Judeo-Christian point of view

nore than a Greco-Roman one. | just |like the idea of soneone being
rewarded with "power" by their devotion to their religion. Maybe it's
that "forged on the anvil of life" aspect that | |ike- you get

rewar ded t hrough your stuggles to be a devout

fol |l oner/servant/proponent/whatever. Sure, they can be born a
favorite of a particular god as part of that god's plan, but it seens
a bit nmuch for a sinple priest.

If that ends up being the case, however (w th considerable protest on
ny part ;)), where does the fanous DQ bal ancing factor come in? If
your god just decides to give you a bunch of spells because you
happen to be packing a D-cell divine battery instead of a |owWy AAA-
cell, where do you put the limtations? That's where | was linmiting
their spells in favor of not having the limtations of a nmagic user
(cold iron, mana, FT loss, etc).

| see a priest as asking for their god's assistance, and their god
fulfilling their request by acting *through* them not giving them
the power to do it thenselves. Yes, the end result may be the sane as
spell casting (I guess), but it, godammit, it should work differently
than magi c! Wo!

> W may have to agree to di ssagree on that

Actually, we can't- the reason for this whole thing is so we can
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finally, come to a reasonable conclusion as to how this whol e thing
should work. |'ve already cone to terns with giving up on sone of ny
i deas in favor of others. And, as you may have noticed, |I'mardently
hanging on to others. 1ol

Later,
R.

From: Richard <demon_star2002@y...>
Date: Fri May 30, 2003 6:19pm
Subject: Re: Spells in Religion

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:
> Richard - why do you object to spells in religion?

Partly as a knee-jerk reaction against the D& Ceric and partly
because of the POL/consecrated ground thing. The D& Ceric is just
too clunky and convenient. Too "ganey".

> | have always assuned that his was how nagi cal religions worked

And you're right. | keep viewing the DQ priest in a Judeo-Christian
light, but I think, fromreading between the lines, that this is
where they were going. But, again, | really liked the way you handl ed

both sides in your Religion wite up.

> This is fromhints: -

>

> The Col |l ege of Black magics itself is clearly based on Wtchcraft —
> pelieved to incorporate el enents of Anglo-Saxon (and maybe a bit of

> Celtic) pagan cults This college also contains many features |
woul d
> expect a religion to have (eg bl essings and curses).

Keep in mind, though, that this is clearly fromthe M ddl e Ages
Christian point of view, so | can see POL/Christian religion being
opposed to that. Also, forgive ne if | get ny "Ages" nixed up. No
hi storian, 1.

> Most of the magic users in |egend are described as Priest(esses)
and

> they seemto cast things that would be best nodelled as spells.
>

> Feel free to object to nmy sweeping statements :--)

I don't dissagree, but if that's the case, then just let them be
magi ¢ users who pray to a god and be done with it. Ch, wait... you
kinda did that already, didn't you? |ol

> Yes the nost powerful of the abilities should be R tual based but
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> spells are defiantly in as far as | can see (and they add fun)

>

> | think basing Religious spells, rituals and talents on those

al r eady

> existing is consistent with the designer's views (inpossible to
tell

> now), fun (the DQ spells are one of its great features) and easier
> (any magic abilities can use existing spells much of the tine or
use

> these as a starting point for new ones).

Consistent with their views? Yes, inpossible to tell. Fun? Sure!
Easier? Yes, but nothing truely good is ever easy, is it? | just
don't want a DQ Religion book to be the "Wite" version of Black
Magic. It has to be nore, and better, than that. Yeah, | talk big- so

what? : P
More | ater,
R

From: Richard <demon_star2002@y...>
Date: Fri May 30, 2003 6:36pm
Subject: Eric Goldberg on DQ religion

From Fant asy Model i ng, 1980-
"I had some religious and nagic itens systens that | wanted to
i ncl ude".

THAT' S I T! ARGH !'!

Lat er,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Jun 2, 2003 2:12am
Subject: Re: Piety ala mode

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
> <davi d. barrass@...> wote:

Snip .. this is getting very long

>

> Again, I'mlooking at this project as if it we the real, honest-to-
> god DragonQuest Book 5. So that neans we have to cone up with at

> | east one reasonably well-realized religion (naybe one "real" one
and

> one "fake one") and that would include, as far as |I'm concerned,

> a "Code of Hammurabi" for every religion. Am1l still wong about

14/05/2004



DragonQuestCathedral Archive Posts 31-60 Page 12 of 41

t hi s?

Al religions are real to their followers - To paraphrase O well "but
some are nore real than others”

I don't know about the code of Hammurabi - please explain

By this paragraph do you nean one using nmagi c and the other a powers
of Light?

>

> > CGot the post - | *can* see soneone being "Cenetically predisposed
>to

> > being a better vessle of divine power than sonmeone el se" but them
> 1'm

> > a geneticist. There is sone evidence of that the propensity for

> > strongly held beleif (such a religion) does have a genetic

> > conponent. Who's a god going to choose for a vessle, soneone who
> > really belives or soneone who could't give a nmonkeys :--) ?

>

> And to paraphrase Pat Robertson- "Science and Religion don't mx!"

i--)

> | guess I'mlooking nore at this froma Judeo-Christian point of

Vi ew

> nore than a Greco-Roman one. | just |like the idea of soneone being
> rewarded with "power" by their devotion to their religion. Muybe
it's

> that "forged on the anvil of life" aspect that | |ike- you get

> rewar ded t hrough your stuggles to be a devout

> fol |l ower/servant/proponent/whatever. Sure, they can be born a
> favorite of a particular god as part of that god's plan, but it
seens

> a bit nuch for a sinple priest.

This is the way | see it
I have two fornms of Religion:- non-magical and nmegi cal

non-magi cal is a real Religion worshipping divine beings (the Pol).
this does not use nmagic and is based in WP. It uses various rituals
and divinely inspired abillities. | think this is what nore the way
you see a religion working - correct ne if I'm wong

Magi cal - is based on giving a powerfull spirit something, In return
he lets you use your own power in his name. He will provide you with
training, a brotherhood of fellow believers and some power from

wor ship. But the |east he has to do with it the better fromhis

point of view The spirit is not omiscient and if you do sothing
wong he'll find out about it, but, unless its sonething particularly
inmportant to himhe will not be looking all the tine. Eventually
peopl e realised that the nmagic was self powered and sone coul d be
taken fromthe religious context and used by anyone with the MA

The rewarding with power can be handl ed by the existing rules of the

game. Experience points. If the priest sticks to the norals of his
religion he gets an EP bonus. If be breaks themits a m nus
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> |f that ends up being the case, however (with considerable protest
on

nmy part ;)), where does the fanpbus DQ bal ancing factor come in? If
your god just decides to give you a bunch of spells because you
happen to be packing a D-cell divine battery instead of a oWy AAA-
cell, where do you put the limtations? That's where | was limting
their spells in favor of not having the Iimtations of a magic user
(cold iron, mana, FT loss, etc).

>
>
>
>
>
>
>
> | see a priest as asking for their god' s assistance, and their god
> fulfilling their request by acting *through* them not giving them
> the power to do it thenselves. Yes, the end result nay be the same
as

> spell casting (I guess), but it, godammt, it should work
differently

> t han magi c! Wo!

Lots of points here.

For a magical Religion | see it as spell casting in a gods name not
by divine favour

You pay EPs for the nagical abillities and, as this is magic, cold
iron disrupts and you pay FT

For a non-magical religion | entirely agree that things "should work
differently than nmagic! Wo!"

> W nmay have to agree to di ssagree on that

>

>

> Actually, we can't- the reason for this whole thing is so we can

> finally, come to a reasonable conclusion as to how this whole thing
>

should work. |'ve already cone to terns with giving up on sone of
ny
> jdeas in favor of others. And, as you may have noticed, I'm
ardently

> hanging on to others. 1ol

W can agree to di ssagree on the philosophy as | ong as we agree on
t he mechani cs

What i s your phil osophy?
Do you see the split into two forns of religion as being there?

This is getting rather nudled - shall we start another thread?

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Jun 2, 2003 2:25am
Subject: Re: Spells in Religion

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
> <davi d. barrass@...> wote:

> > Richard - why do you object to spells in religion?
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> Partly as a knee-jerk reaction against the D& C eric and partly
> because of the POL/consecrated ground thing. The D& Cderic is just

> too clunky and convenient. Too "ganey".

>

> > | have always assunmed that his was how magi cal religions worked
>

>

And you're right. | keep viewing the DQ priest in a Judeo-Christian

> |ight, but | think, fromreading between the lines, that this is
> where they were going. But, again, | really liked the way you
handl ed

> both sides in your Religion wite up.

> > This is fromhints: -

> >
> > The Coll ege of Black magics itself is clearly based on
Wtchecraft —

> > believed to incorporate el ements of Angl o-Saxon (and maybe a bit
of

> > Celtic) pagan cults This college also contains nmany features

> woul d

> > expect a religion to have (eg bl essings and curses).

>

> Keep in mnd, though, that this is clearly fromthe M ddl e Ages

> Christian point of view, so | can see PO./Christian religion being
> opposed to that. Also, forgive me if | get nmy "Ages" m xed up. No
> historian, |.

| also see it this way. | was using this as an exanple of a nagica

(dare | say Pagan) Religion as opposed to a non-magical PoL religion

> > Mbst of the magic users in |egend are described as Priest(esses)
> and

> > they seemto cast things that would be best nodelled as spells.
> >

> > Feel free to object to nmy sweeping statenents :--)

>

> | don't dissagree, but if that's the case, then just |et them be

> magi ¢ users who pray to a god and be done with it. Ch, wait... you
> kinda did that already, didn't you? |ol

I guess | did

\%

> Yes the nost powerful of the abilities should be Ritual based but

> > spells are defiantly in as far as | can see (and they add fun)

> >

> > | think basing Religious spells, rituals and talents on those

> al ready

> > existing is consistent with the designer's views (inpossible to
> tel

> > now), fun (the DQ spells are one of its great features) and

easi er

> > (any magic abilities can use existing spells much of the time or
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> use

> > these as a starting point for new ones).

>

> Consistent with their views? Yes, inpossible to tell. Fun? Sure!

> Easier? Yes, but nothing truely good is ever easy, is it? | just
> don't want a DQ Religion book to be the "Wite" version of Black
> Magic. It has to be nore, and better, than that. Yeah, | talk big-
SO

> what? : P

Part of the reason |'mtaking this line for non PoL magi cal Religions

is laziness | confess. The spells and rituals are there ready to be
used. | would interested in having a new system but the practical
probl ens are huge, inventing all thise new powers and abillities,
getting it to work and getting it in balance with the rest of the
gane gives ne the screanm ng heebee-geebies. | have been trying to
wite up the Graeco- Ronan Pantheon as a nagical non-PoL religion,
sone gods work fine others are proving troubl esone.

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Jun 2, 2003 2:28am
Subject: Re: Eric Goldberg on DQ religion

--- I'n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"
<denon_st ar2002@...> wote:
> From Fant asy Model i ng, 1980-

>

> "| had sone religious and magic itenms systens that | wanted to
> include".

>

> THAT' S I T! ARGH! !!

Ch if only...

There are sonme religious artefacts in the Unearthed Arcana - the
sword of Roland for one.

Davi d

From: Bruce Probst <bprobst@n...>
Date: Mon Jun 2, 2003 8:00am
Subject: Re: Re: Eric Goldberg on DQ religion

On Mon, 02 Jun 2003 08:28: 14 -0000, "dbarrass_2000" <david. barrass@. ..

wWr ot e:

>There are sone religious artefacts in the Unearthed Arcana - the
>sword of Rol and for one.

14/05/2004

Page 15 of 41



DragonQuestCathedral Archive Posts 31-60

a7

48

I do hope you nean "Arcane Wsdon' ... "Unearthed Arcana" was a lst ed.
book!
Bruce Probst bprobst@... |CQ 6563830

Canberra, Australia MSTie #72759 SCA #80160
"You're not nmy real father!"
ASL FAQ http://ww. users. bi gpond. net. au/ manti s/ ASLFAQ

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Jun 2, 2003 8:51am
Subject: Re: Eric Goldberg on DQ religion

--- I'n DragonQuest Cat hedr al @ahoogr oups. com Bruce Probst
<bprobst @. ..> wote:

> On Mon, 02 Jun 2003 08:28:14 -0000, "dbarrass_2000"
<davi d. barrass@. . . >

> wrote:

>

> >There are sonme religious artefacts in the Unearthed Arcana - the
> >sword of Rol and for one.

>

> | do hope you nean "Arcane W sdont ... "Unearthed Arcana" was a 1st
ed. AD&D

> book!

OOPS - yes | nmean Arcane Wsdom | often get confused between the
nanes of those two - | really have no idea why

davi d

From: Richard <demon_star2002@y...>
Date: Mon Jun 2, 2003 5:03pm
Subject: Re: Piety ala mode

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> All religions are real to their followers - To paraphrase
Owell "but

> sone are nore real than others”

I just meant a real world religion and a fabricated one, just to see
how t hey can be reproduced using your rules.

> | don't know about the code of Hanmurabi - please explain

> By this paragraph do you nmean one using nmagic and the other a
power s

> of Light?

The Code of Hanmmurabi was the Ten Commandnments way before the was a
Ten Commandments. In other words, a set of rules handed down froma
god to his followers.

14/05/2004
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This is the way | see it
I have two forms of Religion:- non-magical and magi cal

V V V V

non-magi cal is a real Religion worshipping divine beings (the Pol).

> this does not use nagic and is based in WP. It uses various
rituals

> and divinely inspired abillities. | think this is what nore the
way

> you see a religion working - correct me if I'mwong

You are correct, sir.

> Magical - is based on giving a powerfull spirit something, In
return

> he lets you use your own power in his nanme. He will provide you
w th

I just needed to process what you'd witten a little longer. It holds
up very well, to ny eyes. | think | would have cone around quicker if

there's been a nodel, an exanple, for me to see. But | think | got it

now.
>

> Lots of points here.

> For a magical Religion | see it as spell casting in a gods nane not
> by divine favour

> You pay EPs for the magical abillities and, as this is magic, cold
> jiron disrupts and you pay FT

>

> For a non-nmgical religion | entirely agree that things "should

wor k
> differently than magi c! Wo!"

Yup, I'"'mwith ya on both points now | just needed to kick it a few
times to see if anything fell off. So far, nothing's fallen off. :)

> We can agree to di ssagree on the philosophy as |ong as we agree on
> t he mechani cs

I"mpretty sure I"'min sync with your philosophy now. The nechanics,
however, are not ny forte- | can only Kkibbitz where that's concerned
> What is your phil osophy?

> Do you see the split into two fornms of religion as being there?

I think you m ght have thrown ne a bit with your Spirit Wrld rules

whi ch, by the way, kick ass. In two places you nmake a distinction
bet ween "gods" and the POL. This is a bit confusing to ne as |I'd
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viewed the POL as gods. | still do. |I'mnot sure what else they'd be
if they're not.

> This is getting rather mudled - shall we start another thread?

10-4, good buddy! | think we should just start dissecting the work
you' ve already done to see if anything needs tweaki ng or expandi ng.
What do you say?

Later,
R.

From: Richard <demon_star2002@y...>
Date: Mon Jun 2, 2003 5:17pm
Subject: Re: Spells in Religion

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> Part of the reason |'mtaking this line for non PoL megi cal
Rel i gi ons

> is laziness | confess. The spells and rituals are there ready to
be

> used. | would interested in having a new system but the practical
> problens are huge, inventing all thise new powers and abillities,

> getting it to work and getting it in balance with the rest of the
> gane gives nme the scream ng heebee-geebies. | have been trying to
> write up the Graeco- Roman Pant heon as a nmmgi cal non-PoL religion,

> sonme gods work fine others are proving troubl esone.

Yeah, you're right- | don't suppose there's any reason we should be
killing ourselves at this point comng up with new spells. Once the
structure is there, new ones'|| probably pop up to fill in the blanks
as needed.

First we need to just cone up with a rounded out religion. As | said
in nmy previous post, I'll try to post an outline, at |least, on the
Mthraismthing. Keep in mnd that this isn't based directly on the
real thing (npbst of it is), it's tailored to the fantasy setting |
plugged it in to.

Lat er,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Tue Jun 3, 2003 6:08am
Subject: David's Draft Rules

K here is ny latest version of the rules. I've posted it into the
files section of this news group. | differs a only a bit fromthe
previous rules. |'ve added sections about what a god gets out of
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this relationship and a section on the G aeco- Roman pant heon as an
exanpl e of how | see it working.

Tell me how it goes.

I"1'l start off the critisism

1) | don't like Ego conbat, there needs to be sone way to

interact "robustly" with spirits, but I'"'mnot sure this is the best
way to do it

2) The magical Diety's priests need nore nagic abillities, some have
|l ots some have hardly any (for sone, such as Ares, this is deliberate)
3) the PoL priest could do with sone nore powers relevant to a
canpain, he's great when an adept fires a spell at himas his MR is
potentially huge, but he can't do anything in return inmediatly ot her
than hit him- this may be fine 1'd |ike feed-back

4) It *needs* play testing. Some of the older bits have been tested,
but who knows what |'ve nissed or got wong 'cos | know what | nent
5) The Pantheon is not conplete | knowthis - | will get to themall
eventual | y.

6) My spelling is horrendous (sone of the spelling is UK vs US
spelling and not ny fault)

I've password protected it, not because |I'm nmean and don't want
anyone to change it, rather I'd prefer to keep track of any changes
that are needed nyself, so none get lost. If you want the word doc |
can post it too.

Finally thanks to Andrew South (where ever you are) for the Coll ege
of Fay Magics which |I've nicked whol esale (I've changed the fornmat,
not the text)

Davi d
From: dbarrass_2000 <david.barrass@e...>

Date: Tue Jun 3, 2003 6:10am
Subject: Re: Spells in Religion

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
> <david.barrass@...> wote:

>

> > Part of the reason I'mtaking this line for non PoL nagical
> Rel i gi ons

> > js |laziness | confess. The spells and rituals are there ready to
> be

> > used. | would interested in having a new system but the
practi cal

> > probl ens are huge, inventing all thise new powers and
abillities,

> > getting it to work and getting it in balance with the rest of the

> > game gives me the screamn ng heebee-geebies. | have been trying
to
> > wite up the Graeco-Ronman Pantheon as a nmgical non-PoL religion,
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> > some gods work fine others are proving troubl esone.

>

> Yeah, you're right- | don't suppose there's any reason we shoul d be
> killing ourselves at this point comng up with new spells. Once the
> structure is there, new ones'|| probably pop up to fill in the

bl anks

> as needed.
Agr eed

> First we need to just cone up with a rounded out religion. As |
sai d

> in ny previous post, I'll try to post an outline, at least, on the
> Mthraismthing. Keep in mind that this isn't based directly on the

> real thing (npbst of it is), it's tailored to the fantasy setting |
> plugged it in to.

>

Great, | think we have to accept that conproni ses have to be made in

order to make this an interesting and practical Rol e-playing system
in any GMs canpain

Davi d
From: dbarrass_2000 <david.barrass@e...>

Date: Tue Jun 3, 2003 6:14am
Subject: Re: Piety ala mode

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"

> <davi d. barrass@...> wote:

> > Al religions are real to their followers - To paraphrase

> Owell "but

> > sonme are nore real than others”

>

> 1] just neant a real world religion and a fabricated one, just to
see

> how they can be reproduced using your rules.
Ch | see, check out the files section

> | don't know about the code of Hammurabi - please explain

> By this paragraph do you mean one using magi c and the other a
power s

> of Light?

V V.V V VYV

The Code of Hammurabi was the Ten Commandnments way before the was a

> Ten Commandnents. In other words, a set of rules handed down from a

\%

god to his followers.
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>
>

> > This is the way | see it

> > | have two fornms of Religion:- non-nagical and nmgi cal

> >

> > non-magical is a real Religion worshipping divine beings (the
Pol) .

> > this does not use magic and is based in WP. It uses various

> rituals

> > and divinely inspired abillities. | think this is what nore the
> way

> > you see a religion working - correct ne if I'mwong

>

> You are correct, sir.

>

> > Magical - is based on giving a powerfull spirit sonmething, In

> return

> > he lets you use your own power in his nane. He will provide you
> wth

>

> | just needed to process what you'd witten a little longer. It
hol ds

> up very well, to ny eyes. | think | would have cone around qui cker

if
> there's been a nodel, an exanple, for me to see. But | think | got
it

> Now.

>

> >

> > Lots of points here.

> > For a magical Religion | see it as spell casting in a gods nane
not

> > by divine favour

> > You pay EPs for the mamgical abillities and, as this is nagic,
cold

> > jron disrupts and you pay FT

> >

> > For a non-magical religion | entirely agree that things "should
> wor k

> > differently than magi c! Wo!"

>
>

Yup, I'mwith ya on both points now | just needed to kick it a few

\%

times to see if anything fell off. So far, nothing's fallen off. :)

\%

> > We can agree to dissagree on the philosophy as |ong as we agree
on

> > the nechanics

>

> 1"mpretty sure I'min sync with your philosophy now The
mechani cs

> however, are not ny forte- | can only kibbitz where that's

concer ned

>

> > \What is your philosophy?

> > Do you see the split into two forms of religion as being there?
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>

> | think you might have thrown ne a bit with your Spirit World rules
> which, by the way, kick ass. In two places you make a distinction

> between "gods" and the POL. This is a bit confusing to me as |'d

> viewed the POL as gods. | still do. I'"'mnot sure what else they'd
be

> jf they're not.

Aw shucks
Yes | too see the PoL as Gods, | just needed a way to differentiate
themfromthe "other Gods" - a point that needs to be clarified in

the rul es thank you.
> This is getting rather nmudled - shall we start another thread?

10- 4, good buddy! | think we should just start dissecting the work

>
>
>
> you' ve already done to see if anything needs tweaking or expanding

\%

What do you say?
see new post
(damm - still haven't started a new thread)

Davi d

From: Richard <demon_star2002@y...>
Date: Sun Jun 8, 2003 3:01pm
Subject: Re: David's Draft Rules

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> 1) | don't like Ego conbat, there needs to be sonme way to
> interact "robustly" with spirits, but I"'mnot sure this is the best
> way to do it

Unfortunately this sort of thing is not ny forte, but | do Iike that
it's actually there. Too bad nobody el se seens to want to conmment on
any of this.

> 2) The magical Diety's priests need nore nmagic abillities, some
have

> |ots some have hardly any (for sonme, such as Ares, this is

del i ber at e)

Not exactly sure what you nmean by "abilities" here. Do you nean the
non-spell/ritual/talent side of it? In any case, you don't want to
give themtoo nuch power (not nore than mages, at least). What do you
see as the bal ancing out factor here?

> 3) the PoL priest could do with some nore powers relevant to a
> canpain, he's great when an adept fires a spell at himas his MRis
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> potentially huge, but he can't do anything in return inmediatly
ot her
> than hit him- this may be fine I'd |Iike feed-back

Again, I'mfor keeping their list of powers on the short side, as
they don't have Mana, etc. to deal with. | think just that fact that
they *can* strike back physically before they're able to do

so "magically" is a pretty good advantage. If a priest can attack
with a sword (for exanple) then attack with a "spell" makes them a
wor t hy opponent. On paper, anyway.

> 4) It *needs* play testing. Sone of the older bits have been
t ested,
> but who knows what |'ve nissed or got wong 'cos | know what | nent

I"lI'l cover some points here in a bit.

> 5) The Pantheon is not conplete | knowthis - | will get to them
al |
> eventual |l y.

Li kew se.

> 6) My spelling is horrendous (sone of the spelling is UK vs US
> spelling and not ny fault)

I can take care of sone of that. But not until we've worked out the
mechani cal bugs.

Ckay, |I'mgoing to comment of the version | printed out a couple of
weeks ago, since that's the one |'ve been looking at all this tine.
Just let me know if you've already taken care of that stuff.

94. BOUNDARY SPI RI TS

[94. 1]

"Skills

Language of all it's believers”
{need a clarification here}

"Some believe that this is how the Gods (but not the Powers of Light)
were created".

{1'd brought this up before- what is the difference between the two?
Way are the POL not considered Gods? How are you defining Gods here?}

[94.4] Greater Sentients
{1 understand what you're getting at (I'mgood with a-f), but you're
wording is little confusing.}

[94. 5]

{Any instance of "un-dead" should be changed to "undead" (no hyphen)
to maintain syntax with the rest of the book. Al so, does this
contradi ct Arcane Wsdoni89.4], specifically (G9) Spell of Sunmoning
Undead? Under the first paragraph of [89.] it states "...and binding
of the *same plane* as the Adept..." (enphasis mne)}
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"The un-dead are neither in or out of this world..."
{1 woul d suggest "The undead are neither of or apart fromthis
world..."}

[95. 1]
{relates to note on [94.5] above}

[95. 2]
{as [95.1]}

"Particularly strong fanmily communities that have been can trace
their origins..."
{woul d suggest striking "that have been"}

[95. 3]
{Wuld Iike to see sonmething a little nmore in-depth here, if possible}

[95. 4]
{Did you |l eave some information out here?}

[95. 5]

{Thi s should al so be expanded upon. Also, there's a problem
concerning the nature of Denons, the POD, and the PCOL (not yours, but
relating to this), that I'll exam ne in another post. stay tuned.}

In general, typos, etc. aside, you should try to stick to the DQ
syntax as best you can. For instance where you have "Ft" for
Fatigue, "FT" would be better. Also, | noticed you have a | ot of
strange notation throughout 97. ("3xWpvictint', for exanple).

This is just ne nit picking, but it goes to mmintaining that anal -
retentive quality to DQ that we all have cone to know and | ove. :)

No di srespect intended in any of this. Just trying to help where |
can.

Lat er,
R

From: Richard <demon_star2002@y...>
Date: Sun Jun 8, 2003 3:08pm
Subject: Re: Piety ala mode

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@. ..> wote:

>

> Yes | too see the PoL as Gods, | just needed a way to differentiate
> themfromthe "other Gods" - a point that needs to be clarified in
> the rules thank you.
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Qops. lgnore the question in ny |ast post. Heh heh

Later,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Jun 9, 2003 6:24am
Subject: Re: David's Draft Rules

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> 1) | don't like Ego conbat, there needs to be sonme way to

> interact "robustly” with spirits, but I'mnot sure this is the
best

> > way to do it

>

> Unfortunately this sort of thing is not nmy forte, but I do like

t hat

> it's actually there. Too bad nobody el se seens to want to conment
on

> any of this.

>
>
>
>
>

I couldn't agree nore

> 2) The magical Diety's priests need nore magic abillities, some
have

> | ots sonme have hardly any (for sone, such as Ares, this is

del i berate)

V V.V V VYV

Not exactly sure what you nmean by "abilities" here. Do you nmean the

> non-spell/ritual/talent side of it? In any case, you don't want to
> give themtoo nuch power (not nore than mages, at |east). Wat do
you

> see as the bal ancing out factor here?

I mean the tallents spels and Rituals. The cheif bal ancing factor
shoul d be the rol e-playing of the PC perhaps | should add a note to
this effect saying that a GM should heavilly punish priests who do
not live up to the religion's standards

> > 3) the PoL priest could do with sone nore powers relevant to a

> > canpain, he's great when an adept fires a spell at himas his M
is

> > potentially huge, but he can't do anything in return i mediatly
ot her

> than hit him- this may be fine I'd |ike feed-back

Again, |I'mfor keeping their list of powers on the short side, as
they don't have Mana, etc. to deal with. | think just that fact
hat

~“V V VvV VYV
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they *can* strike back physically before they're able to do

so "magically" is a pretty good advantage. If a priest can attack
with a sword (for exanple) then attack with a "spell" makes them a
wor t hy opponent. On paper, anyway.

V V V V

X, I"'mreleived to hear you say that - any other coments anyone?

> > 4) It *needs* play testing. Sone of the older bits have been

> tested,

> > but who knows what 1've m ssed or got wong 'cos | know what

nent

>

> 1"ll cover sone points here in a bit.

>

> > 5) The Pant heon is not conplete | knowthis - | will get to them
> all

> > eventual ly.

>

> Li kew se.

>

> > 6) My spelling is horrendous (sone of the spelling is UK vs US

> > spelling and not ny fault)

>

> | can take care of sone of that. But not until we've worked out the
> nechani cal bugs.

>

>

> Ckay, |'mgoing to conment of the version | printed out a couple of
> weeks ago, since that's the one |'ve been looking at all this tinme.

Just let ne know if you' ve already taken care of that stuff.

>
>
>
> 94. BOUNDARY SPIRI TS
> [94.1]

> "Skills

> Language of all it's believers"

> {need a clarification here}

Changed to: -

They understand the spoken | anguage of all their believers. They are
not equi pped to talk, but may comunicate telepathically if someone
el se opens up a channel to them

> "Sone believe that this is how the Gods (but not the Powers of
Li ght)

> were created".

> {1'd brought this up before- what is the difference between the
two?

> Way are the POL not considered Gods? How are you defining Gods
her e?}

| suppose that | feel a God is what is worshipped as a god. Yes
know that's woolly, but its the only deffinition | can come up with
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that's entirly consistant with anyone's world, and does inply a |l arge
amount of power from worship

Changed to: -

Sone believe that this is how the Gods (but not the Powers of Light)
were created. The Powers of Light are non-magical, very powerfu
spirits that are worshi pped by sone societies as CGods

> [94.4] Greater Sentients

> {I understand what you're getting at (I'mgood with a-f), but
you're

> wording is little confusing.}

XK Try

In these states the entity's spirit exists on the boundary between
the physical and the spirit world. This is rather |ike a shadow
falling on to a thin sheet, the shadow can be seen from both sides of

the sheet. Their spirits therefore exist in and are accessible from
both the physical and spirit worlds

> [94. 5]

> {Any instance of "un-dead" should be changed to "undead" (no
hyphen)

> to maintain syntax with the rest of the book

Changed in all of the docunent

> Al so, does this
> contradi ct Arcane W sdon{89.4], specifically (G9) Spell of

Sunmoni ng

> Undead? Under the first paragraph of [89.] it states "...and
bi ndi ng

> of the *sanme plane* as the Adept..." (enphasis mne)}

> "The un-dead are neither in or out of this world..."
> {I woul d suggest "The undead are neither of or apart fromthis
> world..."}

Revi sed wordi ng accepted. The section you quoted kind of answers
your first question, they are a part of this plane as well as the
spirit plane. 1've changed the intro section of Boundary spirts to
hopefull clear this up to :-

The boundary between the worl ds pervades all objects except cold
iron. The spirits of the boundary exist on the boundary of the
physical world and the spirit plane and are a part of, and accessible

fromboth sides, without being wholly part of either. Therefore
Spells Rituals and Talents can treat these spirits as nenbers of the
comunity naturally found on both pl anes.

> [95.1]
> {relates to note on [94.5] above}
>
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> [95. 2]

> {as [95.1]}

>

> "Particularly strong famly conmunities that have been can trace
> their origins..."

> {woul d suggest striking "that have been"}

Changed this section totally. | realise they should be boundary
spirits, and |'ve tightened the rules for these.

Try this:-

[94.7] Spirits of the Ancestors

Particularly strong fam |y comunities can have strong ancestor
spirits. These can aid, guide and puni sh nenbers of their community
and conbat other ancestor spirits. They are simlar to the Spirits
of abstract ideas ([94.1]), except:-

They are intelligent as they were when alive and may retain up to MA
spells and WP skill ranks at or below the | evels they had when alive
Their points and characteristics are generated at the rate of 1 per
20 believing descendents over the space of 10 years.

They do not need a spirit hone while their descendents revere their
remains (either nortal or itens strongly associated with then) and do

not nove their hones nore than 50 miles per generation. Nonmadic
conmuni ties may not nove the centre of their home range by nore than
50 miles in a generation

I've also tightend up the Geni rules, one bit of which |I've al ready
posted. The're quite long so I'Il wait until draft 0.1 unless you
want them now.

> [95. 3]

> {Wuld like to see sonething a little nore in-depth here, if
possi bl e}

>

> [ 95. 4]

> {Did you | eave sone information out here?}

>

> [95. 5]

> {This should al so be expanded upon. Also, there's a problem

> concerning the nature of Denons, the POD, and the POL (not yours,
but

> relating to this), that I'll exam ne in another post. stay tuned.}

This was deliberatly left vaque. Partly I did not want to dictate
how a GM shoul d i npl ement planes, but mainly it was | azyness
Designing a "Plane System was too rmuch work, with little in the way
of clues in the DQ books. | could have just ripped of the Manual of

Pl anes, but when it comes right down to it | did not need it in ny
canpain half as nmuch as | wanted Religion and | suspect nobst canpains

are the sanme. Being a Celtic Canpain | did need Fairy, so wote sone
rules for that.

I'"d love to hear your ideas on the POL/POD - you seemfar nore
know edgeabl e on this than ne.
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> I n general, typos, etc. aside, you should try to stick to the DQ
> syntax as best you can. For instance where you have "Ft" for

> Fatigue, "FT" would be better. Also, | noticed you have a | ot of
> strange notation throughout 97. ("3xWpvictin, for exanple).

Ft and strange subscripts gone - replaced by FT and nore text

expl ai ning what | nment (the 3xWPvictimnmeans 3 x the WP of the

victim

> This is just me nit picking, but it goes to maintaining that anal -
> retentive quality to DQ that we all have come to know and | ove. :)
>

> No disrespect intended in any of this. Just trying to help where |
> can.

None taken
I't just good to have sone feed back
Thanks

Davi d

From: Richard <demon_star2002@y...>
Date: Thu Jun 12, 2003 1:35pm
Subject: The Light and Darkness War I

Ckay, |I'mjust gonna do this as a stream of consci enceness ki nda
thing. Forgive ne if it goes astray. ;)

PONERS OF LI GHT:

We can assune that in a fantasy setting nost people are aligned wth,
but not necessarily *allied* with, the POL. In other words Joe Farner
(who is preoccupied with farm ng, but otherwi se a decent fellow) is
aligned with the POL, while Joe Priest (who is preoccupied with his
religion and is |likewi se a decent fellow) is allied with the PQOL.

Both worship their god/s to a | esser or greater extent, respectively.

As we know, the POL are *effectively* (this point must be stressed)
opposed to nagi c because it is assuned that they are non-magical in
nature. W can extrapolate fromthis that the actual presence of a god
woul d be devastating to magic and nana flow and that a priest would,
at the |least, be very problematic to the average nage.

PONERS OF DARKNESS:

We can assume that only Creatures of Darkness and Bl ack Magicians are
allied with the POD, while "evil" people and races (i.e. Ocs), and
Greater Sumoners are aligned with the POD. It's in the relationship
bet ween Bl ack Magicians and their masters that things start to get
sti cky.
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Wiy are the Powers of Darkness able to control mana, while the Powers
of Light are not? Are they a conpletely different set of beings? In
other words (the Barras Religion stuff aside) is Odin of the POL while
Loki is of the PQD?

DEMONS

Bei ngs of the 7th Plane are summonabl e by G eater Sunmoners (duh) and
so are creatures that can alter nana flow (as is al so evidenced by
their use of magic. Again, duh.) Even though it is never stated that
they are of the Powers of Darkness, we can nake the assunption that
they are since the famliars gifted to Black Magicians are, in fact,
Devils (I'mthinking this should have been Inps instead) and while,
again, not explicitly stated, both Inps and Devils are assuned to be
of the 7th Pl ane.

It is stated explicitly that Succubi (and it follows, Incubi) are of
the 7th Plane. No question there.

I say that Black Magicians are allied with the POD while G eater
Summoners are nearly aligned with them since a BM nakes a pact with
them while a GS forces themto do his bidding. People of questionable
character, yes, but not necessarily evil.

| realize this is probably all getting a little nuddle. Bear with ne.

The Col | ege of Greater Sunmoning is based very closely on The
Lenmegeton (aka The Lesser Key of Solonmpbn). King Solonon, it is
witten, summoned (I think) a denmon or a bunch of denbns and seal ed
themup in bottles (sone kind of container, at any rate). He al so,
bel i eve, sumopned Angels to his aid.

It is a conbination of this, Kaballistic riuals, and sone stuff Mbses
pulled off in the Biblical Apocrypha (and probably sone other stuff)
that nost people get their idea of "Magic"

According to the Kaballa, everything is an aspect of

YHVH Yahweh/ Jehova/ God. Through prayer (or whatever you want to call
it) a practitioner of the Kaballa can effect changes utilizing the
power of God. Keep in mind that Man is the creation of God, and so is
an aspect, a fragnment, of God

In The Lemeget on denpns are nothing nore or |ess than angels fallen
fromthe grace of God. Fallen Angel s=Denons.

In DragonQuest terns we get this:

CGod (the Creator), Angel s=Powers of Light. Opposed to negic.

Denons (Fall en Angels), Devils, Inps, Succubi & Incubi=Powers of
Darkness. Magic is a-ok with them W can draw fromthis that the POD

in toto come exclusively fromthe seventh plane. Is the 7th Plane
then, Hell?

Ckay, | lost ny point sonewhere in there, but you can draw your
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concl usi ons, agree and di sagree, and tell me why. That aside, while
witing this, sonething else occured to ne. Read on.

Pagan tenples do not effect mana. Unfortunately "pagan" went undefined
in the DQ book, but we can assunme that these tenples are dedicated to
pagan gods. This, of course doesn't nean that "pagan gods" are rel ated
in any way with the POD.

I mght suggest that the "Geater Powers" nentioned in the Astrol oger
skill are, in fact, pagan or "mmgical" gods. Waddaya think o' that?
Hn? Eh?

Ckay, that's it fromnme for now ny ass hurts.

Later, R
(and who, who ,who wote the Book of Toth?)

From: Richard <demon_star2002@y...>
Date: Thu Jun 12, 2003 3:16pm
Subject: Re: David's Draft Rules

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:
> > give themtoo nuch power (not nore than mages, at least). Wat do

you
> see as the balancing out factor here?

I mean the tallents spels and Rituals. The cheif bal ancing factor

>
>
>
>
> shoul d be the role-playing of the PC perhaps | should add a note to

\%

this effect saying that a GM should heavilly punish priests who do
not live up to the religion's standards

\%

Do you nmean the GM shoul d have the priests god punish the priest or
do you nean suggest that the GM punish the player (I assume through
exp) ?

> 94. BOUNDARY SPIRI TS

> [94. 1]

> "Skills

> Language of all it's believers”
> {need a clarification here}

Changed to: -

They understand the spoken | anguage of all their believers. They
are

> not equipped to talk, but may comunicate telepathically if soneone

V VVVVYVYVYV

> el se opens up a channel to them

How do you feel about opening that up to other forms of
conmuni cation? Like in the formof signs, visions, etc. That sort of
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thing is sonething 1'd always felt was missing fromfantasy rpgs

| suppose that | feel a God is what is worshi pped as a god. Yes
know that's woolly, but its the only deffinition | can conme up with

> > "Sone believe that this is how the Gods (but not the Powers of
> Light)

> > were created".

> > {1'd brought this up before- what is the difference between the
> two?

> > Wy are the POL not considered Gods? How are you defining Gods
> here?}

>

>

>

> that's entirly consistant with anyone's world, and does inply a
| ar ge

> ampunt of power from worship

>

> Changed to: -

> Sone believe that this is how the Gods (but not the Powers of

Li ght)

> were created. The Powers of Light are non-magical, very powerful
> spirits that are worshi pped by sone societies as CGods

I think the reader would be better served if you were to clarify by
sayi ng what Gods *are* instead of what they *are not*. Since the PQOL
have nothing to do with this section, no need to nention them here.

To wit:
"Sonme believe that this is how the Magical (or Pagan or Pol ytheistic)

CGods were created."

> > [94.4] Greater Sentients

> > {| understand what you're getting at (I'mgood with a-f), but

> you're

> > wording is little confusing.}

>

> K Try

> |n these states the entity's spirit exists on the boundary between
> the physical and the spirit world. This is rather |ike a shadow

> falling on to a thin sheet, the shadow can be seen from both sides
of

> the sheet. Their spirits therefore exist in and are accessible
from

> both the physical and spirit worlds

Wul d that preceed or follow the table? Al so, you made your point
nicely without the "shadow' anal ogy. Again, for clarity's sake, you
m ght want to | eave that bit out.

> > Also, does this

> > contradi ct Arcane Wsdoni89.4], specifically (G9) Spell of
> Surmoni ng

> > Undead? Under the first paragraph of [89.] it states "...and
> bi ndi ng
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> of the *same plane* as the Adept..." (enphasis mne)}

> "The un-dead are neither in or out of this world..."

> {1 would suggest "The undead are neither of or apart fromthis
> world..."}

Revi sed wordi ng accepted. The section you quoted kind of answers
your first question, they are a part of this plane as well as the
spirit plane. 1've changed the intro section of Boundary spirts to
hopefull clear this up to :-

The boundary between the worlds pervades all objects except cold
iron. The spirits of the boundary exist on the boundary of the
physical world and the spirit plane and are a part of, and
accessi bl e

> from both sides, without being wholly part of either. Therefore
> Spells Rituals and Talents can treat these spirits as nenbers of
t he

> comunity naturally found on both pl anes.

VVVVVVYVVYVVVYVYVYV

This actually brings up sonme thoughts on the undead that |'Il address
i n anot her post.

> [94.7] Spirits of the Ancestors

> Particularly strong famly comunities can have strong ancestor

> spirits. These can aid, guide and punish nenbers of their
conmuni ty

> and conbat ot her ancestor spirits. They are simlar to the Spirits
> of abstract ideas ([94.1]), except:-

> They are intelligent as they were when alive and may retain up to
VA

> spells and WP skill ranks at or below the | evels they had when
alive

Watch that syntax, ny good man! Wiile the fol ks on the DQ groups
m ght know what you nean, not everyone will. 1've got a friend who
I"'mteaching to play the gane and that last bit there m ght |eave her

scratching her head. Actually, I'mnot really sure what "W skil
ranks" means, nyself.

> Their points and characteristics are generated at the rate of 1 per
> 20 believing descendents over the space of 10 years.

I had sonething like this in nmy old Priest skill wite up and
strongly recconmend it's inclusion in the Religion rules. Mire on this

i n anot her post.
> They do not need a spirit hone while their descendents revere their
> remains (either nortal or items strongly associated with then) and

do
> not nove their hones nore than 50 miles per generation. Nomadic
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> comunities may not nove the centre of their hone range by nore
t han
> 50 nmles in a generation.

The Devil's Advocate must ask- is an ancestor spirit considered
undead? And if not, why not? Could they not be considered a
revenant ?

> |'ve also tightend up the Geni rules, one bit of which |I've already

> posted. The're quite long so I'Il wait until draft 0.1 unless you
> want them now.

Baby step, ny friend, baby steps. |ol

This was deliberatly left vaque. Partly |I did not want to dictate
how a GM shoul d inplement planes, but mainly it was |azyness.
Designing a "Plane Systeni was too much work, with little in the
way

> of clues in the DQ books.

V V. V V

I'd be willing to work on this with you, at no extra charge.

I could have just ripped of the Manual of
> Pl anes,

Good thing you didn't! | honestly think that any inclusion of planes,

di nensions and the |ike should be |eft vague at best. A lot of what
makes a good fantasy story (to nme, anyway) is a sense of nystery and
wonder (corny but true!). As nmuch as | |ike Tol kien, he just went and

took a big poop on all that with LOTR | actually prefer the
term "l and" or sonething along those |ines when descri bing pl anes,
etc. "Land of Faerie", for instance, has a nice ring to it.

>

>1'"d love to hear your ideas on the POL/POD - you seem far nore
> know edgeabl e on this than ne.

Shoul d be the post right before this one. As far as ny being nore
know edgeable... | just happen to have sone good resources handy.

More | ater,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Fri Jun 13, 2003 2:43am
Subject: Re: David's Draft Rules

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
> <davi d. barrass@...> wote:
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> > > give themtoo nuch power (not nore than mages, at |east). Wat

do

> > you

> > > see as the bal ancing out factor here?

> >

> > | nmean the tallents spels and Rituals. The cheif bal anci ng
factor

> > should be the role-playing of the PC perhaps | should add a note
to

> > this effect saying that a GM should heavilly punish priests who
do

> > not live up to the religion's standards

>
> Do you nean the GM shoul d have the priests god punish the priest or

> do you nean suggest that the GM punish the player (I assune through
> exp)?
Why not both? Try: -

[101.2] Priests nust at all tinmes be acting in accordance with the
principles of the Religion

Priests who fail to live up to he high standards of a religion or
break its rules will be heavily punished. The punishnents (in order
of severity) will include, but is not limted to:-

Reduced EXP awards by the GM

Loss of status within the religious organisation

Prevented from advancing i n ranks

Loss of ranks in religious abilities

Loss of all ranks of religious abilities

Loss of all ranks of religious abilities and initiate status

Curses fromthe Religious organisation and/or the deity

Sone of these can be restored by the performance of an act of penance

or heroic act that is commrensurate with the original offence

94. BOUNDARY SPIRITS

[94.1]

"Skills

Language of all it's believers”
{need a clarification here}

V V.V V V

Changed to: -

They understand the spoken | anguage of all their believers. They
> are

> > not equipped to talk, but may communicate telepathically if
someone

> > el se opens up a channel to them

>

> How do you feel about opening that up to other forms of

> comuni cation? Like in the formof signs, visions, etc. That sort
of

>thing is sonething I'd always felt was missing fromfantasy rpgs.

V VVVVVYVYV
VVVVVYVYVYV

Yes that's a good idea
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> > > "Sone believe that this is how the Gods (but not the Powers of
> > Light)

> > > were created".

> > > {I"'d brought this up before- what is the difference between the
> > two?

> > > Wiy are the POL not considered Gods? How are you defini ng Gods
> > here?}

> >

> > | suppose that | feel a God is what is worshi pped as a god. Yes
|

> > know that's woolly, but its the only deffinition | can come up
w th

> > that's entirly consistant with anyone's world, and does inply a
> | arge

> > anpunt of power from worship

> >

> > Changed to: -

> > Sone believe that this is how the Gods (but not the Powers of

> Light)

> > were created. The Powers of Light are non-magical, very powerfu
> > spirits that are worshi pped by some societies as Gods

>

>

> | think the reader would be better served if you were to clarify by

> sayi ng what Gods *are* instead of what they *are not*. Since the
PCL

> have nothing to do with this section, no need to nmention them here.
>

> To wit:

> "Sone believe that this is how the Magical (or Pagan or

Pol yt hei sti ¢)

> Gods were created."

Change accepted

> > > [94.4] Geater Sentients

> > > {| understand what you're getting at (I'mgood with a-f), but
> > you're

>>>wrding is little confusing.}

> >

>> K Try

> > |n these states the entity's spirit exists on the boundary

bet ween

> > the physical and the spirit world. This is rather |Iike a shadow
> > falling on to a thin sheet, the shadow can be seen from both

si des

> of

> > the sheet. Their spirits therefore exist in and are accessible

> from

> > both the physical and spirit worlds

>

> Wul d that preceed or follow the table? Al so, you made your point

> nicely without the "shadow' anal ogy. Again, for clarity's sake, you
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> might want to | eave that bit out.

It follows the table
Gk I'lIl renobve the shaddow bit

VVVVVVVVYVVYVYVYV
VVVVVVVVVVYVYVYV

> Al so, does this
> contradi ct Arcane W sdon{89.4], specifically (G9) Spell of

Sunmoni ng

> Undead? Under the first paragraph of [89.] it states "...and
bi ndi ng

> of the *sanme plane* as the Adept..." (enphasis mne)}

> "The un-dead are neither in or out of this world..."
> {|I woul d suggest "The undead are neither of or apart fromthis
> world..."}

Revi sed wordi ng accepted. The section you quoted kind of answers
your first question, they are a part of this plane as well as the

> > spirit plane. |'ve changed the intro section of Boundary spirts
to

> > hopefull clear this up to :-

> >

> > The boundary between the worlds pervades all objects except cold
> > jron. The spirits of the boundary exi st on the boundary of the
> > physical world and the spirit plane and are a part of, and

> accessible

> > fromboth sides, wthout being wholly part of either. Therefore
> > Spells Rituals and Talents can treat these spirits as menbers of
> t he

> > community naturally found on both planes.

>

> This actually brings up sone thoughts on the undead that 1|

addr ess

> in anot her post.

>

> > [94.7] Spirits of the Ancestors

> > Particularly strong fam|ly comunities can have strong ancestor
> > spirits. These can aid, guide and punish nenbers of their

> comunity

> > and conbat other ancestor spirits. They are sinmilar to the
Spirits

> > of abstract ideas ([94.1]), except:-

> > They are intelligent as they were when alive and may retain up to
> MA

> > spells and WP skill ranks at or below the |evels they had when
> alive.

>

> Watch that syntax, my good man! While the fol ks on the DQ groups
> m ght know what you nmean, not everyone will. I've got a friend who
> |"mteaching to play the gane and that last bit there m ght |eave
her

> scratching her head. Actually, I'mnot really sure what "W, skil

> ranks" nmeans, nyself.
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err - yes what DID | nean?

XK try

They are intelligent as they were when alive and nay retain a nunber
of spells up to their current MA. They may only have a total nunber
of ranks in all of their skills equivalent to their current WP. They
may not inprove skill or spell ranks.

> > Their points and characteristics are generated at the rate of 1

per
> > 20 believing descendents over the space of 10 years.

>

> | had sonmething like this in nmy old Priest skill wite up and

> strongly recconmend it's inclusion in the Religion rules. Mre on
this

> in anot her post.

I've been debating with nyself the need for a Pagan priest skill and
tying it into the magical abilities, and I"'mcurrently on the side of

havi ng one

> > They do not need a spirit hone while their descendents revere
their

> > remains (either nortal or itens strongly associated with them
and

> do

> > not nove their hones nore than 50 niles per generation. Nomadic
> > communities may not nove the centre of their home range by nore
> t han

> > 50 mles in a generation

>

>

>

>

The Devil's Advocate nust ask- is an ancestor spirit considered
undead? And if not, why not? Could they not be considered a
revenant ?

I feel it should be separate. It is powered by the beleif and
reverence of believers as a spirit, not like an undead. It is
therefore far nore influenced by what people believe of it than an
undead.

> > ]'ve also tightend up the Geni rules, one bit of which |I've
al r eady

> > posted. The're quite long so I'll wait until draft 0.1 unless
you

> > want them now.

>

> Baby step, ny friend, baby steps. lo

>

> >

> > This was deliberatly left vaque. Partly | did not want to
dictate

> > how a GM shoul d i npl enent planes, but mainly it was | azyness
> > Designing a "Plane Systenl was too nuch work, with little in the
>\Nay

> > of clues in the DQ books.

14/05/2004



DragonQuestCathedral Archive Posts 31-60

59

>
>1'd be willing to work on this with you, at no extra charge

K - but one thing at a tine

> | could have just ripped of the Manual of
> > Pl anes,
>

\%

Good thing you didn't! | honestly think that any inclusion of
pl anes,
> di nmensions and the like should be left vague at best. A |lot of what

> makes a good fantasy story (to me, anyway) is a sense of nystery
and

> wonder (corny but true!). As much as | |ike Tol kien, he just went
and

> took a big poop on all that with LOTR | actually prefer the

> term"land" or sonething along those |ines when describing pl anes,
> etc. "Land of Faerie", for instance, has a nice ring to it.

Yes |'ve noticed that | started out | called them Wrlds - Physical
Spirit Wrld etc. Wien |'ve conme back to it |'ve started to use

plains. | think I'Il nmove away from pl anes

> > |"'d love to hear your ideas on the POL/POD - you seemfar nore
> > knowl edgeabl e on this than ne.

>

> Shoul d be the post right before this one. As far as my being nore
> know edgeable... | just happen to have sone good resources handy.
Its not what you know its what books you have :--)

Davi d

From: Richard <demon_star2002@y...>
Date: Fri Jun 13, 2003 3:06pm
Subject: Re: The Light and Darkness War |l

--- I n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"”
<denon_st ar2002@...> wote:

> | mght suggest that the "G eater Powers" nentioned in the

Ast r ol oger

> skill are, in fact, pagan or "magical" gods. Waddaya think o' that?
> Hn? Eh?

This is utter shit and you are clearly an idiot. If you'd have
actually read the book, you would know that they are speaking of
celestial bodies and nothing nore, you retard.

>

> Ckay, that's it fromnme for now ny ass hurts.

My ass would hurt, too, if that's where *ny* brains were.
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Later,

60 From: John Rauchert <john.rauchert@s...>
Date: Fri Jun 13, 2003 3:16pm
Subject: RE: Re: The Light and Darkness War I

Hey Richard,

We are trying to run a family friendly "satanic" roleplaying game forum here.

If this public self abuse continues we may have to take stiffer action.

JohnR.

From: Richard [mailto:demon_star2002@yahoo.com]

Sent: Friday, June 13, 2003 3:06 PM

To: DragonQuestCathedral@yahoogroups.com

Subject: [DragonQuestCathedral] Re: The Light and Darkness War 11

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
wr ot e:

> | mght suggest that the "Greater Powers" nentioned in the

Ast r ol oger

> skill are, in fact, pagan or "magical" gods. Waddaya think o' that?
> Hn? Eh?

This is utter shit and you are clearly an idiot. If you'd have
actually read the book, you would know that they are speaki ng of
celestial bodies and nothing nore, you retard.

>

> (kay, that's it fromnme for now ny ass hurts.

My ass would hurt, too, if that's where *ny* brains were.
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From: Richard <demon_star2002@y...>
Date: Fri Jun 13, 2003 3:41pm
Subject: Re: David's Draft Rules

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"

<davi d. barrass@...> wote:

> > Do you nean the GM shoul d have the priests god punish the priest
or

> > do you nean suggest that the GM punish the player (I assume

t hr ough

> > exp)?

>

> Why not bot h?

Here's why not -

1) If I read the phrase "heavily punished", | would rather pass on
being a Priest in favor of being a Mage. You set up a bit of an
adversarial postion between GM and pl ayer here, one where the player
is constantly having to worry about fucking up and incuring the wath

of the GM god.
2) I't would throw of f the bal ance (yet to be determi ned), between the

powers available to the Priest and the relative ease with which they
gain those powers.

3) Kind of a hollow threat depending on how difficult it would be to
stay within the doctrines of the church. Renenber that the player
woul d be accepting the role with full know edge of what was expected
of him If he had a problemw th that, then why play that Priest?

>

> [101.2] Priests nmust at all tines be acting in accordance with the
> principles of the Religion

> Priests who fail to live up to he high standards of a religion or
> preak its rules will be heavily punished. The punishments (in

or der

> of severity) will include, but is not limted to:-

> Reduced EXP awards by the GV

> Loss of status within the religious organisation

> Prevented from advanci ng in ranks

> Loss of ranks in religious abilities

> Loss of all ranks of religious abilities

> Loss of all ranks of religious abilities and initiate status
> Curses fromthe Religious organisation and/or the deity

> Sone of these can be restored by the performance of an act of
penance

> or heroic act that is conmensurate with the original offence
>

> > scratching her head. Actually, I'"'mnot really sure what "W skill
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> ranks" neans, nyself.

>
>
> err - yes what DID | nean?
>
>

X try

They are intelligent as they were when alive and may retain a
numnber
> of spells up to their current MA. They may only have a total
numnber
> of ranks in all of their skills equivalent to their current WP
They
> may not inprove skill or spell ranks.

Wrks for ne. :)

> |'ve been debating with nyself the need for a Pagan priest skill
and

> tying it into the nagical abilities, and |'mcurrently on the side
of

> havi ng one

Li kewise. My thinking is that the Priest skill should cover

the "clerical" (as in clerk) aspect of priesthood. Any priesthood,
whet her it be Pagan or Divine. That rem nds me of a fave Sinpsons
quote Rev. Lovejoy: "...be he Christian, Jew, or mscellaneous." To
whi ch Apu responds (to the "misc." bit): "There are over 80 MIlion
of us, you know. " It is to laugh. If you haven't already done it, go
read the Priest skill | posted in this group (it's one of the first
ones) and take a close look at the "gathering followers" stuff. It's
crude, but it addresses an inportant part of religion

> ] feel it should be separate. It is powered by the beleif and

> reverence of believers as a spirit, not like an undead. It is

> therefore far nore influenced by what people believe of it than an
> undead.

Understood. If you haven't included this in your wite up, |I'd

recommend it. If it's a point that got past me, it can get past
others as well.

> > etc. "Land of Faerie", for instance, has a nice ring to it.

>
> Yes |'ve noticed that | started out | called them Wrlds -

Physi cal ,

> Spirit World etc. Wien |'ve cone back to it |I've started to use
> plains. | think I'll nobve away from pl anes

You might want to mx it up. "Spirit World" works well, "Faerie

Wirl d" on the other hand... (maybe that just sounds off to Anericans
I ol)

Ckay, |ooks like were getting sone work done here! Wo!
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63

Later,

From: Richard <demon_star2002@y...>
Date: Fri Jun 13, 2003 4:50pm
Subject: Notice to list members

Make note of the changes in the group description at the top of the
page. | hadn't taken into consideration that Barras m ght not want
his work bandi ed about, so you'll need to ask permission to sw pe his

stuff fromhim

Just seened |ike a good idea.

Later,
R

From: Richard <demon_star2002@y...>
Date: Fri Jun 13, 2003 5:08pm
Subject: Re: The Light and Darkness War I

Hey, I'ma Penitente- self-flagellation is a big part of ny life. ;P

Lat er,
R

--- I n DragonQuest Cat hedr al @ahoogroups. com John Rauchert
<john.rauchert@...> wote:

> Hey Richard,

>

>

>

> W are trying to run a famly friendly "satanic" rol eplaying gane
forum

> here.

>

>

>

> |f this public self abuse continues we nay have to take stiffer
action.

JohnR.

V VVVVVYVYVYVYVYV
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> oo Original Message-----

From Richard [nailto:denon_star2002@. .. ]

Sent: Friday, June 13, 2003 3:06 PM

To: DragonQuest Cat hedr al @ahoogr oups. com

Subj ect: [DragonQuestCathedral] Re: The Light and Darkness War 1|

--- I n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"
<denon_st ar2002@...> wote:

> | mght suggest that the "G eater Powers" nentioned in the
Ast r ol oger

> skill are, in fact, pagan or "magical" gods. Waddaya think o
hat ?

> Hn? Eh?

This is utter shit and you are clearly an idiot. If you'd have
actually read the book, you would know that they are speaki ng of
cel estial bodies and nothing nore, you retard.

>

> Ckay, that's it fromne for now ny ass hurts.

My ass would hurt, too, if that's where *ny* brains were.

Lat er,

VVVVVVVVVVVVVVV™TVVVVVVVVYVYVYVYVYV

From: dbarrass_2000 <david.barrass@e...>
Date: Tue Jun 17, 2003 1:36am
Subject: Re: The Light and Darkness War |l

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denmon_st ar2002@...> wote:

> | mght suggest that the "Greater Powers" nentioned in the
Ast r ol oger

> skill are, in fact, pagan or "magical" gods. Waddaya think o
hat ?

> Hn? Eh?

This is utter shit and you are clearly an idiot. If you' d have
actually read the book, you would know that they are speaking of
celestial bodies and nothing nore, you retard.

>

> (kay, that's it fromne for now ny ass hurts.

VVVVVVYVVYV™TVVYVYVYVYV

My ass would hurt, too, if that's where *ny* brains were.

Don't be so hard on yourself, certainly the Romans identified their
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gods with celestial bodies; Mars, Venus, Mercury etc. | thought the
rest of it made a | ot of sense too.

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Tue Jun 17, 2003 4:12am
Subject: Re: David's Draft Rules

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"

<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
> <david.barrass@...> wote:

> > > Do you nean the GM shoul d have the priests god punish the

pri est

> or

> > > do you nean suggest that the GM punish the player (I assune
> t hrough

> > > exp)?

> >

> > Wy not bot h?

>

> Here's why not -

>

> 1) If | read the phrase "heavily punished", | would rather pass on
> being a Priest in favor of being a Mage. You set up a bit of an

> adversarial postion between GM and player here, one where the
pl ayer

> js constantly having to worry about fucking up and incuring the
wrat h

> of the GV god.

>

> 2) It would throw off the balance (yet to be determ ned), between
t he

> powers available to the Priest and the relative ease with which
t hey

> gai n those powers.

I envision several advantages to being a priest
1) gaining spells with a | ower MA
2) one cheap skill appropriate to the worship of the God

3) Ease of training in abillities, any tenple can train priests to
sone degree with little payment
4) Social acceptabillity. Many socities will regard nages with

suspicion but will accept certain priests

> 3) Kind of a hollow threat depending on how difficult it would be
to

> stay within the doctrines of the church. Remenber that the player
> woul d be accepting the role with full know edge of what was
expect ed

> of him If he had a problemw th that, then why play that Priest?
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| agree, ifl were GMng | take the line that if someone refuses to
Rol e-play then the ultimate | oser is the player. But | feel the
sanctions should be there so the player knows what coul d happen

> Try: -

> >

> > [101.2] Priests nust at all times be acting in accordance with

t he

> > principles of the Religion

> > Priests who fail to live up to he high standards of a religion or

> > break its rules will be heavily puni shed. The punishnents (in
> order

> > of severity) will include, but is not limted to:-

> > Reduced EXP awards by the GM

> > Loss of status within the religious organisation

> > Prevented from advancing in ranks

> > Loss of ranks in religious abilities

> > Loss of all ranks of religious abilities

> > Loss of all ranks of religious abilities and initiate status
> > Curses fromthe Religious organisation and/or the deity

> > Some of these can be restored by the performance of an act of
> penance

> > or heroic act that is comensurate with the original offence
> >

sni p

>

> > |'ve been debating with nyself the need for a Pagan priest skil
> and

> > tying it into the magical abilities, and I'mcurrently on the
si de

> of

> > havi ng one

>

> Likewise. My thinking is that the Priest skill should cover

> the "clerical" (as in clerk) aspect of priesthood. Any priesthood,
> whether it be Pagan or Divine. That rem nds ne of a fave Sinpsons

> quote Rev. Lovejoy: "...be he Christian, Jew, or mscellaneous." To

> which Apu responds (to the "misc." bit): "There are over 80 MIIlion

> of us, you know." It is to laugh. If you haven't already done it,
go
> read the Priest skill | posted in this group (it's one of the first

> ones) and take a close look at the "gathering foll owers" stuff.
It's

> crude, but it addresses an inportant part of religion

A priest should also be able to preach to influence a crowd
Sounds |ike a new thread

> Ckay, | ooks like were getting some work done here! Wo!

>
Yes we are.
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Davi d

From: Richard <demon_star2002@y...>
Date: Wed Jun 18, 2003 9:37am
Subject: Re: The Light and Darkness War Il

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
> Don't be so hard on yourself, certainly the Romans identified their

> gods with celestial bodies; Mars, Venus, Mercury etc. | thought
t he

> rest of it made a | ot of sense too.

>

> David

Sorry, that's just ny peculiar sense of hunor at work there. Just had

to kick myself for, once again, putting the cart before the horse...
sonething like that.

Ckay, how do you see the Great Powers fitting into the Big Picture

where nythoi are concerned?

Later,
R

From: Richard <demon_star2002@y...>
Date: Wed Jun 18, 2003 9:56am
Subject: Re: David's Draft Rules

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@. ..> wote:

> | envision several advantages to being a priest

> 1) gaining spells with a | ower MA

| agree. | don't think MA should even be an issue here.

> 2) one cheap skill appropriate to the worship of the CGod
Did that. See bel ow.

> 3) Ease of training in abillities, any tenple can train priests to
> sone degree with little paynment

Low exp cost?

> 4) Social acceptabillity. Many socities will regard nmages with
> suspicion but will accept certain priests

Does this address the old POL vs. Magic issue?
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> > of us, you know." It is to laugh. If you haven't already done it,

> go

> > read the Priest skill | posted in this group (it's one of the
first

> > ones) and take a close | ook at the "gathering followers" stuff.
> |t's

> > crude, but it addresses an inportant part of religion.

>

> A priest should also be able to preach to influence a crowd
Been there, done that-

[ .5] A PRIEST CAN | NFLUENCE THE THOUGHTS OF HI S FOLLOWERS.

A priest can performa sernon to influence those that follow

his religion. If nore than FlIVE people attend his sermon, only (50+
[5% Rank] % people will stay to listen. For those that stay 10%
(+5% Rank) can be converted. The chance for a priest to convert a
foll ower is (WP+[ 2% Rank] %

I don't know if you've actually looked at it yet (and if you haven't,

shame on you), but ny Priest skill, if nothing else, covers all the
functions of a priest in as generic way as possible. Everything that
follows the header (the mechanics and such) are admttedly shaky, but

I think the headers, thenselves, hold up pretty well.

Lat er,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Thu Jun 19, 2003 2:20am
Subject: Re: Priest skill

K I'mtaking this fromthe point of view of a Priest of a Pagan (for
want of a better word, but anyway as opposed to PoL) religion

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"

<denon_st ar2002@...> wote:

> 1] wote this sonetime back in the late 80's if menory serves and
has

> remai ned untouched all these years. | present it to you now as is,
> warts and all. It's not perfect, by any nmeans, but | do think there
> are sone useabl e nuggets in there sonmewhere.

>

> PRI EST

> [ .1] A PRIEST CAN REQUEST | NFORVATI ON, PHYSI CAL ASSI STANCE, OR

> PROTECTI ON THROUGH | NTENSI VE PRAYER. SOMETI MES THE ASSI STANCE MAY
> COMVE IN THE FORM OF A SPELL, COUNTERSPELL, TALENT, RITUAL OR SKILL
> PARTI CULAR TO THAT DEITY. THE NUMBER OF TI MES MAY BE DONE | S

LI M TED

> TO THE PRI ESTS RANK.

> A priest nust spend ONE HOUR (-5 minutes/RANK) in intensive

14/05/2004
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> prayer to gain his deity's assistance. The RANK of the spell,

t al ent,

>ritual, or skill is equal to the rank of the priest. The spell
> effects of double and triple effect, backfire and broken

> concentration (SEE 29.5, 30, 28.2. (SEE ALSO 29), MANA and COLD
| RON

> do not effect this ability.

Payer and spells | think |I've covered Interesting phil osophical point
here, that | think Pagan uses the priests own nmagic abillity and
there for MA and cold iron do affect the performance (not for Pol)

>[ .2] APREST IS REQU RED TO PAY TRIBUTE TO H'S DEITY A NUMBER OF
> TIMES A MONTH AS DI CTATED BY THAT PARTI CULAR RELI G ON.

> Failure to performthis function will result in a -15%

penal ty

>to all rols of this skill. The priest nust then atone (SEE ) for
hi s

> j ndiscretion.
That's a good i dea works for PoL too.

[ .3] APREST IS REQU RED TO DEVOTE A CERTAIN AMOUNT OF TIME TO
STUDYI NG THE DOCTRINES OF H' S RELI G ON.

A priest cannot atain the next rank until he has devoted the
appropriate anount of tinme required.

V V V V

Anot her good idea (PoL al so)

> [ .4] A PRI ESTS BASE CHANCE OF SUCCESS FOR ALL ROLLS | NCREASES AS
HE

> GAINS FOLLOVERS.

> The priest recieves +1% 4 foll owers he converts to all rolls.

Interesting idea, one | have problenms with, but |I'mnot sure ny
objections are justified. 1've been thinking about this for sone
time and I'mstill not sure. Who's followers are they, the priest's
of the God's? How does this fit in with DQ nechanics? But yes the
diety will want to reward a successful priest. How about 20 (or
sonething like that, Exps reward fromthe Deity for each sentient
initiated as a reward (that brings up probl ens of what happend if the
sentient decides he was wong and | eaves

[ .5] A PRIEST CAN | NFLUENCE THE THOUGHTS OF H S FOLLOVERS.

A priest can performa sernon to influence those that follow

his religion. If nore than FlI VE people attend his sernon, only (50+
[ 5% Rank] % people will stay to listen. For those that stay 10%
(+5% Rank) can be converted. The chance for a priest to convert a
follower is (WP+[ 2% Rank] %

V V.V V VYV

I was going to use the rules in Troubadour Bardic Voice to charm it
has al ready been worked out

> [ .6] A PRIESTS BASE CHANCE OF SUCCESS DECREASES WHEN HE PERFORMS

> ACTI ONS CONTRARY TO THE DOCTRI NES OF HI' S RELI G ON.
> A priest recieves a -15%penalty to all his rolls for this

14/05/2004
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69

> skill. The priest nust then atone for his indiscretion.
W' ve been into this in other posts

> [ .7] AT RANK 5 A PRI EST MAY "LAY ON HANDS' AND HEAL FOLLOWERS OF
H S

> OMNN RELI G ON.

> The priest performs this "laying on of hands" as a Rank 3

> Healer. Al rules for this apply. See [59.1]

No - sorry. This is not appropriate for, say, a priest of an evil or
death god. | woul d suggest paying 3/4 exp cost for an appropriate
skill (if there is one) instead. This will be healling for sone gods

> [ .9] A PRI EST MAY BE REQUI RED TO PERFORM A SACRI FI CE FOR HI S DEI TY.
> Failure to do so gives the priest a -15% penalty as [ . 6]
> above, as well as the required atonenent.

K, but its a bit sketchy

> [ .10] A PRIEST MJUST SPEND (500x[ Rank+nunber of followers]) PER
YEAR

> FOR UPKEEP OF THE TEMPLE, AND THE TRAPPI NGS AND ACCOUTRAMENTS

> APPROPRI ATE TO THE RELIG ON. | F NO TEMPLE EXI STS, THE COST | S(100x
> [ Rank+nunber of followers] PER YEAR

K that works, but for some points

1) | think its too expensive

2) Its cheaper not to have a tenple, so why would you want a tenple?
What are the advantages of a tenple?

3) You should be able to generate noney fromyour followers.

Perhaps the | ast point contains the solution to the others, If you
have a tenple you get nore donations fromyour followers and you
attract nore followers

> EXPERI ENCE POl NT COST CHART
>0 1] 2| 3| 4] 5] 6] 7] 8] 9] 10
> 75 | 400| 1600| 3500| 5800| 8400| 11400| 14700| 18500| 22500| 26750

It seens expensive for what you get, especially if you have to pay
Exps for magical abillities, as you would in ny version.

How about tieing increase in ranks to gaining abillities, Rank O
tallents only, Rank 1 General Know edge Abillities, Rank 3 Can start
to learn the Special Know edge.

This is my take on the skill as adapted to fit my system | hope |
haven't destroyed you vision

Davi d
From: dbarrass_2000 <david.barrass@e...>

Date: Thu Jun 19, 2003 2:29am
Subject: Re: David's Draft Rules

14/05/2004
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--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"

> <david.barrass@...> wote:

> > | envision several advantages to being a priest

> > 1) gaining spells with a | ower MA

>

> ] agree. | don't think MA should even be an issue here.

Ah, | do. As |'ve said the Priest uses his magic in the name of the

god. He therefore requires an MA to access the nmagic, But the God
mekes it easier

> Does this address the old POL vs. Magic issue?

No, | was thinking of social acceptabillity between Pagan religion
and Magic. A big plus of a religion is that it allows access to
magi ¢ but with an acceptable noral face and code. Therefore in many
societies mages will be seen as dangerous wild cards, but a priest
with the sane abillities will be seen as a pillar of society, he is
nore accountable. This is, of course culturally dependant, and wl |
not be true of all a GM s nations and races.

> > > of us, you know." It is to laugh. If you haven't already done
it,

> > go

> > >read the Priest skill | posted in this group (it's one of the
> first

> > > ones) and take a close | ook at the "gathering followers" stuff.

> It's

> > crude, but it addresses an inportant part of religion

>

> A priest should also be able to preach to influence a crowd

Been there, done that-

>
>
>
>
>
>
>
> [ .5] A PRIEST CAN | NFLUENCE THE THOUGHTS OF H S FOLLOWERS
> A priest can performa sernon to influence those that foll ow

> his religion. If nore than FIVE people attend his sernmon, only (50+
> [5% Rank] % people will stay to listen. For those that stay 10%

> (+5% Rank) can be converted. The chance for a priest to convert a

> follower is (WP+[ 2% Rank] %9

>

> ] don't know if you've actually |looked at it yet (and if you
haven't,

> shane on you), but nmy Priest skill, if nothing else, covers all the

> functions of a priest in as generic way as possible. Everything

t hat

> follows the header (the nmechanics and such) are admittedly shaky,
but

> | think the headers, thenselves, hold up pretty well
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I have read it, on many occasions, and posted ny thoughts in another
t hr ead

Davi d

From: Richard <demon_star2002@y...>
Date: Thu Jun 19, 2003 10:30am
Subject: Re: David's Draft Rules

--- In DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> > | agree. | don't think MA should even be an issue here.

>

> Ah, | do. As |'ve said the Priest uses his magic in the nanme of the
> god. He therefore requires an MA to access the magic, But the CGod
> mekes it easier

LOL That's because, for sonme strange reason, we can't both seemto
get inline with either Pagan or POL. My skill, for instance, was
witten with the POL in mind, before | even realized there was one.
We shoul d decide at sone point to devote first to one, then the

other. | leave the choice up to you.

> > Does this address the old POL vs. Magic issue?

>

> No, | was thinking of social acceptabillity between Pagan religion
> and Magic. A big plus of areligionis that it allows access to

> magi ¢ but with an acceptable noral face and code. Therefore in
many

> societies mages will be seen as dangerous wild cards, but a priest
> with the same abillities will be seen as a pillar of society, he is

> nore accountable. This is, of course culturally dependant, and
will
> not be true of all a GMs nations and races.

And there should be sonething in your rules that reiterates that idea.

Lat er,
R

From: Richard <demon_star2002@y...>
Date: Thu Jun 19, 2003 11:27am
Subject: Re: Priest skill

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"

<davi d. barrass@. ..> wote:

> OK I'mtaking this fromthe point of view of a Priest of a Pagan
(for

> want of a better word, but anyway as opposed to PolL) religion

Cotcha. 1'lIl try to devote nmy energies to the Pagan side until you
feel we've reached a stopping point. Keep in mind, too, that this is

14/05/2004
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primarily a POL kinda priest |I've done here. But | did try to make it
as generic (for want of a better word) as possible.

>
> > [ .4] A PRI ESTS BASE CHANCE OF SUCCESS FOR ALL ROLLS | NCREASES AS
> HE

> > GAI NS FOLLOVERS.

> > The priest recieves +1% 4 followers he converts to all

rolls.

>

> Interesting idea, one | have problens with, but |I'mnot sure ny

> objections are justified. |'ve been thinking about this for some
>time and I"'mstill not sure. Wio's followers are they, the

priest's

> of the God's? How does this fit in with DQ nmechani cs? But yes the

> diety will want to reward a successful priest. How about 20 (or

> sonething like that, Exps reward fromthe Deity for each sentient
> jinitiated as a reward (that brings up problenms of what happend if
t he

> sentient decides he was wong and | eaves

The [+1% 4 followers] was just a guess. Is 4 followers too small a
nunber? At higher rank (taking their ablities into consideration)
that can add up to a really high bonus, | think. The followers are
al ways those of the deity, never the priest. The nore people in the
conmunity that worship that deity, the better off that comunity
(especially the priests) is, courtesy of said deity. |I think this is
a very inportant aspect of any set of religion rules and should be
strongly considered. Wiere it fits in with DQ mechani cs depends on
where and how this idea gets used. Just keep in mnd that experience
is experience is experience. A deity doesn't nake sonmeone nore
experienced, the actions of the priest/player do. Getting exp bonuses
like that is, |I think, unfair to the other players.

> > .5] A PRI EST CAN | NFLUENCE THE THOUGHTS OF H S FOLLOWERS
> > A priest can performa sernon to influence those that

fol |l ow

> > his religion. If nore than FIVE people attend his sernmon, only
(50+

> > [5% Rank] %9 people will stay to listen. For those that stay 10%

> (+5% Rank) can be converted. The chance for a priest to convert a
> follower is (WP+[ 2% Rank] %

I was going to use the rules in Troubadour Bardic Voice to charm
t
> has al ready been worked out

>
>
>
>
i

This is meant to represent the people who want to beconme part of the
priests religion. The arrow noves fromthe crom toward the priest,
not the other way around. In other words no one can nake you accept
the Mark of the Beast, if you get ne. This is a part that needs sone
work. There are a lot of factors involved that aren't in there, like
how peopl e of other religions are affected, etc.

14/05/2004
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> > .7] AT RANK 5 A PRI EST MAY "LAY ON HANDS' AND HEAL FOLLOWAERS OF
> H S

> > OWN RELI G ON

> > The priest perforns this "laying on of hands" as a Rank 3

> > Healer. Al rules for this apply. See [59.1]

>

> No - sorry. This is not appropriate for, say, a priest of an evi
or

> death god. | woul d suggest paying 3/4 exp cost for an appropriate
> skill (if there is one) instead. This will be healling for sone
gods

Yeah, | was never really sure about this one. Yours isn't the only

argunent against it. Your suggestion works for nme. :)

> > .9] A PRIEST MAY BE REQUI RED TO PERFORM A SACRIFICE FOR HI' S
DEI TY.

> > Failure to do so gives the priest a -15%penalty as [ . 6]
> > above, as well as the required atonenent.

>

> OK, but its a bit sketchy

Absol utely! lol Actually this was sonmething that woul d' ve been
covered nore in each respective Mythos wite up. Not every religion
requires sacrifice, of course, so | left it intentionally vague (too
vague, apparently)

> [ .10] A PRIEST MJST SPEND (500x[ Rank+nunber of followers]) PER
YEAR

> FOR UPKEEP OF THE TEMPLE, AND THE TRAPPI NGS AND ACCOUTRAMENTS

> APPROPRI ATE TO THE RELIG ON. | F NO TEMPLE EXI STS, THE COST | S(100x
> [ Rank+nunmber of followers] PER YEAR

X that works, but for sone points
1) | think its too expensive

VVVVVYVYVYV

Probably. Nunbers have never been ny strong point.

> 2) Its cheaper not to have a tenple, so why would you want a
tenpl e?
> \What are the advantages of a tenple?

The same reason anyone wants a tenple! | don't know why ya need one,
I just know that they exist and do so in great quantities all over
the worl d. Reason enough for nme. Ch, | just thought of a reason- that
whol e "consecrated ground" business. There's your advantage right
there

> 3) You should be able to generate noney fromyour followers.

Agreed. A point | thoughtlessly glossed over. Waddaya call it,
tithing?

> Perhaps the | ast point contains the solution to the others, If you

> have a tenple you get nore donations fromyour foll owers and you
> attract nmore followers

14/05/2004
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Wor ks for ne!

> > EXPERI ENCE PO NT COST CHART

>>0] 1] 2] 3| 4] 5] 6] 7] 8] 9] 10

> > 75 | 400] 1600] 3500| 5800| 8400] 11400| 14700] 18500| 22500| 26750

>

> |t seens expensive for what you get, especially if you have to pay
> Exps for magical abillities, as you would in my version.

>

> How about tieing increase in ranks to gaining abillities, Rank O

>

tallents only, Rank 1 General Know edge Abillities, Rank 3 Can
start
> to learn the Special Know edge.

What ever works for ya. | don't believe | had a clue what | was doing
when | wrote that part.

> This is ny take on the skill as adapted to fit nmy system | hope |
> haven't destroyed you vision

Ch, hell no! Like | said, | feel like there was very little worth
using, anyway. At |least as far as the nechanics go. Do with this as
you will. I'"mcurious what you'll conme up wth.

Later,

R

From: dbarrass_2000 <david.barrass@e...>
Date: Fri Jun 20, 2003 1:41am
Subject: Re: Priest skill

--- I n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"

> <david.barrass@...> wote:

> > K I'mtaking this fromthe point of view of a Priest of a Pagan
> (for

> > want of a better word, but anyway as opposed to PolL) religion

>

> Gotcha. I'"Il try to devote ny energies to the Pagan side until you
> feel we've reached a stopping point. Keep in mnd, too, that this
is

> primarily a POL kinda priest |'ve done here. But | did try to nmake
it

> as generic (for want of a better word) as possible.

>

>

> >

> > > ] .4] A PRI ESTS BASE CHANCE OF SUCCESS FOR ALL ROLLS | NCREASES
AS

> > HE

> > > GAINS FOLLOVERS.
> > > The priest recieves +1% 4 followers he converts to all
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> rolls.

> >

> > |nteresting idea, one | have problens with, but |'mnot sure ny
> > objections are justified. |I've been thinking about this for some
>>time and 'mstill not sure. Wo's followers are they, the

> priest's

> > of the God's? How does this fit in with DQ nechanics? But yes

t he

> > diety will want to reward a successful priest. How about 20 (or

> > sonething like that, Exps reward fromthe Deity for each sentient
> > initiated as a reward (that brings up problens of what happend if
> t he

> > sentient decides he was wong and | eaves

>

> The [+1% 4 followers] was just a guess. |Is 4 followers too snall a
> nunber? At higher rank (taking their ablities into consideration)

> that can add up to a really high bonus, | think. The followers are
> al ways those of the deity, never the priest. The nore people in the
> comunity that worship that deity, the better off that conmunity

> (especially the priests) is, courtesy of said deity. |I think this
is

> a very inportant aspect of any set of religion rules and shoul d be
> strongly considered. Were it fits in with DQ nechani cs depends on
> where and how this idea gets used. Just keep in mnd that
experience

> is experience is experience. A deity doesn't nake sonmeone nore

> experienced, the actions of the priest/player do. Getting exp
bonuses

> |like that is, | think, unfair to the other players.

K | see your obections to the Exps bonus.

How do you define foll owers?

1) is it anyone friendly who just happens to be around at the tine
2) Ceneral beleivers

3) Initiates

4) People initiated by the priest

5) initiates who've nade a personal comitment to the priest

Is this personal power or is it areward fromthe god to an effective

servant ?

Al'l of these questions will influence the mechanics

> > >] .5] A PREST CAN | NFLUENCE THE THOUGHTS OF H S FOLLOAERS

> > > A priest can performa sernon to influence those that

> foll ow

> > > his religion. If nore than FIVE people attend his sernon, only
> (50+

> > > [5% Rank] 9% people will stay to listen. For those that stay 10%
> > > (+5% Rank) can be converted. The chance for a priest to convert

14/05/2004
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> > follower is (WP+[ 2% Rank] %
>
> | was going to use the rules in Troubadour Bardic Voice to charm

V V. V9O

it
> has al ready been worked out

V V V V

This is meant to represent the people who want to becone part of
t he
> priests religion. The arrow noves fromthe crowm toward the priest,

> not the other way around. In other words no one can nake you accept

> the Mark of the Beast, if you get nme. This is a part that needs
sone

> work. There are a lot of factors involved that aren't in there,
li ke

> how people of other religions are affected, etc.

My feeling was that the preaching was not to the converted, but to
attract new followers. In which case the priest needs sonething to
grab the attention of the people who'll drift away

Perhas there are two abillites here
1) Sernobns - to bind belevers even nore tightly to the religion

2) Preaching - to attract nore followers

In ny rules initiates gain increased resistance to charns of other

religions

>>>] .7] AT RANK 5 A PRI EST MAY "LAY ON HANDS' AND HEAL FOLLOWERS
OoF

>>HS

> > > OMNN RELI G O\

> > > The priest perforns this "laying on of hands" as a Rank 3

> > > Healer. Al rules for this apply. See [59.1]

> >

> > No - sorry. This is not appropriate for, say, a priest of an
evil

> or

> > death god. | woul d suggest paying 3/4 exp cost for an

appropri ate

> > skill (if there is one) instead. This will be healling for sone
> gods

>

> Yeah, | was never really sure about this one. Yours isn't the only
> argument against it. Your suggestion works for ne. :)

>

>>>] .9] A PR EST MAY BE REQUI RED TO PERFORM A SACRI FI CE FOR HI S
> DEI TY.

> > > Failure to do so gives the priest a -15% penalty as [ .6]

> > > above, as well as the required atonemnent.

> >

> > K, but its a bit sketchy

14/05/2004
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>
> Absolutely! lol Actually this was sonething that woul d' ve been
> covered nore in each respective Mythos write up. Not every religion

> requires sacrifice, of course, so | left it intentionally vague
(too
> vague, apparently)

(014
> > > .10] A PRIEST MJUST SPEND (500x[ Rank+number of followers]) PER

> > YEAR

> > > FOR UPKEEP OF THE TEMPLE, AND THE TRAPPI NGS AND ACCOUTRAMENTS
> > > APPROPRI ATE TO THE RELIG ON. | F NO TEMPLE EXI STS, THE COST | S
(100x

> > > [ Rank+nunber of followers] PER YEAR

> >
> > (K that works, but for sone points

>> 1) | think its too expensive

>

> Probably. Nunbers have never been ny strong point.

>

> > 2) Its cheaper not to have a tenple, so why would you want a

> tenpl e?

> > \Wat are the advantages of a tenple?

>

> The sane reason anyone wants a tenple! | don't know why ya need
one,

> | just know that they exist and do so in great quantities all over
> the world. Reason enough for ne. Ch, | just thought of a reason-

t hat

> whol e "consecrated ground” business. There's your advantage ri ght
> there.

Yes that's true
> 3) You should be able to generate noney fromyour followers.

Agreed. A point | thoughtlessly gl ossed over. Waddaya call it,
tithing?

V V.V V VYV

> Perhaps the last point contains the solution to the others, If
you

> > have a tenple you get nore donations fromyour followers and you
> > attract nore followers

>

> Works for ne!

>

> > > EXPERI ENCE PO NT COST CHART

>>>0| 1| 2] 3] 4] 5| 6| 7] 8] 9] 10

> > > 75 | 400] 1600| 3500] 5800| 8400| 11400| 14700] 18500] 22500| 26750

> >

> > |t seens expensive for what you get, especially if you have to
pay

> > Exps for magical abillities, as you would in nmy version
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> >

> > How about tieing increase in ranks to gaining abillities, Rank 0O
> > tallents only, Rank 1 General Know edge Abillities, Rank 3 Can
> start

> > to |learn the Special Know edge.

>
>

What ever works for ya. | don't believe | had a clue what | was
doi ng
> when | wote that part.
>
> > This is my take on the skill as adapted to fit my system | hope
I
> > haven't destroyed you vision
>
> Ch, hell no! Like | said, | feel like there was very little worth
> using, anyway. At least as far as the mechanics go. Do with this as

> you Will. I'"mcurious what you'll cone up with.

Religions in sone ways are easier than normal skills, they seemto
wap the increase of abillities in msteries and cerenpbnies, fits in
nicely with a rank system

Davi d
73 From: <DragonQuestCathedral@yahoogroups.com>

Date: Wed Jun 25, 2003 5:55am
Subject: New file uploaded to DragonQuestCathedral

Hel | o,

This emai|l nmessage is a notification to | et you know that
a file has been uploaded to the Files area of the DragonQuest Cat hedral

group.
File : /Spirits and Religion V1.0. pdf

Upl oaded by : dbarrass_2000 <davi d. barrass@. .. >
Description : Spirits and religion Verson 1.0

You can access this file at the URL

http://groups. yahoo. conf gr oup/ DragonQuest Cat hedral / fil es/ Spirits%20and¥20%
20Rel i gi on%20V1. 0. pdf

Regar ds,

dbarrass_2000 <davi d. barrass@. .. >

74 From: dbarrass_2000 <david.barrass@e...>
Date: Wed Jun 25, 2003 6:01am
Subject: Draft Rules V1
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H all,

|'ve posted a new version of nmy rules for spirits and religion.
Pl ease have a |l ook at it.

I tried to keep track of the changes made since the |ast version, but

there were just too many, | did a conplete overhaul. |'ve changed
the section nunbering to keep in line with Arcane Wsdom

Pl eeeeease conment

Davi d

From: Richard <demon_star2002@y...>
Date: Wed Jun 25, 2003 9:34am
Subject: Re: Draft Rules V1

Sorry | couldn't get in any comments on your |ast post before putting
your file up. Been busy, you know how it is.
Usually | like to print out stuff like this so | can go over it at ny

leisure, soit'll be a few days at |east before | can get any
conments to you. Two exceptions to that- you can go ahead and put ny
full nane on there (Richard Butler), the other is sonething |I'd neant

to mention before and forgot. The term "non-magic religion" always
chaffed nme a bit. It feels like it's taking a back seat to the
magi cal religions. |'mthinking something |ike "divine religions",
but that sounds redundant sonehow. Any thoughts there?

Did you get around to revising your Ego conbat rul es? Have you had a

chance to play test it?

Lat er,
R

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@. ..> wote:

> H all,

>

> |'ve posted a new version of nmy rules for spirits and religion.
> Pl ease have a look at it.

>

> ] tried to keep track of the changes nmde since the |last version,
but

> there were just too many, | did a conplete overhaul. |'ve changed
> the section nunbering to keep in line with Arcane Wsdom

>

> Pl eeeeease conmment

14/05/2004
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77

>
> Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Wed Jun 25, 2003 9:45am
Subject: Re: Draft Rules V1

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"

<denon_st ar2002@...> wote:

> Sorry | couldn't get in any conments on your |ast post before
putting

> your file up. Been busy, you know how it is.

Yes, |'"'moff to a conference in Vienna next week, so | should have
been preparing for it, but you know how it is, but | nust get on with

it now

> Usually | like to print out stuff like this so | can go over it at
ny

> |eisure, soit'll be a few days at |east before | can get any

> coments to you. Two exceptions to that- you can go ahead and put

ny

> full name on there (Richard Butler),

(01¢

> the other is sonething I'd neant

> to nention before and forgot. The term "non-nagic religion" always
> chaffed me a bit. It feels like it's taking a back seat to the

> magical religions. |I'mthinking sonething Iike "divine religions",
> but that sounds redundant sonmehow. Any thoughts there?

Yes it is very clunsy. Some suggestions: -

Powers of Light Religion - even clunsier

Faith Religion - surely they all require faith

-oh dear I'mnot very good at naming things | don't want to use
anything too "christian"

> Did you get around to revising your Ego conbat rul es? Have you had
a
> chance to play test it?

no and no, maybe I'Il pick up the canpain again once |I'm back from
Vi enna

From: Richard <demon_star2002@y...>
Date: Wed Jun 25, 2003 9:55am
Subject: Re: Priest skill

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@. ..> wote:
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>
> How do you define followers?
> 1) is it anyone friendly who just happens to be around at the tinme

No. They could be less inclined to incur the wath of an irate god,
however (as opposed to a race/group/fam|y/whatever that pissed off
the god). Depends on the religion

2) General beleivers

3) Initiates

4) People initiated by the priest

5) initiates who've made a personal conmitnent to the priest

V V V V

Yes. Depends on what the religion called for. But for the nost part,
still yes.

> |s this personal power or is it a reward fromthe god to an
effective
> servant ?

The latter, but | suppose the priest could affect the power with his
wi | | power, maybe.

> All of these questions will influence the nechanics

>

>

> > > > .5] A PR EST CAN | NFLUENCE THE THOUGHTS OF H S FOLLONERS
> > > > Apriest can performa sernon to influence those that

> > foll ow

>>> > his religion. If nmore than FIVE people attend his sernon,
only

> > (50+

> > > > [5% Rank] % people will stay to listen. For those that stay
10%

> > > > (+5% Rank) can be converted. The chance for a priest to
convert

> a

> > > > follower is (WP+[ 2% Rank] %

> > >

> > > ] was going to use the rules in Troubadour Bardic Voice to
charm

> > gt

> > > has al ready been worked out

> >

> > This is nmeant to represent the people who want to become part of
> the

> > priests religion. The arrow noves fromthe crowd toward the

pri est,

> > not the other way around. In other words no one can nmake you
accept

> > the Mark of the Beast, if you get nme. This is a part that needs
> sone

> > work. There are a |lot of factors involved that aren't in there,
> |like

> > how people of other religions are affected, etc.

>
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> My feeling was that the preaching was not to the converted, but to
> attract new followers. In which case the priest needs sonmething to
> grab the attention of the people who'll drift away

I think I was simulating both with the above. The people that wal k
away are those that aren't interested or unconvinced. The idea that a

god (via the priest) could directly influence non-believers to becone
believers is kind of a scary one. The choice to follow a religion is,

of course, up to the individual. What | was trying to do was break
down any odd group into the people who would stay and those that

woul dn't, etc. by percentage. | think now that that shoul d have been
two seperate functions instead of one

> Perhas there are two abillites here
> 1) Sernobns - to bind belevers even nore tightly to the religion
> 2) Preaching - to attract nore followers

In ganme ternms, | don't know what #1 would acconplish. #2 was the
point of that part of the skill.

>1Inny rules initiates gain increased resistance to charns of other
> religions

A good idea that should have been in there in sone form or another

>>>>[ .7] AT RANK 5 A PRI EST MAY "LAY ON HANDS" AND HEAL
FOLLONERS

> OF

> H S

> > > OM RELI G ON

> > > The priest perforns this "laying on of hands" as a Rank

VvV Vv

> > > Healer. Al rules for this apply. See [59. 1]

> >

> > No - sorry. This is not appropriate for, say, a priest of an
evil

> or

> > death god. | woul d suggest paying 3/4 exp cost for an
appropriate

> > > gskill (if there is one) instead. This will be healling for
sone

> > gods

> >

> > Yeah, | was never really sure about this one. Yours isn't the
only

> > argunment against it. Your suggestion works for ne. :)

> >

>>>>[ .91 A PR EST MAY BE REQUI RED TO PERFORM A SACRI FICE FOR HI S

VVVVVYVYVWwYVYVYV

> > DEITY.

> > > > Failure to do so gives the priest a -15% penalty as
[ .6]

> > > > above, as well as the required atonenent.
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> > >

>>> K, but its a bit sketchy

> >

> > Absolutely! lol Actually this was sonething that woul d' ve been
> > covered nore in each respective Mythos wite up. Not every
religion

> > requires sacrifice, of course, so | left it intentionally vague
> (too

> > vague, apparently)

>

> K

So... is that a "yea" or a "nay" on that one?

Hey, | was thinking about the percentage of Mages in the world vs.
the percentage of Priests. |I'mthinking both should be relatively
smal |, but the Priests would ultimately outnunber the Mages. Like you

said- it's easier than skills. Any thoughts?

Later,
R

78 From: Richard <demon_star2002@y...>
Date: Wed Jun 25, 2003 10:05am
Subject: Re: Draft Rules V1

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

Yes it is very clunmsy. Sone suggestions: -

Powers of Light Religion - even clunsier

Faith Religion - surely they all require faith

-oh dear I'mnot very good at naming things | don't want to use
anyt hing too "christian"

V V.V V V

Hmm what about tossing aesthetics this time and go with "Faith-
Based Religion" clunky, yes, but it does follow the magnificently dry

text SPI was so fond of. 1'd settle for "Faith Religion", too

> > Did you get around to revising your Ego conbat rul es? Have you

had

> a

> > chance to play test it?

>

> no and no, maybe I'Il pick up the canpain again once |I'm back from
> Vi enna

Vi enna? You | ucky bastard! Business or pleasure? Either way, have
fun, and if you run into any trouble, just tell 'emyou' re Canadi an
like we do. :D
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Later,

From: dbarrass_2000 <david.barrass@e...>
Date: Thu Jun 26, 2003 1:45am
Subject: Re: Draft Rules V1

--- I'n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"
<denon_st ar2002@...> wote:

--- I n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@...> wote:

Yes it is very clunmsy. Some suggestions: -

Powers of Light Religion - even clunsier

Faith Religion - surely they all require faith

-oh dear |I'm not very good at naming things | don't want to use
anything too "christian"

Hmmm  what about tossing aesthetics this time and go with "Faith-
Based Religion" clunky, yes, but it does follow the magnificently

V VVVVYVYVYVYVYVYV
V V.V V V

dry

> text SPI was so fond of. |'d settle for "Faith Religion", too.

lol. 1'lIl think about it for a bit

> > > Did you get around to revising your Ego conbat rul es? Have you
> had

> > a

> > > chance to play test it?

> >

> > no and no, maybe |I'Il pick up the canpain again once |'m back
from

> > Vi enna

>

> Vienna? You |l ucky bastard! Business or pleasure? Either way, have
> fun, and if you run into any trouble, just tell '"emyou' re Canadi an

\Y

like we do. :D

busi ness - a conference starts at 9am finishes 1lpmfor 5 days (I
think I'Il skip sone sessions)

I say I'm Scottish, it goes down better than admtting |I'm English
and | have lived in Scotland for over half ny life now:--)

Davi d
From: dbarrass_2000 <david.barrass@e...>

Date: Thu Jun 26, 2003 1:53am
Subject: Re: Priest skill

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:
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> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"

> <david. barrass@...> wote:

> >

> > How do you define followers?

> > 1) is it anyone friendly who just happens to be around at the tine
>

> No. They could be less inclined to incur the wath of an irate god,
> however (as opposed to a race/group/fam|y/whatever that pissed off
> the god). Depends on the religion

>

> > 2) Ceneral beleivers

> > 3) Initiates

> > 4) People initiated by the priest

> > 5) initiates who've nade a personal commitment to the priest

>

> Yes. Depends on what the religion called for. But for the npst
part,

I have had sonme thoughts - see Version 1. | was thinking of deciples
in terms of number

> > |s this personal power or is it areward fromthe god to an

> effective

> > servant?

>

> The latter, but | suppose the priest could affect the power with

hi s
> will power, maybe

Ck that neans that range between the priest and foll owers dosn't

mat t er

> > Al of these questions will influence the nechanics

> >

> >

>>>>>][ .5 APREST CAN | NFLUENCE THE THOUGHTS OF H S FOLLOAERS
>>>>> A priest can performa sernon to influence those that

> > > foll ow

>>>>>hisreligion. If nore than FIVE people attend his sernon,
> only

> > > (50+

> > > > > [5%Rank] %9 people will stay to listen. For those that stay
> 10%

> > > > > (+5% Rank) can be converted. The chance for a priest to
> convert

> > a

>>>>> follower is (WP+[ 2% Rank] %

> > > >

> > > > ] was going to use the rules in Troubadour Bardic Voice to
> charm

> > >t

> > > > has al ready been worked out

> > >

> > > This is nmeant to represent the people who want to becone part
of

> > the
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> > > priests religion. The arrow noves fromthe crowd toward the

> priest,

> > > not the other way around. In other words no one can make you

> accept

> > > the Mark of the Beast, if you get me. This is a part that needs
> > sone

> > > wrk. There are a lot of factors involved that aren't in there,
> > |ike

> > > how people of other religions are affected, etc.

> >

> > M feeling was that the preaching was not to the converted, but
to

> > attract new followers. In which case the priest needs sonething
to

> > grab the attention of the people who'll drift away

>

> 1 think I was sinmulating both with the above. The people that wal k
> away are those that aren't interested or unconvinced. The idea that
a

> god (via the priest) could directly influence non-believers to
becone

> believers is kind of a scary one. The choice to follow a religion
is,

> of course, up to the individual. Wat | was trying to do was break
> down any odd group into the people who would stay and those that

> woul dn't, etc. by percentage. | think now that that should have
been

> two seperate functions instead of one.

>

> > Perhas there are two abillites here

> > 1) Sernmons - to bind belevers even nore tightly to the religion
> > 2) Preaching - to attract nore followers

>

> |n gane terms, | don't know what #1 woul d acconplish. #2 was the
> point of that part of the skill.

K two abillities was getting clunmsy. | agree with you that beconi ng
a follower of areligion is a personal choise.

>>1Inny rules initiates gain increased resistance to charns of
ot her
> religions

A good idea that should have been in there in sone form or another

>>>>][ .7] AT RANK 5 A PRI EST MAY "LAY ON HANDS" AND HEAL
FOLLONERS

> OF

>>>HS

> > > > OMN RELI d ON.

> > > > The priest performs this "laying on of hands" as a
Rank

> 3

> > > > > Healer. Al rules for this apply. See [59.1]

> > >
>>>> No - sorry. This is not appropriate for, say, a priest of an

>
>
>
>
>
>
>
>
>
>

\%
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> > evi

> > > or

> > > > death god. | woul d suggest paying 3/4 exp cost for an

> > appropriate

> > > > gskill (if there is one) instead. This will be healling for
> sone

> > > gods

> > >

> > > Yeah, | was never really sure about this one. Yours isn't the
> only

> > > argunent against it. Your suggestion works for ne. :)

> > >

>>>>>][ .91 APREST MVAY BE REQUI RED TO PERFORM A SACRI FI CE FOR
H S

> > > DEITY.

>>>>> Failure to do so gives the priest a -15% penalty as

>[ .6]

> > > > > above, as well as the required atonenent.

> > > >

>>>> K, but its a bit sketchy

> > >

> > > Absolutely! lol Actually this was sonething that woul d' ve been
> > > covered nore in each respective Mythos wite up. Not every

> religion

> > > requires sacrifice, of course, so | left it intentionally vague
> > (too

> > > vague, apparently)

> >

> > K

>

> S0... is that a "yea" or a "nay" on that one?

not sure. | have sacrifices in nmy wites ups, but both the priest

and diety beefit fromit, rather than a penalty for not doing it

> Hey, | was thinking about the percentage of Mages in the world vs.
> the percentage of Priests. |I'mthinking both should be relatively
> small, but the Priests would ultinmately outnunber the Mages. Like
you

> said- it's easier than skills. Any thoughts?
Agreed - certainly in nost civilisations | can hink of

Davi d

From: Richard <demon_star2002@y...>
Date: Fri Jun 27, 2003 9:13am
Subject: Re: Priest skill

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"

<davi d. barrass@. ..> wote:

> > > |s this personal power or is it areward fromthe god to an
> > effective

> > > servant?
> >
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> The latter, but | suppose the priest could affect the power with
hi s
> wi || power, maybe.

Ok that neans that range between the priest and followers dosn't
matt er

VV V VYV YV

I like the idea of a religion being, initially, at least, tied to
it's area of origin and the priest's power being linmted to those
areas where there are followers. In other words, a priest can't do
much good outside his community unless he gains nore followers there

Incentive to actively gain nore followers. This could make the
travelling priest either really interesting or really irritating to
play. If you want to stick to the D& Cderic nodel, then it would
probably be pretty irritating. As you know, | want to get far, far
away fromthat.

I don't know how sonmething |like this would work nechanically, but the

more | think about it, the nore | like it.

> > So... is that a "yea" or a "nay" on that one?

>

> not sure. | have sacrifices in my wites ups, but both the priest
> and diety beefit fromit, rather than a penalty for not doing it

Real |y, anything that woul d benefit a god would, in turn, benefit the
priest and, in turn, the conmunity. So we could just |ook at anything

like that having a direct cause and effect on the priest. Wrds to
this effect could be mentioned in the introductory text for the skil

(or where ever all this is gonna end up).

> > Hey, | was thinking about the percentage of Mages in the world
ZS; the percentage of Priests. I'mthinking both should be relatively
> > small, but the Priests would ultimtely outnunber the Mages. Like
> you

> > said- it's easier than skills. Any thoughts?

>

> Agreed - certainly in nost civilisations I can hink of

I nmention this because it would influence the way people see the both

of them Religion, one may argue, is a way for Man to explain the
unexpl ainable- it's all due to the will of the gods. The Mage seeks
know edge that explains the world in rmagical terms, but that

know edge is available to a very few anmount of people.

That would tend to polarize Mages fromthe rest of the community as
the comon nan doesn't have an explanation for what the Mage can do
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(again, I'"'mforgetting pagan religions here), and there you have the
conflict of interests.

Ckay, |'mthrough stating the obvious.

Later,
R.

82 From: dbarrass_2000 <david.barrass@e...>
Date: Fri Jun 27, 2003 10:10am
Subject: Re: Priest skill

--- I'n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"

> <davi d. barrass@...> wote:

> > > > ]s this personal power or is it areward fromthe god to an
> > > effective

> > > servant?

> >

> > > The latter, but | suppose the priest could affect the power
w th

hi s

> wil |l power, maybe.

Ok that neans that range between the priest and foll owers dosn't
matter

VvV VVVV™VVYV

>

>

>

>

>

>

> 1 like the idea of a religion being, initially, at least, tied to
> jt's area of origin and the priest's power being limted to those
> areas where there are followers. In other words, a priest can't do
> nmuch good outside his conmunity unl ess he gains nore foll owers

t here.

> Incentive to actively gain nore followers. This could nake the

> travelling priest either really interesting or really irritating to
> play. If you want to stick to the D& C eric nodel, then it would
> probably be pretty irritating. As you know, | want to get far, far
> away fromthat.
>
>

I don't know how sonething |ike this would work nechanically, but

t he

> nmore | think about it, the nore | like it.

Yes, it is an attractive idea. I'Il give the nmechanics sonme thought
Davi d

83 From: Richard <demon_star2002@y...>
Date: Mon Jul 7, 2003 11:32am
Subject: In case you were wondering...
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where |'ve been, |I'mactually just waiting for your next installnent.

I don't think | have anything to add at this point.

From: dbarrass_2000 <david.barrass@e...>
Date: Tue Jul 8, 2003 7:46am
Subject: Re: In case you were wondering...

--- I'n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"
<denon_st ar2002@...> wote:

> where |'ve been, I"'mactually just waiting for your next
instal |l ment.

> 1 don't think I have anything to add at this point.

I've been in Vienna; got back Sunday
Have you really no coments about the |latest draft?

I notice |I've nmade a mi stake with the di nension portal of Shanmanism
I"1'l correct it next draft

> 1 like the idea of a religion being, initially, at least, tied to
> jt's area of origin and the priest's power being linmted to those
> areas where there are followers. In other words, a priest can't do
> much good outside his conmunity unl ess he gains nore followers

t here.

> Incentive to actively gain nore followers. This could nake the

> travelling priest either really interesting or really irritating to

> play. If you want to stick to the D& C eric nodel, then it would

> probably be pretty irritating. As you know, | want to get far, far
> away fromthat.

>

> | don't know how sonething |ike this would work nechanically, but

t he

> nmore | think about it, the nore | like it.

As for your point about he power of a priest being nore tied to the
foll oners, how about one of the follow ng: -

1) The priest nust have face to face contact with his followers to
gain the benefit

O

2) The priest gains benefit fromthe congregation (1pt / 2 or 3
participants up to WP) of the | ast cerenpbny he officiated in, this
benefit |lasts a week

Davi d
From: Richard <demon_star2002@y...>

Date: Tue Jul 8, 2003 8:33am
Subject: Re: In case you were wondering...
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--- In DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@. ..> wote:

>
> Have you really no comments about the |atest draft?

Sorry about that. I'min the niddle of a lawsuit and have to represent
nmyself, so I've been a little preoccupied. I'Il print it out and try
to give it the once over ASAP.

As for your point about he power of a priest being nore tied to the
foll owers, how about one of the follow ng: -

1) The priest nmust have face to face contact with his followers to
gain the benefit

V V.V V VYV

Hrym That woul d nmean to be really effective, the priest would have to
have his flock tagging along all the tine. Don't think this one would
work well in the field.

> 2) The priest gains benefit fromthe congregation (1pt / 2 or 3
> participants up to WP) of the last cerenpny he officiated in, this
> benefit lasts a week

This is better. I"'minterested in the the WP limit, but wouldn't that
prevent the priest frombecone really powerful? I'mthinking that the
priest should be fairly limted initially (in conparison to the nage),
but gain power as he gains followers. Now that | think about it,

foll owers could be the gauge by which we neasure the priests power,
repl aci ng that whole "Piety" business.

The benefits should be cunul ati ve and open ended, but the process of
gaining followers should be a neccesarilly difficult one.

Later,

From: dbarrass_2000 <david.barrass@e...>
Date: Tue Jul 8, 2003 9:47am
Subject: Re: In case you were wondering...

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

>

>
>
>
>
> > Have you really no coments about the latest draft?
>
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> Sorry about that. I'"'min the mddle of a lawsuit and have to
represent
> nyself, so |'ve been a little preoccupied. I'Il print it out and try

>to give it the once over ASAP
Ch - it sounds |ike you have better things to occupy yourself wth

> > As for your point about he power of a priest being nore tied to

t he

> > foll owers, how about one of the follow ng: -

> >

> > 1) The priest nust have face to face contact with his followers
to

> > gain the benefit

>

> Hmmm That woul d nmean to be really effective, the priest would have
to

> have his flock tagging along all the tinme. Don't think this one
woul d

> work well in the field.

This is a devel opnment of what | was thinking of in the priest skill
and was nent to be read as an anentnment to this

> > 2) The priest gains benefit fromthe congregation (1pt / 2 or 3
> > participants up to WP) of the last cerenony he officiated in,

this

> > penefit lasts a week

>

> This is better. |"'minterested in the the WP linmt, but wouldn't

t hat

> prevent the priest frombecone really powerful? I'mthinking that

t he

> priest should be fairly Iimted initially (in conparison to the
nage) ,

> but gain power as he gains followers. Now that | think about it,

> followers could be the gauge by which we neasure the priests power,
> replaci ng that whole "Piety" business.

>

> The benefits should be cunul ati ve and open ended, but the process of
> gaining followers should be a neccesarilly difficult one.

See ny ideas on this in the latest version - but don't do this if
its at the expence of your |aw suit

I think WP is a good practical limt. Say a priest has 15, that's a
potential + 15 to all priestly skill chances, this is pritty handy,
he can alway increase his WP to 20ish giving a nice +20 to all skil

rolls. I'"'mthinking here of close personal followers, and | think
there is alinmt to how many a priest can have, Jesus, for exanple
(yes he would be POL but still...) only had 12 :--)

Davi d

PS - good luck with the |aw suit
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Date: Thu Jul 10, 2003 10:44am
Subject: In the meantime...

I was thinking about "lesser" skills, the ones that nostly just add
color to a character. |I'd seen sone rules that involve expenditure of

XP and m ght have involved rank (can't recall).

So, I"'mthinking that seenms |like too rmuch trouble for Basketweaving
or Fishing or whatever and renenbered how the | esser skills of
Troubador, for instance are perforned "masterfully" or "conpetently"
or sonething like that without the need for a role.

So, why not just take a skill like that, no XP involved, and be able
to performit well? Okay, maybe like 1 XP per skill and an
appropriate char. roll or sonething, depending on the skill.

Just a thought.

From: dbarrass_2000 <david.barrass@e...>
Date: Fri Jul 11, 2003 10:21am
Subject: Re: In the meantime...

This is probably better discussed in
http://groups. yahoo. conf gr oup/ dg-rul es/

but its your group so | guess you can open up what ever can of worns
you want

Most skill rolls are not automatic, requiring a default 90+rank roll,
so how about that?

For ExP cost haw about a nultiple, easy to start with, dificult to
master (eg 2xExp nultile to get rank O as starting is always nore
difficult). This has the advantage that you only need to think up
one number.

As for cost there are sone "nundane skills" in the DQ book, for
exanpl e troubadour's play instrunent, anuse etc. He pays 500Exps to
gain nore abillities at rank 10 and a courtisan 1000 to gain simlar
abillities. Probably the diference in cost is due to training
availability. Both probably have a "bul k discount” and so the cost
wi Il be about 1000- 2000Exps to gain rank 10 in a nundane skill.

Hangi ng on by ny fingernails here

so an Experience nultiple would be somewhere in the region of 18 to 35

Does this nake sense?

I came up with this in responce to postings in rules asking about
splitting off subskills fromDQ main skills, but that thread died
before | could post it.
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89 From: dbarrass_2000 <david.barrass@e...>
Date: Mon Aug 11, 2003 3:26am
Subject: Any Feedback?

H everyone,
Does anyone have anything to say about ny ideas?
Any feedback apreciated

Davi d

90 From: Richard <demon_star2002@y...>
Date: Mon Aug 11, 2003 10:52am
Subject: Re: Any Feedback?

I"'mstill here, brother! |'ve just had lots of different stuff
(including other ganes) get in the way. | pronmise I'll read your new

version and |l et you know what | think.

Later,

R

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> Hi everyone,

>

> Does anyone have anything to say about ny ideas?
>

> Any feedback apreciated

>

> David

61-90 of 165 | Previous | Next [ First| Last]
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91 From: green_skies_at_night <green_skies_at_night@y...>

92

93

Date: Thu Aug 21, 2003 5:41am
Subject: Re: Any Feedback?

Just a suggestion. It seens to nme there are several different threads

and not all of us even know where to | ook for them |et al one have a
clue they even exist. Maybe this was a private di scussion? Seens to
me that it mght be better if everyone tries to neet in the sane

pl ace, or sonething. Be nice to get everyone in one room SO to
speak. | just found this thread this norning (and quite by accident).

N ght wi ng

From: dbarrass_2000 <david.barrass@e...>
Date: Thu Aug 21, 2003 9:12am
Subject: Re: Any Feedback?

This isn't a private discussion, feel free to coment.

Your point about the dilution of effort into many threads is a valid
one and it was pointed out when this thread began DQ rul es was
probal by the best place for it. but here we are. | amintending to
post the next version in DQrules to get a wi der audience, but its
been a nice focused frendly group to get the creation started

Davi d

> Just a suggestion. It seens to me there are several different

t hr eads

> and not all of us even know where to |ook for them |et al one have
a

> clue they even exist. Maybe this was a private discussion? Seens to

> pnme that it might be better if everyone tries to neet in the sane
> place, or sonething. Be nice to get everyone in one room so to
> speak. | just found this thread this norning (and quite by

acci dent).

>

> Ni ghtwi ng

From: Richard <demon_star2002@y...>
Date: Thu Aug 21, 2003 1:25pm
Subject: Re: Any Feedback?

Pretty much what David said. Basically, | started this group because,
inthe entire life of the DQ Rules group, no one had even come cl ose
to the subject we discuss here. And, while this group started out with
a fair anmbunt of activity, the second | disagreed with a couple of
menbers about rul es phil osophy all comunication ceased except for
David and mysel f.
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The both of us have been practically begging for feedback and got
none. Even | had to drop out for a while, but I"'mback inalimted
capacity.

So, Dave- |I'Il have sonething for you in the next couple of days.

N ghtw ng- you owe it to yourself to read his religion rules. Their
pretty terrific, imnho.

We're both | ooking forward to your input.

--- I'n DragonQuest Cat hedr al @ahoogroups. com "green_skies_at_night"
<green_skies_at_night@...> wote:
> Just a suggestion. It seenms to nme there are several different threads

and not all of us even know where to |ook for them |et alone have a
clue they even exist. Maybe this was a private di scussion? Seens to
me that it mght be better if everyone tries to neet in the sane

pl ace, or something. Be nice to get everyone in one room so to
speak. | just found this thread this norning (and quite by accident).

V V.V VYV VYV

Ni ght wi ng

From: tmckelvey77089 <tmckelvey77089@y...>
Date: Thu Aug 21, 2003 2:32pm
Subject: Re: Any Feedback?

I"'mnew to the group. Just saw sone traffic over at the DQN group
and followed it here. | think the religion docunent is the best
treatnment |'ve seen so far. 1'd like to conpare it to J. Kehane's
version when he posts it, since his is somewhat based on the original
SSI - DQ docs.

O her than a few granmar/typos yours | ooks great.
I"mcurious, what was the rul es phil osophy di sagreenent about anyway?

Spectre

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"

<denon_st ar2002@...> wote:

> Pretty nmuch what David said. Basically, | started this group
because,

inthe entire life of the DQ Rul es group, no one had even come cl ose
to the subject we discuss here. And, while this group started out

th

a fair amount of activity, the second | disagreed with a couple of
menbers about rul es phil osophy all comunicati on ceased except for
Davi d and nysel f.

The both of us have been practically begging for feedback and got
none. Even | had to drop out for a while, but I"'mback in a linmted
capacity.

VVVVVVVEVYV
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> So, Dave- |'Il have sonmething for you in the next couple of days.

> Ni ghtwi ng- you owe it to yourself to read his religion rules. Their
> pretty terrific, inho.

> We're both | ooking forward to your input.

>

>

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "green_skies_at_ni ght"
> <green_skies_at_night@...> wote:

> > Just a suggestion. It seens to ne there are several different

t hr eads

> > and not all of us even know where to look for them |et alone
have a

> > clue they even exist. Maybe this was a private di scussion? Seens
to

>>nme that it mght be better if everyone tries to neet in the same
> > place, or sonething. Be nice to get everyone in one room so to
> > speak. | just found this thread this norning (and quite by

acci dent).

> >

> > Ni ghtwi ng

95 From: Martin Gallo <martimer@m...>
Date: Thu Aug 21, 2003 3:23pm
Subject: Re: Any Feedback?

For what it is worth, | would like to comment. | have not had
sufficient tinme to peruse the materials to nmake a valid or usefu
conmment .

I do like the idea of adding religion of some sort to DQ | have

toyed with the idea in the past but have not had a chance to gane DQ
so have not inplenented it.

Marty
"I'f you haven't got your health, at |east you have sonething to tal k about."

"They say that everything happens for a reason. | amjust tired of
that reason being to make me unhappy or enbarrassed."

"You can't nake a baby in a nmonth using nine wonen! But it sounds
like it would be fun to try."

96 From: John Rauchert <john.rauchert@s...>
Date: Thu Aug 21, 2003 3:23pm
Subject: Re: Any Feedback?

I know that | did disagree on sonme aspects of the system as presented
but the main reason | stopped ny input was that | have been under a

time crunch at work lately (worns and virus are not helping ny after
work job rmuch either).
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98

I did not feel |I had tinme to add constructively or substantially to
the work, so | did not contribute.

JohnR

--- I'n DragonQuest Cat hedr al @ahoogroups. com "tntkel vey77089"
<t ntkel vey77089@...> wote:

>

> |'"mcurious, what was the rul es phil osophy di sagreenent about
anyway?

>

> Spectre

>

From: green_skies_at_night <green_skies_at_night@y...>
Date: Thu Aug 21, 2003 6:02pm
Subject: Red Dragon Inn on Yahoo!

Visit Red Dragon Inn:1 (a chat roomfor DragonQuest) on yahoo.

From: dbarrass_2000 <david.barrass@e...>
Date: Fri Aug 22, 2003 1:38am
Subject: Re: Any Feedback?

> 1"mnew to the group. Just saw sone traffic over at the DQN group
> and followed it here. | think the religion docunent is the best

> treatnent |'ve seen so far. 1'd like to conpare it to J. Kehane's
> version when he posts it, since his is sonewhat based on the
origi nal

> SS| - DQ docs.

Yes, ne too. | particularly interested in a nracle systemas the
way |I'mdoing it is a bit of a cop-out

> Other than a few grammar/typos yours | ooks great.
My nother was an English teacher, my spelling and grammer were a
source of dispare to her :--). I'd be interested in any, even the

nost trivial, corrections

> |'"mcurious, what was the rul es phil osophy di sagreenent about
anyway?

My own recol ection wss that there was a good-natured and mature
di scussi on about the use of a piety stat. W eventual |y decided

against it, interesting that JK's systemincludes (if | read his post

correctly) 2 :--)

Davi d
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100

From: john_kahane <jkahane@tc...>
Date: Fri Aug 22, 2003 8:20am
Subject: Hello, All %)

Hul | o, folks,

Well, I've just joined this mailing list after having | earned
about it only a day or two ago. It's a treat to be here, but | w sh
I had known about this list back when | first started working on the

Priest skill and material to cover religion in my own DQ canpai gn
sone 18+ years ago

In any event, it's nice to be here, and I'll be commenting on a
coupl e of posts fromthe archives here, until | catch up with the
mail. @)

JohnK

From: john_kahane <jkahane@tc...>
Date: Fri Aug 22, 2003 8:28am
Subject: Re: Spells in Religion

Hul | o, Davi d,

--- I n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> Richard - why do you object to spells in religion?

Probably for sone of the sane reasons that | do. :) Basically,
the DQ material on religion that | have heard about and seen (granted

this was nany years ago) was always neant to keep religion and nmagic
separate fromone another. | don't renmenber where |I've seen it in
the various editions of the gane, but there were a couple of places
where this is hinted at.

> | have always assuned that his was how nagi cal religions worked

> This is fromhints: -

>

> In Thieves Wrld al ready posted: -

> ", ..it is suggested that these priests be granted quasi-clerica

> abilities (as in pagan and early Catholic | egend). These rely
heavi |l y

> on ritual-- in both senses of the word-- and personal magic, which
is

> intended to directly affect an individual (the Healer skill [55]
and

> curses [84.3 et seq.] are good exanples of this). Presumably,
spells

> whi ch are scal ed-down versions of the |liege god' s special powers
are

> part of the priest's repertoire"”.
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> Spells are explicitly nmentioned.

Granted this is true, but renmenber the material in the Thieves
Wirl d boxed set was neant to only apply if running in that particul ar

gane world. This is the sane naterial that allows one to create
Mages with nore than one College to begin with, sonmething that seens
to be in direct contradiction with the way the Coll eges were set up
in the main gane. This may, of course, be pure speculation, but it
is certainly nmy interpretation of the Thieves' Wrld boxed set

mat eri al

> The Earth Magics college has two forns Pacific (as in peaceful not
> the ocean) and druidic. Al though the connection with the druid's
> religion is not explicitly nentioned it is surely what the

desi gners

> had in mnd

> The Col |l ege of Black nagics itself is clearly based on Wtchcraft —
> pelieved to incorporate el enents of Anglo-Saxon (and maybe a bit of

> Celtic) pagan cults This college also contains many features |
woul d
> expect a religion to have (eg bl essings and curses).

Actually, | would beg to differ with you here slightly. Black

Magi c certainly has sonme el enents of the darker sides of witchcraft,
notably the Crow ey elenents to it, but it is in no way
representative of witchcraft as a whole. It certainly has a literary
basis with the dark arts, but | suspect many practicing wtches and
war | ocks fromthe 1980s woul d have objected to the connection to what

they do on the basis of this College.

> Most of the magic users in | egend are described as Priest(esses)
and
> they seemto cast things that would be best nodell ed as spells.

Agreed, but there is a difference between a Priest of one of the
pagan religions and a Priest of the Christian faith. Arthurian

| egend is a good exanple of this. However, nore to the point, one
could argue that a true Priest or Priestess receives their abilities
froma Divine source, whereas magic stenms fromthe mana that
surrounds us all. Mracles don't and should not reduce Fatigue in
gane terns. That nakes themdifferent frommagic entirely. Immsho

5
Just nmy 2 cf, of course. :)

JohnK

From: john_kahane <jkahane@c...>
Date: Fri Aug 22, 2003 8:34am
Subject: Re: The Golden Rule(s)
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Hul | o, Davi d,

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000"
<davi d. barrass@...> wote:

> Al of this pronpted ne to try to find the reference that started
nme

> off on DQ religion 20ish years ago, and found it in the first page
of

the magic section. As this appears in the rule book (2nd and 3rd
editions) this nust be a very inportant clue to what the designers
wer e t hinking about religion

2nd SPI edition, Section 25. last part. (Page 30)

Consecrated Gound: Any ground that has been consecrated to the
service of the "Powers of Light" as defined by the GMis
consecr at ed

> ground and affects the abilities of all characters to resist magic

VVVVVYVYVYV

> There is no College specifically dedicated to the Powers of Light,
> because it is assuned that they are nonmagical in nature and are,
in

> effect, opposed to magic. Mst tenples and nonasteries and sone

> graveyards will be consecrated ground. Barrows, pagan tenples
(those

> in which magic forns part of the ritual) and the dwellings of

magi cal

> bei ngs can never be consecrated ground.

Thanks for finding the reference here, for ne, David. That was
one of the ones that I was thinking of in ternms of the whole magic
VS. non-magi ¢ debate about Priests.

We can get several things fromthis (ordered fromconcrete to
specul ati on)

1) There are two fornms of religion a) Powers of

light "nonmagical in nature and are, in effect, opposed to magic."
And b) "Barrows, pagan tenples (those in which magic forms part of
the ritual)"

V V.V V VYV

I would agree with this, nmost definitely. :)
> 2) Pagan religion involves the use of magic
Agreed. :)

> 3) Pagan religion involves ritual. Spells and talents are not
> mentioned, either for or against, and the section does not rule out

> the spell and talent use as part of the religious rituals

No, it does not. But there is a clear indication here that the
pagan tenples and el enents of magic nentioned above owe a cl ear
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al | egi ance of sorts to the Powers of Darkness, i.e., the DQ Denbns,
and that woul d suggest nore of a connection to nagic. The Powers of
Light are clearly neant to be the deities/gods/goddesses/etc. within
this framework.

> 4) The use of the word pagan to describe magical religions is

> interesting; this inplies that the opposite, Powers of Light, non-
> pagan did the designers have Christianity in mnd when hey wote

t his?

Very likely. You gotta renenber when this ganme was witten. :)

> 5) The inplied separation of magi cal beings fromthe Powers of

> Light. Is this religion for the non inherently magi cal races such
as

> humans?

Beats ne...but it nmakes for interesting specul ation, doesn't it?

| suspect the priestess associated with (a formof) witchcraft would
be nore what was in mnd for the pagan tenples and that aspect of
this, but there is no real way to know.

And where do you fit shamanisminto the equation? <g>

JohnK

From: dbarrass_2000 <david.barrass@e...>
Date: Fri Aug 22, 2003 9:56am
Subject: Re: Spells in Religion

> Probably for some of the same reasons that | do. :) Basically,
> the DQ material on religion that | have heard about and seen

(granted

> this was many years ago) was al ways nmeant to keep religion and
magi ¢

> separate fromone another. | don't renenber where |I've seen it in

> the various editions of the gane, but there were a couple of places
> where this is hinted at.
| partly agree, | would split it into two forns of religion "pagan”

magi cal in nature and PoL - separated from magic

> > | have always assuned that his was how magi cal religions worked
> > This is fromhints: -

> >

> > | n Thieves Wrld al ready posted: -

> > ", . .it is suggested that these priests be granted quasi-clerica
> > abilities (as in pagan and early Catholic | egend). These rely

> heavily

> > on ritual-- in both senses of the word-- and personal magic,

whi ch

> is

> > intended to directly affect an individual (the Healer skill [55]
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and

> curses [84.3 et seq.] are good exanples of this). Presumably,
spells

> which are scal ed-down versions of the |liege god s special powers
are

> part of the priest's repertoire".
> Spells are explicitly nmentioned.

VVVVVVYVYVYV

Granted this is true, but renmenber the material in the Thieves

> Worl d boxed set was nmeant to only apply if running in that
particul ar

> gane world. This is the sane material that allows one to create

> Mages with nmore than one College to begin with, sonething that
seens

> to be in direct contradiction with the way the Coll eges were set up

> in the main ganme. This may, of course, be pure specul ation, but it
> js certainly nmy interpretation of the Thieves' Wrld boxed set
> materi al

That is a good point

> > The Earth Magics college has two forns Pacific (as in peaceful
not

> the ocean) and druidic. Al though the connection with the druid's
> religion is not explicitly nentioned it is surely what the

desi gners

> had in mnd.

V V V V V

> > The Coll ege of Black magics itself is clearly based on
Wtchecraft —
> > believed to incorporate el ements of Angl o-Saxon (and maybe a bit

> Celtic) pagan cults This college also contains nmany features
woul d
> expect a religion to have (eg bl essings and curses).

Actually, | would beg to differ with you here slightly. Black

Magi ¢ certainly has sone el enments of the darker sides of

tcheraft,

notably the Crowmey elenments to it, but it is in no way
representative of witchcraft as a whole. It certainly has a
literary

> basis with the dark arts, but | suspect many practicing wtches and

VVEVVVVVVQO

> war |l ocks fromthe 1980s woul d have objected to the connection to
what
> they do on the basis of this College

possibly true of today's witches. |I've done research of the nedieva
and Renacence witchcraft and its seemsmlar to the col ege of Bl ack
magi cs to ne. Yes they have focused on the nastier side to nmake it
interesting for a rol e-playing system

> > Most of the magic users in |l egend are described as Priest(esses)
> and
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> they seemto cast things that would be best nodelled as spells.

Agreed, but there is a difference between a Priest of one of the
pagan religions and a Priest of the Christian faith. Arthurian

l egend is a good exanple of this. However, nmore to the point, one
could argue that a true Priest or Priestess receives their
abilities

> froma Divine source, whereas nmagic stens fromthe nmana that

> surrounds us all. Mracles don't and should not reduce Fatigue in
> gane ternms. That nmakes themdifferent fromnmagic entirely.

I msho.

>:)

V V.V V VYV

Yes - see ny point on two forns of religion. | realise that miracles
for a PoL religion (eg christianity) should be different (although
one could argue that a 1 Ft cost is requied as sacrifice to the diety

for useing sone of his power, or to open a channel to the diety to
tap power) But for PoL mracles | would |ove to get away from
spells, but the tinme taken to draw up a list of rules for this or
Mracle list was nore tine than | have. Perhaps your rules are the
answer to ny prayers

Thanks for your post

Davi d

From: dbarrass_2000 <david.barrass@e...>

Date: Fri Aug 22, 2003 10:08am

Subject: Re: The Golden Rule(s)

Ok we agree on a |lot of basics

No, it does not. But there is a clear indication here that the
pagan tenples and el ements of magi c nmentioned above owe a cl ear

al | egi ance of sorts to the Powers of Darkness, i.e., the DQ Denons,
and that woul d suggest nore of a connection to nagic. The Powers

vV V. V V

of

> Light are clearly neant to be the deities/gods/goddesses/etc.
Wit hin

> this framework.

Agr eed

> > 4) The use of the word pagan to describe magical religions is

> > jnteresting; this inplies that the opposite, Powers of Light, non-
> > pagan did the designers have Christianity in mnd when hey wote
> this?

>

> Very likely. You gotta remenber when this game was witten. :)

>

> > 5) The inplied separation of magi cal beings fromthe Powers of

> > Light. Is this religion for the non inherently magi cal races
such
> as
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> > humans?

>

> Beats ne...but it nakes for interesting specul ation, doesn't

it?

> | suspect the priestess associated with (a formof) wtchcraft
woul d

> be nore what was in mind for the pagan tenples and that aspect of
> this, but there is no real way to know.

Agreed - | see it as two forns of religion
> And where do you fit shamanisminto the equation? <g>

See ny spritis and religion docunent in the files section, this has
Shamans in. They, in nmy system are nmages interacting with spirits

in this and other dinensions. This document includes rules for

maki ng and interacting with spirits and what types of spirts there
are. The cheif ones a shaman deals with are spirits of animls and
the dead, either undead or ancestors. (PS a new draft is al nost ready
so if any one has conments you want to include in the new draft get
themto nme soon)

Pl ease read the spritis and religion docurment. | think, and hope,
that we're not that far apart in the basics of our systens, although
we may have diverged fromthat point :--)

I'd love to see your system perhaps they could be harnoni sed?
In anticipation of your next post

Davi d

From: John M. Kahane <johnk-thinkpad@c...>
Date: Fri Aug 22, 2003 10:32am
Subject: JohnK's Priest Skill (Long)

Hul I o, folks,

Well, | figured that the tine has cone to post the skill up
to the two lists, and figured that this mailing list would be the
best place to do so. Bear several things in mnd. First of all,

this skill has been sonething that |I've been working on...well, let's
just say for along tinme. It is based on the article on Priest
skill that was being witten for the DQ system way back when the

Rel i gi on suppl enent was well and truly in the works, and has been
done up on the basis of the menory of the material (plus sone of the
notes that | did take on the fornul ae that were being used for
certain parts of the skill). Secondly, it makes the assunption, as
did that original material, that magic and religion were not
considered all that "nutually inclusive", and thus reflects
this...but | still think that it works when dealing w th pagan
religions, and | have added a reference to my own version of this
(under section 166.6) that the Coll eges of Shamanism Wtchcraft
(whi ch has undergone sone revision the last little while to fit
better with sone of the precepts of ARCANE W SDOM, and others that
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can be taken within the context of the pagan issues should be
permtted if the GMallows. Thirdly, the concept of Mracles is one
that will drive player and Gvs who use this version of the Priest
skill sonmewhat nuts. This is because, when it cones right down to
it, the Mracles and other material on the deities and their areas of
influence and the Iike were going to be in a separate, |large-ish
chapter of their own. Alas and alack, and all that... :( Finally,

t he Devout ness secondary characteristic is described in a separate
article that | wote which was published in the DON a way back, and
that was the characteristic that was going to be used for the

pur poses of devotion, belief, and all.

Take this for what you will, and | expect to see all manner of

debate and the like on this skill. So, fire away... :) Persona
conments can be addressed to ne at this e-mail, or nmy nore nornmal one
of jkahane@.... :)

Al so, please note the copyright on this...yes, that's how | ong

it's taken ne to finish this "project” up. Now, all | have to do is
the Dreamneaver skill. )

166. PRI EST

In any religion, there are those individuals who nmaintain the

know edge and performthe rituals associated with worship of the
gods.

Cccasional ly, such individuals may call on their gods for blessings,
to borrow powers, or even performmnmiracles. The Priest skil

provi des

a neasure of the character's standing within his chosen Priesthood as
well as his ability to call on the deity of his choice

This skill is unlike any others, however, in that many abilities

are ultimately left open to the GanesMaster. It is actually to

provi de a general franmework w thin which the player and GM can
define the actual potential for being a priest for particular
religions and deities. The player and GM need to work together to
provi de some of the details of defining the franework of the
religion: Wiat God? What is its domain? What are its powers?

What does it expect of its foll owers? Wat other gods may oppose

it? It is then the GMs responsibility to play the part of the

gods and deci de when a character has fulfilled the requirenents set
upon himby his deity. Because of this, the GV needs to keep track
of a rating for the bond between the god and the Priest. This
rating, called Devoutness, ranges fromO0 to around 100, and will
vary as described in the section of DragonQuest Additional Rules,
section 3.11.

Priests are powerful figures in the world of DragonQuest. Not

only

do they command control of power derived fromthe power of their god,
but they may occasionally call upon the power of the gods to come to
their aid. They can sanctify an area to protect those within it from
the Powers of Darkness (or Powers of Light, depending), and can
satisfy the souls of the dead to ensure a restful and peaceful death
The inportance of the Priests in the world derives fromtheir

secret know edge of the proper rituals to placate the gods, and
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make them happy. Normal people rely on the priests to protect them
fromthose el enments outside the realnms of magic: plagues, fam nes,
bad |l uck, and a host of other niscellaneous mal adi es. The priests

are al so responsi ble for the dead, providing themw th safe passage
into the afterlife (whatever that afterlife may be, dependent on

the religion), as well as safe entrance to children into this

wor | d

There is a price to pay for all this: not all nmay beconme priests,

and those that do wal k a straight and narrow path, with nmany pitfalls

and tenptations that may | ead them astray. They nust be willing to
follow orders and instructions fromtheir gods, and somretines
clerical

superiors, w thout question or hesitation. Those that fall from
grace

may never again enter the priesthood, and may even be hunted down by
their nmore pious brethren. But to those that join the priesthood,

t he

choice is not one they regret.

[166. 1] A character who wishes to take the priest skill nust neet the
m ni rum requi renent in certain Characteristics.
A character who wi shes to take the priest skill nmust neet certain

mnimuns in characteristics related to the ability. A priest nust
have a WI Il power of at |east 18 and a Devoutness of at |east 25.
If the character's WI I power or Devoutness are bel ow the m ni num
val ues needed, the character expends one-quarter extra the

Experi ence Points necessary to progress Ranks. |f the character's
W1l power is 24 or better, the character only expends
three-quarters the Experience Points to progress Ranks. |If the
character has a Devoutness of greater than 60, the character
expends three-quarters the Experience Points to progress Ranks.
These nodifiers are cunul ati ve.

[166.2] A priest does not need to achieve Rank with any additional

| anguages, but certain priestly functions require extra | anguage
Ranks.

Wiile a priest is not required to have any extra | anguage skills,

it is suggested that the priest be famliar with the Spoken form of
the Religious Conmon | anguage at Rank 8, and the witten formof the
Rel i gi ous Comon | anguage at Rank 7.

In addition, it is suggested that for a priest to rise above Rank

5, he nmust speak and read/wite an extra two | anguages of his choice
(preferably related to the area in which he serves), and that to rise
above Rank 8, the priest nust speak and read/wite an additional two
| anguages of his choice.

[166.3] As a priest progresses through the ranks of the priesthood,
he

has a Know edge Rank that increases through tinme and effort.

Each priest has a Knowl edge Rank, abbreviated KR, that he gains
when he enters the priesthood, and which rises over the course of
time. A priest's Know edge Rank is equal to one-half his Priest
ski |

Rank, rounded down.

Wi | e Devout ness (DV) represents the extent to which a priest
believes in his deity, Know edge Rank (KR) reflects the extent to
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which the priest is familiar with the rituals, behaviours, know edge,
and ot her aspects of worship of the deity in question. In addition
Knowl edge Rank is used to deternmine certain abilities of the priest,
and is also used to incite Mracles, create holy (or unholy) objects
and itens, and to enable the priest to live his |life in a nonastic
fashion. Each of the uses of Know edge Rank (KR) is detail ed bel ow
in

the appropriate sections.

It should be noted that while Know edge Rank begins at a val ue

equal to one-half the Priest's Rank, rounded down, it rises and falls
i ndependently of the Priest Rank once the character enters play.
There are various circunstances and situations that rai se and

i ncrease

Knowl edge Rank. Note that it can never be increased through the use
of Experience Points.

If the priest does not neet the standards set forth for the

wor shi p

of the deity in question (see below, Section 166.15, but this can

i ncl ude regul ar prayers, vows, acts of worship or devotion,
sacrifice,

etc.), the Knowl edge Rank of the priest is reduced by one for each
week that he does not obey these standards. |If the priest does
sonething or performs an act which is particularly beneficial to the
deity, either performng an act for the deity or advancing the state
of the deity's worship, increase the Know edge Rank by one point. If
the priest does sonething that goes against the creed or beliefs of
the deity in question, reduce the Know edge Rank by 1 to 3 points,
and

reduce the character's Devoutness by at least 1 to 5 points. The
Knowl edge Rank of the priest is also reduced by one for each
successful use of the priest of an ability which draws on the deity's
power .

If the priest character's Know edge Rank is reduced bel ow zero

(0),

the deity in question should punish the priest in sone fashion. This
may sinply take the formof reducing the character's Priest Rank, or
it my take the formof a Mnor or Major Curse. If the deity's wath
is truly terrible, it could result in the deity smiting the character
from exi stence.

Note that the priest cannot raise his Know edge Rank if the
character's Priest Rank is not equal to or exceeds the character's
desired KR val ue.

[166.4] A priest nust choose a specific deity whom he worships, and
recei ves bonuses to performskills related to the deity's area of
i nfl uence.

A priest nust choose one of the gods or goddesses (hereafter
called

deities) to worship, as noted under the Devoutness (DV)
characteristic. A character who chooses to be a priest may not
wor ship nore than one deity, and thus nay not have nultiple
Devout ness

ratings.

The character receives a bonus to their uses of any abilities or
skills that are directly related to the area of influence of the
deity. The bonus to skills is equal to +(2 per Priest Rank)% If
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t he
priest does not have the skill in question, this will not give the
priest Rank in the skill, but will increase their success chances.

Furthernore, weapons and weapon categories receive a bonus of +1 per
Priest Rank)% to the appropriate Stri ke Chances.

[166.5] Priests are typically addressed by titles, according to their
Rank.

As a priest character progresses through the ranks of their
priesthood, they are accorded certain titles to acconpany their rank
These titles are reflected according to the Rank the priest has

achi eved as noted bel ow

Rank 0-2: Initiate, Novice

Rank 3-4: Acolyte, Brother, Sister

Rank 4-7: Priest, Father, Mther, Deacon

Rank 8: High Priest, H gh Priestess, Your Wrship, Bishop
Rank 10: Arch Priest, Arch Priestess, Pope, etc.

[166.6] A priest may not becone an Adept of any of the Colleges of
Magic, with the exception of Wite Magics or Black Mgics.

A priest may not become an Adept or Mage of any of the Coll eges of
Magi c except for being a Wiite Mage or a Black Mage. In order to
qualify for the taking of a College of Magic, the character nust
stil

meet the requirenents of the College in terns of Magical Aptitude
(MA)

and any other requirenents as deened necessary by the GM

In the event that the priest chooses to be an Adept of the College
of White Magics or Black Magics, the character derives a bonus to
their abilities to cast spells fromthe College under their deity's
i nfluence. The Priest may add (Priest Rank x 2)%to their Cast
Chances with spells fromthe appropriate Coll ege.

[166.7] When a priest achieves Rank 2, the character must determ ne
their Calling within the ranks of the priesthood.

As a general rule, the Calling of a priest character should be
determ ned in association with their particular skills. For exanple,
an archivist would need to be fluent in reading/witing severa

| anguages, as well as having the Scribe Skill (see Section 169). An
adm ni strator would have the Steward Skill (see Section 170). In
sone

religious orders, the position of Heal er woul d possibly be
appropriate. Sone religions nay have prophets and seers, for whom

Astrol oger Skill would be appropriate. Priesthoods, notably nonastic
orders, often require the use of various craft skills (see Craftsman
Skill, section 156) or domestic skills (for exanple, cooking,

carpentry, sew ng, and gardening). Orators and those who are
preachers woul d place an enphasis on speaking skills along with

per haps sone Troubador or Courtesan Skills, since part of their tasks
are to obtain converts. Such Callings are, of course, dependent on
the nature of the particular religion of which the priest is a part.
The GanmesMaster and the player nmust agree on the particular skills
needed for the character's Calling, and Rank in the Priest skill can
never exceed rank in those skills by nore than 2.
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[166.8] Once a priest achieves Rank 4, he may begin to lead certain
tradi tional cerenonies.

Once the priest character achieves Rank 4, 6, and again at 8, he
may begin to lead certain traditional cerenpnies. The cerenonies

t hat

can be led are to be deternined by the player and the GanesMaster
toget her, based upon the tenets and beliefs of each individual
religion. Sone guidelines are provided bel ow.

The Rank 4 cerenoni es should include those which are private,
frequent, and that have a |l ow inpact on the followers of the faith,
and which may al so be sonewhat tedious (and this is why the higher
Ranked priests del egate them

Rank 6 cerenoni es shoul d be those which are higher profile, public

rituals. These will typically involve hundreds of followers,
occasi onal | y hi gh-ranki ng nenbers of society who woul d take of fense
at

being forced to mingle with | ower Rank priests, and the |ike

Rank 8 cerenpnies are those rituals that are vital to the

religion.

Rank 10 cerenoni es are those which, for whatever reason or tenet,
can only be perfornmed by the High Priest or |eading religious |eader
of the religion in question.

In all cases noted above, the Base Chance for the priest to lead a
private cerenpbny is equal to [20 + (WPx2) + (KRx3) + (« Priest
Rank) ] %

[166.9] Once a priest achieves Rank 6, he may begin to | ead
traditional public cerenpnies

Once the priest character achieves Rank 6, he may begin to | ead
certain traditional public cerenopnies. The cerenpnies that can be

| ed

are to be determ ned by the player and the GanesMaster together,
based

on the tenets and beliefs of each individual religion. Sonme

gui del i nes are provi ded bel ow.

The priest character cannot, however, |ead cerenpni es which are
traditionally left to particular ranks of the priesthood. For

i nstance, sone religions have cerenoni es which can only be perforned
by the High Priest of Priestess of the priesthood. The nature of any
such cerenonies is dependent on the nature of the deity to whomthe
cerenony i s dedicated, and should be determ ned by the GM Note that
havi ng a conprehensive |list of cerenpnies is not needed or even
advised. It is quite acceptable that, in a given situation, the

pl ayer may ask the GM "It seens |ike there should be an applicable
cerenmnony for ny Priest." (This gives the player a chance to really
stick it to the GV Conversely, it gives the GMa chance to really
make the player character work for their deity and their religion.)
In all cases noted above, the Base Chance for the priest to lead a
public cerenmony is equal to [30 + (WPx2) + (KRx3) + (Priest Rank)]%

[166.10] A priest may attenpt to convert other characters and being
to

becone followers of their patron deity.

Wiile the majority of individuals have a very strong religious
stance and set of beliefs, one of the true strengths of priests is
their ability to convert others to their religion and to the worship
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of their deity. This is not, however, a sinple task

A priest can attenpt to convert a nunmber of beings equal to his
[(Priest Rank x 2) + (KR)] at any one tine. The attenpt to convert a
character or a congregation to another deity's worship takes at | east
2 hours (-2 minutes per Rank). The Base Chance of converting a
character to the worship of the priest's deity is equal to [(Priest
Rank x 2) + (KRx3) + (WP of Priest - WP of target) + (Troubador or
Courtesan Rank/2)]% The GM may add any other nodifiers that she
sees

fit, although | anguage m ght be one of the deciding factors in this
whol e endeavour.

[166. 11] A priest may bless or curse characters and beings as he sees
fit, but has certain strictures to doing so.

A priest is capable of blessing or cursing individuals and groups

in such fashions as the GanesMaster deens suitable for the deity in
question. Note that the blessing or curse in question can take any
formdesired by the priest. Exanples nmight include, "May the God of
War give you righteous bravery to strike at your foes" (which m ght
result in a bonus to the target's WIlpower or Mlitary Scienti st
Skill), or "May you be blinded by your greed" (which might result in
the target character going blind, or perhaps being cursed to go blind
when he sees sonething that he desires). Note that characters

bl essed

or cursed by a priest do not receive a Magical Resistance roll to the
effect in question. The only thing which nmay noderate or nmitigate

t he

target character's being affected by the blessing or curse is their
Devout ness, and which deities they worship. This nbderation of the
severity of the blessing or curse is left as an exercise to the
GanesMast er and her players.

As a general rule, the blessed or cursed being will receive a

bonus

or penalty of (Priest Rank x 2)%to whatever set of circunstances are
af fected by the blessing or curse in question. The GanesMaster may
rule that a blessing or curse is not appropriate because of the
nanner

in which it is phrased or due to the nature of the deity the

char acter

wor shi ps. Furthernore, each blessing or curse the priest |lays on a
target reduces his Know edge Rank (KR) by 1 point.

[166.12] A priest may call upon his deity for divine inspiration and
gui dance.

There are tinmes when a priest will find hinmself at a | oss for
direction in his life, and at these times, the priest may turn to
their deity for guidance. Through some combination of ritual
prayer,

and sacrifice, the priest nay attenpt to receive the deity's
attention

in the hopes of Divine Inspiration

The Base Chance for a priest to receive successful Divine
Inspiration is equal to [(KRx4) + DV)]% Such an attenpt will
require

24 hours (-2 hours per Priest Rank). The GamesMaster shoul d note
t hat
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divine inspiration is often circunspect or even cryptic, and quite
often open to interpretation. Deities tend to have little patience
when those they share their Divine Wsdomwith are so obtuse as to
mss its neaning (that is, Divine Inspiration should not be
meani ngl ess, but it can be obscure or subtle).

[166. 13] When a priest has great need, he nay be able to call upon
hi s

deity for a Mracle.

A priest may only call upon their deity to performa Mracle in a
time of great need. This has to be judged by the GM as Mracles are
not handed out frivolously, and they are not wi thout cost. In

addi tion, prayers of this sort are not always answered; a typica
response to such questions is usually, "My child, in this may your
faith be tested." The chart bel ow provi des sorme nodifiers that will
af fect the chance of a Mracle occurring. This being said, the GV
shoul d note that this chart is only a reference, and not a hard and
fast rule.

The Base Chance of a priest receiving a Mracle is 1% The priest
character may add « his Devoutness (DV) and his Know edge Rank (KR)
to

this chance of success. A priest attenpting a miracle should rol
percentile dice; this die roll may be altered by the follow ng

nmodi fiers:

Situation Mdifier

Mracle attenpted in this area in the past year -2
Mracle attenpted in this area in the past six
nmonths -5

Mracle attenpted by this person in the past
year +2

Mracle attenpted by this person in the past
six nmonths -2

Area is a high mana area -(Mana x 3)

Area is a Place of Power -4

Area is Magic consecrated ground -10

Area is consecrated to other deity -5

Area is consecrated to own deity +5

H gh Holy Day of the Power supplicated -5

In a tenple devoted to the deity supplicated +5
Supplicant has denmonic ties (deals wi th Denons
often, travels with a Black Mgician or

G eater Summoner, has been granted a boon

by a denmon, etc.) -15

Suppl i cant has not been faithful -10

Supplicant has prayed in the |ast hour +1

Per week the supplicant spends in neditation +2
Supplicant has a selfless request +2

Supplicant has a selfish request -5

For every Rank in Priest Skill +1

Supplicant is on a holy Geas -5

Supplicant is under attack -3

Note that the request for a Mracle is not one that is open to
further discussion. There are no deals or negotiating that take
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pl ace
- either the deity grants the Mracle, or doesn't. An unnodified
result of "01" will always succeed. If a "100" or greater is rolled,

sonet hing other than the intended deity is contacted; it is up to the
GMto deternmine the results of this (a denbn nay appear as if called
by the Call Master Spell (Black Mgics, G 14, pg. 62), or perhaps a
rival deity hears and grants a boon to the supplicant's enem es,

etc.).

Assune deities to be masters of all forms of abilities and the

li ke

that duplicate Magic within their own sphere of influence, and they
are Rank 60 in all Skills. They could cast a spell, heal those in

need, grant divine power to shoot lightning fromthe supplicant's
head, or do whatever else the GMfeels is appropriate to the

situation
at hand and the deity in question. Resistance rolls to the effects
of

abilities used by deities (such as duplicating nagical effects) may
either not be allowed at all (for exanple, in the case where the God
of Wnds uses the winds for sone feat or effect, or the God of

Thi eves

wi shes to hide sonmething) or can be made with a -20 penalty (in such
a

case where the GM deternines that the deity does something that is
equivalent to a spell with an MA of around 300, about Rank 50 with

t he

"spell," and casts for triple or quadruple effect). Perhaps an

avat ar

is sunmoned, with incredul ous characteristics (in the 30s or so) and
obscenely high Ranks (G ant Cdub at Rank 16, for exanple).

It is inmportant to bear in mnd that, unlike other fantasy

rol epl ayi ng ganes where Mracles are comonpl ace and such ternms as
"clerics" are used, Mracles in the DragonQuest RPG are neant to nake
people stand in awe, to be awestruck by the effects of the Mracle in
question. Wiile Mracles are not bound by specific rules - the GM
has

conpl ete control over these - they do follow certain fornms. For
exanpl e, a character who falls off a 150-foot cliff and prays for a
Mracle, lands hard and wal ks away fromit. This is not a Mracle in
the Priest rules offered here; the character |anding, and breaking
their bones, and surviving the fall is the Mracle in this case. The
nature of Mracles are left up to the discretion of the GanesMaster
and the GM should apply a positive or negative nodifier to the
Success

Chance, depending on how she feels the Mracle in question "fits"
with

what is being offered here

It should al so be noted that a successful use of the Priest skil

to invoke a Mracle only results in the deity taking a favourable
interest in the i mediate concerns of the supplicant; this nmeans that
the deity may require sonme sort of service or favour fromthe
supplicant, at the GM s discretion.

[166.14] A priest is able to create or inbue the essence of his deity

into itens or objects, and thus create divine itens.
A priest is capable, with the aid of his deity, of creating
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obj ects

that are inbued with the spirit or essence of the deity in question
The itens thus created are often referred to as Holy or Unholy itens
and objects. A priest could i nbue an object with the essence of his
deity, such that it could be a weapon that is effective against
specific forces or targets, to inbue water with the ability to strike
down the Undead or sone force aligned opposite to the deity in
question (thus, an Earth deity's priest can create an object that can
do extra danage or protect against the forces of Air), or can even
repel the Undead. Note that the priest does not create the item
itself, but inbues an itemw th a holiness or unholiness that he

i nvokes into the itemon behalf of his deity.

When a priest attenpts to create such a holy or unholy item the
priest has a Base Chance equal to [(MDx2) + (KRx4)]% The priest
requires 24 hours (-1 hour per Priest Rank) to create such an item
al t hough conplex itens and the |like nmay take longer at the GMs
discretion. The itemis treated as having an ability equal to «
(Priest KR) for whatever purpose the itemwas intended, although a
speci al success is treated as giving it the full KR and a grievous
success is treated as giving it the ability at (KR x 1.5). Thus, a
Rank 4 Priest with Know edge Rank (KR) at 8 who attenpts to create
holy water that will damage Undead, will do +4 damage to the Lesser
Undead and +4 damage to the Greater Undead. A sword that is designed
to function agai nst Air-based beings created by a Priest with

Knowl edge Rank (KR) 8 would inflict +4 damage to creatures or
entities

of Air.

[166. 15] A priest nmust adhere to a set of guidelines regarding his
behaviour as it pertains to his deity and his religion.

Al'l priests nmust pray every day to their deity for a period of no

| ess than « (Know edge Rank + 1) hours. This tinme can be broken up
into periods throughout the day, although nobst religions have set

ti mes when prayers and devotions are conducted. If the priest fails
to do so, see the notes in section 166.3 on Know edge Ranks. In

addition, the priest will lose all abilities and powers granted by
t he

Priest skill, and suffer a penalty of -10%to all Base Chances that
involve the use of their priestly abilities, due to the | ack of

di vi ne

support they normally receive when using these abilities.

Priests nust also adhere to a strict set of rules that all priests
of their religion nust follow, sonme exanples m ght include chastity
(no sex), celibacy (no nmarriage), no meat, must never draw bl ood,
nmust

pray facing east, nust never cut hair, nust go bald, nust not Kil
specific creatures sacred to the deity, cannot speak, mnust tithe
wealth to the religion followed (usually sone 10%, cannot |earn
specific skills (such as Assassins in the case of the followers of
Justice, or perhaps Navigator in the case of devotees of Earth,

al t hough they would be pernitted Orienteering skill), must not use
nmetal lic objects, cannot refuse certain requests, cannot lie, etc.
The GanmesMaster shoul d devise a set of restrictions for each
character

wi shing to learn the Priest skill, based on the specific deity they
choose to worship. Failure to conply with these strictures results
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in

the same penalty as if the priest had failed to pray; however, in
these cases, the priest will suffer the penalties for at |least a
nunber of days equal to his (Devoutness - Priest Rank), possibly

| onger, depending on the nature of the transgression and the will of
the deity.

Bl at ant actions against the strictures of the deity may result in

a

|l oss of Rank in Priest skill and/or Know edge Rank or even a geas.

[166. 16] A priest of a given religion nust usually engage in nonastic
behavi our for part of a given period of tinme, usually in years.

As a general rule, priestly orders are sonmewhat nonastic- or
sisterhood- oriented in their nature, and require the priest to take
a

nmonastic pilgrimage to strengthen their faith, maintain their belief
inthe priest's deity, and to rededicate thenselves to the deity in
question. However, not all religious orders are nobnastic or require
this. This should be decided by the GanesMaster and the player,
dependi ng on the nature of the deity and religion in question

A priest of a nonastic order is usually required to spend up to

[30

+ (Priest Rank x 2) + KR] days in a nonastic setting, worshipping
their deity and re-dedicating thenmselves to the deity in question

once
every (KR - 1) years. Sone priests spend even nore tine on these
retreats, sinply because they are so spiritually fulfilling.

If a priest fails to spend the anmount of necessary time in a

nonastic environnment, his spiritual beliefs gradually give way to a
nmore worldly set of values, and the priest |oses 5 Ranks in Priest
skill and a correspondi ng drop of 3 Know edge Ranks. \Wen the priest
does decide to fulfill his nonastic retreat obligations, the priest
must spend an extra (Priest Rank + KR)2 weeks in the nonastic worship
and solitude.

[166.17] The social position and status of the priest character has
certain advantages and di sadvant ages.

A priest is generally revered and respected by the people in the
area in which they live and work (although not always by the

nobi lity)

within their own culture. In those cases where the GanesMaster feels
it is appropriate, the priest may receive a bonus of (Rankx2)%to his
reaction rolls. Conversely, in cases where the priest is nost

unwel comre (for exanple, a priest of the deity of Justice who is
arbitrating in the Thieves' Cuildhall), the priest suffers a penalty
of (Rankx2)%to his reaction rolls. In sone cases, the reaction rol
is to be altered even if the priest's identity is a secret - the
priest sinply carries an aura of the divine which affects those
around

hi m

[166.18] A priest may be called upon by their patron deity to perform
a quest or other simlar service.

The deities do not tend to just give their blessings and a portion

of their power to their priests and servants, and usually expect sone
service in return. Once per season, the GamesMaster should roll to

14/05/2004



DragonQuestCathedral Archive Posts 91-120 Page 22 of 36

105

determine if the priest's deity calls upon himto performa service.
The chance of this happening is equal to the character's (Priest
Rank)% It can be assumed that the deity of the character in
question

has at |east Rank (D10+50) with the equivalent of the Geas ability.
If the character is contacted, and even attenpts to resist the

service
or geas of the deity (in a manner deened suitable by the GV of
course), he will lose all his Ranks with Priest skill (with that

deity, at least). Quests handed down in this fashion are not
necessarily dangerous, but could be tests of faith. The higher the
Rank of the priest, the nore likely the geas or quest is to be of a
sonewhat perilous nature.

[166.19] A priest nmust pay [150 + (Rank x 200)] Silver Pennies per
year for the necessary supplies and tools needed for the basic
religious rituals and the |ike each year

As a general rule, this would include cerenonial garb, books and
scrolls, mnor artifacts (for exanple, crucifix, staves, amulets,
synbol s of the deity), incense and the Iike.

If the priest fails to pay this yearly cost, the character's Rank
with the skill is reduced by two Ranks bel ow t he actual Rank he has
with the skill. If the character does not pay the fees for two
consecutive years, his Priest Rank is pernmanently reduced by one.
Note the reduction in Priest Rank automatically causes a reduction of
1 to 3 points in Know edge Rank (KR) that the priest may have
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Date: Fri Aug 22, 2003 9:58pm
Subject: Spirits and Religion

In | ooking over the Spirits and Religion docunent, I'd like to
congratul ate David Barrass on his hard work and thoughtful
presentation. Having said that, | was wondering what the thought was
behind Ceric types not being able to use mana, instead deriving
power froma god, who in turn derives his power fromhis believers.
Wiy is nana anathema to priests? It seens to nme, there m ght be sone
col | eges which practice white magi cks, with the blessing of the Lords

of Light or Light Powers. Should the practice of miracles and the
rituals of the religious be any different, than say, the black nage,
who is a kind of priest (albiet serving the Dark Powers) in his own
right? Philosophically, | have nmy own take on the subject, but 1'd be

interested to hear fromthe group. Does this systemallow for one

14/05/2004



DragonQuestCathedral Archive Posts 91-120 Page 23 of 36

106

Creator, for it seens geared toward entire pantheons of dieties (nuch

in the greco-romano tradition)? The various planes of existence seem
clear to nme as well. The original DQ systemowns its beginnings
primarly to two sources of fiction, those being the witings of
Ursula Le Guin, and J. R R Tol ki en. Neither of these bodies of work
has the sanme flavor as that presented in David s docunent, though one

must al so consi der the European nythos, which was another influence
on the ganme system So, Paganismbrings us to druids, the spirits of
| eaf, river, and vine, as well as burgeoning Christianity (which, |

for one, will never use in a canpaign!). |I'mjust throwi ng this out
there in the hope that others may respond in kind. Overall, nice
wor k Davi d!

From: dbarrass_2000 <david.barrass@e...>
Date: Sat Aug 23, 2003 7:44am
Subject: Re: Spirits and Religion

> In | ooking over the Spirits and Religion docunent, I'd like to

> congratul ate David Barrass on his hard work and thoughtful

> presentation. Having said that, | was wondering what the thought
was

> behind Ceric types not being able to use mana, instead deriving

> power froma god, who in turn derives his power fromhis believers.

> Wiy is mana anathema to priests?

This was based on the DQ book - check out the section on consecrated
ground, first page of the nmagic section.

>t seens to nme, there mght be sone

> col | eges which practice white magi cks, with the bl essing of the
Lords

> of Light or Light Powers. Should the practice of mracles and the
> rituals of the religious be any different, than say, the black
nmage,

> who is a kind of priest (albiet serving the Dark Powers) in his own

> right? Philosophically, I have ny own take on the subject, but 1'd
be

> interested to hear fromthe group. Does this systemallow for one
> Creator, for it seenms geared toward entire pantheons of dieties
(rmuch

> in the greco-romano tradition)? The various planes of existence
seem

> clear to ne as well. The original DQ systemowns its begi nni ngs

> primarly to two sources of fiction, those being the witings of

> Ursula Le Guin, and J. R R Tol ki en. Neither of these bodies of work
> has the same flavor as that presented in David' s docunent, though
one

> nust al so consi der the European nythos, which was another influence
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> on the gane system So, Paganismbrings us to druids, the spirits
of

> |eaf, river, and vine, as well as burgeoning Christianity (which, |
> for one, will never use in a canpaign!). I'mjust throwing this out

> there in the hope that others may respond in kind. Overall, nice
> wor k Davi d!

Thanks

| see pagani smas serving many gods, many of whomwi |l see thensel ves
as on the sanme side as the Powers of Light. Just because they're
pagan doesn't nmake themevil. However, as | read the book, it does
not nmake themthe sane as the Powers of Light. Hence the two forns

of religion Pagan priest and Powers of Light Qeric

| see it that the PoL have found another way, possibly for higher
nmotives or to ultimatly renove magi c and so cut out the conpetition

of Pagan gods - two of many senarios that could explain this

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Sat Aug 23, 2003 7:50am
Subject: Re: JohnK's Priest Skill (Long)

CGot it printed ( big Thanks for posting it) - give me a couple of
days to | ook over it

Davi d

From: green_skies_at_night <green_skies_at_night@y...>
Date: Sat Aug 23, 2003 10:35am
Subject: Re: Spirits and Religion

Thanks for clearing that up, David. :)

From: tmckelvey77089 <tmckelvey77089@y...>
Date: Sat Aug 23, 2003 0:25pm
Subject: Re: JohnK's Priest Skill (Long)

John,
I'"mhaving trouble finding your article on the Devoutness
characteristic. Wuld you repost it here?

Thanks,
Ted McKel vey
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From: tmckelvey77089 <tmckelvey77089@y...>
Date: Sat Aug 23, 2003 0:25pm
Subject: Re: JohnK's Priest Skill (Long)

John,
I"'m having trouble finding your article on the Devoutness
characteristic. Wuld you repost it here?

Thanks,
Ted McKel vey

From: green_skies_at_night <green_skies_at_night@y...>
Date: Sat Aug 23, 2003 4:15pm
Subject: A Wicked Wizard Punished

One day a wizard told a man whom he knew that, if any one were to
clinmb a certain nountain-peak and junp off on to the belt of clouds
bel ow, he would be able to ride about on themas on a horse, and see
the whole world. Trusting in this, the man did as the wi zard had told

him and in very truth was enabled to ride about on the clouds. He
visited the whole world in this fashion, and brought back a map which

he had drawn of the whole world both of nmen and of gods. On arriving
back at the nountain-peak in Aino-land, he stepped off the cloud on

to the nountain, and, descending to the valley, told the wi zard how
successful and delightful the journey had been, and thanked him for

the opportunity kindly granted hi mof seeing sights so numerous and

so strange.

The w zard was overcome with astoni shnent. For what he had told

the other man was a lie, a wicked lie invented with the sole
intention of causing his death; for he hated him Neverthel ess,
seeing that what he had sinply neant for an idle tale was apparently
an actual fact, he decided to see the world hinself in this easy
fashion. So, ascending the nmountain-peak, and seeing a belt of clouds

a short way below, he junped off on to it, but was instantly dashed
to pieces in the valley bel ow

That night the god of the mountain appeared to the good man in a
dream and said: "The wi zard has net with the death which his fraud
and folly deserve. You | kept from hurt, because you are a good man.
So when, obedient to the wi zard's advice, you |leapt off on to the
cloud, | bore you up, and showed you the world in order to nake you a

wiser man. Let all nmen learn fromthis how wi ckedness | eads to
condi gn puni shnent!"

From: John Rauchert <john.rauchert@s...>
Date: Sat Aug 23, 2003 6:48pm
Subject: RE: Re: JohnK's Priest Skill (Long)
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JohnK's original article on Devoutness can be found at the DragonQuest Newsletter Archive. It
appeared in Volume 2 Number 5 May 1995

http://johnrauchert.brinkster.net/dg/archive/dgnewsletter/dgv2n5.htm

From: tmckelvey77089

To:

Sent: 23/08/03 12:25 PM

Subject: [DragonQuestCathedral] Re: JohnK's Priest Skill (Long)

John,

I'm having trouble finding your article on the Devoutness
characteristic. Would you repost it here?

Thanks,
Ted McKelvey

113 From: John M. Kahane <jkahane@c...>
Date: Sun Aug 24, 2003 7:43am
Subject: Re: Re: Spells in Religion

Hul 1 o, David,
On Fri, 22 Aug 2003 15:56:09 -0000, dbarrass_2000 wrote:

>> Probably for some of the same reasons that | do. :) Basically,

>> the DQ material on religion that | have heard about and seen
>>(granted this was nany years ago) was al ways neant to keep
>>religion and nmagi ¢ separate fromone another. | don't renmemnber
>>where |'ve seen it in the various editions of the ganme, but there
>>were a couple of places where this is hinted at.

>

> partly agree, | would split it into two fornms of religion "pagan"
>magi cal in nature and PoL - separated from nmagic

Frankly, | don't think that there is a need to split it into pagan
and PoL, to be honest. The Priest skill, if handled right and worked
with by a GM and pl ayer who both have a good grasp of what they're
doi ng, should be able to use the sane skill to do this. Besides, in
nost pagan religions one tends to have shamans, witches, and the |ike,
rather than priests, so...

>> > | have al ways assuned that his was how magi cal religions worked
>> > This is fromhints: -

>> > | n Thieves Wrld al ready posted: -

>> > ", .. it is suggested that these priests be granted quasi-clerical
>> > abilities (as in pagan and early Catholic | egend). These rely
>> >heavily on ritual-- in both senses of the word-- and personal

>> >magi c, which is intended to directly affect an individual (the
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>> >Heal er skill [55] and curses [84.3 et seq.] are good exanpl es
>> >of this). Presumably, spells which are scal ed-down versions

>> >of the |iege god' s special powers are part of the priest's

>> >repertoire”.

>> > Spells are explicitly nmentioned.

>>

>> Ganted this is true, but renenber the material in the Thieves
>> World boxed set was neant to only apply if running in that
>>particular game world. This is the sanme material that allows one
>>t0 create Mages with nore than one College to begin wth,

>>sonet hing that seens to be in direct contradiction with the way
>>t he Coll eges were set up in the main gane. This may, of course,
>>pe pure speculation, but it is certainly ny interpretation of the
>>Thi eves' World boxed set material.

>

>That is a good point

What bugs ne about this is that npbst people just assunme that the
Thi eves' World material is canon for the DRAGONQUEST gane system and
not specific rules for the Thieves' Wrld environnent.

>> > The Col |l ege of Black nagics itself is clearly based on

>> >Wtchcraft — believed to incorporate el enents of Angl o- Saxon
>> >(and nmaybe a bit of Celtic) pagan cults This college al so

>> >contains many features | would expect a religion to have

>> >(eg bl essings and curses).

>>

>> Actually, | would beg to differ with you here slightly. Bl ack
>> Magic certainly has sonme el enents of the darker sides of

>>wi tchcraft, notably the Crow ey elenents to it, but it is in no way
>> representative of witchcraft as a whole. It certainly has a
>>|iterary basis with the dark arts, but | suspect many practicing
>>w tches and warl ocks fromthe 1980s woul d have objected to

>>t he connection to what they do on the basis of this College.

>

>possi bly true of today's witches. |'ve done research of the

>medi eval snd Renacence witchcraft and its seemsmlar to the

>col ege of Black magics to me. Yes they have focused on the
>nastier side to make it interesting for a role-playing system

Ah, but renenber this was the 1980s, the period when D& was bei ng
accused as contributing to the nurder and the |ike by kids who were

pl ayi ng the gane, and when witchcraft was considered an evil, and its
real life wiccan practicioners were all in hiding and the like. The
ganme's focus was simlar to that, and hence the Coll ege of Black Magics
was very nuch a menace within the context of the gane and the gane
world. Frankly, | wouldn't use a Black Mage to sinulate a witch or
war |l ock or whatever, not the way the first two editions set them up

O course, one doesn't have that worry with the 3rd Edition. :)

>> > Most of the magic users in | egend are described as Priest(esses)
>> > and they seemto cast things that would be best nodelled as

>> >spel | s.

>>

>> Agreed, but there is a difference between a Priest of one of the
>> pagan religions and a Priest of the Christian faith. Arthurian
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>> | egend is a good exanple of this. However, nmore to the point, one
>> could argue that a true Priest or Priestess receives their
>>abilities froma Divine source, whereas nmagic stens fromthe nmana
>>t hat surrounds us all. Mracles don't and should not reduce Fatigue
>>in gane ternms. That makes themdifferent fromnmagic entirely.

>l msho. )

>

>Yes - see ny point on two fornms of religion. | realise that mracles
>for a PoL religion (eg christianity) should be different (although
>one could argue that a 1 Ft cost is requied as sacrifice to the diety
>f or useing sone of his power, or to open a channel to the diety to
>tap power) But for PoL miracles | would |ove to get away from
>spells, but the tine taken to draw up a list of rules for this or
>Mracle list was nore time than | have. Perhaps your rules are the
>answer to ny prayers

I guess you need to tell nme whether the Priest skill that 1've

just presented addresses that question at all. :) O course, like

said, | suspect people will either hate what |'ve done for the skill or

like it.

..... "WAit, you can snell Crichton in all of this?" - Aeryn "Yes. His odour

is even stronger than yours." - D Argo "I don't have an odour." - Aeryn (FS;, TOBM
JohnK

e-mail: jkahane@. ..

web page: http://ww. commet. ca/ ~j kahane

114 From: John M. Kahane <johnk-thinkpad@c...>
Date: Sun Aug 24, 2003 2:15pm
Subject: Re: Re: JohnK's Priest Skill (Long)

Hul | o, Ted,
On Sat, 23 Aug 2003 18:25:01 -0000, tntkel vey77089 wote:

>l "' m having trouble finding your article on the Devoutness
>characteristic. Wuld you repost it here?

Sure thing, not a problem.. The excerpt fromny Additiona
Rul es material on Devoutness foll ows:

[3.11] Devoutness is a neasure of the extent to which the character
honestly believes in a specific deity or in a group of deities.

The Devoutness (DV) characteristic is one that is the nost

flexible and difficult of all to characterize due to the nature of
the matter of religion. Devoutness represents the honest belief of a
character in a deity and/or a group of deities (commonly called a
pant heon) .

The world around the characters possesses much in the way of

history and ancient lore, and religion is a part of this world.
Wil e a charac ter nay choose not to have a belief in any form of
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deities or gods, it is likely that the character's personality is one
that gives a respect to a certain type of deity or to a specific
deity. The character's Devoutness represents the extent to which the
character places faith in the gods of the gane world and canpai gn
and could have long termeffects. Each character will deter- mne
her own DV val ue, based on personal beliefs and aspects of the
character's personality.

Thus, a farnmer mght not be overly religious, but he will have a
heal thy respect for the goddess of agriculture and may of fer snal
things at an altar to the goddess after a good harvest or nmay appea
in her name during a hard day in the fields. The character would
have a DV of perhaps 1 or 2. Athief who is highly superstitious, on
the other hand, mi ght choose to have a strong worship of the god of
thi eves, possibly due to the influ- ence of the Thieves' Quild or
because of personal belief. This character would give a certain sum
of nmoney every nonth at the tenple of the god, and m ght perform
certain rituals at various tines or just before commtting an act of
thi every. This character would have a DV of perhaps 3, 4, or even as
high as 5

[5.9] The character begins with a Devoutness that is determ ned by
the character's religious intent.

The pl ayer character determnm nes her Devoutness based on the extent
to which she wi shes to worship the deities. Devoutness ranges from?O
(al rost non-belief) to 100 (a total religious fervour), and there is
al so the real mof "A" which stands for atheism The character nust
choose a Rank for their Devoutness at the tine they create the
character.

It is inmportant to note that a character can choose to worship

nore than one god or goddess. If a char- acter chooses to worship a
second deity, she cannot have a Devoutness higher than (DV1-1), and
if the character chooses to worship a third deity, she cannot have a
Devout ness hi gher than (DV2-3), where the DV with subscript refers to
the previous DV value. No character may choose to worship nore than
three deities, but a Devoutness Rank can be chosen with an entire
pant heon (which would be highly unusual to say the |east).

Hope this material is what you were | ooking for.
If hot air rises, why aren't Otawa and Washington in orbit?

JohnK

fromthe Lap of OS/2

j ohnk-t hi nkpad@. . .
http://ww. comet . ca/ ~j kahane

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Aug 25, 2003 2:27am
Subject: Re: Spells in Religion

<snip as this thread is getting too | ong>
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> Frankly, | don't think that there is a need to split it into

pagan
> and PolL, to be honest. The Priest skill, if handled right and

wor ked

> with by a GMand player who both have a good grasp of what they're
> doi ng, should be able to use the sane skill to do this. Besides,
in

> nost pagan religions one tends to have shanans, wi tches, and the
li ke,

> rather than priests, so..
The split into two is based on the DQ book, where concecrated ground: -

"Barrows, pagan tenples (those in which magic forms part of the
ritual) <snip> can never be consecrated ground."

I would rmuch rather have had one skill, but |I felt this precluded it
The Pagan religions of Greece, Rome, Egypt all had priests and

prei stesses presiding over a conplex religion. Do you classifiy
these as a PoL (or PoD) or pagan religion?

<sni p agai n>

> >That is a good point

>
> What bugs ne about this is that nost people just assune that

t he

> Thieves' Wrld material is canon for the DRAGONQUEST ganme system
and

> not specific rules for the Thieves' Wrld environnent.

true, but it was witen by DQ people for DQ so it must give sonme
clues to what they were thinking. Just how rmuch is the question

<sni p>

>possi bly true of today's witches. |'ve done research of the
>nedi eval snd Renacence witchcraft and its seemsmilar to the
>col ege of Black magics to me. Yes they have focused on the
>nastier side to nake it interesting for a role-playing system

V V.V V VYV

Ah, but renenber this was the 1980s, the period when D& was

bei ng

> accused as contributing to the nmurder and the |ike by kids who were
> playing the gane, and when witchcraft was considered an evil, and
its

>real life wiccan practicioners were all in hiding and the like. The
> gane's focus was simlar to that, and hence the Coll ege of Bl ack
Magi cs

> was very nmuch a nmenace within the context of the gane and the game
> world. Frankly, | wouldn't use a Black Mage to sinmulate a witch or
> war |l ock or whatever, not the way the first two editions set them
up.

> O course, one doesn't have that worry with the 3rd Edition. :)
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sadly not :--(

Fromwhere | work | can see the village where 200 witches were burnt
in 1590. They were, apparently, inspired by the Devil to throw a cat
into the sea to sunmon a stormin an attenpt to kill the King. The
new protestant religion growing up in Scotland at the tine would
consi der the College of Black Magics a terrifying justification of

their acts, | belive - and | fully accept your right to dissagree -
that this type of witchcraft was the basis of the College. Sadly
there is no way of knowing now :--( Quite possibly it was both

i nfl uences. The degree of scollarship that went into the original DQ
is one of the things | |ove about it.

<sni p>

> >Yes - see ny point on two forns of religion. | realise that

m racl es

> >for a PoL religion (eg christianity) should be different (although
> >one could argue that a 1 Ft cost is requied as sacrifice to the

=

ety
>f or useing sone of his power, or to open a channel to the diety to
>tap power) But for PoL miracles | would love to get away from
>spells, but the time taken to draw up a list of rules for this or
>Mracle list was nore tinme than | have. Perhaps your rules are

>answer to ny prayers

VVVV™TVYVVYV
o

I guess you need to tell me whether the Priest skill that |'ve
just presented addresses that question at all. :) O course, like
> said, | suspect people will either hate what |'ve done for the
skill or
> like it.

I have read it and it | ooks promcing but | have sone questions that
I'"lI'l ask in another post :--)

This is one of the things | |ike and di spare about DQ The |ack of
cannonic rules nmakes life frustrati ng when you need a quick answer to
deal with a situation. But its also liberating, feel there's a gap

in the rules? Make your own, who's to stop you? As |long as your

group is happy to play the're not going to have the headache of
transfering their characters to soneone el se's gane worl d.

You, like me and others, are nmaking our ideas available to DQ world
to the benfit of all. That has to be a good thing, and your record

of contribution is one that | would be proud to have.

Davi d
From: Bruce Probst <bprobst@n...>

Date: Mon Aug 25, 2003 2:28am
Subject: Re: Re: Spells in Religion

On Sun, 24 Aug 2003 09:43:07 -0400, "John M Kahane" <jkahane@...>
wr ot e:
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>Besi des, in
>nost pagan religions one tends to have shamans, witches, and the |ike,
>rather than priests, so..

This is a bit of an over-sinplification. "Pagan" generally neans
"non-Christian", so this isn't really true. Lots of "pagan" religions had
perfectly structured priesthoods, they just weren't (or aren't) *Christian*
priests.

I think the distinction should really be between "structured" religions and
"non-structured" ones. In a "structured" religion being a priest is pretty
much all you do. In a "non-structured" religion being a priest is sonething
you do in addition to whatever else you nornally do.

You can break it down even further ... in sonme "non-structured" religion you
have "part-tinme priests", in others they don't even have that -- the
religious worship is sonething that you do as an individual, and you have no
"flock" to care for or guide.

Any religious "rules" ought to be able to cope with one extrene as well as
t he ot her

Bruce Probst bprobst@... |CQ 6563830

Mel bourne, Australia MSTie #72759 SCA #80160

"Rock and roll Martian."

ASL FAQ http://ww. users. bi gpond. net. au/ manti s/ ASLFAQ

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Aug 25, 2003 4:35am
Subject: Re: Spells in Religion

--- I'n DragonQuest Cat hedr al @ahoogr oups. com Bruce Probst
<bprobst@...> wote:

> | think the distinction should really be between "structured"
religions and

> "non-structured" ones. In a "structured" religion being a priest
is pretty

> much all you do. In a "non-structured” religion being a priest is
sonet hi ng

> you do in addition to whatever else you normally do

>

> You can break it down even further ... in some "non-structured"
religion you

> have "part-time priests”, in others they don't even have that -- the

> religious worship is sonmething that you do as an individual, and
you have no

> "flock" to care for or guide

>

> Any religious "rules" ought to be able to cope with one extreme as
wel | as

> the ot her.

The part time priest | think is covered by the fact that it is a
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skill rather than a character cl ass.

Your point about the individual relationship with your diety w thout
the intermediary of a priest is a good one. However, even here there
there are spiritual |eaders able to provide gui dence and
interpretation. Such a person would be a Lay reader in presbeterian
protestant religions, and | beleive that a Rabi or imamfullfill
simlar roles, if sone one knows better please correct ne.

Perhaps there is an arguenent for a rank O priest being the state
nost wor shi ppers acheive in the personal relationship religions -
I"lI'l have to think of the inplications. In ny draft rules, which I
will post hopefully later this week, |'ve changed the PolL priest
rules to include priest, nonk and <Layman>, the latter for this
purpose, but there's always that can be done

To stimulate debate I'Il included this rule change in this post:

[110.1] point 3 added

Laynmen do not proceed into the highest reaches of the clergy, and so
do not have the power of the other two, but simlarly do not have
sone of the restrictions. They generally are spiritual guiders in
smal | conmunities not |arge enough to justify a priest, or in
religions that do not hold with interactions with the powers via
priests, encouraging a nore personal communication with the Powers

added to [110.17]

A Laynman does not gain any of the abilities in sections [110.18] to
[110.20] (nor can he collect followers), but he does keep and can

i nprove the abilities gained before rank 3.

In the pagan religions |'ve added a bit to cope with non-structured

religions. I"'mnot sure if its the best way to do it, |'ve toyed

with the possibillity of some religions having priests of a pantheon
rather than an individual Diety, but not sure what the best way to do
it is.

[106.10] In certain primtive religions a priest may officiate in for
nore than one Facet of a God or even nore than one God.

This is dependant on the pantheon and generally only occurs in
primtive societies that do not have the centres of population to
allow the priests to specialise. If a priest wishes to becone a
priest for nore than one god or facet of a god the follow ng
restrictions apply:

1. The priest nust neet all requirenents to be the Facet's or

CGod' s pri est

2. The gods nust be of the sanme pant heon

3. The gods must not be opposed

4. The priest nust spend at | east one hour in Purification (Q 8)

or [32.2] in between officiating in ritual for the different gods or
using a talent or spell or ritual of different deities.

5. The priest has separate ranks for each of his deities,
essentially they are separate skills

6. The experience point cost for inprove religious talents,

spells and rituals is separate. Therefore these nmust be ranked
individually for each god and the experience points spent to gain
these spent individually. For exanple ranks gained in Payer for one
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god will not make gaining ranks in Payer for another god cheaper

7. The priest may collect followers, but the limt for al

followers of all religions is still his WP. The priest collects
followers for his god individually. So, for exanple a priest may
have 4 followers for one deity and 3 for another to a total of his WP
8. The rules of individual Gods and facets may prohibit this

The priest has a reduced obligation to contact the deity. At

| east one contact with any deity nmust be nmade as [106.7] and the
contacts nust be shared between the deities, but one contact of sone
form nmust be nade at a m ni mum of once per nonth per god. The God
will require that its festivals are observed. Failure to comply will
result in the penalties of [106.7] to all religious success chances
irrespective of deity. The sane contact rules apply to retaining
foll owers

Al'l other restrictions and powers of priests remain unchanged

David (really enjoying this news group - | nust do sonme work sone
time)

From: John M. Kahane <jkahane@c...>
Date: Mon Aug 25, 2003 7:13am
Subject: Re: Re: JohnK's Priest Skill (Long)

Hul | o, Davi d,
On Sat, 23 Aug 2003 13:50:26 -0000, dbarrass_2000 wrote:

>Cot it printed ( big Thanks for posting it) - give ne a couple of
>days to | ook over it

Ch, | didn't expect people to start conmenting on it right away,

sinply because it is so large and there's a ot of material init. |
don't know what nost of the folks around here are going to think of it,
to be honest, but we'll see when the fallout and the comments on the
material start coming in.

Ch, and |'ve posted up the relevant excerpts fromny Additiona
Rul es material on Devoutness, for those who want it, since it's
relevant to the Priest skill

..... Education is a poor substitute for cognition.
JohnK

e-mai |l : j kahane@. .
web page: http://ww. commet. ca/ ~j kahane

From: John M. Kahane <jkahane@c...>
Date: Mon Aug 25, 2003 7:04am
Subject: Re: Re: The Golden Rule(s)

Hul | o, Davi d,

On Fri, 22 Aug 2003 16:08:32 -0000, dbarrass_2000 wrote:
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>Ck we agree on a |lot of basics
So it would seem :)

>> No, it does not. But there is a clear indication here that the
>> pagan tenples and el enments of mmgi ¢ nenti oned above owe

>>a clear allegiance of sorts to the Powers of Darkness, i.e., the
>>DQ Denpns, and that woul d suggest nore of a connection

>>t0 nmagi c. The Powers of Light are clearly neant to be the

>>dei ti es/ gods/ goddesses/etc. within this franmework.

>

>Agr eed

And yet while this seens to be so obvious and clear fromthe

material presented in the gane, it's amazi ng how many players and fol ks
who run the ganme don't see this. Sometinmes this is the sort of thing
that can really drive a GMor player crazy, but | guess when it comes
down to it, there aren't a lot of Gvs who actually use religion or
think religion through in rol eplaying ganes. And because of the

manner in which religion has been portrayed in rpgs in the past, there
is a stereotypical attitude of howto bring it into one's rpg and all

>> Beats ne...but it makes for interesting specul ation, doesn't
>>jt? | suspect the priestess associated with (a form of)
>>wi tchcraft would be nore what was in mnd for the pagan
>>t enpl es and that aspect of this, but there is no real way to

>>know.

>

>Agreed - | see it as two forns of religion

Wil e one can argue that it is two fornms of religion, | think

that it can be seen as two aspects of the sanme way in which religions
are dealt with. Besides, npbst people don't associate paganismw th
religion per se.

>> And where do you fit shamanisminto the equati on? <g>

>

>See ny spritis and religion docunment in the files section, this has
>Shamans in. They, in ny system are nmages interacting with spirits
>in this and ot her dinensions.

Yes, |'ve seen the article in question, and you' ve defined the

Shamans and their formof magic quite nicely. | have sonething of a
variant on the Coll ege of Shamanism which is the last College | intend
to bring into the game for a while (giving a total of 24 Colleges of
Magi c) .

I"mlooking forward to seeing the new draft of the material, btw

)

..... The world is a beautiful book, for those who can read it.

JohnK

e-mai |l : j kahane@. .

web page: http://ww. comet. cal/ ~j kahane
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120 From: John M. Kahane <jkahane@c...>
Date: Mon Aug 25, 2003 7:10am
Subject: Re: Spirits and Religion

Hul | o, Green_Skies,
On Sat, 23 Aug 2003 03:58:02 -0000, green_skies_at_night wote:

>l n | ooki ng over the Spirits and Religion docurment, I'd like to
>congratul ate David Barrass on his hard work and thought f ul
>presentation. Having said that, | was wondering what the

>t hought was behind Cleric types not being able to use mana,

>i nstead deriving power froma god, who in turn derives his
>power from his believers. Wiy is mana anathema to priests?

I would assune that this is based on sone of the material to be

found in the DQ rules, notably the material on consecrated ground, and
sonme other reference and the like found in various sections of the
magi ¢ section. David would have to answer you on that.

>The original DQ systemowns its beginnings prinmarly to two
>sources of fiction, those being the witings of Usula Le Guin,
>and J. R R Tol ki en.

Actual ly, the DQ system has its beginnings in a whole bunch of
fantasy fiction and literature, of which Le Guin and JRRT are only a
pair. The gane al so has been influenced by other witers, historical
material, and largely by fol klore and nyt hol ogy.

..... "She is a Leviathan. It's is the single defensive nmanoeuver she is

capable of." - D Argo (FS; Pr)
JohnK
e-mai |l : jkahane@. ..

web page: http://ww. commet. ca/ ~j kahane
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121 From: dbarrass_2000 <david.barrass@e...>

Date: Mon Aug 25, 2003 9:30am
Subject: Re: The Golden Rule(s)

> And yet while this seens to be so obvious and clear fromthe
> material presented in the game, it's amazi ng how many pl ayers and

fol ks
> who run the gane don't see this. Sonetines this is the sort of
t hi ng
> that can really drive a GMor player crazy, but | guess when it
comes

> down to it, there aren't a lot of Gvs who actually use religion or
> think religion through in rol eplayi ng ganmes. And because of the
> manner in which religion has been portrayed in rpgs in the past,

there
> is a stereotypical attitude of howto bring it into one's rpg and
all.

| see religion as an essential part of a Roleplaying world and I'm
guessing you see it the sane. Watever you think of religion it has
had i ncreadi bl e i nfluence on our culture and has been the inpetus
behi nd some of the great (and terrible) events of this world.

would like it to have a simlar role in ny world.

> >> Beats ne...but it rmakes for interesting specul ation, doesn't
> >>{t? | suspect the priestess associated with (a form of)

> >>witchcraft would be nore what was in nind for the pagan

> >>tenpl es and that aspect of this, but there is no real way to
> >>Know.

> >

> >Agreed - | see it as two forns of religion

>

> VWi le one can argue that it is two forms of religion, | think
> that it can be seen as two aspects of the sane way in which
religions

> are dealt wth.
W may just have to agree to disagree on that :--) nothing wong with
pluralism- after all this isn't areligion with absolutes :--)

> Besi des, npst people don't associate paganismwth
> religion per se

An interesting idea. | myself described the Pagan religions nore as
bargening with the Deities, but I think nost Pagans woul d descri be
their beliefs as a true religion, even if the basis of interaction
was different.

> >> And where do you fit shamanisminto the equation? <g>
> >

> >See ny spritis and religion docunent in the files section, this
has
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> >Shamans in. They, in nmy system are nmages interacting with
spirits
> >in this and other dinensions.

>

> Yes, |'ve seen the article in question, and you've defined the

> Shanmans and their formof magic quite nicely. | have something of a
> variant on the College of Shamanism which is the |ast College |

i ntend

>t0 bring into the gane for a while (giving a total of 24 Coll eges
of

> Magi c) .
Chh let's have a look. 1've been pronpted to check out sonme of your
colleges. I've only skimread Wtchcraft so far and |I'mi npressed.

> |1"mlooking forward to seeing the new draft of the material,
bt w.
> :)

still on course for later this week

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Wed Aug 27, 2003 6:02am
Subject: Re: JohnK's Priest Skill (Long)

H John,
I"ve lots of questions on your priest wite up, which on the whole, |
like.

1) How do you gain Devoutness (I understand how it's generated
in the first place and howit's lost), is it that if you do sonething

devout the GM awards you with sone points?

2) Devout ness seens under used, but if you don't spend XPs on it

I guess that's not a biggie

3) | don't understand this paragraph: -

"Note that the priest cannot raise his Know edge Rank if the
character's Priest Rank is not equal to or exceeds the character's
desired KR val ue."

4) Your calling; would it be possible to buy additional callings

at rank 10, the same way as you can buy extra terrains as a rank 10
ranger for exanple?

5) Does the priest pay Ft to cast the spells of the colleges, or
does he lose KR (or even DV) instead as he is drawing on the Deity's
power ?

6) Section 166.14 — divine itens

A "grievous" success KRx1.5, is this round up or down?

In the last bit you nmention damage, what would be the effect if you
wanted to increase success chance instead?

7) 116.13 miracles. | don't understand sone of the nodifiers:-

" Mracle attenpted by this person in the past year +2
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Mracle attenpted by this person in the past six nonths -2"
Wiy is one a bonus and the other a penalty?

"Area is a high mana area -(Mana x 3)"

What does the (Mana x 3) nean?

"Hi gh Holy Day of the Power supplicated -5"

Wy is this a penalty?

"Supplicant has denmonic ties (deals with Denons often, travels with a

Bl ack Magician or Geater Summoner, has been granted a boon by a
denon, etc.) -15"

Presumably for PoD priests consorting with creature of light is a
penalty and the above not a penalty

" Supplicant is on a holy Geas -5

Supplicant is under attack -3"

I woul d have thought these would nmake it nore likely that the appea
woul d be heard

8) The biggie. If you're a priest of a Fire god or the Ccean

god (for exanple), wouldn't it be nore appropriate to take your
spells and rituals fromthe college of Fire nagics or Water mmgics
respectively? Wiy did you deci de against it? Wat distinguishes one
of these priests fromany other?

That will do for now :--)

Thanks
Davi d

From: John M. Kahane <jkahane@c...>
Date: Wed Aug 27, 2003 7:15am
Subject: Re: Re: Spells in Religion

Hul | o, David,
On Mon, 25 Aug 2003 08: 27: 58 -0000, dbarrass_2000 wrote:
><snip as this thread is getting too | ong>

Agreed. It was getting too long. :)

>> Frankly, | don't think that there is a need to split it into pagan
>> and PoL, to be honest. The Priest skill, if handled right and
>>worked with by a GM and pl ayer who both have a good grasp

>>0f what they're doing, should be able to use the sane skill to

>>do this. Besides, in nbst pagan religions one tends to have
>>shamans, wi tches, and the |like, rather than priests, so..

>

>The split into two is based on the DQ book, where concecrated
>ground: -

>"Barrows, pagan tenples (those in which nmagic forns part of the
>ritual) <snip> can never be consecrated ground."”

>

> would nmuch rather have had one skill, but | felt this precluded it

See, this is where | differed fromyou, in that | didn't see them
bei ng nmutual ly exclusive at all. Wen it comes right dowm to it,

14/05/2004
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whet her the religion is based on pagan beliefs or the Powers of Light,
it's still a religion, and needs to follow a set of generic rules.

>The Pagan religions of Greece, Rome, Egypt all had priests and
>prei stesses presiding over a conplex religion. Do you classifiy
>t hese as a PoL (or PoD) or pagan religion?

Powers of Light/Powers of Darkness woul d have covered the G eek

Rorman, and Egyptian nmythol ogies quite nicely. Conplexity of the
religion has nothing to do with whether it is pagan or PoL/PoD in form
and style.

><sni p agai n>

>> >That is a good point

>>

>> What bugs nme about this is that nbst people just assune that

>>t he Thieves' Wirld material is canon for the DRAGONQUEST

>>gane system and not specific rules for the Thieves' Wrld environnent.
>

>true, but it was witen by DQ people for DQ so it nust give sone

>clues to what they were thinking. Just how nuch is the question.

Actually, it was witten by Eric Col dberg (who had his hand nore

into the 1st than 2nd Editon of the gane) for people who wanted to use
the concepts out of Thieves' World in the DRAGONQUEST system |n many
ways, it was nore of a DQ "adaptation" to a specific set of fantasy
literature than it was a clarification or nodification of DQrules to
be used in the standard, nornmal DRAGONQUEST gane.

[stuff snipped]

>> Ah, but renmenber this was the 1980s, the period when D&

>>was bei ng accused as contributing to the nurder and the |ike by
>>ki ds who were playing the ganme, and when witchcraft was
>>considered an evil, and its real |ife wiccan practicioners were al
>>in hiding and the like. The gane's focus was simlar to that, and
>>hence the Coll ege of Black Magics was very nmuch a nmenace

>>Wi thin the context of the gane and the gane world. Frankly,

>>woul dn't use a Black Mage to sinulate a witch or warl ock or
>>what ever, not the way the first two editions set them up

>> Of course, one doesn't have that worry with the 3rd Edition. :)
>

>sadly not :--(

Sonet hing that | never really understood, to be honest. There
was no need for themto have chopped that material out of the 3rd
Edi tion.

[stuff snipped]

>, ..consider the College of Black Magics a terrifying justification

>of their acts, | belive - and | fully accept your right to dissagree -
>that this type of witchcraft was the basis of the College. Sadly
>there is no way of knowing now :--( Quite possibly it was both

>i nfl uences. The degree of scollarship that went into the origina

>DQ is one of the things | |ove about it.

As you point out, there is no way that we will ever know, unless
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one of the DQ designers becones active here on the list (which | doubt
is going to happen). So, yes, we will just have to agree to disagree
on this point. But that was one of the reasons | created the College
of Wtchcraft to begin with. :)

[stuff snipped]

>> | guess you need to tell nme whether the Priest skill that I've

>> just presented addresses that question at all. :) O course, like I
>> said, | suspect people will either hate what |'ve done for the
>>skill or like it.

>

> have read it and it |ooks pronmicing but | have sone questions that
>"1l ask in another post :--)

CGood. |I'm |l ooking forward to having *soneone* comment on it. :)

>This is one of the things | |ike and di spare about DQ The |ack of

>cannonic rules makes |life frustrati ng when you need a qui ck answer
>to deal with a situation. But its also liberating, feel there's a gap
>in the rul es? Make your own, who's to stop you?

Yep, sone of us have been dealing with that stuff for 20+ years

now. It's one of the things | |ike about DQ and one of the things

di sli ke about the gane - but at the sane tinme, running DQ means one
doesn't have to buy unpteen gane suppl enents at what pass these days
for "reasonabl e prices"

>As | ong as your group is happy to play the're not going to
>have the headache of transfering their characters to soneone
>el se' s gane worl d.

Yep, another good point. :)

>You, like ne and others, are nmaking our ideas available to DQ world
>to the benfit of all. That has to be a good thing, and your record
>of contribution is one that I would be proud to have.

Aww, shucks, you're making nme blush, David. :) Thank you for the
ki nd words. :)

That said, | do wish that others would make the material that

they' ve added to the vision of DRAGONQUEST available for all to share
Wordly Endeavour and Poor Brendan's Al nmanac are both worthy products
that fol ks have done up for the gane, and |I've got scenarios sitting

here that | would kill to pdf, but just don't have the software to do
so. |'mhoping that ny DQ webpages add sonething to the DQ fan
comunity as well, although I'm so busy with other projects for the

game right now (including witing a |arge scenario) that | haven't had
time to do the work on the webpages that | wanted to do.

..... "Ch, | don't have any problems. Well, except for that bounty hunter from
Skel | ar

IV who's been after nme ever sicne | stole the prize possession of the planet's
president."” - Charma Ventaxis, thief-cum archaeol ogi st

JohnK
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e-mai |l : jkahane@. ..
web page: http://ww. commet. ca/ ~j kahane

From: John M. Kahane <jkahane@c...>
Date: Wed Aug 27, 2003 8:02am
Subject: Re: Re: Spells in Religion

Hul | o, Davi d,
On Mon, 25 Aug 2003 10: 35: 38 -0000, dbarrass_2000 wrote:
<l ots of stuff snipped>

>The part time priest | think is covered by the fact that it is a
>skill rather than a character class.

That woul d certainly be nmy consensus on the subject. :)

>Perhaps there is an arguenent for a rank O priest being the state
>nost wor shi ppers acheive in the personal relationship religions -
>"1l have to think of the inplications. In ny draft rules, which
>wi || post hopefully later this week, |I've changed the PoL priest
>rules to include priest, nonk and <Layman>, the latter for this

>pur pose, but there's always that can be done

>To stinmulate debate I'Il included this rule change in this post:

>

>[ 110. 1] point 3 added

>Laynmen do not proceed into the highest reaches of the clergy, and so

>do not have the power of the other two, but sinmlarly do not have
>some of the restrictions. They generally are spiritual guiders in
>spal | conmunities not |arge enough to justify a priest, or in
>religions that do not hold with interactions with the powers via
>priests, encouraging a nore personal comunication with the Powers
>

>added to [110.17]

>A Layman does not gain any of the abilities in sections [110.18] to
>[ 110. 20] (nor can he collect followers), but he does keep and can
>i nprove the abilities gained before rank 3

Certainly an interesting thing to consider, and gives ne sone
ideas. |'ve sent you a private post on this matter

..... I"d love to chat, but | nust get back to the ritual sacrifice.
JohnK

e-mai |l : jkahane@. ..
web page: http://ww. commet. ca/ ~j kahane

From: John M. Kahane <jkahane@c...>
Date: Wed Aug 27, 2003 8:11am
Subject: Re: Re: The Golden Rule(s)

14/05/2004



DragonQuestCathedral Archive Posts 121-151 Page 7 of 27

Hul | o, Davi d,
On Mon, 25 Aug 2003 15:30:49 -0000, dbarrass_2000 wrote:

>> And yet while this seens to be so obvious and clear fromthe

>> material presented in the gane, it's amazing how many pl ayers and
>>f ol ks who run the gane don't see this. Sonetines this is the sort of
>>thing that can really drive a GM or player crazy, but | guess when it
>>cones down to it, there aren't a lot of Gvs who actually use religion
>>or think religion through in rol eplaying games. And because of the

>> manner in which religion has been portrayed in rpgs in the past,
>>there is a stereotypical attitude of howto bring it into one's rpg and

>>al | .

>

>| see religion as an essential part of a Roleplaying world and I'm
>guessi ng you see it the same. Whatever you think of religion it has
>had increadible influence on our culture and has been the inpetus
>pehi nd some of the great (and terrible) events of this world. |
>would like it to have a simlar role in ny world.

I think that religion belongs in a roleplaying gane only if the

GM and players feel that it should be there and that it will have sone
rel evance to play. | don't know whether 1'd call it essential, since
sonme players will use it and sonme players won't even give it a second
thought - but in ny campaign, the player character nerchants al ways pay
a visit to the tenple of Denarius, the God of Trade and Travel, and
make a sacrifice or donation to the tenple before heading out on a new
venture. :) | do feel the sane as you do for the npst part about

this, and agree with you about the influence of religion on society and
cul tures.

>> >> Beats ne...but it nakes for interesting specul ation, doesn't
>> >>jt? | suspect the priestess associated with (a form of)

>> >>wi tchcraft would be nore what was in mnd for the pagan

>> >>tenpl es and that aspect of this, but there is no real way to
>> >>Kknow.

>> >

>> >Agreed - | see it as two forns of religion

>>

>> While one can argue that it is two forns of religion, | think

>> that it can be seen as two aspects of the sane way in which
>>religions are dealt with.

>
>\W may just have to agree to disagree on that :--) nothing wong
>with pluralism- after all this isn't a religion with absolutes :--)

Exactly. Agreeing to disagree on this is the way to go. :)

>> Besi des, npbst people don't associate paganismwth

>> religion per se.

>

>An interesting idea. | nyself described the Pagan religions
>nore as bargening with the Deities, but | think nost Pagans
>woul d describe their beliefs as a true religion, even if the
>pasis of interaction was different.
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Yes, | would have to agree with this. :)

>> Yes, |'ve seen the article in question, and you've defined

>>t he Shamans and their formof nmagic quite nicely. | have

>>sonet hing of a variant on the Coll ege of Shamanism which is

>>the last College | intend to bring into the game for a while (giving
>>a total of 24 Colleges of Mgic).

>

>Chh let's have a | ook. |'ve been pronpted to check out sone of

>your colleges. I've only skimread Wtchcraft so far and |' mi npressed.

The Col | ege of Wtchcraft for me was a | abour of |ove, and there

is only one difference between the one |I'musing these days and the one
that's posted up to the web. The MA requirenent for the one on the web
is about 26, iirc. and that's not good if you want a player character
Wtch. | nmoved a few of the Generals into the Specials, and have a
terrific list of spells for the College that are not found as part of
the basic Gs or Ss of the Wtchcraft Coll ege. Got about 150 spells for
the various other Colleges as well, some that |'ve done up, sone that
my players have done up, all using the Spell Creation rules from AW

>> |'m | ooking forward to seeing the new draft of the materi al
>>>htw @)

>

>still on course for later this week

Good news. Looking forward to it...like |I don't have enough to
read. :)

..... "So," said the 'bot, "just how user-friendly *are* you?"
JohnK

e-mai |l : jkahane@. ..

web page: http://ww. commet. ca/ ~j kahane

From: John M. Kahane <jkahane@c...>
Date: Wed Aug 27, 2003 7:20am
Subject: Re: Re: Spells in Religion

Hul | o, Bruce,
On Mon, 25 Aug 2003 18:28:13 +1000, Bruce Probst wote:

>>Besi des, in nbst pagan religions one tends to have shanans,

>>w tches, and the like, rather than priests, so..

>

>This is a bit of an over-sinplification. "Pagan" generally means
>"non-Christian", so this isn't really true. Lots of "pagan" religions
>had perfectly structured priesthoods, they just weren't (or aren't)
>*Christian* priests.

Yes, | realised that it was an over-sinplification, Bruce, but to
be honest, sone fol ks have conplicated certain aspects of the
DRAGONQUEST rul es system and sone of the nmechanics that don't exist for

14/05/2004



DragonQuestCathedral Archive Posts 121-151

127

the game too nuch. You have to start sinple. And if one is going to
go and do up a Priest skill (or any other skill for that matter) al ong
the lines of Troubadour, Thief, or whatever, one has to start sinple
with sonething that works for *all* Priests. One can add conpli cated
elenents to it later.

>l think the distinction should really be between "structured" religions
>and "non-structured" ones. In a "structured" religion being a priest
>is pretty much all you do. In a "non-structured" religion being a priest

>i s something you do in addition to whatever el se you normally do.

Agreed. Wthin the DQ system | can see where the character

woul d take Priest skill and other skills to represent their nornal

lives for the "unstructured" religion, but this isn't ruled out by the
DQ nechanics and Skill system (like it is in so nmany other rpgs).

>You can break it down even further ... in some "non-structured" religion
>you have "part-tinme priests", in others they don't even have that -- the

>religious worship is sonmething that you do as an individual, and you
>have no "flock" to care for or guide.

CGood point to renenber. :)

>Any religious "rules" ought to be able to cope with one extrene as well
>as the other.

Agr eed.

So, any comments on ny Priest skill that | posted up here? :)

..... | have a mind like a steel...umm what's it called?...you know...
JohnK

e-mai |l : jkahane@. ..

web page: http://ww. commet. ca/ ~j kahane

From: John M. Kahane <jkahane@c...>
Date: Wed Aug 27, 2003 9:09am
Subject: JK Priest Skill Questions and Answers (Long)

Hul | o, Davi d,
On Wed, 27 Aug 2003 12:02: 08 -0000, dbarrass_2000 wrote:

>|'ve lots of questions on your priest wite up, which on the whole, |
>l i ke.

G ad to hear it..and to be honest, | expected a few queries about
the Priest skill as a whole. I'mjust surprised no one el se has
commented on this material at all..

So let's get into them..
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>1) How do you gain Devoutness (I understand how it's generated
>in the first place and howit's lost), is it that if you do sonething devout
>the GM awards you with sone points?

As a general rule, that is correct. One of the basic guidelines

that | use fromhand witten notes is that the normal person who
bel i eves very strongly in his or her deity will have a Devoutness bel ow
7 or 8. The equivalent of a Paladin or sonething like the holy

avengers woul d have DVs in the 10-15 range. As you noticed, Priests
have a DV m ni mum of 25.

Devout ness can be purchased at a rate commensurate with sone of

the other Characteristics, but being a Secondary Characteristic, |
didn't like the idea of it being "bought up" with XPs. Any behavi our
and actions that reinforce one's DV will probably give the GMreason to
increase DV by 1 to 3 points; it works the reverse as well.

>2) Devout ness seens under used, but if you don't spend XPs on it
>| guess that's not a biggie

Exactly. :)

>3) | don't understand this paragraph: -

>"Note that the priest cannot raise his Know edge Rank if the
>character's Priest Rank is not equal to or exceeds the character's
>desi red KR val ue."

What this neans is it's a goof froman earlier version of the rules
on Know edge Rank. The line should actually read, "Note that a priest
cannot raise his Knowl edge Rank to nore than twice his (Priest Rank +
1) in value." Sorry about the confusion on this. | had a post-it

note in the docunent about the change, but had forgotten to make the
change and del ete the post-it note.

>4) Your calling; would it be possible to buy additional callings
>at rank 10, the sanme way as you can buy extra terrains as a rank 10
>ranger for example?

Yes, | see no reason why this would not be possible. As a

general rule, | cannot see a reason why a Priest should not have as
many Skills as he or she wishes to take, but to be honest, one's
function within the priesthood in ternms of one's Calling m ght be nore
limted. Once one reaches the higher rank and wi shes to buy additiona
Callings, there is no reason not to do so. Unlike Ranger, however,
these are not sub-skills of the Priest, but actual skills that they
have or are trained for, so they would be bought at normal costs -

al t hough one could nmodify the rule and state that the Calling skills of
a Priest cost slightly less in XPs, say three-quarters the cost to
progress Ranks.

>5) Does the priest pay Ft to cast the spells of the colleges, or
>does he |l ose KR (or even DV) instead as he is drawing on the Deity's

>power ?

No, one doesn’'t use KR or even DV for the purpose of being the
channel of the divine/denonic source’s power. Suffice it to say one
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uses Fatigue (and then Endurance) as the deity's power is not neant to
be channelled this way through one’s nortal body, and as such can do
lasting harmto the priest in question. This is one of the additions
to the game systemthat | nmade in terns of how the Priestly “Magic”

woul d work, and 1'I|l post this up to the forum (or do you want it in
personal e-mail?) soon as | get onto the | aptop where the data is
st or ed.

>6) Section 166.14 — divine itens
>A "grievous" success KRx1.5, is this round up or down?

This woul d be round normally, but | usually do this as rounding
down. (Otherwi se, the Priest might get too big for his britches.) :)
However, | expect that nost Gvb will use this in whatever resolution
format they prefer.

>n the last bit you nention damage, what would be the effect if you
>want ed to i ncrease success chance instead?

Since the nodification to the itemin terns of its holiness or

unhol iness is always based on KR, the sane rule would still apply.

One can’t split the KR between the damage the item does and its Strike
Chance, however; this would require two separate creation attenpts,

al t hough | suppose that one could split the bonus to damage and SC
betwen the KR val ue that one has, and the doubling or tripling of the
ef fect would be beneficial in such a case. Making an itemholy or
unholy is not the sanme thing as enchantnent per se, even if the
“effect” works sinmlarly. | amcurious as to what alteration you

m ght nmake in this?

>7) 116.13 nmiracles. | don't understand sonme of the nodifiers:-
>" Mracle attenpted by this person in the past year +2
>Mracle attenpted by this person in the past six nonths -2"
>Why is one a bonus and the other a penalty?

The idea here is that Mracles are nmeant to be rare, they're not
supposed to be comon. The nore often the Priest calls upon the deity
in question for a Mracle, the nore less likely it is to occur

>"Area is a high mana area -(Mana x 3)"
>\What does the (Mana x 3) nean?

Ckay, the game system defines cities as being low in nana and sone

pl aces as being high in mana. Bear in mind that Priests were nmeant to
be the opposite of magic in the ganme, and so places with high mana were
meant to be anathema to using priestly abilities. As a general rule,
the mana rating of an area is defined by a factor (ie., 1,2,etc) which
defines how much Fatigue it costs or doesn’t cost to use a spell or
what ever. Take that number, and nultiply by 3 before subtracting it
fromthe chance of a Mracle occuring. Does that clarify it any

better?

One coul d even argue that there are places with a high divine aura

to them which would have the same effect on the use of magic that
magi ¢ has on the use of priestly abilities/ mgic.
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>"Hi gh Holy Day of the Power supplicated -5"
>Why is this a penalty?

Because on the Holy Days of the given religion, the deity or

divinity in question is neant to be being infused with the strength of
bel i ef of the worshi ppers. When the Priest attenpts a Mracle on this
hol i est of days, the deity's power is weakened, and the deity nust
sacrifice its owm "well-being" for that of the Priest. (This is how
understood the nodifier fromwhat | renenber of the designer notes for
the Religion and Priest material.)

>"Suppl i cant has denpnic ties (deals with Denpbns often, travels with a
>Bl ack Magici an or Greater Sunmpner, has been granted a boon by a
>denon, etc.) -15"

>Presumably for PoD priests consorting with creature of light is a
>penalty and the above not a penalty

Yep, correct. One Priest's PoL is another Priest's PoD, and vice
versa. :)

>" Supplicant is on a holy Geas -5

>Supplicant is under attack -3"

>| woul d have thought these would make it nore likely that the appea
>woul d be heard

Ckay, in the first case, one needs to renmenber that the Geas is an

act or quest that one is performng as a service to the deity, not the
other way around, If you need the Mracle in order to serve the

deity, then there's a problemw th your relationship with the deity.

In the second case, there is a chance that the deity would grant

the Mracle, but renenmber, the Mracle systemhere isn't |ike what one
finds in other fantasy rpgs or games that deal with religion. And you
generally can't ask for a Mracle on the spur of the nonment, and conbat
is definitely a short enough period of only 5 seconds...unless one
would like to Pass for say, oh five rounds perhaps... :)

>8) The biggie. If you're a priest of a Fire god or the QOcean

>god (for exanple), wouldn't it be nore appropriate to take your
>spells and rituals fromthe college of Fire nmagics or Water nagics
>respectively? Way did you deci de against it? Wiat distingui shes one
>of these priests fromany other?

Ckay, | knew this one was going to cone from soneone... Wat is
important to remenber is that DRAGONQUEST' s Religion suppl enent was
going to keep magi c separate frompriestly abilities, since they didn't
want to have a “clerical” systemas is so commpn in fantasy. Being a
deity’'s Priest *doesn't* give you magic, unless the GMwants to run the
religion systemand the priest skill that way - what it does give you
is the Mracle system (but Mracles aren’t neant to be common in the
world, as they are simlarly in our ow). The nodification to allow
priests to be able to use magic fromcertain Col |l eges, essentially
section 166.6, is one that the GM nakes as the deity in question

Priest skill was never about nagi c and was never intended to be about
magi ¢, al though who knows what the final version of the Religion

suppl ement woul d have had in it.
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129

I woul d suggest the use of pagan magics would allow the Priest to
wield Fire Magics, Water Magics, or whatever magics the GMpermts
(dependi ng on how she views the deities and what they allow their
followers). One could even set it up where the priest is granted an
ability (like Resistance to Magical Fire) or a series of abilities
(perhaps like three of the Fire Magics abilities related to resisting
and seeing fire) or whatever by the deity as a Talent. Wether this
woul d conpl etely unbal ance the game fromthat point of view and priests
VS. nages is another matter entirely.

The main thing that distinguishes a priest from another priest

is, when it cones right down to it, the deity they worship and their
belief in the deity and their religiious practices, not the nagic or
spiritual abilities or whatever one wants to call it that they use.

The nechanics are very much based along the Iines of priests in real
life, with a bit of the miracle elenent thrown in. \Wether one uses
magic with priests or not is an entirely different subject that | think
is nmore in the hands of the individual GM and how they see it. The
Priest skill that | created was based on the original vision for this
in DQ but of course, it has to be subjective as well.

I"mglad you liked the skill, and amglad that you rai sed sone of
these points. :)

..... A seed hidden in the heart of an apple is an orchard invisible. (\Wlsh
proverb)

JohnK
e-mai |l : jkahane@. ..
web page: http://ww. commet. ca/ ~j kahane

From: John M. Kahane <johnk-thinkpad@c...>
Date: Wed Aug 27, 2003 5:55am
Subject: JK Priest Skill Addenda

Hul 1 o, fol ks,

Here's the addenda pertaining to priests and nmagic

[166.6] A priest may not becone an Adept of any of the Colleges of
Magi c, with the exception of Black Magics, Wite Magics, Shamani sm
or Wtchecraft.
These m ndl ess ranbli ngs have been brought to you courtesy of nmuch caffeine.

JohnK

fromthe Lap of OS/2

j ohnk-t hi nkpad@. . .
http://ww. commet . ca/ ~j kahane

From: Bruce Probst <bprobst@n...>
Date: Thu Aug 28, 2003 1:29am
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Subject: Re: Re: Spells in Religion

On Wed, 27 Aug 2003 09: 20: 08 -0400, "John M Kahane" <jkahane@...>
wr ot e:

> So, any comments on ny Priest skill that | posted up here? :)
Not hi ng specific, other than |'mnot really happy with any of the treatnents

I'"ve seen. | amgenerally agreed that treating "Priest” as a "skill" is the
right treatnent for DQ but after that | get antsy with the specifics <g>.

Overall, | think it's too inportant a topic to try and break it down into
"generic" rules. A better (albeit much nore difficult) approach would be to
devel op a separate "Priest" skill for each religion, so that each may be
uni quely tuned. There would be sonme things in common, of course ... if this

sounds |ike a proposal for an adaptation of the RuneQuest "Cults" system
that woul dn't be surprising, as |'ve yet to see a gane do a better treatnent
of diverse religions than that one.

Bruce Probst bprobst@... |1CQ 6563830
Mel bourne, Australia MSTie #72759 SCA #80160
"Well, look at that. 'Breach hull, all die.'" Even had it underlined."

ASL FAQ http://ww. users. bi gpond. net. au/ nanti s/ ASLFAQ

130 From: John M. Kahane <jkahane@tc...>
Date: Thu Aug 28, 2003 8:42am
Subject: Re: Re: Spells in Religion

Hul | o, Bruce,

Boy, we seemto be having a | ot of conversations about DQ at the
monent, don't we? :)

On Thu, 28 Aug 2003 17:29:02 +1000, Bruce Probst wote:

>> So, any comments on ny Priest skill that | posted up here? :)

>

>Not hi ng specific, other than I'mnot really happy with any of the
>treatments |I've seen. | amgenerally agreed that treating "Priest”

>as a "skill" is the right treatnent for DQ but after that | get antsy
>with the specifics <g>.

Wel |, at least you' re honest about your opinion on the matter. :)

To be honest, religion is a very subjective thing, and |I suspect that
this applies even noreso in rpgs where players (and Gvs for that
matter) either want it in the game or don't want to see it there at

all. The Priest skill, since | agree with you that it fits in best as
a "skill" as DRAGONQUEST defines them regardl ess of which version one
uses, will either be what folks want in the game or what they don't
want in the game at all. The old line about different strokes and
all...

>Qverall, | think it's too inportant a topic to try and break it down
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>into "generic" rules. A better (albeit much nmore difficult)
>approach would be to develop a separate "Priest" skill for each
>religion, so that each may be uniquely tuned

| agree with you, in all regards, but | wouldn't want to spend

the sheer ampunt of tine working on sonething Iike this. However, |'ve
al ways seen the Priest skill (perhaps because of that | ong-vanished
material on religion in DQ that was never published) as being nore of a
"generic" skill that needs the religions to fit into it long-term wth
each religion being expounded on at a different point. Doing witten
descriptions of the various deities along the lines of the wite-ups
fromthe DQ book on the denmpons (m nus the ganme nmechani cs and nunbers,
of course, since they are gods!) would work, but still takes a |ot of
time. Unless one has a very small pantheon. :)

>There woul d be sonme things in common, of course ... if this
>sounds |ike a proposal for an adaptation of the RuneQuest
>"Cults" system that wouldn't be surprising, as |'ve yet to see
>a gane do a better treatment of diverse religions than that one.

Agreed. :)

And thanks for your insight on this. :)

..... Courtesy is the lubricant of social interaction. (Robert A Heinlein)

JohnK
e-mai |l : jkahane@. ..
web page: http://ww. commet. ca/ ~j kahane

131 From: Bruce Probst <bprobst@n...>
Date: Thu Aug 28, 2003 10:39am
Subject: Re: Re: Spells in Religion

On Thu, 28 Aug 2003 10:42: 20 -0400, "John M Kahane" <jkahane@...>
wr ot e:

> Boy, we seemto be having a | ot of conversations about DQ at the
>monent, don't we? )

Yeah, and |I'm not even playing it any nore these days <g>. But it was the
first RPG 1 ever owned and it's always been close to ny heart <g>.

> | agree with you, in all regards, but I wouldn't want to spend
>t he sheer amount of tine working on something like this.

Nei ther would I, which is the main reason why | never did anything nore than
think about it <g>.

Bruce Probst bprobst@... |1CQ 6563830

Mel bourne, Australia MSTie #72759 SCA #80160

"I want to decide who |ives and who dies."

ASL FAQ http://ww. users. bi gpond. net. au/ nanti s/ ASLFAQ
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132 From: dbarrass_2000 <david.barrass@e...>

133

Date: Fri Aug 29, 2003 2:18am
Subject: Draft Rules Version 1.1

H everyone,

The latest draft of my rules | prom ced sonetine this week is in the
files section of this news group. Its called Spirits and Religion
V1. 1. pdf

The next draft will probably include ideas fromJohn's priest skill,
but it may take sonme tine :--)

To encourage those who haven't read it here's the contents fromthe
doc

X. Spirits

98. Physical Wrld Spirits

99. Boundary Sprits

100. OGther Plane Spirits

101. Faerie

102. Ego Conbat

103. The Col | ege of Shanmani sm
104. The Col | ege of Fey Magics

XI. Religion

105. Magical Religions

106. Priests of Magical Religions
107. Religi ous Magic

108. Graeco- Ronan Pant heon

109. Religions of the Powers of Light
110. deric of the Powers of Light

There is a changes docunent with it so you can see what's been changed
Enj oy

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Fri Aug 29, 2003 6:32am
Subject: Re: Spells in Religion

> > | agree with you, in all regards, but I wouldn't want to

spend

> >t he sheer anpunt of tinme working on sonething like this.

>

> Neither would I, which is the main reason why | never did anything
nore than

> think about it <g>.

See ny new draft rules (in the files section), for a worked out
pant heon. It wasn't too bad given a rule frame work, you just have
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to work out what applied and what didn't

Davi d

134 From: John M. Kahane <jkahane@tc...>
Date: Fri Aug 29, 2003 10:41am
Subject: Re: Re: Spells in Religion

Hul I o, Bruce,
On Fri, 29 Aug 2003 02:39:58 +1000, Bruce Probst wote:

>> Boy, we seemto be having a | ot of conversations about
>>pQ at the nonent, don't we? :)
>

>Yeah, and |I'mnot even playing it any nore these days <g>.
I know. :(

>But it was the first RPG 1 ever owned and it's always been cl ose
>to ny heart <g>.

Still is close to mine. |I've run a few other systens in the

fantasy genre fromtime to time over the years, but have al ways cone
back to the DRAGONQUEST rpg. | still consider it to be the best
fantasy rpg out there, but others will disagree.

>> | agree with you, in all regards, but | wouldn't want to
>>spend t he sheer anmpunt of tinme working on sonething |ike

>>t hi s.
>
>Nei ther would |, which is the main reason why | never did

>anyt hi ng nore than think about it <g>.

Well, I've done up the material on religion that | wanted to put
into the gane, and it works for me and has been working for ne for a
long tinme now, so no need to really add any new material in that
regard, other than material on the various specific deities and the
like. Thank the Goddess (of your choice) that nost players don't
really have a desire to play priest types in DQ :)

..... And through this deep and dream ess sleep, the silent stars go by. (A Canus)
JohnK

e-mai |l : jkahane@. ..
web page: http://ww. commet. ca/ ~j kahane

135 From: dbarrass_2000 <david.barrass@e...>
Date: Wed Sep 3, 2003 8:57am
Subject: Re: JK Priest Skill Questions and Answers (Long)

<snip of stuff that has been answered>

> >4) Your calling; would it be possible to buy additional callings
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> >at rank 10, the sanme way as you can buy extra terrains as a rank

10

> >ranger for exanple?

>

> Yes, | see no reason why this would not be possible. As a

> general rule, | cannot see a reason why a Priest should not have as
> many Skills as he or she wishes to take, but to be honest, one's

> function within the priesthood in terns of one's Calling mght be
nor e

> |imted. Once one reaches the higher rank and w shes to buy
addi ti ona

> Callings, there is no reason not to do so. Unlike Ranger, however,
> these are not sub-skills of the Priest, but actual skills that they
> have or are trained for, so they would be bought at normal costs -
> al though one could nodify the rule and state that the Calling
skills of

> a Priest cost slightly less in XPs, say three-quarters the cost to
> progress Ranks.

not a bad idea, would he get cheep training fromthe religious
or gani sati on?

> >5) Does the priest pay Ft to cast the spells of the colleges, or
> >does he lose KR (or even DV) instead as he is drawing on the
Deity's

>power ?

channel of the divine/denonic source's power. Suffice it to say one
uses Fatigue (and then Endurance) as the deity's power is not neant
to
> be channelled this way through one's nortal body, and as such can do
> |asting harmto the priest in question. This is one of the

>
>
> No, one doesn't use KR or even DV for the purpose of being the
>
>

addi ti ons

> to the gane systemthat | made in terns of how the Priestly "Magic"
> would work, and I'Il post this up to the forum (or do you want it in
> personal e-mail?) soon as | get onto the | aptop where the data is
> stored.

>

> >6) Section 166.14 — divine itemns

> >A "grievous" success KRx1.5, is this round up or down?

>

> This would be round normally, but | usually do this as rounding

> down. (Otherwise, the Priest mght get too big for his

britches.) :)

> However, | expect that nost Gvs will use this in whatever resolution
> format they prefer

>

> >In the last bit you nmention damage, what woul d be the effect if
you

> >wanted to increase success chance instead?

>

> Since the nodification to the itemin ternms of its holiness or

> unholiness is always based on KR, the sanme rule would still apply.
> One can't split the KR between the danage the item does and its
Strike
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> Chance, however; this would require two separate creation attenpts,
> al though | suppose that one could split the bonus to damage and SC
> betwen the KR value that one has, and the doubling or tripling of

t he

> effect would be beneficial in such a case. Making an item holy or
> unholy is not the sane thing as enchantnent per se, even if the

> "effect" works simlarly. | amcurious as to what alteration you

> might make in this?

When ever | do this | allow a nunber of points which can be split

bet ween i ncreasi ng chances on a D100 roll, or a D10 roll. but | don't
make it a one for one eqivalence 1 point buys 1 extra success chance
to a D100 roll, but you need 3 to nake it add one to a D10 roll

>7) 116.13 miracles. | don't understand some of the nodifiers:-
>" Mracle attenpted by this person in the past year +2
>Mracle attenpted by this person in the past six nonths -2"
>Wiy is one a bonus and the other a penalty?

vV V. V V

sorry | still don't understand why you get a +2 bonus if you've asked
for a miracle in the past year and -2 if within the past 6 nonths.

Is one a year the accepted anpbunt, |ess than one a year and you're
not trying hard enough but 2 a year is plain careless :--) ?

Most of the rest of this section you ve answered, but |'l|l probaly
return to pagan vs PoL in annot her post

Davi d

From: dbarrass_2000 <david.barrass@e...>
Date: Wed Sep 3, 2003 9:16am
Subject: PoL vs Pagan

was Re: JK Priest Skill Questions and Answers (Long)

>8) The biggie. If you' re a priest of a Fire god or the Ccean

>god (for exanple), wouldn't it be nore appropriate to take your
>spells and rituals fromthe college of Fire nagics or Water nmmagics
>respectively? Wiy did you deci de against it? What distinguishes
one

> >of these priests fromany other?

>

> Ckay, | knew this one was going to come from soneone... What

is

> jnportant to renmenber is that DRAGONQUEST' s Religi on suppl ement was
> going to keep magic separate frompriestly abilities, since they
didn't

> want to have a "clerical" systemas is so common in fantasy. Being
a

> deity's Priest *doesn't* give you magic, unless the GMwants to run
t he

> religion systemand the priest skill that way - what it does give
you

> js the Mracle system (but Mracles aren't meant to be conmon in the

V V. V V
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> world, as they are simlarly in our ow). The nodification to allow
> priests to be able to use magic fromcertain Coll eges, essentially
> section 166.6, is one that the GV nakes as the deity in question

> Priest skill was never about magi c and was never intended to be
about

> magi ¢, although who knows what the final version of the Religion
> suppl enment woul d have had in it.

Then why do you get the College of Wiite or Black magics abillities?
wouldn't it be better to have other non-nagic (or pseudo negical)
abillities for PoL priest. The miracles | like and they fit, be it
with work fromthe GM:--)

> | woul d suggest the use of pagan nmagics would allow the

Priest to

wield Fire Magics, Water Magics, or whatever magics the GMpernmits
(dependi ng on how she views the deities and what they allow their
followers). One could even set it up where the priest is granted an
ability (like Resistance to Magical Fire) or a series of abilities
> (perhaps like three of the Fire Magics abilities related to
resisting

> and seeing fire) or whatever by the deity as a Talent. Wether this
> woul d conpl etely unbal ance the gane fromthat point of view and
priests

> vs. nmages is another matter entirely.

vV V. V V

I think this fits, but you're getting to have different skills for

Pagan and PoL priests - like nmy system;--)

> The main thing that distinguishes a priest from another priest

> s, when it cones right down to it, the deity they worship and their
> belief in the deity and their religiious practices, not the magic or
> gspiritual abilities or whatever one wants to call it that they use
> The nmechanics are very much based along the lines of priests in rea
> |life, with a bit of the miracle elenment thrown in. Wether one

uses
> magic with priests or not is an entirely different subject that |

t hi nk

> is nore in the hands of the individual GM and how they see it. The
> Priest skill that | created was based on the original vision for
this

> in DQ but of course, it has to be subjective as well.

The priests in our society are non-pagan (for the sake of sonething
to call them- PoL), | feel that if we were Ancient Geeks, in a
fantasy environment, we would go to the tenple of Poseidon if we
want ed sormeone to cast spells fromthe Coll ege of Water Magics - of
course this is pure specul ation and has the advantage that it cannot
be tested :-)

Davi d

From: <DragonQuestCathedral@yahoogroups.com>
Date: Wed Oct 22, 2003 0:36pm
Subject: New file uploaded to DragonQuestCathedral

14/05/2004
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Hel | o,

This email message is a notification to | et you know t hat
a file has been uploaded to the Files area of the DragonQuest Cat hedral

group.
File : /Cdick here for a great jew sh dating service
Upl oaded by : nurinekuzi 1769 <nurinekuzi 1769@. .. >
Description : Browse through jew sh singles

You can access this file at the URL

Page 21 of 27

http://groups. yahoo. conf gr oup/ Dr agonQuest Cat hedral / fil es/ C i ck%20her e¥20f or ¥20a%

20gr eat %20j ewi sh%@0dat i ng%20ser vi ce
Regar ds,

nuri nekuzi 1769 <nuri nekuzi 1769@. . . >

From: Richard <demon_star2002@y...>
Date: Fri Nov 21, 2003 0:40pm
Subject: New Members!!!

Be sure and take a good | ook at Barrass's nifty religion rules in the

Files section (I think we can ignore the update, right David?) and
| et us know what you t hink.

I know we'd both appreciate it.

Thanks,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Mon Nov 24, 2003 1:44am
Subject: Re: New Members!!!

It's good to see sonme activity here, it's amazing how things are
rattling along, then, bang it his the buffers

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> Be sure and take a good | ook at Barrass's nifty religion rules in the

> Files section (I think we can ignore the update, right David?) and
> | et us know what you think.

Updat e, what update?

> | know we'd both appreciate it.
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142

143

Yes please do. Any feed back, positive or negative, accepted
Davi d
From: Richard <demon_star2002@y...>

Date: Tue Nov 25, 2003 1:02pm
Subject: Re: New Members!!!

--- I'n DragonQuest Cat hedr al @ahoogroups. com "dbarrass_2000" <
davi d. barrass@. ..> wote:

> Updat e, what update?
>

Changes to v1.0 or sonething like that. Wasn't that something of an update?

Later,
R

From: dbarrass_2000 <david.barrass@e...>
Date: Wed Nov 26, 2003 1:29am
Subject: Re: New Members!!!

--- I'n DragonQuest Cat hedr al @ahoogr oups. com "Ri chard"
<denon_st ar2002@...> wote:

> --- | n DragonQuest Cat hedr al @ahoogr oups. com "dbarrass_2000" <

> davi d. barrass@...> wote:

>

> > Update, what update?

> >

>

> Changes to v1.0 or sonething like that. Wasn't that sonething of an

updat e?

Ch, no its just a list of the changes nade to the current version from
the previous, so people could make a note of what had changed and
could comment on the changes easilly

Davi d
From: dbarrass_2000 <david.barrass@e...>

Date: Wed Nov 26, 2003 2:11am
Subject: Feed-back

Does anyone have any feed-back on the religion rules; does anybody
have things in it they hate, areas where it could be inproved? Has
anyone used then®

Cone on you guys there nust be sonmething :--) Gve it to nme don't
pul I any punches

Davi d
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144 From: Richard <demon_star2002@y...>
Date: Thu Apr 29, 2004 1:14pm
Subject: Sayonara, suckers!

Due to a pronounced | ack of activity on this group, |'mgoing to
delete it sometinme tonorrow. Anybody who wants to continue this
subj ect can do so in the other DragonQuest groups.

Barras did too good a job on his religion rules to not have any
di scussion about it. David, if ya wanna take over the group, just let

me know and 1'll transfer the crown over to you.

145 From: Martin Gallo <martimer@m...>
Date: Thu Apr 29, 2004 2:14pm
Subject: Re: Sayonara, suckers!

Sorry - | wanted to get to it, but have not had a group to play with
and notivate ne to look at DQ for a while.

>Due to a pronounced lack of activity on this group, I'mgoing to
>delete it sonetine tonorrow. Anybody who wants to continue this

>subj ect can do so in the other DragonQuest groups.

>

>Barras did too good a job on his religion rules to not have any

>di scussion about it. David, if ya wanna take over the group, just |et
>me know and 'l transfer the crown over to you.

"I'f you haven't got your health, at |east you have sonething to tal k about."

"They say that everything happens for a reason. | amjust tired of
that reason being to make me unhappy or enbarrassed."

"You can't nake a baby in a nmonth using nine wonen, but it sounds
like it would be fun to try!"

"Does it ever occur to wormen that maybe it is their butts that make
their pants | ook big?"

146 From: dbarrass_2000 <david.barrass@e...>
Date: Fri Apr 30, 2004 1:13am
Subject: Re: Sayonara, suckers!

I think this group has served its purpose; it got people thinking and
produced a couple of "workable, logical, interesting, fun systemfor

gods, religion, and priests in the DragonQuest ganme" rule sets, time

to nmove on.

I"mworking on another draft now, it's conplete, but I want to think
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148

about it and try the changes before | post. I'll post it in dg-rules

Thanks for setting up the group in the first place

Davi d Barrass

--- I'n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"
<denon_st ar2002@...> wote:

> Due to a pronounced |ack of activity on this group, I'mgoing to

> delete it sonetinme tonorrow. Anybody who wants to continue this

> subject can do so in the other DragonQuest groups.

>

> Barras did too good a job on his religion rules to not have any

> di scussion about it. David, if ya wanna take over the group, just |et
> me know and 1'll transfer the crown over to you.

From: dbarrass_2000 <david.barrass@e...>
Date: Sat May 1, 2004 4:11pm
Subject: End of Group

O course if this group were to fold the info and di scussi ons woul d no
| onger be avail able; things such as ny and John's rules (posted as a
message not a file so easilly lost). | have been back to sone posts
to check the outconmes of what we di scussed

Coul d we archive this somewhere and nmake it available as a static page
for all to see?

Davi d

From: J. K. Hoffman <ryumaou@s...>
Date: Sat May 1, 2004 6:51pm
Subject: Re: End of Group

dbarrass_2000 wrote:

> O course if this group were to fold the info and di scussi ons would no
> | onger be avail able; things such as nmy and John's rules (posted as a
> message not a file so easilly lost). | have been back to some posts

> to check the outcones of what we di scussed

>

> Could we archive this sonewhere and nake it available as a static page
> for all to see?

>

> David

Well, if someone wants to collect it all into text format, 1'Il HTMise

it and put it up on fantasist.net along with the PDF of official Bantam
rul es.

Thanks,
Jim
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When | get a little noney | buy books; and if any is left, | buy food
and cl ot hes.
- Desiderius Erasnus

149 From: John Rauchert <john.rauchert@sait.ca>
Date: Sun May 2, 2004 1:45pm
Subject: RE: End of Group

| have already captured all the messages from the group and the group files.

| was going to offer my website as a location for the archives, but it is usually a good thing to have a
couple of locations as things tend to disappear off the net.

JohnR

From: J. K. Hoffman

To: DragonQuestCathedral@yahoogroups.com
Sent: 01/05/04 6:51 PM

Subject: Re: [DragonQuestCathedral] End of Group

dbarrass_2000 wrote:

> Of course if this group were to fold the info and discussions would no

> longer be available; things such as my and John's rules (posted as a

> message not a file so easilly lost). | have been back to some posts

> to check the outcomes of what we discussed

>

> Could we archive this somewhere and make it available as a static page
> for all to see?

>

> David

Well, if someone wants to collect it all into text format, I'll HTMLise
it and put it up on fantasist.net along with the PDF of official Bantam
rules.

Thanks,
Jim

When | get a little money | buy books; and if any is left, | buy food
and clothes.
- Desiderius Erasmus

150 From: J. K. Hoffman <ryumaou@s...>
Date: Mon May 3, 2004 6:18am
Subject: Re: End of Group

John Rauchert wrote:
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I have already captured all the nmessages fromthe group and the group
files.

I was going to offer ny website as a location for the archives, but it
is usually a good thing to have a couple of locations as things tend to

V V.V V V

> di sappear off the net.

>

> JohnR

>

VWll, |'mhappy to be a mirror site, too.

Al'l you need to do is send nme what you have to put up. And be patient.
It mght take a couple of days to get up and running.

Thanks,

Jim

When | get a little noney | buy books; and if any is left, | buy food
and cl ot hes.

- Desiderius Erasnus

151 From: John Rauchert <john.rauchert@sait.ca>
Date: Mon May 3, 2004 7:47am
Subject: RE: End of Group

Give me a couple of days to format the file, then | will package them up and send out. | have a couple of
websites to roll out in the next two days for work so | am currently burning all my spare time.

JohnR

From: J. K. Hoffman [ryumaou@sbc...]

Sent: Monday, May 03, 2004 6:18 AM

To: DragonQuestCathedral@yahoogroups.com
Subject: Re: [DragonQuestCathedral] End of Group

John Rauchert wrote:

> | have already captured all the messages from the group and the group

> files.

>

> | was going to offer my website as a location for the archives, but it

> is usually a good thing to have a couple of locations as things tend to

> disappear off the net.

>

> JohnR

>

Well, I'm happy to be a mirror site, too.

All you need to do is send me what you have to put up. And be patient.
It might take a couple of days to get up and running.

Thanks,
Jim

When | get a little money | buy books; and if any is left, | buy food
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and clothes.
- Desiderius Erasmus
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152 From: dbarrass_2000 <david.barrass@e...>

Date: Mon May 3, 2004 9:57am
Subject: Re: End of Group

Pl ease send it to ne too

Davi d

--- I'n DragonQuest Cat hedr al @ahoogroups. com John Rauchert

<j ohn.

rauchert@...> wote:

> Gve ne a couple of days to format the file, then | wll package
them up and

> send out. | have a couple of websites to roll out in the next two
days for

> wrk so |l amcurrently burning all ny spare tine.

>

> JohnR

>

> oo

-Original Message-----

From J. K Hoffman [mailto:ryumaou@. . .|
Sent: Monday, My 03, 2004 6:18 AM

To:

Dr agonQuest Cat hedr al @ ahoogr oups. com
ect: Re: [DragonQuestCathedral] End of Goup

John Rauchert wote:

>
>
>
> Subj
>
>
>

> |
group
> > fi
> >
> > |

but it

have al ready captured all the messages fromthe group and the
| es.

was going to offer ny website as a location for the archives,

> > js usually a good thing to have a couple of |ocations as things
tend to

> > di
>

>
Vel |
Al l

V V.V V V

Jim

and

V VVVVYVYVYVYV

sappear off the net.

> JohnR

, I"'mhappy to be a mirror site, too.
you need to do is send nme what you have to put up. And be patient.

It might take a couple of days to get up and running.

Thanks,

VWen | get alittle noney | buy books; and if any is left, | buy food

cl ot hes.

- Desiderius Erasmnus

153 From: Richard <demon_star2002@y...>

14/05/2004
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Date: Mon May 3, 2004 1:02pm
Subject: Re: End of Group

Ckay, guys, just post when you have everything ready to go and |'I|

close the doors of this institution. | have to agree with David- the
purpose of this group has been fulfilled. | just wish (along with
David, |I'msure) that there would have been nore feedback on the work
done here.

And so it goes...

154 From: rthorm <dgn@e...>
Date: Tue May 4, 2004 9:44pm
Subject: Re: End of Group

I"msorry to see this group folding, though | amvery glad that we are
getting a chance to save and archive the various materials that have
been created. There's too much information that is conmitted to the
internet without any backup, and things have a way of suddenly

di sappeari ng.

I've been part of the online DragonQuest community for as |ong as
anyone, and |'ve seen the ups and downs that these things go through.
I can understand the di scouragenent coming fromsmall amounts of

f eedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't mean
that all is forgotten, or that no one is using your work.

I have not been an active participant in this group |argely because |
deal with deities in nmy canpaign in nmy own way. However, | think that
David's project ('Things Spiritual') is true to the spirit (if you

wi Il pardon the pun) of what the designers at SPI woul d have done had
they witten the rules for deities for DQ

I certainly hope that this does not signal the end for this project.

I think that it has its place and useful ness. The coll ected

di scussion and rules here are excellent material for those | ooking for
a way to include deities and spiritual elenments to their canpaigns.

I amgoing to copy the two files fromthis group into the dgn-1li st
files, and | would be happy to add the archived discussion there as
well if soneone will provide me with a copy.

--Rodger Thorm

155 From: dbarrass_2000 <david.barrass@e...>
Date: Wed May 5, 2004 4:48am
Subject: Re: End of Group

I"msorry to see it go too, but its been quiet too |ong. Thanks for
your kind coments.
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I"'mnot giving up, |I've a newdraft that's being playtested now. Not
too nany changes (a good thing), but a few additions.

In addition to a few m nor changes, |'ve added Norse and Celtic
pant heons as these are the ones | wanted for ny canpain. Mre
specul atively 1've also added a brief section on planes/di mensions

It the risk of postponing the ending of the group |I'mwondering if the
pl ayers are getting value fromtheir eps for the skills. |1've been
conparing what you get for the DQ skills and what you get for ny new
skills and think that the cost are too high. Any comments on this (if
no coments arrise |'Il ask a related question in dg-rules)?

Davi d

I n DragonQuest Cat hedr al @ahoogroups. com "rthornm' <dgn@...> wote:
I"msorry to see this group folding, though | amvery glad that we are
getting a chance to save and archive the various materials that have
been created. There's too much information that is comitted to the
internet wthout any backup, and things have a way of suddenly

di sappeari ng.

I've been part of the online DragonQuest community for as |ong as
anyone, and |'ve seen the ups and downs that these things go through.
I can understand the di scouragenent coming fromsnmall anounts of

f eedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't nean
that all is forgotten, or that no one is using your work.

I have not been an active participant in this group |largely because

deal with deities in my canmpaign in my own way. However, | think that
David's project ('Things Spiritual') is true to the spirit (if you
wi || pardon the pun) of what the designers at SPI would have done had

they witten the rules for deities for DQ

I certainly hope that this does not signal the end for this project.

I think that it has its place and useful ness. The coll ected

di scussion and rules here are excellent material for those |ooking for
a way to include deities and spiritual elenents to their canpaigns.

I amgoing to copy the two files fromthis group into the dgn-1li st
files, and | would be happy to add the archived discussion there as
well if sonmeone will provide nme with a copy.

VVVVVYVVVVVVVVYVVVVVVVVVVVYVYVYVYVYV!

- - Rodger Thorm

From: Donald Hawthorne <ravenglass@e...>
Date: Wed May 5, 2004 11:38pm
Subject: Re: Digest Number 51

VWOw.

I just got back froman out of town trip and now | see the DQlist is

f ol di ng?

Way? Long periods of quiet don' mean a game is dead. |'mrunning a very

active DQ canpai gn even now, and | plannned to post the entire canpaign

14/05/2004
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ite up upon conclusion, along with all the maps and adventures.
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y, | belong to the VOR list, the Dtar Wars Mniatures Battles list, even a

: Year of Darkness list.

n't give up on DQ and its adherents yet.

ke the church-guys and UFO seekers say, "Absence of evidence is not
i dence of absence.”

n Hawt hor ne

--- Oiginal Message -----

om <DragonQuest Cat hedr al @ ahoogr oups. cone

<Dr agonQuest Cat hedr al @ ahoogr oups. con®

nt: \Wednesday, May 05, 2004 3:15 PM

bj ect: [DragonQuest Cathedral] Digest Nunmber 51

There are 2 messages in this issue.
Topics in this digest:

1. Re: End of Goup

From "rthorni <dgn@...>

2. Re: End of G oup

From "dbarrass_2000" <david. barrass@. .. >

Message: 1

Date: Wed, 05 May 2004 03:44:57 -0000
From "rthorni <dgn@...>

Subj ect: Re: End of G oup

I"'msorry to see this group folding, though | amvery glad that we are
getting a chance to save and archive the various nmaterials that have
been created. There's too nuch information that is conmtted to the
internet without any backup, and things have a way of suddenly

di sappeari ng.

I'"ve been part of the online DragonQuest community for as |ong as
anyone, and |'ve seen the ups and downs that these things go through.
I can understand the di scouragenent conming fromsmall amounts of

f eedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't nean
that all is forgotten, or that no one is using your work.

I have not been an active participant in this group |argely because |
deal with deities in nmy canpaign in ny own way. However, | think that
David's project ("Things Spiritual') is true to the spirit (if you

wi Il pardon the pun) of what the designers at SPI would have done had
they witten the rules for deities for DQ

I certainly hope that this does not signal the end for this project.
I think that it has its place and useful ness. The coll ected
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di scussion and rules here are excellent material for those |ooking for
a way to include deities and spiritual elenents to their canpaigns

I amgoing to copy the two files fromthis group into the dgn-1li st
files, and I would be happy to add the archived discussion there as

well if sonmeone will provide ne with a copy.

--Rodger Thorm

Message: 2

Date: Wed, 05 May 2004 10:48:23 -0000
From "dbarrass_2000" <david. barrass@. .. >
Subj ect: Re: End of G oup

I"'msorry to see it go too, but its been quiet too |ong. Thanks for
your ki nd coments.

I"mnot giving up, |I've a new draft that's being playtested now. Not
too many changes (a good thing), but a few additions.

In addition to a few mnor changes, |'ve added Norse and Celtic
pant heons as these are the ones | wanted for my canpain. More
specul atively |I've also added a brief section on planes/di nensions

It the risk of postponing the ending of the group |'m wondering if the
pl ayers are getting value fromtheir eps for the skills. |I've been
conparing what you get for the DQ skills and what you get for ny new
skills and think that the cost are too high. Any comments on this (if
no coments arrise |'Il ask a related question in dg-rules)?

Davi d

--- I n DragonQuest Cat hedr al @ahoogroups.com "rthorm' <dgn@...> wote:
I"'msorry to see this group folding, though I amvery glad that we are
getting a chance to save and archive the various materials that have
been created. There's too rmuch information that is commtted to the

i nternet w thout any backup, and things have a way of suddenly

di sappeari ng.

I've been part of the online DragonQuest comunity for as |ong as
anyone, and |'ve seen the ups and downs that these things go through
I can understand the di scouragenent coning fromsmall anounts of

f eedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't mean
that all is forgotten, or that no one is using your work.

I have not been an active participant in this group |argely because
deal with deities in ny canpaign in ny ow way. However, | think that
David's project ('Things Spiritual') is true to the spirit (if you

wi || pardon the pun) of what the designers at SPI woul d have done had
they witten the rules for deities for DQ

VVVVVVVVVVVVVYVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVVVVVVVYVYVYVYVYVYVYV

VVVVVVVYVVVYVVVYVVYVYVYV
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I certainly hope that this does not signal the end for this project.

I think that it has its place and useful ness. The collected

di scussion and rules here are excellent material for those | ooking for
a way to include deities and spiritual elenments to their canpaigns.

V VVVVYVYV

I amgoing to copy the two files fromthis group into the dgn-1li st
> files, and | would be happy to add the archived di scussion there as
> well if someone will provide me with a copy.

>

> --Rodger Thorm

VVVVVVVYVYVVYVYVYV

157 From: J. K. Hoffman <ryumaou@s...>
Date: Thu May 6, 2004 6:16am
Subject: Re: Digest Number 51

Donal d Hawt hor ne wr ot e:

Wow.

I just got back froman out of town trip and now |l see the DQlist is

f ol di ng?

Why? Long periods of quiet don' nmean a gane is dead. |'mrunning a very

active DQ canpai gn even now, and | plannned to post the entire canpaign
wite up upon conclusion, along with all the maps and adventures.

Hey, | belong to the VOR list, the Dtar Wars Mniatures Battles list, even a
T2: Year of Darkness list.

Don't give up on DQ and its adherents yet.

Li ke the church-guys and UFO seekers say, "Absence of evidence is not

evi dence of absence."

Don Hawt hor ne

VVVVVVYVVYVVYVYVYV

I think you got the wong idea. No one's giving up on DragonQuest, just
this one list. There are others. In fact, there are at |east two

ot hers on YahooGroups. The owner just felt that there wasn't enough
traffic to keep this one |ist open anynore.

That being said, |I'd be happy to add your material to the other archive,
when | get it, and publish it on ny website.

Thanks,

Jim

When | get a little noney | buy books; and if any is left, | buy food
and cl ot hes.

- Desi derius Erasnus

158 From: <hollywood314@j...>
Date: Thu May 6, 2004 6:53am
Subject: Re: Digest Number 51

Yes, just the DragonQuest Cathedral group dealing with religion in DQis closing.
The DQ List and DQ Rul es groups are still open and active.
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159 From: John Rauchert <john.rauchert@s...>
Date: Thu May 6, 2004 7:58am
Subject: RE: Digest Number 51

Don:
The DQN-list and DQ-Rules Lists are NOT folding.

Only the DragonQuestCathedral list is folding as the founders have generally agreed that the purpose of
the group has been served (discussion of Religion Rules for DQ). The emphasis of this group will now
likely shift back to DQN-list and DQ-rules groups and the larger DragonQuest community for input.

We would welcome any material that you are willing to share with the DQ Community.

John F. Rauchert, Co-moderator DQ-rules, DQN-list, Universe_ RPG
President DragonQuest Players Association, www.dragonquest.org

From: Donald Hawthorne [ravenglass@ear...]

Sent: Wednesday, May 05, 2004 11:38 PM

To: DragonQuestCathedral@yahoogroups.com
Subject: Re: [DragonQuestCathedral] Digest Number 51

Wow:

| just got back from an out of town trip and now | see the DQ list is
folding?

Why? Long periods of quiet don' mean a game is dead. I'm running a very
active DQ campaign even now, and | plannned to post the entire campaign
write up upon conclusion, along with all the maps and adventures.

Hey, | belong to the VOR list, the Dtar Wars Miniatures Battles list, even a
T2: Year of Darkness list.

Don't give up on DQ and its adherents yet.

Like the church-guys and UFO-seekers say, "Absence of evidence is not
evidence of absence.”

Don Hawthorne

————— Original Message -----

From:

To:

Sent: Wednesday, May 05, 2004 3:15 PM

Subject: [DragonQuestCathedral] Digest Number 51

>

> There are 2 messages in this issue.
>

> Topics in this digest:
>
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1. Re: End of Group
From: "rthorm"

2. Re: End of Group
From: "dbarrass_2000"

VVVVVVYVYVYV

> Message: 1

> Date: Wed, 05 May 2004 03:44:57 -0000

> From: "rthorm"

> Subject: Re: End of Group

>

> |I'm sorry to see this group folding, though | am very glad that we are

> getting a chance to save and archive the various materials that have

> peen created. There's too much information that is committed to the

> internet without any backup, and things have a way of suddenly

> disappearing.

>

> |'ve been part of the online DragonQuest community for as long as

> anyone, and I've seen the ups and downs that these things go through.
> | can understand the discouragement coming from small amounts of
> feedback and discussions that seem to taper off to nothing. Itis

> very (VERY) hard to keep going in such circumstances. It doesn't mean
> that all is forgotten, or that no one is using your work.

>

> | have not been an active participant in this group largely because |

> deal with deities in my campaign in my own way. However, | think that
> David's project (‘'Things Spiritual'’) is true to the spirit (if you

> will pardon the pun) of what the designers at SPI would have done had
> they written the rules for deities for DQ.

>

> | certainly hope that this does not signal the end for this project.

> | think that it has its place and usefulness. The collected

> discussion and rules here are excellent material for those looking for

> a way to include deities and spiritual elements to their campaigns.

>

> | am going to copy the two files from this group into the dgn-list

> files, and | would be happy to add the archived discussion there as

> well if someone will provide me with a copy.

>

> --Rodger Thorm

\%

V VV VYV

> Message: 2

> Date: Wed, 05 May 2004 10:48:23 -0000

> From: "dbarrass_2000"

> Subject: Re: End of Group

>

> |I'm sorry to see it go too, but its been quiet too long. Thanks for
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> your kind comments.

>

> |I'm not giving up, I've a new draft that's being playtested now. Not

> too many changes (a good thing), but a few additions.

>

> |n addition to a few minor changes, I've added Norse and Celtic

> pantheons as these are the ones | wanted for my campain. More

> speculatively I've also added a brief section on planes/dimensions

>

> |t the risk of postponing the ending of the group I'm wondering if the

> players are getting value from their eps for the skills. I've been

> comparing what you get for the DQ skills and what you get for my new
> skills and think that the cost are too high. Any comments on this (if

> no comments arrise I'll ask a related question in dg-rules)?

>

> David

>

> --- In DragonQuestCathedral@yahoogroups.com, "rthorm" wrote:

> > |I'm sorry to see this group folding, though | am very glad that we are
> > getting a chance to save and archive the various materials that have
> > been created. There's too much information that is committed to the
> > internet without any backup, and things have a way of suddenly

> > disappearing.

> >

> > |'ve been part of the online DragonQuest community for as long as

> > anyone, and I've seen the ups and downs that these things go through.
> > | can understand the discouragement coming from small amounts of
> > feedback and discussions that seem to taper off to nothing. Itis

> > very (VERY) hard to keep going in such circumstances. It doesn't mean
> > that all is forgotten, or that no one is using your work.

> >

> > | have not been an active participant in this group largely because |
> > deal with deities in my campaign in my own way. However, | think that
> > David's project ('Things Spiritual’) is true to the spirit (if you

> > will pardon the pun) of what the designers at SPI would have done had
> > they written the rules for deities for DQ.

> >

> > | certainly hope that this does not signal the end for this project.

> > | think that it has its place and usefulness. The collected

> > discussion and rules here are excellent material for those looking for
> > g way to include deities and spiritual elements to their campaigns.

> >

> > | am going to copy the two files from this group into the dgn-list

> > files, and | would be happy to add the archived discussion there as

> > well if someone will provide me with a copy.

> >

> > --Rodger Thorm

>

>

160 From: Donald Hawthorne <ravenglass@e...>
Date: Thu May 6, 2004 2:32pm
Subject: Re: Digest Number 52
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Ch!
Whew! Scared ne for a second there!
Don

----- Origi nal Message -----

From <DragonQuest Cat hedr al @ahoogr oups. conp

To: <DragonQuest Cat hedr al @ ahoogr oups. conr

Sent: Thursday, May 06, 2004 2:29 PM

Subj ect: [DragonQuest Cat hedral] Di gest Nunber 52

There are 4 nessages in this issue.
Topics in this digest:

1. Re: Digest Number 51

From "Donald Hawt horne" <ravengl ass@. .. >
2. Re: Digest Number 51

From "J. K Hoffman" <ryumaou@&®...>

3. Re: Digest Number 51

From hol | ywood314@. ..

4. RE: Digest Nunber 51

From John Rauchert <john.rauchert@...>

Message: 1

Date: Thu, 6 May 2004 01:38:05 -0400

From "Donald Hawt horne" <ravengl ass@. .. >
Subj ect: Re: Digest Nunber 51

Wow.

I just got back froman out of town trip and now |l see the DQlist is

f ol di ng?

VWhy? Long periods of quiet don' nmean a ganme is dead. |'mrunning a very

active DQ canpai gn even now, and | plannned to post the entire canpaign
write up upon conclusion, along with all the maps and advent ures.
Hey, | belong to the VOR |ist, the Diar Wars M niatures Battles list, even

T2: Year of Darkness list.

Don't give up on DQ and its adherents yet.

Li ke the church-guys and UFO seekers say, "Absence of evidence is not
evi dence of absence."

Don Hawt hor ne

VVVVVYVYV2YVVVVVVVVVVVYVVVVVVVVVVVVVYVYVVYVYVYV

\%

----- Oiginal Message -----

From <DragonQuest Cat hedr al @ahoogr oups. conw

To: <DragonQuest Cat hedr al @ ahoogr oups. conp

Sent: Wednesday, May 05, 2004 3:15 PM

Subj ect: [DragonQuest Cat hedral] Digest Nunber 51

V V.V V VYV
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There are 2 nessages in this issue
Topics in this digest:

1. Re: End of Goup

From "rthornl <dgn@...>

2. Re: End of Group

From "dbarrass_2000" <david. barrass@. .. >

Message: 1

Date: Wed, 05 May 2004 03:44:57 -0000
From "rthornl <dgn@...>

Subj ect: Re: End of Goup

I"'msorry to see this group folding, though | amvery glad that we are
getting a chance to save and archive the various materials that have
been created. There's too much information that is conmitted to the

i nternet without any backup, and things have a way of suddenly

di sappeari ng.

I've been part of the online DragonQuest community for as |ong as
anyone, and |'ve seen the ups and downs that these things go through
I can understand the di scouragenment comng fromsmall amounts of
feedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't nean
that all is forgotten, or that no one is using your work.

| have not been an active participant in this group | argely because

deal with deities in nmy canpaign in nmy own way. However, | think that
David's project ('Things Spiritual') is true to the spirit (if you
wi || pardon the pun) of what the designers at SPI woul d have done had

they witten the rules for deities for DQ

I certainly hope that this does not signal the end for this project.

I think that it has its place and useful ness. The coll ected

di scussion and rules here are excellent material for those | ooking for
a way to include deities and spiritual elenments to their canpaigns.

I amgoing to copy the two files fromthis group into the dgn-1li st
files, and | would be happy to add the archived discussion there as
well if soneone will provide ne with a copy.

- - Rodger Thorm

Message: 2
Date: Wed, 05 May 2004 10:48:23 -0000

VVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVVVYVYVVYVYVYVYV
VVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVVVYVYVVYVYVYVYV
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From "dbarrass_2000" <david. barrass@. .. >
Subj ect: Re: End of Goup

I"msorry to see it go too, but its been quiet too |ong. Thanks for
your ki nd coments.

I"'mnot giving up, I've a newdraft that's being playtested now. Not
too many changes (a good thing), but a few additions.

In addition to a few m nor changes, |'ve added Norse and Celtic
pant heons as these are the ones | wanted for ny canpain. Mre
specul atively |I've also added a brief section on pl anes/di nensi ons

It the risk of postponing the ending of the group I'mwondering if the
pl ayers are getting value fromtheir eps for the skills. 1've been
conparing what you get for the DQ skills and what you get for ny new
skills and think that the cost are too high. Any comments on this (if
no coments arrise |'Il ask a related question in dg-rules)?

Davi d

--- I'n DragonQuest Cat hedr al @ahoogroups. com "rthorn <dgn@...> wote:
I"msorry to see this group folding, though | amvery glad that we are
getting a chance to save and archive the various materials that have
been created. There's too much information that is comitted to the
internet w thout any backup, and things have a way of suddenly
di sappeari ng.

I've been part of the online DragonQuest community for as |ong as
anyone, and |'ve seen the ups and downs that these things go through.
I can understand the di scouragenent comng fromsnall anounts of

f eedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't nean
that all is forgotten, or that no one is using your work.

>
>
>
>
>
>
>
>
>
>
>
>
>
> | have not been an active participant in this group |largely because
> deal with deities in nmy canpaign in nmy own way. However, | think that
> David's project ('Things Spiritual') is true to the spirit (if you

> wi ||l pardon the pun) of what the designers at SPI would have done had
> they witten the rules for deities for DQ

>
>
>
>
>
>
>
>
>
>
>

I certainly hope that this does not signal the end for this project.

I think that it has its place and useful ness. The coll ected

di scussion and rules here are excellent material for those |ooking for
a way to include deities and spiritual elenents to their campai gns.

I amgoing to copy the two files fromthis group into the dgn-1li st
files, and I would be happy to add the archived di scussion there as
well if someone will provide ne with a copy.

- - Rodger Thorm

VVVVVVVVVVVVVYVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVVVVVVVYVYVYVYVYVYVYV
VVVVVYVVVVVVVVYVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVVVYVYVYVYVYV
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>
>

>

> Message: 2

> Date: Thu, 06 May 2004 07:16:20 -0500

> From "J. K Hoffman" <ryumaou@®. .. >

> Subj ect: Re: Digest Nunber 51

>

> Donal d Hawt horne wrote:

> > Ww.

> > | just got back froman out of town trip and now | see the DQIlist is
> > fol ding?

> > Why? Long periods of quiet don' nean a ganme is dead. |'mrunning a very
> > active DQ canpai gn even now, and | plannned to post the entire canpaign
> > wite up upon conclusion, along with all the maps and adventures.

> > Hey, | belong to the VOR list, the Dtar Wars Mniatures Battles |ist,
even a

> T2: Year of Darkness |ist.
Don't give up on DQ and its adherents yet.

>
>
> evi dence of absence."
> Don Hawt hor ne

>

I think you got the wong idea. No one's giving up on DragonQuest,
this one list. There are others. In fact, there are at | east two

traffic to keep this one |ist open anynore.
when | get it, and publish it on ny website.
Thanks,

Jim

and cl ot hes.
- Desiderius Erasmnus

others on YahooG oups. The owner just felt that there wasn't enough

Wen | get a little noney | buy books; and if any is left, | buy food

Li ke the church-guys and UFO seekers say, "Absence of evidence is not

j ust

That being said, |1'd be happy to add your nmaterial to the other archive,

Message: 3

Date: Thu, 6 May 2004 12:53:49 GMI
From hol | ywood314@. ..

Subj ect: Re: Digest Nunber 51

VVVVVVYVVVVVVVVVVVVVVVVVVVYVYVYVYVYVYVYV

> Yes, just the DragonQuest Cathedral group dealing with religion in DQis

closing. The DQ List and DQ Rul es groups are still open and active.
>

V V. V V
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> Message: 4

> Date: Thu, 06 May 2004 07:58:52 -0600

> From John Rauchert <john.rauchert@...>

> Subject: RE: Digest Nunber 51

>

> Don:

>

> The DQN-list and DQ Rul es Lists are NOT fol ding

>

> Only the DragonQuestCathedral list is folding as the founders have
general ly

> agreed that the purpose of the group has been served (discussion of
Rel i gi on

Page 14 of 19

> Rules for DQ . The enphasis of this group will now likely shift back to

> DQN-1ist and DQ-rul es groups and the |arger DragonQuest community for

i nput .

>

> W& woul d wel cone any naterial that you are willing to share with the DQ
> Communi ty.

>

> John F. Rauchert, Co-nbderator DQrules, DQN-l1ist, Universe RPG

> President DragonQuest Pl ayers Associ ation, ww. dragonquest. org

>

> ----- Original Message-----

> From Donal d Hawt horne [nmailto:ravengl ass@...]

> Sent: Wednesday, May 05, 2004 11:38 PM

> To: DragonQuest Cat hedr al @ ahoogr oups. com

> Subj ect: Re: [DragonQuestCat hedral] Di gest Nunber 51

>

> Wow

> | just got back froman out of town trip and now | see the DQ |i st

> fol di ng?

> Why? Long periods of quiet don' nean a gane is dead. |'mrunning a very
> active DQ canpaign even now, and | plannned to post the entire canpaign
> write up upon conclusion, along with all the nmaps and advent ures.

> Hey, | belong to the VOR list, the Dtar Wars Mniatures Battles list, even
a

> T2: Year of Darkness |ist.

> Don't give up on DQ and its adherents yet.

> Li ke the church-guys and UFO seekers say, "Absence of evidence is not
> evi dence of absence.”

> Don Hawt hor ne

>

>

e Oiginal Message -----

> From <DragonQuest Cat hedr al @ahoogr oups. cone

> To: <DragonQuest Cat hedr al @ahoogr oups. cone

> Sent: Wednesday, May 05, 2004 3:15 PM

> Subj ect: [DragonQuest Cat hedral] Di gest Nunber 51

>

>

> >

> > There are 2 nessages in this issue

> >

> > Topics in this digest:

> >
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1. Re: End of Goup

From "rthorn <dgn@...>

2. Re: End of Group

From "dbarrass_2000" <david. barrass@. .. >

Message: 1

Date: Wed, 05 May 2004 03:44:57 -0000
From "rthornl <dgn@...>

Subj ect: Re: End of Goup

I"'msorry to see this group folding, though | amvery glad that we are
getting a chance to save and archive the various materials that have
been created. There's too much information that is conmitted to the

i nternet without any backup, and things have a way of suddenly

di sappeari ng.

I've been part of the online DragonQuest community for as |ong as
anyone, and |'ve seen the ups and downs that these things go through
I can understand the di scouragenment comng fromsmall amounts of
feedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't nean
that all is forgotten, or that no one is using your work.

I have not been an active participant in this group |argely because

deal with deities in nmy canpaign in nmy own way. However, | think that
David's project ('Things Spiritual') is true to the spirit (if you
wi || pardon the pun) of what the designers at SPI woul d have done had

they witten the rules for deities for DQ

I certainly hope that this does not signal the end for this project.

I think that it has its place and useful ness. The collected

di scussion and rules here are excellent material for those | ooking for
a way to include deities and spiritual elenments to their canpaigns.

I amgoing to copy the two files fromthis group into the dgn-1li st
files, and | would be happy to add the archived discussion there as
well if soneone will provide ne with a copy.

- - Rodger Thorm

Message: 2

Date: Wed, 05 May 2004 10: 48:23 -0000
From "dbarrass_2000" <david. barrass@...>
Subj ect: Re: End of G oup

I"'msorry to see it go too, but its been quiet too | ong. Thanks for
your kind coments.

VVVVVVVVVVVVVYVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVVVVVVVYVYVYVYVYVYVYV
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I"'mnot giving up, |I've a newdraft that's being playtested now. Not
too nmany changes (a good thing), but a few additions.

In addition to a few m nor changes, |'ve added Norse and Celtic
pant heons as these are the ones | wanted for ny canpain. Mre
specul atively 1've also added a brief section on planes/di mensions

It the risk of postponing the ending of the group |I'mwondering if the
pl ayers are getting value fromtheir eps for the skills. |'ve been
conparing what you get for the DQ skills and what you get for ny new
skills and think that the cost are too high. Any comments on this (if
no coments arrise |'Il ask a related question in dg-rules)?

Davi d

--- I'n DragonQuest Cat hedr al @ahoogroups. com "rthornm <dgn@...> wote:
I"msorry to see this group folding, though | amvery glad that we are
getting a chance to save and archive the various materials that have
been created. There's too much information that is committed to the
internet w thout any backup, and things have a way of suddenly

di sappeari ng.

I've been part of the online DragonQuest community for as |ong as
anyone, and |'ve seen the ups and downs that these things go through.
I can understand the di scouragenent coming fromsnmall anounts of

f eedback and di scussions that seemto taper off to nothing. It is
very (VERY) hard to keep going in such circunstances. It doesn't nean
that all is forgotten, or that no one is using your work.

I have not been an active participant in this group |largely because

deal with deities in my canmpaign in my own way. However, | think that
David's project ('Things Spiritual') is true to the spirit (if you
wi || pardon the pun) of what the designers at SPI would have done had

they witten the rules for deities for DQ

I certainly hope that this does not signal the end for this project.

I think that it has its place and useful ness. The coll ected

di scussion and rules here are excellent material for those |ooking for
a way to include deities and spiritual elenents to their canpaigns.

I amgoing to copy the two files fromthis group into the dgn-1li st
files, and I would be happy to add the archived discussion there as
well if sonmeone will provide nme with a copy.

VVVVVVVVVVVVVVVVVVVVVVVVYVYVYVYVYV

--Rodger Thorm

VVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVYVVYVYVYVYVYVYV
VVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVVVYVYVVVYVYVYVYVYVYV

161 From: dbarrass_2000 <david.barrass@e...>
Date: Mon May 10, 2004 1:47am
Subject: Re: End of Group

Is there an easy way to archive this site? All | can see are the
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posts, and getting it into a formthat can be put on a web page and
still be useful is going to take ages!

Davi d
--- I'n DragonQuest Cat hedr al @ahoogroups. com "Ri chard"

<denon_st ar2002@...> wote:
> Ckay, guys, just post when you have everything ready to go and |'1]I

> close the doors of this institution. | have to agree with David- the
> purpose of this group has been fulfilled. | just wish (along with

> David, |I'msure) that there woul d have been nore feedback on the work
> done here.

>

> And so it goes...

162 From: John Rauchert <john.rauchert@s...>
Date: Mon May 10, 2004 8:12am
Subject: RE: Re: End of Group

Already in the works.

| have all the messages to date captured and | am doing a final clean up. | was out of town for a few
days so | did not get a chance to work on them but | will try to pump the files out early this week and
distribute them for you guys to look at.

JohnR

From: dbarrass_2000 [mailto:david.barrass@e...]
Sent: Monday, May 10, 2004 1:47 AM

To: DragonQuestCathedral@yahoogroups.com
Subject: [DragonQuestCathedral] Re: End of Group

Is there an easy way to archive this site? All | can see are the
posts, and getting it in to a form that can be put on a web page and
still be useful is going to take ages!

David

--- In DragonQuestCathedral@yahoogroups.com, "Richard"

wrote:

> Okay, guys, just post when you have everything ready to go and I'll

> close the doors of this institution. | have to agree with David- the

> purpose of this group has been fulfilled. | just wish (along with

> David, I'm sure) that there would have been more feedback on the work
> done here.

>

> And so it goes...

163 From: Richard <demon_star2002@y...>
Date: Mon May 10, 2004 1:42pm
Subject: Re: End of Group
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164

165

Ckay, John, just let me know when you have everything ready to go and
I"1'l draw the curtain.

--- I'n DragonQuest Cat hedr al @ahoogroups. com John Rauchert

<j ohn.rauchert@...> wote:

> Already in the works.

>

> | have all the nessages to date captured and I am doing a final
clean up. |

> was out of town for a few days so | did not get a chance to work on

t hem but

> 1 will try to punp the files out early this week and distribute
them for you

> guys to | ook at.

>

> JohnR

From: rthorm <dgn@e...>
Date: Wed May 12, 2004 6:29am
Subject: Re: End of Group

Can | make one | ast suggestion?

When everyt hing has been migrated, turn off the nmessage board (don't
al | ow anyone but the noderator to post, and just don't post anything)
and all the other features so that there's nothing to be done with it,
but |l eave a pointer to the archives, and reconmend that further

di scussi on of the concept takes place over at the DQN-1ist. That way,
i f soneone cones | ooking and doesn't find anything, they at |east have
sone references for where they should go.

- - Rodger

From: Richard <demon_star2002@y...>
Date: Wed May 12, 2004 5:53pm
Subject: Re: End of Group

Fair enough. :)

--- I'n DragonQuest Cat hedr al @ahoogroups. com "rthorn <dgn@e...>

wr ot e:

> Can | nmake one | ast suggestion?

>

> When everything has been migrated, turn off the nessage board (don't
> al | ow anyone but the noderator to post, and just don't post

anyt hi ng)

> and all the other features so that there's nothing to be done with
it,

> but leave a pointer to the archives, and reconmend that further

> di scussion of the concept takes place over at the DQ\-1ist. That
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way,

> |f soneone cones | ooking and doesn't find anything, they at |east
have

> sone references for where they should go.
>

> - - Rodger
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