
A Critical Essay on Godhood  
(Old One Rising) 

Introduction 

I’ve wanted a religious game for so long and you guys are so close to doing it properly 

that I’m actually panicking right now.  I really want this game to be epic and you all are so close 

to doing it right!  I realise you probably can’t change anything but I just have to put this out 

there. 

 

 My thesis is this: the Sacrament should be the core of the game, because it really isn’t 

right now and I’ll explain why. 

 

 You want to make an indirect influence, religion game that focuses on building a roster, 

but instead you’re wasting time developing a bad city builder!  You beautiful, blessed people are 

getting distracted by developing a half-baked city-building game and you will miss out on 

something great if you follow down this path.  

 I know I’m too late to the party.  I’m sure you all are already past the point of no return, 

but damn it I got to get this out there. 

 

 My thesis is founded in two main points: religions are not static, and religions are based 

on myths. 

 

So to fix your game, we need evolution and myth.  The Sacrament can do all of that, but 

first it needs to be the core of your game. 

Criticism 

This is the most important bit.  After the criticism section I fantasize about particulars.   

 

I’m going to base my criticism on the three goals you guys state at the opening of the 

beta: indirect influence, religious, roster game.  Judging by how the game works right now, your 

first goal of indirect influence is hijacking the other goals in a way that doesn’t even satisfy the 

goal in the first place.  You say that you want the god to have indirect influence, so you remove 

player agency during the Sacrament, which you imagine to be the central part of your game.  

Excellent; it’s been done before for roster games (I’ve been playing Chess Rush on my phone 

recently as an example), so you’re on the right track.  But then you must give the player 

something to do, so you begin to waste time working on a bad city builder.  To give the player 



some sort of agency as a god, you get them to tell the Disciples what resources to work on, what 

Miracles to perform, whether they can perform another Sacrament, what class they should 

become, etc.  What this tells the player is that their god is in direct control of the followers, 

whether you call it indirect or not.  But then you get to the Sacrament, the event the game is 

supposed to center around, and you remove player agency.  All they can do is watch.  There is an 

important moment in the game right before the Sacrament begins where you look at the Disciples 

you have for your team and you look at your opponents.  At that moment, there is next to nothing 

you can do.  You can’t go back into the city and try to prepare more because if you do, you will 

be punished.  You can rarely change your team (especially in the early game) because you only 

have a small number of Disciples to choose from.  If you lose once or twice in a row, the game 

easily falls into a death spiral and I believe that has to do with the lack of decisions available to 

the player right before and during the Sacrament. 

There is a moment in Playing Godhood Major Update #1 - Will of the People!! on your 

YouTube channel between minutes 57:30 and 59:00 where Rick talks about the broken de-buff.  

When preparing for a Sacrament he had the choice between putting out a fully healed Disciple 

and a damaged Disciple that is praying to be in the Sacrament.  Some important phrases he uses 

are “should be ok” and “I think I can do this” when he ends up choosing the Disciple with the 

prayer.  He then points out that the opponent has more AP than he does so he would have to out-

damage them, but has no way to act upon this knowledge.  As the Sacrament progresses, he 

worries about one of his Disciples’ health getting too low, and says that he doesn’t want them to 

be defeated because then it would cause the broken de-buff, but he still can’t do anything about 

it.  If he wanted to improve his chances in that fight, there wasn’t anything he could try.  He was 

mostly helpless.   

The reason this happened is because the Sacrament is not the core of your game.  The city 

building is the core of your game and this is demonstrated by the loss of agency as soon as you 

start getting closer to the Sacrament.  The core of a game is something you can do, not something 

you watch.  That’s a cut scene.  The city is what you “do” in the game and that is a mistake 

because it violates your three goals you laid out to fulfill.  You want to make a game with 

indirect influence over followers, but you spend most of your time controlling followers directly 

in the village.  You want to make a game that is religious, but religions are not defined by the 

buildings they inhabit, they are defined by the myths people tell each other.  You want to make a 

game that is a roster game, but the player can’t do very much with their roster. 

You’ve been distracted into making a city building game when you set out to make an 

indirect influence, religious, roster game.  And I can tell you guys feel it in your bones.  In the 

Questions & Playthrough: 7PM CEST / 11AM PDT on your YouTube channel between times 

20:30 to 24:00, Rick explains that pressure needs to be put on the village gameplay in order to 

keep people from recovering too well before engaging in another Sacrament.  He said the game 

is too easy at the moment, because people will just spend all their time in the village.  He then 

describes the enthusiasm system as a fix, but I’d argue the system only acts to cover up a deeper 

issue with the game.  The reason why people gravitate towards the village gameplay and you 



have to literally force them out of the village every 3 turns is because the village is where the 

player has agency.  It’s the only place the player feels like they have any ounce of control and 

they will naturally gravitate towards that.  The Sacrament remains the most important part of 

your game, but people would rather spend time in the village because that’s where they feel like 

they have control.  This tendency is pulling your development towards the village when it should 

be focusing on the Sacrament, and it’s all because you want the player to have “indirect 

influence” during the Sacrament. But here’s the thing, even God games of the past that adhere to 

indirect influence don’t remove agency from the player, especially during the action.  Imagine if 

you couldn’t use your hand in Black and White 2 as soon as an enemy army began to approach.  

I personally think that your adherence to indirect influence should be ditched entirely, but if it 

isn’t, it should be exemplified during the Sacrament in action, not inaction.   

Right now (Old One Rising), the core loop of your game (village ↔ Sacrament) relies on 

messy restrictions in order to maintain any sort of momentum.  As soon as the Sacrament begins, 

control is removed from the player and they watch helplessly as their Disciples duel with other 

Disciples.  You wait for the result and then go back to your city where you can’t use all your 

Disciples for tasks and you can’t use all your resources until you are forced after three turns to 

watch another Sacrament that you can’t do anything about.  It’s a bad loop where the player has 

little agency; even in the village where they’re supposed to have the most agency the game has to 

offer. 

 

What is the core gameplay?  A loop of helplessness? 

The core gameplay should be the Sacrament. 

 

The Sacrament has been hijacked by your commitment to indirect influence in such a 

tragic way that indirect influence can’t even be fulfilled.  By getting the player to tell the 

Disciples what to do, putting buildings where you want them, and choosing every Disciple’s 

class, the game is decidedly not demonstrating an indirect influence mechanic.  I think you need 

to ditch your commitment to an indirect influence game and completely discard the segment of 

the game where you build the village.  These two things are holding the game down.   

You guys know from your experience making Reus that in order to have an indirect 

influence God game, the core of the game must be manipulation of the landscape or some other 

foundational aspect of the NPC’s lives.  But you guys have explicitly stated that you don’t want 

to make a God game, you want to make a religion game.  You obviously understand that this 

pairs well with the roster building game, but for some reason, you carried indirect influence over 

from the God game.  In your game (not an idealized religion game, your game), the player is not 

playing God, they are playing a god of a religion.  That entails a deeply different understanding 

of the mechanics that will reflect that position of the player.  In Reus, you didn’t play a god of a 

religion you literally played God and its avatars, the giants.  The humans only mattered to make 

the life of this God more interesting.   



But religions do not function this way.   A god that is part of the religion requires the 

belief of its followers for its very survival.  You understand this and so you did not just make 

another Reus, you started making a roster game where the focus is the believers of the religion 

and the god they represent, not “God” itself.  The god in Godhood can be killed if people stop 

believing in it, which is a fundamentally different situation than the God of Reus that is never in 

danger (and I know the giants can be attacked, but you play as the planet, not the giants).   

Because you were stuck to this idea of indirect influence, you continued to build the 

game as if the god and the religion and the disciples were not, in fact, the same thing.  In a God 

game the God is a discrete truth that exists outside of the NPC’s; the very structure of the game 

tells the player that their existence is a matter of course.  In a religion game the god is a variety 

of truth that exists because of its followers, not in spite of them.  That is why the gods in 

Godhood can die, and the God in Reus cannot.  The God in Reus is Truth with a capital “T”.  

The gods in Godhood are truths; all in the lowercase.  What this means is that there is no 

difference between the Disciples and the god they worship.  They are one in the same thing.  

That is why the Sacrament is so important to your game, and why you guys were so brilliant to 

try to make it the center of your game and it is also why the player should have control within it.   

As it stands, your game oscillates between a God game and a religion game.  During the 

village, it is a religion game because the symbiosis between the Disciples and the god is 

(somewhat) obvious.  During the Sacrament, it is a God game because the Disciples are suddenly 

asserted as discrete entities from the god.  In the village, the game believes that the Disciples and 

the god is one thing.  In the Sacrament, the game believes that the Disciples and the god are two 

different things.   

The reason why this is bad lies in how religions actually work in the real world.  

Religions are not found in buildings or aesthetics.  Religions are myths that people tell each 

other.  A Christian will come up to you and tell you “Jesus loves you” and a Muslim will come 

up to you and say “there is one True God”.  Both those statements are connected to larger myths 

that explain how the universe works.  When a Christian evangelizes to you, you are suddenly 

caught in your own little Sacrament.  You are not convinced to join a religion because you 

appreciate the architecture; you are convinced because of community and myth.  This is reflected 

in the Sacrament, not the village.  Therefore, the Sacrament should be a religion game, not a God 

game.  I can tell you guys already understand this, but because you thought indirect influence 

could be included in that vision, the game has gotten distracted into becoming a bad city builder. 

This is hurting the game and even its marketability. There are plenty of God games out 

there that do indirect influence well; Black and White, Populous, Crest, From Dust, even Reus 

by you guys.  You guys don’t need to make those games again.  While we speak, the Universim 

is currently in Early Access, and their game looks way better than yours and does the city 

building and indirect influence far better than your game.  But you guys aren’t making a God 

game, you’re making a religious roster game.  And, correct me if I’m wrong, but I don’t think 

one of those exists yet. 

And the Sacrament needs to be the center of it. 



 

Suggestions 

Restructuring the Sacrament 

This section is just my fantasizing.  I understand you guys have time and money 

restrictions.  No matter what I say here, you can count on my enjoyment of the game when 1.0 

comes out. 

 

We need to get rid of a few things in order to make the Sacrament the core gameplay.  

We need to cut the city building and god creation at the beginning of the game.   

 

Now, the Sacrament is all that is left. 

 

I want to play a game first and foremost, and the Sacrament needs to be that game.  The 

Sacrament needs to be a fun, playable game all on its own if it’s going to be the core.   

Think about Mario’s jump.  Mario’s jump is the core of the Mario games.  I spent hours 

as a kid just running around in various Mario games jumping because it was so much fun.  Not 

only that, everything about the game is focused completely on Mario’s jump.  The enemies are 

defeated by jumps.  Coins are gathered by jumps.  Blocks are destroyed by jumps.  Platforming 

is accomplished through jumps.  Everything in Mario games always comes back to the jump. 

The Sacrament needs to be your Mario jump.  Miracles are performed in Sacraments.  

Relics are created in Sacraments.  Symbols are defined in Sacraments.  Disciples are earned in 

Sacraments.  Virtues are established in Sacraments.  Vices are established in Sacraments.  

Everything in your game must come back to Sacraments. 

You must want to perform the Sacrament.  The player shouldn’t have to be forced to 

perform a Sacrament after 3 turns; they should impatiently try to get to the next Sacrament as 

fast as possible. 

Because fundamentally, you guys were brilliant in your choice to connect a religious god 

game with a roster fighting game.  Religions are built upon myths and charismatic people, and a 

roster game has both those things in spades!  Every Disciple you use in your roster is one of 

those charismatic persons, and their actions in the Sacrament create myths that can be added to 

the religion.   

The Sacrament (in concept) fulfills what is needed for a religion to grow; charismatic 

people sharing their myths about the nature of the universe.  Whether that sharing is physical or 

verbal doesn’t matter, it is all about spreading the myth.  The space between the two opposing 

teams is the frontier of each god’s power, on the left side the player’s god has control, and on the 

right side the opponent’s god has control.  If the myth is successfully shared, the border is 



destroyed and the other god is vanquished.  All the action lies in the tension of this border, the 

contest between the two gods. 

A roster game, as you all intuited, is an excellent foundation for a religious game.  A city 

building game is not but all god games previously made seem to think so; usually because people 

easily conflate religions with the buildings that host them.  Religions are founded in myth, not 

infrastructure.  A city building game cannot reflect this in its mechanics, but a roster game can.  

Therefore, the fun foundation of a roster game must be the source of all periphery mechanics in a 

religion game, preferably with an emphasis on creating myth.  By the end of the game, the player 

should be able to look back on a timeline and see how the religion evolved and spread over time.  

The Sacrament is the perfect engine for this evolution and spread of myth.   

First the Sacrament must create and evolve myths.  You already have some interesting 

components in your game that could be used.  Virtues and vices, class elements, totems, 

monuments, and I saw more granular Tenets coming in that tech tree you all are working on.  

Brilliant, we just need to make those parts of the game actually relevant to the Sacrament rather 

than dividing their importance between the Sacrament and the village.   

Here’s my suggestion.  Divide the Sacrament conceptually into three main parts (similar 

to what you have now) and assign tasks that have religious ramifications.  The three parts will 

be: start, play, and result. 

These mechanics will be the products for each part of the Sacrament; I’ve divided these 

mechanics into two main streams to help illustrate how they work: 

 Start: Choose Disciples 

o Virtues (1) 

 Central proficiency of the Follower.  Ex. War/Peace, Lust/Chastity, 

etc.  Important for deciding what Abilities to use. 

o Elements (A) 

 Central affinity of the Follower.  Ex. Dark, Divine, Ancestral, 

Nature, Life, etc.  Important for deciding which enemies to favour. 

 Play: Contest the opponent(s) 

o Stance (2) 

 Playstyle of the Follower (replaces classes).  8 kinds: Apostle 

(verbal), Hero (physical), Custodian (defensive), Militant 

(offensive), Evangelist (verbal/offensive), Apologist 

(verbal/defensive), Crusader (physical/offensive), Guardian 

(physical/defensive).  Explicitly linked to Abilities used. 

o Totems (B) 

 Major buffs for the Follower and a channel for Miracles. Totems 

are discovered through critical hits (whether given or received).  

Available choices for Totems are informed by the Element of the 

Follower. 

 Result: Verdict of the contest 



o Tenets (3) 

 Playstyle of the religion.  8 kinds: Apostolic (verbal), Heroic 

(physical), Custodial (defensive), Militant (offensive), Evangelical 

(verbal/offensive), Crusade (physical/offensive), Apologetic 

(verbal/defensive), Guardian (physical/defensive).  Explicitly 

linked to majority of Disciples’ Stance.  Used towards upgrading 

Virtues. 

o Myths (C) 

 Major buffs of the religion.  Created by how a Follower is 

victorious (Stance), defeated (health), what miracles they perform, 

what Totems they leave behind as Relics, etc.  Used towards 

upgrading Elements. 

 

 

Virtues  Stance  Tenets  Virtues etc. 

Elements  Totems  Myths  Elements etc. 

 

 Timeline of Sacrament (loop) 

Start  Play  Result 

Yields Virtues  Stance  Tenets 

Elements  Totems  Myths 

 Impact on the Game (linear) 

Timeframe of 

Yield Impact 

Short Term 

(Every 

Sacrament) 

 Medium Term 

(Over a 

Follower’s 

lifetime) 

 Long Term 

(Win 

Conditions) 

 

Target of 

Yield Impact 

Disciples 

(target Play) 

 Religion 

(target Result) 

 Roster 

(target Start) 

 

 

These two yield streams do interact, but they should be distinct enough to create 

interesting aesthetic results without jeopardizing gameplay.  The game already does this rather 

well, with Virtues and Elements being related but distinct enough that you can mix them up.  A 

Dark(Element) Peace(Virtue) religion is theoretically just as mechanically valid as a 

Divine(element) Peace(Virtue) religion.  These interesting pairings create unique religious 

aesthetics.  I love this, and think these pairings should be pursued at all levels of gameplay.  

Virtues expand into a few viable Stances and then Stances expand into a few viable Tenets.  The 

Virtues, Stances, and Tenets adopted by the broader religion are an aggregate of how you’ve 

chosen your Disciples and what you do with them in the Sacrament.  No longer will you be 



making executive decisions about aesthetics and values at the whim of a tech tree, they will be 

the product of gameplay and feel organic based on the experiences of your Disciples. 

Crucially, the mechanics related to Start, Play, and Result will also function on different 

timeframes.  Virtues and Elements will be important for short term decisions right before the 

Play portion takes place, much like the way Elements (only) are important right before the 

Sacrament takes place in the current game.  Stance and Totems will be important for medium 

term decisions, like how the Follower will be upgraded over their lifetime.  Tenets and Myths 

will be important for long term decisions, like how the religion will interact with other religions 

and what context new Sacraments will take place under.  This creates engaging play, since when 

a player chooses a Virtue, they are also taking a small step towards deciding a character’s Stance.  

And when the player uses a character’s Stance, they are one step closer to deciding the religion’s 

Tenets.  And when they choose a Tenet, they create a new context under which to begin a new 

Sacrament, in addition to giving the player more choices for the Follower’s Virtues next 

Sacrament.  This loop should be the core of the game, and it should be capable of standing 

independent of anything added to the game afterwards.  Whatever map, city view (no building), 

or other game modes that are added to the game must always orbit around the Sacrament; the 

core gameplay loop.   

Another thing, the point of the Sacrament is to sway belief, not to defeat the other 

Follower’s Awe points.  Awe points need to be thrown away; I’ve seen enough comments on the 

forums (along with my own confusion early on) to conclude they were a bad mechanic to begin 

with.  Instead of two health bars at the top of the screen, envision a balance scale.  On the 

player’s home turf the scale is fully on their side.  In another city, the scale is on their side.  The 

goal of the aggressive religion is to balance the scale or tip it to their favour.   

I’ll try to make this clearer by going through the very first Sacrament when the player 

begins the game and then describing how the later Sacraments play after the introductory one. 

The First Sacrament 

The player starts up the game.  No god customization, you just jump right in. 

Start 

The first thing the player is confronted with is a few different characters.  I imagine this 

moment to have the 5 characters sitting around a campfire.  Each character has a different 

Element associated with them, no Virtues yet.  The seating arrangement of the characters 

correlates with the circle of Element affinities currently in the game.  The player chooses the 

character with the Element they want.  The player then reveals a Virtue to the character from the 

unlocked varieties.  The character has an epiphany of your existence and becomes the Founder.  

The Founder tries to describe their epiphany to the others. 

The first Sacrament begins. 



Play 

It is the Founder against one other character around the campfire.  The Founder’s target is 

the character that embodies the Element the Founder’s Element is strongest against, who will be 

sitting to the Founder’s left.  The other characters will be watching and will represent the belief 

scale at the top of the screen which replaces the Awe points.  At the beginning, the belief scale is 

leaning towards the opponent and the player wants to sway it into their favour.   

Both characters have two health bars.  One health bar is health points (HP), the other is 

faith points (FP).  There will be four abilities available for use with different Stances: Preach 

(verbal/offensive), Defy (verbal/defensive), Strike (physical/offensive), Block 

(physical/defensive).  Verbal abilities will target FP, physical abilities will target HP.  The 

Founder Preaching their epiphany will be considered the first act (verbal/offensive), and the 

opponent will respond with Defy (verbal/defensive). The abilities used thereafter by the Founder 

will receive bonuses to swaying the belief scale if they align with the Founder’s Virtue. 

During the contest, a critical blow will be dealt by either the Founder or the opponent.  

The response will be for the Founder to search for meaning.  They will discover a Totem as a 

result.  Totems are one of the conduits through which a player can perform a Miracle.  There 

may be two or three choices for a Totem, all correlating to the Founder’s Element.  Different 

Totems allow different Miracles.  The player chooses the one they prefer.   

The first opponent is easily defeated after a few turns.  How they are defeated depends on 

what choices the player made.  The player could have defended the entire time and won belief 

through their steadfastness.  Or the player could have attacked the entire time and won belief 

through their aggressiveness.  Or the player had a mix of both.  Whatever the case, the kind of 

abilities used by the Founder will be counted to describe the Founder’s Stance throughout the 

Sacrament.  If the Founder performs two Preach and one Block, their stance will be graded as 

verbal/offensive.  The majority of abilities used will define the Founder’s Stance. 

Result 

Belief of the surrounding listeners has been swayed.  It is unlikely that the HP or FP of 

either the Founder or the opponent will drop very far.  This detail is important and should be 

highlighted to the player because it will teach the player that changing belief is the path to 

victory, not defeating individual opponents.  Of course, defeating the individual opponents helps, 

but it is unnecessary.   

The player is then shown what they have done through a display.  A single Myth is 

awarded to the player, and the progress towards various Tenets is shown.  Myths will be awarded 

for interesting things the player does (achievements) and Tenets will be awarded for common 

things the player does (experience). The Myth awarded will be the Founder Myth, and the Tenet 

progress will reflect the Stance of the Founder during the Sacrament.  For example, if the 

Founder’s Virtue was War and they were always using Strike, the progress might go towards a 



“cult of the offensive” Tenet.  If the Founder’s virtue was Peace and they were always using 

Defy, the progress might go towards the “do unto others” Tenet. 

That completes the first Sacrament.  The Myth of the Founder will mark the beginning of 

the religion and give the Disciples a little boost which will make the next Sacrament a bit more 

manageable.  The Founder has amassed their companions as Disciples, and moves on to share 

their religion. 

The Second Sacrament and all thereafter 

Whether the player spends some time on a world map or not (we’ll get back to that), the 

next Sacrament Begins.  Now there are options. 

Start 

All the Disciples of the Founder now have the same Virtue while retaining their original 

Elements.  Since there are 5 Disciples, one for each Element, and 3 open slots for a Sacrament, 

this provides the player with options right out of the gate.  The Founder will obviously be the 

most powerful since they already have a Totem.  The opponents’ Elements are looked at (no 

more than two kinds for the second Sacrament) and the player chooses who to face them with.   

Play 

Now the player controls all 3 Disciples who are in the Sacrament.  The player chooses 

which Disciples face which opponents.  Disciple initiative during turns should be individualized 

to reflect the more granular player control. The player chooses what abilities to use.  The player 

decides their strategy.  And the player decides whether to use a Miracle through the Founder’s 

Totem.   

During the Sacrament (perhaps not the second one but those coming after), a Follower 

may be defeated.  There are two options for defeat; martyrdom and conversion.  Martyrdom 

occurs when a Follower reaches 0HP but still has at least 75%FP.  Conversion occurs when a 

Follower reaches 0FP but still has at least 75%HP.  Defeat of a follower does not entail that the 

belief scale will swing in the opponent’s direction.  Martyrdom throws the belief scale in the 

favor of the victim.  Conversion throws the belief scale in favor of the converters.  If a defeat 

occurs where these conditions are not met (0FP or 0HP but not 75% for the other), the Follower 

either dies or has their spirit broken.  Both can be reversed with the appropriate Tenets or 

Totems.   

Result 

Stance stats are shown.  New and used Totems are displayed.  Progress towards Tenets is 

displayed.  If a Myth was made, it is described.  The number of new Disciples is shown. 

 

Rinse and Repeat. 



The Spoils of the Sacrament 

 Every few Sacraments the player will happen upon new toys to play with.  New kinds of 

Totems will be discovered for more powerful Disciples.  Monuments and Holy Sites will become 

available which have aesthetics restricted to the Religion’s Virtue (or Vice) and primary 

Element.  Ceremonial robes, ritual ceremonies (background animations), symbols, texts, oral 

traditions, short bits of story, etc. are all possibilities for little rewards.  But what’s important is 

that these rewards are not dragged down by a cumbersome and awkward city building system.  

Instead they will all be automatically or effortlessly placed in eligible cities (must have certain 

number of Advocates, be on particular land, have a Disciple with a certain stance stationed there, 

etc.) controlled on the map.  If a Sacrament ever occurs in one of those cities due to an 

aggressive neighbor, the buildings, symbols, clothes, etc. will be on display during the 

Sacraments.  The same will go for Sacraments in foreign lands; when you look at the village or 

city the Sacrament is set in, you can tell the power and traits of the religion by looking at the 

monuments and buildings the religion possesses.    At the beginning of the game Sacraments are 

performed in spaces no more than lines in the dirt.  By the end of the game, you could have an 

animation of someone performing ritual human sacrifices in the background surrounded by the 

symbols of your religion, people wearing ceremonial clothes, a monument with your god’s 

image marking your side, and beautiful stone flooring for the Disciples to battle it out on.  Or 

you could have a sacred tree housing a levitating Disciple that is stationed in the city, surrounded 

by sacred plants that weave through each other into the god’s symbols, and soft mossed ground 

for the Disciples to battle it out on.  Also, similar to the loading screen picture, the god’s avatar 

(designed by the player as options unlock through the game) should always be in the clouds, 

leaves, or stars where the god avatar is shown in the current game.  And it will all be seen during 

the Sacrament. Everything should be relevant to the Sacrament, even the pretty things. 

 Advocates and Disciples are the most valuable spoils of the Sacrament.  They are the 

foundation for progression.  One of the things I simply can’t understand is why you guys linked 

god progression to farming Advocates in the village.  It honestly just reinforces that the core of 

the game does not reside in the Sacrament but in the city building.  It makes no sense why 

Advocates aren’t earned after every Sacrament.  You just defeated their god and it’s not like 

those people are going to turn atheist all of a sudden.  Advocates and a Disciple or two should be 

the yield of every single Sacrament.   

 Also, get rid of Materials.  With no city building we don’t need any materials.  Ritual 

Offerings (or just Offerings preferably) are fine but they should be an unlocked Tenet of the 

religion rather than something assumed.  They should be a part of a class of resources; offerings, 

tithes, sacrifices, etc. that are all unlocked by special Tenets.  They all should have a similar 

mechanical source as a city yield.  However, I think each should fuel different kinds of projects.  

For example, offerings would fuel special Miracles, tithes would fuel city projects, and sacrifices 

would fuel god powers (Will).  I imagine human sacrifices would be the most powerful and that 

sacrifices in general will curve towards evil the more powerful they become. 



The Map 

Sacraments need to be fundamentally independent of the map.  The Sacrament is 

completely eligible to be constructed as a phone game with no other parts added.  The Sacrament 

should be able to stand on its own.   

That being said, you guys are trying to make a PC game, so another layer of depth is 

needed.  You need long-term goals, a strategy outside of the Sacrament that will contextualize it, 

and visible payoffs for the player’s efforts.  The map interface will provide all these things.  

In the game currently, the village is the default interface the player returns to after 

Sacraments.  This is bad.  Religions are not tied down to cities, they move through cities.  The 

cities of the game and the religions of the game should be independent of one another.  The cities 

will act as nodes over which the religion will be fought and will be central to the context of the 

Sacraments performed.   

Therefore, the default interface the player will return to is the map.  In my opinion it 

should be the only other interface from the Sacrament interface.  If something else is added it 

would be a menu or overlay of the map interface.  Anything else would be distracting. 

 

The mechanical point of this game is to repeat the Sacrament.  That is how the religion is 

spread.  Therefore the map should have two functions: manage Disciples and Advocates, and 

give context to future Sacraments.  A nice side function could be to show the monuments and 

special buildings installed within the cities.  Turns will also be taken on the map, but will happen 

more rarely.  Once the player’s religion becomes expansive enough, they may need to perform 

several sacraments per turn.    

 

Similar to the way it is now, the map will be dotted with cities that are in relatively stable 

locations.  One or two cities may randomly fall and rise every century or so, but for the most part 

they should be stable. When you click on a city, you will see two readings: the city’s culture, and 

the city’s religion.  The city’s culture will describe what Virtues they favour, what Elements they 

possess, and the Population.  The city’s Virtues indicate how easy or difficult it will be to take 

the city.  If the city thinks Lust is a vice and you play as a Lust religion, it will be more difficult 

to take it and hold it.  Converting cities that share your Virtues will be easier, and will serve as 

strongholds against other religions. The city’s Elements indicate what kind of Disciples they will 

produce once converted and are probably related to the land the city is founded on (mountains 

with Divine and Ancestral, plains with Ancestral and Nature, jungles with Nature and Life, 

coasts with Life and Dark, tundra with Dark and Divine, whatever).  The city’s population 

indicates how many Advocates and/or Disciples you could potentially get, while also showing 

the difficulty of conversion (more people means a heavier balance on the side of unbelief).   

Of course, the religion shown when clicking on the city will show the traits of the 

dominant religion there, including Virtue, Stance, and number of Disciples present within it.  If 

the city has no religion, then it will be empty. 



Now, in order to keep the map from becoming too static (religions find strongholds in 

cities that share their virtues and progress reaches a standstill) I think a mechanic that flows 

underneath the religious gameplay would be a simple Nation system.  A Nation would be a 

culture shared between several cities that can spread itself and be defeated by other Nations.  

They would run as a simplification of the Stance system (just offensive or defensive) and would 

change the cultural landscape over time, preferably none ever becoming too dominant so as not 

to give a religion sharing their Virtue an unfair advantage.  I don’t think it is necessary to do 

more than that, but some fun ideas could include coupling a religion to a Nation, using god 

powers (Will) to affect a nation, etc.  An offensive and defensive Nation for every Virtue may be 

a good way to keep things balanced, so that whatever religion the player builds, they will always 

find a Nation to support them. 

A detail that I think would help to expand the world would be the inclusion of nomads 

and/or traders that move between cities.  Perhaps in the early game, visibility of the map is 

limited, but a trader group will come in contact with the player and provide connections to other 

villages and cities.  Nomads would add general information to the map without any means of 

getting to a city of village.  Traders would provide a direct route to a city or village, but would 

not provide much information beyond that.  To convert a trader means the religion will now have 

a direct line of contact to the other city the trader is involved with.  To convert a nomad means 

the religion will have general information of all the land the nomad has moved across. 

A distinction between villages and cities is very important.  Right now, the game has a 

problem with not allowing players to build up strength before taking on a large opponent.  The 

distinction between villages and cities will provide an opportunity for players to build up 

strength.  Villages will be very weak points on the map, with religions running through them 

really easily.  The player will be capable of converting a village easily, but belief will wane over 

time (traders must return from the city carrying competing religions after all) and other religions 

will have an easy time converting them too.  Villages will serve to give the religion a way to 

grow before taking on large challenges like a city.   

Every city will be associated with several villages around their periphery.  All those 

villages will likely provide a trade route to the city, allowing the player to take on the city 

whenever they feel ready.  The difficulty of the city will be indicated by its population; the more 

population, the more difficult it will be to convert most of them, but the more Advocates and 

Disciples you will get if you do (high risk, high reward).  If you fail, you lose Advocates and 

maybe hurt some Disciples, but you can still spend time in the villages until you feel ready again. 

Disciples 

 Firstly, I’d rather call the playable characters “Advocates” and the non-playable 

populations “Believers” or “Followers” or anything else.  I think freeing up the term “Disciple” 

to make into a class or position is a good idea, especially if the game ever has a messianic figure 

or god avatar added to the game.  However, I will continue to use the game’s current 

terminology for this paper. 



 

As you’ve probably already gathered after reading these suggestions, there will be far 

more Disciples in the game to choose from.  Disciples will be local to each city or village you 

convert, meaning that movement between cities and villages will be a far more involved part of 

the game and will reflect the religion’s Stance.   

 Mobility of Disciples will depend on whether their Stance is offensive or not.  Early on, 

Disciples will be really malleable in how they function.  Their Stance will be super flexible so 

they will be able to do whatever the player wants.  However, as they become more powerful in a 

particular stance, they will lose a lot of their flexibility.   

 The upgrades of a Disciple should be dramatically simplified, especially considering the 

larger number of them in the world.  The upgrades should be related to the yield streams.  Stance 

will be something built up over time for the Disciple through use in Sacraments.  As a Disciple 

becomes more settled into a Stance through use, the abilities reflecting that stance will upgrade.  

Totems will be rare but instantaneous buffs that set the Disciple apart and give them access to 

Miracles.  Stance will be incremental, Totems will be based on performance (crits and other 

important battle moments will give the disciple a chance to discover a Totem). 

 Stances will upgrade through use.  After a Sacrament, a Disciple will be described 

through a Stance; the class of ability the player used the most of.  While the Stance is shown at 

the end of the Sacrament, the player will have to make a choice about what ability to upgrade.  

When the new ability is chosen, its original form is maintained (perhaps with a small buff) and 

the new ability is added.  These rewards would be guaranteed at the end of every Sacrament so 

that Disciples can level up relatively quickly.  Since there are far more Disciples (and their 

mortality will be more pressing), leveling them up quickly would be desirable.  In order to 

maintain 4 available abilities at all times, one other ability must be discarded.  This will create a 

pyramid of upgrades that looks similar to this: 

  

Level 1 Preach (VO) Defy (VD) Block (PD) Strike (PO) 

Level 2 Preach Ad 

Hominin 

Defy Block [Discarded] 

Level 3 Shame Preach Ad 

Hominin 

Defy [Discarded]  

 

Gain one, lose one.  There will always be 4 abilities, but they will become increasingly 

specialized. 

Level 3 will contain 20 unique abilities that correlate to 8 classes above “Disciple”.  Level 1 

abilities (preach, defy, block, strike) should be capable of producing two new abilities and Level 

2 abilities should be capable of producing only one new ability.  This way a player can have at 

least half of their abilities correlate with each class after a few Sacraments.   

  



 

 Offensive Verbal Defensive Physical Offensive 

1 Preach (P) Defy (D) Block (B) Strike (S) 

2 P1 P P2 D1 D D2 B1 B B2 S1 S S2 

3 P1 P1a P P2a P2 D1 D1a D D2a D2 B1 B1a B B2a B2 S1 S1a S S2a S2 

 

These classes will be achieved by regular Disciples.   

 

  Offensive   

 Evangelist (VO) Militant (O) Crusader (PO)  

Verbal Apostle (V) Disciple Hero (P) Physical 

 Apologist (VD) Custodian (D) Guardian (PD)  

  Defensive   

 

   

 Since Disciples will get old and die, the player needs to always prepare for new 

Disciples.  Every turn should reflect between 5-20 years so an average Disciple will survive 3-15 

turns.  If a celestial system is put into the game, the frequency and time of turns could correlate 

to events in the stars.  Unlocking Tenets that get Advocates in cities to build different structures 

and institutions will help the player avoid starting from scratch with every Disciple.  

Infrastructure like monasteries, temples, stone circles, alters, etc. should at least partially be in 

the service of maintaining a healthy Disciple population.  By putting an experienced Disciple in 

the position of a Priest, Guru, Shaman, Monk, Nun or other sort of spiritual leader will allow 

them to train acolytes and prepare them for future use.  These Disciples in training will rarely be 

stronger than their master, but they will definitely be more equipped than a Disciple with no 

training.  The master will pass down upgrades from the Virtue stream, but I think the acolytes 

should have Elements that correspond to the land they come from (which would be the same as 

the city’s Elements).  That makes the city important for the development of the Disciples.   

 Placing Disciples in powerful positions within a city can also give the city bonuses 

according to the Disciples Stances and the institutions they are placed in.  Perhaps the 

combinations between Stance and institution could be mixed and matched for interesting effects. 

 What is crucial to me is that upgrading buildings and placing Disciples in them will 

always be relevant to the Sacrament.  To this end, I think the city customization interface should 

be the same as the Sacrament.  When you unlock new buildings, clothes, monuments, etc., the 

application of these things should be on an interface that is identical to the Sacrament interface.  

It would be deflating to go into a separate menu to select a building to put into your city.  I would 

love to click on a city to open an interface that showed an empty Sacrament arena with the 

various plots in the background I can place my loot in.  When I click on a plot, the various 

options available to that plot are revealed in a translucent menu, I click what I want, and then the 

city begins to build it.  The number of Advocates, the Stance of the religion, the number of 



converted villages that surround the city, the type of land etc., would be factors that limit what 

kind of buildings I can place in the city or village.  This process could be satisfying to do 

manually, though it could lead to micromanagement if that is a problem.  This could be a good 

way to make the game more interesting for a defensive play through.  Making the process 

automatic (cities automatically building what loot they are eligible for) could be preferable to 

manually doing it to maintain focus on the Sacrament.  Whatever the case is, this process should 

always be in service of the Sacrament rather than detract from it.  Making the Sacrament and 

city/village interfaces the same thing could go a long way to allowing for some city building 

aspects without getting the game distracted.  But the Sacrament should always remain the central 

focus. 

 Movement of Disciples between cities is not a matter of course.  Since Disciples are from 

a given area, they will either have to have a good reason to leave, or be trained for it.  There 

could be a variety of ways to do this.  Divine inspiration would be the most obvious way where 

you just tell a Disciple where to go and they go (this would be easier with offensive Stances).  

Creating an Avatar could be another way, where you manifest into a physical being that can rally 

the Disciples for movement.  Spawning a Messiah could be another way, which would be similar 

to an Avatar but would require a high ranking Disciple to turn into the Messiah.  Training 

Disciples into Missionaries through infrastructure would be another effective method.  

Will 

God powers should be called Will if they are included in the game.  I think these Will 

powers, while they would be very fun, are optional.  Conceptually they encroach upon God game 

territory which is a bit iffy since you guys are aiming for a religious game.  However, as long as 

the Sacrament remains the center of gameplay, I think you could get away with a few Will 

powers.  There would be a temptation to apply them to the Map gameplay, and while this is not 

necessarily bad, it could distract from the Sacrament.  If Will is incorporated into the game, I 

think it should be DLC or something that comes after 1.0. 

That being said, there could be some fun mechanics that emerge from Will.  Prayers 

could be incorporated into the game as ways to use Will.  Perhaps cities and villages will make 

collective prayers for blessings for themselves or curses on their neighbors.  Whether religions 

adherents ask for blessings or curses would relate to the Religion’s Stance; offensive religions 

would pray for curses, defensive would pray for blessings.  There would have to be a clear 

distinction between requests that are within the domain of the player’s god and requests that are 

outside that domain.  Villages and cities that follow another religion would be outside the 

player’s domain and prayers would be very difficult to fulfill that are directed at them.  This 

could encourage puzzle solving on the map that would make interesting contexts for Sacraments. 

Of course, Will could also be used during the Sacrament.  I would love to be able to smite 

enemies with lightning or reveal my god’s form and make them bow.   



Fun Ideas 

For a defensive playstyle, the emphasis should be on strengthening the home villages and 

cities rather than spreading out intentionally.  This strengthening will indirectly cause other 

villages and even cities to convert given enough time.  Since the game is all about spreading a 

religion, having a strong core that spreads through example would be a great way to 

conceptualize the religion’s spread.  This could be similar to Buddhism, which isn’t known for 

its missionaries, but the religion spreads nonetheless.  Perks could be available for defensive 

players that make Sacraments with traders so effective that they spread the religion to 

neighboring villages, spawning Disciples there.  When enough Disciples are available in the 

surrounding villages, the city elders or resident priests will attack the player’s religion.  If the 

player wins, the religion will be accepted by the city.  The defensive playstyle will encourage the 

player to train wandering monks and put in place Pilgrimage Tenets that are always 

strengthening the fringes of the religion from the center.   

 

An interesting challenge for both defensive and offensive players could be keeping the 

religion from fracturing into different sects.  Special Sacraments would take place between 

whatever apostates/protestants/blasphemers/rebels popped up and the player’s god.  If the player 

fails, a new religion will emerge that is very similar to the player’s.  I think certain beliefs 

surrounding rationality should be dangerous due to their increased potential for fracture (but 

provide some great perks to be appealing).  Offensive players would have to deal with their large 

area of control sometimes producing groups that think differently from the rest.  Defensive 

players will have to worry about people within their highly developed institutions coming up 

with new ideas. 

 

It is on the map that possibilities for strategy and gameplay begin to explode depending 

on how many different factors you guys are willing to add on it.  The factors I can think of off 

the top of my head might be Time, Mana, Land, Nation, Season, Wonders, Wars, Natural 

Disasters, Migration, Fog of War, Religious Pressure, and Solar Bodies.  And all these factors 

are assuming there are no other gods to compete with.  With gods to compete with there could be 

Principalities (angels and demons), Monsters, Smites, Blessings, Curses, Sacred Places, 

Desecrated Places, Holy Land, Evil Land, and Promised Land (I’ve wanted a game like this for 

so long guys). 

 

Devils would be a really cool Tenet to add to a game.  Since Devils are within the 

paradigm of any religion (no one imposes a belief in a devil upon a religion, they do it to 

themselves) it would be a cool perk to add to a religion.  It wouldn’t be too complicated; it would 

probably just serve to make the player’s religion stronger against other religions that follow the 

player’s Vice in some capacity.  Maybe belief in a Devil would allow for a special internal 

Sacrament where Disciples fight against inverted versions of themselves.  That could be cool.  



 

Pilgrimages would be a really cool way to build massive projects that are out of reach for 

most cities or villages.  If you designate a city as a pilgrimage city, then Advocates from 

different cities would travel towards the cities on particular seasons.  Those cities would get an 

influx of Advocates and have the resources to create massive buildings or monuments that would 

be out of reach for most cities. 

 

Celestial events would be a cool way to organize when Sacraments would be most 

effective and how long turns are.  They could be used as a bonus in a similar vein as Elements 

but at the god level rather than for individual Disciples.  A Myth could establish a solar, lunar, or 

lunisolar calendar that describes when Sacraments take place.  There should never be a season 

that negatively affects the player.  However, other gods will want to perform Sacraments during 

their favoured celestial events too, so that will add a layer of strategy.  Perhaps certain god 

abilities could be related to speeding up or delaying the occasion of Sacraments in order to make 

the schedule more favourable.  Perhaps particularly powerful god abilities will move the sun or 

moon or stars to change the celestial event.  Stance would be important too.  If the religion’s 

Stance is offensive, the player could choose a time when the Disciples are more effective.  For 

instance, an Evangelical religion could choose to hold their Sacraments during the day.  If their 

opponent has chosen to defend particularly well at night, the Evangelical religion would have an 

advantage.  If their opponent has chosen to defend well during the day, the odds would be even. 

If the religion chose daytime as their preferred time, then the celestial events should be 

visible during the day, like a comet, solar eclipse, or a daytime moon.  If a religion chose 

nighttime as their preferred time, then the celestial events should be visible during the night, like 

the planets aligning or a lunar eclipse.  Whenever the celestial events occur should reflect the 

time when turns finish.  So if the player chooses a solar eclipse as their celestial event, then every 

turn will take place during a solar eclipse, putting around 20 years between each turn.  If a player 

chose the planets aligning in a certain configuration, the time between turns could be 5 years.  

There would of course be pros and cons to different time scales, like longer turns meaning the 

player will have more power every turn, but shorter turns allowing for more granular control of 

events.  They would be better for different playstyles.  I imagine 20 year turns would be great for 

defensive players and 5 year turns would be great for offensive players. [Weird thought, but the 

Fire Nation in Avatar: The Last Airbender would be an example of a group that had an 

infrequent Celestial event but chose to be offensive anyway; and they lost because of it]. 

 

Time might be really important to the world map so I like the idea of having a Tenet 

called “omnipresence” that allows you to pause the game.  This Tenet might be available early to 

mid-game so that the player gets access to this “possibly” necessary ability soon.  This idea is 

likely useless to a turn-based game and would more useful in a RTS but whatever. 

 



I have this fun image of the map being the lower half of the screen while the top half is 

filled with stars that give the player information about their religion and god.  I imagine it being 

a night sky filled with stars and planets.  At the beginning of the game there are no 

constellations, only stars that, when hovered over, show your progress in Tenets and the first 

Myth.  But while the game goes on, constellations will begin to grow and form as you upgrade 

your Tenets and gather new Myths.  Tenet constellation will form the symbol for your Virtue 

closer to the end of the game, and the Myth constellation will look like the first Totem you chose 

for your Follower.  If the player has assigned avatar customization to the god, it will be revealed 

as aurora borealis behind the stars, colours and all.  If celestial events are made important in the 

game, the position of the planets will be shown here too.  Every time you click next turn, the 

night sky spins briefly like star time-lapse.  To push this idea even further; the Sacrament 

interface will be an overlay on the map interface.  The horizon of the Sacrament (and the 

city/village it is occurring in) will align seamlessly with the horizon of the map.  To illustrate; 

imagine an open window with a view of the horizon containing a picture hung within it that 

matches the horizon, but contains a different scene.  In the game, the window would be the map 

and the picture would be the Sacrament interface.  I think this could be cool for celestial related 

effects. 

 

While I love the Eldritch aesthetic of Knowledge, part of me would love to see the 

aesthetic modified to see modern tech conjured up from the void without the religion necessarily 

understanding what they were looking at.  Maybe in addition to tentacles, pistols and cell phones 

would become associated with different abilities to accentuate the “knowledge” of this religion, 

but would only be seen during Miracles and such. 

 

Prophesies could be the means of unlocking god abilities.  Prophesies would be unlocked 

by Myths achieved during the Sacrament.  If a player activates a Prophesy, they then have to 

build resources in order to fulfill it.  Imagine a Prophesy that says “[player’s god] will reveal 

themselves for all to see”!  Once made, the Prophesy will require a certain number of sacrifices 

in order for the player to fulfill it.  Once the Prophesy is fulfilled, a new god power will be 

available.  In this example, the god power would be for the god’s form (one the player chose 

through options unlocked through Myths) to become visible during the Sacrament, giving the 

player a huge boost towards conversion and nullifying the effects of a god who can also perform 

the ability (which of course means the player’s ability will also be nulled for that Sacrament).   

An alternate or complimentary way to use Prophesies could be to direct what Myths are 

created.  In this case, Prophesies might be unlocked through Tenets.  When announced, a 

Prophesy will have a very particular Myth that it is aiming towards.  The religion makes 

Sacrifices, the player fulfills the Prophesy, and a Myth is then created as a result of that 

fulfillment.  The Myth created is the god ability to repeat the fulfillment of the Prophesy when 

provided enough Sacrifices. 

 



I love the idea of having Trials or Quests to give to Disciples according to their Stance to 

max out their abilities.  I imagine having a Heroic Disciple with really strong physical/aggressive 

abilities that has one last major ability to get.  To get it, you would send the Hero on a Quest to 

slay a monster.  That will trigger a special Sacrament with different rules that would be a real 

challenge.  I think these events should be a high stakes and high reward scenario, where failure 

would probably kill or break the Disciple.  The rewards though would have to be powerful loot 

like the maxed out ability and a powerful Myth, as well as monuments and texts that celebrate 

the Disciple.  These Quests would be unique to each Stance.  Heroes would seek and kill a 

monster, Evangelists would seek and convert waves of demons, Custodians would defend against 

a monster, and Apologists would defend against waves of demons. 

 

I love the idea of there being a holy text or oral performance at the end of the game that 

shows all your progress.  All Tenets of the religion will be stated as edicts and all Myths will be 

stated as stories.  For instance a Tenet for a building could be, “Build a sacred space in my 

image!  May there be walls of gold and flowery decorations!”  A Myth may sound like this, 

“Seth, faithful to the end, died defending [god title] in his home city.  But his martyrdom was not 

in vain!  His golden hair was used as a powerful scarf for centuries!  We erect his monument to 

remember him by.” 

 

I have a great vision in my head of a physically aggressive Peace religion.  Instead of 

harming their opponents, a Peace religion’s attacks will be all about restraining their opponents.  

I imagine them running at them with ropes and chains, shackling them and tying them down so 

they can’t fight back.  The whole approach of the religion would be aggressive de-escalation, 

which would be so fun to play.  To support this mechanically, and other such varieties of play, 

perhaps every Virtue correlates with specific upgrades in abilities.  Since every Virtue should 

technically be playable through every Stance (though some would obviously be better than 

others through buffs and de-buffs [ex. Peace supporting Verbal abilities]) perhaps upgrade trees 

for Virtues/Stances should be more deeply correlated rather than just a neutral Stance tree that 

applies to all Virtues.  However, this would probably mean Stance upgrade trees would have to 

be dramatically simplified with fewer classes to reflect the increased workload. 

Conclusion 

I’m excited for what you guys are making, I really am.  I’ve wanted a game where I 

create and customize a religion for a long time.  My criticism will not impede my enthusiasm for 

the game, and I will continue to follow its development.  I hope my criticism was helpful in any 

capacity and that some of these ideas could be a source of inspiration.  Whatever the case, I look 

forward to 1.0. 



TL;DR 

 The Sacrament should be the focus of the game and be the focus of player agency. 

 God games have the God as a fact of the universe; discrete from the followers.   

 Religious games have the God as a cultural entity; indivisible from the followers. 

o I don’t think a religious game truly exists yet.  If you guys make a truly religious 

game, you would probably be the first. 

 Religions spread through myth, not infrastructure. 

 The Sacrament is a fantastic representation of how religions spread. 

 You guys are making a religious game not a God game.  In that light, indirect influence 

and the city building are distractions. 

 


