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Introduction
The history of our neopagan revival has been the story of modern 
people using the best scholarship available to them in their own time 
to create new systems intended to resemble the Old Ways. This was 
true of MacGregor Mathers, who drew on newly discovered greco-
egyptian sources and the artifacts of early-modern occultism, which 
have only become obsolete as better translation were completed. It 
was true of Gerald Gardner, who relied on the ideas of Murray and 
Michelet, both entirely respectable in the time when he was design-
ing his work. The rise of ‘shamanistic’ magic in the late 20th century 
resulted from new work by academics, and the various ethnic ‘re-
constructions’ of Paganism all seek to keep up with the most current 
notions of just what ancient Paganisms looked like.
 In Our Druidry (ADF, the Neopagan Druidic order in which 
I work) we have sought the same - to build modern ritual systems 
based on the ancient ways of Indo-European cultures. In this we 
have drawn primarily from the limited material available through 
history and archeology. However we have also found it necessary 
to draw upon living examples of polytheism and polytheistic ritual 
from non-Indo-European cultures. Both African and Asian ritual 
�K�D�Y�H���L�Q�À�X�H�Q�F�H�G���X�V�����W�K�R�X�J�K���R�I���F�R�X�U�V�H���P�X�F�K���R�I���,�Q�G�L�D�Q���S�U�D�F�W�L�F�H���L�V���D�V��
Indo-European as the Vikings. In the same way, West African ways 
have strong Indo-European content - we refer to a cultural stream, 
not to any ‘race’.
 Modern Paganism has often involved a view of magic as the 
use of ‘occult energies’ that are channeled and directed by the will 
and body of the magician. While this kind of work is common in 
Asian magical systems, it is much less easy to demonstrate that it 
was present in European mysteries and magic. It seems much more 
common for both ancient European Pagans and modern tribal poly-
theists to view magic as the art of contacting and dealing with spirits 
- of their Gods, of the spirits of nature and, always, of the dead. In 
�D�Q���H�I�I�R�U�W���W�R���¿�Q�G���R�X�W���Z�K�D�W���W�K�H���D�Q�F�L�H�Q�W�V���N�Q�H�Z���D�Q�G���G�L�G�����P�R�G�H�U�Q���P�D�J�H�V��
are returning to an active approach to the spiritual as groups of be-
ings – spirits – with whom we make alliances and relationship.
 One neglected path of research for Druids has been the na-
tive magical traditions of Europe as expressed in literate magic of 



8

the medieval and later periods. We have been very willing to exam-
ine ‘folklore’ from those periods, but much less willing to consider 
that the grimoires of spirit-arte might have something to teach about 
Pagan magic. Modern research is pointing to a fairly direct train of 
transmission from the late classical magic of the Greco-Egyptian Pa-
pyri and neoplatonism, through the Byzantine and Muslim worlds, 
to the ritual magicians of Western Europe in the 15th century and 
later.
 Within the literature of ritual and spiritual practices pre-
served from ancient days is a stream of magical practice that has 
been largely ignored by reconstructionists – the grimoiric tradition 
of spirit-arte. The grimoires known to modern magicians – the Key 
of Solomon, the Lemegeton, the Grimoirium Verum, Abramelin and 
their imitators represent efforts by 17th, 18th and 19th century ma-
gicians to systematize and teach their understanding of the basics of 
dealing with the spirits. A ‘grimoire’ is a ‘basic book for students’.
 Methods, ritual forms and even spirit-names in the grimoires 
can often be traced back to models in the Papyri and other late Clas-
sical sources, suggesting a chain of inheritance of material from Pa-
gan times, preserved under the heretical Christian veneer of post-
renaissance occultism. This should make this tradition of magic of 
real interest to those who would like to work both Pagan religion 
and Pagan magic. However several things have conspired to reduce 
Pagan interest in these systems.
 The work presented in the grimoires is done under the presi-
dency of the Judeo-Christian deities and angelic hierarchy. This 
makes the whole business feel ‘unpagan’. The Angel/Devil moral 
dualism renders the methods of dealing with the spirits coercive and 
oppositional. Pagans have long felt that grimoire methods insult the 
spirits. The goals of much of the work are pretty worldly – love and 
money, wisdom and success.
 This works intends to be an answer to those objections. In it I 
will present a model of spirit arte informed by the grimoiric process, 
but applied in a polytheistic, animistic context. The work at hand is 
done under the rulership of the Gaelic Gods and Goddesses, wor-
�V�K�L�S�S�H�G���L�Q���R�X�U���'�U�X�L�G�L�F���Z�D�\���Z�L�W�K���V�D�F�U�L�¿�F�H���D�Q�G���S�U�D�L�V�H�����7�K�H���D�S�S�U�R�D�F�K��
to the spirits is animistic and relational. Drawing lessons from mod-
ern polytheistic systems we base our work on offering and blessing, 
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on do ut des (I give, so that you may give), as the Romans said it. 
Instead of the grimoiric oppositional relationship with the Spirits, 
we enter into a relational one. We make offerings and ask boons in 
turn, based on honor and truth. While some classes of powerful and 
dangerous spirits may require ‘bindings’ and protections, the core of 
this work is about partnership.
 On the other hand, no apologies are needed for a focus on 
practical magic. This subject is mainly about practical magic – the 
ability of the spiritual operator to Get Things Done. Work done for 
theurgy is related, in that theurgic success brings power for thauma-
turgic success, but this kind of spirit-arte is about results. The work 
in this grimoire is, in many ways, preparation for more practical ap-
plications. It will allow the students to make the initial contacts and 
empowerments needed for successful spellwork. 
 In this guide I will present a simple yet complete method of 
�H�Q�W�H�U�L�Q�J���L�Q�W�R���¿�U�V�W���D���Z�R�U�V�K�L�S���U�H�O�D�W�L�R�Q�V�K�L�S���Z�L�W�K���W�K�H���V�S�L�U�L�W�V�����D�Q�G���W�K�H�Q���D��
working relationship. This work is Pagan in nature - built on a  mu-
�W�X�D�O���E�R�Q�G���R�I���V�D�F�U�L�¿�F�H���D�Q�G���E�O�H�V�V�L�Q�J�V���E�H�W�Z�H�H�Q���P�R�U�W�D�O�V���D�Q�G���W�K�H���V�S�L�U�L�W�V����
Those who have spent some years in basic pagan worship, keeping 
the seasons, honoring the deities, perhaps working with the Land-
wights and the dead, will be best prepared for this system. Pagans 
�Z�K�R���K�D�Y�H���Q�R�W���P�D�G�H���I�R�U�P�D�O���R�I�I�H�U�L�Q�J�V���W�R���W�K�H���V�S�L�U�L�W�V���Z�L�O�O���¿�Q�G���D���J�U�H�D�W��
�V�W�R�U�H���R�I���S�R�Z�H�U���W�R���E�H���K�D�G���L�Q���W�K�H���S�U�D�F�W�L�F�H�����7�K�H���V�L�P�S�O�H���U�L�W�H�V���L�Q���W�K�H���¿�U�V�W��
�V�H�F�W�L�R�Q���D�U�H���V�X�I�¿�F�L�H�Q�W���W�R���E�H�J�L�Q�����W�K�R�X�J�K���L�W���Z�R�X�O�G���E�H���E�H�V�W���L�I���W�K�H�\���Z�H�U�H��
given for some time before undertaking more formal approaches to 
the spirits.
 I hope this system helps to move Pagan magic forward to-
ward a more active engagement with the spirits, and I hope it allows 
individuals to gain a stronger personal power, that the Work of the 
Wise may be increased, for the good of all beings.
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Concerning A Few Assumptions
It might be useful to list a few of the author’s theological and cos-
mological assumptions. I’ll do that here, because I intend to spend 
very little space on them in the rest of the book, which is primarily a 
manual of practice with just enough theory to ground the student.

�‡���3�R�O�\�W�K�H�L�V�P�� The divine manifests in the worlds as an uncountable 
number of individuals. The mightiest of those, and those who enter 
into blessing relationships with mortals, are often called ‘the gods’. 
“The Gods are many.”

�‡���$�Q�L�P�L�V�P����That material existence is interfaced with a kind of in-
�I�R�U�P�D�W�L�R�Q�D�O�� �D�O�W�H�U�Q�D�W�H�� �H�[�L�V�W�H�Q�F�H���� �L�Q�� �Z�K�L�F�K�� �V�S�H�F�L�¿�F�� �R�E�M�H�F�W�V�� �H�[�L�V�W�� �D�V��
�V�S�H�F�L�¿�F���E�H�L�Q�J�V�����³�$�O�O���W�K�L�Q�J�V���K�D�Y�H���V�S�L�U�L�W�V�´

�‡�� �+�X�P�D�Q�L�V�P����That the human spirit is a spark of the divine, and 
that individual humans can have individual spiritual authority and 
power. “The Power is there to be had.” 

�‡���&�R�V�P�L�F�L�V�P����This is an archaic approach, in which the concept of 
antagonism between dark and light, chaos and order is simply not a 
part of the world of mortals or spirits. In the archaic understanding, 
the war between primal Chaos and powers that establish the Order 
of the Worlds was concluded at the dawn of time. The Old Giants, 
Titans, Fohmoire, etc are a part of the World Order now, sometime 
allies, sometime lovers, sometimes opponents of the Gods, but all 
within the Cosmos. “The World is Good”
 
 Thus, in the mythic setting of this system of magic, there 
are no Archons. We do not live in a prison of matter and form, but 
rather in the true and holy garden of the worlds, taking our place in 
�W�K�H���*�U�H�D�W���'�D�Q�F�H���D�V���W�K�H���Z�K�H�H�O�V���W�X�U�Q�����:�K�L�O�H���F�R�Q�À�L�F�W���L�V���D���Q�D�W�X�U�D�O���S�D�U�W���R�I��
living in a system with no Supreme Being, those with strength and 
wit can make the manifest world their delight and their academy.
�� �,�I�� �,�� �Z�H�U�H�� �W�R�� �G�H�¿�Q�H�� �D�Q�\�� �µ�P�\�V�W�L�F�D�O�¶�� �J�R�D�O�� �F�R�Q�Q�H�F�W�H�G�� �Z�L�W�K�� �W�K�L�V��
work, it might be to expand mortal awareness to comprehend and 
indwell the Cosmos itself. From such a position the Magician is 
empowered to deal with any spirit.
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 This set of axioms produces a spirit-arte that is characterized 
by several things:
�����3�H�U�V�R�Q�D�O���$�X�W�K�R�U�L�W�\����The magician has power in the work because 
�R�I�� �E�R�W�K���K�H�U���L�Q�W�U�L�Q�V�L�F���G�L�Y�L�Q�H���Q�D�W�X�U�H���D�V���D���V�S�L�U�L�W���L�Q���À�H�V�K���� �D�Q�G���E�H�F�D�X�V�H��
of the magical efforts made in training and preparation. We stand 
before the spirits not just as agents of a higher power, and not as 
mere supplicants, but as beings with authority, who can deal with 
the spirits directly.

�������+�L�H�U�D�U�F�K�L�F�D�O���$�X�W�K�R�U�L�W�\����The magician also equips himself with 
alliances among the spirits, including and especially an alliance with 
one or more of the Gods. The work in this book is placed under 
the names of the Mother of All and the Keeper of Gates, as we call 
them. If you bring your own alliances, you should include them in 
the rites given here. By keeping our roads of offering and blessing 
open we are able to act among the spirits with the protection and 
power of the god.

������ �5�H�F�L�S�U�R�F�L�W�\�� Despite this emphasis on authority, the system is 
not based on ‘commanding’ the spirts, so much as on negotiation, 
and on mutuality. When we work with a spirit we make offering to 
�L�W�����7�K�L�V���P�D�\���E�H���D�V���V�L�P�S�O�H���D�V���L�Q�F�H�Q�V�H�����R�U���E�U�H�D�G���D�Q�G���R�L�O���R�Q���W�K�H���¿�U�H�����R�U��
whatever simple thing the spirit asks for the partnership. The choice 
to accept the mutual pact is on both parties - the magician need ac-
cept no terms he cannot meet. Once made, simple observance keeps 
the spirit near and ready to aid the mage.

In this way we intend to offer a system that is aligned with modern 
ethics and with Pagan spirituality. We remove the remnants of dual-
ism, step back past the mythographic wreckage of the early modern 
period, and reject the enslavement models of some Grimoire sys-
tems. We replace them with a human-friendly cosmos, many Gods 
to choose from, and an approach to the spirits based on respect and 
prudent alliance.
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Myth and Cosmos

The Sacred Work presented in this manual is based 
in a symbolic system different from that commonly 
used in ‘Western Magic’, yet derived from similar 
roots. Archaic Pagan cultures inherited a cosmos 
based heavily on triplicities, though the division 
of the world into quarters is also a common motif. 
The archaic pattern of the Three Realms of Land, 
Sea and Sky, with the Sacred Fire in the center, 
became, in later lore, the ‘Four Elements’ at the 
Quarters of the World.
 Gaelic lore retained triadic symbolism into 
historic times, and it is upon that model that this 
�Z�R�U�N���L�V���E�X�L�O�W�����,�W���L�V���V�L�J�Q�L�¿�F�D�Q�W�O�\���G�L�I�I�H�U�H�Q�W���L�Q���I�H�H�O���I�U�R�P��
models in which material life is at the ‘bottom’ of 
a cosmic chart. In the Druid’s cosmos, humankind 
lives at the center of the worlds, with the spirits 
in every direction. In this book we can give only 
a short summary of this deep and ancient model. 
Further study of the tattered remnants of Gaelic 
lore, and of their modern interpreters, will help to 
deepen understanding. 
 The tales given in this section combine two 
threads. They are a summary of some of the tradi-
tional lore underlying the view of the spirits pre-
sented here. They are also an expression of the un-
derstandings the author has gained from decades 
of work with the spirits. They are presented here 
as a new telling of ancient and modern myth, and 
should be received in that spirit by the reader.
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The Nine-Fold Cosmos
The basic construction of the sacred Cosmos in the magical and religious sys-
tems of northern Europe is based around three triplicities of symbols in which 
dwell a triad of beings. This Nine-Fold cosmos is a different map of sacred 
space than many western magicians are used to using, but it salves a number of 
problems inherent in the strange mix of Neoplatonism and Christian mythol-
ogy that inspires many modern systems. Let us begin by reciting, as a Bard 
might recite to a student, the basics of the Ninefold Cosmos:

Three Triads of a Celtic Cosmos
These have been described in detail in a number of other works. The stu-
dent who is prepared for Celtic sorcery will already be familiar with these 
symbols.

1: Three Worlds
Annwn: The underworld: The cauldron of rebirth

Abred: The midworld: The cauldron of bounty
Gwynvyd: The heavens: The cauldron of wisdom

2: Three Realms
An Muir - The Sea: The  wild  waste: The road to the blessed isles
An Talamh - The Land: The green earth: Dwelling of many kins

An Speir - The Sky: The unchanging order: The place of the shining ones
3: The Threefold Center

An Teinne: The Fire: The Altar of Sacrifice
An Tobar: The Well: The Mouth of the Deep
An Crann: The Tree: The Pillar of the World 

often the symbol that summarizes the Ninefold Cosmos.
 

Three Kindreds of Spirits
na Marbh: The Dead: The Mighty Ones
The blessed ancestors, who sustain the clans.

na Sprideanna: The Spirits: The Noble Ones 
The other kins, who sustain the web of life.

na Dheithe: The Deities: The Shining Ones
Eldest, wisest and mightiest, who sustain all.
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Two Kinds of Magical Power - Bri and Bua 

Magical or Otherworld power is perceived in Gaelic lore in two kinds. 
These concepts do not appear directly in ancient Celtic story, but have been 
extracted mainly from Gaelic vocabulary. They are speculative, but useful. 
Bri (a word from Irish language roots meaning ‘rising’) is power intrinsic to 
a person, place or thing, while Bua (from roots meaning ‘wealth’) is power 
that is gathered or stored.

�‡���%�U�L is the innate meaning, ability, power and/or talent in any person, place 
or thing. Bri is intrinsic, inherent in its existence, from its creation or birth. It 
can never be added to or subtracted from, only utilized or allowed to atrophy. 
Bri can be used or ignored, developed or allowed to lay fallow, but its ‘amount’ 
remains constant. Because Bri rises from the innate potential of any thing, we 
might associate it with the Underworld Power, though not exclusively.

�‡���%�X�D is the power, meaning, ability or form placed upon or within any per-
son place or thing by the will and work of a being. Bua is the trove of power 
that accumulates when people use any place or thing and it becomes thick 
with story. Bua is gained or lost based on your deeds and those of others. 
One can have as much Bua as one is able to gain by one’s skill and strength. 
Because Bua is made by will and deed, it might be associated with the Sky 
Power, though not exclusively.  
 
 These concepts should not be considered ‘kinds’ of energy in the 
way we might see the Two Powers. Rather they are modes of operation of 
energy. Bri is energy in stasis, locked into a specific form and function. Bua 
is energy in motion, assuming the form into which it is called. 
 In working with the spirits, the magician seeks to increase his store 
of bua, through special rites, deeds of will, oaths and maintenances and by 
accumulating the proper herbs, stones and woods. The magician’s bri is what 
it is, and of course effort should be made to get the best from personal po-
tential, develop talents and focus and strengthen personal power. However 
it is in a strong store of spiritual ‘treasure’ – bua – that the magician has the 
wherewithal to bargain with the spirits.
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An Fuinneamh Deach - The Two Powers
 
The Underworld Waters and Fire of the Heavens, the Shadow and the Light, 
the Chaos of Potential and the World Order, are the Fire and Ice of Celtic 
creation; Danu of the Waters and Bel of the Fire, they are primal divine pow-
ers, hardly personal, that underlie all existence, and empower both Gods 
and non-gods.
 In our Pagan Druidry, we often treat the Two Powers as varieties of 
‘magical energy’ - as qualities of bri and bua that we can use together and 
separately to work our will. In this we adapt a modern set of magical tech-
niques to the ancient dual symbol of primal Fire and Water, or Fire and Ice, 
that stands at the beginning of many Pagan cosmologies.
 The Druidic magician learns to move the Underworld and Heaven 
powers in the body’s channels, and to shape it for magical purposes. While 
this plays little part in the work of spirit arte given here, we include it so 
that certain ritual instructions will be clear. These techniques are also direct 
methods of accumulating Bua. Operators outside our small Druidic sys-
tem should insert whatever empowerment and balance techniques fit their 
work.

�‡���8�Q�G�H�U�Z�R�U�O�G�����7�K�H���3�R�Z�H�U���8�Q�G�H�U���W�K�H���(�D�U�W�K is called the Chaos of Po-
tential. The Underworld power is associated with the great goddess called 
Danu, or Anu, the Mother of the World. It is the power of the Primal Waters 
from which manifest existence arises. This water is the rich nutrient soup 
into which all individual existence dissolves and from which it arises. From 
it arise bounty and new life, the wisdom of memory and the root of personal 
strength. 

�‡���+�H�D�Y�H�Q�V�����7�K�H���3�R�Z�H�U���R�I���W�K�H���2�Y�H�U�Z�R�U�O�G is the Pattern of the World 
Order. The Heavenly Realms are associated with the great God called Bel or 
Beli or Bile, the First Father.  The Heaven Power is the kindler, that brings 
life springing out of the mud. From the Revolving Castle of Sky comes the 
Light, the Catalyzing Quickener that calls individual forms and beings out 
of the Chaos of Potential. When it shines in the soul, it brings the pearls of 
idea from the Sea of Mind.
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Common World and Otherworld   

Celtic story plainly shows us a variety of wondrous, hidden places. Out in 
the trackless sea, deep in nighted forests, even in the shadowed corners of 
towns, are pockets and islands of marvels. While the tales present us no 
single form of these other locales, we will approach them all as local varia-
tions in a single continuum - the Otherworld. 
 An Saol Eile (The Other World) is the spirit counterpart of the ma-
terial world, within the great web of nature. It is everywhere, and no place 
in particular. It reflects the material world, and the material world grows 
from its matrix. So we begin with another basic duality of Celtic symbolism: 
common world and Otherworld exist in balance.  
 Celtic lore presents no coherent map or model of the Otherworlds. 
Even as we attempt to supply such a model, we advise you to avoid treating 
it as authoritative or doctrinal. Each student is likely to find his experience 
of An Saol Eile to be somewhat unique 
 We speak of the Middle World, our common home, both materially 
and spiritually. It is in the Middle World that the dual nature - material and 
magical - of existence is most apparent. We experience material nature ev-
ery day, but our experiences of the Otherworld are few. When they happen 
they are remarkable, becoming the roots of tales or producing inspirations 
for songs or the building of shrines. 
 In Irish lore, more direct mention is made of the Realms of Land, Sea 
and Sky than of the vertical map of the Three Worlds. The Sea is connected 
with the Dead and the Outer Chaos, taking on some of the attributes of the 
Underworld. The Sky is the home of the birds, who so often serve as the mes-
sengers of the divine, and the place of the Great Lights and the Starry Wheel. 
We can draw a simple set of triadic correspondences for our map:
�‡���+�H�D�Y�H�Q�V�������6�N�\�������'�H�L�W�L�H�V��
�‡���0�L�G���:�R�U�O�G�������/�D�Q�G�������1�R�E�O�H�V��
�‡���8�Q�G�H�U�Z�R�U�O�G�������6�H�D�������'�H�D�G��
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The Vertical Axis 

Druidic magic shares images of Cosmos with both the Indo-European peo-
ples, and with Asian Shamanism. In fact the Three Worlds of Underworld, 
Midrealm and Heavens may be a human universal. In Druidic magic we often 
describe them thus:

�‡���8�Q�G�H�U�Z�R�U�O�G�� The Underworld Realms are the place of the Ancestors, 
of the Underworld Gods and Goddesses. From their halls and lands issue 
bounty and new life, the wisdom of memory and the mystery of initiation 
and the root of personal strength. The Underworld is associated with the 
Dead, though those spirits are not limited to the deep. Yet from Hellas to 
Scandinavia, and for thousands of years, the Dead have dwelt under the earth. 
The Underworld is associated with the Waters in the Darkness, the power 
in which all the potential of the dead is dissolved. Thus the Underworld is 
sometimes called, or symbolized by, the Cauldron of Rebirth.

�‡�� �0�L�G�U�H�D�O�P��  The Midrealms are the Setting of the Great Tale. In the 
Middle Lands dwell all the Mortal Kins, and a variety of Spirits as well.  The 
common world where human and nonhuman kindreds live, the Land, Sea 
and Sky, are reflected in the Middle Worlds, hung between Underworlds and 
Heavens.  Some of the God/desses dwell there, near to their mortal children, 
and sometimes mighty Ancestors make a home in the Middle Lands to aid 
their descendants. The Midrealm is associated with the surface of the Land, 
the Home of the Hosts, and with the many spirit tribes that share it with us. 
It is the spirit-matrix that underlies the common world in which we dwell, 
its twin and its mirror. Within it grows every individual manifestation of life, 
and so it is called the Cauldron of Bounty.

�‡���+�H�D�Y�H�Q�V����The Heavenly Realms are the places of the Brightest Gods 
and Goddesses, the Shining Ones, and those mortal Heroes who have been 
welcomed into their palaces. From the Revolving Castle of the Sun, Moon 
and Stars comes the Pattern of Existence, the wisdom of perspective and the 
objective eye, and clarity of thought and will. The Heavens are associated with 
the Sky, and with the Sacred Fire the brings the Heavens’ Light into the Grove. 
This Light is the Catalyzing Quickener that calls individual forms and beings 
out of the Chaos of Potential. When it shines in the soul it brings the pearls 
of idea from the Sea of Mind, and so it is called the Cauldron of Wisdom.
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The Horizontal Axis
The Middle Realm is divided in turn, in a pattern related to the Three Realms, 
another reflection of the Holy Triskel.
�‡���/�D�Q�G����The common earth on which we dwell, our mortal home and sup-
port. It is the tilled field and the unseen mountain-top, swamp and desert, 
town and woodland. The Land is the convergence of Sea and sky, the Holy 
Island. It is connected to the Otherworlds through caverns and deep places, 
wells, pools and the tops of high places. The Land is the home of those animal 
kins that are closest to our human life, our allies and our predators.

�‡���6�H�D�� Surrounding our island home on every side is the boundless expanse 
of the oceans. The Sea is the mystery, the portion of the human world most 
alien to humankind. Within its misty vastness may be found islands of wonder 
and fear, the isles of the Otherworlds is the home of the Cattle of Tethra, the 
uncounted fishes and their stranger cousins and kin. Some of those are friends 
to human folk, and some unfriends.

�‡���6�N�\�� Arching above our common Land and Sea is the blue dome of the Sky, 
the realm of cloud and storm and calm breezes. It is the airy realm that is both 
all around us and far beyond our reach. In its floating worlds of clouds we see the 
playgrounds of the Gods, the seats from which they watch the world. From the 
Sky’s high distances descend the birds, so often the messengers of the Gods.

The Sacred Center
An  Dóiteáin Naofa -  The Sacred Fire 
The sacred ritual fire brings the Sky Power into the Sacred Grove, and serves 
as the primary ‘altar’ (high place) of a Druidic rite. The Gods and Spirits are 
enfleshed by Fire, the Power that awakens individual Mind. Magical Fire trans-
mits the bright, warm electric current of the Sky. Yet this Flame is also in the 
heart of the Earth, and in every being it is the source of the Individual Self. 
Fire is the Power of the Primal Father, who we may call Bel, the Beautiful. 
 You must obtain a vessel that will serve as your personal sacred Fire 
for the Rites. In the most reduced circumstances a single candle may serve, 
with offerings of sticks or cones of incense. A censer can hold charcoal blocks 
to receive offerings of scented oil or herbs, perhaps with a ring of nine candles 
around it. This is perhaps best for indoor rites if no hearth is available. 
  If you wish to try an open flame in an indoor cauldron or Fire-altar, 
you will need a solid, cast-iron vessel (low sides are better) and a fireproof 
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surface to rest it on: a paving stone is good. If you use a deep bowl, it may 
either hold one or more candles, or be used to hold a small true fire. If 
you mean to use an open flame half-fill the vessel with clean sand or clay

An CoireTobar - the Well-Cauldron 
 The Tobar is the vessel used to hold the Magic Waters in ritual. It is 
the reflection of the Triple Cauldron of Bounty, Healing and Wisdom , which 
in turn reflects the primal well of Wisdom, Traditional cauldrons are round, 
three-legged cooking pots of iron or brass. They can also be found made of 
ceramic material. The Cauldron must always be clean enough to drink from, 
kept free of rust or mineral accumulations. 
 Natural wells and pools and running streams, even large lakes, are 
gateways for the Otherworld Powers. Fresh water, especially running water, 
turns aside all ill and cleanses the spirit as well as the flesh. Druid ritual 
requires clean, fresh water in every case. 
 You will make the Magic Water by combining water from three 
Sacred Wells and exposing it to the light of Sun, Moon and Sacred Fire (or 
lightening). Since Wells consecrated to Pagan Powers are hard to find, the 
water may be gathered from three natural places that seem powerful to the 
sorcerer, or from the sacred wells of three Druid rituals. This blessed Water 
may be added in small amounts to ritual water, bringing the Power of the 
Well into the Sacred Grove. 

An Crann Domhan - The World Tree
 In a full Druidic holy place a large pole is placed in the center, or 
to the North. This pillar is carved with symbols of the Powers: it represents 
the Cosmic Axis between the Earth’s core and the Pole Star. Sometimes a 
pole-idol is erected for a specific Deity, but in our rites it is usually a more 
general symbol of the Ways Between. 
 The World Pillar may also be represented by the Druid’s wand or 
staff. The magic wand, wielded by a trained mind, creates the link between 
Earth and Sky and weaves the pattern of the rite. A staff is usually the height 
of the Druid, and a wand is the length of the forearm from elbow to finger-
tip. Either one is shaped, carved and blessed to be one of the Druid’s most 
important magical tools. 
 In every case the Druid’s own spinal column can be understood as 
the World Tree. Fire, water and the magician’s own flesh will always serve to 
make the Sacred Grove. 
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The Three Kindreds of Spirits

It has become of the custom of the Druids to divide the hosts of spirits into 
three primary categories - the Gods, the Dead and the Spirits. While this 
simple division is valuable, it should never be taken too literally. In the worlds 
of the Gods and Spirits these things are not fixed, and what is an ancestor 
to one may be a god to another, or a God may come to live in a natural site, 
becoming functionally a genius locus of that place. Thus we remind ourselves 
that these categories are merely conventions. In the next chapter, we will 
examine how this triad relates to the lore of the spirits, as understood by 
magicians.

�‡���7�K�H���6�K�L�Q�L�Q�J���2�Q�H�V�� In the First Days the Mother of All bore children, 
the People of the Mother, who are our Gods and Goddesses. They are the 
First Family, the Eldest and Wisest, their youth continually renewed by their 
magical feasts. The Kings and Queens, the Magicians and the Poets, the Powers 
of Love and Delight, the Warriors, and the Cow Women, the Smiths and all 
the Powers of the Wild, in every culture the Gods and Goddesses guide their 
mortal children. Each Pagan culture has a family of Deities whose Wisdom, 
Love and Power sustain the worlds and humankind. Whether these cultural 
forms portray separate, individual entities; or whether they are names and 
titles of one great family of Gods and Goddesses, they are the object of our 
highest worship, and our greatest allies.

�‡�7�K�H���$�Q�F�H�V�W�R�U�V����Many tales tell us that humankind is descended from, 
and intermarried with, the Gods and Goddesses. The Fire of the Heavens 
and the Dark Waters of the Underworld flow in our human spirits, and death 
cannot extinguish us. So we remember and honor the Ancestors, the Mighty 
Dead. The Old Lore makes it clear that human spirits sometimes reincarnate 
in the mortal world, often in their own family bloodline. But it is equally 
clear that many of the Dead are ‘reborn’ in the Otherworld, in the Land of 
the Dead. There they live the lives their fate has woven for them, just as we do 
here. Pagan tradition teaches that the Ancestors hear the voice of the living, 
that they value our worship and offerings. It teaches that the Mighty Dead 
still have power in the Mortal World, to guide and protect, or to chastise. So 
we make our gifts to them, and listen closely for their voices.
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�‡�7�K�H�� �6�S�L�U�L�W�V�� Humankind and our Ancestors share the worlds with a 
myriad of other beings, other forms of life both physical and spiritual. The 
Other Kins share with us and the God/desses in the Weaving of the Web of 
Fate. They are as various as the species of our world, filled with magic and 
skill and cunning. Some of them are the Beast-Spirit Peoples. Many of these 
are close allies of Human folk, the hound and bull and pig and more. Others 
are of the deep wild, the wolf and deer and boar. The Spirits of Birds go freely 
between Earth and Sky. Other spirits are the Wonder Peoples, the magic races 
of the many cultures - fauns and dryads and Alfar and Daoine Sidhe. They 
roam in Midrealm countries sometimes very close to ours, sometimes very 
distant. We honor them and sometimes seek their aid in magic.
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The Charm of the Worlds

The Worlds are in me, 
and I am in the Worlds

The Spirit in me 
is the Spirit in the worlds.

I am One with the World Tree, 
in the Sacred Center.

With the Two Powers in me
With the Three Realms surrounding me,
And the Cauldron of Wonder within me.

I reach into the Four Airts 
in wisdom & magic, strength & life

And my substance 
is the very substance of the worlds,

Nine things in one, 
and one thing in many.
The Worlds are in me, 
and I am in the Worlds

The Spirit in me 
is the Spirit in the worlds.
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Sorcerer’s Tales
 It is by story that magic is made, and by story that time is transcended. 
The wise and skilled carry the images from the past, and manifest them in the 
hearts of present people. To hear the old stories told (or, it may be, even to 
read them) is a blessing. There are the old tales, and there are new tellings, 
shaped by the Inspiration of the Gods in the mind of a poet. Let the wise seek 
to read that which is written only in the Otherworld, and tell that into being 
in the world of mortals.
 This is a book of new tales and perceptions regarding the tales of the 
Noble People, the Elder Ones, the Tribes under the Mound, called the Daoine 
Sidhe. Let the work given herein be blessed by the Dagda and by Boann, by 
Finvarra and by Unagh, by Badb Derg and by the Bean Sidhe, that it be only 
good for all creatures. Whether they are rulers or followers, whether of the 
Old Ones or of mortal kind, whether they conjure or are conjured, may only 
blessing be theirs by this book’s magics.

The Tale of the Elder People
Here is a tale of the Elder Folk, as whispered to a modern Bard’s heart. 
 The Old Ones were, the Old Ones are, the Old Ones will be. Though 
the human clans now rule the face of the world, they are not the land’s first 
masters, nor, it may be, its last. Serene and patient, the Elder Rulers dwell in 
their halls outside the daylit world. There they keep the Old Magic, and hold 
their courts and revels, while humankind plods through their lives and labors. 
Where mortals rise and live and fail and rot, the Elder Ones live on through 
the ages, their memory unfailing. 
 It is that memory that recalls even the Eldest of days, when the great 
being called Nemed - the Noble One -  dwelt on the Isle of the World when, 
in that day, the land was full and ripe. Yet the Most Ancient Ones drove the folk 
of Nemed from the World, and they were divided and scattered. 
 Even in the First days, when Land had not been drawn from Sea, 
nor parted from the Sky, the Noble Peoples were, and were in conflict with 
the Outer Ones. From the womb of the All-Mother came the Bright and 
Noble Tribes, and from the womb of Domnu, the Dark Mother, came the 
Oldest Ones. These Eldest are those called, by Bards, the Fomoire - the Gi-
ants. From the First Days the Giants have wished to enslave the World, to 
make every head bow beneath their kings, to take all wealth for their own, 
and give none to any. 
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 So even in those primal times, the people of Nemed fought against 
the Eldest ones. Yet in that time the Eldest were mighty, and filled with vile 
magics. So they drove the Nemedians from the isle of the World, and into the 
Realms Outside. 
 As has been told by the Bards, the Children of Nemed divided them-
selves into three clans. Of the folk of Fergus Lethderg we hear no more. The 
folk of Starn followed the way of the land, and became the Fir Bolg. They dis-
covered the ways of kingship, and how to make bodies of the earth, and how to 
make their pact and peace with the Power of the Land. But the third clan were 
the children of Iarbonel, the Druid. They were diligent children of the Mother, 
and of Her children - the Gods and Goddesses, who ruled as their priests, and 
messengers, and warriors. 
 As it has been told, the Clan of Iarbonel went into the north of the 
world. In their ships of spirit they sailed into Realm of the North Star, to the 
Four Cities of the Sages. To Murias of the Starry Sea across which they sailed; 
to Falias, the place of destiny and to Findias the bright they journeyed. They 
came to Gorias of the Warming. In these places they were taught magics by the 
sages, and learned every secret art. 
 The greatest of the Children of Danu, the wisest, and most skilled, 
were as Gods and Goddesses to their folk. They were able to give great bless-
ings, and, in their immortality, they blessed generation after generation of the 
Elder Ones. They were given great offerings by all the generations of their 
descendants, and grew mighty in their ageless wisdom.  
 For, in those days, among the unfleshed children of Iarbonel, the pow-
er of the rituals and sacrifices of the Wise were as food and drink to the Elder 
Race. To come before the Fire of Sacrifice was a glorious banquet. When the 
priestess of the Elder Folk poured a glass of the Nectar of Offering into the 
Fire, every Noble gathered there tasted its wild sweetness in their spirit, and 
was nourished. 
 Every magical skill was known to the Sages, and taught to the Elder 
Ones; the skills of mastery of form and aspect, of passing unseen and of ap-
pearing in awe and glory, of healing and of withering, of love and of war; the 
skills of commanding the elements of the World, the waters and the winds, the 
stones and trees and herbs; the skills of shaping reality out of idea, whether 
in words or iron or gold or in destiny; the skills of knowing the patterns of 
the world’s thread, of hearing on the wind, of seeing at a distance, of reading 
aright the signs of time and tide. All these skills they gained, and the vision and 
wisdom to use them well. Along with these they learned the skills of war, and 
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of law and rulership. They prepared themselves in every way to master the Gi-
ants in the Isle of the World. 
 Yet in that age, as the kin of Iarbonel were learning magic in the north, 
the Children of Starn the Plowman had chosen to remain in the land. They had 
driven back the Giants by making a pact with the land. Their King they wed-
ded to the Spirit of the Land, and by this they made themselves strong against 
any who might bear ill into their places. So they had established their own sus-
taining kingship, and, in so doing, bound themselves into the forms and nature 
of things of earth, of stone and tree and stream, with all the delights and perils 
of natural life. They made a great kingdom, and their people lived in bounty 
and health and joy. They called themselves the Fir Bolg - which means ‘people 
of the lightning.’ 
 It is told how the Clan of Iarbonel returned to the Isle of the World 
on the morning of Bealtaine; how their ships of cloud set them upon the high-
est peak in the land, and how they lit their magical Fire of Claiming. Though 
they went to war with the children of Starn, it was in that first moment that 
the battle was won. For when they lit their Fire of Claiming, then they made 
a secret marriage between their people and the Goddess of the Land. Because 
they were true still to the All-Mother, their nobles the undying First Children, 
they called themselves the Tuatha De Danann - Tribe of Danu. 
 So the Clans of Iarbonel and Starn fought, and the King, Nuada, had 
his hand struck off. Yet in the end, peace was made between the Fir Bolg and 
the Tuatha De. They divided the land between them, the Fir Bolg took the 
greatest of the Tuatha De as their Gods and Goddesses, and they dwelled to-
gether in peace. The Fir Bolg lived as mortals, in bodies of flesh, while the 
Tuatha De lived in bodies of fire and shadow. Together they lit the fires of wor-
ship and magic, which nourished the very life of the Tuatha De, and the hearts 
and spirits of the Fir Bolg. It is told how the Tuatha De defeated the Giants at 
last. Shining Lugh smote Balor One-Eye, and took his head. From that head, 
the final secrets of the land were learned, the secrets of sowing and reaping. 
By the power of the Shining Ones, the Giants were banished from the Isle of 
the World to dwell outside and beneath the common world in their weird 
courts. 
 As it has been told by poets, there came a day when a band of mortals 
came to the shores of the World. It is not known from whence they came, 
these Sons of Mil, but they brought with them magics and skills greater than 
those of the Fir Bolg, perhaps even a match for the Tuatha De themselves. 
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The Tuatha De turned the Sons of Mil back at the shores of the Isle of the World. 
Yet the spells of their druid, Amairgen, Son of Mil, won them the shore, de-
spite the magic of the Tuatha De. It is told that the Sons of Mil made their way 
from that western shore to the Hill called Temair, and how they made there a 
pact with the Goddess of the Land. Thus they won the favor of the Sovereignty 
of the Isle of the World. 
 Here is the mystery that the folk of the Tuatha De contemplate even 
today, in their secret halls. They knew not then, nor know they now why 
the Goddess of the land gave that Sovereignty to Mortals, or why the Shin-
ing Ones themselves chose to aid the Sons of Mil. For it became clear that 
the Gods and Goddesses wished these mortals to rule the isle of the World, 
wished the Sovereignty of the Tuatha De to end. When at last the Tuatha De 
sued for peace with the mortals, they were given the dim and secret parts 
of the world. They were given to dwell under the earth, in pools and lakes, 
within stones and trees. 
 The clans of the Tuatha De, those who were lesser than the Gods and 
Goddesses and their close court, were driven outside the day-lit mortal world. 
Yet they were not driven beyond the borders of the World like the Eldest, 
rather they dwell within and behind it still, and have great influence over fer-
tility and well-being of crops and wild things and all. With the same magic that 
made them lords of the World, they have built their wonderful, shining halls in 
the places between. In them the Noblest of the Noble Clans hold their feasts 
and light their holy Fires. For they worship their Gods and Goddesses still, 
even as they wonder at the fate that has given the world to mortals. 
 Ever since that day when mortal folk drove the Clans from the com-
mon world, there has been little trust or goodwill between those peoples. Many 
of the Noble Clans have a deep resentment of the mortal folk. They observe 
their lesser beauty, their bodies of flesh like mud, and their mayfly spans of life. 
They see them grub the land and slay other lives to provide lumps of matter to 
stuff into their hairy faces to keep themselves alive. By these things the proud 
Nobles hold themselves higher and more perfect than the mortal clans, and 
believe that they were the natural and proper rulers of the Isle of the World.
 From this come the tales of humans ill-used by the ill-will of the No-
bles. Yet we also hear tales of how Noble Ones have aided and done well by 
mortal folk and families. Their lives have gone on in their secret homes, and 
seldom do their paths cross those of mortal folk. When they do, it may be for 
good or for ill. 
 Yet the Noble clans may have great influence over the lives and well-
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being of mortals. They can make the fields and beasts fertile or render them 
barren, likewise human men and women. They have magical weapons of dis-
ease and ill-luck, with which they smite those who offend them. Yet those who 
gain their friendship may learn great things. They may reveal the vistas of time, 
of past, and of future. 
 Mages and Druids have long sought the keys to making proper rela-
tions with the Nobles’ clans. Of course, all such dealings begin with the true 
offerings and worship our folk have learned in their rites. Beyond such basic 
works of religion - vital as they are to all who hope to deal in safety with the 
Sidhe folk - there are means by which the Druid gathers personal power. By 
that power, she is made fit to deal with the lesser spirits of the Nobles, or to 
turn aside their ills.

Concerning the Nobles and the Gods 
 It is said that when the Tuatha De Danann sailed their ships of cloud 
into the manifest world, they were ruled by their first family, who were as 
Gods and Goddesses to them. It was this family - Dagda, Boann, Goibniu and 
all the rest - who were most truly called the Children of Danu, for she had 
been their own mother, while she was but the distant forbear of the multitudes 
of the Noble Tribes. 
 These Gods and Goddesses, by their magical power, overcame the 
terrible Giants, and drove them from the world. Yet when the mortal people 
came into the worlds, and fought against the Noble Clans, the Great Gods gave 
their blessing to the mortals. The Goddess of the Land gave them the Sover-
eignty, and taught them the rites and ways. They learned to make the Sacred 
Fire and make the offerings that fed the Gods and Goddesses. Even as the Wise 
Ones among the mortals established the ways of the Gods among them, so 
some of the Nobles, too, were drawn to the Sacred Fires of mortals. 
 It is said among some clans of the Nobles that the mortals are, them-
selves, the descendants of Danu. No tale preserves the origin of mortals, and 
their spread across the manifest world was, and is, a mystery to the Noble 
Ones. The Gods accepted mortals as though they were their kin, and some 
Wise Ones among the Nobles hold that Danu is the Mother of Mortals as she 
is of the Gods and Nobles. 
 Thus, many of the Nobles have come to honor the mortal folk, seeing 
them as the proper rulers of the daylight world, by the will of the Gods. These 
clans are devout, and keep well the holy worship of the Gods and Goddesses. 
Other clans still cling to the bitterness of their defeat. They have come to hate 
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and despise mortals, and to wish them ill. It is said that some of these clans 
have worked in secret, worshipping the Old Giants in their courts Outside, 
and that together they work to end the sovereignty of mortals and of the Gods 
and gain it for themselves under the terrible rulership of the Giants. But this 
is only legend, and every clan of the Nobles swears public fealty to the Gods, 
even if they openly hate the mortal clans. 
 For all these reasons the mortal Druid must always keep the greatest 
care and caution when dealing with the Old Clans. Those that seem friendly 
may be so in fact, or they may be dissemblers, concealing their hatred as they 
seek ways to torment and weaken mortals. Those who seem stern and cold 
may be despisers, or may be pious servants of the Shining Ones, holding mor-
tals in due honor. 
Keep ever the holy ways, that the blessing and protection of the Tribe of Danu 
be yours, when you go beyond the ways of tribe and hearth, beyond the work 
of sacrifice and blessing, into the work of sorcery.

Concerning the Nobles and the Ancestors
 It is said by poets that when first mortals approached the Isle of the 
World, they strove with spells against the Noble Clans. They came in their 
ships of wood on the World’s Sea, and the Nobles, by their skill, turned them 
back. It is said that in their striving, the eldest son of the king of mortals fell 
from the mast of his ship and got his death against the southernmost stone of 
the Land. 
 Here is a great puzzle to the folk of the Noble Clans. To them, death 
comes only rarely, and only by violence or sorcery. When the Nobles die, they 
know not what becomes of them. They know not whether they survive in 
some way, nor whence or whether their lives and deeds take them. They do 
not keep the Cult of the Dead, nor make offerings to those who are gone. 
When one of the Nobles is destroyed, their bodies and forms soon vanish, and 
their world goes on without them. 
 When he who is called the Dark One fell to the stones of the Land, 
the Nobles were astonished to behold, arisen from the mortal corpse, a spiri-
tual being not unlike them. In the coming war it continued. Mortals who were 
slain rose and lived as spirits, as slain Nobles vanished from the world. The 
Shining Gods again showed their love for the mortal clans. They took up the 
spirit of the Dark One, the First of the Slain, and made him very nearly their 
equal. To him they gave a Hall in the Land, much like the Halls of the Nobles. 
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To this Hall were called all the spirits of the Mortal Dead. There they made 
their own feast and revel, and from that feast they set forth in ships of cloud, 
out of the common world and out of the ken of the Noble Ones. 
 As timed passed, the place of the mortal dead became more clear. 
Mortals established shrines to the spirits of their Ancestors, and in those 
shrines they opened the Gates Between the common world and the Halls of 
the Dead. The Dead came to the offering fires of the mortal clans, and were 
nourished as were the Gods and the Nobles. The Nobles’ Mages learned the 
roads to the Halls of the Dead, and some commerce passed between them. 

 So it is in this day. The Druids light the Fire of Sacrifice, and to it come 
the Honored Dead, the Noble Old Ones, and even the Shining Gods. Let the 
magician always be certain to make the sacrifices and honor the Dead, to gain 
their love and support. They are mighty allies, and often have the respect and 
awe of the Noble Peoples. 
 It is the Divine in Us that makes us able to speak with authority to the 
Noble Clans. With our own power firmly established and strongly flowing, we 
may even dare to command the spirits of the Land. For we can light the fires, 
make the iron obey us, and survive the failing of our flesh, yet we can journey 
among the Nobles, learn the magic of the world, and speak with the Gods 
themselves.

The Druid’s Work and the Nobles 
 The work of the Wise has always included communication with the 
Noble Clans and alliances between individual Nobles and the Druid. It is the 
work of the Wise to protect the mortal world from the caprice and malice of 
the Nobles, to turn aside their ills and to cure their striking. It is our work to 
be able to win the good will of the clans, to insure the fertility of land, beast, 
and human. To those ends, the Druid learns to treat with individual Nobles 
and make them his allies, willing to help him do his will. She learns to see into 
the Noble realms, to ken their presence in the world and see their effects. 

 To accomplish such a work, the student must begin by making herself 
powerful, gathering her magic. He fills himself with the shining Fire and the 
dark Waters. He shapes these powers into the adornment and armor of his 
spirit, righting the Three Cauldrons. She makes the Slat and the Coire, (the 
Wand and Cauldron) and learns to use them as mighty tools and weapons. She 
gains the Three Allies, and has their aid. She knows the ways of vision, of send-
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ing her eye and hand and voice into the Otherworld. 
 When the Druid’s power is well gathered he begins courting the lo-
cal Nobles. He seeks welcome among the local court, and proves his respect 
for even the smallest of the clan. He befriends those that will befriend him, 
and especially seeks to know the rulers of the local folk. She learns to call the 
Nobles to her fire, and honors them with offerings and hymns of welcome.
 Thus the Druid comes to be a power among the Noble Ones. He 
has commerce with them, and uses his skill and strength to ward away the 
peril that accompanies such work. She learns to summon the lesser spirits of 
the clans and to employ them in practical magical work. The fellowship and 
communion of the Sidhe is one of the keys to Druidic Magic. Let him learn it 
diligently, and use it well, for the good of all.
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A Charm for the Mother of All

Mighty Mother of All
Womb of Life

Source of Plenty
Soul of the Land

I make due offering to you
(offering given)

Because you uphold the World
Because you freely give your Bounty
Because you grant every Blessing

I make due offering to you
(offering given)

Queen of Sovereignty
I worship your Power
Mother of the Earth

I worship your Bounty
Giver of Every Life
I worship your Spirit

Earth Mother, 
uphold my work as you do the world
Earth Mother, accept my sacrifice!

(offering given)
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A Charm for the Lord of Wisdom

Lord of Wisdom
Wanderer on the Roads

Keeper of Gates and Ways
Priest of the Sacred Grove
I make due offering to you

(Offering given)

Because you teach wisdom
Because you guide spirits

Because you reveal secrets
I make due offering to you

(Offering given)

Lord of the Twilight
I worship your cunning

Keeper of Gates
I worship your might
Teacher of Heroes

I worship your wisdom
Lord of Secret Knowledge, 

inspire my mind with the Elder Ways
Keeper of gates, accept my sacrifice!

(Offering given)
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