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Pagan World,

The Newsletter of the

Pagan Federation International
Hi everyone,

Welcome to this issue of Pagan World! This issue’s theme is on the Celtic Tradition and its mythology (for lack of a better word). 

Falling under the heading of ‘Celtic’ there are various traditions such as the different types of Wicca, Druidry, the Arthurian Tradition plus other related subjects such as symbolism, shapeshifting, faeries, and so on. One issue is simply not enough to do the Celtic Tradition  justice. So in this issue, you’ll find a great article about Celtic Mythology, one on animal symbolism, one on Celtic Symbols and two excellent articles fom Ian Elliott which are leaning towards Wicca and Celtic Paganism. 

And the great news is that there are many PFI Conferences to choose form this coming year! So far at least 3 European Conferences are listed in this issue: Holland, Belgium and Sweden and there are more to come! Surely this is a sign that the Pagan Federation has really branched out into the World, no doubt due to the hard work of our International Coordinator Morgana who is constantly promoting the Pagan Federation internationally and recruiting hard-working people who believe in our ‘cause’! If you look in our ‘contact’ page, you’ll see that we’ve added some new members to our team of PFI National Coordinators.A big welcome to Liz , Link and Fjierra!

 Bright Blessings,

Diana Aventina

Three Sabbats

by Ian Elliott

The Sabbat, whose name means “rest,” is the central rite of Witchcraft.  In it witches return to the beginning times and commune with the Gods and other spirits.  The atmosphere of a Sabbat is always festive and joyous and a little wild.  But it is deeper than a spree.  The Sabbat as such exists on three levels.

Long ago, in the Golden Age, when Saturnus was the king of Italy and humanity was few in number and not yet much given to agriculture, being primarily herders and hunters, feasts were held in the forest and humans, satyrs, nymphs and sometimes the Gods Themselves would share the same board together.  Then Bacchus would come with old Silenus on his donkey, and the rivers would run with wine instead of water, and the whole forest would give itself up to jollification for weeks on end. 
  But more importantly, at each Sabbat feast the Lady and the Lord would show mortals the mystery of rebirth and the destiny of the soul in a vision.  

But it is in the nature of things to run down until the start of a new world cycle, and so the Golden Age was succeeded by a Silver and then a Bronze and finally an Iron Age, in which humans began to practice perennial agriculture and settled down and multiplied and oppressed one another and did not respect the nature spirits as their ancestors had done.  In that time the sidhe (as we say in our Celtic tradition) began to withdraw into a separate time-dimension the Celts called the Otherworld, or Annwvyn.   It was still possible for some lonely shepherd wandering through the forest to pass unwittingly through the veil that separates us from Annwvyn and there, perhaps, join the Gods and sidhe for a Sabbat feast.  For that fellowship continues in Annwvyn and witches who are shamans can, with the help of their familiar spirits, travel in their astral bodies to that great grassy plain of Tir-na-n’og and there join the party.
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It is conceivable that the great village Sabbats of old time in Britain and Ireland were occasions for the Druidic shamans to present the people with a mortal likeness of the ineffable joy they experienced in their night-journeys to Annwvyn.  Indeed, every folk carnival with its King and Queen can be regarded as a remnant of such sacred spectacles.

Medieval tales of witches sometimes describe the witch lying inert at home while her spirit hies to the Sabbat far away.   It is also possible that their secret midnight revels on the heath climaxed in a change of consciousness, in which some or all of them experienced the ecstatic flight to the Otherworld, perhaps facilitated by the infamous “flying ointment.”  They may also have lain out at night under the full Moon and let that Goddess’s light lift them up into the spirit winds.

Thus the Sabbat has three levels: the mythic feasts held long ago, the earthly celebrations we hold together, and the Sabbat feast in the Otherworld which awaits us when we learn how to journey there (only not by flying ointment).  
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Of the plain of Tir-na-n’og, the plain of youth, we know that it dwarfs in size the great plain of Eire.   Furthermore, the elf-maiden of Brittany sang of it when she wished to ensnare a young man and carry him away:

“Deuit ganin-me da gompezenn al Levenez

O! Mar goufec’h e teufec’h’vit atao!”

“Come with me to the plain of Joy.

Oh! If you knew, you would come there forever!” 2
But this was a snare only from a Christian point of view; for remember that the sidhe are constrained always to tell the truth !


  From Janet and Stewart Farrar, Spells and How They Work, pp. 95-96.
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Pagan Federation Conference in Sweden!

As of now, we only have the date and the location, so mark your calendars! More info to come in the next Pagan World!

Pagan Federation International Conference
17th of April 2004
Lund, Sweden 


For more information, please contact: winterwillow@paganfederation.org
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Animal Symbolism in Celtic Mythology

by Lars Noodén

Animals in Celtic and Welsh mythology are tied in with fertility and vitality, because they are living, moving, and growing. They also provide vitality and continued life for the tribes through their meat, skins, and bones. In addition, they are a connection to the realm of spirits and the gods. This connection is seen through their use in the hunt, search for secrets and wisdom. 

Specific animals have specific associations depending on the characteristics of the type of animal. Birds, fish, serpents, deer, cattle, swine, and so on all tend to be used as symbols. Boars, fishes, serpents, birds, and herd animals are the most frequently described. 
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In addition to representing fertility and wealth, boars symbolize courage and strong warriors for they are strong, dangerous, and very hard to kill. Their appearance in dreams and visions also indicates warriors. Isolt's forewarning of the death of Tristan, a great warrior, came in a dream about the death of a great boar. Statues of boars are occasionally found in the company of statues of armed warriors, further indicating an association between boars and warriors. 

Great importance is attached to the bristles of the boar. Perhaps they are the distinguishing characteristic of the animal or symbolize its strength. For example, Fion is killed by stepping on a boar's bristle after breaking a geasa against hunting boars. Some of the extraordinary boars, that King Arthur fights in Culhwch and Olwen, have bristles that are gold or silver. Conversley, when Menw tries to steal treasures from Twrch Trwyth, he is only able to take a bristle. The pig herders at the start of the Táin, Friuch and Rucht, are named after the bristle and the grunt of the boar, respectively. It is the bristle of the boar, Friuch, that proves to have the most power; in the end, Friuch reborn as Donn Cuilnge destroys Rucht as Finnebach Ai. The bristles of the boar are mentioned many other times implying that they are an important part of the animal. 
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Fish, salmon in particular, are associated with knowledge. The child that grew to be called Taliesin, the wise magician, was found in a fish weir. The significance of the salmon can be seen in many places. Gwyrhr questioned a series of wise animals, each one wiser than the previous, the oldest and wisest of all was the salmon of Llyn Llyw. Cúchulainn used the hero's salmon leap across the Pupils' Bridge to get Scáthach's stronghold in order to gain access to Scáthach's advanced knowledge of arms. To gain the secrets Cúchulainn had to use the hero's salmon leap to Scáthach herself in order to gain the secrets reserved for her family. Each leap in the land of sorcery brought Cúchulainn to greater knowledge. Their wisdom can also be passed on by eating. The magic salmon gain the power of wisdom by consuming the hazel nuts that drop into sacred springs. By symbolically eating the salmon of wisdom, Demne gained such enormous wisdom that he was renamed. Perhaps this is at the root of the modern practice where children are told to eat fish to increase their intelligence. 

Serpents and dragons symbolize trouble. Whenever they appear, strife and infertility follow. King Arthur's troubles with the future of his kingdom are presaged by dreams of dragons and serpents at the time of Sir Mordred's conception. King Arthur drives them out, but is wounded. King Arthur is finally devoured by them in his last dream, [image: image22.png]


subsequently his next battle is when Sir Mordred kills him. It is interesting to note that it is the appearance of a snake that initiates the battle. The swine herders before the Tain, Friuch and Rucht, ruin each other's land with snow during their magical fight, while in the forms of dragons. Dragons should be particularly troubling to a king, because the king is the symbol of the fertility of the tribe and its land and the dragons are the counter symbol, laying waste to the land and preventing new growth. 
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Birds are usually used to represent prophetic knowledge, bloodshed, and skill. In an omen, birds can be either the message or the messenger. For example, Morrígan came in the shape of a bird to warn the Brown Bull. The interpretation of their calls and movements can lead to knowledge of future events. Birds, especially ravens and crows, usually presage bloodshed and battle, when they are associated with it, sticking with the theme of prophesy. Deirdre's dream of three birds drawing blood foreshadowed death and Lleu Llaw Gyffes was shedding rotting flesh and maggots while in the form of an eagle. The Irish war goddesses were said to call the ravens down to battle fields to feast on the flesh of the slain. Even normal, modern crows and ravens descend to feed on corpses along the road. 
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Birds can also be used to demonstrate a warrior's prowess by their method of capture. Lleu Llaw Gyffes was so skilled he could hit birds with a stone without killing them outright. Cúchulainn demonstrated even more prowess capturing birds skillfully, but his son, Connla was still more skilled. He could not only stun them with a stone, but also with only his voice. 

Horses, cattle, and pigs represent fertility. Horse, cattle, and pig bones are found in Welsh and Celtic graves, indicating that they were very important to those cultures. The prosperity of the clan is reflected in the prosperity of its herds. Cattle were a major Celtic food source and as such, would be proportionally important to the success and survival of the tribe. Later, pigs became added to the diet of the Irish. Horses were also seen to symbolize fertility. Rituals were held where the leader of the tribe mated with a horse. The bull, which is the leader of the cattle, symbolized the herd and its fertility just as the king would symbolize the clan and its fertility, thus joining the fertility of the horse with the tribe's. 

The theme of the hunt uses animals to pass to and from the realm of magic and the gods in Celtic and Welsh mythology. For example, during the excitement of the hunt, the chosen party pursues an unusually fleet of foot, magical prey out of the world of the mortals and into a place of magic. Other ways to enter the other world are by charm, like the song from magical birds, or by spell, like the mist descending over land. Wells, springs, rivers, and earthen mounds are some of the magical places that border with or co-exist in the other world. In these places, magic is much more prevalent and sometimes even time passes differently there. 

The magical animals are noteworthy in appearance and get the attention of the hunter by their supernatural shape, color, speed, and power. There are many other examples of the pursuit of supernatural beasts throughout Celtic and Welsh mythology with the common characteristic being their unnatural, white color. While pursuing a large, white deer, King Arthur arrives at Sir Pellinore's well, a magical site, without his hunting party or his horse. Pryderi and Manawydan pursue a "gleaming white boar"  which leads them and their dogs to a magical trap. The bright white animals from the other world sometimes have bright, glowing, red ears, but they are not a natural type of white or red. Prince Pwyll encounters king Arawn's dogs from the other world. The dogs appear with "glittering bright white" and red ears that glitter as brightly as their white bodies. Rhiannon arrives from the other world on her white horse at an earthen mound. 
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Fertility and continuation of the clan was a major concern of the Celtic and Welsh peoples. Here again, animals figured strongly with fertility in Celtic and Welsh mythology. A prosperous tribe was indicated by healthy, plentiful animals. 

A few animals are associated with infertility because their success is incompatible with the survival of the tribe. For example, dragons indicate lack of fertility. Two dragons were heard screaming on the island of Britain every May 1st, and this caused sterility in all living creatures of the land and water. A dragon briefly ravaged Ireland, ruining the land and preventing daily activities. The dragons had to be destroyed in order to restore the fertility of the land. No specific causes were given for the arrival of the dragons. A vague, magical power, but no clear purpose was given to the nine scores of birds that consumed the fertility of the fields of Ulster. They just happened. So, it is quite likely that they are merely symbols of hard times. However, more earthly explanations, like revenge or a curse, have been the cause for destruction or loss of fertility. Under a spell, hoards of warriors disguised as mice ravaged Manawydon's wheat, destroying the fertility of his land as revenge for Gwawl. 

Birth and rebirth are fertility. The Celts believed that souls were manifested as tiny animals or beings. Lleu Llaw Gyffes was grown from "some little thing". If such a magical being was eaten by a female, then it would grow until she gave birth to it. This is illustrated in the rebirths of Taliesin, Sétanta, Finnebach Ai, and Donn Cuailnge who were all consumed by their mothers as tiny creatures and then reborn. Taliesin had been Gwion Bach disguised as a grain of wheat and Sétanta, later known as Cúchulainn, had been a vague, tiny creature in a drink, possibly the soul of the god Lugh. Both Taliesin and Cúchulainn had extraordinary abilities extending to the supernatural, and Taliesin even described himself as having previously been Gwion Bach. Friuch and Rucht changed into maggots, very small creatures, and were consumed by cows while fighting each other in a battle of magic. They became reborn as the extraordinary bulls Finnebach Ai and Donn Cuailnge. They continued to escalate their combat by involving the tribes of Ireland, suggesting at least partial survival of their personalities.
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Battle while in animal form is commonly seen during a fight between two powerful opponents. The two pig keepers, Friuch and Rucht, assumed the shapes of many creatures to try to gain an advantage over one another after their rivalry escalated into a long fight. On a smaller scale, Morrígan fought against Cúchulainn using three different animal shapes in her efforts to gain an advantage. Not all shape changes in battle are offensive. One example that describes shape changing in a defensive manner is Gwion Bach's attempt to escape from Ceridwen by using different animal forms. Another is Lleu Llaw Gyffes' escape from an assassination by fleeing in the shape of an eagle. 

The Two Faces of the Holly King

by Ian Elliott
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Most Celtic witches nowadays include the myth of the Oak King and Holly King in their tradition, regarding these two brother Gods as twin aspects of Cernunnos, the Year God.  The Oak King is the God of the waxing year, and the Holly King is the God of the waning year.  They fight twice a year for the favor of the Lady, at the Summer and Winter solstices.  The Oak King is victorious at the Winter Solstice and the Holly King wins at the Summer Solstice.  The defeated brother enters into a cocoon-like state for six months, the Oak King in the sacred oak and the Holly King in either the holly bush or the tinne, the scarlet or evergreen oak.  

Thus far all is plain sailing.  But shortly after the Holly King takes over at Midsummer, He is sacrificed in the grain harvest at Lammas, and then what becomes of Him?  Modern witchcraft traditions don’t seem able to agree.  For some, he remains in the Otherworld till Samhain.  For others, He returns at Mabon.  Some believe He reigns over the Earth from Samhain till Imbolc.

There is worse confusion after Samhain.  At Samhain an aspect of the Holly King named Herne the Hunter leads the dead and other denizens of the Otherworld out of the sidh and thenceforth they ride through the skies, gathering up dead souls and periodically returning with them to the Otherworld.  Meanwhile, another aspect of the Holly King called the Lord of Misrule reigns over the Yule festivities which begin in early December and continue through the New Year.  This is an ancient, white-bearded figure who symbolizes the ritual reversal of values at the end of a cycle.  Mainstream culture remembers him from the nineteenth century as ‘the Christmas Fool.’  How can both of these be the Holly King?  
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To make matters worse, after the Oak King returns at Yule midnight and fights and kills the Holly King under the holly bush, Herne continues to lead the Wild Hunt through the skies till Imbolc!

How are we to make sense of all of this?  I have put together a picture that explains it and that might have been close to the original mythology.  Here it is:

The Holly King, as the God of the waning year, is a self-decreasing God.  At Lammas He pours a great deal of Himself into the grain harvest, so that thereafter His hair is frosted with middle age.  He remains here on the Earth, however, because there are two more harvests to come.  At Mabon He sacrifices another portion of his vitality to the fruit harvest, and at Samhain to the final harvest.  Thereafter He is old and wizened, His wits wander a little and He proceeds to enact His final role as the Lord of Misrule.  

But “Death is but a doorway, Herne is on both sides,” as Devonshire witches say.
  While He reigns on Earth, the Holly King also reigns in the Otherworld as Gwyn ap Nudd, King of the Faeries.  As He sacrifices His vitality for the harvests, His Otherworld counterpart grows stronger, until the latter is ready to burst forth with the host of the dead at Samhain.  Then Herne, who guards the gates of the Otherworld, opens them wide and rides forth with his train.  
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When the spirit of the Oak King revives late Yule evening, He flies up the chimney as robin redbreast, his sacred bird.  In His humanlike form the Lord of Misrule is no match for the returned Belin, so He shifts to one of his sacred birds, the gold-crested wren (the other being the raven) and flees.  They have their final fight under the holly bush, where Robin is victorious and hangs Jenny Wren from the bush overhead.  Then Robin disappears and is reborn on Yule morning as the Child of Promise.  The Child of Promise, the reborn infant Oak King, is the son of the Lady and Gwyn ap Nudd, conceived back at Ostara (we witches initiate a new magical current at that time).  This makes the Oak King the son of the Holly King, but also His brother because both are sons of the Lady.  
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This is the sort of religious mystery that the Christian missionaries abominated and suppressed wherever possible.  The Pagans themselves regarded such matters, lawful to the the Gods but strictly forbidden to mortals, with holy dread.  Nevertheless that was the doctrine regarding the twin Year Gods, as we can see from the Mithraic inscriptions at Rome, where the brothers are named Cautes and Cautopates, the latter meaning ‘father of Cautes.’   Similarly, on Crete Zeus was originally the God of the waxing year and we still see the likeness of his father Kronos or Saturn in the figure of Father Time, bearing his scythe at New Year and standing for the old year that is about to pass away.  Indeed, as Saturnus the Lord of Misrule He presided over the Yuletide orgies, which reproduced the frolics of the Golden Age, when He ruled over mankind in ancient Italy.

Celtic Mythology

What we know about Celtic Mythology is largely gleaned from the books and manuscripts of medieval Ireland and Wales. These literary sources can be supplemented by the iconographic and archeological record from the pre-Christian Iron Age Celtic world itself, alongside external observations about the Celtic peoples and their druidic religion by contemporary witnesses such as Posidonious, Plutarch and Julius Caesar. 

From these diverse sources we can develop a fascinating picture of a magico-religious system which in some ways parallels practices and beliefs evident from elsewhere in the Indo-European world in the last millenium before Christ. 

The Celtic mythological universe is essentially animistic, in which the tutelary goddess, representing the life and fertility of the kingdom occupied a significant position. The male god is the consort of this numinous being, and was related more intimately to the human world of the tribe and its diverse ancestors. Animal symbolism, perhaps a legacy of totemistic religious forms, also plays an integral role in the Celtic articulation of the sacred. Finally, the Celtic mythological universe is permeated by a multitude of parallel realities, known collectively as the Otherworld - which sometimes intersects with the mundane world, creating a point of entry for the magical beings and wondrous phenomena which populate these ambiguous dimensions. 

Animism in the Celtic World 
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Early Celtic people were surrounded on all sides by the natural world. They were continually aware of its presence, and their utter dependence on its balance and fertility for their basic nurture and comfort. Even for the most powerful king a harsh winter or a blight on the soil was a serious and sometimes life-endangering issue. Animal life was also ever-present: cattle, dogs, sheep, geese and swine surrounded men and their homesteads; while wolves, bears and wild boar stalked the wilderness beyond. Animate and inanimate nature teemed throughout this all-encompassing rural landscape and loomed large throughout the mind of pre-industrial man, on all its levels. It would have shaped his days, filled his dreams: and underpinned almost every one of his hopes and fears. 

The spiritual reflex to this state of affairs has produces a distinctive universal pattern of beliefs, known to anthropologists today under the name of 'animism'. Put simply, this is a recognition of the essential aliveness of nature, not just in a biological sense but as a community of sentient entities, of which the human world was an integral part. Hence, the behavior of the river, the thundercloud, the flock of birds or the solitary stag (for example) would all be explained in social, emotional or psychological terms. 

In the British Celtic tradition, the most vivid example of animistic thinking is found in the Book of Taliesin in the form of a poem known as Cad Goddeu, or the 'Battle of the Trees'. Here, in a mythical battle at Caer Nefenhir, fought by the Sons of Don against the forces of the chthonic underworld, the mythical wizard Gwyddion was said to have transformed a forest of trees into a writhing, hostile army: 

'...Alder, pre-eminant in lineage, attacked first

Willow and rowan were late to the army,

Thorny plum greedy for slaughter,

Powerful dogwood, resisting prince.....

..Swift and mighty oak, before him trembled heaven and earth..'

This development is also interpreted by the Christian as words of the 'Lord' who 'spoke through the land'. But in reality, behind these euhemeristic interpretations, we have a genuine recollection of an animistic vision - of the land as a mobile, sentient community - analogous to that of the human world. 

Totemism, Shapshifting and Magical Transmigration in Celtic Mythology 

A certain mutability was the hallmark of the dreamtime, animistic universe. It was not only, as suggested above, the time when the land acquired its features, names and customs: it was also a time in which all things were less stable, yet to acquire solidity of external form. People were also more changeable: one might become mutated through anger or desire, or gain some feature or habit through a particular formative experience. But most characteristic, however, of dreamtime mythologies throughout the world as a whole, is the strange and somewhat inscrutable mystery relating to the instability of boundaries which existed between men and the rest of the natural world, the animal world in particular. 
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We have already explained the world-view known as animism above, and in some ways the literal kinship which was felt to exist between groups of humans and a particular species of animal or plant can be understood in similar terms. Traces of a belief system known to anthropologists as totemism is all but universal amongst pre-industrial man, and can be seen to have played a role in the development of almost every culture throughout the human world. Celtic culture is no exception: and through the mythological lore of the bardic schools an interesting variant of this belief seems to have persisted well into the medieval period and beyond. 

Totemism is thought to have originated in the Paleolithic era, and seems to have persisted in hunter-gather cultures wherever small human bands are engaged in a subsistence existence in a primarily wilderness environment. Its traces can be found in every corner of the globe: from Australia to America, Africa to Scandinavia. With the introduction of the arable and pastoral agricultural practices, these beliefs would tend to be replaced by more seasonally-orientated, anthropomorphic beliefs. But such was the power and persistence of the totemistic system, that elements of its influence can be detected in a number of cultural contexts long after this time. 

The basic totemistic myth seems to have presupposed a distant foretime when the characteristics dividing the categories of nature had not yet become fully distinguished. It is thought that misshapen ancestors combining human and animal features populated this mysterious time of beginnings. Slowly, distinctive groups began to began to emerge from this chaos: notably particular clans of humans linked (by common decent from one of these primitive ancestors) to a given class of animals or (more rarely) natural features such as rocks and trees. Thus there might be bird-people, cattle-people, wolf-people, oak-people, river people. Each of these clans would feel a kinship with the animal or feature involved: and it was taboo for them to harm to harm these totem creatures in any way. The ancestral spirit protected the clan from disease, violence or hunger: and to harm any member of the clan or its kindred species would provoke the wrath of this daemonic spirit. 

It seems to be through the totemistic period of development that homo sapiens became truly what we would think of as human. As other social forms began to replace the wandering hunter-gatherer band, totemistic beliefs became absorbed into other systems of spiritual and social reality. None the less, this animistic view of the zoological world continued to haunt the human imagination for many centuries to come. As suggested above, reflexes from this system of magical thinking can be discerned in cultures throughout the human world: stories of talking beasts, were-wolves, shapeshifting magicians and ancestral animal spirits proliferate globally in one form or another. 
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The rationalisation of these zoomorphic fantasies would vary considerably, and each area might have its own tradition. In some places, for instance, it might be believed that those skilled in witchcraft could send their spirits forth in animal form. Elsewhere, people believed their ancestors lived on in the bodies of animals. Other cultures might contain a mixtures of these beliefs, and many more besides. All that we know is that the natural (i.e. pre-rational) perspective drew a much thinner line between the worlds of beast and man. Many anthropologists and prehistorians have argued that the earliest god-forms in every culture, at a certain stage in its development, were invariably of animal, rather than human form. 

In the Medieval Celtic world such totemistic beliefs were integrated piecemeal into the composite mythical vision of the neo-druidic bardic schools. The motif of shape-shifting in something of a hallmark of Celtic mythology, as has been noted by a number of observers. It is far from uncommon for a deity to bear zoomrphic associations of at least one species of animal. The great Irish goddess Boanda, for example, is associated with her beautiful white-coated, red-eared cattle. The psychotic warrior-hero Cúchulainn exhibited strong signs of an affiliation to a canine totem: he had a taboo on the killing of dogs and his name literally meant 'The Hound of Culann (the smith)'. Conal Cernach, like the ancient Gaulish horned-god Cernnunos (Herne the Hunter of English mythology), was associated with both the snake and the stag. A horse-goddess cult plays an important role throughout the Celtic world, being exemplified in the Welsh tradition by the figure of Rhiannon. The name of the great hero Arthur literally means The Bear. Lleu is the ruler of birds. Culwch was 'the slender boar'. The iconography of the pagan British world of Iron Age and Roman Britain also indicates that this totemistic zoomorphism was very much a part of the divine iconography of the native, druidic mythology. 
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The animal characteristics of these mythical figures were clearly so strongly part of the tradition involved that they never fully disappear, even long into the Medieval Christian period. Instead, as suggested above, they were rationalised in a number of ways. A dominant interpretation of these shape-shifting dreams in the Celtic world can be related to the famously druidic belief of reincarnation: or more specifically magical transmigration, evidence for which is frequently found in the medieval writings of Ireland and Wales. In Irish tales such as Tochmarc Étain ('The Wooing of Étain') and the some of the remscela or 'fore-tales' of the Tain Bó Cuailgne ('The Cattle-Raid of Cooley'), magical figures from the distant past play an active role within the action set in the narrative present. In Tochmarc Étain 'The Seduction of Étain', the heroine is first transformed by a jealous rival into a magical fly, and then buffeted from coast to coast by storms of druidic sorcery. Centuries later, she is swallowed by a noblewoman at the court of Conchobur in the Iron Age kingdom of the Ulaid, and reborn as a princess there. In her adult life she is pursued by Otherworld lovers from her previous existence amongst the Sídhe and the Tuatha dé Danaan. The action of the Tain Bó Cuailgne, on the other hand, hinges on the rivalry of two ancient bulls, whose conflict becomes inexorably projected onto the two tribal regions, Ulaid and Cruachu. One of the remscela of this epic traces the history of this rivalry back to two megalithic swine-herd druids, Ochall and Bodb whose magical conflict was pursued through a successsion of physical forms - including those of ravens, water-beasts and 'screeching spectres' - before they were eventually devoured in the form of grains of wheat by a herd of cattle, and reborn as the two great bulls Finn ('The Light One') and Dub ('The Dark') respectively. 

In the Welsh tradition, we find the story of Gwion, the young cauldron-keeper of the legendary sorceress Ceridwen. The latter transgresses his mistress by accidentally tasting her magical elixir of omniscience: giving him instantaneous knowledge of all things past, present and future. He is immediately aware as a result that she is now his mortal enemy, he starts to flees her wrath, transforming himself into a hare. She pursues in the form of a greyhound. He then takes the form of a fish, and she continues to hound him, in the shape of an otter. This transmigratory sequence continues until the pursued finally transforms into a grain of corn, in which form he is finally devoured by Ceridwen in the shape of a hen. He is later reborn to her as a baby boy, before being eventually cast adrift and discovered in the court of the Dark Age British king Elfin, as the child-wonder and chief bard Taliesin. The experience of multiple incarnations is related at the beginning of the Cad Goddeu : 
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I was in many shapes before I was released:

I was a slender, enchanted sword - I believe that it was done,

I was a rain drop in air, I was a star's beam,

I was a word of letters, I was a book in origin,

I was lanterns of light for a year-and-half;

I was a bridge that stretched over sixty estuaries,

I was a path, I was an eagle, I was a coracle in the seas...

In all three of these anecdotes the device of shape-shifting sequences was used as a bridge between the distant mythological cycle of the pre-historic dreamtime and the proto-historic heroic cycles of the Irish and Welsh traditions, which lay closer to the horizons of living historical memory. Other interesting similarities also emerge: in all three stories the transmigrant shape-shifter is actually devoured; twice as grains of corn, and once as a tiny fly; before being reborn to their devourer in a later age. If Caesar and other classical observers are to be trusted on such issues, the druids of ancient Gaul believed that the 'souls of men would be reborn after a fixed period of time' (perhaps the period that was understood to elapse between one cycle and the next?). More specifically than this, a belief is also described in which the druids were said to hold that the human sacrifice of criminal prisoners would be said to result in a 'bounty of corn' for that year. Could it have been that corn grains or other small objects were the lowest end of the transmigratory journey: the bearest manifestation of the soul in its cyclic journey? 

Before moving on to the next stratum of the Celtic mythological thought-world, it is worth considering a few other aspects of the native animal mythos, which lie outside the confines of the dogma of druidic transmigration. First of all, shape-shifting might be take one of two basic forms. It might either be imposed involuntarily by an outside agency whose magical power was greater than that of the victim or occur at a disruptive momment (such as at the point of death), or the animal form might be assumed voluntarily by a magician (such as Gwion or Ochall) in possession of sufficient knowledge or druidic power to control their external appearance in this way. 

An example of a more voluntary change, used as an aggressive form of magic, can be seen in the Irish Ulster Cycle: wherin the hero Cúchulainn is harried by the dark goddess Morrigan, whose sexual advances he had rejected as he stood guard at the ford of Áth Tarteisc during the Cattle Riad of Cuailgne: 

'...an eel flung three coils about Cúchulainn's feet and he fell back in the ford. Cúchulainn rose up...cattle stampeded madly through [surrounding] army...next a she-wolf attacked Cúchulainn and drove back the cattle westwards upon him...she [then] came in the shape of a hornless red heifer and led the cattle dashing through the ford and the pools...' 

Examples of involuntary change, imposed by an outside agency, can be found from both sides of the Irish Sea. From the Ulster cycle we find the aforemention myth of Étain, in which the eponymous heroine suffers at the hands of a jealous rival, endowed with the druidic power to transform her into the shape of a fly. From the British tradition, we have example of Gilfaethwy and Gwydion, in the Fourth Branch, who are transformed into a succession of animals and made to bear each other's young in punishment for the rape his virginal footbearer, Goewin daughter of Dol Pebin. 

The integration and preservation of both the animistic and totemistic perspectives with the Celtic mythological tradition contribute to its distinctively fantastical and magical atmosphere. The Celtic tradition is characterised by its ability to absorb and retain different elements from both its own past and the subsequent influences from neighbouring cultures. The end result of this process, however, was a melodic, integrated whole, despite its diverse cultural origins. The Celtic world-view was underpinned by a rhythmic sensibility and an eye for the teeming beauty of the natural world. They continued to respect and appreciate the clamorous ecstasy of birdsong at dawn, the wild fury of the charging boar, the blissful mirth of the sparkling stream and the silent grandeur of the looming mountain: even after the surrounding land and non-human life had been largely tamed and appropriated to their needs. 

The Gods and Goddesses of the Celtic World 

The Cult of Sovereignty
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As human life achieves greater ascendancy over its environment; domesticating cattle, cultivating cereals, clearing the ever-present forest or bush and consolidating their society into larger and larger population groups; the instinctive superstition of totemistic animism will tend to become replaced by a more seasonal, anthropomorphic form of spirituality, in which a specialised group of men or women will tend to preside over calendrical rites, and god-forms will show increasingly human characteristics. In Britain, this process probably began during the Megalithic era, and continued into the Iron Age, even up into medieval times and beyond, integrating and rationalizing the more archaic elements as it evolved. 

Unlike some other Indo-European traditions, the Celtic mythological universe was not dominated by a fixed pantheon of named functional deities in the way that, for instance the Roman or Greek mythologies had universal gods and goddesses for specified areas of life (e.g, Mars the god of war, Venus the goddess of love, Hermes the god of magic and intelligence etc.). Instead, each tribe had its own ancestral heroes and deities - to whom a whole range of fabulous deeds were frequently attributed, whose (esoteric) names their descendants would repeatedly invoke for protection and support in all areas of their lives. These deities were as numerous as the stars in the sky, and for the vast majority we can glean very little in the way of the individual identities of each (beyond a distinctive feature on a carved stone head here, or the bombastic inflections of a folktale there). 

Be this as it may, there are certain common associations which defy this regional diversity. There were certain forms which seem to have haunted the Celtic imagination - archetypal entities into which the identities of local heroes, heroines or ancestors would necessarily become subsumed. 

Most clearly pronounced is the goddess - whose associations with the land and its fertility were pronounced throughout the Celtic world. The goddess might bear the name of a region or territory - such as Eriu for Ireland, Cailliech Beara for the Southwestern districts or the great Boanda, spirit of the River Boyne and goddess of the valley of that name. In other circumstances, this tutelary relation might be more figuratively implied - such as the motif wherein the ruling king of that land is always depicted as the consort of this sovereignty goddess. 

In the embrace of a true king, the goddess would yield warmth and bounty; from a false king the elements would recoil - leaving impoverishment and misery for his subjects until a more fitting consort could be found. Under a good king, the harvests were plenteous, the weather was mild, people and animals gave birth fecundly. Under a bad king, the seasons were harsh and irregular, harvests were thin, and births were infrequent or deformed in the human and animal world. 
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Likewise, the fortunes of the goddess herself were a mirror of the fate of the land: she might become desolate, threadbare or withered if the land is neglected or abused: or she might blossom and regain her youth if the land is restored by a rightful king. She had both a light and a dark aspect: she could appear the demure and radiant damsel 'the treasure hard to obtain' when the youthful king was at the height of powers. As he aged, and his hour drew near, she might manifest as a hideous witch or dark priestess: ready to preside over his killing and replacement at the hands of a more suitable rival. 

Many myths throughout the Celtic world would tell of how a prospective king was approached by a mysterious, otherworldly lady (typically while lost in a desolate wilderness), who turns out to be this tutelary goddess: the coupling with whom ensures the future ascendancy of this king and his heirs. Again, it is within Ireland that the most explicit revelations of this mystery are clearly delineated. Nonetheless Brythonic sources (including the Mabinogi), can also be seen to include this kind of otherworldly encounter, with a numinous lady in whom the powers of sovereignty seem to abide. 

The Sacred Cauldron

Closely associated with the goddess archetype is the symbol of the cauldron, chalice or grail. The signification of this particular symbol seems closely related to that of the fountain or spring, at the heart of river-goddess cults of the Ancient Celtic world. Cauldrons of regeneration, cauldrons of inspiration and cauldrons of endless bounty all feature in the annals of Celtic mythological lore. But besides this, the cauldron also must have occupied a central role in mundane world of Celtic tribal life. It was the source of food, drink and nurture in the household, and perhaps the hub of that most consummate of Celtic social activities: the chieftain's feast. Traditionally, this would involve the slaughter of a pig and its boiling in the tribal cauldron. Warriors would then be given portions therefrom in strict order of heroic merit, followed perhaps by the cup of mead served by the queen. So strong was the feeling and depth of significance aroused by this ritual that it was not unknown for violence to break out in the Celtic feasting hall, over this contested 'hero's portion'. 
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The cauldron; while being a symbol of the reproductive, nutritive and inspirational qualities of the feminine; was often portrayed in pagan Celtic iconography in the hands of a the tribal god, a tutelary patriarch with pronounced chthonic characteristics. In the Irish tradition, the guardian of the cauldron is simply known as Ind Dagda, 'The Good God'. He is characterised by primitive, phallic attributes: his crude and violent copulations with the dark goddess Mórrigan being responsible in one story for shaping some of the plains, ridges and earthworks of Ireland... His belly and appetite were vast, and his garb was that of the stone-age peasant: a course brown tunic from which his buttocks protruded. In Gaulish iconography, we find a god known as Sucellos 'Good Striker' whose elemental hammer was undoubtedly associated with the virtues of thunder and lightening, while his bowl, carried in the other hand, signalled (like the cauldron of the Dagda) his mastery of the bounty of nature (i.e. his conjugal relation to the Great Goddess). The Penn Annwfn, with his cauldron and associations with the chthonic underworld appears to have been one significant bearer of this archetype in the British Celtic mythological universe of the Mabinogi. The Arthurian manifestation of this archetype is to be found in the Grail King, whose health and vitality is mysteriously linked to the state of the land; equally in the sinister axe-bearing 'Green Knight' encountered by Gawain in the poem of that name. 

The Hero and the God

There were numerous manifestations of these matriarchal goddesses and patriarchal gods in the Celtic world. Notable among the former we find Rhiannon 'The Great Queen' among the Welsh. Across the Irish Sea, the mythological cycle is dominated by the ever-present goddess of the Boyne valley, Boand(a) by name, queen of the faery-like tribes of the Sídhe. She is the lover of Ind Dagda and the mother of numerous otherworldly heroes. She is mysteriously associated with the River Boyne, a river which was known to medieval bardic traditions as The Roof of the Ocean. 

The titanic figures of Bendigeidfran, Beli Mawr and Casnar Wledig from the Mabinogi alone show characteristics of this Patriarch/Chieftain archetype, just as do Ind Dagda, Manannan and later figures such as Finn MacCumhail and Diamairt MacCerbhall in the Irish tradition. Famous historical British kings Arthur, Coel Hen ('Old King Cole') and Rhydderch Hael developed similar characteristics as their legends grew. Often such figures were to be found at the very hub of a narrative cycle. Their generosity and kingly qualities were often seen as the axial force of a diverse retinue of warriors and heroes, many of whom would have had legendary exploits of their own. 

Some degree of variance within these basic male and female archetypes certainly did occur within the Celtic mythological tradition. Most obvious is the dichotomy involving the archetypes of hero and chieftain, already alluded to above. The hero-youth archetype was essentially itinerant and perigrinatory, representing the unstable forces of evolution, development and change. He offered his skills and services at the court of an established chieftain-king: who represented the principle of mature mastery, continuity and proprietal responsibility, with his domestic and political status affirmed through his symbolic marriage to the goddess-figure. 

However, despite the relatively junior position of the hero, it is the deeds and adventures of this younger figure, rather than those of the chthonic-god or chieftain-king archetype, which command the most narrative interest. Indeed, this is the pattern throughout the world, where the aspirant progress of the hero through difficult birth, childhood miracles, trials of youth, out of which the winning of the hand of the bride represents the final accession into the full adult status, is universally represented. The role of the chieftain-king in these stories is more often than not to provide a wider context - defining the era ('in the time of Arthur' etc.) or the place (e.g. 'at the court of Rhydderch Hael'), the political milieu involved. 
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An interesting feature of Celtic tradition is the phenomena of 'aging' of individual characters, which often sees them progress through the roles of hero, king and chthonic deity as their memory passes from history into legend, and from legend into the realm of mythology. As a general rule: the older and more established such figures grew, the more pronounced became these chthonic and tutelary characteristics. Like the Great Queen, the Great King eventually would become a larger-than-life mythological figure: typically abiding in a magical paradise under a giant tumulus surrounded by his retinue, perhaps in a mysterious state of suspended animation, but always ready to return to the world and fight back the enemy if the tribe was faced with irreversible dangers. The British king Arthur is another example. The tradition of Arthur began (it would seem) with an actual historical figure, a Romano-British general by the name of Artorius, in the sixth century AD. By the tenth century this figure had absorbed a cluster of hero legends, many of a fantastical, supernatural nature. By the eleventh century, he seems to have become a king, with his own retinue of heroes, each with their own body of legendary exploits. By the twelfth century, Arthur had become a tutelary figure, slumbering in suspended animation, surrounded by his retinue of knights, ready to rise from 'the hollow hills', to defend his people in their hour of need. 

Alongside the hero-chieftain dichotomy, there are numerous other subsets within the basic god-goddess duality outlined above. Some signs of the Indo-European influence on Celtic Mythology can be seen in the emergence of functional types. Existing deities acquired specific associations: with magic, with war or with farming, for example. The female figures too became more diversified: the pan-Celtic deity Brigit, Brigid or Bride having a particularly strong associations with (paradoxically) both purity and virginity on one hand and fertility and childbirth on the other. She was very much the daughter goddess - female equivalent of the equally widespread hero boy-gods Lugus or Oengus Mac Oc. Her counterpoint within the female pantheon might be seen as the strongly maternal figures such as Modron or Boanda; or the dark goddesses Badb and Morrígan, who stand for the principles of war and wanton destruction. 

As has already been noted, however, it was this archetypal role which tended to absorb the name or identity of a historical individual in the Celtic world. This is possibly due to a strongly cyclic view of reality: which may have been part of the Megalithic intellectual legacy to the culture of the British Isles. This histiographic perception is suggested in medieval Celtic literature by the habitual classification of stories, actions or persons into perennial, archetypal events or phenomena. 

One should understand Celtic Mythology as a continual reworking of these basic archetypal characters and themes. Every tribe, every clan, possibly even every family or homestead had its own traditions relating to its (usually male) ancestors and their deeds and descent; as well as the local (usually female) figures representing the life and fertility of the river, valley or plain on which they lived. Out of this diversity there can nonetheless be found a series of universal archetypes and perennial themes. It is this stock of characters and story-forms - endlessly spun around a myriad of localised figures - which forms the very substance of the Celtic mythological tradition. 

 The Celtic Otherworld 

No discussion of Celtic mythology is complete without some reference to what is often referred to as 'The Otherworld'. A distinctive body of tradition has emerged from the Celtic world about this realm and its inhabitants which have infused, via the Arthurian lore and related traditions, into the narrative cultures of Western Europe as a whole. The familiar genre of the 'fairy tale' - found from Ireland to the forests of Russia, owes much to beliefs of this kind. 

Commentators have tended to speak of the 'Otherworld' as unitary entity. In fact the Celtic cosmos was no less fragmented or hetrogenous than the tribal world consciously inhabited by the early Celtic peoples themselves. Even a neighbouring clan could, in the eyes of these people, exhibit degrees of 'otherness' - a quality which in itself served as a magnet for a whole variety of fantastical projections. 

Be this as it may, the Celtic Otherworlds often share a peculiar set of distinctive characteristics. Their inhabitants tend to be either beautiful in the extreme - or grossly misshapen and hideous of aspect. The Otherworld is a source fantastical animals and powerful magical objects. The seizure of such wondrous treasures is a frequent goal of Otherworld quests undertaken by heroes from the world of men: 'the traditional feat of greatness' as one commentator accurately described it. Sometimes, a mortal might even become the lover of a faerie mistress from 'The Land of the Ever Living', 'The Plain of Delights' or other such Otherworldly paradise locations. Likewise, it was also not unknown for an Otherworldy lover to abduct or seduce a mortal princess and spirit her away to 'The Land of Summer', or wherever his magical kingdom might be. 
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Otherworld beings were neither divine, nor wholly 'mortal' (in the broadest sense of the word). They were magically powerful, yet also prone to strange weaknesses. Sometimes, a clever mortal hero would exploit such weaknesses, and obtain famous magical concessions from these Otherworld denizens. Their relation with the world of men could be friendly as well as hostile: marriages and other forms of alliance between the worlds were not unheard of in the Celtic world. 

Mortals might abide in Otherworld locations, returning to find that generations have passed in their absence - or after what has seemed like decades in the Otherworld reality, little more than a few hours of mortal time have elapsed. Sometimes the Otherworld itself appears to be little more than another dimension of time - but one not normally perceptible to the mortal eye. 

Otherworld settings were often paradoxical in their location: typically situated in liminal settings such as tidal islands or fog-laden hill-tops, or in other more fantastical settings: glass towers, rotating rocks etc. Another tradition tells of a land which can only be seen while standing on a certain patch of turf, at a certain time. A popular tradition recalls a magical underworld, accessible via certain points on the megalithic landscape: i.e. tumuli, standing stones and other sacred earthworks. 

As has been implied above, Otherworld characteristics were often projected on outsiders of one kind or another: aboriginals, foreigners, merchants: even those from different social backgrounds. However, the nature of the Otherworld was not confined to physical or cultural distance: it could exist within the blink of eye, the space of a dream, or the experience of any other form of altered consciousness. As seen through the druidic eye, the world was thronging with a multitude of invisable realities - all of which could exert any manner of influence over the world of men, and any of which could be entered: if the time, place and circumstances were correct. 


4th P.F. International  Conference in  LUNTEREN, Netherlands.
                                 Saturday May 29th 2004
location:

In the National Park “ de hoge Veluwe “ right in the Dutch Bible belt, in the geographical centre of Holland.

 

10.00 --  18.00 hours   Ritual, workshops, lectures, stalls.

18.30  hours     Buffet ( meat or vegetarian).

20.00  --  22.30 hours Music, dance and drumcircle

Price of tickets:     

              euro 10,-- for members of the Pagan Federation

euro 13,-- for non-members

stall, per table   

  euro  13,--

meal ( meat or vegetarian)   euro 13,--

Drinks and hot/cold snacks are available the entire day at the bar.

With a get-together for PF-members and guests, on the Friday night before with drinks and snacks at 18.00 hours.

Don't wait too long with your booking! The tickets have to be paid in advance on bank account number:

63 16 27 332, PFI Nederland, Zeist

IBAN :  NL36 FTSB 0631 6273 32 

 BIC:  FTSB 2R

There is ample parking space at the location, the local train station is 5 minutes from the hall. 

The area is beautiful and there are campsites and hotels nearby. 

Please contact me if you need information on the campsites or hotels.

LadyBara@paganfederation.org
Mobile :00.31.654 71 40 10. ( between 18.00  -  20.00 hours)

-- Lady Bara


Celtic symbols
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	Triple Spiral
Originating as a symbol of the Triple Goddess (maiden, mother, crone) in pre-Christian times, the triple centered spirals were also found in illuminated manuscripts. This design may represent the waxing, waning and full moon. 
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	The Celtic cross or ring cross. Bridging the earthly and spiritual worlds is represented by the vertical axis (spiritual world) and horizontal axis (earthly world). The Circle defines God's love as unending, with no beginning or ending. 
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	The Triskelion
Triskelion is Greek for three-leg. In ancient Greece, this sign was associated with progress and competition. It is found on the coat of arms of the Isle of Man. 
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	The double spiral can represent the equinoxes, when day and night are of equal length. Also it is a sign of balance.
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	The clockwise spiral often represents the sun. Also the idea of growth, expansion, and cosmic energy, depending on the culture in which it is used. 
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	Called the Druidic Threefold Sister Goddess: Fotla/Eiru/Banba. In Wicca it symbolizes the Threefold Mother Goddess: Maiden/Mother/Crone. 
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	Called a Triquetra, Latin for three-cornered. In ancient and modern times the number 3 is seen an extremely powerful number.
Later the triquetra was adopted as a sign for the Holy Trinity in Christian symbolism. 
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	The Awen Symbol, also called The Three Rays
First ray on the right symbolizes the male forces in the material world, known as "E" The left ray symbolizes the female forces in the material world, known as "O". The center ray, called "Ah", stands for the balance nature enforces on these two often opposing elements.
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	The Circle is a fairly universal symbol among world religions, though meaning may be different. 
It is a natural shape to represent the sun, the moon, many fruits, the bird's nest, the door through which we all were born, and the human eye. Since it has no beginning or end, it easily represents God's love;the Alpha and Omega; birth, death and rebirth.
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	The Wheel of Being, the Fivefold Pattern. 
Four directions are united by a fifth. It is thought that Ireland is divided similarly into Leinster, Munster, Connaught, Ulster and Meath.  In the Druidic universe, the Four Powers or Elements are united by the fifth ​ Balance. 
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PAGAN FEDERATION INTERNATIONAL BELGIUM

Presents

An ARCADIA VZW event

PaGE 2004

Pagan Gathering Europe
PaGE is an international summer camp where Pagans of alternative spiritual paths are welcome to share their ideas, teach one another, learn from each other, get acquainted and make new friends. PaGE is the perfect opportunity to meet & experience different pagan traditions from all over Europe. Get ready for an exciting weekend & meet plenty of new pagan friends!

Program 

Choose from a variety of workshops regarding different traditions and paths, given by pagans well known in their field. The complete program will be announced shortly. All pagans over 18 are welcome to join.

Please note that children are welcome at PaGE but subscription to the children program is required and parents are responsible for their children at all times

When

From Friday August 27th till Sunday 29th, 2004.

Where

The event will take place in a beautiful setting near the medieval town of Bruges. The exact address will be given after inscription. The site can be reached easily both by car and by public transport.   

Extra’s

At less then 2 kilometers from the heart of medieval Bruges, PaGE also offers the opportunity to discover this pearl of medieval art and history, the so-called “Venice of the North”!

Price

Price for the entire weekend is €135. This price includes full board and lodging in dormitories or rooms of 4 persons. PFI Members will receive a discount of €15. An extra discount of €5 will be given if you book up before March 15th. 

Where do I sign up?

Please mail to fjierramaris@paganfederation.org, or send a letter to PFI Belgium, PB 2, B-2560 Nijlen, for more information and to receive the application form.

Contact us:

International Coordinator : Morgana

PO Box 473, 3700 AL Zeist, THE NETHERLANDS

Morgana@paganfederation.org
PF International (Australia): Julia Phillips

PO Box 666, Williamstown VIC 3016, AUSTRALIA

julia@paganfederation.org
PF International (Austria): Karen & Werner

Schusswallgasse 3-11, 1050 Vienna, AUSTRIA

Karenandwerner@paganfederation.org  
PF International (Belgium):  Fjierra 

Postbus 2, B-2560 Nijlen BELGIUM
fjierramaris@paganfederation.org

PF International (Brazil & S. America): Nero

Caixa Postal 448, Porto Alegre RS, 90001-970, BRAZIL

Nero@paganfederation.org
PF International (Canada): David Springer

PO Box 32, Station B, Ottawa K1P 6C3, CANADA


" 

Dave@ca.paganfederation.org



PF International (France): Alrune

alrune@paganfederation.org
PF International (Germany): Rhiane
PO Box 473, 3700 AL Zeist, THE NETHERLANDS

Rhianna@paganfederation.org
PF International (The Netherlands): Morgana & Lady Bara

PO Box 473, 3700 AL Zeist, THE NETHERLANDS

Morgana@paganfederation.org
ladybara@paganfederation.org
PF International Portugal: Isobel Andrade & Jose Ferreira

Apartado 24170, 1251 - 997 Lisboa, PORTUGAL

Isobel@paganfederation.org
PF International (Scandinavia) (including Finland)

Winterwillow

Idaborgsvagen 10, 117 62 Stockholm, SWEDEN

winterwillow@paganfederation.org
PF International (USA and N. America): Michael Thorn

PO Box 408, Shirley, NY 11967 0408, U.S.A.

Liz@paganfederation.org
PF International - (Rest of the World): Sara Bergkvist

Idaborgsvagen 10, 117 62 Stockholm, SWEDEN

mailto:Sara@paganfederation.org
PFI UK Representative

Tanya

mailto:Tanya@paganfederation.org
Internet/Webmaster: www. paganfederation.org,

PFI Chatlist and PFI Announcement list moderator, Central PFI Database and lots of other stuff:

Merlin
Merlin@paganfederation.org
PFI EDITOR “PAGAN WORLD”

Diana Aventina

Zonhoevelaan 10 bus 1, 3740 BILZEN, BELGIUM

mailto:Diana@paganfederation.org
“Pagan Plaza” –

Internet site with PFI Newsletters and members-only section

Vincent@paganfederation.org

The next issue of Pagan World will be published

on March 21 2004.

Please send in your articles by March 10 2004 by

email, Word, Microsoft Publisher or typed.

PaganWorld@paganfederation.org
or by snail mail to:

Diana Aventina, Zonhoevestraat 10, bus 1, 3740 Bilzen, Belgium

See you next season!- Diana
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� C.S.Lewis, The Lion, the Witch and the Wardrobe, p. 12.


� See Ryall, Rhiannon, West Country Wicca, p. 43.





