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Ludomancer, Technomage, Occult
Game Designer. Dr. Jeff Howard is
Senior Lecturer in Games at
Falmouth University in Cornwall,
where he specializes in occult and
games. He has presented on games
and the occult at a variety of
international conferences, including
Berlin Occulture, Trans-States, and
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Presenter Notes
Presentation Notes
Senior Lecturer in Games at Falmouth University in Cornwall, where he specializes in occult, metal, and Gothic themes and mechanics. 
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Presenter Notes
Presentation Notes
I’ve written these books on game design and have my own law “Howard’s Law of Occult Design.” The 2nd edition of my book on Quest design was published this April.
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LHP IS A CURRENT OF INFLUENCE
IN GAMES & GAME DESIGN
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Presenter Notes
Presentation Notes
Through this talk, I would like to explore a particular current that runs through game design, both contemporary historically


Because LHP Is a current,
tracing its influence allows
us to tap into its energy

* SANSKRIT: KALAS
* FLOW OF WATER & ELECTRICITY

* THIS CURRENT MANIFESTS THROUGH
INFLUENCE IN THE ORIGINAL MEANING OF
INFLUX

* LHP SOURCE MATERIAL AND IDEAS ENERGIZE
THE GAME DESIGNERS WHO USE THEM

e UNDERSTANDING INFLUENCE CAN HELP US
TO PICK UP THE CURRENT



Presenter Notes
Presentation Notes
. I mean current in the sense of the Sanskrit word kalas (magical force, power): a sense advocated by occultist Kenneth Grant. Current is both an electrical and a water-based metaphor: something that energizes and something that flows, with all the associated connotations. 


LUDOMANTIC LHP
TECHNIQUES

1) REVERSE GAME-BASED SYMBOL SYSTEMS
2) DEVELOP ANTI-WORLDS

3) PERSONIFY FORCES OF DARKNESS

4) SIMULATE SEX, DEATH, AND DREAMS

5) EMBRACE BLEED

6) CONTEST THE LIGHT



Presenter Notes
Presentation Notes
Tracing this influence of this current through two cases studies yields 6 techniques of playful, spiritual transgression
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TO UNDERSTAND THE CURRENT,
WE MUST TRACE ITS HISTORICAL WELLSPRING

LORDS i At the Left Hand of God
IJ E F T_ H A N l) = f@HfRIE E, ‘-'I?:P‘I:US\ 2
\_ PATH -‘

P
b

/ . . i "
= From the Cult of Set
L to llu' L-Imr-.'lll ol Satan h

Stephen E. Flowers, Ph.D.
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Left Hand Path = Vama Marga (Vamachara)

m.  vAmACcAra left-hand practices or doctrines of the tantras

adi. vAmMACcAra behaving badly or in the wrong way
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Presenter Notes
Presentation Notes
Versus Dakshina Marga
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LHP has tantric origin, with a
focus on Saivite thought (Shiva
worship).

“They all bowed to the great god
and said, ‘The bathing with ashes,
nakedness, and “left-handedness”
that goes against the grain, and
that which is to be used or not to
be used — lord, we wish to know
that.”” (Brahmanda Purana,
Translation Doniger 53)
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e LeftHandofGod

A

THE AGHORI PRACTICE
LHP AS TRANSGRESSIVE SPIRITUALITY



Presenter Notes
Presentation Notes
The five m’s (notorious taboos of Hindu culture) as routes toward apprehension of the non-dualistic perception of Shiva in all things, with implications of great spiritual peril. The world is the playground of the aghori (cite Aghora book)
The Aghori play with skulls, play in graveyards because non-duality and the relevation of Shiva in all things is liberating
The union of Shiva and Shakti (and their potential for union) is a form of lila (divine play)



As Svoboda explains in
Aghora, Shiva proves
non-duality through play

* “The world considers you
inauspicious, O Destroyer of Lust
who plays in the smashan
smeared with the ash from
funeral pyres, wearing a necklace
of human skulls, with ghouls for
comrades. But for those who
remember You with devotion, O
Bestower of Boons, You are
supremely auspicious” (83). [Shiva
Mahatma Stotra, 24]




LHP TANTRA
REVERSES FLOW OF ENERGY:
“TO REVERSE THE LEFT-TO-RIGHT
PATTERN, CONTRARY TO NATURE
AND COSMIC LAW, REQUIRES AN
EXERCISE OF THE FACULTY OF
WILL” (FLOWERS 599).



Presenter Notes
Presentation Notes
“The actual origin of the terminology of right-hand path versus left-hand path is rooted in the vocabulary of Indian tantric sects. […] The eventual elaboration of the distinction between right-hand path and left-hand path is quite complex, but its origins are probably rooted in the widespread tantric doctrines of a natural flow of universal force through the human body along a left-to-right line that enters from the left and exits to the right. This is mirrored by a cosmic flow of force from the north to the south. […] Here are the roots of the key to the common antinomianism and the reversal of normal pattern, contrary to nature and cosmic law, which are found in left-hand-path tantrism. To reverse the left-to-right pattern, contrary to nature and cosmic law, requires an exercise of the faculty of will” (Flowers 599).

GRANT superimposes kabbalistic correspondences, which he calls tarot, onto a psychosexual map of the human body in three dimensions
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LHP = SPIRITUAL TRANSGRESSION
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Presenter Notes
Presentation Notes
Transgressive representations and simulations of spirituality (both matter, i.e. this is an approach to aesthetics but also mechanics). Image from Brazilian indie game dev Vikintor, who states on his itch.io page that his work is “mostly about Metaphysical punk, Transgressive Gnosticism and Philosophically subversive themes” 
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TWO CASE STUDIES, TWO STREAMS OF THE LHP CURRENT:
INVISIBLE SUN & KULT
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Presenter Notes
Presentation Notes
Both are tabletop games, so technology is used broadly. Techne & logo = “the words about a skill.” Also, technologies of consciosuness
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Presenter Notes
Presentation Notes
Two associated currents of LHP history as they influence, criss-cross, and converge in these two games 
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* INVISIBLE SUN (Monte Cook Games)
* KULT (Modiphius)

* TWO CURRENTS OF INFLUENCE
* TWO WAYS THAT THE LHP OF GAME DESIGN FORKS

* THEY RECONVERGE IN OUR PRACTICE (AS GAME DESIGNERS, AS
OCCULTISTS)
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CASE STUDY/CURRENT 1:
INVISIBLE SUN (MONTE COOK GAMES)
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INVISIBLE SUN, THE
NIGHTSIDE IS DESCRIBED
AS ONE OF SEVERAL
CURRENTS OF MAGIC.
THE NIGHTSIDE CURRENT
FLOWS BACKWARDS
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GRANT'S WORK IS BOTH THE SOURCE OF THE CONCEPT OF

MAGICAL CURRENTS, AS WELL AS AN EXAMPLE OF THE LHP
CURRENT MANIFESTING THROUGH INFLUENCE.

2 _ The Way

T Yo

RESOURCES AND INSPIRATIONS

FOR INVISIBLE SON
Croa

he following have all been very
I influential on the development of
Invisible Sun. Some entries in this
list are people—authors, artists, directors,
and musicians. Some are movements,
belief systems, or philosophies. And some
are created works, like books or fictional
charaeters. In some cases, both a book and
its author get separate mentions. This is
to indicate a particularly strong influence
on the game and its setting. The listis in
a very rough order of significance, but that
is of secondary concern, Everything on this
list has its own particular meaning and
teason for being included.

No suggestion of endorsement or
connection is intended. This is simply a list
of inspirations.

Surrealism
Pronethea

Salvador Dali

Grant Morrison
Liars

Vladimir Kush
Austin Osman Spare
Peter J. Carroll
Robert Anton Wilson
A E. Waite

Dadaism
Zoreastrianism
Buddhism

William Burroughs
M. John Harrison

David Bowie

Kenneth Grant

Mike Mignola

The Tarot

Alan Moore

Zdzislaw Beksinski
Jarostaw Jasnikowski
Swans

David Tibet/Current 93
Philip K. Dick

The Tree of Life

Apse

Doctor Strange {all incarnations)
Steve Ditko

Godspeed You Black Emperor
House of Leaves

Brion Gysin

André Breton

Jack Parsens

Alcherny

John Zorn

Thomas Ligotti

The Orange Eats Creeps
Coil

Jack Kirby
Tarsem Singh
Psychic TV

The Metamorphesis
Santeria

Gravity’s Rainbow
Manfred Lisrker
Doom Patrol
Chelsey Minnis
The Caretaker
Scorch Atlas

David Lynch
Kill Six Billion Demons

D ] 'd E -
H.P. Lovecraft
Lettrism
Dynamism
I'::EI] net h G]‘_‘H It
Brian Teare
The Anatomy of Story—John Truby
A Writer's Guide to Fiction—Elizabeth
Lyon
| | hE‘ Tarot
David Hanlan

George Crumb
Sandman

Eileen Kanost /Sy

Edgardo Montes Rosa

Jaseph Noll

Christian Palmer

Krzysztof Piwowarski

Seott Robinson

Jason Robinson
Darius Sayers

Brandon Barnes
Tvan Blasco Navarro
Joseph DeSimone

Alan Moore
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OF EDEN

KENNETH GRANT

Invisible Sun |
and the :
Nightside |
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Presenter Notes
Presentation Notes
The Nightside is a supplement to Invisible Sun, so named in allusion to Nightside of Eden, the 4th volume of the second Typhonian trilogy. 

Grant’s Nightside of Eden is the reverse or averse side of the Tree of Life (flipped on Y axis)
Grant associates evil, but non-being
Grant refers to as the “via negationis” (more commonly the via negativa): negative theology
He identifies with the Qlippoth (shells of the dead from Lurianic Kabbalah)
The Tunnels of Set as opposed to the Pathways
Da’ath is not a void or an abyss, but a portal through which non-being flows



PATH OF SUNS

THE MAIN CURRENT OF MAGICIN
INVISIBLE SUN




LUDOMANTIC

TECHNIQUE 1:
REVERSE AND INVERT
SYMBOL SYSTEMS

* THE NIGHTSIDE OF
INVISIBLE SUN
IS ASET OF ANTI-
WORLDS: THE PATH
OF SUNS INVERTED
& REVERSED



Presenter Notes
Presentation Notes
The reverse or negative side of the Path of the Suns
However, the various locations/practices/entities are very much the averse, universe B of Invisible Sun
This framework is conceptually identical to Nightside of Eden and inevitably derived from it
Church of Midnight



THE NIGHTSIDE: A SELF-
CONTAINED SUPPLEMENT
THAT REVERSES & INVERTS
INVISIBLE SUN LORE AND
MECHANICS

* THE NIGHTSIDE SUPPLEMENT
COMES IN A “SPECIAL WARDED
BAG” OF BLACK SILK WITH A
PROTECTIVE SIGIL AND
INSTRUCTIONS TO KEEP IT
SEPARATE FROM THE REST OF
THE GAME

* A DIE WITH BLACK, BLANK FACES
EXCEPT FOR A SINGLE FLUX FACE
(THE INVERSE OF THE USUAL
INVISIBLE SUN DIE)
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_ The Nightside S ]1‘-‘1'15.'.*:-_'_-5'_.:*&-‘1-{..

NIGHTSIDE TRUTHS

be siénp read *Nightside Path”™ with an arrow
peinting left, and below that it said “Path of Sunps”
with ap arrow to the right.

“Funny,” Trevaip said.

“Yeah,” Nir said, “if someocne ever asks abeout it without

any irocny, that's a éood reason to tell them to just o home.”
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e mgbiae 0 Ysnr 50
RENOUNCES THE LIGHT
I hate.
Hate defines me. Contempt, anger, and disgus
my companions. [ reject and renounce the conventional
morality of the world around me. The world is inverted,
as I gee it. That which is “good” is actually evil, and the

things people call “evil” are the only pure and true things
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" Fortes ___'?' /7
RENOUNCES THE LIGHT '

My Own Blood

ofElam | Walk Away |

azors of Heaven | _. Brofi Fledh |
1|' - . 1 Tap the |
‘ Bloody Halo _ Primal Current

h| Demand of

& : Womb of Darkness

h| Death Shows

the Way _ | Devil’s Desires
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Players have noticed the LHP current in
Invisible Sun

In June 2020 we presented the Invisible Sun

Bundle featuring the “Digital Black Cube” that
embodies the surreal, visionary Monte Cook Games
RPG of vislae magicians exploring the nature of reality

as they walk the Path of Suns: [nvisible Sun.

“Invisible Sun is not a true look at occultism or a real-
world manual for magic,” says designer Monte Cook in
Invisible Sun rulebook 4, The Path. More accurately, this
surreal modern-fantasy RPG is an ambitious simulation
of the occult philosophies of Hermeticism, Thelema,
and the magician’s process of self-actualization — the
“left-hand path.” And if not a practice in itself, Invisible

Sun nonetheless attempted a working, a transformation — in this case, of the roleplaying

market.
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BULT

Beyond the Veil
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Presenter Notes
Presentation Notes
A variety of editions and publishers. Originally a Swedish game, first edition published in 1991, 2nd edition, 3rd edition (Beyond the Veil) (2001), and a recent edition from 2018 published by Modiphius 


KULT IS
GNOSTICISM
AND LHP
KABBALAH,
THE
ROLEPLAYIN
G GAME
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KULT:
BEYOND THE
VEIL
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“THEODOR MIMESIS” =
FICTIONALIZED HANS JONAS

* KULT ALLOWS PLAYERS TO ENACT THE
GNOSTIC HERMENEUTICS OF REVERSAL

 PLATO’S DEMIURGE & THE BIBLICAL JEHOVAH
BECOME ARCHONS (DEMONIC, OPPRESSIVE
RULERS)

* HAROLD BLOOM IDENTIFIED THIS AS
DECONSTRUCTIONIST IN THE MANNER OF
PAUL DE MAN
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Presenter Notes
Presentation Notes
This is an existentialist interpretation of Gnosticism that depends on the heresiologists and also a specific set of Nag Hammadi texts (Apocryphon of John, Trimorphic Protennoia, Testimony of Truth). This is only one variety of Gnosticism (which was probably a variety of Christian sects), but it is a variety that applies well to a game that represents the modern urban world as an illusion. 


The Lie

A World in Dmknus
The C lprn ity :Jf Man
What is a RPG ?

The Heroes of the Game

ka“\
Imﬂih; T.‘um]s
Combat

Experience & Practice

The Rumours

Beyond Humanity
Mental Aspects
Pl‘ll,hhdf 21\; cts
Time & Travel
Magic

The Truth

Disciples of the Dark
Tji Tlusion
Be 1;1nd the lusion
Beyond Death

Beyond T ime & Space 26

Beyond Madness ™
Beyc md Passion
The Awake ning
The (;mmmm\m
Frozen Moments
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KULT
COSMOLOGY

e LIE =“STUFF” I.E. ALL OF THE
MUNDANE WEAPONS/CLASSES/RULES
STANDARD TO ALL RPG’S and
simulating the physical world

e THE RUMOURS (THE MADNESS) =
“MAGIC”, drugs, and all of the rules
that push at the edges of the
mundane world

* TRUTH = the true LHP Gnostic
cosmology of Kult


Presenter Notes
Presentation Notes
The first large sections (Lie and Veil) are deliberately mundane in mechanics and fiction
Magic belongs to chapter 22, the Awakened
The Qlippoth and their associated negativity/atrocity/horror are relevant because seeing this Truth beneath the veil of the lie allows for the possibility of awakening/enlightenment. 
1st/2nd editions allowed for both a positive and a negative route to enlightenment via radically increased or radically decreased sanity
Is this concept in Karlsson?
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THOMAS KARLSSON INFLUENCE
ACKNOWLEDGED BY KULT DESIGNERS

. KULT: Divinity Lost
Aol 14, 2016 - Y

Dear Kultists,
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Presenter Notes
Presentation Notes
Of the two non-fictional occult sources mentioned by the Kult: Divinity Lost designers as inspirations are both from Thomas Karlsson


KULT AND THOMAS KARLSSON

Thomas Karlsson
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KARLSSON'S QLIPPOTHIC VISION OF LHP FLOWS
INTO KULT DIRECTLY

3 _ {KEFHER
(jATAmEL, - \

The Cancealers.

THE TAER OF RHOwLEDGE
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and have suttable habitations

Around h!H‘i'Fl].’i[il_JHh on the {'}]I'i!h::rlh and the ten anti-worlds a

whole demonology was developed. both in Jewish and Chris-
tian Qabalah. Every Qlipha represents a negative aspect, or evil
Anti-Worlds in Lurianic anti-pole, of each Sephirah and is populated by demons, instead
Kabbalah (Kar|sson) of the angels that are associated with the ten Sephiroth. The

ten Qliphotic worlds and their demonic rulers are generally

LHP Is an
(Anti)-
Worldbuilding
Principle

believed to be the following:

Qlipha to Sephira

l. Nahemo
Gamaliel
Samael
Hareb-Serapel
Tagarinm
Galab
Gamchicoth
Satariel
Chaigidel

l'hamiel

Demon Ruler

Nahema
Lilith
Adrammelek
Baal
Belphegor
\smodeus
Ashtaroth
Lucifuge
Beelzebub

Satan and Moloch

\Lllt'r-nﬂr'

Malkuth
Yesod
Hod
Netzach
Tiphareth
Geburah
Chesed
Binah
Chokmah
Kether



Presenter Notes
Presentation Notes
“Around speculations on the Qliphoth and the ten anti-worlds a whole demonology was developed, both in Jewish and Christian Qabalah. Every Qlipha represents its negative aspect, or evil anti-pole, of each Sephirah and is populated by demons, instead of the angels that are associated with the ten Sephiroth. The ten Qliphotic worlds and their demonic rulers are generally believed to be the following.” If the material world is false and broken, then what matters is revealing the world that is *not*, the negatively existent world, the world behind the world. What does the opposer oppose? ALL THAT IS NOT GOD 


LHP

LUDOMANTIC

TECHNIQUE 2:

CONSTRUCT
ANTI-WORLDS
TO DENY AND
RESIST ALL
THAT IS NOT

DIV
NC
DIV

NE,
LUDING

NITY
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 “WHEN THE EMANATATIONS

FROM THE LEFT BREAK
LOOSE FROM THE
HARMONIC UNITY OF THE
TREE OF LIFE, THEY FALL
INTO THE ABYSS AND
CONSTITUTE AN ANTI-
WORLD TO THE CREATION
OF GOD” (KARLSSON 78).

RESTRICTED

e “THE THOUGHTLESS LIGHT
IS NOT EVIL IN ITSELF, BUT
TAKES ON THIS ASPECT
BECAUSE IT IS OPPOSED TO
THE EXISTENCE OF
ANYTHING BUT EIN-SOF
AND THEREFORE SET ON
DESTROYING THE
STRUCTURES PRODUCED BY
THE THOUGHTFUL LIGHT.”
(KARLSSON)


Presenter Notes
Presentation Notes
“In the dialectics of creation, it therefore became a positively hostile and destructive power. What is called the power of evil, the kellipah, is in the last resort rooted in this noncreative light in God himself. The duality of form and matter takes on a new aspect: both are grounded in Ein-Sof. The thoughtless light is not evil in itself, but takes on this aspect because it is opposed to the existence of anything but Ein-Sof and therefore set on destroying the structures produced by the thoughtful light.” (Karlsson)
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Presenter Notes
Presentation Notes
Moreover, Kult personifies the forces of oppression, inauthenticity, & pain as Archons (the rulers of this world) and the reversal of the reversal (the Qlippoth, the true demonic forces behind the demons). Note: Kult, in all its editions, is heavily inspired by Hellraiser because of its mixture of occultism and transgressive BDSM imagery. However, transgression is a moving target. The remake of Hellraiser had to dispense with black leather because it had lost the transgressive edge that it once had when Barker first frequented London S&M clubs. The Hellraiser remake instead focused on cenobites clad in *white* and a protagonist motivated by grief, addiction, and neurodivergence rather than deviant sex. There is a similar shift in Kult’s art: it remains brutal and sadomasochistic but in a more angelic and modern way. 
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LHP LUDOMANTIC TECHNIQUE 3:
PERSONIFY THE DARK

The basic difference between the Zohar and the wrinngs of the
Gnostics in Castile was that the lawer indulged in exaggerated
personthications of the powers in this domain, resortimng on occi-
sions to earher demonological beliefs and calling the potencies of

the emanatons of the lelt |.:_1' Proper names whereas the author ol

the Zohar generally kept to more impersonal categories
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LUDOMANTIC LHP TECHNIQUE 4.
SIMULATE THE DARK PATH TO AWAKENING
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TWO PATHS TO AWAKENING

LIGHT ROAD

DARK ROAD +250 MENTAL BALANCE

-250 MENTAL BALANCE

RRRRRRRRRR


Presenter Notes
Presentation Notes
This is only in early editions, though later editions attempt to simulate the concept. SIMILAR SYSTEM IN KABBALE (JACOB’S LADDER)
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LHP LUDOMANTIC TECHNIQUE:
SIMULATE TABOO BEHAVIOURS

* SIMULATES SEXUALITY AS A PATH TO AWAKENING (BDSM, GENDER-
SHIFTING, TANTRA AS SPELLS IN THE LORE OF PASSION SUCH AS
“MASTER AND SLAVE” OR “FETUS PERVERSION”)

* EMPHASIZES PACTS WITH ENTITIES “BEYOND THE VEIL”: ARCHONS
AND DEATH ANGELS
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Presenter Notes
Presentation Notes
In Tantric LHP, rites involve the Five M’s (parched grain, sex, alcohol, meat, drugs). A taboo is a rule, which games are good at modelling. Games can also model the breaking of these taboos, and the consequences positive and negative. All of these techniques are safter when mediated by play. The magic circle contains demons with whom we make pacts. Less harmful but still risky to do this in a playful context 
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Matous Mokry

* Matous Mokry at ESSWE9
* Mokry describes LHP as antinomian & individualistic

* He asserts that contemporary LHP practioners can be
understood comparatively in their attitudes toward
animal sacrifice on the traits of magical efficacy,
respectability, metaphysics

RESTRICTED



Presenter Notes
Presentation Notes
The two currents of Kult and Invisible Sun reconverge on a question about spiritual transgression. Mokry describes LHP as antinomian movement in 1960’s and 70’s occult
But also has precedents in Shaivite practice and Tantra. This question crystalized for me during Matouš Mokrý’s talk in the last panel at ESSWE9
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Matous Mokry on LHP approaches to animal
sacrifice

AVOIDING ANIMAL SACRIFICE MANDATORY ANIMAL
TO PRESERVE RESPECTABILITY SACRIFICE FOR MAGICAL
FOR WEALTH AND POWER POWER (Ixaxxar)

(Lavey)
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Matous Mokry on LHP approaches to animal

Sa Crlfl Ce RE-INTERPRETING BLOODY

AVOIDING ANIMAL SACRIFICE ;ﬁgglgliilgsTl\Hﬂggsggssls_EX MANDATORY ANIMAL
SACRIFICE FOR MAGICAL

FOR WEALTH AND POWER MAGIC DESIGNED TO ACCESS A POWER

VISION OF NON-DUALISM AT
THE HEART OF AN
UNCONSCIOUS VOID (Grant)
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Grant occupies a midpoint between
spectrum between hypocrisy (Lavey
and Aquino) and brutality (Ixaxaar)
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HOW DO THE PARTS OF
GRANT’'S SEX MAGIC
APPROACH TO LHP RELATE,
(I.E. HOW ARE MENSTRUAL
SEX' MAGIC AND NON-
DUALISTIC GNOSIS
RELATED?)

HOW DOES THIS RELATE TO
GAMES
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Presenter Notes
Presentation Notes
It took me reading four volumes of Kenneth Grant’s Typhonian trilogy to answer this
Answer: Bloody vagina becomes Da’ath as a portal to Universe B
See the simulated portals in Vikintor’s work



VAMA MARG =
“WOMAN PATH” IN
GRANT

* Translates Vama Marg as many things

 Among them, “woman path,” because of
“the use of the woman in sex magic”

* As Mokry explains in his ESSWE9
presentation, Grant applies this is a way of
avoiding a literal, violent interpretation of
animal sacrifice in magic, instead
interpreting the bloody sacrifice as
menstruation by way of the Thelemic
declaration that “the best blood is of the
moon, monthly”



Presenter Notes
Presentation Notes
“The left or under-hand became, in the solar (post-Draconian cults) the inferior and infernal hand, and was therefore ascribed by the solarites to the Left Hand Path, that sinister Path that exalted the feminine principle and recognized it as primordial” (Nightside of Eden 99). 



Bloody Vagina as
Portal of Da’ath to Universe
B=THE VIA NEGATIVA

* “The ain (eye) as niag, is the eye
reversed: not the eye of the
light, but the eye of the dark,
the occult eye, the vulva in its
negative phase, the witch-moon
of blood, the lunar eclipse” (49).



Presenter Notes
Presentation Notes
“The Cha’an Adepts of the East, and Aiwass through Crowley in the West, tirelessly pointed out the Negative Way, the Via Negationis” (102).
“The initiates, the gnostics, knew –perhaps intuitively—that reality lay somewhere beyond or behind the total negation on this glamour. At this point in evolution… the qlipoth became active in human consciousness. They typified the shadow, the dark, the non-manifest, absence, the total dis-appearance of the phenomenal world” (104). The portal to Universe B is the Via Negativa
“the phenomenal woprld is but the manifestation of subjectivity or non-manifestation, and that the physiological formula of the female somehow adumbrated the mechanics of an awful mystery that was unknowable by the mind in its conscious state” (100). 



LUDOMANTIC LHP
IS METAPHYSICAL TRANSGRESSION THROUGH THE
SIMULATED BREAKING OF TABOOS

* Non-being against being

* The influx of UNIVERSE B and its negatively existent ones (FICTION
understand as real, IMAGINAL) into UNIVERSE A through play

* For Grant, this happens through a bloody portal, which is Da’ath: “the
ancients were aware of the crack in space through which such an
invasion could pour, and more than one Mystery School has posited
Daath as the point of entry” (89).
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Presenter Notes
Presentation Notes
Grant on inviting an influx of energies through
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In games, this happens through BLEED

Bleed
From Nordic Larp Wiki

Bleed is when emotions bleeds over between player or character, in either direction.

Snipped from the Je 'm dictionary, in 2009:

Bleed is experienced by a player when her thoughts and feelings are influenced by those of her character, or vice versa. With increasing bleed, the border between player and character becomes
more and more transparent. It makes sense to think of the degree of bleed as a measure of how separated different levels of play (actual/inner/meta) are.

Bleed is instrumental for horror role-playing: It is often harder to scare the player through the character than the other way around. An overt secluded dice roll against a player's perception stat is
likely to make the character more catious.

Aclassic example of bleed is when a player's affection for another player carries over into the game or influer ner character's perception of the other's character.

Many jeep games rely on bleed either to influence player's actions or to achieve higher purposes in the premise. For example, Fat man down uses bleed to encourage the players to reflect over

society's treatment of fat people. Playing Doubt close to home regularly causes bleed as a consequence of using own experiences in the game and re-living relationship situations or reflecting on
relationships. Sometimes, the entire purpose of a game is to create bleed.
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LUDIC LHP TECHNIQUE 5=
EMBRACE BLEED

* In play, it becomes safer to let the magic circle break

* To allow deliberate influx of dark experience, which Grant sees as key
to magic:

* In Jeepform/Nordic LARP, the deliberate overlap of players’ out-of-
game emotions and concerns with characters’ in-game emotions and
concerns is called BLEED

e Just as traditional tantric pracitioners embrace blood as a taboo, so
LHP game design involves the embrace of BLEED
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Presenter Notes
Presentation Notes
LHP game design and gaming involves asking the traumatic material of everyday life, the taboo, the transgressive to bleed onto and into the designer/player
For bleed, check necromancy talk
Fearless play, the play of the aghori/Shiva’s non-dualistic lila, allows us to play with darkness
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Non-Being, Negative Existence, Fiction & Play

* Almost the reverse of the imaginal. Grant quoting Blavatsky: “The
idea that things can cease to exist and still BE, is a fundamental one in
Eastern psychology” (79).

* Nightside of Invisible Sun = the reverse side of a game that expressly
denies it is “real occultism” (while taking more inspiration from real
occultism than almost any other game)

* Ontological paradoxes (is the reverse side of non-being real? What
about the reverse side of a surrealist game that was already more
than real?)

* Invisible Sun’s Nightside plays within these paradoxes
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Presenter Notes
Presentation Notes
To be fair, it’s less metaphysical than it could be and more focused on negative emotions/moral actions/destruction. Then again, that’s characteristic of Grant and Karlsson, too


RIGHT HAND PATH MAGIC AND GAME STUDIES
= CONTAINED MAGIC CIRCLE, NO BLEED

Scoring a goal Kicking a ball in




LEFT HAND PATH = BLEED
(ALLOWING FORCES OF NON-BEING IN FROM THE
OTHER SIDE)

SURCERER

SWORD, SOUL, AND SEX

AL

::_.

Tha Supplements
Feon Edwards
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Presenter Notes
Presentation Notes
Maintaining the borders of the magic circle means that a game is always “just a game.” 
Bleed means that our practice, including and especially our darker or more transgressive practice, can be playful. 
It also means that games with darker themes can themselves be a way of exploring contact with dark entities playfully. 


CTED

ANDREW CHUMBLEY
RITE OF THE OPPOSER (PRAYER OF THE DESIGN)
“I AM THE TRANSGRESSOR OF VOID ETERNAL, AZAL ABAD IN WHOM
ALL IS OPPOSITION”

The

AZ0ETIA

A Grimoire of the Sabbatic Craft
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Presenter Notes
Presentation Notes
Important that this occurs in the first part of the Rite of the Opposer: the Prayer of the Design. 
Chumbley is asking us to think about what we design, but also of its opposite
Is this more correctly the Crooked Path of Game Design, which winds its way in serpentine fashion between the two poles of orthodoxy and heresy
Does this imply a figure-ground reversal of the borders of the magic circle, which are both fixed and permeable, closed and open


RESTRICTED

LHP LUDOMANTIC TECHNIQUE 6:
CONTEST THE LIGHT

* VVideo games are by their nature bright media, in which the
movement of light pixels creates illusory forms. There is nobility and
power in contesting this light, in denying the often shallow and
sometimes toxic culture of games in order to find the metaphysical

depth and divine play beyond it.

e LHP is particular variety of ludomancy. If gameplay and game design
can operate as occult practice, then they also have their darker side...

which can lead to a light beyond the light
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Presenter Notes
Presentation Notes
Transgressive play can operate as a form of LHP practice that diminishes the risk associated with these practices. LHP practice must become playful, but we must also acknowledge the magical power in play. This play is at is most powerful when the magic circle is deliberately opened, allowing for an influx from beyond. 


IN MY PRACTICE (GAME
DESIGN)

« DEADHAUS SONATA IS ALREADY A GAME
ABOUT DARKNESS

* WITH A COMPLEX OCTAHEDRON
REPRESENTING CURRENTS OF ENERGY

* THE LHP OF DEADHAUS SONATA INVOLVES
POINTS NOT ON THIS OCTAHEDRON

* SPIRITUAL TRANSGRESSION IN A WORLD OF
DARKNESS IS LIGHT




WWJ_*_;T“ 28th 1975 - August 13th 2006, ..
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WITHOUT PLAYFULNESS,
THE LEFT HAND PATH HAS A TENDENCY TO DEAD END


Presenter Notes
Presentation Notes
Selim Lemouchi and Jon Nodveidt both took their own lives after great creative brilliance. 
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GAMES AND GAME DESIGN CAN OPERATE AS
OCCULT PRACTICE

BECAUSE GAMES ALLOW US TO SHIFT STATES IMAGINATIVELY, EMOTIONALLY, AND SPIRITUALLY
ANY SUFFICIENTLY RICH SIMULATION OF MAGIC IS INDISTINGUISHABLE FROM ACTUAL MAGIC

AND, THE MORE WE DEEPLY WE ENGAGE WITH SUCH A SYSTEM, THE MORE IT LOOKS AND FEELS LIKE
WE ARE PERFORMING AN ACTUAL RITUAL (BECAUSE, AT SOME LEVEL, WE ARE)

THE CHIEF METHODOLOGY OF LUDOMANCY IS DELIBERATE DISORIENTATION THROUGH “ILINX"” OR
VERTIGO GAMES

THE PRINCIPLE PURPOSE OF LUDOMANCY IS CONTACT WITH REALMS AND ENTITIES BEYOND THIS ONE
LUDOMANCY PROVOKES PLAYFUL GNOSIS (DIRECT, EXPERIENTIAL KNOWLEDGE OF TRANSCENDENCE)
PLAYING AT MAGIC CAN YIELD THE REWARDS OF MAGIC, BOTH OPERATIVE AND RITUAL
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Presenter Notes
Presentation Notes
Last summer, at Trans-States, I gave a talk on Ludomancy: Games as Occult Practice Between States. It ended with the following conclusions. This talk is the averse/reverse/nightside of that talk. 


RESTRICTED

LUDOMANTIC LHP TECHNIQUES

e REVERSE GAME-BASED SYMBOL SYSTEMS to access alternate
currents of energy

* DEVELOP ANTI-WORLDS in which exiled spiritual forces can dwell
* PERSONIFY FORCES OF DARKNESS as potent, powerful, imaginal allies

 SIMULATE TRANSGRESSIVE BEHAVIOURS as a path to enlightenment
(original Kult mental balance system)

* EMBRACE BLEED between what is and is not, being and non-being
* CONTEST THE LIGHT in the name of a greater light: the black sun
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