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- Greetings Spiritual Saekers' L,
3y Spirftual Path includes many worthy faiths, doctrines, scien -t—-
r,' id systems of belief; yet it is one. ,

- The One in Many and the Many in the One.

In the game, the Soul (player) creates a Personality (avatar) who s
sl:ed with ascending out of the three worlds of human endeavor;
E:hﬁrsir:al Astral and Mental Pla:ruzs This is accomplished by
5 f‘ ning ’knuwfedge and experience’ of many Paths, and annutatmg :
thet ﬂglns from PATH Cards by number on an individual's Soul
- u_.."'-_ s These are used to answer Soul-Assessments and, u*
- ultimately, the final Test of the Antahkarana. j ;

"5"-"-' their turn, players draw LIFE Cards which symbolize the man'_l.r
culties encnuntered upon the Spiritual Path, but which are %
.""' ' ral to the growth of the Personality toward the Soul.

her turns find layers attempting to learn from one of the
ysterious Teachers of the Mi%dfe Pillar, or undergoing the R

T eals,’_lmuwn as Crisis Points and Dark Hights of the Suu] As the H
Personalily attempts to ascend to a new Plane of experience, they
.. . e tasked with Burning the Etheric Web that separates the Planes
n order to continue their ascent.

“’i layers cast their own personal Birth Chart, which includes :
4‘ umerological, Elemental, Lunar and Zodiacal Correspondences
,a hat will help them answer Challenges. Players can draw rare '_
a ic and Siddhi cards that confer special abilities as thﬂjl’ pursue
'knowledge and experience’' necessary to pass

DL l"iﬂ.ssﬂssmentg and the final Test of the Antahkarana. ..E.,

sl: gayers will find it necessary to Descend into Form more than :
3 | order to achieve the necessary balance of Coin of the 1
R f'% m, Egoic Petals and PATH Cards. Yet players will gain the

lity to Teleport between Stages and Planes, which will make
‘*m ‘ ugnj: Ascension Cycles much easier. ¥

-.._ en players can prove 'knowledge and experience' at the end o of 2

------ ey open a Petal in the Egoic Lotus for that Stage and P h_-'_. :
l'I’E‘jF have opened the lower 8 Petals, and burned off all of
E wehs they are ready to walk the Rainbow Bridge, fro _"f
N n]:a l.l' s mqﬁﬂj tﬁ the Men.t;l Permanent Atum and

*!
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it Pl |
e :-:- _thePercml:IleDi:eandﬂndthe square on the gameboard with thesame

{: theﬁnnmundmmfmmthesmmre onto your Soul Record.
_(Number, Element, Lunar & Zodiac) These form the player’s personal .
- Correspondences, which will help them upon the Path by giving them +10to
enge Rolls with the same Correspondences. ""i

Birthdar! Phyemgﬂnlﬂntﬂeveryumemeypassthehmmsip v

Step #2: Coin of the Realm (CotR)

ivery action taken upon the Path both requires and produces energy, whether
T s upon the Physical, Astral or Mental Plane. Each Plane, however, functions
=row th a different frequency of energy, which is referred to as the Coin of the
.«',%.-e ealm, or CotR. g

. The CotR upon the Physical Plane is Gold. Players gain 1 Gold token
al:l:'hEb-eginnjngnfeach turn upon the Physical Plane.

'I‘he CotR upon the Astral Plane are Hearts. Players gain 1 Heart token
- for each turn upon the Astral Plane, but must also pay 1 Gold per turn.

:-*:" he CotR upon the Mental Plane are Minds. Players gain 1 Mind token
f{nre-achtumupunmeMentalPlanebutmustpaﬂHEﬂrtpartum

PlayemwhnnmuutufHeartsareunahletoﬁmcﬁnnupnntheh!ental?lm,
_# 2 players who run out of Gold cannot function upon the Astral Plane. In x«-ﬂ
~ each case, the player must Descend to the lowest Stage of the gameboard that q,e
7 nuthweanﬂpenedPetalmmeEgnicLutus.

~ Step #3: Roll 1D6 & Move your Avatar L
Players roll 1D6 and move their Avatar the indicated number of squares, - :
ttﬂpping at Eﬂsis Points and Dark Nights. 4




) . ;&% &ij_i.-i._*} ;u,.d'ﬁ

'.|. f
‘FT [; s draw 1 LIFE Card each turn unless they land upon a hhddle Square ﬂ
oint or Dark Night of the Soul. Most LIFE Cards will have a printed Challengem,
ting, followed by another number, which indicates the number of CotR thag
'|I| WagEtEli : : -
,cal d | reading “CR70/2" indicates a Challenge Rating of 70, which the player
us equal or surpass using Percentile Dice in order to succeed and gain 2 CotR *
i.mﬂ lose 2 CotR. Some cards carry a Special section which always applies -'

'ther instructions, and players may always use eligible Correspondences -
ards to help raise their die-rolls to pass Challenges and Duels.

Step #5: Teachers of the Middle Pillar

 ppportunity to study with the designated Teacher. This is simulated by a
u ‘wherein another player rolls Percentile Dice for the Teacher. If the player
Is (including Correspondences) within the stated limits of the Teacher, they
ive one PATH Card. 1f not, they are considered to have been too far nutsme_ E
sacher’s energetic aura to benefit from the interaction and their turn is

.',
1
|+

e Step #6: Crisis Points
~ Players ““dEl'Eﬂ a difficult re-orientation known as a Crisis Point at the End of .48
-~ the Ennwledge and Love Stages of every plane where several events occur:

) Play rs draw 1 PATH Card then undertake a Soul-Assessment.
Play. s may choose to sell Magic cards.

aye mljr 'Teleport’ from one Crisis Point/Dark Night to another ]f all uf
PEtﬂlE in the Egoic Lotus have been opened in-between them. §

ssessment: To administer a Soul-Assessment, another player rolls the
it _.; t ce I:g mdlcate the assessment number ( 1+1ﬂn} If the player _=_,'.‘ Sr

egﬂence with the topic, as annotated on their Soul
P fheyjucl.;e in opening the Petal in the Egoic Lotus for that 8

rhe argun iccessful in their first Soul-Assessment, which is al -.-__':'-,a_
- ._= f,g j ser.:unqu:y. or 3 CotR fur a third atl:em |
: ither opened E!IfhElItl.lmiEEﬂ- 1ded.




mﬂmmteranarkmﬁtufﬂm Soul at the end of the Wisdom Stage of ev
: 'Iheysymbulize attempts at polarization of the Personality at the s ._
- Permanent Atom for that Plane. Inthe game, they operate the same as Crisis
. 4+H | butcanyaﬂdiﬂnnalsteps

s draw 1 PATH Card then undertake a Soul-Assessment.
mayc]mmetuse]lh'lagtc:arﬂs :
ers must roll to discover the quantity of CotR required to <
: : I ﬂmEtheri:Webhemeen Planes. ;u&‘
; al Plane: 1D6. Astral Plane: 110, Mental Plane: 1D6 + 1D10.)
s are able to pay the CotR, they must do so and continue to

] .l-
s
3 1.
'.t?“"

Step #8: Dweller on the Threshuld »

ﬁ&eﬂermﬂmThreshnldreferstusquares 57,58 and 59. Playersupon
squaresmay&eelyglﬁ!&aglc&ﬂiddlﬂﬂarﬂsandﬂummntherplayemu -
m- y prepare themselves for the final Test of the Antahkarana. :

Step #9: Test of the Antahkarana

,.i mdﬂleMmtalFErmmentﬂtummmutatedbyﬂmRainhﬂwunﬂm -
ameboard. All Etheric Webs and each of the lower 8 Petals in the Egoic Lotus

H{ inustprnwande:pedmeufgSuul -Assessment topics out q_#
2 maﬁnrdedﬂweeattﬂnpts{nmpermmmeachmynfm}
itm "f.,.,.]._. Descenc hunannifthegmannutmmergﬁutnfubythemdnf heir.

:|||l .' |4|l: oy

?

3 ﬁmas!ulhrmmpleteﬂmTesmftheAnmhlﬁmnahawm ety
1bos degeandhmaclﬂmdmﬁmwithﬁuﬂatmmm 1€
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" TAIT E y'ml and yuur auafax take
]a‘l:we pnsitmns of the Soul and
Personality represented by life in
form. Every turn in the game can be
gwer.l as one or more ‘lives’ lived upon
e Path in different times and
7] .r: 15 0N the plEI'IE't and every PATH
Card c -::an be viewed as the result of one
or more ‘lives’ upon the indicated Path.

'&- 'smumbespnkmnfasmeﬂonafﬂeFa:ﬂerandnfﬂmMer{Spmt—muer}aMﬂ
therefore the embodied life of God, mnﬂngmmmfamaﬂaﬂmardermmﬂmequag:y

the nam:eﬂf{?ad which is essential love. This life, taking form, nurtures the quality of love

W H!haﬂrbms,f mgmmymﬁmﬁmmﬂm Tﬁ!slstﬁeﬁsﬁfmm

- delinition for average humanity, in the mysticism, thus =

th &uﬂrasfamdmaﬂrd.{gfﬂn;.

tencps:.rchulng;rl

E AKASHIC RECORD

=

In the game, the Akashic Record
refers to the game item where i
players may store their PATH Cards.

It can be useful for tracing the long
and varied Path taken by the
Personality to reach the Soul.

“The Akashic Record is like an immense
phomgraphfcﬂbn registering all the desires
earth experiences '

of our planet. Those

#‘; fl-.l.lnl..l.ll". n Hﬁﬂﬁfﬁﬁ'ﬂ.ﬂﬂﬂﬂs&‘pﬁ:‘m@ reon: They
: life experiences of every human being since
ime bege ,mmmmmwmmﬂmmmmm of the

fﬂmafamnﬂmr(bawdmdeﬁmjafﬁwhummuﬂﬂ autﬂma.
1 Lies memﬂ&ﬂmﬂmﬂﬂmm Only a trained occultist can distinguish be
 experier mmmmmmmwmmmgmmmmm# _
Ligh nﬂ:he ﬂlE‘HngaSuuasanatanlali : : ; o '
I TN D R
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> gan E the p]ayer whb suc:eeds In upening l:he

. lowe 1 8 Petals of the Egoic Lntus and who can prove

- 'kmowledge and experience’ upon 9 out of 12

- qu lestions on the Test of the Antahkarana, not only

. ? 5 the game, but opens the 9th Petal and walks the

. Rainbow Bridge to unity with Soul at the Mental

Perr manent Atom, and the gateway to the Plane of

Buddhi, or Intuition. -3

: 2 js o initiation for the disciple until he has begun consciously to build the Antahkarana,

. thus h!m,gmgthe nimdan}f&mmiﬁmeh@heﬂawﬂmemmwﬂdﬂma e
-.--- ter, he brings ain into a position of a recording agent u -
the plane, thus qgafndemmsﬂhaﬁ;a dmrdtgnmﬂ and a direct cha ﬁ'umfhﬂ: >

'.'th‘adsumgf:r through to the brain via the Antahkarana which has linked the higher
;md the lower.”

-I!a?sand the Initiations

ASCENSION 3

In the game, the Player (Soul) literally
moves their Avatar (Personality) a little
higher up the gameboard on every turn.
This represents the changing focus of I'.lij i
Personality consciousness, whether itis
| viewed as asingle life or as a seriesof
them.

”Bysﬂmufaﬂr)g the egoic bodies of men sr.r that
the solar may carry on with

’ pmdsmmdfﬂmemﬂrmﬂfﬁwf E'i'uﬂ.ar )
] .‘: o gods. This is the true war in heaven. &

As the Solar Gods descend ever nearer to the physical plane, and in their descent assume a
;.a--. il Irmmﬂngmnuufnf:ﬂﬂunarmﬂmes the thoughts and desires of men are
consequently purified and refined. The solar fires put out the lunar light, and the lower
nat mfsmmﬂ{ppuﬂﬂedandmwmd o
n tim t&ethrAngekhhaefm:hmaﬂtheir the medium of the lower nature
t ,p&rpm‘m.'pim that lower nature provi fuel to the flames. The hated "Dweller o
. B sho "ﬁmyﬂr&hrﬂﬁfo;hfkafwm,andﬂﬂnmﬁfw}mﬂf L...
“.‘r'r m: issetﬁﬁ."
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spondences rolled by a player at the
eginning of the game. It is accomplished by
olling Percentile Dice and writing the
l ' pspondences from the square onto the

- player’s Soul Record. These form the player’s
| 4%- al Correspondences and can be used to

) to eligible Challenge Rolls and Duels.

; w Fain 1 CotR every time you pass your Zodiacal sign.

\strolog msbau!dmﬂmm&hmprﬁnaﬂ!}rmmthmﬂ}pesﬂﬂw
a. The Sun Sign, or the energy of the constellation in which the Sun is posited at the time of b
L E&hgskn,mm#memmmtﬁeﬂtﬁmmfd
r Sign, which governs his form aspect, and particularly the physical form."
i A.m'nlngjr

&
]

CHALLENGE ROLLS

‘the game, Challenges are a simple mechanic that symbolizes the immense .-'.
#,r. nplexity of challenges that face students upon the Path. Many LIFE Cards a«r
I display a Challenge as follows: 72/1. The first number is the goal, the g,"'

3

econd number is the CotR at-sfake. A player who rolls a 71 or lower will ,i'ase o
#‘l,' 0tR, while a player who rolls 72 or higher, gains1 CotR. _-rj.:;
fﬁcaﬂwpandenmnmyﬂueysbeaddedmbamapla;@rsrnﬂ'. i

, *P'Li d that reads 72/1 plus 1 PATH Card only results in a PATH Card in the " :
3#.,; _ L of successful outcomes, while failure (rolling less than the target)
ses s the player to simply pay the CotR that was at-stake.
_; S ¥ The Special section always applies.
‘No -'fgpla}ﬁ':s unable to pay the pentalty CotR on a LIFE Card, tﬂe:.rmust

todayfsﬂﬂinfnan‘frgnﬁms everywhere there is an outcry against world :
] out into the light of day; abuses are befngs.&nuted ron
ed they would be, The reason for all this outcry,
mﬂlfnkm.-:i'p}m..!he_}r . +
; they are conscious of ¢
o pppnmnﬂtpr, nfﬂ:e,gmubuses of the entrenched distinctions between u-'- o
d the facto afmﬂﬂwmﬁmﬂ{ﬁsuunmaﬂm they question their own individi
5 1 MMEHMHMMMHEWW
) r:-_p‘r-- inertness and lack of righ 1
of world : eg's.'lﬂsmmﬂmrﬁa chaileng:
25 4 -.-.- \ TmMa l| o




- 'J'E;_;‘-L-.-' -' ."i'-' i -..':'." S L g Zrl_l.. I‘l-:".l'ﬂ:; 'Z" ._'. o
§ i N\ !',!,rﬁ | ;3._ CgF . i . I T |_ ; ;,I::" ; ::'. .._l‘rr. E_:; ﬁ‘ti'-_l

| up n, Gﬂlﬂ is the CotR upon the Phﬁrsmal Plane, Hearts upon the" :
inds upon the Mental. £

; receive 1 CotR at the b-egmnmg of each turn, but must also pay 1 Euli:I = _'

_*.. included in the game to slmulate the constant ‘drag’ upon the
Personality as they struggle to ascend the Path, yet who is tasked with
f taining sufficient stores of energy upon every plane. Without the CotR,

-

.. rs are unable to function upon the plane and, therefore, must Descend.

s who have opened 1 Petal gain 2 CotR each turn on that Plane.
: 1 ars who have opened 2 Petals gam 3 CotR each turn on that Plane.
- whnhavaopenedﬂ?atals gain 4 CatR each turn on that Plane.

@ ® ©

Gold Hearts Minds

IR : Physical Plane Astral Plane Mental Plane

1 the_v run out of CotR, players may wish to Descend to a particular Plane LA
though they have opened all of the Petals on the Plane. Players whorun
it of Gold, for instance, will have to Descend into the Physical Plane in ﬂl‘ﬂEl‘ g
2=to earn more even if they have opened all three Petals on the Physical Plane. L2

3layers who are forced to mine CotR in this way can 'Teleport’ using Crisis . _
" Points and Dark Nights. Example: A player with the lowest 7 Petals open who *f"
still reqllires Hearts to function on the Mental Plane can Descend to the last
irisis Point of the Astral Plane (between squares 35 & 36) and then walk the
‘. ta[ﬁe gaining Hearts each turn. They can 'Teleport’ back to a higher 5
reach another Crisis Point or Dark Night of the Soul. B

ftndﬂﬁeappmmm;uu that if the indwelling consciousness comes no lower E i
) mmta! and neglects the body of emotions and the dense physical, two things

Il result. The lower vehicles will be Hﬁedmduselessandfaﬂmmelrpmpm 3 '4
_atrop, ying am':f_m'rgfmmthﬂpamaf ew of the Ego, whilst the causal body itself will not
be built as desired and so time will be lost. The mental body will be rendered useless likewise
Maﬂﬁwﬁmﬂﬁm,#mminﬂmwﬂdaﬂoﬁrﬂerﬂmd S
er whose drearms Mmmﬁﬂ aﬁuﬂﬂﬁmsﬂmsupmamﬁarwmmhe

: o 1! ‘mmgrmm,ﬂadqgupmﬂw 7 m

Tl r.I"

|.---'-l Toar

tar




-':' e
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5 '"“.1:1’3-"!.'*-' e, Col ndenﬁvcanbeuseﬂmadd O O O
: n- : ﬁ'_l,rer sdiEru]lmrespﬁnsetuaChallenge mimo
- or Duel. Most Correspondences add +10 to the die
: _’ Il anﬂ_ﬁan be stacked. Two water Correspondences
can be stacked, for instance, to add +20 to the die
.=-._-,‘-' Col EpﬂﬂdEllEEE can never cause a player to go
:-: il Er desired target in a Duel.
Hﬂwﬁﬂnﬂmmar#ﬂm it saves time & onergy!

J 7! 'ﬁcmrrmpunmmm“ the LIFE Card or Duel
dictate the only symbols eligible for use during that Chal eng'e

r %L ; TYPES of CORRESPONDENCES:
umerological: All numbers applicable to a player’s turn can be utilized
o8 ~ as potential Correspondences.

lal: One or more of 5 Elemental signs printed on the gameboard
~ and some LIFE Cards.

Inar: ﬂne or more of 4 Lunar phases printed on the gameboardand 1‘ '
- some LIFE Cards. g
: One or more of 12 Zodiacal signs printed on the gameboard and

some LIFE Cards. ___.J' 1"
SOURCES of CORRESPONDENCES: £
i:hart Players may use any of their Personal Correspondences.

_ 2: Players may use Correspondences printed on their square.
ﬂatds These indicate the eligible Correspondences for a Challenge.

cperiences: Players attempt to match the Correspondences -
i printed on the Card. N
{:an be held in the hand and used to add Correspondencesto
_- Z. R die ‘i'ull but are discarded upon first use or upon Descent. .

thn usﬂd for a Special Ability or to add Corresponden
;"”tp enge ‘Rﬂll are reusable and held if the player Des




E ¥, i JE 1 '{wﬂ-""iqn,—f i . 3= _.J'“___'.'_ s
::i: . e .I.. _.-J;._.?- W . } ; & -s ) ‘- P ' \

Tk i rs must sgup at all

..,_._.1.;;- Flaie umts which allow players to:

1L -ﬂgceivuPATHCard :

% w .) Receive 1 Soul-Assessment @
r __?,Ela}wmmafaﬂﬂ choose to:

113.) Pay 2 CotR for a second Self-Assessment,
" or pay 3 CotR for a third attempt.

.Z g_'i'_ﬁ Sell 1 or more Magic Cards for 1 CotR each.
lepurt to another Sﬁgﬂ (* Requires opened Petals)

P~ a! 3 b
"- '-f . ¥Players may only c:rpen 1 Petal per Plane per Soul-Assessment.
bl ..
ﬂ Crisis is bmugﬁtabaut byaceﬂ:mn habit of mind, developed in the vehicle; it is
surmounted in time only by a certain habit and rﬁ_pthm of the spiritual content of the man's
nature. It is the establishing of a certain objective rhythm which produces a crisis; it is the

: Hnergwnce of a particular su!y’mﬂve rhythm which enables a man to surmount the crisis and aﬁ

A
e
3

mt:apﬂaﬂsemme opportunity.” 2
Ewlii _.-'ﬁ
TIZ'_ | Astm. logy %
- DARK NIGHTS OF THE SOUL *"*‘
. In the game, a Dark Night of the Soul functions exactly like a Crisis Point, but é
- players are also tasked with Burning the Etheric Web between the Plane they <

" on and the next higher one. This must only be accomplished once per

¥ "PIEI'IE “'_'_A
~Physical Plane vs. Astral Plane: Roll 1D6 and pay the indicated amount of Gold. iﬁ
-Astral Plane vs. Mental Plane: Roll 1D10 and pay the indicated amount of Hearts.
~Mg talUnit vs. Mental Permanent Atom: Roll both 1D6 and 1D10 and pay the 57
§ :* / indicated number of Minds. ﬂ.

The soul, the breath, the life has withdrawn out of the three worlds, and in the ”seemrpta:e
?ﬂ’ tﬂemh{gﬁ "is atmtand at peace, contemplating the beatific wﬂm In the life of :he
‘active disciple it produces those interludes which ﬂwdfsdpfem when (through
detachment and the capacity to withdraw) he is held by nothing in the world of form. As.!re{

: but wrestling toward perfection and has not yet attained, these interludes of silence,
u:ﬂbdmwingness and of detachment are frequently difficult and dark.

# All is silence and he stands appalled by the unknown, andbymeappﬂmﬂympqrsuﬂm ':
_-:'_-.-.-n ch he finds himself. This is called, in advanced cases, "the dark nj m"tﬂe i




g In mejame pla‘_l,rers are forced to Descend into
* Form when they are unable to pay the specific

3tR required to function on any plane.

Players may only choose to Descend when _
- standing with the Angel of the Presence at square
_-. 0. When Descending, players retain all CotR

tages and Planes when they have opened the
‘Petals between two or more Crisis Points or Dark
! |gh'ts' allowing for more rapid ascension cycles.

71 ”He can descend from that mountain with his personality transfigured and radiant. Why? '
Because he now knows that spirit is a fact and the basis of immortality; he knows, past all e |
. controversy, that there is a Plan, and that the love of God is the basic law of all manifestation

menng:n of all evelutionary momentum; and he can rest back upon the knowledge that :
the fact of spirit, the immediacy of love and the synthetic scope of the Plan provide a =
foundation upon which he can place his feet, take his stand with assurance, and then go ]
* forward in certain confidence of an assured goal."

oteric Psychology |
g . Players use the dice to perform several
functions which are summarized as follows:

S

m 00-90 represents 0-90.

= "That there is an administration of the Universe cannot be denied. Something has

Y determined and continues to determine the ﬁmm’wfng of natural law, the urdeﬂ
£ ;ransﬁmnaﬂun of matter and of energy. It may be the ‘curvature of the cosmos’, or 'blind

ance', or ‘universal energy’, or ‘an absentee Jehovah', or an aﬂ-penﬁdmg.i'pmt' but it

. From one point of view, the question: Is there a God? is promptly :

muﬂw.* 10 From Intellect to Intuition X

2 e ' [T TR WL VIS



 gar lsameﬂiﬂdufremlvhg |
, t ohesion between two players, or between
-,*.' " -and a Teacher of the Middle Pillar.

M@M as follows:
*",5 pla;rer rolls Percentile Dice.

2. *a succeed, the second player must roll within
: .-a-j'." e stated tolerance of the first player’s roll.

,,J Gain 1 PATH Card upon success!

Players may freely utilize Correspondences for all Duels,
1;( <o i which never cause them to go over their target number.

wmmeﬂ:ebeghnﬂ:g of that age-long duel between Spirit and matter, which is
ur racteristic of manifestation, one aspect working under the Law of Attraction, and the
othe gmrmedb}rﬂreuwufﬂﬁpuiﬂﬂn From aeon to acon the conflict goes on, with matter
4 g less potent. Gradually {so gradually as to seem ted when viewed from the
yﬂmfp!mm}ﬂmamrﬁmpnmrafs,wﬂtm weakening the resistance of matter till, atme
= of the greater solar cycles, destruction (as it is called) will ensue, and the Lawa!
Repulsion be overcome by the Law of Attraction.”

&rmﬂsenncusnﬂcme
'DWELLER ON T]—IE THRESHOLD

'! the game, a player becomes the Dweller on the
.-:.ﬂ'l reshold when their avatar stands upon squares
57, 58 or 59. The Dweller on the Threshold
. carries with it the exclusive ability to gift Magic,
i Si ',': hi Cards & CotR to other players at any time
ring mﬂrmm

! .i!

re[:remms the ‘lightening of the load’ of
al objects that many spiritual aspirants
go as they prepare to leave the worlds of
e form, as well as the bequeathal of rare
?" u: gifts, symbolized by the Siddhi Cards. s

' M&rupan!beﬂﬂﬁﬁuﬁfﬂheﬁ[ﬂfdﬂﬂapedpﬂwmﬁty—mesum mmafﬂ he
past ana E&emmpmiﬁpmmaﬁuﬂ upon the physical plane of all unresolved -
clared desires, all latent characteristics and qualities, all phases of .

ill, all mrmmmmuﬁwﬁmfmmHmmm

mﬂmﬁfwmﬂwﬂtmmﬂWafmmﬂmmm,MMm#m ithin

friad 1 el TII.E lt.ni' Eﬂmmmmme.ﬁﬂﬂ!m 1"'4'.,':1_,,

-:I__,




E .- ' 'ng Itis the nvelve-petalled lotus composed of:

e - 3 Petals opened by the Personality at the Physical _gflé’
. '3 ~ Permanent Atom upon the Physical Plane. T

'ﬁmls opened by the Personality at the Astral

A
 satisfying a &M*Mmt, which is given .-:funng the Crisis Pointor ‘:;

T sgessments
nd tha final Test al‘

Dark Night square at the end of the stage. M;
Sy *
g === =—==————=m Players annotatiss
Caprie SOUL-ASSE 55Mr TS ﬁ",-m'”i;;,‘;& their Soul Record e
: X X }( =N T by [illing in the
e o ; ik a4 i3 is ar 11 ] W F-ETEI:H “IEH' I'I.i.“
s Players anmotate . X a2 E1] 2 | as | am w | 2 EEE:::E[: y o
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makes mmthem-painmd.ﬂhraf ¢, for each of these fires is triple. T.'reﬂrenfmmdis

also in essence dual, bringing in r triplicity, thus m the nine. When aman has
awakened the nine fires, and has unfolded the nine petals, when he has received the ;:
\stimulus which is imparted at initiation, being brought into conscious contact with
4 .'eiemtsparkufhEmmpmﬂcufarH Man, they all blend and me ‘.!'Theﬂmﬁ‘ g
mmmmm andwmmaremmedmmtﬁeﬁmf e.ﬁe.'rﬂalry ﬂ, :
- miamdmnmﬂrmnamiymﬂmﬂm}uﬁmnfme S




s game, pla‘_llFEIS Enmuhter an Etherfc wEb
“at each Dark Night of the Soul, which occur as the

~ polarization of consciousness attempts to cross |
1 I tn a hfgher plane.

_Players must pay the appropriate CotR in order
0 Burn the Etheric Web, determined as follows:
ysical vs. Astral = Roll 1D6 and pay Gold.
T2 Lvs. Méntal Roll 1D10 and pay Hearts.

Dlayer: must ﬂnl'_.r Burn the Etheric Web once for each P]ane If a player dnes ?*
1ot possess sufficient CotR to burn the Etheric Web, they are forced to

' rs who reach the Angel of the Presence must alsoBurn off the Etheric B
o ‘.'.r Eh tl«El:w&En the Mental Unit (square 60) and the Mental Permanent Atom
\bow Bridge) before they are able to take the Test of the Antahkarana.

éers may be forced to Descend to a previous Stage or Plane if they run out -: '
CotR before completing the final Burning of the Etheric Web. -

, during incarnation, forms a barrier between the physical %
vhic mm[pbemdednﬁmmnmmmuﬁdmﬂydﬂwnpedmpemﬁmf
pe. This can be seen in both the microcosm and the macrocosm. When a man has, through
itation and concentration, emmdedhkcmmiwmac&hinpuﬁmbefsmaﬂedm ﬂ

mﬂh&rﬂrfﬂ‘e

ﬁeaﬂfﬁwmmﬁnghrhfghmwﬂmmrmpmﬁmﬁmmﬂﬁmﬁnﬁ
i muLMHrﬂIsHmﬂyﬂmﬂwafmhd,emﬂwmmafmmhm&mtﬂeﬂ'
n, and this increased activity sets up a contact with the protective "webs", n.rd.-
nergy found on either side of them. Thus, through the interplay, theym sradua
‘Worn away .m‘;bit,ﬂuhe I ﬂfﬁmetbeybemmeperfammi" A
qn*Wh!Eﬁﬁsﬁ-'._"" L R R e A
R e B G 2 A e A
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] - Takis
: :leplcts the three planes' Physn:al Astral and M ental.
] p!ine is di ided into three Stages; Knowledge, Love and Wisdom. =
h Stage is divided into 7 squares, with the squares upon the Middle P1 i

ng Special Encounter squares. T
r'_t,r square contains four Correspondences, listed from the bottom-left _,:5,’;2
;mer in a clock-wise fashion as follows: Numerological (9), Elemental(5), =
‘L |; ar (4) and Zodiacal (12). Each group cycles at a different rate and the :
: _t; diacal order reverses direction at the center square (32). This symbolizes the
.r'. rement from the Astrological ‘Mutable Cross’ of average humanity, to the
{Fixed Eruss of discipleship upon the Path of Initiation.

..l-.. rod

2] fers receive +10 to their die-roll for each Correspondence they can produce
~matt:hes the Correspondences on the LIFE Card or the Duel square.

-'__; 1 EI'E sno limit to the number of Magic Cards or other Correspondences a

1
o

] L,i.'
)

'i
¥

2. Take Soul-Assessment
3. 8ell Magic Cards
4. Telepart *requires opened Petais
5. Burn the Etheric Web

ayer may use on any given Challenge Roll. E
. Crisis Points: g
Lunar = & 1 GainiPATHCard
(e . 2. Take Soul-Assessment
3. Sell Magic Cards
4. Teleport -,-3;
Dark Night of the =
&~ 1 Gain1PATH Card e

=

 GAIN 1 GOLD CAIN 1 HEART GAIN § MINID =l
pﬂ'.!uml the per i the prer b tpen the :
M Hm! Aﬂm ane, .I"H'I'IH ”MF " :
bk PAY 1 GOLD, buit PAI’:HEAHT ﬂ'

“The ama.l' plane is also the Kurukshetra, both of humanity as a whole and of the individual
iman unit. It is the battle-ground whereon must be found the Waterloo of every aspirant. In |

some one life, there comes an emotional crisis in which decisive action is taken, and the

disciple proves his control of his emotional nature, 48

'ﬂihma_l.rtake the form of som Fmarand vital test, covering a brief time but calling forth
svery resource of wisdom and nrmar:hedfsc.{pl a{possesses oritmaybealongand
protracted emotional strain, carried over many years But in the attaining of success
ir aﬁ&fﬂmmtafdﬂrwsfmandﬂp&tﬂmmmmr{wdghtdmﬂ iminatiol
E&ﬂﬂﬁmﬁsﬂmhrtbesemndwﬂaduﬂ"




—"' This r.i&éﬂi"'s' when :

sﬁguratlnn This ;o
€ r succeeds in the Testof |
a ""Eﬂwal]ﬁ.ﬂle Ralnhnw Erldge 2!

o

‘The Crucifixion  7th Initiation: Christ (:unm:iuusn '
ﬂi‘l;e.aesu:re:ﬂnu" 8th Initiation: Buddhic Consciousn

e As ion gth,lnihatiﬂn' Muna:lm L‘.ﬂnsciun
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s
f‘ _ e.l;_idraw Erum a deck of LIFE Cards that contain
- four sub-categories: Trials, Experiences, Magic &
s 8 iddhis. Players must attempt to resolve the card,
b substirunng CotR for any designated currency not held

-‘ by the player, to the best of their ability. LIFE Cards are

lan:ed in a discard pile once they've been resolved.

t LIFE Cards involve a Challenge Roll, which is 5i- i‘:,‘u 510 [3;" E,‘,H,_J .
I:esented in the following format: CR51/1. This e

q:u dicates that a player must roll 51 or higher (including B} crs1 plus special.

-'*‘ -orrespondences) in order to be successful. The1 -
dicates how many CotR are at-stake in the gamble.
- (Won or lost)

':'.'\

: .i the event a card reads CR70/2 plus
- 1PATH Card, only the successful player (7o) | o PENT TR WIN TRTIT =
_receives the 1 PATH Card; the losing player | CEREMONY of FIRE 3
-~ must pay 2 CotR but does not receive a ' - ] ¥

- PATH Card. The Special section is always 4
~ applicable. =
. Players gain +10 if they are able to utilize =
. Correspondences from their Birth Chart, o

gthe Square they stand upon, as well as £
E'_Ma;g'lc & Siddhi Cards, which all stack with }f

~one another.

g
B

"!

g

*UHercules thus pictured for those who had eyes rnseeandﬁearrsm understand the nature o
. the problem to be solved upon the Path of Return to God; He depicted the Prodigal Son's
Jfourney back to the Father's house, and the tests and trials which all disciples, aspirantsand
| initiates have to face and which all Those Who today compose the spiritual Hierarchy have
iready faced. When this statement is considered, it must include also the Christ Who, we are
told, "y m.ﬂipmnm .!E.'.‘m.’lliﬁﬂbiﬁ!-ﬁ‘ wm"{ﬂeﬁ. IV.15), butaisﬂpmﬁ&'mumphaﬂﬂyﬂle;
‘ _ Theﬂzappearance :-:_-
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Dark Nights of the Soul,

precisely to encounter the

T,

=

able

-

tﬂiinﬂlEEgnir;[_ﬂms_ A
are required to in o

se o Descend lower than
CotR from the nt
= :

e M, |

Fi5 S L _*__._._'_
to function upon the plane and are forced
ly Descend to the lowest Stage and Plane !
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: 'r’* are the an.';.rmetl'md nf acqmnng THEOSOPHY: ( .
'ﬁ::mﬂedgeand experience’ required to :

~ satisfy Soul-Assessments and graduate life
~ in the three worlds.

la ors use their Soul Record to keep track of
$qu Assessment topics they have gained

know edgeande.rpenence | (R : PATH #27
f —9 5.8 1 B TR R TR R

i SOUIL-ASSESSMEMTS u{,l

ii ik i% g L] L ]
1 > o< Remember .
ool e e o rofleall [ A
.".i' &k }: a4 i% i il dd % PA}E;H}W "'.-H_""“—“ﬂ-_mmil-ﬂl--—f—ﬁ-m
_-:i i 3F t 5] S5 % a8 & mihrr
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‘Each PATH Card includes enough research to provide an average of eleven %
of nﬂmrs to Soul-Assessments per card. The answers to Soul-Assessments are
1ot only listed by number on the back of each card, but are contextually B
W ttEn in bold and italicized on the research side of the card as well. e~

' F‘ When a plaver is asked whether they can demonstrate 'knowledge and e
o ;~ perience'of a topic, they should check their Soul Record first to see if they
e ever encountered that topic. Players then should actually find and read
pa agraph that addresses the Soul-Assessment topic out loud to the gmup' pﬂ'
1t ough players may choose to omit this step for simplicity.

":; ougl meaeﬂwwufmeamwmﬂfenfﬁfsmu} he realizes the attraction of matterand

m, and is forced to recognize the urge and pull of both of them. He learns to feel himself L
'twixt the two great forces", and, once the dualities are grasped, it dawns on him ;.-
-EJH; ] a.ndmre{vﬂmtﬂre iding factor in tﬁesm:gg!efshisdiﬁne will, in contradistin -r-r:i‘_—.. :

-

mmmmmaymmmmm theyaresemasmﬁgiwtmeamsnfdﬂmew
Innppm.iredim:tfmm and he becomes then aware of the two paths, mentioned in our
th leads back into the dreary land of rebirth, and the other leads through the golden
of free souls. One is therefore involutionary and invelves him in deepest ma n‘ﬂ
him out of the body nature, and makes him eventually aware of his spiritual
h wih gémnﬁmcﬂmmﬂuﬂnﬂmnnfﬂemul” o

.-—r-. = LAl
. o

i g
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~ ASc S mentisgiwneveryﬁmea

i IF?_: er reaches a Crisis Point or Dark Night of
S0 'I.-, :

hé game, the Personality is tasked with

proving ‘knowledge and experience’ of the

ind " topic (1-100) in order to open the

ﬂ:ifeEguic Lotus for that Stage & Plane.

"HOWTO ADMINISTER A SOUL-ASSESSMENT:

_’Iiie player successfully opens the Petal for that Stage and Plane. =
_.{,g.lfa player is unable to answer the first Assessment question, whichis

- always free, theymayehunsetu pay 2 CotR andl:ryasemndhme,urj
- CotR and try a third time. This concludes their turn. i
he top iEs for the Soul-Assessments are presented as one or two keywords, and pliﬁre pe”

tﬁkﬂdwith creating appropriate queries as they phrase the topics to the p]a',rer 32
ers are advised to use some form of the following query: S

Nema mmmﬂudedgeandmpmemafapammannﬂudes L

. -' '.:I rer responds by reviewing their Akashic Hmrdmdmcmmandmadmemswer
from the PATH Card. For simplification, players may claim success if they can simply
-u u::eaca:d that answers the question by number; they aren't required to read the -:ard. g

00 t where the aspirant stands when he starts tobuildthe &

arana him lie a long series of existences, the which has brought 2'
ﬁg noint where he is able consciously to assess his condition and arrive at some '
derstanding of his point in evolution. He can consequen undﬂﬂka—mmapﬂaﬂnnnﬂl
'ﬂﬂ&ﬁﬁiﬂgﬂﬂdhﬂﬂ!ﬂgmﬂﬁs—mﬂk&m&nﬂtﬂaﬁ wﬁfﬁ'listhamf _;

i f]l- CIDESITIE

TE
sent, he is oriented towards the soul; he, me:ﬂtaﬁunmdﬂrempsﬂeﬂ
: dﬂﬁmmm:ﬁmmmﬂmdlﬂsbwm >35i)
i 1€ somewhat creative upon the physical plane, both in his thinking an
,mifm'el_'r he has a genuine intuitive experience. This intuitive
& Cote ""‘?”‘“’Hmﬁ%‘"ﬁe projected 4

P‘W-ﬂ ality, anc tlﬂsht&emmlmftﬁe o) .-ﬂr'
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Tir. SR _::c'.---.'.JE' * "'..'-L: @) ﬁ JE‘ - K. 'ii: o
2 -:r'.-.'; }' Id QEN‘EE I:hé‘?ummn Gfaﬂﬂﬂl'ﬂ-' « " iplmmm. Mrn
sheet. Players may use the included dry-erase O

MER L -
L OUL REL “I.I:I

rarkers to annotate their Birth Chart, which
tals in the Egoic Lotus they have opened and
of the 100 topics they have gained

e gL _ edge and experience upon. ///}

#1: Annotate the Birth Chart.

#2: Annotate all Soul-Assessment
- numbers answered by PATH Cards. (1-100)§ -~

3: Annotate all Petals opened in each Plane. | ATIE

AR AR
- 00000000

........ ;.1.1

S 1 el

*Remember, there is a Knowledge, =
Love and Wisdom Petal in each Plane. o=

A “In the Hall of Records, certain minute records are kept
- in connection with human Egos under symbological terminology:
Tﬁuﬂm Record: This deals with all the lower vehicles and forms, employed by the human
lonads and concerns itself with: a. Their rate of vibration, b. Their type, c. Their key number,
Eepmmﬂhrmupﬁlumrm“ﬁnmcmmmm those bodies, e. The detailed
of the elemental lives who construct the bodies. Mshﬁmaﬂmfsmﬂnﬁdhyh‘m 4
4 -r. official responsible for the of a new set of vehicles at each incarnation, in
_ order to assist the working out of a. The history of the lunar bodies is stored up in the
- permanent atoms. A
~ The Solar Record: This deals with the more permanent egoic vehicle and is concerned with:
a. The rate of vibration, b. The history of the petal unfoldment, c. The history of any particular
groi ﬂfmlarﬂngdscmmnedmmthefmmaﬁmaﬂhEMs,d The activity of the deva  ©
i‘ bstance out of which the lotus is constructed, e. Group relationships. This information is :
.b]i" the Master Who hasmademnmeffremmfm!fnr:ﬂe stimulation and the growth of

~The mnﬁdmﬁmﬂ' This concerns the response of the indwelling Entity toits
surroundings. It deals with the utilisation of knowledge by the knower, and is in many ways
ost intricate and the most lengthy of the records. These records are mostly used by the
Ihﬂ%ﬂdmﬂ!ﬁspupiﬂmmmf&ﬂuaﬁmfummmmeﬂmg
hey are arranged in such a way that the entire record of any group, however va .h#.-
Wadmmmshemafqmba}s each containing —mm These

f:.!r mdmmdpfmmdmamﬂ
o vil bxtﬁe Choha ruqu:l:ﬁl?e pmﬂmhrgmupinm'md" %
r-'_._: 05 TG BIE .. -‘“u ‘I: ‘E | it ’ . .
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= - o
“Thed plane and the | '.*:*:,;:

' aneufﬂ‘.'e Great Ones or th ’,.-:
“Master within the Heart") need to know each
other somewhat, Wﬂfﬂﬂfﬁﬂﬂﬂﬂﬂﬂlﬂﬁ&ﬁ? =
each other’s vibration. Teachers on the inner =
planes have much to contend with owing to the -‘*-
slowness of the mental processes of students in it

< physical bodies.
cpnﬂ'dﬂremdmmﬂsetwtbedgmﬁmaﬂm which Hﬂmdumemqmdﬂ'mmh
; ;_I.ackaffaith of calmness, afappﬂmﬁamand:ﬁemﬂenfﬁnaﬂma}unmtniﬂ

Long puummmmm the inner side need in dealing with all who must, for lack of otherand
better material, be utilized. Some physical injudiciousness may make the physical body
SCepLive; Soime Worty or care may cause the astral body to vibrate to a rhythm

le for the right reception of the inner purpose; some prejudice, some criticism, mme 43

' bepremﬂrmatm‘ﬂnmkﬁmemmmmfeafmuse =

'mmmmmﬂmuﬂmmﬂmmmﬂmum and keep the inner
mdammtafpﬂabiﬂtytﬁatﬂﬂﬂmdtnmﬂmtﬁmoﬁmmemmtﬁe &y

yand
'.m’:éﬁf&hga!hummﬂy
catise on White Magic

#n t e, the Middle Pillar indicates those important nppnrtumnes to learn
- fro ﬁ'l the Lunar and Solar Devas. Players must roll the precise number to land
on them, unlike Crisis Points & Dark Nights, and players do not draw a .

ﬁ“‘*- Card. They instead must engage in the game-mechanic called a Duel

: ' : H ADMINISTER A DUEL:
‘*.,. #1 Ask another player to roll Percentile Dice on behalf of the
5 %?f Teacher of the Middle Pillar. (1-100)
5 : The player then also rolls the Percentile Dice. s
.' The player must roll within the statedtulemncelimitmurder s
2 F;gsm:madandgamwATH{:ard. i

b Y

_ i&i,h@ Ente‘ﬁtanheusedinmeffnrt to raise a player's score
Bk '#.. ‘hut; n@ﬂ&rmse them to roll tﬂﬂ!ﬁgfltﬂ succeed in a Duel

"'
5

., 'I
wih "r
e




T -r(‘ KSHITI: Lord of the PHYSICAL PLANE - Eta
& LORD OF THE This square includes a Duel that IE'!]IJ.II'ES the playerto

“;-' PHY S 'I.I I-'I AMNE

Duet 60 roll within 60 of what is rolled on behalf of Lord Kshiti.
E‘- [Mote that Correspondences cannot cause a player to go over their desired target ina DuE[.I

“
.,-'r

'Ii'ﬁﬂieammanytypesafhfe to be contacted on the four etheric levels, but we can only
i‘nm:&.mmumfms at present with the deva life, remembering that the deva evelution is of
Importance to that of the human. me.-;e devas are many in number, are of involutionary
and m:d'uﬂmaq-r nature, and of all grade ﬂ:es. Ruling over them on the physical plane
Emematdﬂa Kshiti, Heis a demm"ranka power equal to a Chohan of a Ray; Hepmsfdes
- over everything outside the human kingdom upon the physical plane, and He has for His
council the four subordinate deva lords of the fwr etheric levels. He, with these subordinate
_ﬂE‘I‘H&‘ presides over a subsidiary council of seven devas who handle all that concerns the dﬂ"ﬁ'
volution, and the work of the greater and the lesser builders." A Treatise on Cosmic Fire

3

x. THE DEMI-URGE: - Stage 2 , Square 11, 3
THE This square includes a Duel that requires the playerto |
- roll within 50 of what is rolled on behalf of the Demi-Urge. f;

x

2“ {Note that Correspondences cannot cause a player to go over their desired target maDue.L} i
l'llﬁ-!
‘r
¥ "The lunar Fitris, and lesser builders from the systemic point of view find their fullest o
« expression in the animal kingdom. When they, as the initiatory impulse, had pmdumfanﬂﬂal
. man they had performed their prime function, and fust as {on a smaller scale and in
~ connection with one of the Heavenly Men) the moon is a dying and decadent world, so on
- a systemic scale and therefore covering a vast period of time, the work of the lunar Pitris is
- slowly coming to a conclusion as the power of the third kingdom, the animal, over the human
. is being superseded by spiritual power; the systemic correspondence to lunar pitric activity |
will occultly dieout. " "A Treatise on Cosmic Fire" by Alice A. Bailey #ﬁ
ol - -‘:ﬂl_'j
-\.'_‘_ .

ARCHANGEL AURIEL: - Stage 3, Square 18.

| ARCHANGEL This square includes a Duel that requires the player to

AURIEL L

b <2 roll within 40 of what is rolled on behalf of Archangel Auriel. -9
(Note that Correspondences cannod cause a player to go over their desired target in a Duel. g

- "Mercury and Venus, the Sun and the Moon constitute the

b Guardian Angels of the four corners of the Earth:

g a. ﬁl‘fmﬂm and moon veil hidden planets). & -

Jb Tf,le'_g!a{e the four Maharajahs, connected with karma, humanity, cosmos and man.

g - Sun or its substitute—Michael. _




LORD of the This square includes a Duel that requ:res the playerto

'..;i AN THAL II.-L"'-.]-

e - roll within 30 of what is rolled on behalf of Lord Varuna.

..._:,1 r ?m (Mote that Correspondences cannot cause a player to go over their desired target maDupL-}

- regarded also as the Ruler of the astral plane (the 6th plane) u{nnbaf is water. The

- Raja-Lord of the Plane, the great deva Varuna, Who is the central

' astral plane of our p:l'anem}rschenm He is Himself an outpost of the consciousness of that

. greater Deva Who embaodies the substance of the solar astral plane, or the sixth subplane of
the cosmic physical plane. He again in His turn reflects His prototype, that great cosmic

. Entity Who ensouls the cosmic astral plane.”

: _'Treql:irs_e on Cosmic Fire

HIGHER, SELI HIGHER SELF: - Stage 5 , Square 32.

Plraed 3

FE This square includes a Duel that requires the player to

= o roll within 25 of what is rolled on behalf
RE-ORIENT of the Higher Self. Zodiac reverses direction as player

pon Lhe

g3l symbolically mounts the Fixed Cross of discipleship.

the Personality ray by the ray I‘J.I'HI-EE% Hﬂdﬂmfﬂm‘h of their tmew I mean the

. blending of the primary colour of the Higher Self with the sem:rdaz}r hue of the Lower Self

- until beauty is achieved. Al first, there is dissonance and discord, a clashing of the colours,
- and a fight between the l;i:'}gh

- of the Master, harmony of colour and tone is produced (a synonymous matter), until

| the dominant fifth of the Ego, followed by the full chord of the Monad or Spirit."
. Letters on Occult Meditation

AR - Sta ua
& This square includes a Duel that requires the player to

: {H-ulu that Correspondences cannot cause a player to go over their desired target in a Due

“and he called out and said, “Gabriel, give this man an understanding of the vision.” Sohe
' i ﬂeﬂrtand'mefm

‘!Irhmna, the God of Water, in the sense of the waters of space, or the waters of matter. Hefs
of the substance of the

hi':,ﬂ i"q"; o m "l

h
8 il

% Emm*'ﬁma’fiﬂ

- “The Chord of the Ego: When I use the term "reciprocal vibration, " what do I mean? I mean
* the adaptation of the Personality or Lower Self, to the Ego, or Higher Self, the dominating of

er and the Lower. But as time progresses, and later with the aid
- eventually you will haw the basic note of matter, the major third of the aligned Personality,

roll within 20 of what is rolled on behalf of Archangel Gal::-nel

"When I, Daniel, .&adsemﬂmwsfnn I sought to understand it; and behold, s.rand.l’ngbem 3
me’mnne nhnjmﬂedmmaman Aﬂd!ﬂemﬂmemjcenfamanbemwn the banks of Ulai,

mdwhmﬁecamefmfn{ghrﬂmdandfeﬂmmyﬁm |
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CHERS OF THE MIDDLE PILLA
' ) AGNI: Lord of the MENTAL PLANE - S

LORD of the This square includes a Duel that requires the player to | "ﬁ

e roll within 15 of what is rolled on behalf of Lord AGNL.
' 1 m (Note that Correspendences cannot cause a player to go over their desired target in a Duel.) -+ =
" “The fundamental fact that should here be emphasised is that AGNI, the Lord of Fire, rules =4
- over all the fire elementals and devas on the three planes of human evolution, the physical, .~
' the astral, and the mental, and rules over them not only on this planet, called the Earth, buton
~ the three planes in all parts of the system. He is one of the seven Brothers (to use an
*_expression familiar to students of the Secret Doctrine) Who each embody one of the seven !
- principles, or Who are in Themselves the seven centres in the body of the cosmic Lord of Fire,
! called by H.P.B. "Fohat." He is that active fiery Intelligence, Wha is the basis of the internal

ARCHANGEL MICHAEL: - Stage 8, Square 53.

T ARCHANGEL This square includes a Duel that requires the player to

AICHAEL roll within 10 of what is rolled on behalf of Archangel Michael.
[Note that Correspondences cannol cause a player to mo over their desired tanget in a Duel.)

 “Just as the planet called the earth is as the turning point or the battle-ground

~ between Spirit and matter, and is therefore, from that very consideration, of great

& importance, so our solar system holds an analogous place in the cosmic scheme. The cosmic -
man, the solar Arjuna, is wrestling for His individualised perfected self-consciousness, and 4

- for freedom and liberation from the form, and from the not-self. So man on this planet battles

- for similar ideals on his tiny scale; so battle in heaven Michael and His Angels, or the divine L

£ Heavenly Men, Whose problem is the same on the higher scale.”  A'Treatise on Cosmic Fire

g The ANGEL of the PRESENCE - Stage 9 , Square 60.
This square includes a Duel that requires the player to

ESEN roll within 5 of what is rolled on behalf of the Angel of the
2 Presence, Who will either administer the Test of the

:, ' 6 E@ Antahkarana or escort players as they Descend into Form.

= "“The Angel of the Presence, distributing solar fire and holding focussed electric fire, and the

~ Dweller on the Threshold, expressing and utilising fire by friction, know each other "with

. intimate eccult knowledge." The door then stands open wide through which the life and light of
the three major constellations can—after the third initiation— be oceultly available to the
Initiate, be he a liberated human being or a planetary Logos.”  Esoteric Astrology

- "Only when man is an integrated personality does the problem of the Dweller truly arise, and
» only when the mind is alert and the intelligence organised (as is becoming the case todayona
-':.-.P large scale) is it possible for man to sense—intelligently and not just mystically—the :
Ang el and so fntuit the PRESENCE. Only then does the entire question of hindrances which the q
Dweller embodies, and the limitations which it provides to spiritual contact and realisation
ume potent proportions.” 24 Glamour, a World Problem

I K S R R A

AMNGEL af the
PRESEMNCE




~att eTﬁental Unit (square ﬁu} and is the final Imtlatﬂr of the three p!anes. It=

~He who administers the Test of the Antahkarana during the Three Days of
Darkness and escorts players across the Rainbow Bridge to Soul at the Mental By

+ Pem anent Atom; or accompanies thern as they Descend into Form in order I:u"ﬁ

S '_ are 60 is also where the player rolls to discover how many Mind tokens it ﬂfﬂi
ill cost to Burn the Etheric Web between the Mental Unit (square 60) and the
Al Permanent Atom (Rainbow Bridge), which is required before taking the

1al Test of the Antahkarana. This is accomplished by rollingboth1D6and

g r

1D10 I‘;aﬁd-pa_y'lng t!'je indicated number of ]'l-l_ﬁm:'l tokens. If the player does not
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is _‘Pmnts & Dark Nights on
- different Stages and Planes.

~~ Players must begin & end on Crisis
E’n?ﬂints or Dark Nights of the Soul.

¥Players can freely move through
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- normally once they Descend or
. Teleport to a new Stage or Plane.
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" With th ng.'tals &@adm the Physical and Astral Planes, a player can Te!epart fron if} ;
= any Crisis ?ﬂ:ﬂtﬁ;ﬂ&fkﬁ@htﬂf:‘heﬁu} to an_‘;rntheraﬂnﬂtated with a red sta ""l'
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thi thE Test of l:!mﬂnt“ahkarana refers '
a 12- q tu:m Soul-Assessment during the
" Three Days of Darkness. Players are permitted
'_'u attempt the 12-question quiz once each turn
three turns.
Pl ;} whn are able to prove '.Fmaw!ewdge and
sxperience’ for 9 out of 12 questions, succeed
: ,frEE to walk the Rainbow Bridge to Soul.

Tr'sfwhn are unable to pass the Test of the
"'.‘-q:r: ahkarana are forced to Descend into Form m
rde) En gain more 'knowledge and experience.’

a
e
& :I-I_[JW TO ADMINISTER THE TEST OF THE ANTAHKARANA g

player is asked to roll the Percentile Dice, check the List of
-Assessment topics and read each query aloud.

:J :I‘he player undergoing the ordeal must check their Soul Record to see if tlm
* number has been marked. (For a more challenging game, players must i
~ answer the question contextually using text from the card.)

ﬁ'. } Repeat until 9 have been answered correctly or 4 questions are missed. Y <

- "A test is something which tries our strength to see of what sort it is; it calls forth the utmost

~ that is in us, and reveals to us where we are weak and where we fail. The need today is for
dﬁﬂpfﬂ?mﬂfﬂrtﬂﬂﬁﬂﬂﬂﬂaﬁ?bﬂe}?mtﬁﬂdﬁﬂtﬂﬁﬂﬂ!ﬂﬂtwﬂrﬂ‘ﬂdﬁ‘

wmmdﬂﬁmﬂﬂesmmemﬂdaﬁrp!amﬂn life are encountered. We have, if we could but realise
- it, exactly those circumstances and that environment in which this lesson of obedience to the
. highest which is in us can be learnt. We have exactly the type of body and physical conditions
u {r gh which the divinity in us can be expressed. We have those contacts in the world and the
ufnwimﬁﬁ:hmmwﬂfdmwdermembkusmmﬁemenmmpfﬂmm‘upmI#e ;p
r' th ﬂf@f.‘ipﬁéﬁh{p the next step to God. 3

----- grasp this essential fact and happily settle down to a life of service and of giving
#, 1z Inﬂ:-eﬁ'amframﬁ they can make no progress. Until the path of life is trodden, -
) tb’aﬂyﬂﬂ m#ﬂf-pxl?;.?u thebm:;ﬂmﬂe ﬁnﬁmﬁpﬂmquﬂwe;
j""lﬁﬂ]"‘ - ts need also to unders at emselves are
%Hﬁtﬁ encounter. ﬂtﬂfﬂdﬁmm mn _:;E
ﬂwn:hnsearaundthem they complain s
athe mapmseas:heyatmuptmlud:ﬁesp[ﬂmamfe matwiy,readand:hmk" i
m Bethlehem to Calvary
Mmﬂmﬂ&smmﬁ@mﬂhumaﬂmm}mm&mze maﬁf“
] the three aspects or energies of the Spiritual Triad and the three aspects of
ed personality in the three worlds. In time to come, the phrase "life in the three
iscontint .*rg;}_a will talk in terms of”lt{ghtheﬂwuwﬁsafﬂw 1é
7 L z i,u L *‘t.; .;'l-_l.- "..-::..” : I.I-. .-' !‘__. mthem-
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1 snp y asserﬁ that ﬂlereal‘e?suh-planes]nthe Co _r“ b

al Plane, in the game we are concerned with only the lowest three

Physical, Astral and Mental. Each of these planes is divided into three Sta 7es;
ﬂedga Love & Wisdom. ! ;

=

' T der for a player to ascend from one plane to another, they must Burn
heric Web that separates the planes by rolling the appropriate die and
the indicated CotR. This is symbolic of the energy required by the

onail;y to pierce the veil between the planes.

seven subplanes can be divided into the r three planes or the abstract planes, and b
wer four or the concrete planes. This division is the best and most purely metaphysical,
bndlesmemuﬂldeaﬂfmeﬁﬂf the Not-Self, and the Intelligence, with their e
1 whﬂprﬂmﬁmnh]ecﬂwuﬂm whether solar system, planetary scheme, or
an lnt:amatim" A Treatise on Cosmic Fire ;

THE THREE STAGES

';n each of the three Planes, every horizontal row on the gameboard
stitutes a Stage; Knowledge, Love or Wisdom.

r:u & LIFE Cards contain specfairufesif the player's avatar stands upona
ﬂertam Stage or Plane. i

_~ The Petal in the Egoic Lotus for each Stage is opened when the player
- successfully completes a Soul-Assessment during the Crisis Point or
_W@tnfﬂm&ulat the end of every Stage. -
» are, in connection with human evolution, certalnfa:turswhlnhpmﬂn:edr_ﬂlﬂteandmgortmt 1
?_, { .whmmmmedvﬂﬂma&m%hmughhﬂﬂmammufmandﬂmﬁm&m oushy =
4 ]ﬁ Ko alege Botals | Tha kosadge petal i esch of the o Tnier drcies | The renters o D
1 plane | The throat center in etheric matter | The alta major center | The physical brain
11: The Love Petals | The love petal in each circle | The centers on the astral plane | The heart
mmmlmmmlmmmmmwﬁm
various alignments (when functioning with due adjustment) result in the transmission of energy in
Hemmthgmmlcpmummu and in the second case from the buddhic ptunuun:“
om. T woul Iﬂmhmummteﬂuﬁnunfgﬁnmﬂnnfmemhﬂgmupmmmym
two, and effects the final illumination and liberation of the man: =
ﬁmm&mmwg‘mm%@uﬁmmﬂm o
e three planes worlds, producing thus absorption lower four centers on
- head center, hmmnﬁmumlmmmm,pmummm i
£ . Sjmhﬂlﬂﬂ. mﬂ]h,mw on i
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the 10 s:;f:imrﬁ and their complex Carrespnndencé? "

THE TREE
OF LIFE
o**nye

Otz Chilm

“Tree of Life™

in reverse arder
{10 Bt 1 1)
thresgh the
Sephiroth; er
by a marr direet
path through

i middic piltar.
This Tree of Lide
wan be used as

multitude of
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ayers draw 1 LIFE E'.arrd every turn unless the}r land on a Specia 1o

wunter Square: Middle PIHa:,, Crisis Point or Dark N,[g.'u of the Sﬂrﬁr

. T

| Players must
y | |be able to pay [ The 'Special’ section

the Cost or always applies!
they lose the ysapp
. ﬂppﬂft Hﬂ .ftjlr.- I '-:I:Lllll:il. rll:H: -tl'al
e | H Only the successful _J"" " : :
player (70+) gains : b
o T the PATH Card. =

S s ' i
"----..' J .

' This card's

. effectis

~ doubled (x2) |

Be2e ) oncertain Lt__~TON

. Stages! | i s IR

Players may fail in the
Challenge but still

gain CotR if they roll ]
an even- number. ,g;’_3

&/ 2
X .@
2 Correspondences = +20

o

.~,_ E Cunespmdences = +30
o Match Correspondences

_ from your Birth Charr
49 the square you're on ..-’

£+ 44— and Magic Cards to help
& . your Challenge Roll!

| Some Magic Cards give large
bonuses to Challenges upon

T, 1% certain Stages or Planes...
,;‘_ 4
i - [:0c0e 4-"' 5

' ' arewxy:am : & ffﬁh
.panaf;hg
a'-’ fhe:[f:db -':.'- . il
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" Players must stop at each Crisis
Pc j:_;-r or Dark Night of the Soul. :
! — | @ ﬁr 'E'!'
- _1 i 3 2 19 i

Wbattadnate ol ol ok ial 2l "l
__,M Night of the Soul: d & © )0

Iﬁiﬂ:nhm?m'

: “ @
£1, P}angafijﬂTHEard (oeo Ok @ (O el0
Haprtaﬁrsl.!‘i‘ee v ([0 GEDe e0 (&
:J_’ rErJuI -Assessment. |- “of-w0l."el: "0l ¢
#3: - If player fails to open a Petal, ;ﬁ:: G_’ . E:"_‘_"- .
~ they may pay 2 CotR for a 2nd Sl It o

~ attempt, or 3 CotR for a 3rd try. .E. o ol ‘@

ep #4: Player may sell Magic Cards for

o -0 el ~@

. sl ~I@

O

1 CotR each unless stated otherwise.

Ste. ep #‘5 Player must attempt to Burn the Etheric Web
3 between the Astral and Mental Planes.

. Step #6: Player must continue to ascend until they run Roll 1 D6 & PHJ' Gﬂld. g
- put of Hearts that are required to pay for each
 turn upon the Mental Plane. Astral vs. Mental:

#7' Players who lack the CotR to Burn the Etheric L8 |
~ Web, or to pay for turns on a higher plane, Mental Unit vs. Mental Atomzig
;:, mustﬂescendmm!?nnn Rﬂ“lﬂﬁ-ﬂ:lﬂlﬂ&pﬂ}"h‘[ dsd.

. "4--

g L

DESCENDING lntﬂ FORM
_,uyer!'uses all Magic Cards but may retain all CotR and Siddhi Cards

:I. JE'inyer musr Descend to the begininng of the lmwest Stage and Pl'ﬂng -"I1
5 mmmnk an urmpened Petal in the Egoic Lotus. |
1 ; ( k'ﬂm.ﬁ'mge normally but may Teleport from any - L f_:,
- -Mghtta 1 hth if'theEthm*c Webs have b 5 s
m -;-.-- benﬂaen the Stage: S,

." ' 5 - _ﬁ{'r..




2 THE WORLD OF VIRGIN SPIRITS
3 THE WORLD OF DIVINE SPIRIT
-I mmun.ﬂm
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34. Mayan Religion
35. Buddhism: Eight-Fold Path
36. Theosophy: Initiations
37. Order of the Golden Dawn
- 38. Pentagram Ritual (LBRP)
39. Hinduism: The Four Yugas
40, Sumerian Religion
41. Aztec Religion
42. Numerology
43. Seven Hermetic Principles
44. Theosophy: Microcosmic
Sensory Evolution
45. Hinduism: The Siddhis
46. Cristianity: Catholicism
47. Islam: Sunni
48. Theosophy: Cosmic Laws
- 49.Islam: Sufi
- 50. Wicca & Nature Religions
51. Buddhism: Schools
52, Daoism or Taoism
53. Judaism: Overview
54. Theosophy: Egoic Lotus
55. Astrology: Sun, Moon
& Rising Signs
56. Tarot: The Minor Arcana
57. Theosophy: Rainbow Bridge
58, Astrology — The
Reversed Wheel
59, Freemasonry: Overview

~96. Transcendents .
--'.'-"Jr‘
'Ja.t:lasaiml[-lmau 2

mmmunwm'm 'Etmdanﬂﬂlethmmwu:mhnnmrﬂ
Uuthemrnmwerm -Assessments and the Test of the Antahkarana!

67. Sacred Use of l.'.‘rymals
68. Christianity: Gnostici .*‘F :
69. Neoplatonism T
70. Theosophy: The 7 Plan J’i ;
71. Baha'i Faith
72. Jewish Mysticism i
73. Shinto e
74.Jehovah's Witnesses =
75. Shamanism: Spirit-Walking
76. Jewish Kabbalah © ra
77. Megalithic Structures
78. Zoroastrianism
79. Christian Cabala
80. Energetic Healing
81. Jain Dharma
82. Sikhism B
83. Theosophy: AgniYoga
84. Latter-Day Saints P
85. : Planetary
86. Secret Societies :
87. Golden Rule across
all Religions ko
88, The Seven Words for Love
89. New Age Syncretism :
90. Mystic Christianity
01. Classical Nordic Re 1
92. Theosophy: Man's Sheaths
93. Academics: ;
 Sumerian History
94. Buddhism: The Four
MNoble Truths P
95. Meditation

% e

A )
F

tive Plants
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r) Pra wiledge ar 'a.FHHMH’audPaﬂr fo opein rH:uI.h the Egoic Lo =
Elﬁesl.' of theﬁntnhkara.na Administer 12 Soul-Assessments.
{P.hj.wmu:rpmw ‘krrowledge and experience’ of @ Paths to pass the Test and win the game.) ,;;
ﬂuEm’ "Please demonstrate 'knowledge and experience’ of a PATH that mc!uﬂei...-ﬁf
34. Five Pillars of Islam 67. Symbolism of Blood
35. Mystic Islam 68. Enlightenment 'y
* 36, Sunni vs. Shia Muslims 69. Religious/Political Leat
~ 37. Nature & Polytheism  70. Esoteric Traditions
38. Christianity: Largest 71 Mantras
39. Gnosticism 72. Great Flood
40. 3 Cosmic Laws 73. Good vs. Evil
41,7 Systemic Laws 74. Crusades or Jihads
£42. System of 'Planes’ 75. Focus Objects
43. Europe 76. Sacred Food & Drink
4f. Sun-God 77. Preceded Christ
45. Schools of Buddhism  78. Succeeded Christ
46. Great Vehicle 79. Merkaba/Lightbody
4. Brc 1 47. Hindu Philosophy
15. Heaven & Hell 48. Astrological Changes 81 Judgment Day
; T:r . Secret Societies 49. Direction of Zodiac 82. nl'-“’-‘ﬂll-" Persecuted
(17, Ini’ﬁamryTradmnn 50. Seven Rays
o + ASLrO 51. Birth Chart
1 JTI'&dlﬁﬂ'['t 52. Megalithic Monuments 35 India
** b menslunsﬁﬁuﬂds 53. Anu, Enki & Enlil 86. Far East
abba 54. Sephiroth 87. Reincarmation
-~ 55, System of "Worlds' 88. Hindu Holy Texts
~ 56. Use of Invocation 89. Priests can Marry
57. Commaon Symbols 90. Ascended Masters
58. Jesus as an Initiate 91. Angels & Saints
59. Jesus as a Prophet 92. Worship on Sunday
60. Jesus as Son of God 93. Theonymical Aspe
} _, ﬂfﬂ Symbol of the Cross 94. Missionary Work A 5
;alﬁﬁ 62.Sacred Geometry  95. Tolerance of Other P:
- 4*:1'.; W of ]udaism 3 96. Symbol for Hinduism
e gfdmg - 97. Symbol for Islam -'j.:'
r 1 -- : E "'il bﬂlfﬂr .T.‘__-“-"
mbol fl;ll],' ; _-__i_l'.‘_zf_..
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