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Chapter One

INTRODUCTION

This is a game with a little personal history lingering
behind it and as such, it requires some explanation. The
bulk of the following text was initially written as a stand-
alone book on the mythology and folkloric beliefs of the
pre-European Maori, the roleplaying rules came later. The
folkloric part of the book was written during some
extensive reading into original records of oral stories held
in the rare documents collection in the Auckland Library,
as well as investigation into a few other sundry sources
from here and there. Not long after completing the work
I decided that it was not, in all truth, ever likely to attract
the interest of a publisher. My interest in Maori mythology
is that of an amateur only and although I spent much of
my childhood and early adulthood in New Zealand, I am
not myself Maori... a book on Maori culture written by a
non-expert, non-Maori and a non-scholar will likely be
perceived as naive at best, most likely patronizing, and
colonialist at worst.

Also, problematically, my opinion on many aspects of
Maori myth and folklore rapidly diverged from the norm
the deeper I went into the old manuscripts. I do not, for
example, believe that Tu is a god of war, as he is typically
deemed. The old myths make it quite clear (to me) that
Tu is a god of human beings, and that when the early
Maori said to missionaries and whalers that Tu was a god
of ‘war’ they were being metaphorical: only humans wage
war and war is the great tool of the great chiefs of people.
Likewise, I don’t believe that ‘sacred’ is an appropriate
translation for ‘tapu’ as it was viewed by pre-European
Maori. There is, I feel, no truly apropos word in the English
language, but ‘otherworldly’ comes close. A better
translation might be to say that ‘tapu’ means ‘special to
spirits’ and ‘noa’ means ‘special to people’.

There are more examples of places where using this
book as a reference for a school project will lose you
marks. I believe that Maui, for example, did not fish up
Aotearoa-New Zealand (hereafter called Mythic Aotearoa,
the Land of the Long White Cloud) as he is commonly said
to have done—he can’t have fished up Aotearoa because
Kupe discovered the country centuries after Maui’s mythic
era was over and done with. Again, this is quite clear in
the oral records that lie dusty on library shelves. Early
tellers of the stories understood this and state that Maui
fished up Hawaiki, the ancestral homeland of the Maori.
He never set foot in Aoteoroa. The first record I can locate
in which Maui fished up New Zealand is in a book written
by an Englishwoman around the turn of 1900. She evidently
thought that invoking Hawaiki was too confusing and put
all of the Hawaiki stories in New Zealand. Other people
appear to have copied this erroneous text and during a
period when the oral story telling tradition faded away
and books became the source of knowledge, this
misinterpreted version appears to have taken hold. The

idea that the North Island is a fish and the South a canoe is
also recent in origin and appears nowhere prior to about
1950. It’s a pretty addition, but a modern addition
nonetheless. Unfortunately, just as English fairies suffered
under the attentions of Victorians, and grew butterfly
wings and antenna, the myths and folklore of other
cultures suffered too.

But, to be honest, we can keep this between you and
me.

So, leaving my rambling aside, it became clear to me
that I'd written an interesting but unpublishable book. It
sat on my hard drive for some years, gathering dusty
electrons and quietly doing very little. Eventually, though,
my mind came back to it, and I decided that it was a pity
to simply leave the work to vanish into the vacuum of
self-inflicted obscurity, so I put my mind to what could
be done with the book and hence, this PDF.

I hope that you will enjoy this work. I hope that some of
the magic and mystery and wonder that I found myself
enmeshed in while reading the old folk stories of the
Maori will creep through these grey and shadowy letters
and reach you. I hope that if you yourself are of the Land
of the Long White Cloud that you will look a little closer
at this remarkable riot of stories that have been trivialized,
juvenilized, prettified and ignored like so many folkloric
traditions around the world. And also I hope that you
don’t think me presumptuous, pompous or guilty of
colonial appropriation for taking these stories and trying
to put them in a form that others will enjoy and learn
from. Oh, what the heck. I am presumptuous, pompous
and guilty of all sorts of things - it takes a person of rare
and remarkable arrogance to try and summarize an entire
culture in a book. But... still... and yet...  hope that a few
of youwill follow me down the green and shadowed path,
under the treeferns and over the red ochre clay, past the
foaming streams, beneath the snowy mountains and into
the Mythos of the Maori.

The Game

The game-system presented here is intended to be rules-
light and interpretation-heavy. The system hopes to
replicate a mythic landscape and mythic people and it
does so with some hand-waving and blurring of rules.

Mythos of the Maori is a traditional pencil and paper
tabletop roleplaying game. It will be assumed in these
rules that you are familiar with the concept of tabletop
roleplaying, and if you aren’t then you should perhaps
peruse some of the excellent sources of information on
the hobby that are available online. As this game is rules-
light and aimed at experienced gamers, if you are a
complete beginner to the world of roleplaying games this
is likely not the best place to start.



Mythos of the Maori revolves around the standard RPG
structure and assumes that one player will be the
Gamesmaster and the remaining players will act out the
roles of characters in the narrative. Each Player will need
to generate a Character and will use a Character Sheet to
record details of their Character’s life, abilities,
achievements and powers. The Gamesmaster is
responsible for controlling the elements of nature, the
antagonists, bystanders, allies, friends and rivals of the
tale. The system uses a dice pool of d10s, and each player
should seldom need no more than five or six dice each,
never more than eight. Other materials needed are a pencil,
paper and eraser.

How to Use This Book

The game-system presented in this book is interwoven
with mythology, stories and factual discussions about
Maori folklore. Certain chapters are dedicated entirely to
the game-system - in particular the Action Resolution and
Character Generation are presented in detail. Other
chapters contain rules of the game only as sidebars or
breakout boxes adjoined the main text. This results in a
somewhat erratic presentation, and to get a feel for the
game and rules a reader will have to work through the
whole book, read the stories and uncover the rules. This
is, naturally enough, a ludicrous approach to presenting
a roleplaying game. You should - as an honest, hard-
working roleplayer - at this point throw your arms in the
air and wonder what kind of mad, idiotic game designer
makes an effort to actually bury the rules between pages
of stories and mythology. I suppose that this might be
viewed as an experimental way to present a game, or
perhaps it’s just laziness on my part, or perhaps just plain
mischievousness frothing to the surface. A sneaking part
of me likes the idea that a reader will need to explore the
mythology and stories contained herein in order to hunt
down the roleplaying game. Happy hunting.

Another Epic Fantasy RPG?

Yes. And to some extent I was reluctant to go ahead and
turn a perfectly serviceable non-fiction work into yet
another fantasy RPG, in particular one about a mythic
prehistory of an ancient people. The remembrance to
Wayfarer’s Song is too damning to be ignored, and yet, and
yet... I do feel that there is something new and vibrant
here in this world and this setting. A quick survey of the
terms ‘RPG’ and ‘Maori’ online reveals nothing in
particular, not even in the way of supplements for those
great lumbering generic systems that seem to have
supplements for every possible contingency. So, on
balance, I've decided that this little book is worth
scribbling together into an RPG, or something resembling
an RPG. My hope is that one or two people agree.



Chapter Two

CORE RULES

Mythos of the Maori employs a rules-light but
conventional system. A Gamesmaster plans out and
describes the setting and actions of non-player characters
during the game. Several Players take on the role of Maori
heroes in the story and take turns declaring Actions.
Resolution of Actions that might be in dispute, such as
when Characters are involved in battles or when other
dangers are involved, are resolved using a dice system.

What Do Characters Do?

This is a key question that needs to be answered by any
modern roleplaying game. Do the characters kill monsters
and take their treasures? Do the characters wander from
place to place looking for adventures? Do they engage in
social intrigue and power-building? To a certain extent,
you can do any of these things with Mythos of the Maori,
but primarily the idea of the game is that each Character
will have ties to a Tribe and family that are both mundane
and spiritual, and most of the story will revolve around
engagement with these two spheres of the world: the world
of people and the world of spirits. Encounters with the
world of spirits are likely to be dangerous, weird and
frightening. The gods and monsters of Mythic Aotearoa
are ancient and terrible. They are not to be trifled with
lightly, though they often decide to trifle in the affairs of
people. The world of people is more mundane but equally
dangerous: wars, petty rivalries, illicit love, tribal one-
upmanship, revenge, betrayals and requirements to pay -
sometimes complex or dangerous - homage to ancestors
will make up the bulk of the stories that occur in the
lands of people.

Action and Reaction

Mythos of the Maori is designed around the standard RPG
paradigm. The Gamesmaster describes a scene, a danger
or a problem, and the Players declare actions that are
intended to overcome threats and advance the interests
of a given Character. The narrative then develops from
the interaction of the Gamesmaster’s ongoing descriptions
of the world and the Players descriptions of their own
Character actions.

Order of Actions

Sometimes during the game you will need to determine
an order of Actions. Especially in combat, but also in
other dangerous or difficult situations this becomes
necessary to avoid a situation in which all the Players are
trying to declare actions all at once. To determine order
of Action roll a d10 for each Character. Start at 10 and
countdown to9...8... 7 and so on. Each Character is allowed
asingle Action when the countdown reaches their score.
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If two Characters have the same score perform a second
roll of the dice.

Aptitudes

Mythos of the Maori uses eight Aptitudes to measure a
Character’s talents and proficiencies. Aptitudes are rated
on a scale from Rank 1 (Poor) to Rank 6 (Mythic). Some
superhuman characters and monsters might have
Aptitudes that exceed Rank 6, but for humans 6 is the
standard limit. The Aptitudes used are:

Crafts: Skill with handcrafts and livelihoods.

Dexterity: Eye-hand co-ordination and agility.

Fortitude: All physical power, brute force and
endurance.

Lore: Breadth and depth of knowledge.

Oration: Skill with words, public speaking, addressing
atribal meeting.

Presence: Willpower, force of personality and sheer
power of mind.

Prowess: Fearsomeness in battle, fighting skills and
courage.

Wit: Mental agility, general awareness and cunning.

Action Resolution

Each time an action needs to be resolved the
Gamesmaster nominates the relevant Aptitude and
decides on a level of difficulty, set from 1 (easy) to 10
(difficult). A level of difficulty above 10 can be set, but
difficulties of 11, 12 and so on can only be overcome if a
Character is very lucky or has powerful magic or skills to
help them. The Player then roles a number of d10s equal
to their ranking in the relevant Aptitude and takes the
highest number rolled. If the highest number is a multiple
roll (for example the player rollsa 3,5, 6, 6 and 6) then for
each additional multiple die past the first the player gets
to add a bonus +1. In the previous example the Player
would score a total of 8 (6, +1, +1).

Traits

All Characters have Traits. These are descriptive features
of the Character and make up the bulk of a Character’s
details. A Character might have Traits like Great Chief, or
Fisherman, or Master of the Taiaha. Whenever a Test of
Skill is called for the Player is allowed to suggest any
number of Traits that he or she has that might be beneficial
to the undertaking. If you are trying to intimidate your
way out of a conflict with some enemy warriors then Traits
like Fearsome Reputation, Battle Scars, Hulking Frame, Tapu
Headdress might all be useful. If the Gamesmaster disputes
any of the suggestions then it is preferable for the Player



to accept the Gamesmaster’s decision, however, the
Gamesmaster may allow a vote among the players if there
is serious disagreement. For each beneficial Trait that
you nominate you gain a bonus +1 to your overall score.
Using the above example in which a Character is
attempting intimidation and has three beneficial Traits, a
total bonus of +4 is awarded. In this case if you were to
roll a 3 the score would increase to 6.

Opposed Tests

Opposed Tests are likely to be used primarily during
combat, but can be called for whenever conflict occurs
between two Characters in the story. In this case no
Difficulty needs to be set, and instead both players involved
roll their relevant pool of d10s based on the appropriate
Attribute, add their Trait bonuses and determine the victor
on the basis of the total scores. When both Characters roll
the same number this is deemed a draw and a new
Opposed Test is rolled.

Situational Modifiers

The Gamesmaster may decide to apply penalties to a
Test of Attribute if there are environmental or situational
difficulties. For example, if you are fighting a giant octopus
after being dragged out of your waka at sea, then the
Gamesmaster might impose a -3 penalty to your physical
actions because you are being forced to fight out of your
element. Situational modifiers can be negated if you can
suggest an appropriate Trait. Each counter-trait provides
a +1 bonus versus a situational modifier. In the above
Example a set of Traits like Expert Swimmer, Big Lungs and
Spear-Diver, would provide you with a total of +3 and negate
the -3 imposed due to the watery battleground.

Effort

Characters have a pool of Effort which can be used in
one of two ways. A Point of Effort can be spent at any
point to automatically add a +5 bonus to a single Attribute
Test. Effort can also be spent in order to uncover your
opponent’s Traits (see, Exploiting Weakness, below). Effort
recovers during sleep or rest. During restful inactivity
Effort recovers at a rate of one point per hour. Sleep
restores two points per hour.

Exploiting Weakness

At any point a Player can spend one point of Effort in
order to reveal the Traits of a single non-player character,
be this character a monster or enemy chief or opponent
in atribal oratory contest. The player can then review the
list and look for weaknesses. Players can nominate up to
three of their opponent’s Traits that they wish to exploit
and gain abonus from. A Player needs to be able to provide
a convincing explanation how the Trait in question will
be exploited, and for each Trait that is exploited only a
single +1 bonus is granted, so that a total of +3 can be
gained in this way. For example, if you were running away
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from one of the giant flesh-eating lizards of Mythic
Aotearoa, an Ngarara, then you might nominate Monstrous
Size as a trait you want to exploit by trying to escape
through the gaps on a densely wooded slope or into a
rocky crevice where the Ngarara cannot follow.

Non-player characters cannot exploit your Traits. This
rule is intended to increase the heroic and mythic nature
of the player characters in the game.

Prolonged Tests

Sometimes a dramatic situation will call for more than
a single, quick roll of the dice. When arguments need to
be won, games of riddling words played out, or when
characters are fleeing something malignant from the
darker forest are all examples of times when Prolonged
Tests are useful. When undertaking a Prolonged Test each
opposing character nominates a goal, such as ‘escape the
taniwha’, or ‘win the argument with Rangi’, and the
Gamesmaster sets a number of opposed victories that are
needed to attain the named goal. Opposed tests are then
rolled between the interacting characters, the contest is
narrated by the Gamesmaster and a score is kept of victory
points. The Character who reaches their requisite number
of victories first wins the contest.

Injury and Death

All Characters have a number of Health Ranks, which
vary from 3 (child) to 8 (legendary warrior). Monstrous
things and spirits can have more than 8 ranks of Health,
but mortal people do only very rarely. Each time you are
injured you suffer a Wound and one rank is temporarily
removed from your health. All human weapons deal two
Wounds when used to inflict injury. Some very severe
injuries, such as that sustained by falling off a cliff or by
being attacked by a great white shark might deliver two,
three or more Wounds in a single blow, but this is at the
discretion of the Gamesmaster and no hard and fast rules
are provided. If a Character reaches zero Health then death
occurs within a few minutes.

Whenever a Character is injured an immediate
knock-down or kill roll is made: the player rolls a
number of d10s equal to the Character’s Fortitude minus
the number of Wounds already suffered to a lower limit
of 1 dice. If the Player rolls entirely 1s or 2s, then the
Character is knocked unconscious or otherwise
incapacitated. If the Player rolls entirely 1s, then the
Character is killed immediately. For example: You have a
Fortitude of Six, have already suffered three wounds and take
afourthwound. You roll 3d6 (6 minus the 3 wounds) to determine
whether you are incapacitated (1s and 2s) or die instantly (all
1s) from the fourth wound. If you had already suffered seven
wounds and only have a Fortitude of 6 then you get to roll 1d10,
as the injury test never drops below a final one dice.

Exhaustion

Characters have Stamina as well as Health, also ranked
from 3 to 8 for most humans. Stamina and Health do not



necessarily need to match, a person might have 5 Health
and 8 Stamina. Extreme physical exhaustion and exertion
cause Fatigue and temporarily take away points of
Stamina. Normally only one point of Stamina is lost at a
time, similar to how Wounds are inflicted, although
sometimes more than one point of Stamina may be lost if
exhaustion is deemed extreme by the Gamesmaster. Also,
in battle, a Character can decide to inflict a point of injury
against Stamina instead of Health, and in this way exhaust
rather than kill an opponent. When a Character’s Stamina
reaches zero, then he or she collapses unable to move
until recovered.

Healing and Recovery

Wounds heal at a rate of one Wound per two days of
quiet bed rest. If there is no opportunity to rest properly
then a Wound will heal every four days of light activity.
Heavy labour or exertion increases this to a healing of
one Wound every eight days. Points of Stamina are
recovered at arate of one point of Stamina per ten minutes
of quiet inactivity. If engaged in light activity Stamina
recovers at a rate of one point every half an hour.

Combat

Battle is resolved much like any other drawn-out set of
Opposed Tests of Aptitude except that whenever a
Character loses a Test of Aptitude during battle a Wound
is inflicted. Usually combat is resolved used the Prowess
Aptitude, but characters whole prefer to fight or dodge
with a more agile style of fighting might use Dexterity
instead. Most combat in Mythic Aotearoa is hand-to-hand
and bows are unknown. Spears and cunningly carved
throwing clubs do exist, and these ranged weapons can
be used from a distance to attempt to injure an enemy.
When making a ranged attack a Contest of Dexterity is
always involved, and the Gamesmaster imposes a
situational penalty on the attacker based on distance,
whether the target is moving and so forth (gauged
subjectively). This modifier is highly flexible and is
ultimately at the Gamesmaster’s discretion.

When combat closes to hand-to-hand fighting, there
will usually be a need to divide the battle up into Rounds,
which are arbitrary allotments of time during which each
Character involved in the battle is allowed one Action.
The Action might be to attack an opponent or dodge out
of the battlefront or sing a karakia. Note, however, that
imitating an attack is not a safe thing to do. If you attack
an opponent, engage in a Contest of Fortitude and lose,
then you will suffer a Wound as a result. A ‘miss’ only
occurs when both the attacker and defender roll the same
number and draw.

Unlike hand-to-hand combat, when a ranged attack is
made, only the attacker can inflict injury. If the attacker
loses the Contest of Dexterity the victor merely dodges
the ranged attack.

All normal weapons deal 2 Wounds to health on a
successful attack.

A tipua (enchanted) weapon deals 3 Wounds to

Health.
An unarmed attack deals 1 Wound to Health.

Armour

Armour as worn by humans is unknown of in Mythic
Aotearoa. Some very large and fearsomely built monsters
do have thick skins or scale and these creatures are
allowed a ‘soak’ roll whenever attacked by a normal
and mundane human weapon. This ‘soak’ roll is made at
the same time as testing for an immediate knock-down
or kill. In this case the results will be: Entirely 1s: Instant
Death; Entirely 1s and 2s: Instant incapacitation;
Entirely 8s, 9s and 10s: Successful soak, no Wound is
inflicted. Armoured creatures are designated as such in
their description.



Capture Three

THE SETTING

Some Notes and Miscellanea

The traditions of the Maori can be more or less divided
into three classes. The first are those relating to distant
gods, ancient god-like men and the origin of earth, element
and animal. The second are those traditions handed down
from the homeland of Hawaiki and relate to the exploits
of heroes who lived well before the discovery of Aotearoa.
The third are those tales and stories that presumably
sprung to life in New Zealand and are involve local
landmarks and historical figures. The first class fall into
what are termed myths. These are typically fables invented
to explain why and how people and other things exist.
The long ago homeland tales are better called legends as
they deal with heroes and monsters rather than gods and
creation. There may be some grain of truth hidden
amongst the woven stories as well. Who is to say that
there was once not a man named Kupe whose deeds were
so great that he has been spoken of around the hearth fire
down the centuries? The third class we shall call folktales
and these were stories told about the ‘hill just over yonder’
or ‘my father’s brother’. These are stories that would have
been all the more real to the Maori because of their
immediate nature. Intertwined with the folklore were
many traditions and superstitions concerning the wild
forests, spirits of the dead and magic.

A Note on Language

The Polynesian languages appear to share a recent
common ancestry and may have been kept homogenous
through trade between distant islands. Apparent
differences in language are often due more to variation in
the lettering system that has been adopted rather than
actual difference in pronunciation. For instance consider
that one of the Hawaiian words for a native Hawaiian is
‘Maori’.

In instances where Maori words have no easy or literal
translation the word is explained in the text.

The Maori alphabet is made up of combined consonant
and soft vowel sounds. The vowel sounds are similar but
not identical to those in Latin and Japanese. Except for a
few rare instances, the Maori language is pronounced
phonetically.

A AH Pronounced like ar in cAR

E AE Pronounced like ae in AEroplane

I EE Pronounced like E in Event

O OR Pronounced like the word OAR

U U Pronounced as a U in pUt.

00 Pronounced as an O in mOve

Letters are divided into groups based on a combination
of consonant and vowel. For instance there are five ‘T’
based letters in Maori.

TA TAH
TE TAE
TI TEE
TO TOR
TU TU or TOO

Although people often mumble vowels sounds together
it is more correct to pronounce every letter clearly and
distinctively. Some common words are as follows.

Maori  MAH - OR - REE (Maori)

Te THE (The)

Mana  MAH - NAH (Power/honour)
Tapu TAH - PU (Sacred)
Noa  NOR - AH (Earthly)

Some quirks of the lettering system means that certain
consonant sounds need explanation.

WH is pronounced as an F.

Whare FAH - RAE (house)

W by itself is a W with a slight touch of WH.
Waka WHAH - KAH (canoe)

Al is sometimes pronounced like ‘eye’ in English
especially when near the beginning of a word. This may
be a very ancient holdover from ancestral languages as
Wai (water) is a word element found throughout the
Polynesian Language group including Native Thai.

Wai WHAI or WHY. (Water)
Tainui TAI - NU - AE (Tribal Name: Ngati-
Tainui)

A beginner can consider the G in NG silent. In actual
fact the ‘ng’ consonant is forced towards the back and top
of the throat and is a distinct sound not found in English.

Ngarara ~ NAH - RAH - RAH (reptile/insect)

A final quirk is that in modern spoken Maori an O on
the end of the word is usually pronounced as a short hard
OE as in English Toe.

The lake Taupo is pronounced

TAH - UW - POE

Not: TAH - UW - POR
And more typically, muddling the vowels...
TAOU - POE

Now try these place names...

Waikato WHATI - KAH - TOE

Ruapuke RU — AH - PUE - KEE
Otorohanga OAR - TOAR - ROAR - HAH - NAH
Whakapapa FAH - KAH - PAH - PAH

Ngaruawahia  NAH - RU — AH - WAH - HEE - AH



The Laws of Life and Being

Before writing of the world of primeval magic that the
Maori dwelled within it is important to explain the rules
by which that world existed. The Maori culture has
concepts of magical and common physical states, life
principles and a tangible form of honour that have no
literal translations in English.

Tapu and Noa

Understanding the concepts of ‘Tapu’ and ‘Noa’ is
central to a deeper understanding of many of the folktales
and traditions related in this book. The word tapu is known
throughout Polynesia and probably comes from ‘ta’, to
mark and ‘pu’ an adverb that makes a meaning more
intense. A literal translation would be ‘thoroughly
marked’. The word tapu is sometimes translated to mean
sacred but this carries the incorrect implication that tapu
is inherently divine or good. Certainly many religious
items were tapu, as were sites in which religious
ceremonies were performed. But all things tapu where
not associated with the gods. A woman’s womb is tapu
and so was a hair comb. Tapu sites could also be dark
places. A sudden and violent death would leave a place
tapu as would contact with certain baneful spirits.

All things not tapu were considered noa. The word is
often translated as ‘common’ and this is right in-as-much
that most of the mortal world was noa. The most
important mea tapu (law of tapu) was that things tapu and
noa should not be allowed to intermix. Tapu itself was
transferred by touch and presence. Thus the hair comb of
a great chief was tapu because it had touched his head
which was tapu. If a spirit walked over a patch of ground
then the earth became tapu and the plants that grew in the
soil became tapu. Breaking any of the Laws of Tapu was
punished by spirits by raining sickness or outright death
of the offender.

Certain rituals and ceremonies could be used to lift
tapu from a person, place or object. Also unlike many
other qualities such a mauri and mana, tapu could not be
sensed even by matakite-seers. Thus fear of accidentally
trespassing into a tapu place was so great that when new
land was explored rituals were performed to remove tapu
just in case the land had at some point acquired it.

Food and Tapu

A common theme in Maori folklore and fable is that
food and tapu should never be intermixed or even brought
near one another. For the ancient Maori to eat a portion
of a slain enemy was a way to level the final and worst of
possible insults. Tapu was transferred by touch and food
which was brought too near a tapu place would become
tapu itself. To eat tapu food is equivalent to eating a part
of the spirit or essence from which the tapu had sprung. 1t
was therefore a terrible insult and injury to a spirit. Spirits
were averse to cooked food and typically only dwelt in
tapu places when visiting the mortal earth. The aversion
was so great that a small portion of cooked food or even
a burnt brand from a cooking fire can be carried as a

talisman against malignant spirits when travelling at night. 9

Mana

Mana is a personal quality that can be thought of as
power through prestige. Mana was very tangible and could
be gained or lost through one’s actions. Thus it went hand
in hand that a person of great mana was also a person of
authority, honour and influence. It was an inherited quality
as well. When a great chief died his mana passed on to
one or more of his children and grandchildren. Mana was
also an essence of magic. It took a man of great mana to
invoke the spell-songs called karakia. The chants were
naught but hollow words if they were not empowered by
the singer’s own mana. Objects too could be imbued with
mana. Adzes, weapons and boundary stones were
sometimes given mana so that they would acquire a little
magic of their own. In aritual practised by certain tribes
the placenta of a newborn was placed in a carved hollow
in a stone. The hole was then plugged up and the stone
was used in certain ceremonies that required an object
possessing of mana.

A note on ‘Karakia’

In modern Maori the word ‘karakia’ is used to denote a
traditional welcome consisting of wailing songs and
formal dance. The modern karakia is performed when
visitors arrive for the first time at a Marae (Meeting House)
and is an important part of formal intertribal tradition.
The word however goes back to a far older meaning and
one that is more obscure. In old Maori karakia was a class
of magical incantation. The Maori had a very refined
concept of what is very neatly termed ‘magic’. An entire
chapter is dedicated to the magic of the Maori later in this
book and for the time being a simplified explanation will
have to do.

The ancient Maori knew that certain songs and chants
had power in them. If sung by a person of mana then
powerful ‘spells’ could be cast. Many, many of these
ancient charms and their magical effects were recorded.
They vary from the subtle (e.g. charming away a toothache)
to the blatantly magical (calling fire from the sky or
summoning storms). Karakia was a class or category of
charm that were benevolent or healing in nature. To avoid
confusion however the word had been used to refer to all
spell-songs, healing, injurious or otherwise.

Out of interest it is worth noting that *haka’ a word now
used specifically for a war dance might have been best
translated as ‘performance’ when used in old Maori. This
term appears to have been used for all non-magical songs
and dances performed for entertainment or to frighten
enemies.

Mauri

The term mauri is roughly equivalent with a sort of
‘breath of life’. It is an energy that embodies the life force
or fertility of a single person, whole tribe, field of crops
or even an entire forest. Sometimes the word is used to
simply mean living things as opposed to inert objects or
spirit beings. The personal mauri of a person ceases to



exist when they die and so spirits and ghosts posses no
mauri. Another point of importance is that especially the
mauri of a village or forest can reside within a talisman
that must be protected from thieves who would steal the
mauri.

The spirits who punished transgression of tapu had little
interest in affairs outside their own immediate tribe. Thus
when people were captured in war and made a slave the
spirits of his old tribe no longer protected or punished
them. The spirits of the tribe that held a slave saw the
chiefs as responsible for upholding tapu. Thus a slave was
independent of the law of tapu and a male slave could be
given a variety of menial tasks associated with cooking
that he would otherwise not have been allowed to do.

The Land and its Gods

The mythic land that the Maori dwelled within was an
amazing, beautiful and breath-taking place. It was also at
times brutal savage and dangerous. If one travels about
the land today the echoes of the past can be seen in the
rugged landscape. White crested mountains tower over
plains of mist and tussock. Deep grey rivers sluggishly
wend through tangled, primeval forest and cascade over
rocks slick with moss. There are deep ravines and high
plateaus. There are icy lands of fjords and cliffs
inaccessible to all but the most foolhardy explorer and
there are wide sandy beaches upon which the summer
sun may glisten like fire.

But the Maori did not live alone in their land of magic
and myth. The land and sky themselves were living gods
and the ocean tides were the breath of a great monster. In
this land there once dwelled spirits and demons both.
Strange creatures lurked in the half-light of the forest and
wild magical folk danced on the seashore.

In those days the Maori themselves were not made of
the dull clay of today’s mortal world. For living in land of
magic they had learnt a little magic of their own. They
were possessed of charms both powerful and petty and
both good and evil.

But then into this land of mythos came a new people
from far across the sea. In great ships they sail and bore
with them a new god, cold iron and a colder science.
From that day the magic wanned from the land and the
creatures of myth fled into the deepest of the forests and
lakes. Now the land has only alittle of that magic left to it.
That small charm that can at once make a person wonder
at the land’s beauty and feel like an intruder out of place
in a ancient legend.

The Atua

There is a tradition that there were once powerful beings
called Atua who existed in times past but have since
retreated from the world. The Atua were children of sky
and earth and were magical and immortal by their nature.
From several different sources there is a suggestion that
there were seventy of these Atua, each of varying power
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and with specific interests and concerns. These beings
are today sometimes referred to as gods but the term is
misleading. No amount of prayer to any of these ancient
beings would have brought divine intervention. They had
either grown disinterested in the affairs of men over long
aeons or never had an interest from the very beginning,
for the Maori were not the only spiritual beings who
dwelled in the world. Most of the old atua were patrons of
the birds and beasts, the winds and waves. Each of the
seventy brother Atua has his own sphere of influence and
interest. Is not the song of the tui bird a prayer to the atua
who is called Tane-mahuta? Do not the silver fish of the
ocean chase the vision of the atua who is called Tangaroa?
What is the howl of the winds but a cry to their atua,
Tawhiri-matea?

In the Beginning

It is said that in the beginning there was nothing and
then there was Te Po whom is also called the darkness or
the night. There then followed a long litany of generations,
each remembered in the chants of the Maori lore keepers.
After three generations of light and five generations of
nothingness there was born Maku whose name means
wetness. Maku made a wife of Maharoa-nui-atea who is
called The Straight-The Vast-The Clear and she gave birth
toRangi who is the Sky-father and Papatuanuku the Earth-
mother. From the joining of Rangi and Papatua sprang
many offspring and these were the Atua who were the
beings some now call the gods.

The Rending of Earth and Sky

When the Atua were still young their parents Rangi and
Papatuanuku still clave close together in alovers embrace.
The Atua who were trapped between their parents spent
much time wondering amongst themselves what it would
be like to feel the warmth of light and feel the cool and
sharp open air. In time their restlessness became too great
and one among them the fierce Tu-mata-uenga suggested
that they slay their parents and force them apart. The
other Atua trembled at his suggestion but it was Tane-
Mahuta who said “Come let us not slaughter our parents
but merely push them so far apart that they might not
reach out and clasp one another again.”

The other Atua agreed to this second plan except for the
youngest Tawhiri-ma-tea for he loved his father more
dearly than did the others. One by one the Atua set about
trying to separate their parents while Tawhiri-ma-tea
taunted them for their lack of strength. Each and every
one of the Atua however tried in vain until it was the turn
of Tane-Mahuta. As with the others he first tried to rend
the sky-father and Earth-mother apart using only his arms.
Failing at this he set his shoulders against his mother
Papatuanuku and his feet he set against his father Rangi.
With the destructive force that a tree may cause over many
long years Tane pushed and then with all the strength in
his arms and legs he forced his mother and father apart.

Once the sky-father and earth-mother were rended
asunder all of the Atua stayed with Papatua except for



Tawhiri-ma-tea who went instead to his father Rangi to
plot with him how to set about reeking revenge.

Lift, lift up the south land.
Upward, upward lift the south sky.
Put each in its own position
There to rest for ever.

Lift, lift up Rangi,

And with offering made to thee, O Rangi
We lift thee up!

Stand apart the skin,
Be divided the skin,
As the nettle to the skin,
As the tataramoa to the skin.
Do not grieve for your partner,
Do not cry for your husband.

Let the ocean be broken,

Let the ocean be far apart;
Be you united to the sea,
Yes, to the sea, O Earth;
Broken asunder are you two.
Do not grieve,
Do not continue your love,

Do not grieve for your partner

- Maori Creation Chant

The Atua of the forest and wild and every bird and insect
within was called Tane-Mahuta. He was a powerful and
important being for the Maori hunted and ate by his good
grace. In some traditions it was from the union of Tane
and Paia that sprang forth the race of Te Tangata-humans.
As ‘Tane’ in Maori also means simply ‘male’ this may,

however, be a latter-day confusion of two different beings.

The Gifts of Tane-Mahuta

At having rent his parents apart Tane felt shame when
he saw their lonely sorrow. As his brothers went about
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creating their own children Tane decided to help his
parents and ease their sadness.

First Tane went to his mother Papatua and he cast mighty
magic and brought into existence great forests of green to
be her mantle. He then filled the forests with many other
living things, birds of many colour to sing for her and
insects to chip. He then made the most beautiful of birds,
the Huia with its feathers of jet and ivory to be her pride
and jewels. Papatua was pleased at this and so Tane-
mahuta went to his father and to him he said.

“Oh great father I have rent you and Paptua apart and
there can be no bringing you back together. But if you
still love your wife rain down on her tears so that she may
ever wear her cloak of green.”

At this Rangi the sky-father agreed.

Great Turangi, long Rangi, Dark Rangi, night dark Rangi,
Rangi Black as the plumage of the tieke
Kotapu-ihi, ko tapu-mana

- A charm to call rain

Then Tane saw that his father too was naked and he
thought this was wrong. So he made two cloaks, one of
blue and one of black and gave these to his father. His
father donned them and was pleased with the treasures.
But Tane-mahuta still thought that his father was too plain
for his mother had the Huia and his father wore no such
treasures.

So Tane said to his father.

“I have heard of a being who crafts treasures that are
more beautiful to look upon than any other thing in the
worlds of light or dark. I shall go to this being and ask of
him some of these treasures to decorate your fine cloak.

Thus Tane returned to earth and sought out the cave in
which the tipua-spirit dwelt. There he said to the spirit “I
am Tane-Mahuta son of Rangi and Papatua. I have heard
that you are a crafter of beautiful treasures and I wish to
ask that I might have some of these.”

“0 ho” said the spirit “Why should I give you my
wonderful treasures for they burn with bright light and
bring joy to my heart.”

“I'wish to set them in the cloak of my father Rangi. All
beings in the World of Light will look upon your treasures
and wonder at your skill.”

The spirit considered this and at last said “Yes you may
take some of my treasures for this purpose. But you must
travel far for I have hidden my treasures well. Journey far
and far way to the north. There you will find a range of
mighty mountains called the Cracks-of-the-Night. Go
beyond these and you will come to mountains called the
Chinks-of-the-Day that are so tall that some day Rangi
might touch them. Go beyond these and you will find my
treasures.

So Tane did as the spirit instructed and followed the
path north. He crossed the mountain peaks and in due
course found the glittering, shining treasures scattered
about. Tane-mahuta selected as many of the largest and
most beautiful of these treasures that he could carry and
returned with them to Rangi.

At first Tane-mahuta decorated the sky-fathers blue



cloak with the glittering treasure but they did not look
good there and were made faint by the light of day. Then
Tane took the jewels and decorated his fathers black cloak.
There the treasures glittered and sparkled with wondrous
beauty and both Rangi and Tane were pleased with them.
To this day the treasures remain studded on Rangi’s black
cloak and they are what today people call stars.

Some say that the sun and moon are
themselves Atua. In other traditions the sun is
the left eye of Rangi and the moon is his right
eye.

The Atua of War and People

As with all the other creatures that walked in the World
of Light the Maori people were the children of one of the
ancient Atua. The father of human kind was the Atua called
Tu-matauenga who is also called Tu. In many parts of the
North Island the ancient progenitor of human kind was
called instead Tiki-ahua. Whether or not Tiki-ahua is the
same being as Tu is less than certain. Tiki-ahua is however
the reason that the phrase ‘Aitanga-Tiki’ (offspring of Tiki)
is sometimes applied to persons of noble birth or deeds.

It is sometimes said that Tu is simply an Atua of war. It
is possible that this is the result of modern confusion
over metaphor, which is so common in the poetic Maori
tongue. Tuin the old tales was the father and protector of
people and it was only people who made war. Thus to say
Tu was an Atua of War was imply he was the Atua of human
kind. This however is merely the author’s own theory to
explain what appears to be a modern fallacy.

HE KARAKIA MO TE HAU KIA NUI
Hau nui, hau roa,

Hau titiparerarera

Keria te tupairangi.

Moi, moi.

CHARM TO RAISE THE WIND
Great wind, lasting wind,
Wind exceeding violent,

Dig up rocks of the deep.
Come, come.

Atradition is held that in the age following the rending
apart of the sky and earth the Atua of the winds Tawhiri-
ma-tea took it upon himself to wreak vengeance upon his
brothers for wronging their parents. After long brooding
upon the matter Tawhiri-ma-tea used his magic to conjure
up his children, the winds and storms. Then with his
children at his side he leapt from the sky to attack his
brothers.

First Tawhiri-ma-tea went to the forests of Tane and
raged through it casting trees about like reeds. The birds
and insects and Hakaturi wood spirits fled before him
and even Tane quaked and hid from the fury of the storms.

Then Tawhiri-ma-tea led his children to attack his gentle
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brothers Rongo-ma-tane and Haumia-tikitiki. But though
his brothers fled in fear before him Papatua hid their
children the kumera and fern root in her bosom to protect
them.,

Seeing that he could not destroy all the kumera and
fern root Tawhiri-ma-tea went to the oceans and set his
children upon them. The waters were lashed to great waves
and darkness descended upon the seas. Tangaroa hid in
fear and his children either fled to the deep oceans
themselves or to the shelter of the already ravaged forests.

Then Tawhiri-ma-tea gloated over having defeated all
his most powerful brothers bar one. Thus he decided to
slay all of human kind who were the children of his most
fierce brother Tu-mata-uenga.

When Tawhiri-mat-ea descended upon the fortified pa
of men with his war-band of storms the people wailed
and cried in fear. But instead of fleeing Tu-mata-uenga
came to them and stood before Tawhirir-ma-tea. The Atua
of winds and all his fearsome children could not shake
Tu for he was braver than any of his brothers. He stood
firm and defended his children the men and women of
the pa. Tu slew many of the winds and storms and Tawhiri-
ma-tea had to eventually admit defeat and led his
remaining children back to the sky to lick their wounds.

The Justice of Tu

Upon the retreat of Tawhiri-ma-atea the Atua Tu
brooded upon the cowardice that his brothers had shown.
He grew angry that they had fled and deserted him when
together they might have slain Tawhiri-ma-tea and made
the World of Light safe from him. He also grew prideful of
his children the Tangata-people for although they were
afraid they had not fled before the winds and storms.
Soon Tu decided to both punish his brothers and make
his own children the most powerful of all those who live
upon Papanua.

First Tu went to the forests and made clever snares to
catch the birds that were children of Tane. Tu then went
to the oceans and cast a great net to haul up the fish who
were children of Tangaroa. After piling together fish and
birds he sought out the children of Rongo-ma-tane and
Haumia-tikitiki and found them by their leaves. He
uprooted the kumera and fern root and carried all his
catches back to the pa of the Tangata-people. Tu then had
his children cook the birds and fish, the kumera and fern
root set out a great feast. Once Tu and his children had
devoured the children of the other Atua those children
were made common. The Tangata-people were then able
to tame, catch and cook the all the things Tu had brought
to them.

Although Tu had slain many children of Tawhiri-na-tea
he found he could not eat the insubstantial wind and
storms. Thus the children of this last-born Atua were left
to be forever the enemy of humankind.



Chapter Four

CHARACTER CREATION

Each Player other than the Gamesmaster needs to create
a Character before starting play. Characters are defined
according to their Aptitudes, Traits and Possessions, as
well as by a number of special concepts: Mana, Tapu-Noa
and Mauri.

Steps in Character Creation

There are five steps in Character creation. These are:

Step One: Concept

Step Two: Aptitudes

Step Three: Traits

Step Four: Mana, Tapu-Noa and Mauri

Step Five: Health and Stamina

Step Six: Possessions

Step One: Concept

What sort of Character do you wish to play? Do you
want to be a tricky youngest brother of a family full of
brawny elders? Do you want to play the role of a respected
chief? Or perhaps a resolute and restless daughter?
Perhaps you would rather be one of the Tohunga, the
spirit-speakers and shamans of the people? Or would you
like to play a Makite, one of the death-speakers who can
commune with the shades of the ancestors? Do you want
to play a brawny character, or a clever one, someone who
is ugly or beautiful, a hero, a coward, a warrior striving
for power, or a peace-maker who works to bring tribes
together for hungi