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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.


)iy Ml I ALS CORE TEAM
MEMBER:
APOCALYPSE
STUDIOS

T‘w h-WA

TAROT SKILL SYST]
O\/ER\/IEW



RECENT OCCULT PUBLICATIONS ON
ANDREW CHUMBLEY AND KENNETH GRANT

NEWRESEARCHARTICLE

Dr. Jeff Howard and Steve Patterson

To Reveal the Hidden Kingdom of Eld: Andrew Chumbley, the Cultus
Sabbati, and Imaginal Space in Cornwall




|. Occultism/Occulture

ll. Games and Occulture: the Magic Circle

ll. Howard’s Law of Occult Game Design to Doris Rusch Deep Games.
V. Playful systems of magical practice

A) Meta-play: Lionell Snells’ Games Layer & the Lusory Attitude
A) Crowley & chess

B) Typhonian tradition

1) Bleed/Breaking the Magic Circle

2) Tangential tantra

C) llinx & the Cultus Sabbati

V. Lila & the Play of Being & Non-Being

Play as a means of contact with the negatively existent ones.



OCCULT = HIDDEN

 OCCULTARE, OCCULTUS (OED)

e <“CLASSICAL LATIN OCCULTUS SECRET,
HIDDEN FROM THE UNDERSTANDING,
HIDDEN, CONCEALED, PAST PARTICIPLE OF
OCCULERE TO COVER UP, HIDE,
CONCEAL>” OED

* “OF OR RELATING TO MAGIC, ALCHEMY,
ASTROLOGY, THEOSOPHY, OR OTHER
PRACTICAL ARTS HELD TO INVOLVE
AGENCIES OF A SECRET OR MYSTERIOUS
NATURE; OF THE NATURE OF SUCH AN ART;
DEALING WITH OR VERSED IN SUCH
MATTERS; MAGICAL.” (OED)

HeinrICcH CORNELIUS

~ AGRIPPA

“Chree 1500Rks of

Orcult
hilosophu

. Translated from the Original Latin Edition of 1533
»v ERITIA DITTDIYYTL



Presenter Notes
Presentation Notes
Contrasted with “Not disclosed or divulged, secret; kept secret; communicated only to the initiated. Now rare.”
AGRIPPA = BOOKS OF OCCULT PHILOSOPHY
“THE OCCULT” (SUGGESTIVE OF A RANGE OF PRACTICES, INCLUDING MAGIC BUT ALSO DIVINATION, ASTROLOGY, SPIRITUALISM)
SPIRIT WORLD OR OTHER WORLD, NOT VISIBLE TO THE EYES BUT PERCEIVABLE BY SOME OTHER MEANS (EX: PATTERSON/CECIL WILLIAMSON “TRADITIONAL WITCHCRAFT” AS A CONSTRUCT)



WHAT IS
OCCULTURE?

* OCCULT + CULTURE
* COINED BY GENESIS P-ORRIDGE

 POPULARIZED BY CARL
ABRAHAMSSON

* BROUGHT INTO SCHOLARLY
DISCOURSE BY CHRISTOPHER
PARTRIDGE & EGIL ASPREM

NESIS BREYER P-ORRIDGE

/RITE YOUR OWN CODI
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Enochian Magic & Modern Occulture
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Presenter Notes
Presentation Notes
For Occultism, Denis Wheatley
For the Occult, Cornelius Agrippa 


MANY GAMES INFLUENCED BY THE
OCCULT

MY FIRST BOOK, GAME MAGIC,
EXPLORED MANY EXAMPLES OF THIS

GAMES CAN FUNCTION AS A FORM OF
OCCULT PRACTICE SMY CLAIM FROM
TRANS-STATES TALK

THERE IS AN UPCOMING
CONFERENCE AT UNIVERSITY OF
DENMARK ON GAMES AND
OCCULTURE, THE CFP OF WHICH
CITES CHRISTOPHER PARTRIDGE’S
“OCCULTURE IS ORDINARY” AS ITS
RAISON D’ETRE




OCCULT PRACTICE AS

OCCULT INFLUENCE ON PLAYFUL

GAMES

PLAYFUL OCCULTISM
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Presenter Notes
Presentation Notes
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ASSOCIATIONS

Day of the

Planet Metal Gemstone Color Incense
Week
D Moon Monday Silver Pearl White Sicnrgzr::;(ii
d Mars Tuesday Iron Red Coral Red Pi.ne&
Coriander
Lavender &
Q Mercury Wednesday Brass & Bronze Emerald Orange
Fennel
QJ_ Jupiter Thursday Tin Yellow Sapphire Blue Cedar & Hyssop
Q Venus Friday Copper Diamond Green Rose & Violet
. Myrrh &
Tz Saturn Saturday Lead Blue Sapphire | Purple & Black Cypress
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@ Sun Sunday Gold Ruby Yellow
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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. 


Any sufficiently
advanced simulation
of ritual, is ritual

* If a person played Seekers
Beyond the Shroud or Nephilim
extensively, they would be
enacting ritual correspondences
in conjunction with real-world
natural cycles to produce
imaginative shifts in
consciousness. They are doing
ritual.

* Especially the case with solo
RPG’s

* Especially the case with Nordic
LARP
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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).  


Scoring a goal Kicking a ball into a net



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…


_,...Iw. i 1 | | $ K .. _
STATE CHANGE AS ASTRAL PROJECT|ON AND
PLANAR TRAVEL


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. 




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/”


SHIFTING STATES MEANS VISITING OTHER
WORLDS (AND OTHER REALMS OF THE MIND)



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. 


Games can facilitate state change through ritual (what Pete Carroll
would call “theurgy,” i.e. elaborate ceremonial magick)


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…


“SIGILS ARE MONOGRAMS OF THOUGHT FOR THE
GOVERNMENT OF ENERGY.” BOOK OF PLEASURE
GAMES CAN ALSO INDUCE TRANCE STATE (l.E. GNOSIS)


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. 




Howard’s Law of
Occult Design

 “THE POWER OF SECRET
SIGNIFICANCE IS DIRECTLY
PROPORTIONAL TO SEEMING
INNOCENCE AND SIMPLICITY”

* Hidden depth & secret significance

* What | was actually talking about was
deep games

100 PRINCIPLES OF

GAIVIEDESIGN




OCCULT GAMES = ANY GAME WITH HIDDEN DEPTH



EX: ROHRER’S PASSAGE MORE OCCULT IN
THIS SENSE THAN HIS CORDIAL MINUET
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DEEP GAMES = DORIS RUSH

Making Ueep Games

Designing Games with
‘Meaning and Purpose
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RUSCH IDENTIFIES AS A WITCH AND SEES THIS AS KEY TO
HER PRACTICE

DEEP GAMES = EXPRESS A PERSONAL EXPERIENCE
THROUGH EXPERIENTIAL METAPHOR

EXPERIENTIAL METAPHOR = METAPHOR CONCEIVED OF
AS AN “ABSTRACT STRUCTURE” ALSO KNOWN AS AN
“EXPERIENTIAL GESTALT” (A TERM FURTHER DEVELOPED
BY RUSCH’S MENTEE AT THE SINGAPORE MIT GAMBIT
GAME LAB)


Presenter Notes
Presentation Notes
Hidden depth is not about who can access it (i.e. partridge’s argument in occulture is ordinary, where he sees gnostic privilege as the exception rather than the norm)
This vision of occulture is a pyrrhic victory
Hidden depth is about the quality of what is accessed, i.e. what depths of human experience are found
Superficiality versus the profound, apparent surface versus underlying meaning



Of or pertaining to undirected and spontaneously playful behaviour.

This excess-energy must be expended (without purpose) in some way, most usually in play-
activity, called ludic activity.

L. E. Hinsie & ). Shatzky, Psychiatric Dictionary 32

Ludic, or playful, elements can be found in just about any sector of human culture.

P. L. Berger, Rumor of Angels iii. 76

Ludic play and symbolism are among the defining characteristics of humanity.

D. G. Boyle, Lang. & Thinking in Human Development vi. 65




Man,
Play

il ?Id CAILLOIS’ FOUR TYPES OF GAMES:
+ 1) AGON (CONFLICT)
Gﬁ-ﬁ"ﬁﬁﬁ' « 2) ALEA (CHANCE)

» 3) MIMESIS (IMITATION OR MAKE-BELIEVE)
« 4) ILINX (VERTIGO)



Presenter Notes
Presentation Notes
ALL MAGICAL PRACTICE INVOLVES SOME FORM OF ROLE-PLAYING/MIMESIS/MAKE-BELIEVE
MAGICAL PRACTICE OFTEN INVOLVES SOME ELEMENT OF ALEA (CHANCE), BUT THE SORCERER (HE WHO MANIPULATES LOTS, SEE MADARA) DOES NOT INTERPRET THESE AS PURE CHANCE (BUT RATHER SYNCHRONICITY, THE WILL OF THE GODS)
MAGICAL PRACTICE AND AGON/STRUGGLE/COMPETITION
FREE MOVEMENT WITHIN A MORE RIGID STRUCTURE” (SALEN AND ZIMMERMAN, 304). 
PLAY AS AN ACTIVITY EXEMPLIFIED IN GAMES BUT NOT RESTRICTED TO THEM
EARLY GAME STUDIES, RANGING FROM HUIZINGA, CAILLOIS,  UP UNTIL SALEN AND ZIMMERMAN TREATS PLAY AS AN ACTIVITY THAT IS CRUCIAL TO HUMAN CULTURE AND DEEPLY EMBEDDED WITHIN IT



ALEA
DIVINATION
& GAMES
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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.  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 



RITUALISTIC

CAILLOIS: ILINX (VERTIGO GAMES)
ARE SHAMANIC

CAILLOIS’ FOUR TYPES OF PLAY
ARE “AGON” (CONFLICT-BASED
PLAY), “MIMESIS” (IMITATIVE OR
MAKE-BELIEVE PLAY), “ALEA”
(CHANCE-BASED PLAY), AND
“ILINX” (GAMES THAT THRILL
THROUGH DELIBERATE
DISORIENTATION” (12).



Presenter Notes
Presentation Notes
All four types of play are potentially present in tarot, but some predominate more than others, depending on the way that tarot is used, adapted, or implemented by practitioners. The random elements of chance involved in shuffling cards to produce players’ hands always classify card games as aleatory. Similarly, the shuffling of cards to create a divinatory reading is also aleatory, albeit with implications that another force (such as fate or the spirit world) is intervening to shape the cards that are dealt. Caillois repeatedly compares vertigo games, which are games meant to thrill by disorienting the player, to shamanic and ritual activity intended to provoke spiritual visions. Caillois describes ilinx as “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” (23). 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” (23)




Presenter Notes
Presentation Notes
Our modern-day twenty-sided dice or d20, itself one of the Platonic solids that is part of the mystical cosmology of Pythagoras, first appears as a mysterious Greek die inscribed with written characters and probably used in divination. 




Presenter Notes
Presentation Notes
As Stuart R. Kaplan explain in The Encyclopedia of Tarot, he tarot decks used in divination began as a card game known as Tarocchi and only later acquired the layers of mystical significance associated with divination when figures like Le Comte de Gebelin argued that the cards represented the mysteries or “arcana” of the Book of Thoth (1). 


=

LY Chess Game'

e Vf)'/}i



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. As C.L. Zalweski explains, the pieces in Enochian chess move almost identically to those in standard chess and chaturanga. Only the queen moves significantly differently. However, a divination game involves the placement of a white piece on the “ptah square,” with the object of a divination game being for the querent and an ally to move the king to this space without being captured by the opposing player and their allies. The movements of the opposing players, and the route by which the player achieves their goal, indicates the forces that support or oppose the querent’s inquiry and the goal that they are asking about. Zalewski sees this process as a deliberate restriction of archetypal forces such that these forces yield answers (a process which mirrors Zalewski’s gloss on Jungian synchronicity, which Zalewski also sees as involving the restriction of archetypes) (191). The four possible elemental boards are based on the “concourse of forces,” a syncretic tablet synthesizing all of the Golden Dawn magical correspondences into one board.  INFLUENCE OF THE GOLDEN DAWN
ENOCHIAN CHESS
ELABORATE SYSTEMS OF CORRESPONDENCES, DEPLOYED IN LUDIC FASHION AND LAYERED UPON A SYSTEM OF PLAY
CROWLEY’S CHESS PLAYING AND ITS INFLUENCE ON HIS ABILITY TO VISUALIZE ASTRAL TEMPLES



GLASS BEAD GAME

“This was the necessary turning toward the religious spirit.
What had formerly mattered was following the sequences of
ideas and the whole intellectual mosaic of a Game with
rapid attentiveness, practiced memory, and full
understanding. But there now arose the demand for a
deeper and more spiritual approach. After each symbol
conjured up by the director of a Game, each player was
required to perform silent, formal meditation on the
content, origin, and meaning of this symbol, to call to
mind intensively and organically its full purport. The
members of the Order and of the Game associations
brought the technique and practice of contemplation with
them from their elite schools, where the art of
contemplation and meditation was nurtured with the
greatest care. In this way the hieroglyphs of the Game were
kept from degenerating into mere empty signs.” (26)



Presenter Notes
Presentation Notes
In this respect, Enochian chess resembles The Glass Bead game, Herman Hesse’s fictional game from the novel of the same title, in which the patterns made by the placement of multicolored glass beads (later magic lantern slides) encode in their contrapuntal, fugue-like patterns the obscure secret resonances between disparate fields of human knowledge. When played at a sufficiently high level by sufficiently advanced adepts (who comprise a monastic order in Hesse’s world), the Glass Bead Game becomes a contemplative exercise, with analogies to the divinatory system of the I Ching (76). 


Games Layer: Lionell
Snell

* “To an outsider this process might seem
to be taken too seriously to be described
as ‘a game’, but to someone who has
practiced divination, the first important
consideration is that the particular set of
symbols was a personal choice, and that
the diviner, having made that choice, then
agrees to accept the rules of that
particular set of symbols and to act
according to those rules—just as the
chess player accepts and abides by a set
of rules that might seem arbitrary to a
non-player” (64, emphasis mine).



Presenter Notes
Presentation Notes
See tarot paper for best citations of this. Magician adopts a magical paradigm/worldview arbitrarily but fully
The rules of chess


LUSORY ATTITUDE

« "TO PLAY AGAME IS TOATTEMPT TO
ACHIEVE A SPECIFIC STATE OF
AFFAIRS [PRELUSORY GOAL], USING
ONLY MEANS PERMITTED BY RULES
[LUSORY MEANS], WHERE THE RULES
PROHIBIT USE OF MORE EFFICIENT IN
FAVOUR OF LESS EFFICIENT MEANS
[CONSTITUTIVE RULES], AND WHERE
THE RULES ARE ACCEPTED JUST
BECAUSE THEY MAKE POSSIBLE
SUCH ACTIVITY [LUSORY ATTITUDE].”

(54-55)




No. 987.—By E. A. CrOWLEY,
LoNDON.
BI.LACK.

CROWLEY & CHESS

* “ON THE SURFACE, THERE SEEMS
LITTLE RELATION BETWEEN MAGICK
AND CHESS, BUT MY ABILITY TO PLAY
THREE GAMES SIMULTANEOUSLY
BLINDFOLD WAS NOW VERY
USEFUL. | HAD NO DIFFICULTY IN
VISUALIZING THE ASTRAL TEMPLE BY
AN EFFORT OF WILL, AND OF
COURSE | WAS PERFECTLY ABLE TO
WATCH THE RESULTS OF THE
INVOCATIONS WITH MY ASTRAL
EYES." THE CONFESSIONS OF
ALEISTER CROWLEY

White compels Black to mate in
two moves.



Presenter Notes
Presentation Notes
Crowley understands magic as athletic performance (equivalent to 20 hours of Asana), which is also how he understands chess and mountain-climbing (i.e. as sports to be strained at through will in order to achieve objectively verifiable performance). But could we understood “pure will, unassuaged of purpose, delivered from the lust of result” in another way? Could this also refer to the lusory attitude: a series of obstacles that we undertake willingly, for the fun of it? Or even magic a toy; an object we play with idly? This opens the way for tangential tantra. Without the lusory attitude and playfulness more generally, our magic can become dour, cramped, crabbed, weighed down by its own gravitas. People who think about magic that way (LHP metalheads) often end up killing themselves


KENNETH GRANT:
TYPHONIAN GNOSIS

=

* THE PLAY OF BEING AND NON-BEING (IAN C. EDWARDS)

 THE SORCERER PLAYS BETWEEN THAT WHICH IS, THAT
WHICH IS NOT, THAT WHICH EXISTS NEGATIVELY

* PLAY WITH THE NEGATIVELY EXISTENT ONES
* LEFT HAND PATH

* INTHE BOOK OF S’LBA, GRANT DECLARES “FROM
WAKING LEVELS HER PLAY UNFOLDS” (178). EDWARDS
GLOSSES THIS AS “S’LBA’S PLAY IS LILA, UNFOLDING
FROM THE WAKING STATE” (33).

e ENTITIES THAT DO NOT EXIST SO INTENSELY THAT CAST A
SHADOW ON THE WORLD
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* ANDREW CHUMBLEY’S CITATION OF THE SUFIS AND

THEIR BLACK LIGHT (SEE THE RENSEP ARTICLE ABOUT
THIS)




THE GRASSHOPPER

Games, Life and Utopia

BERNARD SUITS

1 INTRODUCTION BY THOMAS HURKA
[ )| broadview encore editions

LUSORY
ATTITUDE =
TANGENTIAL
TANTRA

WEAVING FATE

Hypersigils, Changing The Past
o7 TellingWrue Lies

“AIDAN WACHTER



Presenter Notes
Presentation Notes
NOT STRAINING TOWARD “CHANGE IN CONFORMITY WITH WILL,” BUT ALLOWING MAGIC TO MANIFEST SPONTANEOUSLY THROUGH TANGENTIAL TANRA (GRANT, HECATE’S FOUNTAIN): SYNCHRONICITIES THAT DISRUPT THE STATELY DECORUM OF CEREMONIAL RITUAL


IF NOT THROUGH WILL, THEN
HOW? ORACULAR TRANSMISSION
MANIFESTS THROUGH TANGENTIAL
TANTRA

* GRANT DEFINES “TANGENTIAL TANTRUM”

 “ATERM COINED BY FRATER AOSSIC TO DENOTE A
SUDDEN AND OBLIQUELY MANIFESTED ORACLE OR
TRANSMISSION RECEIVED—OFTEN UNEXPECTEDLY—
OUTSIDE NORMAL RITUAL PROCEDURE?” (550).

* SUCHAN OCCURRENCE CAN ALMOST ONLY BE
DESCRIBED AS ATANGENT, I.E. A DIGRESSIVE
ANECDOTE SEEMINGLY UNRELATED AND TANGENTIAL
TO THE CAREFULLY-REGULATED, LINEAR RITUAL
BEING DESCRIBED.

e ALSO, ATANGENT IN THE GEOMETRICAL SENSE (I.E.
GOING OFF AT AN OBLIQUE ANGLE)

* ALSO, ATANTRUMIN THE PUNNING SENSE OF A
CHILDISH FIT, DISRUPTING THE DECORUM OF A
STATELY CEREMONIAL WORKING

Tanger



A SPIDER WITH
HUMAN HEAD
APPEARS IN
AGAINST THE

L

IGHT

Grant translates the word
“Tantra” as “To weave (as a
spider its web)” in The Ninth
Arch glossary (550)

Also, “areceived teaching of
non-human authorship”
(550)—a definition that Grant
also ascribes to the word
“Qabalah”

Grant equates Tangential
Tantra with synchronicities



Presenter Notes
Presentation Notes
This is a picture of Anasi, the African spider god who Grant sees as an analogue to OKBISh (and who prefigures the spider with human head who appears to Grant while skrying). A spider weaves. A spider moves obliquely, by the path of least resistance, conserving energy, keeping silence.
Grant is teaching us, in fiction, non fiction, and the spaces between, to navigate Indra’s web. To move with joyful equanimity in a non-linear fashion through a labyrinth of synchronicities. The spider who moves over the page in the scrying glass in Against the Light



TANGENTIAL TANTRA

* GRANT’S INSISTENCE ON THE VALUE
OF BLEED (IN THE FORM OF
UNIVERSE B ENTERING UNIVERSE B)

* GRANT'S INSISTENCE ON THE
CATCHING OF A CURRENT




LUDOMANTIC LHP

IS METAPRYSICAL TRANSG

RESSION 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).

RESTRICTED


Presenter Notes
Presentation Notes
Grant on inviting an influx of energies through


FICTION & PLAY
(GATEWAYS FROM
UNIVERSE B INTO UNIVERSE A)

* TO DESCRIBE NON-EXISTENT THINGS AS REAL IS FICTION
* TOACTAS IF NON-EXISTENT THINGS ARE REAL IS PLAY (MIMESIS)


Presenter Notes
Presentation Notes
From Alan Moore’s review of Against the Light

“Might not the entire of Magic be described as traffic between That Which Is and�That Which Is Not; between fact and fiction? “
“The magician conjures angels or else demons, out of nothingness into�manifestation, while the novelist does likewise with her ideas and her�characters. Again we have a commerce between the existent and the non-existent,�something out of nothingness, the rabbit from an empty hat that is perhaps the�very crux of magical endeavour.”



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”
(Grant Night Side of Eden 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). 



RESTRICTED

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 Jeepform 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.

RESTRICTED
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Presentation Notes
Find better citation here


PLAY AS A MODEL OR PARADIGM
ALLOWS FOR FLEXIBILITY
BETWEEN FICTION AND NON-
FICTION, BEING AND NON-BEING

* PLAY ASIN THE HIDE-AND-GO-SEEK OF
ABSOLUTE SUBIJECTIVITY OF THE ONE
MIND AS IT INTERACTS WITH MAYA,
UNDERSTOOD AS THE ILLUSION OF
OBJECTIVITY (AND OBJECTIFICATION)

* SHIVA AND SHAKTI
* KRISHNA AND RADHA

* SEE IAIN SINCLAIR’S Being and Non-Being
in Occult Experience




RESTRICTED

LUDIC OCCULT TECHNIQUE =
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

* JUST AS TRADITIONAL TANTRIC PRACITIONERS EMBRACE BLOOD AS A
TABOO, SO LHP GAME DESIGN INVOLVES THE EMBRACE OF BLEED

RESTRICTED


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


RESTRICTED

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, ISA 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

RESTRICTED


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

SURCERER

SWORD, SOUL, AND SEX

AL

::_.

Tha Supplements
Feon Edwards


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. 
SOURCE OF IMAGE: Diagram of role-playing studies terminology, including the relationship between bleed and alibi. Image by Mat Auryn. Design by Sarah Lynne Bowman.


ANDREW CHUMBLEY:
CULTUS SABBATI

e CHUMBLEY’S WIDDERSHIN DANCE OF
THE SUFI

e THIS LEFTWARD MOVEMENT
e LEFTHAND PATH -
e MOVING AGAINST THE CURRENT

* ASYSTEM OF MAGICAL PRACTICE SO
DECEPTIVELY ELEGANT (AND SO
UTTERLY DEEP)

* SABBATIC CRAFT IS A DEEP GAME,
PLAYFUL BUT PACKED AT EVERY
MOMENT WITH EXPERIENTIAL
METAPHOR




AZ0FETIA

Andrew D. Chumbley

QUTUB defines the focus of the
Magical Current. lis form reflects
the Design; a web of inter
eonnaction through which the
Gli_i'_l‘{'.r'ﬂ r'|1-1-:_,'1i|:.'::':'i':=.: an L':'-n-'l.':ll."-P.T.-.'ll"'!;'
noem of T2 verses articulates the
transmutative process afl the
Grooked Path: 11 talismanic
ilhustrations combine to express the
Leleamats of Cie Way; & commen-
ary demonstrates in microcosm e
macrocosmic pattorn of the Design;
the Rite of the Opposer reveals the
Cateway to the Path of the Tlesh!

There is a stream of initdatic power
which fows through the Body of
the Caosis, moulding the Image of
the Adept, crating the shadow-form
of the Great Opposer - here its Path
is traced . . . from the Yatukih
Sorcery of Anclent Feraia, through
the Yezidic Cult of Shaitan and the
widdershins dance of tha Sufi, to {ts
prezent-day recension within the

arcana of the Sabhatic Tradition.



Presenter Notes
Presentation Notes
Similarly, the work of Essex-based occultist Andrew D. Chumbley is an important link between games and folk witchcraft. Chumbley proposed a vision of Traditional Witchcraft (varyingly referred to as The Crooked Path and Sabbatic Craft). In Sabbatic Craft, the mythos of the Witch’s Sabbath is interpreted through the dual lenses of mysticism and the folk witchcraft and cunning man traditions of Essex. Chumbley’s late distillations of his tradition, exemplified in his mystical poem Qutub, weave together threads (Yatukhi Persian sorcery, Yezidi mythos of the peacock angel, and ecstatic mysticism of the Sufi). Chumbley sees all of these traditions as part of a single current: a channel of energy flowing from past to present and unified by the work of Lucifer as the Opposer, i.e. he who moves against the grain. In Chumbley’s witchcraft and folk magic more generally, such oppositional or sinister energies are emblematized by lefthand or counterclockwise rotation (widdershins in technical terminology) a opposed to rightward or clockwise movement of the sun.  Chumbley referred to Sabbatic craft as THE WIDDERSHINS DANCE OF THE SUFI.

Of all the traditions inspired by folk magic, it is the work of Andrew D. Chumbley that is most gloriously and joyously game-like. Chumbley’s current, which he called Sabbatic Craft, fuses together a variety of cultures and traditions (Gnostic Cainite concepts, Sufi mysticism, Luciferian rebellion, the Left-Hand Path of tantra) into a system of inititiation that is fundamentally concerned with opposition: resisting the mainstream. This countercultural orientation is expressed in part through widdershins (counterclockwise) movement. 


SUFI WHIRLING =
ILINX/VERTIGO GAME



Presenter Notes
Presentation Notes
The equation of shamanic trance states with vertigo games finds a link to traditional witchcraft by way of the Sufi tradition a alluded to in the work of Andrew Chumbley and the concept of being “mazed” in the reconstructed traditional witchcraft of Gemma Gary. In the summary of his mystical poem Qutub, Chumbley speaks of “the widdershins dance of the Sufi,” alluding to an isomorphism between the leftward, “sinister” movement of witches and the ecstatic counterclockwise whirling of Sufi mystics, who move in this way in order to induce divine ecstasy by way of deliberate disorientation. 


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)”. 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)
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Presenter Notes
Presentation Notes
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. 


ILINX = VERTIGO GAMES



Presenter Notes
Presentation Notes
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.”



Left Hand
Path



Presenter Notes
Presentation Notes
Chumbley’s Sabbatic Craft leans somewhat toward the Left Hand Path, a term that originates in tantric Hinduism. "The bathing with ashes, nakedness, and 'left-handedness' that goes against the grain . . . lord, we wish to know that.“ Bhramanda Purana


UNICURSAL LABYRINTH = VERTIGO GAME



Presenter Notes
Presentation Notes
The counterclockwise movement and its accompanying estastic vertigo has its counterpart in the system of traditional Cornish witch Gemma Gary, who described this state of vertigo as being “mazed,” with connotations of the Cornish dialect word “mazey” (dizzy, disoriented) as well as the word for a labyrinthine structure. Specifically, she associates the shape of a unicursal labyrinth, such as the ones carved into Rocky Valley near St. Nectan’s Glen in Cornwall, with a tool of traditional witchcraft that she calls a “mazey stone.” She describes two practices for entering the state of being mazed, one of which involves slowly tracing one’s finger through the shape of a labyrinth carved into the stone and the other of which involves whirling around in the same widdershins direction involved in Chumbley’s rites. 


CULTUS
SABBATI

VERTIGO
GAMES FOR

SPIRIT
CONTACT



Presenter Notes
Presentation Notes
While the aims of traditional witchcraft are often practical and results-based, its ultimate aims are visionary and transcendent: seeing into other worlds and crossing over into them. This emphasis on spirit contact runs through the work of Gemma Gary and Andrew Chumbley alike and is the rationale and purpose of their systems. The systematic disorientation of their vertigo games (Gary’s  “mazed” trances and Chumbley’s widdershins movement) serves the purpose of moving into liminal spaces between material and immaterial, physical and spiritual, fatalistic and indeterminate, where forces and entities not of this world dwell. 



OCCULT PRACTICE

INTERSECTION OF BEING AND NON-BEING

- ENTITIES THAT ARE REAL, UNREAL,
SURREAL, HALF-REAL (IN JESPER JUUL’S
TERMS)

* NOT JUST IMAGINARY BUT IMAGINAL
(CORBIN). SEE INTRODUCTION TO BOOK OF
ANTITHESES

* NEGATIVELY EXISTENT ENTITIES: SO
UNREAL THAT THEY ARE REAL

* GRANT UNDERSTAND THIS AS LILA (SACRED A A
PLAY OF SHIVA, PURE CONSCIOUSNESS) Uy




LILA (SACRED PLAY)

 THE HINDU GODS THEMSELVES ARE PLAYFUL
BECAUSE THEY ARE “TOTALLY OTHER” AND ARE
THEREFORE NOT OBLIGATED TO DO ANYTHING, I.E.
WORK (31)

* “THE SPONTANEOUS AND SUPERFLUOUS NATURE OF
PLAY IS EMINENTLY APPROPRIATE TO EXPRESS THE
FREEDOM OF THE GODS” (122)

* “THE ANARCHICAL LILA OF THE GODS” (31)

e THIS PLAY CAN TAKE THE FORM OF MADNESS,
ESPECIALLY IN SHIVA

* THIS PLAY CAN ALSO BE AN EROTIC LOVE-PLAY

THE BETWEEN KRISHNA AND RADHA, WHEREIN THE
APPARENT SEPARATION OF THE PARTICIPANTS IS MAYA

DIVINE PLAYER BUT ALL ARE CONTAINED WITHIN ONE GODHEAD (108)
A STUDY OF KRSNA LILA - DEVOTION TO THE HINDU GODS, ESPECIALLY KRISHNA

IN HIS YOUTHFUL ASPECTS, OFTEN TAKES THE FORM
DAVID R. KINSLEY OF PLAY



Presenter Notes
Presentation Notes
Fill in the citations here


BEING AND NON-BEING

IN OCCULT EXPERIENCE (IAN C. EDWARDS)

* EDWARDS SPEAKS OF

“THE PLAY OF BEING AND
NON-BEING”

* “Self-emerging from the

becoming of Otherness as
revealed through the play (lila)
of logos and alogos” (Volume
4, p. 34)

S =
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Presenter Notes
Presentation Notes
Find better image here


JAN C. EDWARDS ON THE PLAY OF BEING
AND NON-BEING

* “WITHIN HETERODOX WRITING SYSTEMS, ORIENTATION AND
DISORIENTATION ARE IN A CONSTANT STATE OF PLAY, WHERE WORDS PLAY
WITH OTHER WORDS AND PLAY WITH THE READER. THIS HAPPENS SO THAT
THE READER THEMSELVES BECOMES PLAYFUL AND CREATIVE. IDEAS AND
PRACTICES ARE NOT SO MUCH TOOLS, BUT TOYS.”

e “EXAMPLES OF HETERODOX WRITING SYSTEMS THAT PUT FORTH AN
OCCULT GRAMMATOLOGY CAN BE FOUND IN THE WORKS OF AUSTIN
OSMAN SPARE, ANDREW CHUMBLEY, AND PETER HAMILTON-GILES.”

* THIS PLAY OCCURS, FOR EDWARDS, AT A METAPHORICAL CROSSROADS
OF BEING, NON-BEING, AND BECOMING. “THE NULLPUNKT STANDS AT THE
CENTER, AS THE ZERO POINT, AT THE CROSSROADS OF NON-BEING,
BECOMING, AND BEING. THE PRACTICE OF SORCERY ENCOMPASSES
GREATER SPACES OF INCLUSION, SO THAT THE MOVEMENT IS FROM THE
ZERO-POINT OUTWARD, GRADUALLY INCLUDING THE SPACES BETWEEN”

(64).



PLAYING AT AN ONTOLOGICAL
CROSSROADS

* “ONTOLOGICAL FLICKERING” (AMEEL)

* THE EXPERIENCE OF OCCULT PRACTICE, IN
WHICH BEING AND NON-BEING BLUR

* JULIAN VAYNE ON VAIHINGER “PHILOSOPHY OF

AS-IF”
OCCULT PRACTICE AS
« INWHICH THE SORCERER IS IN THE PRESENCE OCCULTINFLUENCE ON PLAYFUL

OF THAT WHICH IS, THAT WHICH IS NOT, THAT CAMES
WHICH IS MORE THAN REAL, THAT WHICH IS
“HALF-REAL” (JUUL’'S FORMULATION)

* THE “NEGATIVELY EXISTENT ONES,” THE
DENIZENS OF UNIVERSE B, ARE MOST DIRECTLY
(AND LEAST RISKILY) ENCOUNTERED THROUGH
PLAY

AN

|

PLAYFUL OCCULTISM




THIS ONTOLOGICAL PLAY CAN OCCUR

- IN GAMES THAT ARE OCCULT-INFLUENCED (INVISIBLE SUN,
KULT)

* IN OCCULT SYSTEMS THAT TAKE THE FORM OF PLAY (E.G.
SENET, TAROT, OUIJA BOARD, ENOCHIAN CHESS)

* IN MAGICAL PRACTICE THAT IS APPROACHED PLAYFULLY,
WITH PLAY BEING UNDERSTOOD AS FREE MOVEMENT WITHIN A
SYMBOL SYSTEM THAT IS WIELDED CONSISTENTLY BUT
RECOGNIZED AS ONTOLOGICALLY SHIFTING




IT°S ONLY A GAME. ISN'T IT?

GOoOoh BYE

OUIJA BOARD =THE EMBLEM OF PLAYFUL OCCULTURE
(“It’s only a game, isn’t it?”)



Presenter Notes
Presentation Notes
As Bill Ellis explains in Lucifer: Ascending, “several ‘spirit boards’ were being sold by Sears Roebuck and other firms, but the most successful was ‘Ouija, the Mystifying Oracle Talking board, patented on 19 July 1892 by William Fuld, a Baltimore customs inspector.” In other words, the Ouija board begins as one of many devices constructed to enable the mystical and necromantic practice of spiritualism, and only later (when Parker Brothers acquires its trademark in 1966) becomes marketed (ambiguously) as a game. Ellis notes that the Ouija board also passes through repeated phases of revived interest associated with various key crises in American history (in 1929 at the beginning of the Great Depression, in 1944 in World War II, and in the 1960’s) (50). 


THE WRAITH CURSE
AT THE CROSSROADS

* “This book uses the supernatural for
settings, characters, and themes. All
mystical and supernatural elements are
fiction and intended for entertainment
purposes” (Wraith: The Oblivion 2).

* “Wraith is cursed. There’s no other way to
say it” (Mark Rein-Hagen, lead designer of
Wraith: The Oblivion, “Last Words” in
Wraith the Oblivion 2™ edition).




GAMEND TO PLAY
[N THE DARK

A Guide to Summoning Spirits, Divining the
Future, and Invoking the Supernatural

PARTY VERTIGO GAMES
FOR CONTACTING THE OTHER SIDE


Presenter Notes
Presentation Notes
Vertigo games to facilitate spirit contact also appear in modern-day folklore as catalogued by occult party games catalogued by Lucia Peters. All of them involve spirit contact, all of them are vertigo games. Some of them (The Corner Game and Musical Chairs Alone) explicitly require rotation as one of their ritual steps. Both games are listed in the chapter dedicated to “Contacting the Other Side.”  Step 4 of the Corner Game instructs players “When all have been properly positioned, the Speaker should count to three, after which all players must move clockwise to the next corner of the room. Players should not turn around or face the center of the room; keep facing the wall as you move” (153). Similarly,   In both cases, movement in the dark would serve cognitively to disorient the players. In metaphysical terms, this disorientation is meant to allow the intrusion of spirit presences from another realm to this one. Peters classifies these games and the others in the book as “urban legends and ritual games” but notes their lineage in the “desire to find out what may or may not exist beyond the veil and to discover whether or not it’s possible to bridge the gap between our world and the other world, or worlds, some believe might exist” (9). Peters sees the origins of such games in The Ancient Egyptian Book of the Dead and argues that “over time—notably during the heyday of the Spiritualist movement—people began to think of these rituals not just as magic or as religion but as parlor games” (9). There is an isomorphism (i.e. a similarity in structure) that exists between games and ritual practice that allows influence to run in both directions, with folk magic influencing tabletop games in a fictional context and games becoming a means to visionary transcendence.  


OCCULT P
LUDIC AN

RACTICE IS INHERENTLY
D CAN BE APPROACHED

THROUGF

* RECOGNIZING

THE LUSORY ATTITUDE

THIS LIBERATES MAGICAL PRACTICE

FROM EXCESSIVE GRAVITAS

* PROTECTS US
DESTRUCTIVE
FORCES

FROM THE POTENTIALLY SELF-
EFFECTS OF DEALING WITH DARK

* WHILE ALSO ALLOWING FOR DEPTH
 ITPREVENTS THE MONOMANIA (AND INHERENT

ETHICAL RISK)

OF “CHANGE THROUGH WILL”

* AND ALLOWS FOR THE SPONTANEOUS EMERGENCE
OF SYNCHRONICITY & SPIRIT CONTACT (TANGENTIAL

TANTRA)

WEAVING FATE

Hypersigils, Changing The Past
¢ TellingWrue Lies

“AIDAN WACHTER



Presenter Notes
Presentation Notes
Of the people who destroy themselves through Thelema, a sense of monomaniacal focus leading to obsession seems to be held in common between them. Jack Parsons literally blows himself up (or is blown up). Frater Achad becomes obsessed with being Crowley’s magical child, deciphering the cipher puzzle. Thelema is a religion of single-minded focus (of one thought, one-pointedness, one Word uttered by the Magus). This sense of focus is powerful and can be fulfilling, but it can also become restrictive (as Lady Frieda Harris said that it was in her later years with Crowley). Even when Crowley plays chess (and acknowledges its analogies with magic), he plays it in an exhaustingly athletic way that  The Puritanical dourness and restriction of Thelema (which purports to be a religion of liberation) comes from its absence of play, its inflexibility and can be seen in a variety of parallel and successive occult systems (LHP-style theistic Satanism). In contrast, Aidan Wachter’s approach to magic in Weaving Fate involves shuttling between the multiple threads of one’s individual fate within a network of animistic interrelationships that Wachter calls “the Field,” with an associated hypersigil-based journal practice directly compared to a game that is played with synchronicity. The trick is restoring the sense of play without trivializing magic, echoing Nietzsche’s classic aphorism: “'Man's maturity: to have regained the seriousness that he had as a child at play.” Maturity in occultism can flow from connecting with the current of sorcerous lila, where the magical practitioner becomes as serious as a child at play. �



PLAY AS A MODEL OR PARADIGM
ALLOWS FOR FLEXIBILITY
BETWEEN FICTION AND NON-
FICTION, BEING AND NON-BEING

* PLAY ASIN THE HIDE-AND-GO-SEEK OF
ABSOLUTE SUBIJECTIVITY OF THE ONE
MIND AS IT INTERACTS WITH MAYA,
UNDERSTOOD AS THE ILLUSION OF
OBJECTIVITY (AND OBJECTIFICATION)

* SHIVA AND SHAKTI
* KRISHNA AND RADHA

 SEE IAN C. EDWARDS Being and Non-Being
in Occult Experience
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Questions?

Contact: jeff.howard@falmouth.ac.uk

Social media: @gamemagicarcana

Upcoming talks:

Dark Economies in Falmouth (July 16-18 2025)
(’m talking about Ouija boards)

Berlin Occulture (October 23-26 2025)

(I’'m talking about Universe B and the negatively
existent ones).

@CCULTURE

ESOTERIC CONFERENCE BERLIN

23-26 OCTOBER 2025
MAHALLA - BERLIN

OCCULTURECONFERENCE.COM



mailto:jeff.howard@falmouth.ac.uk

	PLAYFUL OCCULTISM: THE LUDIC AND THE LUSORY ATTITUDE IN MAGICAL PRACTICE��A KEYNOTE BY DR. JEFF HOWARD��FOR MULTIPLATFORM: RITUALS OF PLAY��MANCHESTER METROPOLITAN UNIVERSITY (BASED ON A SEMINAR FROM MALMÖ UNIVERSITY)��JUNE 12 
	jeff.howard@falmouth.ac.uk
	Slide Number 3
	�CORE TEAM MEMBER: APOCALYPSE STUDIOS
	RECENT OCCULT PUBLICATIONS ON �ANDREW CHUMBLEY AND KENNETH GRANT
	Slide Number 6
	OCCULT = HIDDEN
	WHAT IS OCCULTURE?
	Games and Occulture
	Slide Number 10
	Slide Number 11
	Slide Number 12
	Any sufficiently advanced simulation of ritual, is ritual
	Slide Number 14
	Slide Number 15
	STATE CHANGE AS ASTRAL PROJECTION AND PLANAR TRAVEL
	Slide Number 17
	SHIFTING STATES MEANS VISITING OTHER WORLDS (AND OTHER REALMS OF THE MIND)
	Games can facilitate state change through ritual (what Pete Carroll would call “theurgy,” i.e. elaborate ceremonial magick)
	Slide Number 20
	Howard’s Law of Occult Design
	OCCULT GAMES = ANY GAME WITH HIDDEN DEPTH
	EX: ROHRER’S PASSAGE MORE OCCULT IN THIS SENSE THAN HIS CORDIAL MINUET
	DEEP GAMES = DORIS RUSH
	The ludic: “of or pertaining to undirected and spontaneously playful behaviour” 
	Slide Number 26
	ALEA: DIVINATION & GAMES CONNECTED
	Slide Number 28
	Slide Number 29
	Slide Number 30
	Slide Number 31
	GLASS BEAD GAME
	Games Layer: Lionell Snell
	LUSORY ATTITUDE
	CROWLEY & CHESS
	KENNETH GRANT: TYPHONIAN GNOSIS
	LUSORY ATTITUDE = TANGENTIAL TANTRA
	IF NOT THROUGH WILL, THEN HOW? ORACULAR TRANSMISSION �MANIFESTS THROUGH TANGENTIAL TANTRA
	A SPIDER WITH HUMAN HEAD APPEARS IN AGAINST THE LIGHT
	TANGENTIAL TANTRA
	LUDOMANTIC LHP �IS METAPHYSICAL TRANSGRESSION THROUGH THE SIMULATED BREAKING OF TABOOS 
	FICTION & PLAY �(GATEWAYS FROM �UNIVERSE B INTO UNIVERSE A)
	Bloody Vagina as �Portal of Da’ath to Universe B = THE VIA NEGATIVA
	In games, this happens through BLEED
	PLAY AS A MODEL OR PARADIGM ALLOWS FOR FLEXIBILITY BETWEEN FICTION AND NON-FICTION, BEING AND NON-BEING�
	LUDIC OCCULT TECHNIQUE = �EMBRACE BLEED
	NON-BEING, NEGATIVE EXISTENCE, FICTION & PLAY
	RIGHT HAND PATH MAGIC AND GAME STUDIES = CONTAINED MAGIC CIRCLE, NO BLEED
	LEFT HAND PATH = BLEED �(ALLOWING FORCES OF NON-BEING IN FROM THE OTHER SIDE)
	ANDREW CHUMBLEY: CULTUS SABBATI
	Slide Number 51
	SUFI WHIRLING = ILINX/VERTIGO GAME
	ILINX = vertigo game (literally whirlpool)
	Slide Number 54
	ILINX = VERTIGO GAMES
	Left Hand Path
	UNICURSAL LABYRINTH = VERTIGO GAME
	CULTUS SABBATI = �VERTIGO GAMES FOR SPIRIT CONTACT 
	OCCULT PRACTICE
	LILA (SACRED PLAY)
	BEING AND NON-BEING �IN OCCULT EXPERIENCE (IAN C. EDWARDS)�
	IAN C. EDWARDS ON THE PLAY OF BEING AND NON-BEING
	PLAYING AT AN ONTOLOGICAL CROSSROADS
	THIS ONTOLOGICAL PLAY CAN OCCUR 
	OUIJA BOARD  = THE EMBLEM OF PLAYFUL OCCULTURE �(“It’s only a game, isn’t it?”)
	THE WRAITH CURSE AT THE CROSSROADS
	PARTY VERTIGO GAMES �FOR CONTACTING THE OTHER SIDE
	OCCULT PRACTICE IS INHERENTLY LUDIC AND CAN BE APPROACHED THROUGH THE LUSORY ATTITUDE
	PLAY AS A MODEL OR PARADIGM ALLOWS FOR FLEXIBILITY BETWEEN FICTION AND NON-FICTION, BEING AND NON-BEING�
	REFERENCES
	Slide Number 71
	Questions?



