Myths and History


History


First Age





GD V5#95 - Stephen Martin:


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.





Second Age





GD V5#95 - 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.


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.





GD V5#103 - Bernuetz, Oliver:


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.





GD V5#117


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.


Third Age





GD V5#97 - Erik Sieurin:


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.





GD V5#97 - Erik Sieurin:


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 weapon thanes will speak with great admiration and some regret about the Gelder's Swing, which humans cannot learn, and which the ducks invented (7).





GD V5#97 - Erik Sieurin:


Ducks and Delecti:


Ducks have advantages in swamp fighting. They have Humakt spells and religious support. They _know_ the undead.


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.





GD V5#106 - 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.





GD V5#108 - Erik Sieurin:


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.





GD V5#110 - Rick Meints:


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.                          





GD V5#114 - 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. 





GD V5#1?? - 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.  








Cults





GD V5#82 - Jane Williams:


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?





GD V5#97 - Erik Sieurin:


Religion:


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.





GD V5#106 - Klyfix@aol.com:


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. 


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.





GD V5#112 - 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.





GD V5#113 - Rick Meints:


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.                                  


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...  :)





GD V5#118 - Erik Sieurin:


> 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.





GD V5#122 - 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.





GD V5#128 - Gary R Switzer


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?





GD V5#129 - 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...





GD V5#131 - 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?





Mores


GD V5#97 - Erik Sieurin:


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)


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)





GD V5#106 - Klyfix@aol.com:


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.





GD V5#110 - Rick Meints:


As for the ducks... 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. :)       





GD V5#113 - Rick Meints:


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.





GD V5#115 - Erik Sieurin:


Agreed. But Humakt worship carries less of a stigma among Ducks and Lismelder tribesmen than among other Orlanthi.





GD V5#115 - Erik Sieurin:


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.





GD V5#129 - Sandy Petersen


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. 


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.  





Natural History


GD V5#97 - Erik Sieurin:


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.





GD V5#103 - Sandy Petersen:


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. 





GD V5#103 - 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.





GD V5#105 - Nils Weinander:


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.





GD V5#114 - Simon Phipp:


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.





GD V5#115 - 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?





GD V5#127 - Sandy Petersen


Sorry, Sergio. This is not so. Real World ducks are primarily vegetarians who feed on algae, grasses, pondweed, and na 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, 


they're shorter. For a sight-hunter, height is important.


They're slower. Humans aren't the fastest animals around, but we're not the slowest, either. We're around average, actually. 


They can't climb very well. 


They're weak and small. 


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? 





GD V5#128 - 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.  :)  





?? - 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.





GD V5#142 - 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.





Diversos


GD V5#95 - 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.





GD V5#95 - Michael Cule:


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.





GD V5#99 - 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?





GD V5#102 - Joerg Baumgartner:


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.





GD V5#104 - 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).





GD V5#105 - 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.








GD V5#106 - Klyfix@aol.com:


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. :) 





GD V5#134 - PMichaels@aol.com


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.


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.


__________


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.





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. 





MESSAGE I SENT TO PETER:





Dear Peter,





I've been rereding your Weasel trickester cult and suggest ne next:





1. This aspect should not be very spread (it would be found on maybe 4 or 5 different places some of which would be inabited by real weasels).


2. The hunted creature would not be only ducks but would vary with the particular place.





I would locate the Weasel-Duck hunter in the New Fens west of Maniria. It would be the greatest shrine to Weasel (after all, old Slontos was the home of the greatest trickester temple...). Barbarian humans would pay cult to Weasel and hunt the most civilized ducks (capturing a duck sorcerer is a must) as a way to manifest their hatred and discontempt for civilized humans (specialy sorcerers).





I would locate another shrine in troll lands (Halikiv ?) and the hunted would be some sort of hsunchen humans of an appropriate hsunchen tribe (maybe rabbit hsunchen...).





A third shrine would be located in Sartar or Heortland and the cultists would be the lowest rank clan members. They would hunt poultry of rich people, also to show their discontempt without facing the powerful openly.
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