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INTRODUCTION

INTRODUCTION, CULT OUTLINE, COSMOLOGY, HISTORY, PAULIS

Cults of Terror is a book about the bad guys of Glorantha, the
enemies of creation, the foes against whom every fight must be
fought. These forces are worthy of fanatical opposition, for once
they are loosed in a campaign they will be difficult to dislodge.

This book also investigates the Gloranthan concept of Chaos.
This difficult subject only has been touched upon previously.

Preceding the actual cult descriptions is an explanation
of the several Gloranthan Chaoses. They are presented in the
mythical chronology to establish their place in the cosmos.

Although the cults detailed here are generally despicable
in aim, it should be realized that not all creatures of Chaos are
totally and automatically corrupt. The cult of Nysalor will give
new insight into the behavior of certain Chaotic creatures, and
also into the motives of the Lunar Empire.

The Blank Cult Outline is presented to explain the material
which is included in standard cult write-ups. Two cults, Primal
Chaos and Nysalor, are unique and do not follow the standard
form.

IMPORTANT: the contributors, editors, and publisher
categorically intend that these cults be usedyfor Non-Player
Enemy religions. Player Characters should not join these cults.
We recommend that Player Characters who join these religions
quickly be put to sacrifice by Non-Player-Character prieststo
get them out of play.

This is the second book©f RuneQuest-relatedycults. With
its larger companion, Cults‘of Prax, referees and players have
a fair glimpse of religious practices and practical effects in the
RuneQuest world, Glorantha. Readers ‘will,also get plenty of
useful ideas and plot devices for religions in-any fantasy world,
from ancient Greeeeato Arthur’s Britain, from Selucid Persia to
Lankhmar.

Cults of Prax was deveted to cults in which players would
conceivably want player ‘characters to belong. Cults of Terror
contains complete information about the cults described, but it
is furnished more in the hope that referees will find it useful in
creating believable NPCs than with the expectation that players
want'to role-play unbelievably brutal characters.

Important assumptions underlie the facts compiled for
this book. Primary among them are the immanence of deity,
the reality of workable magic, and relation of these to the way
people live. The effects of these assumptions can be explained.

A cult is a vehicle which provides communication between
those people living and the cosmic entities known as deities. A
cult is a religion, and it provides for the many deep needs of any
mortal being.

One deep need is assistance lent by the cult to the individual
to protect his or her life during difficult times. Another need

is some assurance or guatantee of immortality: death edsts the
weak and the strong_ alike into the powerful, maws of the cosmic
entities. Still anothérneed is(to provide worldly guidelines to the
individual which'will aiddn the search for safety and preservation
of identity.

In short, a cultsupports the individual’s way of life. It gives
him focus to find balance within himself’and with others, and
with the world, and defines his,relation with the universe.

A deity will be worshippedybecause of his attributes. His
or her attributes were gained in the performance of significant
actionssduring the mythical God Time. Such acts are related in
thefirst sub-section of each cult, and in great respect the rest of
the cult write-up describes how the mortal beings who came later
accept and deal with archetypal acts and their equally archetypal
consequences. Worshippers will imitate significant deeds and
thereby,magically partake of them. These mythic acts and the
worshippers’ lives will be similar.

The cults in this book illustrate in greater or lesser detail the
effects of the Gods War and the Great Darkness, portraying some
of ‘the forces of Chaos which tried to seize the world-universe
of Glorantha, and of the Great Compromise which froze the
relations of the gods except on the mortal plane. These Chaos
cults are published as part of the ongoing effort to fully depict
a world in which magic constantly occurs, of both the everyday
variety and of the astonishing.

Most players will not want to identify with the cults within,
but the inclusion of such detail is integral to a rich and full
campaign. What are vampires? What does that stack of heads
indicate? Who is the Mother of the Broos? Players will want to
understand the motivations of villainous non-player characters.

These cults are restricted for the most part to Genertela.

THE CAUSE OF TIME
The world of Glorantha is about 1600 years old. That many years
ago, after a great and timeless Darkness, the Sun God rose in the
east for the first of many days, instituting the new power of Time.
Since then, dates in Time often have been written S.T., Solara
Tempora. The year 575 S.T., then, would be the 575th year after
the first sunrise.

Time is the most powerful of the gods of the New Age.
We recognize Time in three natural forms (lineal, cyclical, and
illusory), but Time did not exist in the God Time or the Great
Darkness. The lineal relations imposed upon the myths and
stories of those ages originate from our own temporal state of
mind, since we mortals are a natural part of the Time flow of the
New Age. Mythical events did not necessarily occur in the order
we perceive them, and it can be difficult to reconcile conflicting
versions of certain occurrences in Dreamtime. The difficulties
with which we understand that age are illustrated by the words
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we use for it— Dreamtime, Gods Age, Golden Eon, Non-time,
and so on. Each word or phrase has some measurement of
Time within it. It is interesting and perhaps important that the
magicians of the Hero Wars period (when contact was greatest
between men and gods) referred to the God Time as “the magic
place” or “Godworld,” even when referring to a prehistoric
event.

Time was born in Hell, where the shadows of Chaos reigned
and held sway over the heart of the universe. All of the universe
was in confusion, elements blundered amidst each other, and
devils ran amok, slaying and kidnapping gods and mortals alike,
carrying them to the formless void. When the Lightbringers
entered the Underworld and completed their great tasks, they
forged a cosmic pact which bound all entities, living and dead,
spiritual and physical, pure and unholy, intelligent and inert,
into the Great Compromise. No beings responsible for the
creation of the world had exemption from this final synthesis.
In their pact, the deities settled their senseless and destructive
wars which had precipitated the Chaos they now united against.
They agreed to accept a common ground of existence in order to
share responsibility for the protection of the realm and to uphold
their present status in the universe. They thus bound themselves
irrevocably to the spiritual matrix of the New Age.

Their vows are the source and cause of Time; the energies
of this compromise provided the soul-essence of the New Age.
The old deities created the will of the New Age and bound
themselves to uphold it. The more powerful the deity, then
the more numerous the commitments binding it into the world
matrix, and the more effectively fossilized its role in the/Time
to come.

The lesser creatures of the world, especially thessurviving
mortal races, were free to grow, change, and develop within
the new age. By utilizing their freedom and knowledge of, the
new Laws accompanying the New Age, thedmortal folk ‘could
commune with the gods and powers of thedmiverse.

KINDS OF TIME

The form of Time was a function of the Compromise. As stated,
there had been horrible fighting and confusion before that
agreement. Death and even parts of Chaos were well-mixed with
the world. Time re-organized this confusion so that there was
regularity between lightsand,darkness, life and death, and other
measures of Time.

Some cults believe in Iineal,Time, maintaining that Time
once began and that it will continue enward in an unbroken line
intosthe future forever, or until the world ends.

Cyclical Time, supported by many cults, holds that certain
events such as.day and night, alternation of seasons, lunar
cycles, tideS, spiritual recycling, etc., actually are the same
eventsoccurring again and again. Minor, local, and mundane
observable differences actually measure mortal removal from
the primal sourcesgrather than marking any true change.

Ilusory Timie 1s that progression of events which seems to
manifestiitself as we glance backward to God Time myth, or
upon the activities of Heroquesters performed in that realm of
legend and magic. Cosmologically, the world of God Time exists
only in stasis, beyond Time, and Chaos lies at the other pole.
Reality stretches between them, and the non-existent realms

are reachable only when individuals force Illusory Time upon
God Time—causing immense philosophical and thaumaturgical
ramifications.

CALENDRICAL TIME

Uniform dating in Glorantha is difficult, for manysdates are
based on local circumstance, such as “the third year after King
Grozz defenestrated Harl Half-Ear.” Asuniversal calendar eXists
in many places, however, and it is used in the followingdnanner
for general dating.

Conventionally, chroniclefsilist the day of the weekyfirsts
then the week of the month, then the month or season, and then
the year ST (the number/of years @fter, the Sun firstyrose). Two
ways commonly are used to record actual dates. One is inscribing
the Runes appropriate to thedday, while theyother is to note the
date numerically. Both ways are shown on'the Calendar of Holy
Days in the appendices.

In the latter system, Roman numerals have been used to
show season: 5/2/1/1614 is the same as @/ill/#/1614.

LUNAR TIME

Lunar Time is the only important method of irregular dating.
Some locales had other notations, but these rarely gained
widespread importancegand are more confusing than interesting
today.

The Red Goddessiwas born in Rinliddi (Peloria) in 1220 ST.
Cunar,chronomancers always start their chronologies from that
date. The,Red Goddess lived upon the surface world for 27 years
before her apotheosis.

When she departed and took her place in the sky, the
goddess was at the height of her power. Her possessions upon
earth suffered a decrease in available mana for 27 years after her
ascent, then increased again for 27 years to the levels available
when the goddess had been on earth. This makes a 54-year period
between the crests of power, with a central low point. This cycle
is called a wane, since the power is at a wane during its center.

The wane is the primary number in Lunar calendar notation.
If the first number is a 1, then the event was in the 1st Wane of
the goddess; if it is a 7, then the event was in the 7th Wane, and
so on. An occasional wane may receive a name or title:

Hon-eel’s Wane, or the Hero Wars Wane. Events of the
goddess’ lifetime upon earth took place in the Zero Wane.

The second number of a Lunar date tells the year of the
Wane in which the event occurred: any number from 1-54 is
possible. Lunar daily and seasonal notation is as the S.T. calendar
explained below.

SOLAR TIME
DAY
One day on Glorantha is the time needed for the sun to traverse
the sky from east to west. One night is the time needed for the
sun to traverse the underworld from west to east again.

WEEK

One week is made of seven days, named for the five elements,
one Godsday, and one ‘wild’ day. Elemental influences vary in
intensity by the day of the week. Windsday will have more airy
energies available than usual, for instance.
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Wildday is an unformed piece of time, often propitious to
various Chaos magics. The influences vary widely, however, and
depend on location, history, pre-arranged conditions, and more
factors. The most powerful local deity may be worshipped on
this day.

Godsday may see the most worship and meditation. The
most important holy ceremonies may occur on this day. The
deities will be more influenced to receive worship on Godsday.

SEASON

A season is made up of eight weeks, named after the eight
Powers: Disorder, Harmony, Death, Fertility, Stasis, Movement,
Illusion, and Truth.

Sea-season compares to our spring. This season follows the
rebirth of the Sacred Time, and during it the young gods of the
New Age are free to exert their influences on the world.

Fire-season is like our summer. This is a time of warming
and ripening, when the plans and schemes of men mature and
bear fruit, as do herds and fields. Energies are ripe for activities,
intellectual pursuits, and outward expansions.

Earth-season compares with our fall, with harvest and food
gathering against the hard weather to come. The forces of life
draw to themselves, leaving the fields and pastures to the soon
appearing cold and darkness, but this also is the timefof, the
greatest plenty, and a period of festivity and joy.

Dark-season is like our winter, and there is great hardship
and gloom across the world. Weaker beings should hide now,
hoarding their food and spouting cheerful stories before their
crackling fires. Only the boldest go forth.

Storm-season is the time of greatest violence and danger.
The Air gods rule this season, and their energies always are of
a violent and unpredictable nature. This time is like the War of
the Gods; this bloody season can undo the effort of a whole year,
and troubles begun here often inadvertently allow Chaos forces
to slip into the world.

Sacred Time equals two weeks in length, but officially is
days instead. Normal activity halts, and the worldfitually and
really re-enacts the death and'rebisth of the cosnios in order to
replenish the world, for incorporating,the entropy of Chaos into
the living world is agreédito in the'Great Compromise«To live,
one must descend into death and be reborn. The participation of all
beings in these annuial ceremonies and their commitment to them
integrates the participants,with an unconscious understanding of
the cosmic balanece—d major factoriin the high level of mana
generation and usen Glorantha.

7'days,= 1 week
56 days = 8.weeks = 1 season
294 days = 42 weeks = 5 seasons + Sacred Time = 1 year

Days Weeks Seasons
of the week of the Season of the Year
1. Freezeday 1.. Disorder 1. Sea-season
2. Waterday 2. Harmony 2. Fire-season
3. Clayday. 3. Death 3. Earth-season
4. Windsday 4. Fertility 4. Dark-season
5. Fireday 5. Stasis 5. Storm-season
6. Wildday 6. Movement 6. (Sacred Time)
7. Godsday 7. Illusion

8. Truth
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CULT OUTLINE

1. MYTHOS AND HISTORY
A. Before Time
B. Since Time Began
C. Life After Death
D. Runic Associations

II. NATURE OF THE CULT
A. Reason for Continued Existence
B. Social/Political Position and Power
C. Particular Likes and Dislikes

I11. ORGANIZATION
A. Inter-Cult Organization
B. Intra-Temple Organization
C. Center of Power, Holy Places
D. Holy Days and High Holy Days

1V. LAY MEMBERSHIP

A. Requirements to Join
(race, birth, abilities, money, etc.)

B. Requirements to Belong (offerings, sacrifices, hates,
geases, codes of honor, etc.)

C. Mundane Benefits (board, succor, healing, etc.)

D. Skills

E. Battle Magic

V. INITIATE MEMBERSHIP
A. Requirements for Initiation
B. Requirements to Remain Initiated
C. Mundane Benefits
D. Skills
E. Spells

VI. RUNE LORD MEMBERSHIP
A. General Statement
B. Requirements for Acceptance
C. Restrictions
D. Benefits

VII. RUNE PRIESTHOOD
A. General Statement
B. Requirements for Acceptance
C. Restrictions
D. Benefits
E. Rune Spell Compatibility
F. Cult Special,Rune Spells

VIII. SUBSERVIENT CULTS
A. Spirit of Reprisal
B. Others

IX. ASSOCIATED CULTS
A. Listed Singly

X. MISCELLANEOUS NOTES

6 Cults

SAMPLE CULT

The great portion of this book examines nine different cults
according to the outline below, in turn followed by a number
of appendices dealing with mechanics, cult relations, and
background. The rest of this chapter discusses the elements of the
outline structure in detail, so that readers will better understand
how the remainder of the book is made, and so that thosefwho
wish to will have a guide for the cfeation of their ewn myths,
legends, cults, and the fitting of the cults into,a world at large.

I. MYTHOS AND HISTORY

The mythology of a religion is ifs recorded communications
between the divinity fand the divinity’s worshippers. The
mythological actions of the deity determineyappropriate actions
for the worshippers who wishito partake of their god’s power.
The primal actions of the deities, determined their sources of
power, and when individuals and societies imitate those deeds
through worship, the worshippers. pastake of their divinity’s
conquests or creation by aiding in the'primal acts.

These sections never relate all of the many tales of a
particulagdeity, but only those of major importance. Each cult
might have volumes of minutiae with which its Rune Priests
would be intimate, but to'relate such would be extravagant.

A. BEFORE TIME

This section tells of the deeds of the deity in the God Time, when
the ‘god had freedom of choice. The narrated myths relate the
actions which gave the god its present powers and from which
the people draw divine aid.

B. SINCE TIME BEGAN

The mortal races ruled the world since the first Dawning, and
have called upon deities for aid, or commanded them to act.
These events form the basis for the tales of the deities since Time
began. Also occurring are the many legends of mortals who were
able to immortalize themselves through their mighty deeds in
the name of, or in defiance of, the godly immortals. Many cults
worship the ancient heroes as subservient spirits.

C. LIFE AFTER DEATH
How cultists think they will die influences how they think
they should live: the possibility of life after death and the quality
of that life flavors cult beliefs, gives background useful in
understanding the cult, and prompts ideas for adventures.
Funeral rites provide examples of cult belief, power, and action.

D. RUNIC ASSOCIATIONS

All deities are associated with certain Runes of Power. Use of
these Runes in cult functions will be an obvious mark of the
nature of the deity worshipped. These signs may be understood
as vehicles of Power, channels of definition, or foci to manifest
symbolic abilities. Similar Runes will not mean an automatic
friendship between cults, but at least may indicate a similar
general interest or origin.
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