Godbound-Forming a Cult (pg. 133):  1/2/19


Once PCs gain the Apotheosis gift Receive the Incense of Faith, they can accept willing disciples and begin to benefit from the reverence of their faithful.  This worship strengthens their divine authority, allowing them to form a cult faction and use it to gain Dominion point each month, beyond the Aid and Ally faction actions the cult might perform on the PC’s behalf.  The more demanding the faith, them more abundant the Dominion it grants the god. 

The Faithful:  


Any intelligent mortal being may choose to become a worshiper of a Godbound.  The Godbound need not be present, or even in the same realm: all that is required is that the aspiring devotee knows who the Godbound is and voluntarily choose to pledge themselves to the divinity.  This choice cannot be magically compelled, but more mundane inducements can be used to “encourage” a new believer. The Godbound can always tell whether or not a given person is their worshiper (and/or whether they are a direct worshiper or worshiper of their Pantheon only). 


This dedication can take place without the Godbound’s specific attention.  If the Godbound is then displeased with the devotee, they can always reject them at any point.  Once rejected, the worshipper may not return to the fold without the Godbound’s specific permission. 


A mortal can be dedicated to only one Godbound at a time, and/or to a Pantheon as a whole (GMO).  If they give worship to a full pantheon, their devotion is given over to A) Godbound most fitting their personality and desires, B) their worship is evenly divided amongst the Pantheon, or C) the worship benefits change on set months during the year (GMO).  


Once pledged to a Godbound, a worshipper cannot voluntarily leave their service.  They might leave the cult, they might serve a new faith, they might make war on their former deity, but they are still treated as worshipers of the Godbound for purposes of their Gifts of Apotheosis.  These leave apostates in a very vulnerable position; prey to whatever rebuke their gods might deliver to them.  Only by finding another Godbound or divinity willing to accept them as a worshiper can they free their former allegiance.  

Forming the Cult:  


A Godbound needs at least one village worth of devout adherents before they can form a useful cult (about 1,000 people).  Small numbers may provide all manner of useful mundane services, be a minimum of one village’s worth of believers is needed to fuel their patron with a flow of Dominion. These adherents must be willing to accept the rituals, sacrifices, and laws of the cult.  Backslidden, suppressed, or careless believers are still believers, but only religiously-active worshiper’s count toward the Godbound’s cult for Dominion accumulation.  


This number of believers forms a Faction with a power of 1 and one beneficial Feature related to the Godbound’s values and beliefs.  Thus the devotees of a Godbound of the Sword might have the Features “The cult has a strong martial tradition”; while one of Wealth might be “the cult is very wealthy”.  The player chooses the Feature with the GM’s approval. This new Faction has no existing Problems, except for those burdens that the Godbound might choose to deliver as part of their holy writ. 


Cult Power increases at the GM’s judgment, when the PC has managed to accrue enough new believers to merit a Power increase. They must have some formal associations with the existing cult count. 

Holy Laws:


Once the Godbound has mustered a cult faction, they can begin to give them holy writ, sacred teachings, or other religious instruction.  For some Godbound, these religious strictures are very much about living a life in line with the hero’s belief, dutiful obedience to a moral code, and outward-focused obligations to the world around the believer.  For other Godbound, these strictures might involve meditation, group worship, glorification of their name, or more ego-satisfying demands.  A Godbound can lay almost any set of rules or demands on their cult, so long as the focus is ultimately the Godbound and their glory or desires in the world.  The more exacting and demanding the cult’s strictures, the more generous the flow of Dominion it grants. 


A Godbound decides how harsh and demanding their holy laws might be, and the cult gains a number of Problem points related to these requirements, as described under the Faction rules.  These Problems can never be solved or lessened; they’re intrinsic to worshiping the Godbound.  A Godbound can spend a Faction Turn changing their theology, but his stress inevitably costs the faith one point of Power as it shrinks due to the loss of traditionalists and the surge of heretical interpretations.


A Godbound who make only nominal demands on the worshippers (0-4 Points) in terms of sacrifices and personal behavior doesn’t need to add any Problem point.  Worshipping them is easy and low-commitment. Their cult grants them Dominion equal to its Power each month (Think modern Christianity or Reform Judaism). 

A Godbound who makes only a few sharp demands from their believers (5-9 Points), such as occasional costly sacrifices or some firm, restrictive code of personal conduct will have a cult with related Problems equal to a quarter of the cult’s Action Die, rounded up, increasing as it grows in power.  These cults grant an extra point of Dominion each month, however, compared to more clement faiths.  (Think Traditional Catholicism, Orthodox Judaism and Islam).

A truly grueling faith (10-14 Points) with many harsh requirements has Problems equal to half the Action die but grants and extra Two Dominion points per month.  (Think Hare Khristna, Quakers, etc)

Cult with so many requirements and sacrifices that the believers can hardly function without direct divine oversight (15+ Points) have Problems equal to three-quarters  of the Acton die, rounded up, but grant an extra Three points per month.  Such cult factions are likely to need their patron to actual get anything done, and can explode into chaos if they suddenly get a few more Problem point form some cause.  (Think Heaven’s Gate or Jim Jones).

Developing Cults:


When PCs create their cults they need to take into account a number of things:

Cult Name: Name or names the cult is known by.  Also the name of the Pantheon (if the Godbound is a member of one).

Divine Symbols:  Symbols or objects that represent the cult or are recognized as holy and/or type of temple or worship site.  For example, crucifixes, cows, rain, synagogues. 


Mythos and History: Explains how the world came to be.  Give deeds of the God and cult heroes.  Explain how enemies have been defeated.  How the cult overcame other gods/monsters, or sought help from them.  How a great treasure, secret or gift came into being.  



Cults should have Key Myths that explain typical behaviors of membership in the cult such as marriage or law, and what happens to worshippers after death (They hover around god if no paradise exists).  


Nature:    What the cult represents and/or seeks to achieve.  Some cults have no specific aims save the propitiation of the god; other have very deliberate agendas.  Also list how the cult views and treats apostate members, and include cult likes and dislikes.  

Organization:  This includes cult law (ie. No eating red meat), Worship structure (types and frequency of prayer, days of worship including Holy Days-usually 1/week and High Holy Days usually 1-2 days per year), and important centers of power and places/holy sites for cult, cult hierarchy.  

Membership: Membership requirements for cult, (including method for pledging) ie. Must be an adult male, etc.  This also include duties and benefits of memberships, and cult ranks ie:  Laymember, Initiate, Priest, etc. This also includes taxation, sacrifices, strictures and restrictions. 

Allied Cults:  Other friendly cults and/or other cults in same Pantheon. 

Dominion and Problems:  When they establish their cults, Godbound must establish Holy Law, describing how one becomes and what it means to be a worshipper and priest, including daily requirements and prohibitions.  Once a Godbound sets its cult laws, if they are changed significantly the cult will lose one full level of Power.  These combined requirements (Clergy Requirements, Daily Obligations, Initiation Requirements, Negative Prohibitions, and Positive Requirements) determine the number of Dominion points a Godbound receives each month.  

0-4 Points:  The cult is very relaxed, granting One Dominion each month equal to its Power.  It does not have any intrinsic Problems. 

5-9 Points:  The cult is fairly firm, granting Dominion equal to Power +1 each month.  It must choose a quarter of its Action die’s maximum roll in Problems rounded up. 
10-14 Points:  The cult is demanding with its followers granting Power +2 in Dominion each month and possessing intrinsic Problems equal to half its maximum Action die roll, rounded up. 

15+ Points:  The cult is all-consuming for its believers, providing its Power +3 in Dominion each month and possessing intrinsic Problems equal to three-quarters of its maximum Action die roll, rounded up.  

Clergy Requirements:  How has is it to become a clerical member or priest of the cult?  


Universal Priesthood (0 points):   Every member is a considered fit to perform any necessary rite of the cult, assuming they possess whatever specific qualities required.  There is no special clergy. 

Distinguished Clergy (1 point):  A separate clerical class does exists within the cult, but it’s expected that any interested believer who puts only a modest amount of effort into it can qualify,  It’s easy to mix priesthood with a mundane “day job”.

Professed Clergy (2 points):  The special qualities necessary to be a cleric of the cult aren’t terribly rare, but the process does require extensive initiation, training, study, and practice.  The duties of a cleric are so extensive that there’s no way to maintain an outside profession, so they must be supported by the believers. 

Elite Clergy (4 points):   Only a rare few men and women have the right traits to qualify as clerics of the cult, and these elite believers must undergo extensive, grueling training before receiving consecration.  Clerical duties are so demanding or dangerous that death is not unlikely in pursuit of the cult’s cause. 

Daily Obligations:  Requirements of daily worship, prayer, or religious obligations.  Adherents who fail to perform rites give no spiritual support to their patron.  

No Daily Obligations (0 points):  Members of the faith have no obligation to perform any daily worship at all, though they may still gather together on regular occasions for public worship or private sessions.  

Weekly Public Worship (1 point):  Members are expected to gather at least once a week for a simple, undemanding ceremony of public prayer and devotion.  Other faiths might not require weekly meetings but insist on short prayers performed at specific times each day. 

Daily Simple Devotions (2 points):  The believers need to spend at least an hour every day in worship-related activities, whether ritual prayer, public gatherings, or some other activity devoted to the Godbound’s cause. 

Daily Elaborate Devotions (4 points):   Believers need to spend at least four hours of every day in some kind of ritual worship activity.  At this level of devotion, worship services form the backbone of a believer’s day, and the rest of their daily activities are worked in around the rigid requirements of the faith.  These required activities never have a mundane utility to them, but are always strictly spiritual in nature.  

Initiation Requirements:  Some cults only require a simple declaration for faith, while others require more elaborate initiation rites for a believer can contribute spiritual energy.   

Free Initiation (0 points):  The cult requires nothing more than a plain declaration of faith and adherence to accept a believer into its fold.  

Basic Instruction (1 point):  As aspiring cult member must be trained in the basic principles of the cult and shown how to properly revere its patron before their worship aids in granting Dominion.  This training rarely requires more than a few weeks of light instruction.   

Sacrificial Initiation (2 points):  Aside from being taught the principles of the cult, a would-believer must make some significant sacrifice of wealth, suffering, foregone liberties, or other loss before they are accepted by the believers. Those without the means to offer the sacrifice must make equivalent offerings suitable to their station.

Grueling Initiation (4 points):  Knowledge and sacrifice are not enough; membership in the cult is gated so that only the truly dedicated and fiercely zealous are accepted among their number.  Numerous trials, stern tests of character, and varying grades of initiation are provided to distinguish the least most aspirants from the blessed elect.

Negative Prohibitions:  Every cult has some prohibitions or taboos, but those with stricter expectations create a strong flow of Dominion.  

No Taboos (0 points):  There are no prohibitions to behavior of the cult members, or else the prohibitions are so minimal that few would ever be troubled by them.  Prohibitions on murder, or taboos against hot dog bun consumption would qualify at this level. 

Minimal Prohibitions (1 point):  Aside from de minimis moral restrictions, the cult has at least one prohibition that may sometimes prove awkward to believers, like prohibiting usury, or forbidding the eating of meat.  

Stern Prohibition (2 points):  The cult has enough limits and laws that the average believer is going to have to deal with a few of them every day.  Details for forbidden clothing, professions, mixed socializing, foodstuffs, and leisure behavior are all marked out to shape a believer’s day in ways pleasing to their patron. 

Numberless Taboos (4 points):  There are so many restrictions and limits on a believer’s daily activities that they must spend a significant part of their day just figuring out how to satisfy all of them while carrying out normal daily activities.  At least once a day some restriction is going to prove a complication to a desired or needed activity they must perform. 

Positive Requirements:  Just as a faith forbids some things, it also requires others.  Most cults have goals and values that its followers are expected to honor.  These positive requirements must be met if the believers are to channel Dominion to the patron.  

General Principles (0 points):  The cult’s patron may have moral goals for their followers to aspire to, but these are interpreted by each believer as they see fit.  There is no specific duty they must perform to fulfill their obligations. 

Infrequent Duty (1 point):  At certain times or in certain uncommon circumstances, the believers must perform a difficult or time-consuming act. This may involve mandatory charity, required military service, enforced social activity at certain times and places. 

Regular Duty (2 points):   At all times or at regular intervals the believers must carry out some practical duty for the faith.  This may be a substantial mandatory tithe to the clergy, a period of enforced temple service in youth, a requirements to fight or help certain classes of people, or anything else that is likely to cost significant money or wholly occupy the believer for some time. 

Constant Duty (4 points):  The believer has so many duties and obligations to the faith that at least an hour of every day is eaten up in work for the cult or its clergy. In rarer but not unknown situations, the cult may require martyrdom or other self-sacrifice in the cause of their god. 

Free Divinities: 

I am not allowing Free Divinities in this campaign at this time. 

