


Ludomancy: Games as Occult Practice in Between States 
Games and the occult are deeply intertwined. from the first knucklebone dice used in both divination and gambling. to the 
ritualistically encoded ancient Egyptian board game of Senet. to the arcane tarot cards that serve simultaneously as card game and 
devices for cartomantic fortune telling The Magician card to whom the Trans-States 3 Conference is consecrated is in French "le 
bateleur" tjuggler or mountebank): a man whose altar doubles as a cardsharp's table. Games exist in a trans-state par excellence: 
between frivolity and profundity. the material and the digital. this world and the other(s). In this talk. the presenter will explore 
games as a means of sh'fting between states of being and consciousness. with particular focus on two case studies. both of which 
he works on as a designer: Deadhaus Sonata and The Arcana Ritual Theatre. Deadhaus Sonata's Trinary Archetype system allows 
players to shift between physical. magickal. and essential states. Similarly. Arcana is a ceremonial magick simulator which enables 
players to perform occult rituals in a magic theatre to summon spirits. perform astral proJection. and unlock the mysteries of the 
multiverse. Similar examples of digital and table top games will reveal play as an occult practice While the Satanic panic of the 
1g8o's may have been literally false in its claims that Dungeons and Dragons was a route toward Satanism games can function as 
imaginative gateways to other planes of existence (whether the Egyptian astrological magic of Nephilim. the Left Hand Path 
Olippothic Gnosticism of Kult. the magisterial. multimodal magic of Invisible Sun. or the solitary hermetic magic of Seekers Beyond 
the Shroud). Through theoretical analysis and practical performance. the presenter will conjure up a vision of ludomancy (the magic 
of play). suggesting that it can unveil the play at magic's heart and open up playful space within ossified traditions. 
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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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100 PRINCIPLES OF 

ESIGiN 

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.







GAMES AND GAME DESIGN CAN OPERATE AS 
OCCULT PRACTICE 

I. SHIFTING STATES 

II. GAMES RITUAL & PERFORMANCE 

Ill. METHOD: VERTIGO GAMES 

IV. PURPOSE: SPIRIT CONTACT 

V. PLAYFUL GNOSIS 

VI. SACRED PLAY 

Presenter Notes
Presentation Notes
Because they allow us to shift states imaginatively, emotionally, and spiritually (if, indeed, there is a difference between these things)
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)
Should this slide be intro, conclusion or both?




• FROM “LUDARE“ (TO PLAY) + "MANTEIA" (DIVINATION 
AND MAGIC) 

• THE MAGIC OF PLAY, ESPECIALLY IN RELATION TO 
DIVINATION 

• PLAYING AND MAKING GAMES AS OCCULT PRACTICE 

Presenter Notes
Presentation Notes
There are a lot of historical mancies (necromancy, bibliomancy) and some fictional ones (pyromancy). The creation of new systems of magic based on contemporary and technological practices is partially inspired by the word of Josh Madara, who practices robomancy (the building of magic robots). As a game designer and a player of games, I believe fundamentally that play is sacred, that play can generate moments of transcendent knowledge (gnosis),  and that the systemic pursuit of play can lead to spiritual experiences of what lies beyond the veil, i.e. the occult. 



OCCULT: 
FROM OCCULTARE­

LATIN FOR ''SECRET'' AND 
''HIDDEN'' 

Presenter Notes
Presentation Notes
The occult in the sense in which I use it refers to “Supernatural, mystical, or magical beliefs, practices, or phenomena.” Recorded from the late 15th century (as a verb, meaning ‘to conceal’), the word comes from Latin occultare ‘secrete’, and is ultimately based on celare ‘to hide’. “”Supernatural, mystical, or magical beliefs, practices, or phenomena. Recorded from the late 15th century (as a verb, meaning ‘to conceal’), the word comes from Latin occultare ‘secrete’, and is ultimately based on celare ‘to hide’.” The occult involves exploring what is hidden and the revelatory knowledge of what is hidden
Oxford Dictionary of Phrase and Fable”





Presenter Notes
Presentation Notes
This is not a new idea. It goes back at least as far as the Renaissance, when the first tarot cards were developed as tarocchi (a card game), onto which divinatory significance was later layered. The magician is originally “le bateleur,” a cardsharp or mountebank playing a shell game. The magician card, venerated in mystical systems of tarot as the first arcana, is an image of a shell game depicted on a card used in a card game, i.e. a game within a game. 



Presenter Notes
Presentation Notes
Because they allow us to shift states imaginatively, emotionally, and spiritually (if, indeed, there is a difference between these things)
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)




Presenter Notes
Presentation Notes
The magic and games are deeply intertwined. This is especially true in non-digital games, such as board games and card games, which are contemporaneous with the historical origins of magic and were sometimes invested with magical symbolism and significance by ancient cultures. As multiple scholarly and popular sources, such as Joanna Thompson in “Sticks, Stones, and Knucklebones: The History of Dice,” the first dice were sheep knucklebones used for divination, known in Greek as astragals and in Latin as talus. The ancient Egyptian game Senet, while it began as a  https://dicemaniacsclub.wordpress.com/2020/02/22/the-history-of-dice-part-1-ancient-dice/ https://entertainment.howstuffworks.com/leisure/traditional-games/history-dice.htm 




Presenter Notes
Presentation Notes
The link between games and divination extends to individual discoveries of particular ludomantic artefacts. In “A Demotic Inscribed Icosahedron from Dakleh Oasis,” Martina Minas-Nerpel describes this demotic icosahedron, inscribed with the names of Egyptian gods as part of a probable oracular procedure. The D20 is, of course, the iconic die used in Dungeons and Dragons since its development in the 1970’s. 
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Articles 

Gaming and divination in the Hellenistic Levant: the case 
study of the astragalus assemblage from Maresha, Israel 
Lee f>en)'-Gal ■, l,r Sl-:rn & /..di l:r kh (I 

Presenter Notes
Presentation Notes
Dice, cards, boards: the basic artefacts and affordances of gameplay are fundamentally and deeply intertwined with the history of magic. Moreover, this is in the news through recent discoveries (vast caches of knucklebone dices, known as astragali)



A POPULAR PASTIME 

• 

• 

Presenter Notes
Presentation Notes
It’s no wonder, then, that American religious fundamentalists in the 1980’s created a Satanic panic that labelled Dungeons and Dragons as a gateway into Satanism, operating as preparatory training into ritual magic. This was literally false, in that Dungeons and Dragons was a harmless pastime based largely in swords and sorcery fiction. Dungeons and Dragons,  like all role-playing games, operates on the imaginative plane with physical tools and social performance serving to focus and guide the imagination. This is also a description of ritual.
(Cf. Crowley’s description of ritual magic as activating brain centers in his introduction to Ars Goetia)




Presenter Notes
Presentation Notes
And there are at least two generations of tabletop designers who have, in contrarian fashion, treated the occult accusations against tabletop roleplaying games as an aspirational challenge (almost a dare), using tabletop games as vehicles for representing and simulating occultism as well as (in the case of the Book on Antitheses) using games as a medium for occult practice. 



Lamentations of the Flame Princess @Lot FP • Aug 19 

SO YEP.H THERE'S THIS THING CALLED THEBOOK OF ANTITHESES AND 
IT'S AL_ ABOUT HOW RPGS ARE MAGIC AND HOW ALL THECRITICS OF 
D&D W::RE RIGHT AI\ID THE SATANIC PANIC WAS TOTALLY JUSTIFIED 
BUT IT'S ALSO AN IN-GAMEARTl=ACT THAT YOUR PLAYERS CAN F ND 
AND IT HAS A GLORY HOLE FOR A COVER 

Presenter Notes
Presentation Notes
The mischievous and subversive, yet also rebelliously earnest, aspirations have yielded an entire dedicated book of game magick (a treatise on the ritual, theory, and practice of game magick, including ceremonial dice magick, demonic pacts, astral travel, divination, and the secret language of symbols). 



Presenter Notes
Presentation Notes
While the general parallels between occultism and gameplay are readily available, it’s a very specific type of game that I’d like to focus on for this talk: games that are about shifting state (between life and death, material and spiritual, this plane of existence and others), as well as games that help players to shift state. This idea is in the spirit of the Trans-States conference, but also rooted in ways of thinking about games and complex software systems in general. State change appears in influential roleplaying and tabletop games as planar travel, which is a form of metaphysical voyaging derived from the concept of astral projection as present in Theosophy of H.P. Blavatsky and the ceremonial magick of the Golden Dawn and, later, Aleister Crowley’s practice of Rising on the Planes in Liber O. 
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Return to Base Flee Pac- Man 

Eaten by 
Pac-1\Ian 

Presenter Notes
Presentation Notes
In addition to these narrativized mystical understanding of shift states, one way of analyzing a game is to think about it as a state machine: a flowchart showing how objects in the game change “state” (or mode of being) based on triggers. 
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Presenter Notes
Presentation Notes
This state machine from Pac Man is both structurally representative of state machines and thematically relevant to ludomancy, as it represents entities shifting in and out of ghost form. Of particular relevance to ludomancy is the shift from life to death and back again. When eaten by Pac-Man, the ghost dies. In this dead state, it is represented as a pair of eyes. When in this state it returns to its ghost home, then re-emerges. 



Presenter Notes
Presentation Notes
One way of shifting metaphysical state is astral projection, often simulated and represented in games as planar travel. Astral projection appears in first edition on Advanced Dungeons and Dragons, along with the related concept of the Silver Cord. An immediate popular culture source for these concept is Dr. Strange comic books, though Gary Gygax mentions books on theosophy and occultism more generally in his appendix of suggested reading for Dungeon Masters in Master of the Game. Further sources of these concepts is laid out in an blog post on OSRGrimoire: “https://osrgrimoire.blogspot.com/2020/08/”



Presenter Notes
Presentation Notes
As multiple blog entries attest including those on OSRGrimoire, D&D gains much of its concepts and imagery of shifting states into other worlds from the illustrations of Steve Ditko in Dr. Strange comics. Ditko’s worlds are deeply surreal and psychedelic Ditko was an aficionado of both psychedelics and Tibetan mysticism, where an ambiguity exists as to whether these other worlds are internal states of consciousness, extradimensional realms, or both. It is in this ambiguous space between representation, simulation, and practice that ludomancy exists. 



• 



Presenter Notes
Presentation Notes
The trouble is, shifting states isn’t always as easy as gobbling a power pill. In mysticism and magic, transcending the mundane to project one’s consciousness into other worlds is a notoriously perilous and arduous process. In the words of Aleister Crowley in Liber O, the transference of the consciousness into an imagined astral body and the opening of that body’s eyes “will usually be the chief difficulty of the operation.” In Liber Chaos, chaos magician Peter Carroll describes two means for achieving a trance state or magical state of consciousness: theurgy (i.e. ceremonial magic, of the kind practiced in the Golden Dawn) and sorcery (a more shamanic approach involving “inhibitory” and “excitatory” methods, i.e. methods intended to reduce stimuli or to build them up). Both these methods are represented and simulated in games, and both can be evoked through games. 



Presenter Notes
Presentation Notes
Huzinga writes, "Or finally, let us take ritual. Primitive society performs its sacred rites, its sacrifices, consecrations and mysteries, all of which serve to guarantee the well-being of the world, in a spirit of pure play truly understood." 



THE REAL WORIUD 

Scoring a goal Kicking a ball !illO ,a net 
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Presenter Notes
Presentation Notes
Huizinga’s concept of the magic circle (a boundary around the game that changes the value and significance of what is inside it) is analogous to…



Presenter Notes
Presentation Notes
The magician’s magic circle in ceremonial magic, which operates as a barrier protecting the magician from demons. Huizinga writes, "Just as there is no formal difference between play and ritual, so the "consecrated spot" cannot be formally distinguished from the play-ground. The arena, the card-table, the magic circle, the temple, the stage, the screen, the tennis court, the court of justice, etc., are all in form and function play-grounds, i.e. forbidden spots, isolated, hedged round, hallowed, within which special rules obtain. All are temporary worlds within the ordinary world,. dedicated to the performance of an act apart" (10).  



~2r<D)lLJD)JEN 

Presenter Notes
Presentation Notes
The ritual aspect of state-shifting magic maps particularly well onto the formal systems of games. Enochian chess: a four-handed chess variant similar to Chatturanga, developed by the Hermetic Order of the Golden Dawn as a form of initiatory training and (later) a method of divination, especially if the one or more of the players is disembodied. In each of these cases, play is a sacred activity of the gods, a mode of achieving spirit contact, or both. Because the Golden Dawn system is at least partially organized around Enochian correspondences, this game encapsulates in its gameplay the ritual framework of the Golden Dawn.



Presenter Notes
Presentation Notes
Both the ceremonial and the sorcerous methods of achieving gnosis are present in games. Occult tabletop & digital roleplaying simulates state-shifting ritual with increasing depth and soul. The ceremonial approach to gnosis is most overtly represented by the intensely tactile, multimodal, and intricate magic of Invisible Sun…



Presenter Notes
Presentation Notes
Or in the elaborate magical timing of Nephilim as tracked and expressed in a complex wheel known as the “gamemaster’s veil,” which displays rotating astrological alignments, planetary hours, and elemental correspondences to reflect the casting of each spell
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Presenter Notes
Presentation Notes
Or in the elaborate ritual preparations of the single-player tabletop RPG Seekers Beyond the Shroud, which includes a table of correspondences analogous to those in Liber777 or Steven Skinner’s The Complete Magician’s Tables. 



Presenter Notes
Presentation Notes
Linked to the ritual method is a second method. Sorcery = from sortilege, I.e. divination through the the drawing of lots. This method is advocated by chaos magicians such as Pete Carroll and, originally, Austin Osman Spare. 




Presenter Notes
Presentation Notes
While the sorcerous or shamanic approach may appear most directly in very simple games and acts of cartomancy, including those derived from folk magical tradition. In “The Book of Pleasure (Self-Love),” Austin Osman Spare First, all consciousness except of the Sigil has to be annulled; do not confuse this with concentration- you simply conceive the Sigil any moment you begin to think. Vacuity29) is obtained by exhausting the mind and body by some means or another. A personal or traditional means serves equally well, depending on temperament; choose the most pleasant; these should be held in favour, Mantras and Posture, Women and Wine, Tennis, and the playing of Patience.”�Games can also facilitate state change through what Pete Carroll would call “sorcery,” i.e. shamanic alteration of consciousness through excitatory or inhibitory stimuli. In the terms of Chaos Magic, games evoke gnosis. 





Presenter Notes
Presentation Notes
By engaging in these ritual or sorcerous practices imaginatively, we are in some sense actually performing them, because both are based on willed acts of imagination to induce trance state and access other worlds. 





Presenter Notes
Presentation Notes
Deadhaus Sonata, a game on which I work, exhibits a similar use of state change and state machines in relation to changes between various gradations of life and death. It’s important that life and death are not simulated as binaries in this game





Presenter Notes
Presentation Notes
“A long-held belief of necromancy posits that death and life are not binary states, but rather a smooth and permeable continuum along which many beings can wander. The liminal nature of death has deep roots in the occult, such as the stories of St. Cyprian, patron saint of necromancers, and the Ghuede of Vodoun (the loa of death and fertility), like Baron Samedi. These principles are applied consistently for all classes of undead in Deadhaus Sonata.”



Presenter Notes
Presentation Notes
This system resembles similar mechanics in The Legacy of Kain series, of which Deadhaus Sonata is a spiritual successor. The resemblance is especially strong between Deadhaus Sonata and Soul Reaver. (Note: can I find video of this?)





Presenter Notes
Presentation Notes
Two of the games that I am currently designing and developing are explicitly about state change in the sense of either planar travel or transmutation along axes of spiritual and physical. This idea is similar to Crowley’s Rising on the Planes, and more generally true to the notion of shifting states in shamanic or neoPlatonic thought. The “walker between worlds” or a ceremonial magician performing astral projection. Liber O describes this at some length. Arcana is a ceremonial magick simulator, but more specifically a simulation of the astral travel described by Liber O. 




Presenter Notes
Presentation Notes
Arcana is a ceremonial magic simulator about performing occult rituals in a magical theater in order to astrally project, summon extraplanar entities, and unlock the mysteries of the multiverse



         
        

       
   

• “THE SYSTEMS OF MAGIC ARE FRAMEWORKS FOR THE 
PERFORMANCE OF RITUAL, UNDERSTOOD AS A SET OF SYMBOLIC 
ACTIONS DESIGNED TO ALTER REALITY OR TRANSFORM 
CONSCIOUSNESS” (HOWARD GAME MAGIC XXVII). 

Presenter Notes
Presentation Notes
The systems of magic are frameworks for the performance of ritual, understood as a set of symbolic actions designed to alter reality or transform consciousness.




  

 

EMERGENT RITUAL 
EFFECTS BASED ON 
PHYSICS 
CALCULATIONS 
WITHIN AN 
N-DIMENSIONAL 
SPACE 

Presenter Notes
Presentation Notes
JEFF
Calculate n-dimensional distance between two objects by taking the square root of the sums of the squares of all dimensions
Any object in this space begins to flicker within a certain distance threshold
It grows solid when it is within another threshold




Presenter Notes
Presentation Notes
I worked on Arcana for about 13 years in various incarnations
The core of it was ultimately about using ritual to navigate an invisible multiversal labyrinth, which is simulated spatially as a 6-dimensional maze planes, corridors, and barriers in what Alan Moore would refer to as “ideaspace.” 
https://www.youtube.com/c/JeffHoward333
13 years of work 
https://www.youtube.com/watch?v=YVy9k2gYFgw






ARCANA IS 
ABOUT 
MOVING PAST 
THE BARRIERS 
SET BY THE 
ARCHONS IN 
ORDER TO 
ESCAPE THEIR 
COSMIC 
PRISON 

  
• ITS EPIGRAPH IS FROM THE NAASSENE PSALM: "ALL THE 

WORLDS SHALL I JOURNEY THROUGH, ALL THE MYSTERIES 
UNLOCK.” 

Presenter Notes
Presentation Notes
This is a fragment about escaping cosmic prisons as well as an ode to exploring imaginary worlds completely– the completionist impulse of a gamer who wants to find every hidden secret in interlocked simulated worlds




ERIK DAVIS 
MYTH, MAG IC IND MYSTICISM I~ THE AGE OF INFORMATION 
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Perhaps whac we are building in che name of escapist emercain­

ment are the shared symbols and archetypal landscapes of a tawdry 

technological 1111111d11s i111ai11a/is. The boss characters and evil crea­

tures who must be conquered tO advance levels arc the faint echoes 
of the threshold- dwellers and Keepers of the Gates that shamans and 
Gnostics had to conquer in their mystic pen·grinations of the other 

worlds. Though it's dangerous to add another drop of hype to an 

industry thac rivals Hollywood for commercial c:ra~sness and creative 
sloth, the game designer .Uriao Moriarty may not have been entirely 

fatuous when he cold a Computer Game Developers Conference that 

"spiritual experiences arc, in fact, our busincss."21 For all the kick­
fightcrs, F-16s, and football gridirons you find, anyone can see that 

the digic:iJ im:iginary i.~ chock-full of image~ dr.:iwn li·om the depth~ of 

Presenter Notes
Presentation Notes
As such, Arcana is heavily inspired by Erik Davis’ description of the “boss characters and evil creatures who must be conquered to advance levels are the faint echoes of the threshold-dwellers and Keepers of the Gates that shamans and Gnostics had to conquer in their mystic peregrinations of the other worlds.” 



AT ITS CORE, ARCANA IS ABOUT 
USING RITUAL TO NAVIGATE AN 

INVISIBLE MULTIVERSAL 
LABYRINTH 

Presenter Notes
Presentation Notes
Images shows a cosmic orrery for Six-Dimensional Navigation






Presenter Notes
Presentation Notes
Imagine my surprise when I discovered that a similar trope (exploring an invisible mansion using ritual) is key to Cultist Simulator (an experimental prototype made by Alexis Kennedy)
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Presentation Notes
And that, further, a similar trope is at the heart of Invisible Sun in the form of the Labyrinth that represents the game’s central mystery as a form of occult initiation toward which all other secrets tend.



Presenter Notes
Presentation Notes
And that, furthermore, this concept (the notion of moving through ideaspace to summon spirits is key to Alan Moore’s proposed “ultimate videogame”). The nexus of these similar ideas about occult play suggests they exist in a zeitgeist: the very “idea space” that Alan Moore posited as the location of his ideal videogame, which Arcana parallels in its conceptual axes and metaspace.  
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Presentation Notes
While Invisible Sun simulates ritual magic with unusual depth and fidelity, what ultimately makes playing the game a form of occult practice is the way that it energizes engagement with worlds beyond this one, hidden worlds comprised of pure ideas (as in the realm known as the Abstraction), and the City of Satyrine more generally. Invisible Sun is, at its heart, about walking the path of the suns (other realms beneath the light of particular suns). In one sense, this is the realm of the surreal in the original sense of “more than real.” Monte Cook, the creator of Invisible Sun, quotes Andre Breton’s surrealist manifesto and cites multiple examples of surrealist literature in his list of inspirations for the game. In the preface to The Book of Antitheses, JF Martel grounds similar claims that tabletop games allow us to access spiritual realms through reference to Corbin’s imaginal, summarizing this concept as comprised of realms “that are immaterial, yet totally real” (10).  (find quotation)
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Presenter Notes
Presentation Notes
Moreover, both Invisible Sun and Cultist simulator draw eerily upon an obscure quotation from polymath Thomas Browne, which appears on the first page of Invisible Sun (from which the game derives its title) and in an epigraph of Cultist Simulator defining the property of lantern. “Invisible” 
Invisibility is also a hidden thread that connects Invisible Sun and Cultist Simulator, which are joined by a quotation from Thomas Browne. This quotation is epigraph to Invisible Sun as a whole and the source of its title. The same quotation is associated with the principle of Lantern in Cultist Simulator.  
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It is here that Arcana closely resembles two other games, created around the same time and based on eerily similar source material and themes. These games are Cultist Simulator and Invisible Sun. The increasingly Gnostic leaning of Kult, Invisible Sun, and Mork Borg suggest that games can function as gnosis. Games become occult when they allow players to imaginatively enter a world that is more real than the physical one (i.e. a surreal one). In Invisible Sun, this realm is known as the Abstraction: a realm of pure ideas and concepts beneath the light of the Indigo Sun. The difference between experiencing this realm imaginatively or really experiencing it is immaterial, because the realm is made of Imagination. The original Thomas Browne quotation from which the title of Invisible Sun comes describes gnosis: inward, unmediated experience of a transcendent reality: a light from beyond that shines within. 
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The purpose of ludomancy is to shift states in order to allow spirit contact. However we might choose to conceptualize them (i.e. as internal subconscious forces, as external entities, as something in between), games allow us to shift into the realm of these entities so that we can speak to them. 
There are analogies with psychedelic experience. 



THE METHOD OF SHI FTING STATES IS ILINX 
(VERTIGO GAMES) 

BUT IT'S A VERY SPECIFIC TYPE OF DISORIENTATION 

IT'S A SYSTEMIC DISORIENTATION, I.E. THE DISORIENTATION OF EXTREMELY DEEP SYSTEMS HIDING 
UNDERNEATH SEEMINGLY SIMPLE SURFACES (HOWARD'S LAW OF OCCULT DESIGN, PUBLISHED 
IN IO 1 GAME DESIGN PRINCIPLES) 

• 

• 
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Presentation Notes
This is Rimbaud’s “ say one must be a seer, make oneself a seer. The poet makes himself a seer by an immense, long, deliberate derangement of all the senses.” It is no wonder that many of the most powerful occult-themed games are French. It is also no wonder that the method and purpose of ludomancy is analogous to psychedelic experiences, which have a similar liminal ontological state between imaginary, real, and more-than-real. (Disembodied Eyes Revisited: An Investigation into the Ontology of Entheogenic Entity Encounters)
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 CAILLOIS’ FOUR TYPES OF GAMES: 
• 1) AGON (CONFLICT) 
• 2) ALEA (CHANCE) 
• 3) MIMESIS (IMITATION OR MAKE-

BELIEVE) 
• 4) ILINX (VERTIGO 

Presenter Notes
Presentation Notes
The folk magic based mechanics of these three case studies are what French sociologist Roger Caillois would refer to as examples of “ilinx,” or vertigo game. Caillois elaborates and sharpens his definition as follows “llinx. The last kind of game includes those which are based on the pursuit of vertigo and which consist of an attempt to momentarily destroy the stability of perception and inflict a kind of voluptuous panic upon an otherwise lucid mind. In all cases, it is a question of surrendering to a kind of spasm, seizure, or shock which destroys reality with sovereign brusqueness.” The notion of “surrendering to a spasm, seizure of shock which destroys reality” has distinct overtones of mysticism and shamanism—overtones that Caillois makes explicit when he refers to the Sufi tradition by way of “whirling dervishes” (23)



 ILINX = VERTIGO GAME (LITERALLY WHIRLPOOL) 

Presenter Notes
Presentation Notes
Caillois describes ilinx, or vertigo games, as follows: “one produces in oneself, by a rapid whirling or falling movement, a state of dizziness and disorder (ilinx)”.
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Even the act of rolling a die is a vertigo game in miniature, for the suspense of random chance associated with a wildly moving physical object temporarily unmoors the player from a sense of determinism. 
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The folk games contemporaneous with folk witchcraft, such as Blind Man’s Buff, often involve a preliminary act of spinning to disorient the player before sending them off, blindfolded, to search for hidden adversaries. 
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Caillois specifically mentions carnival rides as a form of Ilinx. Caillois describes ilinx in rapturous and ecstatic terms, writing that such games “are based on the pursuit of vertigo and which consist of an attempt to momentarily destroy the stability of perception and inflict a kind of voluptuous panic upon an otherwise lucid mind. In all cases, it is a question of surrendering to a kind of spasm, seizure, or shock which destroys reality with sovereign brusqueness.“ Moreover, Caillois specifically describes the ecstatic trances and seizures experienced by practitioners of shamanism as ilinx, and he includes Sufi dervishes in this category as well (23). He writes, “I need only cite as examples the actions of whirling dervishes and the Mexican voladores. I choose these purposely, for the former, in technique employed, can be related to certain children’s games, while the latter rather recall the elaborate maneuvers of high-wire acrobatics. They thus touch the two poles of games of vertigo. Dervishes seek ecstasy by whirling about with movements accelerating as the drumbeats become ever more precipitate. Panic and hypnosis are attained by the paroxysm of frenetic, contagious, and shared rotation.”
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Presentation Notes
The depth of disorienting, hidden complex systems within games allows them to function as ilinx: vertiginious keys of ludomantic practice that help us to peer beyond the veil or shroud into that which is hidden. In Cultist Simulator, this metaphor is expressed through the idea of knocking and the door of an invisible mansion known as the Manse. It is significant that in Nephilim the cardboard game master’s aid is known as a “veil” rather than the more typical “screen.” A veil has a similar resonance to a shroud in Seekers Beyond the Shroud: it separates, hides, and obscures the occulted world of the Beyond. Games become occult when they allow players to imaginatively enter a world that is more real than the physical one (i.e. a surreal one). In Invisible Sun, this realm is known as the Abstraction: a realm of pure ideas and concepts beneath the light of the Indigo Sun. The difference between experiencing this realm imaginatively or really experiencing it is immaterial, because the realm is made of Imagination. The original Thomas Browne quotation from which the title of Invisible Sun comes describes gnosis: inward, unmediated experience of a transcendent reality: a light from beyond that shines within. 
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Presentation Notes
GAMES OF RENDING VEIL OR SHROUD Shroud or Veil: the connotations of the imagery is the same, i.e. crossing a metaphysical barrier or threshold, peering beyond this world into another
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Presenter Notes
Presentation Notes
Ludomancy allows us to break the shackles of the archons of labour and gamification alike by shifting into a state of the more than real, the surreal, thereby denying the voice of the Lord of the Abyss of Hallucinations who draws a tyrannical line between truth and fiction.



   
 

“AION IS A CHILD AT PLAY, PLAYING DRAUGHTS” 
HERACLITUS, FRAGMENT 52 



There is an old Sanskrit 
word, Ula , which means 

play. Richer tban our 
word, it means divine 

play, the play of creation, 
destruction, and re­

creation, the folding and 
unfolding of 'the cosmos. 

Lila, free and deep , is 
both the delight and 

enjoyment of this 
moment, and the play of 
God. It also means love. 
Lila may be the simplest 

thing there ls­
spontaneous, childish, 

disarming. 

- StepM¥t ~cl~Ovi.tch, f'ree-
-Pltl,0 
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“I would suggest that the example of play, of games, should be one which we enthusiastically partake in. The neglect of this can be seen in the records that list apparent children’s games in Sumeria that were not understood until recently to be a critical element of the cult of Inanna. We should not put away our childish things, or sacrifice the ludic spirit of youth, and thus forget the ways of the divine. It must be recalled that it was the toys of Dionysos—spinning top, knucklebones, bull-roarer, ball, mirror, wool—which were the symbola of his Mysteries” (Apocalyptic Witchcraft Grey 36). According to the Christian church father, Klímîs (Clement of Alexandria, Κλήμης ὁ Ἀλεξανδρεύς), the Seven Toys of Diónysos are as follows:
�
1. Mirror (Ǽsoptron, Ἔσοπτρον)
2. Knuckle-Bones (Astrágalos or 'dice;' Ἀστράγαλος)
3. Sphere (Sphaira, Σφαῖρᾰ)
4. Top (Rómvos, Ρόμβος)
5. Apple (Míla, Μῆλα)
6. Cone (Kóhnos, Κῶνος [Orphic verses] or Stróvilos, Στρόβιλος [Clement])
7. Pókos (Πόκος, tuft of wool or donkey hair)




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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Because they allow us to shift states imaginatively, emotionally, and spiritually (if, indeed, there is a difference between these things)
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)
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