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Do you know about Duck Pond and Duck Tower - serious treatment of Ducks -

also on of the RQ Adventures had a series of Duck scenarios and there is

mega scenario on the Web, somewhere.



Have you heard about GanderLand the mythical homeland of Ducks during the

Golden Age? (There is also a Drake Land, I think but I can't remember).

GanderLand (I am trying to visualise the map) was situated on the land mass

at the foot of the Spike to the South East, somewhere off the present day

coast of Pamaltela and was pretty big. However, I don't know anything more

about it expect that it existed despite people's attempts to prove

otherwise and that Duck HeroQuestors can go there and have their minds

blown away. I don't know its history, origins or how it was broken up and

destroyed. Perhaps someone can tell us more.



> So when the lesser darkness came, they found themselves by the

> side of Humakt and others that choose neutrality. 

Snip!

> Being neutral, they didn't fight



I beg to differ that Humakt, being neutral, didn't fight - he mixed it with

the best of them, often siding with his Storm friends - there are several

stories of Humakt siding with the North Wind in particular in raids on

enemies. Humakt hacked and slashed his way to Glory until he regained

control of Death, then he hacked and slashed some more.



Simon
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Sergio Mascarenhas was chatting about Ducks and Taking Them Seriously.

The spirit of which I agree with, but I think that you have to account

for the existence of the Keets in the East Isles when you write a Mythic

History of the Ducks.



In My Glorantha, the Durulz are embittered by the fact that they don't

know why they lost their flight and their primary god and the Keets do

(or at least have a reassuring set of myths) and so are far more serene

than those poor stranded exiles in the middle of the continent.



- -- 

Michael Cule
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Jane Williams

Ducks

Sergio said:

>In fact, if ducks survived the chaos frenzy,

>it was not only because they did find some powerful friends, but also

>because the river was open to offer them shelter wen they needed.

I certainly wouldn't argue with that. Might I suggest that the

chaos-cleansing powers of flowing water (c.f. Cleansed One sub-cult of

Zola Fel) might give the ducks a positive advantage against Chaos? And

that their link with Humakt might have been strengthened by their using

this power to help him against Undead?



And on duck Issaries initiates: given that they now control a boating

trade route, do they have a sub-cult of Issaries Boatman? Humans can join

it, but it's mainly for ducks?



Simon Phipp said:

> Do you know about Duck Pond and Duck Tower - serious treatment of Ducks

I have copies of these on loan, and found that while the locations

described were quite good, they didn't seem to fit anywhere specific in

Glorantha. There was very little Duck background in them, just

descriptions of abandoned Duck sites. Has anyone managed to find locations

for them that make sense?
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Jane Williams on Ducks:



> Might I suggest that the

> chaos-cleansing powers of flowing water (c.f. Cleansed One sub-cult of

> Zola Fel) might give the ducks a positive advantage against Chaos? 



Possibly, but I don't think the Ducks are major Chaos fighters.



> And

> that their link with Humakt might have been strengthened by their using

> this power to help him against Undead?



I had a story, unseen by anyone, explaining how Delecti, as a good EWF

Mage, created the Upland Marsh in order to protect his subjects from the

Evil Golden Horde. In order to do this, he had to agree to protect the

wildlife and people of the area. One of these were the Ducks. Thus, Delecti

does not harrass the Ducks and they are protected from all but the most

mindless Undead. I also think that the Ducks continually try to kill Undead

because they know that Delecti will not attack them in return.



On Duck Pond and Duck Tower:

> Has anyone managed to find locations for them that make sense?



Absolutely - stick them within Upland Marsh, but just near the borders. For

Duck Pond, assume that the Marsh tried to expand and swallow the Pond,

causing the people to flee, but that the local Nymphs held the advance back

enough to be an island of tranquility. For Duck Tower, assume that the Pale

Daughters have been defeated in a HeroQuest and that an area of the Upland

Marsh has been freed and can be reclaimed.



I have a theory that the Upland Marsh is continually engaged in a struggle

where it is waxing and waning depending on the successes or failures of the

Pale Daughters and the Ducks/Orlanthi/Humakti who oppose them. 
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> From: Sergio_Mascarenhas <sermasalmeida@mail.telepac.pt>

> Subject: Re: Ducks, Keets, etc.

> Concerning Michael Cule comments:

>  >but I think that you have to account

> > for the existence of the Keets in the East Isles when you write a Mythic

> > History of the Ducks.

> Sorry Michael, I don't need to account for the existance of Keets. Think of

> it this way: do amerindians, which whent from Asia to America, retain any

> references to their distant relatives in Asia in their myths?



If you intend to do a DuckPack, you will have to describe them, as well.

OTOH, TrollPack was rather cursory in its descriptions of the Ice Trolls,

the Jungle Trolls, and those in the Kingdom of Ignorance, (not to mention

those during OOO's rule, just a few centuries earlier), so you don't need

to dwell on them.



A ethnographic report on the Dragon Pass durulz needn't mention them,

unless the resumption of sea-borne trade has created contacts between the

two kindreds (which I doubt, except for a few duck Lhankor Mhyists).
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David Dunham:



Simon Phipp wrote



> I had a story, unseen by anyone, explaining how Delecti, as a good EWF

> Mage, created the Upland Marsh in order to protect his subjects from the

> Evil Golden Horde. In order to do this, he had to agree to protect the

> wildlife and people of the area. One of these were the Ducks.



I didn't attend the session, but apparently Ducks are Delecti's subjects --

he was probably involved in making them (the EWF did, and in my mini-LARP,

Delecti was the Chief Scientist of the Remakers, so I view him as a very

likely candidate). This explains how ducks are quite different from the

Keets. Also, the reason they picked up Orlanthi culture is that, being

created, they had no culture of their own. And since they were made in

Dragon Pass, surrounded by Orlanthi...



And supposedly ducks EAT undead.
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Andrew Joelson

My personal beliefs are that the ducks have been around since

the GodTime, but have lost their ties to Keets.  in 'my' Glorantha, there

is a tribe of trolls that tell stories about the ducks and baboons.  They

are friendly to the baboons, because they used to be men/tied to the Man

tune.  But during the GodTime they refused to help _____ the Chaos God,

and were cursed into their present condition.  It's the other way around

for the ducks, they refused to help fight Chaos, and were cursed.  This

group lives far in the east of Dagori Inkarth, and every once in a while

a raiding party travels far west to Duck Pond, etc, to kill a few ducks

and make duck feather fans.....





David Dunham



Sergio Mascarenhas wrote



> David Dunham - Ducks are a recent creation of the EWF.



I was only reporting a theory I heard second-hand at Glorantha-Con V.

However, it makes a lot of sense. The EWF was known to be making beast men.

Delecti was from the EWF. The ducks are usually classified as beast men.

The ducks are moderately friendly with Delecti. All this makes sense if

Delecti made them. Not my theory (I think it's Sandy Petersen's), but it

makes a lot of sense to me.



Virgil Greene wondered



> is Delecti actually Chaotic as I've always assumed?



I've never assumed so. He makes zombies, sure, but one can be an evil

scientist without being chaotic.



And the ducks aren't his minions. And he might have once been a nice guy,

perhaps before he died. (I speculate he was a mad scientist, died for some

reason, and was brought back to life by his grad students, using

instructions he'd prepared.)
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Michael O'Brien:



I was at this seminar (this was the curiously named Black Sheep Races - I

honestly did think it was going to involve running around, but my brain was

somewhat pickled by that stage), and the general concensus was that yes,

the Ducks *were* created by the EWF, possibly to emulate the Keets.  And

Sandy reckons that the Keets are in fact a variety of bird-folk, not just

duck-like.  Almost everyone present also agreed that of course Ducks

definitely lay eggs!  Why?  Because it is much more MGF-ably groovy for

them to do so.  Ergo, the write-up in Borderlands is retroactively wrong.



V.S. Greene : klyfix@aol.com : Boston, near Arkham writes:

>Whoa, that puts a whole different light on ducks! If ducks are

>originally a manufactured species as opposed to a race that offended Yelm or

>somebody during the Gods War, we have to do a major rethink of 'em. One big

>question, is Delecti actually Chaotic as I've always assumed? If ducks are

>the servants of a chaos being then they're pretty close to being Chaos

>themselves.



Hmmm, just how does a wimpy race like the ducks manage to thrive so

successfully close by to all that festering undead?  Doesn't anyone else

think their constant insistence that they live just like their human

neighbours is somewhat shrill.  And why are their temples to "Humakt" so

clean, tidy and seemingly unused?
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Martin Hultgren:



Once upon a time, there were a rather silly looking race called keet=B4s.=



At the same time there were this promising empire called EWF,

unfortunaly the empire lacked morale and decided that the silly race

would do swell as zoo exhibits, much like the centaurs and minotaurs,

already a featured.

So the simply went out and captured a few.

Sometime later they had to get more, but the trip(s?) to keet territory

proved expensive, so they asked their scientist/mages to get them

cheaper instead.

The mages merged birds and men into birdmen, thus creating a new strain

of ducks (with the same genetic code as the old one, ok they were good).

They then proceded to crossbreed the old and the new strain into what we

now calls Maniria=B4n ducks, basicaly the same breed as keet=B4s but with=



slight, possibly cosmetic differences.

Do they still have cultural ties to their old brethren? possibly, but

remember that Keet had ties to the Emperor of the world (sounds Yelmish

to me, although I could be wrong) and the EWF if I remember correctly

was a Yelmite culture if not Yelm worshipers, so once freed they would

not be in a hurry to go back to the ways of a dimly remembered culture

similar to their tourturers, diluted by whatever the constructs added.

So what support this theory? well not very much I have to admit, but we

know that EWF often made up their beastmen by copying mythical races (as

the Centaurs) and that they often crossed their construct with "true"

strains, and it explain quite a lot.

For example it explains why the EWF accepted the morbid exhibits,

originaly they were only another strange race, later the constructs were

substituted for real ones as a way to lower the cost (and other types of

construcs introduced as desperate marketing ploys to draw the crowd back

with new even stranger beast).

Other than that it fits into, and combines any myth constructed by any

of the old three views without any major reconstructions.  =



Bill Thompson:

I think we might examine the possibility that the EWF merely brought intact

eggs from the East Isles. Stolen from the Keets as it were (does that

constitute plagiarism) and hatched in Delecti's Swamp. Raised without any

race memories or familial instruction it would explain the lack of extant

culture.



Stephen Martin:

While the idea of ducks as created by the EWF is actually a very good

one, I don't think it is true -- all of the other beastmen are

specifically said to be such creations in KoS, but the ducks are

definitely not in this list (page 103):



"The non-human races which survived the Dragonkill War were these:

Dragonewts ...

Aldryami ...

Uz ...



Beastfolk, of many diverse origins. Most of these had lately been

prisoners and slaves of the Wyrms Minds Collective, or zoo specimens,

pets, laboratory freaks, and demi-beasts.



Little People, including the wereducks of Duck Point, who hated the

denizens of the marsh; the anstanabli ...."



King of Sartar makes a point of grouping ducks with dwarfs, and Wasp

Riders instead of beast folk, and I think this is a telling fact.



Besides, the bit in King of Sartar about the ducks being "wereducks"

makes me suspect that they originated as a hsunchen people at some point

in the past, and now are stuck in a half-way state. Something like this

would most likely have occurred during the Darkness or First Age, not

just because of the machinations of the EWF.



Also, the idea of Arkat having once been a duck so appeals to me that I

will not listen to reason, I'm afraid.





On the matter of ducks laying eggs. Although I admit the idea is cute, so

that you can have duck parents pushing eggs around in baby carriages, I

think it is not a good idea for two reasons.



First, I see no need to completely and irrevocably _change_ a _fact_ of

Glorantha just for something Daffy-Duckishly cute like that. Different

interpretations of myth are one thing, biological facts are another. Just

because some people prefer this change, doesn't mean it is true. I'd

rather the Gloranthan year were 364 days long, it would make things much

easier, the whole world would make a lot more sense, etc. Don't make it

true.



Second, the whole thing is just _too_ cute. Although I favor ducks as

funny, not the serious creatures recently postulated, this is all going a

bit _too_ far. Let's let the ducks keep some shred of decency, shall we?



Plus, the idea of ducks bearing their young alive was specifically

mentioned in RQ2 as one of the important and debilitating points of their

curse -- it is one of the main reasons they lost their flight.



If Sandy wants keets to lay eggs, I have no problem with that -- I think

there is little if any relationship between the two species. But in

Dragon Pass, the "cursed ducks" should remain as written, IMO.





Eric Rowe and I formulated a theory that perhaps the anti-Undead aspect

of Humakt _originated_ with the ducks. Arkat brought the cult of Humakt

to the Dragon Pass area in the First Age, that is fairly

well-established. If the ducks already worshiped their own anti-undead

deity, it is possible that that became a part of Humakt sometime during

or soon after Arkat's campaign.



Another possibility: in the write-up in Tales 5, the primary anti-undead

hero of Humakt is Li Phanquan, who is stated to be a yellow-skinned

warrior from Kralorela. I suppose this guy could even be a keet from the

East Isles, who came through Kralorela -- he does have "qu" in his name,

after all. But I won't hold to this theory, it does seem a bit

ridiculous.
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Eric Rowe:

Greg has mentioned Duck units fighting alongside forces of the

First and Second Councils. I personally believe they split against

the god project with the Dragon Pass Orlanthi and once again found

themselves persecuted (by Lokamayadon's forces). 



Therefore I highly doubt a EWF duck origin.



Klyfix@aol.com:

Easy. Ducks swim, undeads don't. Ducks vs. Undead in Marsh, Ducks win.

Figure also (sudden inspiration) that a duck community probably has some

provision for flooding in the event of attacks, sort of like the Netherlands

when they fought for independence.



 Doesn't anyone else

>  think their constant insistence that they live just like their human

>  neighbours is somewhat shrill.



      It's just a clumsy attempt to be loved. :)



  And why are their temples to "Humakt" so

>  clean, tidy and seemingly unused?

>  

       The little guys are neatness freaks? Perhaps the temples are largely

for appearances, and the real rituals are out in the marshes. Maybe they

involve the Great Feast of Roasted Undead.....(zombie tastes like chicken)



I asked....



> is Delecti actually Chaotic as I've always assumed?



And David Dunham noted....



>I've never assumed so. He makes zombies, sure, but one can be an evil

>scientist without being chaotic.



       I suppose; his AOL web page didn't seem terribly chaotic. :)



>And the ducks aren't his minions. And he might have once been a nice guy,

>perhaps before he died. (I speculate he was a mad scientist, died for some

>reason, and was brought back to life by his grad students, using

>instructions he'd prepared.)



       Sounds like quite a final exam to me. :)



       I suspect that even though the ducks might not have been made by

Delecti (and I still rather doubt it) that may well be the  popular rumor.

Heck, I can see a whole lot of Sartarites and others believing it even if it

was clearly not true; look at some of the bizarre stuff some racists groups

in the RW come up with to either downgrade those they hate or to elevate

themselves. Strikes me as something the Lunars might well spread.



       Actually, I'll bet there's _lots_ of twisted "origin" stories in

Glorantha; degrading the Other is an unfortunate human (and probably other

sapient) trait.



Peter Metcalfe:

The exegesis is only good as its source.  If the Ducks claim

to the post-dragonkill folk that they are not related to

Delecti (remember they _are_ cowardly malicious liars), then 

all the documents in the world are going to reflect this supposed 'fact' 

even if it is not true (since when was the last time

you talked to Delecti?).  



DTW 'Were' is an old english word meaning 'man' as found in

werewolf and weregild.  I don't see any need to presume that

they must be hsunchen.



Michael Cule:

My favourite Gloranthan race is getting a lot of attention just lately. Not all

of it of a kind I would like.



I stand firm by the idea that the Ducks and Duck-Keets are one species. They are

said to be physically indistinguishable. I would favour the idea that they

seperated some time during the Darkness: in fact to be specific In My Glorantha

they seperated before the Duck-Keets made the Great Sacrifice and gave up

their gift of flight and their ancestral Goddess (Mother Duck) to power the

spread of the Web of Dreams that keeps Unreality seperate from Reality.



It might even be possible that the Ducks split from the Duck-Keets over this

very issue: they were affected by the changes that this mythic event brought

about (the loss of flight and the change to bearing live young) but have

forgotten the reason for it.



I suppose you could argue for a later arrival of the Ducks in Dragon Pass but

the Second Age Arrival Theory (in which they are transported to be zoo 

exhibits of the EWF's mad scientists) doesn't seem supported given that the

Durulz don't seem to have much knowledge beyond vague memories of their

ancestral home in the East. I don't think the few hundred years since then is

long enough for them to have forgotten everything.



(I have never felt, by the way, that Durulz were culturally indistinguishable

from the Duck-Keets. They don't have many memories of the culture of

pre-Darkness Ganderland, just the memory that there was such a thing. They

probably came under the influence of the pantheon of the Storm Gods before

the Dawning and have worked themselves into a minor part of the Orlanthi myth

since then.)



I like the metaphor that the Ducks are the Gypsies of Glorantha except for the

fact that they are not very nomadic! They do have (as I believe gypsies do) 

legends of a lost land where they were the rulers and something of the same

clannishness and disdain for outsiders.



I reject utterly and violently the idea that the ducks are either artificial

creations of Mad Scientists or 'stuck' hunschen. Although both of these ideas

account for the fact that they bear live young rather well. But no! I spit

upon such degrading concepts!



Sergio says:

> In the

> end we could conceive a campaign or a LARP where ducks and keets would find

> themselves face to face. I think that it would be fascinating to role-play

> how individuals of the same race but with completly alien cultures, beliefs

> and backgrounds, would sort-out the situation.



I'm suspended in the middle of such a campaign at the moment. The party have

taken the Last Egg Of Mother Duck down to Corflu and are going to have to take

it home to the volcano where the Keets were first born. Of course, it is 

currently occupied by the chaotic pteradactyl-Keets.....



I really must get back to running that game soon....



Bill Thompson says:  



> I think we might examine the possibility that the EWF merely brought intact

> eggs from the East Isles. Stolen from the Keets as it were (does that

> constitute plagiarism) and hatched in Delecti's Swamp. Raised without any

> race memories or familial instruction it would explain the lack of extant

> culture.



I don't believe that the Ducks have lost all their original culture (just 99%

of it) but this is an ingenious idea if you ignore the 'fact' that Durulz

don't lay eggs. In My Glorantha giving up this gift (which makes even their

fellow Keets think of them as odd) is part of their sacrifice by which the

Duck-Keets played their small part in saving the Universe. (No, honestly! They

really did!)



Stephen Martin has a problem with the idea of Ducks laying eggs. This prejudice

seems to me very mammal centered. Thinking about it, aren't races that lay

eggs at an advantage militarily speaking? They can leave the young back home

to be taken care of by Grandma in her incubator while Mom and Pop both go off

and fight the foe!



> Another possibility: in the write-up in Tales 5, the primary anti-undead

> hero of Humakt is Li Phanquan, who is stated to be a yellow-skinned

> warrior from Kralorela. I suppose this guy could even be a keet from the

> East Isles, who came through Kralorela -- he does have "qu" in his name,

> after all. But I won't hold to this theory, it does seem a bit

> ridiculous.



I don't see why! A lovely idea! 
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Richard, Jeff:

The recent duck-debate has caused a bit of cunning Orlanthi Third Age

propaganda to resurface.  Without taking an opinion on the origin of the

durulz (although I have talked to David Dunham about the G-Con V theory

and I do find it persuasive), I cannot allow this to pass in good

conscious:



> the EWF if I remember correctly was a Yelmite culture if not Yelm

>worshipers, so once freed they would not be in a hurry to go back to

the >ways of a dimly remembered culture similar to their tourturers,

diluted by >whatever the constructs added.



I hate to say this but the EWF was largely a Heortling Orlanthi creation

- - and not a Dara Happan cultural creation at all!  The Third Age

Heortlings refuse to acknowledge their old cult of Orlanth Dragonfriend

(sometimes called Orlanth the Dragon) - just as they try to blame

Nysalor on the Dara Happans.



The EWF is also known as the Third Council - yet another indication of

the problems those Heortlings cause when they relax their local

bickering and unify to some extent.  



David Gadbois:

Easy. Ducks swim, undeads don't. Ducks vs. Undead in Marsh, Ducks

    win.



Ah, you forget the undead whale-octopus monstrosity that haunts the

marsh.  Remember, Delecti can stitch *anything* living together. [1]



    Figure also (sudden inspiration) that a duck community probably

    has some provision for flooding in the event of attacks, sort of

    like the Netherlands when they fought for independence.



Ooh, cool image.  I figure that the Ducks' "secret" is not one single

thing but rather a large array of tactics like this one that give them

an edge against Delecti's hordes.



    The little guys are neatness freaks? Perhaps the temples are

    largely for appearances, and the real rituals are out in the

    marshes. Maybe they involve the Great Feast of Roasted

    Undead.....(zombie tastes like chicken)



One of the things I flashed on at the recent con was of Ducks as the

penguin in the Wallace and Grommit short "The Wrong Trousers." [2] The

ducks put on a show of being good Orlanthi, but no one knows the

sinister rituals they actually perform back in Duck Point.



- --David Gadbois



[1] Though, of course, it doesn't stay living for long.



Stephen Martin:

I was not aware that the word "were" originally meant "man" -- if so,

then I withdraw the suggestion about hsunchen. Maybe -- I guess it would

depend on whether _Greg_ meant "were" as "man" or "were" as "the first

part of werewolf".



Erik Sieurin:

IRIPPI ONTOR WAS A DUCK,

or

ERIK S. ON DURULZ



Origin:=20

I've never really seen it in that light before, but the idea that the

Durulz were created by the EWF is brilliant and reasonable. That =

doesn't

mean I like it :-).=20



It might be one of the stories about "Where the Ducks come from" that

_humans_ tell. The more common is that the Ducks were once a human =

tribe

who committed some vile deed (such as refusing to fight chaos) and was

cursed with this silly and weak form.



The Durulz (who NEVER calls themselves Ducks - its an insult on par =

with

'nigger') know The Real Truth, of course. Without their ancestor,

Durulzan (the word meaning _the_ Durulz),Orlanth would never had been

able to kill the horrible Evil Emperor and Free the Cosmos.=20



You see, haughty Vrimak, the Brird-King, the Evil Emperor's overseer,

who flew over the World seeing that no-one dared do anything else than

what the EE told them, spotted Orlanth gaining Death from Eurmal, and

would have warned the EE. Durulzan stopped this by insulting the =

haughty

raptor, whose Pride of cause was greater than his duty, since he was of

the  Sky Tribe, who always keeps their noses (or beaks) in the air.

Vrimak swept down and beat up Durulzan, and thus missed to warn the EE.

The EE understood this as he stumbled bleeding towards Hell, and cursed

Vrimak to never speak again, since he did not want to do it at the

behest of his Emperor(1). And he cursed Durulzan to never fly again,

denying him the Sky forever. However, Orlanth, joyous with his victory,

blessed Durulzan with speech and hands (being a bird, he already walked

upright).

Durulz were thus Orlanth's FIRST followers, and most blessed by him.

That humans deny this is just smallmindedness. Humans have often

abandoned Orlanth - never so the Durulz.



The Durulz were also of vital importance during the Lightbringer Quest.

At one point Orlanth was trapped, lonely, without power, down in Hell.

Then a single feather slowly falls down to him - support from Above. =

WHO

DO YOU THINK THREW THAT FEATHER?! The Durulz, of course.

The Durulz gave secrets to Arkat. The Durulz told humans how to defend

themselves from the undead of the Marsh.



Of course, the Durulz are great magnanimous guys who never look down on

the humans just because they don't have the proud history of the =

Durulz.

Or at least the Durulz will tell you that, constantly. Over and over

again.



Religion:=20

The Durulz will be slightly offended if you ask them about their

religion. Of course they are pious Orlanthi just like their neighbours!

What are you getting at? If you then patiently point out that Ernalda

doesn't bear the honorific 'Frogmother' anywhere else but among them, =

or

that Humakt doesn't carry a rune-carved stake  outside there lands, or

that Issaries is shown with a staff in his hands, _not_ a paddle, the

Durulz will just squeak: "Yeah, so what? Does YOUR tribe worship the

Gods just like everybody else? Who are you, some damned Godlearner?" =

(2)



The Durulz pay special attention to Humakt, for the very practical

reason that he is good defense against the Undead of the marsh. If you

are to believe them, they are the main reason that the ghostly ghoulies

haven't overrun Sartar.



The Durulz, despite their pride of their 'civilisation', have many ties

to the Wilds and the Beasts. They make much noise about that, =

especially

if you are to travel with their rafts downriver and don't want to pay

their fees. "You know, the Beastmen do horrible things to humans, but =

we

are their KIN." They ARE very much in touch with the spirits, =

especially

those of the stream and marsh, which most Orlanthi shamans (Kolatings

and Earth Witches) feel uncomfortable with.



Relation to other races:=20

Going away from the From-Within-The-World-Mode for a moment, I have one

idea that I'm basically blood-bonded to, and that is that the Durulz,

though being incredibly inhuman physically, have very human psyches -

quite unlike other Gloranthan non-humans, their behaviour isn't really

_alien_. They are just like you and me, except that, well, they look

like humanoid waterfowl. Think of it. Spooky, really.



The Durulz will of course accept that they are not humans, and point it

out themselves. However, they most strongly stress that they are =

"human"

- - the adjective, that is. What is more, they are Orlanthings just like

the rest of them. This strong identification with Humanness, quite the

opposite to that of Hsunchen or Beastmen, confirm both the stories of

origin the Durulz tell themselves, and the stories the humans tell.



Otherwise they have about the same view of other races that other

Sartarites have, except that they are much more friendly with the

Beastmen, and vice versa. According to the Durulz, they preserved the

Great Orlanthing customs when others turned to evil Dragon Worship, and

afterwards, when humans couldn't live in Dragon Pass, they preserved

them even further. They will tell you they introduced the idea of the

Ring and the Lightbringer Quest and many other Good Things to the

beastmen, and that mighty Ironhoof's Speaking and Knowing Companions

always were Durulz.(3)=20



And oh, they treat Newtlings much like humans treat Durulz. Except they

do not hunt and kill them, they just emply them as boatmen for

near-starving wages.



Humans in general despise and look down on the Ducks - Jews of =

Glorantha

indeed. Cruel ethnic Duck jokes abound, pointing out their stupidity,

and cowardice, and greed. Kids jeer and throw stones. Duckish merchants

are robbed with impunity. Evil rumours - like, they are in league with

Delecti, or they greedily control river trade and cheat the Real

Humans(4) of money. And of course, they conspired to attack Lunars at

the worst possible moment. Serves them right they were outlawed by the

Loonies!(5) Yeah, they were their pawns _all along_! Waitaminnit, the

whole Lunar thing is a part of the GREAT DUCK CONSPIRACY!(6)



While Sartar's descendants ruled, most hatchets was kept buried, and

while people didn't stop jeering at the Fowlfolk, the number of robbed

merchants and ducks killed for fun decreased. The Durulz always have

been staunch supporters of the Kingdom, because they know it saves many

of their kindred's lives and makes life much easier.



The Lismelder tribe dislike the ducks, and feud with them (they are

neighbours, and Orlanthings - what do you expect?), but have deep

respect for them. They know duck hunters who follow the ducks into the

marsh never come home. They know their tribe would never have been what

it was without alliance with the Fowlfolk. And their Humakti

weaponthanes will speak with great admiration and some regret about the

Gelder's Swing, which humans cannot learn, and which the ducks invented

(7).



Ducks and Delecti:

Ducks have advantages in swamp fighting. They have Humakt spells and

religious support. They _know_ the undead.=20



Most importantly, Delecti isn't really that interested in the Durulz.

They make lousy undead servants. He sometimes have to use them, and =

some

of his ghoul and vampire underlings go for durulz blood n' bones but =

the

preferred subjects are human. Being a mighty lord of the undead is a

little embarrasing in a country where the dead a cremated (don't give =

me

that stuff about people initiated into different cults getting =

different

burials - except for a few really pious non-Orlanth Runies, everyone

gets a funeral pyre sooner or later), but Delecti does his very best.

Corporeal undead - the classic undead - are very rare in Sartar outside

the Upland Marsh, and Sartarites associate swamps with undead and

hauntings. Undead with any kind of intelligence have immigrated to the

Upland Marsh, including vampires and ghouls from far-away Esrolia.



Well, that's my take on the Durulz. Take it or leave it.





Notes:



1, Durulz know there are spells which make raptors speak, but those

spells really are ways for the magician to tell the bird "I have the

mandate of the Sky, you are allowed to speak for a short while."=20



2, Though there are unifying movements among the Orlanthings when it

comes to myths and stories - generally the Lawspeakers to tribal and

supratribal Kings - a question to a group of Orlanthi storytellers =

about

most anything ("How did this or that come about, what is most important

to know about this or that god?") will get the same reply as the same

question put to this digest - a very mixed bag indeed. Some of them

would probably start an intratribal war =3D flame each other.



3, Though this is probably just so much duckish boasting - a common

Orlanthing trait, the ducks would tell you - I am very enamoured of a

sort of Narnia-ish reign of Ironhoof with all those non-humans living

together. And the Beastmen may well have learned some civilisation =

stuff

from the Durulz.



4, Any Orlanthing tribe worth their salt would exploit such a

geographical and cultural position, and so do the Durulz. However, the

anti-anatians will tell you, they do it in a very Evil way.



5, One year of tax exemption for each Durulz head - this is for me the

best picture of the Dark Side of the Moon. Using their own intolerance,

that great vice to the Lunars, to pacify the cruel barbarians.



6, "You know, Irrippi Ontor, who wrote all their unholy books, was a

duck. Really, honest!"



7, The swing is based on the fact that a duck's shortsword relatively

easily reaches parts where human warroirs often wear no armour, and

where it HURTS.=20

This is, by the way, the only tidbit on ducks I've ever used that has

anything whatsoever to do with Donald&Co. The unforeseen combat

advantages of being Much Shorter is what made the McDuck Clan so great

(read ANYTHING by master comic artist and writer Don Rosa - especiallly

The Life of Scrooge McDuck).
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But, if the Ducks are transplanted Keets, is there really a "curse"?  Could

the curse not be just a somewhat gloomy aetiological explanation developed

by the Ducks to explain to themselves why they can't fly?  In actual fact,

the real reasons are the same as the proud and glorious Keets, who wear

their flightlessness as a badge of honour.  Those poor pessemistic Ducks on

the other hand lack the race memory and suffer for it with a lack of

self-confidence and pride.



Nah, what I was subtlely suggesting (too subtle, obviously) is that the

Ducks have some sort of secret relationship/alliance/truce with Delecti

that they don't make public.



Yum, I'm sure it does!  The temples are largely for appearance, because

they only **pretend** to worship "Humakt"!!  Although the Ducks egregiously

proclaim that they live "just like the humans around us" in actual fact

they are creepy, flesh-eating cultists in league with Delecti!



Please note that I personally don't believe this is true, but certain

paranoid Sartarites might!
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Paul Harmaty:

You must consider that Ducks breath and Undead don't.

Try to visualize a mob of Undead stalking the bottom of a shallow pond. They 

silently reach up and grab your (webbed) feet and drag you underwater until you 

stop struggling. How may underwater wrestling matches do you think Ducks would 

win?



I don't know why Ducks prosper on the fringe of the Upland Marsh, but I'm 

skeptical of claims that it's military superiority.



Simon Phipp:

Personally, I see the Ducks as having been one of the children of Vrimak

who lived in Ganderland on the Slopes of the Spike as subjects of Yelm.

Somehow they quarrelled with Yelm, Ganderland was destroyed as a result,

the Ducks split up into bands and wandered Glorantha, becoming weaker and

weaker. Eventually, some settled in the East Isles, some in Genertela, some

elsewhere. Most groups died out but some survived. The EWF, as part of

their experiments into dead races, tried to bring back the ducks (after

all, centaurs and minotaurs existed before the Dawn, too) and merged the

current Ducks with their own race. However, the Ducks just carried on as

before, living in the land near the Creek Stream until the Evil Golden

Horde attacked and Delecti made the Upland Marsh to protect his subjects.
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Rick Meints:

Delecti was a sorceror and heroquestor (of sorts) who reached the height        

of his powers during the time building up to the destruction of the EWF.        

He was tipped off about the impending doom from a group of dragonewts           

who disagreed with the destruction plan. Using a ritual he learned on a         

Heroquest, he emulated Korang the Slayer (KoS) and broke Hard Earth and         

wounded Sky River Titan. His rods of power being the specific device that       

keeps the wound from healing and the swamp flooded and mucky.                   



To avoid being destroyed by the dragons, he had to make himself and his         

people "invisible". The dragons scoured the "land" for all "humans".            

He and his followers lived in a "swamp" and were "undead". The dragons          

passed him by. He turned the dragonewts who helped him into zombies,            

thus removing them from the realm of dragonewts and the inevitable              

revenge of their leadership. Delecti quietly went back to his previous          

endeavors (stiching, immortality, creepiness, wearing black) and didn't         

do much until the resettlement of Dragon Pass brought new neighbors.            



Delecti defends his realm with a number of types of undead creepies. They       

constantly patrol and wipe out all invaders according to Delecti's orders.      

They basically are "Kill all men and beasts that walk the earth or fly          

the skys." Ducks slip through the cracks. They are neither men nor beasts,      

but something in between. They do not solely walk the earth or fly in           

the air, but also swim. Note that many aquatic creatures are not bothered       

by Delecti either. His rituals are rather frozen in time (oh, the price         

we pay for immortality) so he can't really change his operating plans.          



Ducks have an odd fate in Glorantha, and I pretty much agree with what          

Stephen Martin outlined as to their history. They were created by Vrimak        

to serve Yelm. They fell from grace (in more ways than one) and lost            

their powers of flight. They sided with Orlanth and, eventually, Humakt         

once they were cast out from Yelm's court. Not really fitting in, they          

chose to sever most ties as did Humakt. Ducks mainly want to be sailors         

on rivers and inland lakes, or fishermen.                                       
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Joerg Baumgartner:

IMO undead float, from all those gases which bloat them as soon as they get

wet. Zombies should rot away, especially Delecti's non-standard RQ3 ones.

Slowly, but steadily. Everything else should be mummyfied by some means.



Anyway, the ducks' ability to change their depth in water at will should

count for a strong tactical advantage. Diving ducks are almost as good as

flying wind children in combat.



Simon Phipp:

Rick Meints points out how Delecti may have created the Upland Marsh, using

a version of Korang the Slayer's Quest. I alwasy assumed he did something

akin to the binding of the Mad Sultanate by persuading the Earth Nymphs to

break up the Earth, similar to the SnakePipe Hollow creation. Hmmm, would

Delecti have used a Chaos HeroQuest, I'm not sure......



I also happen to think that Delecti himself was not saved by his actions

and was killed by the True Golden Horde, that is why he is Undead (I

believe he is Undead, but certainly not a Vampire).



David Dunham:

I still think there are two positions: Ducks were originally birds, or

ducks were originally humans. How this happened is a second-level choice (a

godly curse or Delecti's [or other EWF Remaker] meddling). Finally, the

third level choice: are they happy. This gives at least 8 positions, such

as: "Delecti took ducks, bred them for size, and implanted human brains.

The Ducks appreciated their ability to thrive in swamps, and forever

thanked Delecti" or "The gods cursed the Durulz clan by converting them to

duck form. This awful curse constantly reminds them that they didn't help

against chaos, which is why they're now so rabidly anti-Undead." The other

6 positions are left as an exercise for the reader. There are of course

sub-variations, depending on how closely you want to connect them to keets.



As to the Great Darkness, that's a myth, and might not be 100% historically

accurate. Also, it may be they WERE cursed during the Great Darkness, but

the form change didn't happen immediately. (Maybe Delecti took pity on the

humans cursed to live in the swamp, and gave them a form that let them

thrive.)
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Sandy Petersen:

		Keets voluntarily gave up their ability to fly in order

to empower Thella's Net, the mystical conjoinment of the East Isles.

They regard this as a great loss, but the Net is more important than

their power to fly. 

		Keets come in many varieties. 60-70% of them are ducks,

but there are also tern keets, gull keets, jaeger keets, crane keets,

puffin keets, merganser keets, coot keets, avocet keets, heron keets,

egret keets, killdeer keets, to name a few. And there are rarer

varieties, too, such as albatross keets, ibis keets, tropicbird keets,

pelican keets, and the dreaded flamingo-men. 



Bernuetz, Oliver:

This is a very RQ3 rules related response but considering the size of

ducks and their favoured weapons (short swords) they'd be so much

meat versus undead.  Only slashing weapons are particularly effective

versus undead and most ducks are too puny to effectively utilize them.

It's true you can use a short sword to slash but not underwater.  Ducks 

would

probably use their superior mobility to evade undead.  I doubt they'd fight 

them

much.



I can't remember who said it but someone had the theory that the ducks

escaped the notice of Delecti's undead through a technicality-i.e. they

were neither air, water or land creatures.   I like this explanation much 

better

than any suggestion that ducks are great undead fighters.  Undead just

aren't the sort of critters that puny species can defeat on a regular basis.



Michael Cule:

In the God Time there existed on the south-eastern slopes of the Spike,

Ganderland where all the intelligent species of the feathered kind

existed in service to their Lord Vrimak and the Emperor Yelm. Ducks,

herons, magpies and many more lived there to act as courtiers, heralds

and entertainers at the court of the Emperor of the Universe. Some sang,

some danced in the air and some carried information for their Lord.



(Some people say that the Ducks were Yelm's Jesters. But that's just the

sort of thing some people would say!)



But then Orlanth the Rebel came and slew the Emperor. The world plunged

into darkness and their purpose in life was lost. 



In one tribe there was dissension: the leaders of the Ducks were

divided: One part said that they should stay with the other winged

species and maintain the honourable way of their ancestors. Others said

that Yelm had proved to be a weak god and they should turn to the

service of the mightier god, Orlanth. The traditionalists stayed behind

and the rebels left the Spike. 



The rebels settled in the land to the north of the Spike, what is now

Maniria. They turned their alleigance to the Storm Gods and forgot their

one-time loyalty to Yelm. 



The traditionalists stayed in the rapidly decaying nests of Ganderland.

When the Spike shook and then shattered at the infiltration of Chaos

they and the other intelligent birds took flight. They took themselves

to the East Isles. There one tribe turned to chaos and became the

pteradactyls. The remnants of the winged peoples became known as the

tribes of Keets. They had a single ancestral cult that kept them

unified: the daughter of Vrimak Grandmother Keet. Each tribe also had

their own tribal god, in the case of the Ducks Mother Duck.



Now at the Dawning there were many loose ends to be cleared up. The

goddess of Dreams had to weave her net to seperate that which was Real

from that which was Unreal. The interface between the Godtime and the

Mundane World that is the Net of Dreams had to be carried in the instant

of Yelm's rise to every corner of the world. No one would agree to carry

it but only the youngest and least regarded of the Gods of the Winged

Ones. Each Duck-Keet was asked and each gave up his power of flight that

the world of Dreams should be put in its proper place. Mother Duck flew

bearing the Net of Dreams to every part of the world.



"I go now, and you shall see me no more," she told her children. "But

there is one who shall come to bring you to the skies again. There is

one last Egg." And then she flew.



{{That is very much In My Glorantha. Her last egg was stolen and taken

by the rebellious Ducks. It is now on its way home...}}



And as she flew over Dragon Pass her forgotten disobedient children

likewise found themselves coming down to earth with a hell of a bump!

The Durulz have no idea why this happened. They themselves suspect that

it was a curse but try getting one of them to admit it to an outsider.

None of them think it is in fact something to be proud of.



The histories of the Durulz and the Duck Tribe of the Keets developed

seperately. The Keets had some interface with both Western Culture

(through the missionaries of the Good Sorcerer) and with Vormain. (So

that I can have Samurai Ducks!) The Durulz developed into the cunning

fighters and (fairly) orthodox Orlanthi that we know and love.



One point that I haven't clearly decided is the question of live young

or egg bearing. Mythologically, there is no reason for the Duck-Keets

sacrifice to change them in that regard. So what I'm thinking is that as

the rebellious Durulz went north, Vrimak cursed them in that regard,

saying "If they wish to be the creatures of Orlanth let them be

Orlanth's in full measure." And so in this regard they became mammals

(the creatures of the storm). This curse did not deny them the power of

flight. There are flying mammals.



So what I'm tending to now is that the Duck-Keets still lay eggs while

the Durulz don't. What would happen if they tried to mate is a very good

question....
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Simon Phipp:

Sure, they can swim around the undead and stab them with their little

swords (what is the best mode of underwater attack - impaling weapons, what

are most undead resistant to - impaling weapons - Ha! Ha!) or they can be

ripped apart by a beefed up Mummy or Zombie. Guess who wins? Ducks do have

valid tactics against undead, but these mainly involve upsetting boats or

barges, tipping zombies and skeletons into deep water and then running away

while the Undead get to their feet and walk slowly to the nearest island.

However, Duck Shamans would be able to bless Water and hurt Vampires (I

read Vanitas by SP Somatov the other day and there was a Thai Sage who

managed to  Bless the Rain and drive off a Vampire - could be a good Hero

Power or Spell for a Water Cult - Bless Rain). Anyone can burn undead,

assuming they are not too soggy, once undead come onto land they can be

ambushed and destroyed like anything else. In water, they reign supreme

though. Pity they can't swim (with the exception of Vampires who prefer not

to as explained above).
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Nils Weinander:

>In fact, I am not very attracted to Keets. I see them as an asty solution

>to fill a gap in the description of Glorantha. Something like "We need to

>populate those east isles. What can we do about it? Hey, look at ducks.

>Lets just put there ducks, but with the opposite social characteristics of

>the DP ones and with another name. Great!"

>I don't know if it was like that, but from the point of view of an

>outsider, that's how it looks like.



There isn't much official information about the

keets. Unofficially though:



* They are not the only inhabitants of the East

  Isles, humans are in majority.



* The keets (and the local humans) believe that

  the keets were originally an atonement gift

  from the sea gods to the sky gods after Lorian's

  invasion of the sky.



* In the ancient Golden Empire, the keets were the

  heralds and messengers.



* When Tyram's forces had invaded the empire and

  Xamalk's blows had killed the sun and the Golden

  Emperor and shattered Vithela, Thelal, the goddess

  of dawn saved the world by making her net which

  bound the islands together again. The keets helped

  cast the net out by sacrificing their powers of

  flight voluntarily. They are respected for this 

  and still closer to Thella than other races.



* Even if they are respected and honoured the keets

  are still the target of sime ridicule. After all,

  a sea bird who walks and talks like a man is _silly_.



Yep, there are many keet tribes: duck, seagull, pelican

etc. Not to forget the flamingo. Don't ponder too deeply

on the last or the imagery will turn you insane.



It's a fun idea, but no right thinking keet would

worship Death. Actually, no East Islanders at all

(except the inhabitants of one weird island) worship

"Humakt".



The ancestral home of the keets is Itlanmorango,

the monster island, a very perilous place for humans.

It does have volcanoes and it is being occupied by

the pterodactyl keets. The keets who live there are

brutal savages who frequently sacrifice their own

(all roasted and nice) to placate the beast gods of

the island.



Carl Fink:

However, I kinda like the rotting zombie thing, so:  clearly swamps

are magically capable of making things rot.  Think about it -- even

creatures that don't normally live in swamps rot.  For instance,

humans who try to live in a swamp get fungus infections, and these go

away when the human leaves the swamp for a while.



Shamans of swamp tribes (like ducks) presumably contact the swamp

spirits to get protection from the rot.



Remember that while phenomena like fungus infections happen in

Glorantha, they have magical rather than physical explanations.
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Klyfix@aol.com:

Still, from what I recall of _King of Sartar_ part of the reason

Sartar had good relations with the ducks was that the ducks were what kept

the Undeads in line in the Marsh. When the ducks were reduced, the Undeads

caused trouble. This implies that the Ducks have some sort of way of dealing

with them. Might be tactics suited to their amphibious abilities, or special

secret magics, or some remembered EWF magics and rituals and charms that

would work on critters made by an old EWF mage.



      One thing that occurs to me is that it's The Upland Marsh, not The

Upland Big Lake. It probably isn't terribly deep except in a few pools,

maybe. A human sized Undead is wading hip deep while ducks are swimming and

diving around it. The little guys cut its legs out from under it. Small is

better. Now if Delecti decided to borrow the Zombie Gerbils from the GURPS

Fantasy Bestiary the ducks might be in trouble. :) 



I'm not terribly fond of the first view; heck, as I was reminded when

watching part of the "Darkwing Duck" cartoon that most Disney Ducks speak

prefectly normally. But I do think that ducks living among humans and

adopting human culture _will_ tend to be objects of ridicule, placed on the

defensive and probably reacting a bit like Donald. It'll be a rare and

exceptional duck who really is respected by humans or anybody else.



     I'm inspired by Sergio's suggestion of Eurmal the Duck Friend, however.

I'd suggest that among the Durulz tricksters have a higher place in society

than among their Orlanthi neighbors; they aren't outcasts as such. The

function is a bit like what Mark Sabulaskas suggested a few Digests back with

his Trickster "accidentally" dispatching a Riddler when no one else in the

tribe could; protecting the ducks from hostile outsiders. 



      Here the model is Daffy Duck, as portrayed in older Warner cartoons.

Our duck trickster harasses and insults and even attacks (in a bizarre

fashion) those who would harm the durulz. I'd propose that the duck trickster

is in a subcult of Eurmal; the duck trickster would never harm another duck

(except maybe an outcast) but it's open season on anybody who might mess with

the tribe. 



       Often the only ducks an outsider might see is a Trickster, and from

this they determine that all ducks are a joke. But they may well find out

otherwise; I don't think that ducks follow Humakt as a suicide cult.
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Guy Hoyle:

It is my considered opinion that a Trickster Duck wouldn't even 

survive the character generation process long enough to be killed 

during play.  The very gods themselves would act in unison to 

eradicate such a perversion. ;>
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Erik Sieurin:

One point that I haven't clearly decided is the question of live young

or egg bearing. Mythologically, there is no reason for the Duck-Keets

sacrifice to change them in that regard. So what I'm thinking is that as

the rebellious Durulz went north, Vrimak cursed them in that regard,

saying "If they wish to be the creatures of Orlanth let them be

Orlanth's in full measure." And so in this regard they became mammals

(the creatures of the storm). This curse did not deny them the power of

flight. There are flying mammals.



But there are no mammals who does not give their kids milk - that's the

definition of a mammal. That doesn't mean it holds in Glorantha, but

it's an old one in the RW.



So the question is: Does female ducks have tits? (The same person who

maintained that ducks must have teeth, otherwise they couldn't hold

their cigars, might perhaps reason: "Of course! What else would young

drakes make locker-room comments on?") Do they breast-fed their young? 



I hade another idea why their is sort of a peace between the ducks and

Delecti.

Ducks do have anti-undead magics, but the major reason Delecti doesn't

attack them is that they have control over the swamp.



The ducks have always seen themselves as _human_, except in looks. They

feared the Dragonkill War (despite, they maintain, not being active

Dracophiles). It was they who raised the swamp from the waters of their

native river. Themselves in-between man and beast, their lands

in-between earth and water, they hid from the dragons.

So did Delecti and his minions.



The swamp is kept as large as it is by the ducks. Lakes and swamps tend

to slowly be overgrown and disappear in certain types of terrain - and

Dragon pass happens to be such a terrain. If the ducks did not perform

their rites to the river spirits every year, the swamp would begin to

dry out. The swamp, or rather its borders, gives the duck a favored,

fertile habitat. It is rich in fish, insects and various water plants

they love to eat. If the ducks wish, they can extend the swamp.



Delecti also derives his powers from the swamp. He has no real chance of

moving in lands which are not covered in water like that. Outside, he

would be struck by the curses of the dragons (or just devoured).

Similarily, his more powerful creations (stitched-together dinosaurs,

dream dragons, giants etc) cannot leave the swamp and its closest area.

Delecti turned to the Vivamort cult just to get minions who easily can

move outside the swamp. Thus his lands and lair became an haven for

undead, not because Delecti likes them, but because no one else wants to

work for him. (Which makes him Dr Frankenstein with his castle guarded

by vampires. Suits me.) 



Delecti knows that if he destroys the ducks, no more swamp, and he

becomes dragon lunch. Since his wonderful projects aren't half finished

yet, that must not happen. Thus no major actions are taken against the

ducks.

However, his newer minions need to feed on the life-force of sentient

beings. The closest sentient beings are the ducks. The ducks have turned

to intensive Humakt worship to reduce the number of vampire and ghoul

victims, and their Lismelder neighbours have followed suit. As mentioned

before, the Vivamorti really doesn't want duck minions (Count Duckula?

Naaah.) so they just suckem dry, they do not animate them.



The ducks, of course, know that they could wipe out Delecti by stopping

their rituals and letting the swamp dry up. However, that would be the

same as normal Orlanthi starving their cattle. They have no interest

whatsoever in doing something like that.
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Rick Meints:

Some have put forth the theory that the ducks control the marsh and are         

responsible for its maintenance...                                              



King of Sartar makes it pretty clear that Delecti's pale skinned dancers        

and their rods of power are what creates the Marsh and expands its borders.     

Both the Lismelder and the ducks try to thwart these plans for expansion        

but they are often unsuccessful. My theory is that Delecti uses some            

rituals he lifted from Korang the Slayer, and the rods of power are             

symbolic of the wounds caused by his spear of slaying.                          



As for the ducks...                                                             



Far be it from me to stifle anyone's creativity. I certainly wouldn't enjoy     

seeing ducks played only in a very narrow stereotypical way. I also don't       

care whether they are PC's or NPC's. I mainly would use them as colourful       

NPC's, but then again I would do the same with most of the elder races.         

I guess that what I am trying to avoid is making ducks too mainstream.          

(pun intended). Most people would rather tease/fight/roast a duck instead       

of befriend it, just like they would most other elder races, just like          

most elder races would treat humans. Post modern acceptance of multi-           

culturalism doesn't really exist in most of Glorantha (although it can          

if you want it to.) Translation: most races don't get along, and don't          

really have any desire to, even though we would find that racist and            

rather sad by modern standards.                                                 



Remember, many of the visitors to Boldhome thought it was cute that the         

ducks were given their own zoolike habitat. The ducks called it their           

embassy, but to most it was a fun zoo exhibit. I'm sure many passers by         

tossed bread into the water in an attempt to feed the silly creatures. :)       
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Simon Phipp:

> What if Delecti isn't the bad guy after all, but really a heroic martyr?

> What if he is really combatting some greater evil, keeping it under lock

> and chain so it won't escape into the world?



Hurrah! Sense at last! He saved his people from the Infernal Horde,

preserved a measure of the Tranquility of God Time in his Marsh, has

preserved his folk from harm and has given them a measure of immortality.

Now all we need to do is to find out what he is gearing up to fight against

(I believe that Delecti expects the Infernal Horde to return from the North

and West in order to plunder Dragon Pass again and he is making sure that

this time he is good and ready to stop the Monster Army).
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Klyfix@aol.com:

Duck Trickster Liberation!!

And that's exactly why it's a "subcult"; it isn't Orthodox Eurmalism.

It's the Reform Durulz Tricksters. :)  The Duck Trickster doesn't see much

fun in beating up on his own folk; everybody else seems to do that given a

chance. It's _much_ more fun to do funny nasty things to the guys who'd harm

the ducks. 



      Why, after all, would all the Trickster cultists act in the same way?

That'd be conforming to a standard of non-conformity. The duck ones act

differently from the human ones. There's little Game Fun in having ducks

tormented by everybody and by tricksters too, I think.



Simon D. Hibbs:

You've got to be kidding me! Duckula's natural home has to be Glorantha.

Anyway, if Delecti and his zombies don't bother the ducks, why are they so

keen on the Humakt cult? It does not make any sense. Thusm given that the

ducks are at war with delecti, what better minions to send against them

but their own zombified or subverted undead kin?
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Bernuetz, Oliver:

It's been a while since I've read King of Sartar so I can't argue with you 

there.  I

just have trouble seeing ducks fighting undead considering their size 

disadvantages

and low strengths.  They'd have to have special rituals or magics.



True but....I was thinking about this at lunch today and realized that 

undead like

skeletons and zombies are always out of their element.  They're unnatural 

and have

no native environment.  Just because a human would be at a disadvantage 

standing

waist deep in water doesn't mean a skeleton or zombie would be.  If you 

start worrying

about how undead do in the various environments they're in depending on the 

corpse

they're made from you realize human zombies couldn't see in the dark.  A 

bunch of

human zombies stumbling around in the dark needing light?  I don't think so. 

 Zombies

and skeletons are always at a disadvantage when compared to living 

creatures.

Zombies are slow and stupid and skeletons are weak and fairly fragile.  To 

them it

makes no difference where they are whether they're on land or 

underwater-whether it's

day or night or whatever.   Of course they cannot survive in certain 

environments like

fire and deep mud or quicksand might bog them down enough so they can't move

but otherwise they equally uncomfortable everywhere.   In game terms I would 

say they

never suffer from environmental modifiers like darkness or being underwater. 



Rick Meints:

Several people have pondered about the Ducks, Humakt, and undead foes...        



I think it is a fairly safe assumption that most ducks are not Humakti,         

just as Humakt worshippers in Orlanthi society only comprise a small            

percentage of the whole (way less than 10%). Humakti sever their ties to        

their people and are often loners (IMG) who at most stick to their own          

kind. Ducks tend to only be accepted by other ducks, on average, and so         

that would make them even more of an outsider.                                  



Just because they live in close proximity to the Marsh and its undead           

minions doesn't mean that ducks and the forces of Delecti are in a              

constant state of war. I think the ducks practice the fine art of               

avoidance, and pick and choose their battles very carefully.                    



As for what ducks do worship...                                                 

Most would worship rough analogs of basic Orlanthi deities, with a little       

ancestor worship thrown in. Things like river spirits, etc. I suppose           

that the occasional duck could join just about any cult in the region           

they live in, but they would certainly be rare indeed. Ducks don't have         

a far reaching understanding of the world around them. Most have never          

travelled that far from the safety of their friends and family. They            

seldom get invited to be a part of other cults ceremonies, or over for          

tea. (although trolls love inviting them over for dessert.) I've always         

thought of most of them being similar to the Zola Fel cultists who              

worship various fisherman/stream/cool fish type of deities. If there is         

a rice based equivalent of Barntar, the ducks would be first in line.           

They may have an offshoot of some type of gorakikki cult, since they            

love grubs, bugs, etc. They may even have a small heretical sect of ducks       

who are trying to get back into the good graces of Yelm and Vrimak.             

Perhaps they are known as the golden junior bird men...  :)                     



That's how I think of ducks, let the dissent begin.                             



PS: ducks do know how to roll cigars, but they don't make them out of a         

    high quality tobacco, but more likely an odd swamp grass.                   
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Simon Phipp:

Erik Sieurin proposed the idea that the Ducks keep the Upland Marsh as it

is which is why Delecti does not persecute them. He also suggested that

Delecti hides in the swamp to escape the Dragons' Curse. These ideas fail

for two reasons. Firstly, the Dragons' Curse no longer holds - it was

broken centuries before by those who settled Dragon Pass, so Delecti need

not fear the Curse and does not need the Marsh to hide out in. Secondly,

Ducks are a Theyalan people and would never act to support Chaos. Marshes,

thanks to the actions of that great "Chaos Helper" Waha, are tainted by

Chaos - helping to keep the Upland Marsh going tends to further the cause

of Chaos. I think that there is continual warfare between the Pale

Daughters as they try to expand the Upland Marsh and the Ducks who try to

stop them and to reclaim parts of the Marsh. This is why places like Duck

Pond and Duck Tower resurface after years of being lost in the Marsh. 



I liked Erik's description of the Upland Marsh as a fertile haven for the

Ducks - I see it as a large Wildlife Sanctuary maintained by Delecti and

his forces where Ducks and Newtlings and the animals of the area can live

in peace and safety.
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Erik Sieurin:

If you READ my post, Simon, you'd find I said that the Vivamort guys

which is Delecti's major defense (so he can concentrate on his serious

research into the mysteries of life - my theory is that he wishes to

create life by stitching things together, and so far only has produced

undead) suck a lot of ducks dry (thus killing them). Having a fair share

of your relatives killed by vampires could make any duck (or man - look

at the Lismelder tribe) keen on Humakt.

> It does not make any sense. 

Read my lips: Having your kin killed due to THEIR SOULS BEING EATEN BY

CHAOS HORRORS is as good cause for Humakti worship as any other.

> Thusm given that the

> ducks are at war with delecti, what better minions to send against

> them

> but their own zombified or subverted undead kin?

Gimme a break! Zombiefy a duck? Zombies are fairly worthless critters to

begin with, and cost a lot of time and effort (not to mention POW) to

make. (IMC note: I always consider that undead take time and effort ot

make, and thus there are no puny silly skeletons and zombies IMC. I

threw the worthless RQ3 rules for these stuff in the waste basket from

the start!) Their main advantage is their strength - which becomes less

when you start with a duck. Their main disadvantage is their slowness -

which becomes even greater when you start with the short-legged duck.

(For lessons in How To Dispatch A Zombie, see the movie Witch Hunt.

That's the main reason to see the movie, despite it having Dennis Hopper

as tough private eye H. Phillips Lovecraft) Add the great pride and

self-consciousness of any Vampire. If you are a terrible undead horror,

a servant of the unholy void that is Vivamort, you need dignity. Duck

zombies or lesser servant vampires equals no dignity! No, what you need

is zombiefied tyrannosauri, beautiful slim women in dark dresses, hordes

of Army-of-Darkness-lookalike wight warriors... Oh well, perhaps you

could add a snivelling duck hunchback which you can beat up when he

suggests the Heroes might survive your Master Plan.



> I think it is a fairly safe assumption that most ducks are not Humakti

> 

	Agreed. But Humakt worship carries less of a stigma among Ducks

and Lismelder tribesmen than among other Orlanthi.



Agreed again. Its rather like this: The vampires carefully instruct

their zombies each dawn what they will do if intruders (Duck Humakti)

appear, and worry about their Protective Circles being broken while they

lie waiting for what vampires do instead of sleeping.

The ducks carefully checks their wards, let out the dogs, and hope the

little iron death runes hanging on the door won't fall downn during the

night.





Simon Phipp:

By the way, I liked Sergio's theories on Duck reproduction - keeping the

eggs within and bearing live young when the egg hatches, excellent. The

duck children should be able to walk around within a couple of hours,

though, if RW ducks are anything to go by. Also, I can't see why they reach

adolescence earlier than humans yet mature at around the same time, but

there you go. Didn't much care for old ducks willing themselves dead - I

reckon that Ducks would try to hang on for dear life, after all what kind

of Afterlife would they get, assuming they don't worship a major cult?



Andrew Joelson:

	There's been lots of interesting stuff on Delecti & why the Ducks

are on the edge of the Upland Marsh recently.  My take on this is that the

ducks and Delecti have some sort of arrangement.  What, I am uncertain.

The suggestion that Delecti needed help, or at least the agreement of the

Ducks to create the marsh seems sensible.

	At any rate, when the ducks were persecuted in the 1200's, and

driven away, they promised awful vengence.  The orlanthi just laughed,

but that stopped pretty quickly when Delecti's monsters started wandering

out of the swamps and attacking people.  The tribes had to pay the ducks

compensation for damages, and help rebuild houses to get them to return.

After that the problems stopped.

	IMO, Delecti leaves the Ducks alone, he doesn't send anything after

them, and generally keeps his creatures away from them.  They only have to

fight an occasional creature that wanders into their areas by accident.

The Humakti stuff they've picked up is enough to handle the infrequent

'wandering monster'.

�GD V5#117



Simon D. Hibbs:

Ok, so duck zombies are pretty worthless against average adventurers, but

they're pretty keen aginst other ducks, which is how I imagine them being

deployed. Properly preserved they can swim, and can fit through tunnels

and round obstacles that would foil a human sized undead. To be crass for

a moment and turn to the rules, most ducks have a negative DM, which makes

a duck zombie pretty hard, relatively speaking.



Stephen Martin:

Without reading Sergio's post, let me just say that Greg has said that at

the time of the Dragonkill War (i.e., before Delecti), the area where the

Swamp is now was a series of clear lakes.



I also got the impression that part of the reason for the creation of the

Swamp was the damming up of the Creek Stream River.



Consider this -- perhaps the Swamp was formed later, when Belintar

changed the flow of the River? I am sure that, for a time, the River had

no outlet, until Belintar created the New River. So, Delecti may not have

created the Swamp at all, he may have had to do other things to escape

the dragons.



Like become a vampire and turn all his people into zombies, so that they

would no longer qualify as humans, and thus would be safe from the

dragons.
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Erik Sieurin:

I repeat my argument: For me, creating undeads are a labourius and

costly process, which you don't do unless you get your value for the

money. If you have to choose between waiting until you get a human (or

even better, a great troll) corpse to animate, or animate a duck, you

wait. Especially if you are an undead necromancer. I agree that as

sneak-around types, undead zombie assassins might have a place, though

zombies aren't first-class sneakers.



Now, mind you, if there is some necromantic spell similar to Raise

Graveyard from the Elric-supplement The Bronze Grimoire, which is known

to Delecti or his minions, a temporary animate mindless bodies thingy,

I'd be inclined to agree with you. Come to think of it, the sorcerous

Animate (Dead) from Sandy's sorcery was quite similar, though I didn't

really like the way it was written up.



Heck, it's such a cool idea that I say there are temporary animation

spells, and that Delecti knows'em. And THEN there ARE hordes of undead

ducks in the marshes. Satisfied?



> SOMEONE in Glorantha makes sacrifices to the bogs; I just don't know 

> why yet.

The Ducks? Note: The sacrifice is to the BOG, not to Delecti. Also note

that not only humans, but animals and Valuable Stuff (gold, silver, good

household goods) was sacrificed this way.
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Michael Cule:

As to the origins of the Marsh there are three possibilities:



1) The Marsh is a side effect of Delicti's experiments. The Life in the

area has been drained to power his work and the earth reacted in this

fashion to the magical pollutants he puts out.



2) Something else created the Marsh to trap Delicti. 



3) Delicti created the Marsh to stop people from interfering with his

chosen lifestyle. And possibly to hide himself from the Dragons. ("No,

Mr Dragon, no humans here. Just us dead people....")



I rather favour this last explanation. I think I would place the ancient

homes of the Durulz in the Marsh above Duckpoint, to give them an

additional reason for hating the Necromancer. Duckburg (why not?) and

Duck Tower and similar abandoned settlements can be fitted neatly into

the swamp and give Duck adventurers places to try to find and things to

try to retrieve.
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Stephen Martin:



In response to Sergio's comments about Zong being the Hunter God

associated with hunting insects. This statement is not quite true, nor is

the strict elemental breakdown he has in the same paragraph.



If one will look at the descriptions of the Hunter Gods in Gods of

Glorantha, one will see that Zong provides spells to Command all rodents

in addition to insects. Found-child, who does not fit Sergio's scheme at

all, provides spells for mammals, reptiles, and birds. Odayla provides

spells effective in commanding wild fowl (i.e., birds). Rasout, another

non-elemental deity, gives spells for mammals and reptiles both.



The key is that Hunter deities are NOT element specific -- they are

culture specific. Odayla is the Hunter Deity for Orlanthi peoples, and so

he should be the Hunter Deity of the ducks, who are much closer to

Orlanthi than to trolls, certainly Sergio will agree to that.



But, as worshiped by those very few duck hunters (for ducks are not

generally hunters IMO, they are fishers), he would provide spells for the

type of prey they hunt. This _might_ include insects, but is more likely

to include small birds (Duck cannibals, yeah!), rodents, etc.



Note that, as I said, I think far more ducks are fishers than hunters.

And there is a local fishing god in the area, called Pelaskos (mentioned

in the Holy Country article in RuneQuest Companion). Given the nature of

the Four Providers in Orlanthi society, I assume most Orlanthi would say

he is a son of Orlanth as the other three (Barntar, Odayla, Voriof) are.
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Sandy Petersen:

It is well-known that ducks are not immune to being turned into zombies.

One of the most common monsters encountered in Delecti's Marsh are duck

zombies. After all, _something's_ got to be the least terrifying enemy

in all Glorantha!



	It's known for a fact that there are Duck Vampires in the Blind

King's Palace in Pavis. I've met 'em. In fact, the Blind King's Palace

has other types of vampires as well. The Vampire Ducks weren't too bad;

only about as tough as a human (after all, their doubled STR gives them

a damage bonus of maybe +1d4 if they're lucky The most terrifying thing

we fought was a centaur vampire - its MP-draining "touch" attack was

it's kick, packing an awful punch. And the kick did 1d6+3d6 damage

(doubling a centaur's STR is bad news), so even if it _hadn't_ drained

our MPs we would have hated it. We also encountered some elf vampires,

whose magic arrows drained MPs & HPs equally.  



Carl Fink:

Are you familiar with, oh, birds which wade in shallow water and spear

small fishes on their sharp beaks?  That's a skill a duck could learn,

IMO.
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Andrew Joelson:

	Owls would be okay as 'sun at night' types.



	Birds that turned to Darkness became bats.  Light worshippers

with bird familiars/allies that turned to Vivamort created the vampire

bats.
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Sandy Petersen

		Sorry, Sergio. This is not so. Real World ducks are

primarily vegetarians who feed on algae, grasses, pondweed, and an

occasional tidbit of insect, frog, etc. Anyone who has kept ducks (as I

have) is well aware of the fact that they are NOT carnivores. When you

go to feed ducks at the pond, what do you take with you? Tidbits of

meat? NO! You feed them bread. 

		That said, some ducks are more carnivorous (or more

vegetarian) than others. The type of duck known as the merganser are

definitely piscivores (fish-eaters). However, mergansers have narrow,

saw-toothed beaks, and are easily distinguishable from the ordinary

flat-billed ducks. Sartarite ducks are invariably portrayed with wide

flat beaks, hence are not mergansers. 

		Another duck variation is between diving ducks &

dabbling ducks. Both of these are mainly herbivorous, though - the

difference is whether they eat floating plant matter, or dive to the

pond bottom for their food. 



	Wait! What vegetables do they eat? IMO they have almost no

agriculture, they are fishers, hunters and recollectors. 

		They eat laverbread, what else? Ask any Welshman. IMO

they have plenty of agriculture - every duck home has its pond. Also,

they raise rice (of course). 



	Sandy, IMO ducks drinking milk makes no sense (specialy if you

agree with

	me they are basicaly birds, not mammals).

		Tough. I think they keep cows, goats, and sheep, all of

which are milkable. They're probably bigger on the sheep, though,

because of the water connection. 



	> their natural inclinations and body form make them rather

crappy hunters.

	You don't need a special 'body form' to set a trap for a rat, a

lysard or a small bird (men don't have the best 'body form' to hunt

lions either).

		First off, I don't think anyone whose hunting

inclinations are restricted to setting traps for muskrats and lizards is

going to bother to worship a hunting god.

		Men have a fine body form to hunt lions. We're evolved

as visual plains pack-hunters, and are the only animal in the world even

capable of hunting lions. Humans are actually pretty well-designed as

hunters, when you consider that we are evolved to use stone-age

technology. Stone-age men can hunt mammoths, bison, crocodiles, and

whales. We're devastating. 

		In what way are ducks inferior in body form? Well, 

1)	they're shorter. For a sight-hunter, height is important.

2)	They're slower. Humans aren't the fastest animals around, but

we're not the slowest, either. We're around average, actually. 

3)	They can't climb very well. 

4)	They're weak and small. 

5)	They are less able to cooperate with one another. Humans are

excellent at cooperation, ducks less so.

		None of these are killers, but the whole ensures that

ducks aren't as good as humans at this task. Given this, why wouldn't a

duck just stick to what he's good at and pay a human to do the hunting

for him? 

			One of the central important facets of duck

existence, in my opinion, is that they fluidly adapt the local human

culture to their needs. The ducks of Sartar are good Orlanthi. The keets

of the East Isles are good East Islanders. The ducks of Heortland are

good Heortlanders. The ducks of the New Fens are city folk. Some of them

are even Malkioni. Of all species in Glorantha, ducks are the best at

slipping into the local society and fitting in perfectly. This is one

reason they're such a mystery - they actually abandon whatever past and

whatever gods they used to have in favor of the local ones. NOTE: if the

Lunars actually manage to take over Sartarite culture, I predict that

within three generations the ducks will all be good Lunars, avid for the

goddess, even as now they are the most hostile of all the Sartarite

tribes. 
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Gary R Switzer

	Living in an area which is both marginal (in the traditional Orlanthi

sense) and biodiverse I doubt that the Ducks (particularly those living

deep within the marsh as opposed to refugees from Duckpoint) would be

restricted to being hunters _or_ fishers.  They probably do a little of

everything, harvesting various wild plants for food or medicine

(marshmallows anyone?  Not the modern, fluffy kind but the kind made from

the root of the marsh mallow plant) depending on the season, collecting

bogwood (preserved trunks and large branches of oak, pine, etc used for

making ornamental pieces of furniture) and reeds to trade/ sell to the

Orlanthi, who IMO would refer to Ducks as "bogtrotters and muckrakers" in

much the same way they use the term "stickpicker" to refer to those guys

from the other clan/tribe) and hunting/fishing/trapping as needed to keep

feathers and bone together.  Tough times call for tough Ducks.  :)  So what

Gods do the Ducks worship?  I suppose they say a little prayer to Uncle

Crawdad when going prawning and stop off at the local Bartar shrine when

going to (or from) harvesting wild rice.  How does that sound?
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Alex Ferguson

Unconvincing.  Barntar is the god of the _Plough_ after all, not (quite)

a Generic Grain Deity.  The general pattern of worshipping an ad hoc

hodge-podge of gods sounds about right to me, though.  The idea that

they worship Zong as their main hunter deity makes a fair bit of sense,

though perhaps under a (marginally) different name, giving the ducks

(and more especially, the trolls) Plausible Deniability that it really

is the "same" god...



Sandy Petersen

	Living in an area which is both marginal (in the traditional

Orlanthi sense) and biodiverse I doubt that the Ducks (particularly

those living deep within the marsh as opposed to refugees from

Duckpoint) would be restricted to being hunters _or_ fishers.  

		I agree, except that I do not think that many ducks live

deep within the Marsh, owing to Delecti's unrelenting presence. They

certainly forage through the outer areas. 



	RW Pigmies do a pretty good job of hunting big game.

		It's not solely their small size that prevents ducks

from being good hunters. Human pygmies are faster and stronger than

ducks, and I believe that duck society is less cooperative than human.  



	I don't see why Ducks wouldn't bag the occasional marsh deer or

wild pig when

	there are hungry Ducklings to feed at home.  

		On occasion, perhaps, but in general it is far easier to

net a mess of minnows or tadpoles, or scoop up some pondweed than to

hunt down a fast well-armed mammal that is bigger than you are. Ducks

_are_ primarily vegetarian, after all.  

(RE: Andrew Joelson)

Anybody out there know of non-Light types that get birds as allies?

	Tricksters & crows or jays. Hunters & falcons. Pirates &

parrots. Sailor cults & seabirds. Voria & bluebirds. Earth cultists &

roosters. Ducks & ducks. Gagarth & vultures (vultures seem like such a

natural ally for these guys). Fishermen and snakebirds. 
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Gary R Switzer

	While thinking about possible hunter gods for the Ducks I ran across the

passage in KoS describing Ironhoof's pursuit of the Lady of the Wild where

after visiting the tent of Odayla to get Odayla's blessing, Ironhoof does

the following:



	"Ironhoof did not set out to pursue the Lady of the Wild.  Instead he

tracked down the Deep Hunter, whose black tent is so large that it covers

all of the world where he lives.  Inside the tent is a pot of pitch, and

the Deep Hunter was making lures when Ironhoof arrived."  (KoS p.103) 

Ironhoof gets Deep Hunter's blessing and succeeds with his quest.



	My idea is that the Deep Hunter is the hunter god of the Beast Men who is

worshipped when hunting prey that is nocturnal or lives in dark places,

while Odayla is worshipped when hunting animals with a diurnal cycle.  This

would give Ducks (and Beast Men) a source of magic to make gigging frogs,

setting trotlines for catfish, catching crayfish and whatnot easier.  IF

Deep Hunter=Zong, maybe it's a version of Zong without all the Uz baggage

(eat the dead, etc) attached?  Sandy?  Anyone?
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Peter Linton Tracy

- -..was very observant with his post on Deep Hunter - I'm using the idea 

of the Deep Hunter in some Beast Valley scenario's I'm working on - I see 

Ducks being closely linked and allied to the Beastmen. I've beenworking 

on some hunting heroes for the cult, and cult spirits. I'll try to post 

the stuff as soon as complete(-ish).
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PMichaels@aol.com

What with the recent (well, not so recent, but...) discussion about ducks,

I've been thinking more about their trickster figure.



Beginning with their very inclusion in the game, ducks have been the

quintessential comic figures of Glorantha.  As others have attested to on

this digest, their effects on the game can even be seen in the "real world."

 (To paraphrase:  "Glorantha?  Isn't that the place you can pretend you're

Donald Duck?")  And since they are ALREADY such comic and scapegoated

figures, it seems to me that the duck trickster figure shouldn't be the "duck

for ducks."  But, if he's not a duck and he isn't a comic figure to the

ducks, then what is he?



In RQAF #1 John Castellucci cast Weasel as the durulz trickster in Sartar.

 Until now I had accepted this (even to the point of writing about Weasel in

my "<A HREF="http://members.aol.com/pmichaels/glorantha/stories/wnh.html">Weas

el and Hueymakt Make a Trade" story) without really figuring out exactly

_why_ this fit.  Now, thinking about it, John's choice suddenly makes perfect

sense to me.



On a mythic level Weasel is an important figure to the ducks because he is

their natural predator: ducks feed Weasel with their bodies, thereby becoming

him.  He is in many ways the "other side of the coin" of ducks.  Ducks are

communal, Weasel is solitary.  Ducks are civilized, Weasel is uncivilized.

Ducks are diurnal, Weasel is nocturnal. Ducks live above the ground, Weasel

lives below the ground. Ducks hide, Weasel seeks.  (Note that this sort of

inversion is typical of trickster figures.)



He is also important because he takes the ducks seriously when no one else

will.  Ducks are made fun of, laughed at, made the butt of jokes, and

scapegoated by EVERYONE and EVERYTHING.  Only Weasel never makes fun of them.

 He may chase ducks, hunt ducks, torment ducks, kill ducks, and eat ducks,

but he always takes ducks seriously.  Only Weasel treats the durulz with any

respect, entering into the hunter/hunted bond with them.  (Note that being

"the exception to the rule" is also typical of trickster figures.)



I'm not sure Weasel is actually worshipped by the durulz, but stories are

definitely told about him and there are probably both rituals to ward against

him and rituals to appease him.  Some of these rituals might border on

worship at times though, such as when there is a famine so severe that ducks

turn to "eggicide" to survive.  The ritualized behaviors of duckish outcasts

may also fall into this category.  (Weirdos!  Psycho ducks!  The duck

equivalent of Frank from "Trainspotting"!)



Although humans and trolls may find Weasel somewhat humorous, for ducks he's

the bogeyman.  Slick, fast, and sharp-toothed, he's scary like a Woozel or

the weasels in "Who Framed Roger Rabbit?"  A strong and prosperous duck

community may laugh nervously at him, but it's like our society's laughter at

the guy who wears only black and has had his teeth sharped.  ("Weasel: The

Massacre" anyone?)  A weak and impovershed duck community will find only fear

and panic in Weasel.



A cult description for Weasel is at the end of this message.



Of course none of this will stop a duck from worshipping that

oh-so-typical-human, Eurmal.  In such cases the duck Eurmali will receive

even more ridicule and mistrust than usual, _especially_ from other ducks!

 But this is a rare, given how unlikely it is that a human Eurmali "priest"

will actually initiate a duck into the Eurmal cult (as opposed to the

"initiation" being a long and drawn out joke designed to ridicule the duck

even further than existence already has).



I might as well mention a bit about the Dead Man shrine here.  It is a

trickster shrine that appears only to Eurmal initiates in or near Duck Point

(and only when there are no ducks around to see it).  The shrine appears as a

dead (almost always human) body, which the Eurmali will somehow immediately

recognize as being the corpse of a fellow trickster initiate.  The initiate

will have to make a POW roll to keep from going towards the body and touching

it.  (The corpse itself can easily be looted, buried, or whatever.)  If he

does touch it, the initiate will immediately discover he knows the spirit

spell Hiccup.  He will also discover that every duck who sees him starts

hiccupping.  The trickster is usually helpless with laughter when he is

finally lynched by the hiccupping duck mob (who are always furious with

indignation and pain).  His body will later reappear to the next fool to

enter Duck Point, as the new Dead Man shrine.  (The mob will also usually try

to lynch anybody else who is laughing too, which is pretty hard for a human

not to do when listening to 20-40 hiccupping ducks.  Local humans know to

"head for the hills" when they hear more than one duck hiccupping!)  If the

trickster does manage to escape, the last Eurmali body will continue to

appear as the shrine.  Most of the time leaving the Duck Point area is enough

to remove the curse (which can be seen as the cost for learning the spell

instantly, or just the cost of being a trickster), but not always.



Well, that's my two quacks worth on the subject.



Peace,

     Peter



__________

WEASEL

Nest Robber, Egg Stealer, Duck-hunter



Weasel is a spirit connected with the runes of Illusion and Beast.  Few

recognize him as an impishly murderous incarnation of Trickster.



Summoning:



A spirit summoning ritual is used to contact Weasel.  Known foci of power

include a bloody duck feather or a piece of duck egg shell.  Weasel's shrine

is a large rock on the northern edge of the Upland Marsh.



Worship:



Weasel is well known as a spirit who hunts ducks, and as such is frequently

worshipped by humans and trolls who seek to kill ducks.  He teaches such

hunters the Spirit Magic spells Silence and Detect Duck.  He will teach one

point of spell per duck or duck egg offerred.  As duck hunters rarely have

their prey before the hunt begins, he is willing to teach the spells to

hunters anyway, providing they agree to pay him later and leave him some

collateral.  The only item Weasel will accept as collateral is the hunter's

penis.  (Female hunters are SOL for this "special offer.")  They do this by

placing their member into a crack in Weasel's rock, and when they turn away

they are missing their penis.  Weasel will return it (by a reverse process)

only when the hunter has returned with one duck or duck egg per spell point

learned.  Some people (usually tricksters) have been successful in learning

the hunting magic for free by fooling Weasel with a fake penis.  Duck-hunting

Weasel worshippers are NOT considered Trickster initiates, and may not

automatically sacrifice for magic at any other Trickster shrine. 



Trickster initiates who worship Weasel may also sacrifice for the Divine

Magic spell Remove Penis on a reuseable basis.  To learn the divine spell the

trickster must bring Weasel a  pretty young female of the initiate's race

(between 14 and 22 years old, at least APP 15) for Weasel to have sex with.

 The woman does not need to be a willing participant.  Note that occasionally

Weasel will get confused (or maybe just hungry) and treat the woman as if she

were a duck.



Description:



When initially summoned Weasel usually appears as a normal sized ( if

somewhat Disneyesque) weasel.  If offered a duck/duckling/duck egg, or a

woman, he will transform into a giant slavering crazed weasel who immediately

jumps on his victim.
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PMichaels@aol.com

First, it is mostly warriors who do this sort of duck hunting, not

professional hunters.



Second, I don't think this happens too often.  Weasel is not well known,

except in certain circles.  There he is recognized as a spirit who can be

helpful to duck hunters but who can also be dangerous.  His most regular

worshippers are an annual troll raiding party from Skyfall Lake.  The "Bill

Collectors" specialize in providing duck meat and eggs for the KL mommies to

eat and the AA merchants to sell.



If the lousy duck hunter is a troll, he either dies of embarrassment or is

dinner for the wife when she finds out.  (For a female uz, a husband without

a working willie is no troll at all.  Besides, it can't even catch and kill a

few DUCKS!  It's best to put the useless thing out of it's misery.)



If the lousy duck hunter is an Orlanthi human, he earns a new name

(Emptybreeks, Wifescorn, etc) when the rest of his village or clan finds out.

 If he doesn't bag a few ducks and regain his manhood quickly enough, his

wife divorces him and he begins gaining a serious reputation as incompetent

and/or a freak.  Eventually, if he still has not caught enough ducks, he will

find himself being forced into the ritual roll of Eurmal whenever there is no

Eurmali around (leading to a further loss of self esteem and social status).

 With the increasing social ridicule and isolation, he stops trying to catch

ducks altogether and starts drinking heavily.  He becomes a "mean drunk,"

neglects his appearance, etc.  This degeneration continues until he is, in

fact, Eurmali.



A good lesson in why one shouldn't get greedy with magic from strange animal

spirits.



>and what does Weasel do with all the extra Penises? ;-)



Chew toys!  ;-)



I forgot to mention that on a very rare occasion Weasel will return the wrong

member to a duck hunter.  This might not be too bad if you're a human who

ends up with a troll member ("Jhon Blackfinger"), but if you're a troll with

a human member you're in for a rough time with the guys (and, if married,

you're probably wife food)!





I have also been convinced that for some ducks Weasel is a figure that evolks

a deep frustrated anger instead of fear.  For them he is a symbol for the way

the whole world abuses ducks, and how ducks are helpless to stop them.  He

represents the inherent unfairness, injustice, and randomness of the world.





Klyfix@aol.com

Hey, I'm suddenly reminded of Wild Rice that was (and is, I think)

gathered by Amerinds around lakes. I'd make a guess that ducks would gather

it also, and in all likelihood there's a specific grain goddess for it even

though it isn't necessarily cultivated. I'd figure that any grain that

intelligent creatures eat has some kind of grain goddess; the ones they don't

eat probably do too, but nobody cares.
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Sandy Petersen:

	"Animal ducks" are not just Ducks with fixed INT, because

ordinary quackers are far far smaller, are able to fly, and have

disproportionately small head-to-body ratios, compared to the large

intelligent Ducks with a capital D. 

	I'm sure that ordinary ducks are kept by Ducks as pets quite

often. I bet they eat their eggs, too. I know for a fact that Ducks will

eat chicken and other birds. Why not? Humans eat mammals, don't they?

	BUT ... I'm quite certain that Ducks in Sartar don't eat ducks,

at least not in public. And furthermore they are offended when humans

eat duck when a Duck is nearby. Not because of any kind of kinship

feeling - just because of all the jokes and persecution and taunts made

to Ducks about their edibility. If your campaign is anything like mine,

the Ducks have to endure endless sly taunts and hints about their

edibility. Orange sauce is mentioned way too often when Ducks are

around, and this entire subculture of mockery has to have taken a toll

on Duck's tolerance of duck-eating. Not that Ducks are all that patient

and tolerant to begin with. 

	Anyway, I do know of one single Sartarite Duck who ate duck

meat: but he was a Storm Bull Duck (the only Duck I've encountered who

actually had a damage bonus). He only ate duck meat once that I

remember, and he said it tasted nasty, leading him to the conclusion

that humans only ate duck to annoy Duck-kind, not because they actually

liked it. 

	The Keets of the East Isles don't eat a lot of meat, but they

have no injunctions against it. The most common domestic birds are

ratites anyway, which are about as unlike a duck as imaginable. Monkeys

are actually pretty common food in the East Isles, and Keets eat them

with annoying relish. A large minority of keets are vegetarian or even

vegan.




